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Wh’en the soil of Manhattan was sealed beneath steel and concrete, it wasn't in the name of progress. It was in the hopes of survival. -
“Buried under the sidewalks that grid the island and the streets that guide taxis from Wall Street to the Bronx is an evil older than
the feeble human concept of time. And now that evil is pushing through the strata of cobblestones and asphalt to take hold of the
surface. Tendrils of evil crack the streets, overturning taxis as if they were playthings. Skyscrapers are buckling as the unstable wall
between this world and the unspeakable beyond starts to give. And something has taken over the unfortunate citizens, turning them
into slavering zombies capable of terrifying violence. T8
. Al

The City that Never Sleeps is facing an unending nightmare. ‘

What New York needs right now is a savior, somebody with the skills and knowledge to not only push back against this
evil, but also to extinguish it for the remainder of days. That mantle falls on an unlikely hero: Edward Carnby. But Edward is at a
disadvantage. He has no idea who he is. He has no clue about his true role in this eruption of evil. All he knows, when he wakes
from a strange slumber, is that two men are holding him hostage in a midtown hotel. Through bleary eyes and muddled ears, he
knows something is very wrong. Whatever these two men have done, whatever they are responsible for, the situation has escaped
their clutches and taken control of its own destiny.

What Edward can be certain of, though, is that he is
now somehow expendable. And the two captors are about
to dispense with him up on
the roof of the hotel. Edward’s
rescue comes in an unexpected
form. Monsters are monsters
by nature—they feed off chaos.
They cannot be controlled.
And whatever these men have
wrought, it quickly turns against
them. The fissures that are
starting to rip the city apart consume one of the men whole, swallowing him like
a shark might gulp down a tuna. No mercy. Edward knows that's not going to be
enough to save his skin. Or the city. He must stumble through the madness overtaking
Manhattan and connect with the only sympathetic figure he knows in this entire horror
show: Theo. Is he a paranormal expert? Just a museum curator? Or is he working with
Edward’s former captors? That's a risk Edward must take if he wants the truth.

If the sun is ever to rise over the city again, Edward must
cut to the source of this evil. He must be ready for every answer
to spawn more questions. Who is he? What happened to his
memories? Why is there a scar on his face?
What does an ancient stone have to do with
this chaos? And, finally, why does this trail
of terror lead to the heart of Central Park,
the oasis of lush greenery in the heart of the
busiest city in America? Just what is down
there, buried under centuries of earth and
stone? And can it even be stopped?
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The man at the center
of this event doesn't
even know who he is.
Whatever ceremony he
unwillingly took part in
has erased his memories,
leaving him to rely on
the word of people
whom he probably
shouldn’t even trust.
What Edward can be sure

of, though, is that he is handy with a pistol and incredibly adept at crafting makeshift weapons out of everyday objects. He has a
resourcefulness that he cannot explain, but is certainly grateful to possess. By the end of this evening, many mysteries about Edward
will be solved—but can he survive long enough to learn the core truth about his very existence?

Theo is a researcher

and something of an
expert on the occult.

The old man is somehow
linked to Edward, and
that bond may not be
entirely healthy. There is
something about Theo
that inspires trust. He
seems to have genuine
concern for Edward. And
after two thugs flippantly decide to shoot Edward on a roof, a little sympathy goes a long way. Theo holds the key to the first door in
this maze of mysteries. If Edward can just crack that first door, maybe he can shoulder through the rest.

www.PRIMAGAMES.COM
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While Edward tries
e to escape from the

crumbling buildings

surrounding Central

# o Park, he meets Sarah, an art dealer trapped in the middle of a nightmare. Is she connected to what's happening? Edward cannot be
e , sure, but she certainly seems as scared as he is. At least she is as loyal as she is scared, sticking by Edward’s side even as the world
-around them turns to ash.

Crowley is the sinister
figure at the center

of this explosion of
evil. He is a madman
obsessed with unlocking whatever horror was buried under Central Park, but even he is taken aback by how quickly the situation
spirals out of control. Crowley seems to be very familiar with Theo and Edward. If anybody can give Edward an answer about who he
is, it's Crowley—but something says he won't give that information away. He may be willing to trade it, though, for whatever power
Edward might have over the evil consuming the city.
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Alone in the Dark is a cinematic game—and
like any good movie you watch at home,
you might have a favorite scene you want

ERISORE 3. to get to or one you want to fast-forward
PANFLIL ANSWERS

ENCE 2. ¥
:I:: :.In..m-. seat. The developers of Alone in the Dark

have integrated DVD-like functionality into
the game, allowing you to move through
the chapters of the game as if you were

e finer | i sl s s watching a movie from your personal library.
-m i 5 o At any point in the game, you can call up a
menu screen that shows the current chapter
and the parts of the sequences that make
up that chapter. Some episodes, like a
pivotal car chase, may not have a single part you can particpate in. (i.e., You cannot join the chase in progress.) Other situations, such

through because it makes you squirm in your

] R e

as the exploration of a building, may be broken down into four parts. You can inch forward through the parts to see farther into
the episode.

However, jumping from one chapter to another has drawbacks. If you leap forward a chapter or two, you get a recap

explaining some of the story you missed (like the opening moments of “catch up” on a television serial), but you will completely miss
out on all of the smaller, more human details that really pull the story of Alone in the Dark together. Yes, you might see the bird's-eye
view of one of Edward'’s secrets, but you sacrifice the unraveling of the actual plot twist, and that’s always half the fun of any secret Y
worth knowing. "o B

Don't think you can jump right to the E PAUSED
end of the game, either. The final chapter
is playable from the first time you play the EPISODE 1,
game, but the final few scenes are locked. Sl
You must complete at least 18 sequences ﬁhu;r::s
from the first seven chapters as well as collect ' Mo
50 Spectral Power points, which are earned =
by torching special roots detailed later in

this guide.

As cool as this chapter-select feature
is—allowing gamers stuck on one particular
puzzle to move ahead—we'll make sure
this feature is used primarily as a means of
skipping around to replay your favorite scenes in the game after you've closed the door on the final chapter. (And you will have

favorite scenes—there are some jaw-droppers in Alone in the Dark that are definitely worth playing multiple times.) There will be no
banging your head against a wall with this guide in your hands. We'll show you how to survive the worst night of your life in New
York by assembling the best makeshift weapons, how to exploit the weak spots of the monsters threatening your life from every
doorway, and how to uncover the secrets of Central Park. And those secrets are certainly something you never expected.

www.PRIMAGAMES.COM
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¢ Edward Carnby may be a man without a memory, but that doesn’t mean you have to ‘
wander the streets of Manhattan without a clue. Before setting foot in Central Park

‘ and trying to get to the literal bottom of this creepy caper, make sure you are aware
' of the essentials like how to get Edward out of tight spots 10 stories above street
¢

i

level, how to turn a can of mosquito spray into a makeshift flamethrower, how to ,
read the map of the park, and how to awaken spectral powers just outside Edward's ‘
’ initial reach. Once you become master of Edward’s potential, you're ready to take the ’
‘ fight to the evil piercing the streets of Manhattan. Just be ready for the things that
. go bump in the night to not go quietly.
‘ a7 _ / X ‘ ‘
BASIC SURVIVAIL o
b d " . . 4 1 ¥ ) ' ] '
This city is going under. So you don’t go down with it, you need to learn the basics of survival, such as . ‘
how to move around and fight the monsters. Once you have some sure footing, then it's time to learn
about Edward’s cool tricks, like weapon creation.
Seom n
Alone in the Dark does not use a traditional heads-up display.
o Instead, you only receive the information that Edward would
| ' encounter in real time. If Edward approaches an object, you
" see the available options and get a quick look at the object’s
' attributes. Edward also has a quick-glance version of his map.
There is no bullet counter. You must rely on your own senses
I for that. If there are 10 shots in a full magazine, you must think
about how many shots you fired in the last fight. Was it seven?
Eight? To prevent unfortunate instances of a dry clip while the 1. Map: The mini-map gives you a quick look at Edward's
zombie-like Humanz bear down on you, always reload when immediate surroundings and includes useful orange dots
you have a moment to breathe easy. that point out the locations of the next objectives. For a
more comprehensive look at the environment, access the full
As for Edward’s health, there's no meter. You must use map from Edward's pharie Via the GPS option. The GPS map
the on-screen color cues to get a feel for the guy's current shows the exact location of your next objective, as well as
condition. As the color drains from the screen, Edward is getting other useful information such as the location of potentially
closer to the big sleep. To regain health, you must retreat from salvageable automobiles.
a confrontation and wait a moment to regain a little stamina.
However, to get back to full health, you must find some first-aid Interactive Object: When you approach an object you can
materials, like medical spray, to treat your wounds. interact with, such as a fire extinguisher or car door, this circle
pops up. If you are next to an object you can pick up and use as Z
a weapon, symbols appear on the outer edge of the circle. An )

object that can be used as a blunt-force weapon like a club has
a small comic book—style icon next to it. If the object can be set
ablaze, either as a flamethrower or detonated with a shot, look
for a flame icon on the edge of the circle. Some items, like chairs,
will show both symbols because they can be set on fire and used
as a melee weapon—which is actually a pretty useful combi-
nation against the monsters Edward encounters.

o'.‘A’




VING CENTRAL

‘ There are two possible views when exploring Central Park.
" You can either witness the terror directly through Edward’s eyes
in a first-person view or pull the camera back and guide Edward
via a third-person view. The choice is yours. Certain situations
will call for switching between views. Swinging from a severed
electric cable in an elevator shaft demands a third-person view.
Gunning down a rampaging horde of Humanz (more on these
guys soon) is definitely something for the first-person view.
Here’s how one scene looks through the two views:

THIRD-PERSON VIEW SHOWS ALL OF EDWARD’S WOUNDS AND GIVES YOU
BETTER PERIPHERAL VISION.

FIRST-PERSON VIEW IS GREAT FOR LINING UP SHOTS AND GETTING A CLOSER
LOOK AT YOUR SURROUNDINGS.

www.PRIMAGAMES.coM

As soon as Edward reaches Central Park, he recovers a mobile
phone equipped with GPS. The phone allows Edward to
communicate with the survivors he meets, view a complete map
of Central Park, and read in-game tips on how to use objects.
From the mobile phone’s home screen, you have five options:

GPS: This option opens the full map of Central Park with the next
objective marked, locations of any nearby cars, and any other
points of interest.

Messages: This option shows you the current objective and ¥
gives you access to text messages. When you receive an incoming
message alert (an envelope appears on screen), check here for
new information. It might just save your life.

Dial: Use this screen to dial an important contact. Like 9-1-1. »

Contacts: From the screen, you can reach out to any of your ’. . ‘*‘
contacts like Sarah, Crowley, an ambulance doctor you meet '
in the park, and the always-helpful Mr. Tips, an in-game list of

potential weapon recipes and how-to guides for using items.

Parameters: Use this menu to change the phone options, such
as turning off vibration when you receive an incoming message or .
changing the map properties (e.g., transparency and orientation). ’
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Edward is not necessarily superhnuman—at least, he doesn’t
seem that way at first. Maybe some of those repressed
memories hold the key to some extraordinary talents. However,
he certainly does not possess super speed or the ability to leap
over houses. He is a normal man placed in an abnormal
situation and must make do with what he’s got at the time.
And when you first join Edward in this nightmare, all he's got
are his two feet and two fists. Using them smoothly and
efficiently is a big first step to success—and survival.

Use the left
control stick to
move Edward.
Pressing it lightly
in a direction
makes Edward
inch along. Being
cautious like this is

good for situations that require a mindful step, such as stepping
out across scaffolding. When it's time to put some distance
between Edward and something ugly, press the control stick all
the way to make Edward break into a run.

Edward cannot run effectively while injured. If he has
sustained heavy damage, he cannot run at all. To get Edward
back in marathon shape, apply medical spray or bandages to
his wounds.

Edward can
jump a couple
feet into the air
from a standstill.
This is usually
enough to grab a
ledge above him.
(Edward auto-
grabs ledges. To pull him all the way up, press the jump button
again while he’s hanging.) To get a little more comph—either
height or distance—break into a run and then hit the jump
button. Edward will leap into action. Big jumps are necessary to
cross wide chasms. With the underworld evil ripping up streets
and buildings, get used to seeing chasms. This dark force is
determined to turn the whole island into a gaping maw.

www.PRIMAGAMES.COM
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Edward often comes across severed power lines or lengths of
chain he can use to scramble up the sides of buildings or safely
drop into a hole. When Edward is able to grab a chain or cable,
an object circle appears on screen that shows hands on a cable.
Press the action button to grab the cable. Now, just press up or
down on the left control stick to move Edward up or down the
cable. To release the cable, either press the jump button (when
you're in front of an opening like forced-open doors in an
elevator shaft) or hit the cancel button (when you're near the
ground). If you let go of the cable too high off the ground,

Edward will fall and take damage. If you are way too high off

the ground, Edward will crumple to the floor and you must S

restart the current sequence. - “
While climbing or rappelling, Edward can move from side ! 0

to side or push away from the wall. These techniques are useful

for avoiding trouble. While he's scaling a building, crumbling '

bricks may fall into his path. Just move the left control stick
to the left or right
to make Edward
skitter out of the
way. Edward cannot
just stay over to

one side, though.
Gravity will pull the
cable back to its
center position, and .

Edward will be pulled with it. While on a cable, Edward also .
can kick away from the wall. This is a good way to bounce over -
dangers like exposed vent fans. While pressing down on the left ., ,
control stick, tap the jump button to make Edward bounce over ]
the obstacle. “
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IMAKE IT EASY ON YOURSELF BY CREATING A SHORTCUT FOR DRAWING YOUR
pisTOL. WHILE HOLDING A ROPE OR CABLE, PRESS UP ON THE D-PAD AND
THEN TAP THE PISTOL SHORTCUT TO WIELD THE GUN IN ONE HAND WHILE
GRABBING THE CABLE IN THE OTHER. NOW YOU CAN SHOOT AT INCOMING

ENEMIES FROM THE CABLE.

Sometimes Edward needs to jump from cable to cable.
To pull this off, swing Edward away from the cable you want to
reach, then swing Edward toward it and hit the release button
at the end of the swing. Edward will jump and automatically

.grab the next cable. You can repeat this move when jumping

from a cable to a nearby ledge. Swing away from your target
ledge so you can rush toward it with momentum. Jump at the
end of the swing and Edward will release, landing on the ledge.

When Edward
wakes at the
beginning of
his evening
descent into
madness, he
has absolutely
nothing but the clothes on his back. He must scavenge to
survive. While exploring, be on the lookout for anything that
can help. When Edward is close to an object he can interact
with, a circle with the object appears at the bottom of the
screen with the action button highlighted. Pressing the action
button picks up the item. If it is an object you can keep, like
bullets, it's automatically added to your personal inventory. But
if it's something to hold, like a chair or a bat, Edward holds it
until you either drop it or it’s knocked out of his hands. (And be
ready for that—some of the monsters hit so hard you'll swear
you can hear Edward’s teeth rattle.)

®
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Once
Edward picks up
an object he can
hold, you can
manipulate it with
the right control
stick. Think of the
right control stick as puppet strings attached to Edward’s hands.
Say you have a fire extinguisher in your hands and you need
to get through a locked door. You can use the extinguisher to
bash through the door by pulling the right control stick toward
you to rear back, and then press forward on it to slam the
extinguisher against the door. A few solid swings are enough to
bash the door down.

SOME OBJECTS CAN BE PICKED UP AND PLACED ELSEWHERE TO USE AS
EXPLOSIVES, SUCH AS KEROSENE TANKS. PICK UP THE ITEM, WALK NEXT TO A
LOCKED DOOR, AND THEN SET DOWN THE ITEM WITH THE RELEASE BUTTON.
Now, STEP BACK AND SQUEEZE OFF A ROUND TO DETONATE IT FROM
A DISTANCE.

Experimenting with objects is the only way to get out
of this city alive. Every object has a function. Some objects are
essential, such as fire extinguishers. As you encounter different
objects, you will discover personal preferences or see new ways
to use the object to your advantage. Here’s a collection of
things to try out as you push toward the park:

FirRe EXTINGUISHERS: WHILE HOLDING A FIRE EXTINGUISHER, PULL THE RIGHT
TRIGGER TO DISPENSE FLAME-SMOTHERING FOAM. PUTTING OUT FIRES OFTEN
REVEALS A NEW WAY OUT OF A ROOM. ‘

" * %
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CHaIrs: CHAIRS
ARE EVERYWHERE.
WooDEN CHAIRS
CAN BE SET ON FIRE
AND USED AS MELEE
WEAPONS TO ATTACK
AN ENEMY (LIKE A
LION TAMER, BUT
REPLACE THE LION WITH FLESH-EATING HUMANZ), OR THEY CAN BE USED TO
TORCH OTHER FLAMMABLE OBJECTS, SUCH AS WOODEN BEAMS.

TABLES: PUSH TABLES OUT OF THE WAY TO GET TO YOUR DESTINATION, OR
OVERTURN THEM TO USE AS MAKESHIFT SHIELDS BY PRESSING THE RIGHT
TRIGGER WHILE HOLDING THE EDGE OF THE TABLE.

Bobies: GRAB A
LIFELESS HUSK FROM
THE FLOOR AND DRAG
IT ELSEWHERE. STACK
UP UNCONSCIOUS
MONSTERS SO YOU
CAN BURN THEM ALL
AT ONCE.

BEHIND TN HEE e T

New York is

known as a
walking city, but
sometimes you
just have to get
from point A to
pointBin a
hurry. And that's when a set of wheels is useful. One fortunate
side effect of the entire city’s population being either swallowed

or converted into slavering beasts is a sudden availability of
automobiles. Abandoned in parking lots and the middle of city
streets, many cars are in good enough shape for Edward to use.

www. PRIMAGAMES.com

Some drivers disappeared so quickly they left the keys right in
the ignition. Using other vehicles will require stepping into a
moral gray area. But considering that the car's owner is likely
the monster bearing down on you just as you seek the
sanctuary of the vehicle, chances are they aren’t exactly
concerned with their ride. Feasting on your brains has

taken priority.

When you
approach a car,
you see a car door
icon appear in the
on-screen circle.

If the door is
unlocked, pressing
the action button opens the door and Edward slides right in. If
the door is locked, you need to break the driver’s side window.
A bullet works magnificently. If you hop in the backseat or the
passenger seat, just move to the driver’s seat with the left
control stick. Once inside the car, use the right control stick to
look around. As the center of your view passes over the car's
features, you get the option to interact. Look at the sun visor.
Press the action key and it drops down. (Maybe the keys are
hidden here?) Look at the radio and turn it on to hear a little
traveling music.

ALWAYS CHECK THE
GLOVE BOX FOR
USEFUL ITEMS.
MANY DRIVERS KEEP
MEDICAL SPRAY,
TAPE, BANDAGES, OR
BATTERIES IN THEIR '

GLOVE BOXES.
HARVEST THESE
ITEMS FOR YOUR
PERSONAL USE.

If the keys
are not in the
ignition and they
are nowhere to
be found in the
car itself, then
you must hot-
wire the vehicle.
To hot-wire, look just below the ignition, under the steering
column. When the hot-wire icon appears on screen, press the
action button. Edward pops open the dash and reaches in to
grab a set of wires. To hot-wire the vehicle, you must match
up the right pair of wires. Cycle through the wires in each
hand with the left and right control sticks. Pressing up or down




on the sticks cycles the wires, which have different colored
casings. To test a pair of wires, move the left and right control
sticks toward each other. On screen, Edward brings the wires
together, too. If the match works, you see a meter appear on
screen. When the meter gets to the green zone, squeeze the

right trigger to press down on the gas pedal and boost the car.

b\

You wiLL USE THIS SAME TRICK WITH WIRES OUTSIDE CARS. SOME
ELECTRICAL BOXES NEED TO BE REWIRED TO TURN ON LIGHTS OR
ACTIVATE EQUIPMENT.

=

)

Hot-wiring takes time. If you try to escape a rampaging
monster by ducking into a car, only to discover you need to
hot-wire it, you better come up with a Plan B. Unless you pick
the correct wire combo on your first try (and it's random), that
Humanz is going to yank you out of the car. Try shifting to the

ALONE!DARK
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passenger seat to escape out the other side of the car.

f

The engine is
purring, the
tank is full, and
you have miles
of road before
you—it's time
to drive.
Steering is
handled with the left control stick. The right trigger is the gas
and the left trigger is the brake. Sounds easy, right? Maybe if
you were taking a leisurely Sunday drive along the coast. But
you're not. You're in the middle of a Manhattan meltdown.
You need to be ready for anything. Anything.

You will
drive on paved
surfaces quite
often, but those
situations are not
without surprises.
During an early
driving scene, the
entire street is
practically
exploding inches
behind your rear
wheels. You need
to keep the pedal
down. You can drive the car off small jumps and incur little

damage, but if you do not execute a solid landing, you can flip
the car or send it sideways. While you're trying to right yourself,
the street will swallow you like a shark. If you need to negotiate
a tight corner, accelerate into it. Hit the brakes and turn into the
corner, and then gas out of it. Smooth drifts like this will keep
you ahead of whatever horrible thing is in the rear-view mirror.

In the park, you will go off-road. Vehicles take different
amounts of damage depending on the condition they're in
when you steal them. A new car can withstand serious abuse
from a panicked driver. Crashing into a tree while making a
fevered getaway will not ruin the car immediately. Several
high-speed impacts, however, will render the car useless. So,
when you do need to dart off the main street or path, be
cautious of trees and rocks. Preserve your rides as long
as possible.

You can
use cars as cruise
missiles in the
park, ramming
monsters at full
speed to knock
them out of the
way. But some of the Humanz are smart. They anticipate your
move and leap into the air, crashing down on the roof or hood.
Humanz have the strength to hold tight and tear the car to
pieces even while you are driving. They will rip the roof clean
off and start punching you. You can try shaking them with
some evasive moves, such as braking suddenly or slamming
the car into a tree, but sometimes the best choice is just to
abandon the car—at 100 miles per hour. Pressing the same
button that drops an object releases the wheel. You hang out
the driver’s side door. Press the button again to roll out of the

moving vehicle.

'
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Use cars as bombs when fighting off the monsters of Central
Park. Drive a car into a nest of trouble, step back several paces
(big paces), and then aim for the gas filler neck. A couple
shots will convert the car into a fireball that incinerates your
enemies. This is an awesome—but costly—weapon against
the Humanz because they are extremely vulnerable to fire.

[} r
FGHTING B

Sometimes your
enemies are

too numerous
or too fast to
avoid—you
must engage.
Fortunately,
although these brutes and beasts have the edge in strength

and numbers, you have the upper hand when it comes to

using weapons. And, you learn their weakness very soon after
the nightmare begins. All of the monsters unleashed by the
evil—the Humanz, the moving fissures, the creatures—are weak
against fire. They simply cannot withstand this most primal of
forces. And since you can manipulate objects, you can exploit
this weakness when fighting off the monsters.

Although you have a gun that keeps you at a safe distance, you
do not have an endless supply of bullets. And bullets are not

always the best weapon against these menaces, especially since
it's actually fire that finishes off the monsters. (You can combine

fuel with ammo to create fire bullets that can destroy a monster
for good—but we'll go over making those in the Being Inventive
section of this chapter.) You must use whatever objects you can
pick up to swing at the monsters. Chairs. Axes. Bats. Garbage
cans. It's all fair game tonight.

To attack a
monster with a
melee object,
approach it much
as you would
when trying to
bash down a
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locked door. You must swing the object with the right control
stick. To swing an object, move the stick to the left and then
quickly press it to the right. Edward will hold up the object and
then swing it on screen. If it connects, you do damage to the
monster (and hear a very satisfying wet thud). Keep swinging
until the enemy drops to the floor. You also can try an overhead
blow, something that is very effective with an actual weapon
like a found bat or sword. Press the right control stick up and, in
one motion, quickly move it down. Edward will bash the
monster over the head with the object.

The only
way to
permanently
destroy a monster
is with a fire-
based attack,
but these beasts
cannot just
weather a zillion blows, either. After several hits, a monster
will drop to the ground. How long it stays there depends on a
few factors. The big Humanz will claw their way back up after
just a few seconds, especially after the first time you knock
them down. A second knockdown keeps them on the floor for
a while longer, giving you the opportunity to exploit their fire "
weakness or to get out of the area ASAP.

ONCE A MONSTER IS ON THE GROUND, SET IT ON FIRE! LIGHT A CHAIR IN A
NEARBY FLAME AND HOLD THE BURNING CHAIR OVER THE CORPSE.

THE HumANZ HAVE
PHYSICAL WEAK
SPOTS: FISSURES IN
THEIR SKIN. IF You
CAN HIT THESE WEAK
SPOTS WITH FIRE,
THE CREATURES ARE
REDUCED TO ASH
WITHIN SECONDS.
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Fire solves many problems with the monsters, so try to
always have on hand something flammable like alcohol or

an aerosol can of something that burns. You can skip

the

beating part and go straight for the kill if you have the
goods to make an impromptu flamethrower.

Sometimes you want to keep these guys well beyond arm’s
“length. Understandable. That's when a found gun comes in

handy. Edward
turns out to be a
pretty crack shot
with a sidearm. Is
this a clue to his
past? To fire the
gun, you must
first equip it from

-your inventory screen (see the Inventory section of this chapter).
This moves the view to first person and puts a red targeting dot
on the screen. Use this dot as a guide for your shots. To shoot

the pistol, squeeze the right trigger. Every pull of the

trigger fires. Press the cancel button to manually reload when

i the coast is clear.

INVENTORY
Much of Edward’s survival depends on your ability to scavenge useful items from the city scene and use
them effectively to solve puzzles and fight rampaging monsters like Humanz. Every item you pick up is
added to your inventory, but—just like in real life—you only have so much room to carry stuff. Making

smart decisions about which items to keep and which to discard (and when to do either) is almost as
important as being a good shot with a pistol or a superlative driver.

XPLOSIVE CLASS ED

AT

In addition
to using the gun,
Edward can attack
from a distance
by throwing
items at the
monsters. This is
when you really
get to use all those explosive items you've found in cabinets
or on the ground. You can throw a bottle of fuel at monsters
by equipping it from the inventory screen in one hand while
placing the pistol in the other. With both items equipped,
squeeze the right trigger to show the arc of the thrown object.
Release the trigger to throw the object. Time slows for a second
as the object flies through the air. Edward takes aim at the
object in flight. Pull the right trigger to shoot the object and
make it explode.

If you wait too long to shoot, the thrown object will just fall
to the ground—well out of your reach to pick up again. Or
if you threw a glass bottle, it will just shatter. Watch the arc
carefully and make your shots count.

Edward keeps his items inside his jacket. When you press
down on the d-pad, Edward looks down and opens his jacket
to reveal every item he carries. Items are stashed on both sides
of the jacket. The left side of the jacket holds supplies, such as
tape and flashlight batteries. The right side of the jacket stores
the more incendiary stuff, like bottles of fuel and flares. Medical
spray, which is essential for survival, is also kept on the right side
of the jacket. There are only four pockets in the right side of
the jacket to store items, while the left side of the jacket holds
several. In the center, tucked against his shirt, Edward keeps a
pistol and a flashlight. - o
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To select an item from your inventory, press the left
control stick toward it. To scroll through your items, move the
stick in an arc to the right or left. Once an item is highlighted,
select it. You can choose to equip it to one of your hands, drop
it to make room for another item, or combine it with another
item to craft a new weapon. There are many “recipes” for
item creation—a list of possible inventions appears later in
this chapter.

NOTE " " W

Most dropped items can be picked up again—they don’t just
vanish into the ether.

Skipping ahead in chapters forces you to jettison most items
in your inventory, save for your gun and flashlight. You lose
all medical equipment, flammables, and supplies. So think
carefully before jumping forward in the story—you’ll have an

immediate disadvantage.

ASSIGNING SHORTCUTS
IS A GOOD WAY TO

MAKE QUICK INVENTORY
CHANGES WITHOUT
HAVING TO TAKE YOUR
EYES OFF THE DANGER AT
HAND. YOU CAN ASSIGN
UP TO FOUR SHORTCUTS
FROM THE INVENTORY
SCREEN. TO CREATE A
SHORTCUT, EQUIP YOUR HANDS WITH THE OBJECTS YOU WANT ATTACHED TO THE SHORTCUT.
FOR EXAMPLE, EQUIP THE GUN. (THIS IS AN ESSENTIAL SHORTCUT.) NEXT, PRESS UP ON THE
D-PAD TO OPEN THE SHORTCUT MENU. PRESS ONE OF THE FOUR FACE BUTTONS ON YOUR
CONTROLLER TO ASSIGN THE SHORTCUT. NOW, WHEN YOU ARE NOT IN THE INVENTORY SCREEN,
YOU CAN JUST PRESS UP ON THE D-PAD AND TAP ONE OF THE FOUR SHORTCUTS TO INSTANTLY
CALL UP THE DESIRED OBJECT OR WEAPON. THIS IS A GREAT WAY TO HAVE QUICK ACCESS TO A
MOLOTOV COCKTAIL OR A MAKESHIFT FLAMETHROWER.
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While exploring the city and the park, you will come across
thousands of items. In garbage cans. Inside cabinets. On the
ground. Next to bodies. Inside cars. Many items have obvious
uses, such as a glowstick for lighting up a dark room. But some
items seem useless without context. An empty plastic bottle?
What use is that? Only after you combine the bottle with
something else does it become an essential piece of equipment.
Here are some of the items you will find in your adventure:

Flashlight: The flashlight lights up dark areas. You can use it
independently just to look around, or attach it to your shoulder so
you can use other items while still illuminating your surroundings.
The flashlight consumes batteries.

Batteries: Collect boxes of batteries to keep your flashlight
functional. When the flashlight is low on power, combine the
batteries with the flashlight to recharge it.

Bullets: Look for boxes of bullets so you can keep firing the
pistol. You can store more than 100 bullets in your jacket.

Double-sided Tape: By itself, this tape serves little purpose. It is
essential, though, for combining some items.

Handkerchief: These cloths make perfect fast-burning wicks in ) ) )
Molotov cocktails. Y

CONTAINERSAND] FUAMMARLES TR e )

Plastic Bottle: These bottles can be filled with fuel or alcohol N
and thrown as bombs. They bounce off surfaces, making them '
great for bank shots. .

Glass Bottle: Breakable bottles are essential for creating ¢
Molotov cocktails, but they also can be used alone as bombs. ¢

Mosquito Spray Can: Combine the rattle can of mosquito ¢
repellent with the lighter to make a flamethrower. ‘ g

Anti-rust Spray Can: Combine the anti-rust spray with the '
lighter to create a makeshift flamethrower. ¢

Blood Bag: Most monsters have a taste for blood, so throw this b
blood bag away from you as a lure or cut it open with a knife

and create a blood trail to lead creatures either away from or ‘
toward you. '

Glowsticks: Snap these items to create a portable, temporary
source of light. You can either carry them or drop them on the

ground after snapping them. ‘
[ ]

Emergency Flares: Flares create longer lasting, brighter lights
than glowsticks.
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Many of the bottles—both plastic and glass—you find are
already full of a flammable liquid. However, should you
only have access to empties, you can fill them up on your
own. Pierce the gas tank of a car with the pocketknife or
screwdriver, and then hold the bottle in the stream to fill
it. Simply equip the knife in one hand and the bottle in the
other and approach a car’s tank. Use the on-screen action
button to fill up the bottle.

When you look at

a bottle full of fuel

on the inventory

screen, there is an

explosive rating

next to the item

name. This rating

indicates how

powerful an explosion it will make if you throw it and shoot
it or use it as a bomb. Every time you use the fuel in the
bottle for an invention, the rating decreases. If you throw a
bottle with very little fuel in it, the resulting explosion will
not be very effective against the monsters—although it will
still take out a smaller threat.

m oA e --.-;:'—'_-,_I'-“'"bﬁ\ £

Lighter: The lighter is used to ignite the wicks of bottle-based
bombs or flammable objects. It does not run out of fuel.

Knife: The knife is used to pierce gas tanks or cut open
blood bags.

Screwdriver: Use the screwdriver to pierce a bottle, blood bag,
or gas tank.

Medical Spray: Medical spray is used to treat light to medium
wounds. It also can be used with the lighter as a makeshift
flamethrower.

Bandages: Bandages are essential to treat severe wounds, like
deep gashes. Bandages also can be used as slow-burning wicks in
bombs or Molotov cocktails.

Using medical spray as a flamethrower consumes the contents
of the can quite quickly. You better make sure you finish off
whatever is attacking you; if you run out of medical spray

and you're still under attack, you won't be able to treat any
resulting wounds.

HEeAL THYSELF

AFTER FINISHING A BATTLE OR ESCAPING AN ACCIDENT (MAKE SURE YOU DON'T SHOOT

THOSE GAS-FILLED BOTTLES TOO CLOSE TO YOUR HEAD), YOU NEED TO TREAT YOUR
WOUNDS. TO HEAL YOURSELF, YOU MUST HAVE AT LEAST ONE CAN OF MEDICAL SPRAY,
TYPICALLY FOUND IN A FIRST-AID KIT. IF YOU ARE LOW, LOOK INSIDE RESTROOM

FACILITIES. YOU WILL OFTEN FIND MEDICAL SPRAY INSIDE KITCHEN CABINETS AND GLOVE

BOXES, T00. ONCE YOU HAVE MEDICAL SPRAY, PRESS RIGHT ON THE D=PAD TO START
TREATING THOSE WOUNDS. EDWARD WILL LOOK DOWN AT HIS CLOSEST WOUND. PuLL

THE RIGHT TRIGGER TO SPRAY IT. ONCE THE WOUND IS TREATED, MOVE ON TO THE NEXT

WOUND WITH THE RIGHT CONTROL STICK. REPEAT ON EACH WOUND UNTIL EVERYTHING
HAS BEEN TREATED OR YOU RUN OUT OF MEDICAL SPRAY.

IF YOU EVER SUFFER A SERIOUS INJURY, YOU NEED MORE THAN MEDICAL SPRAY
TO TREAT THE WOUND. A DEEP GOUGE OR SEVERE CUT REQUIRES BANDAGES. ENTER
HEALING MODE BY PRESSING RIGHT ON THE D-PAD AND PULLING THE RIGHT TRIGGER
TO WRAP THE WOUND. IF YOU DO NOT HAVE BANDAGES, YOU MUST FIND SOME WITHIN
10 MINUTES. SHOULD YOU FAIL TO LOCATE ANY BANDAGES BEFORE THEN, YOU WILL

BLEED OUT AND DIE. THE TIMER COUNTING DOWN TO TOTAL EXPIRATION APPEARS IN THE
-

LOWER-LEFT CORNER OF THE SCREEN.




the Molotov will bounce off a wall or monster and not explode
until the wick burns down. This is useful for throwing a bomb into
a tight space and then making a getaway before it goes off.

Combining items
to create new
weapons is not

Sticky Bomb: Put double-sided tape on a plastic bottle filled
with fuel. Throw the bottle against a wall or monster. It will stick.
Now, back away and shoot the bottle to make it explode. You
cannot use a glass bottle for this weapon—it will just shatter

on impact.

only important
for fighting back
the advancing
horror, but it's Sticky Molotov: Use double-sided tape on a Molotov cocktail
also just a lot made from a plastic bottle. Light the wick and throw it against a

¢+ of fun. You could experiment in the game to come up with surface or a creature. When the wick burns down, it will explode R

P a . . o ; and damage whatever it's touching—and whatever is around it.
new recipes, but why risk ruining items? Here are some surefire

weapon recipes to get your creative juices flowing: Glowstick Bomb: No material for a wick? Wrap a bottle with .
. double-sided tape and attach a glowstick to it. Throw the bottle. 1 e
, Fire Bullets: Combine fuel with your gun to create these fiery When it hits a surface, the glowstick will snap and the chemical it .
' rounds. If you can shoot one of the Humanz right in the fissure reaction will ignite the makeshift bomb. -
* with a fire bullet, you can take it out with just a single shot. You Bomb: This is a particularly devious weapon. Tape a box of )
: must combine fuel with each clip of bullets. If you run out of fire bullets to a fuel-filled bottle or a Molotov cocktail. Throw the
bullets, you will just have regular bullets the next time you reload. bottle. When the bottle explodes (either on impact or when the
Molotov Cocktail: Stick either a handkerchief or bandage in wick runs down, depending on whether you used a plastic or
the top of a fuel-filled bottle. Now, put the Molotov in one hand glass bottle), the explosion sets off the bullets. The exploding
. and lighter in the other. Light the Molotov and throw it. If you bullets create a huge blast radius, damaging everything within
are using a glass bottle, the Molotov will explode on contact, several meters. That includes you, though, so make sure you put
spreading burning alcohol everywhere. If you use a plastic bottle, some serious distance between you and this weapon.

Edward has some latent special powers that he can awaken while fighting evil. While exploring Central Park, the epicenter of the

horror consuming the city, you will discover special roots pushing through the ground or walls. These roots appear on the maps as N
fuzzy circles full of what looks like the white noise you see on your television at 3 a.m. When you step into the zone surrounding the

root, your view goes askew. Things get blurry. Wavy. And it will not clear up until you destroy the root in the immediate area. Every

time you destroy one of these roots, Edward gains Spectral Vision. The more roots you destroy (you must burn them), then stronger

this power becomes.

Spectral Vision allows you to see what should be unseen. Your first taste of this
power allows you to close your eyes and see a faint hint of the fissures on the monsters.
(To close your eyes, click down the right control stick. Each “click” is a blink.) While
your eyes are closed, you can see the fissures well enough to take a shot at them. If you
have fire bullets, this is a great way to pick off enemies with a single shot. As your
power grows stronger, though, the fissures appear much brighter. Eventually, you will
see them with your eyes open, making it much easier to take out your enemies.

There are lots of roots in Central Park. After completing certain events in your
adventure, more of these roots appear on your map. You do not need to eliminate all
of them to complete the game, but you must take out enough of them to improve your
Spectral Vision to the degree you can see fissures and secret symbols. Secret symbols?
Let's not get ahead of ourselves here. Wouldn't want to spoil any surprises right off
the bat.
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BLACKDUT, S ':

It's difficult for Edward to get his bearings when he wakes from some sort of induced
slumber. He's on a bed, held prisoner in some hotel by two men who seem distrustful of

each other and increasingly agitated over something that's seemingly gone wrong with
their plans. Edward has no idea how he fits into their machinations, and it's doubtful o

he’ll receive any answers from these unsavory characters. When the two notice Edward
has come to, they turn their attention away from their bickering and toward their qlrarry.

Although Edward has no clue what's happening to him or where he is, he knows that he

.The first sequence opens with Edward on the bed. Things are

hazy, and they aren’t going to get any better for the first few
minutes. You must rely on the basic shapes of people and
objects to feel your way. But before there is any chance to plot
an escape from these men, Edward must pick up whatever
information he can from overhearing their conversation.

When the
pair realizes that
you are awake,
they immediately
turn their attention
to you. Your eyes
begin to focus. The more sinister looking of the two props you
up in the bed and blinds you with a flashlight, returning your
vision to poorer conditions. A third man enters the room.
Crowley? Was that what you heard the other two thugs call
him? Crowley orders his associates to frog march you to the

o *.

must regain his faculties as soon as possible and hatch some sort of escape plan.
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roof and get rid of you. Apparently, you have already served
your purpqse+in some strange scheme and are now wholly
disposable. You have no choice but to obey those commands by
getting out of the bed and starting down a nearby hallway.
Crowley’s second is right behind you, presumably with a gun
pointed at your back. Follow the thug’s commands in the halls,
such as “Through the door” and “Left, now!”

Something
happens during
the march,
though. With
your vision still
unfocused, you
cannot tell what's
happening, but
you can tell that
there’s blood
everywhere. At
least you are
now free of your
captor. Make
the most of this
escape opportunity. Enter the door on your right and stumble
toward the light at the end of the corridor. Eventually, you reach
a small wash station. As you approach the mirror over the sink,
your regain your 20/20.




WALKTHROUGH

become something called the “Light Bringer.” How do you fit
in with an old man and a stone? No idea. To get some answers,
you better keep listening.

’ WHAT EDWARD SEES AIN'T PRETTY. HE'S OBVIOUSLY BEEN THROUGH BETTER
TIME'S, AND THAT NASTY SCAR ON THE SIDE OF HIS FACE IS A COMPLETE

o MYSTERY TO HIM—JUST AS MYSTERIOUS AS HIS ENTIRE IDENTITY, WHICH IS

& NOW LOST TO HIM.

WHAT WAS THAT? A FISSURE LEAVES A SCAR ON THE WALLS OF THE
ELEVATOR SHAFT. IT MOVES LIKE AN ANGRY SERPENT—THRASHING DOWN
TOWARD THE ELEVATOR CAR. AND IT WHEN IT GETS THERE, IT FEEDS ON
CROWLEY'S MAN, PULLING HIM THROUGH THE FLOOR OF THE ELEVATOR TO
SOMEPLACE NO HUMAN WOULD EVER WANT TO LAY EYES ON.

AN R

The elevator
drops, leaving

Y
From THE MIRROR, WALK ALONG THE CATWALK THAT TRACES THE TOP yOu ona CatWa”(_ ° 0 .
¢
L]
OF THE ELEVATOR SHAFT. THERE IS NOISE COMING FROM THE ELEVATOR The only way )
ITSELF—HUMAN VOICES.
down the elevator Y
shaft is via a
safety cable. N
Walk around

the catwalk and

climb the nearby ladder. You start to hear a woman's voice.
She’s panicking, but you cannot help her just yet—you need to
look out for numero uno right now. There is a switch at the top
of the elevator shaft to the right of the ladder. Activating the
switch drops a long cable down the shaft. Grab the cable and
start descending. Slowly.

You peek
down into the
elevator. Crowley
and his other
goon are there.
But they are joined by another man, Theo, who has been
knocked to his knees. He's an older man and his face betrays
displeasure with his company. Though he is not with Crowley,
he is part of his plan. And that plan has something to do with
the stone pendant Theo's wearing around his neck. Crowley
wants Theo to use that stone to unlock some sort of power and

www.PRIMAGAMES.CoM
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The descent
is treacherous.
Broken gas lines
erupt in flames.

As you ease

down the ) ’

shaft, you must -
THE FISSURE RETURNS. IT RUSHES DOWN THE WALL, BLASTING OPEN ONE OF .

carefully “walk THE ELEVATOR DOORS. JUMP THROUGH THE OPEN DOOR AT THE BOTTOM OF . 0

around the flame THE CABLE.
bursts by scrabbling left or right depending on the blast. Jump
over the spinning fan blades in the center of the shaft. If your
feet touch the fans, you risk losing your grip.

Once you're
back on fairly solid
ground (the
building no longer
feels entirely
stable), the voices
resume. Walk
through the
nearby door.
There is a woman
on the other side,
and she’s in a total
panic. (Who
wouldn’t be? The
walls in this place
are apparently
alive—and hungry.) She is trying to help a man trapped behind
the locked door she’s pounding on. She asks you for help. Walk
through the wrecked door to the right of the locked door and

Several feet down the shaft, a severed electrical cable push a table out of the way to reach a fire extinguisher in the
crackles. The exposed end of the cable dances along a metal next room.

grate, turning it into a deadly electric fence. There’s enough
voltage running through that grate to barbecue a cow in
seconds. The grate is too tall to jump over, though. Instead,
scramble to the left (just above the grate) and push the cable
toward a piece of metal jutting out of the wall. You need to
hang the cable on that metal shard so the exposed end no
longer touches the grate. Swing from right to left until you gain
enough momentum to push the cable over the edge of the
metal. Now that the grate is no longer electrified, continue to

rappel down the shaft. ’
. ’
GRAB THE FIRE EXTINGUISHER IN THE CORNER OF THE ROOM SO YOU CAN

, ’:p i " ' : " ” ‘ PUT OUT THE RAPIDLY SPREADING FLAMES.
oty " LY/
[} ) } "




JUST POINT AND SHOOT TO EXTINGUISH THE FLAMES. HoLD THE NOZZLE
STEADY AND SWEEP THE FIRE, SMOTHERING IT WITH THE RETARDANT
FOAM. MIAKE SURE EVERY HINT OF THE FIRE IS OUT. IF THE FLAMES ARE
STILL LICKING THE FLOOR EVEN A LITTLE, THE FIRE CAN QUICKLY REGAIN ITS
FULL STRENGTH.

The man on the other side of the door is relieved to see
you. But the door is still locked. Holding on to the fire
extinguisher,
heave it into the
door several
times, splintering
the wood. When
the door has been
shattered, step
back and let the
separated pair reunite. They immediately stick close to their new
hero and follow you when you walk down the next hall, still
wielding the fire extinguisher. (If you dropped it, go back and
pick it up.)

PuT OUT THE FIRES IN
THE HALLWAY. THE
SECOND FIRE HAS
ALREADY BURNED A
HOLE IN THE FLOOR,
SO TAKE A FEW STEPS
BACK AND MAKE
A RUNNING JUMP
ACROSS THE GAP.
FALLING TIMBERS
SEPARATE YOU FROM
THE OTHERS, BUT YOU
CERTAINLY WON'T BE
ALONE FOR LONG.

www.PRIMAGAMES.CoM

THERE'S A FALLEN COP IN THE NEXT HALLWAY. SALVAGE HIS DROPPED
PISTOL. A GUN—THAT'S SOMETHING TO BE HAPPY ABOUT ON THIS TWISTED
NIGHT. USE THE GUN TO SHOOT THE LOCK ON THE NEXT DOOR AND
STEP THROUGH.

Now that you have a gun, assign it to a shortcut by pressing
up on the d-pad while checking your inventory. Pick any

of the four face buttons on the controller. Having the gun
always at the ready is critical for the multitude of do-or-die
situations you will find yourself grappling with tonight.

”~

IT’s ONE OF THOSE
FIsSURES! THE LIVING
CRACK RACES ALONG
THE WALLS, CLOSING

IN ON YOU, BUT A

BURNING TIMBER

SWINGS FROM THE
CEILING AND SLAMS
INTO THE FISSURE. THE FISSURE ERUPTS INTO FLAME AND BURNS ITSELF OUT
WITHIN SECONDS. THERE'S SOMETHING TO REMEMBER: THE FISSURE—AND

WHATEVER IT CAN CORRUPT—ARE EXTREMELY VULNERABLE TO FIRE.

NOT '

You got lucky with this fissure. Future encounters will not be
so easy. These ravenous fissures are some of the toughest
“creatures” you will encounter in a city with a rep for
already hosting some pretty vicious characters.
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CREATURE COMPENDIUM: FISSURE

THE FISSURE IS THE FIRST
MANIFESTATION OF THE
EVIL THAT IS STARTING

TO CONSUME THE CITY.
FISSURES CAN TRAVEL
ACROSS ANY SURFACE,
HORIZONTAL OR VERTICAL.
AND THEY CAN VANISH AT
A MOMENT'S NOTICE IN
ONE SPOT AND APPEAR IN
ANOTHER WITHOUT WARNING. THE FISSURES ATTACK BY SWALLOWING THEIR PREY. SO FAR, THE
HUMANS YOU'VE SEEN GRABBED BY THE FISSURE WERE UNABLE TO FIGHT BACK. BuT IF You
ARE EVER SNATCHED BY THE FISSURE, YOU HAVE THE ABILITY TO RESIST. FOLLOW ON-SCREEN
PROMPTS TO RIDE OUT THE FISSURE AND HOPEFULLY PULL YOURSELF FREE. EVERY SECOND YOU
ARE IN THE FISSURE'S GRIP, THOUGH, YOU TAKE DAMAGE. IF THE FISSURE SEIZES YOU LONG
ENOUGH, YOU WILL DIE.

THE FISSURE'S WEAKNESS, AS YOU'VE SEEN, IS FIRE. IN THIS FIRST INSTANCE, LUCK WAS
ON YOUR SIDE. BUT IN FUTURE FISSURE ENCOUNTERS, YOU MUST TAKE THE INITIATIVE. YOU
MUST EITHER LURE THE FISSURE INTO A FIRE, DIRECT IT THERE YOURSELF WHILE “RIDING” IT,
OR SOMEHOW BURN IT WITH ANY OF YOUR ITEMS. |F YOU KNOW WHEN A FISSURE WILL STRIKE
(AND YOU'LL ALWAYS HAVE ADVANCE WARNING THANKS TO THIS GUIDE), YOU CAN READY AN
ASSAULT WITH A MOLOTOV COCKTAIL OR FIRE BULLETS. IT'S EASIEST TO THROW A MAKESHIFT

EXPLOSIVE AT THE CENTER OF THE FISSURE. JUST MAKE SURE THERE IS ENOUGH FUEL IN THE

BOMB TO COVER A WIDE AREA. A SMALL POP MAY NOT BE ENOUGH TO AFFECT THE FISSURE.

The next
room is quiet.
As the sheriff in
any respectable
Western might
say: too quiet.
Walk to the left
side of the room
and inspect a small cabinet. Inside, Edward finds three useful
items: medical spray, a small box of batteries, and double-sided
tape. Take all three.

IMMEDIATELY USE THE SPRAY TO HEAL YOUR WOUNDS. LOOK ALL OVER
YOUR BODY WITH THE RIGHT STICK. WHENEVER YOUR EYES FALL ON A CUT,
PULL THE RIGHT TRIGGER TO SEAL IT WITH THE SPRAY.

Heal wounds as soon as humanly possible. You cannot run
effectively when badly injured, and there is always something
to run from in this adventure.

After healing
up, check out the
crack in the corner
of the room. You
can see a sliver of
the New York skyline through the hole in the wall. The second
you peer outside, though, the building starts to collapse. The
floor above you crashes down. A man appears in a doorway,
motioning you to follow him. As you approach the door, a
backdraft explodes behind the man and throws him through
the splintering walls.

The room
continues to
collapse, sending
you tumbling.
Fortunately, you
grab one of the
gargoyles on the
building’s facade
at the last second. The front of the building, badly damaged, is
falling apart. And unless you make a move soon, you will surely
be knocked from this Gothic perch within moments.

Auf oy . + '

The face of the building is sliding off, like a scab over a healed
wound. The street is several stories down, so one false step will
end this night before you can get any of your questions about
Edward or the “Light Bringer” answered. You must scramble up
the front of the building as it falls away, finding a way back
inside the slightly more stable structure. Once inside, you can
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plan an escape route to the ground level and get out of the
building before it completely collapses.

After
dropping to the
ledge below the
gargoyle, you
catch sight of the

man who was
swept off his feet
by the explosion.
He managed to
hold on to the
ledge above you. He points out a nearby cable and tells you to
climb it. Grab the cable and shimmy up to the ledge. Swing to
the left and jump off the cable to land on the ledge. Follow the
man along the ledge to the left side of the building.

FALLING DEBRIS STRIKES THE LEDGE, SHATTERING IT UNDER YOUR FEET. THE
MAN FALLS TO HIS DEATH IN THE STREET BELOW WHILE YOU HOLD ON TO THE
FRAGMENTS OF THE LEDGE WITH YOUR FINGERS.

WHoA! As you SLIDE TO THE RIGHT, AN EXPLOSION ROCKETS A CAR UP THE
FACE OF THE BUILDING, FURTHER DAMAGING THE REMNANTS OF THE LEDGE.
KEEP MOVING TO THE RIGHT AFTER THE CAR FALLS BACK DOWN AND THEN

PULL YOURSELF UP AT THE WIDEST POINT OF THE LEDGE.
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JumP UP AND GRAB
THE LEDGE ABOVE YOU.
IT’s T0o0 NARROW TO
PULL YOURSELF UP,
BUT YOU CAN MOVE
BACK TO THE LEFT.
WArcH ourt For
FALLING DEBRIS. IF
YOU'RE TAGGED BY THE
BRICKS, YOU WILL LOSE
YOUR GRIP.

VT

If you are ever knocked off balance or your fingers slip
because of being hit by debris, you have a slight chance to
recover before falling. Press the on-screen button prompt
to recover.

When you
reach the thick
ledge, drop down
There is another
severed electrical
cable to the left.
Grab it and start
to climb. Don’t
climb to the top,
though. Climb
up so you are just
below the broken
gargoyle. Next,
swing out to the
left. You must get
momentum to reach the ledge on the left, so swing back and
forth a couple times to get a good, wide arc going. At the left-
most point of the arc, jump out so you reach the ledge. Once
you drop onto the ledge, the building shakes. Fiery timbers drop
down and block the way to the next ledge.

JUMP UP AND GRAB THE FRACTURED LEDGE ABOVE YOU. AS YOU SHIMMY

TO THE LEFT, THOUGH, BE READY FOR THE FACE OF THE BUILDING TO CRACK

AND SLIP AWAY. KEEP MOVING TO THE LEFT. YOU NEED TO JUMP OFF THE

LEFT SIDE OF THE FALLING WALL BEFORE IT COMPLETELY BREAKS AWAY FROM
THE BUILDING. THERE IS A LEDGE BELOW YOU CAN JUMP TO.
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Ducking inside the building offers a brief respite from the
crumbling outside, but it's no cakewalk either. The inside of the
building has been rocked with explosions and quakes, reducing
entire floors to rubble. You must figure out a way to climb the
interior of the building without the aid of simple solutions like,
well, stairs.

Enter the
building via the
open door on the
ledge. A swooping
camera follows you
inside the building
and shows you
that you must find
a way to the
doorway on the
ledge above you.

building, however,
has no stairs. The
two floors are separated only by cracked ceiling fragments. You
must find a way to put out the flames in the corner of the room
to escape. There is a fire extinguisher on the floor beneath you,
but you cannot hold it while climbing up a cable. So, how do
you get that fire extinguisher to the flames? Start by jumping
down to the level with the fire extinguisher. Leap out to the
cable in the center of the room. It lowers you to the floor, but
raises a small metal platform on the other side of the room.

Release
the cable and
walk over to the
fire extinguisher.
Pick it up, and
then drop it off on the metal platform. Now, turn around and
walk to the opposite side of the room. There are a few small
ledges you can climb to reach the floor you were just on before
jumping down. At the top of the ledges, jump out to grab the

cable again. As you fall, the platform rises and deposits the fire
extinguisher on the level with the flames. Bingo. Now climb
back up the small ledges and grab the fire extinguisher.

EXTINGUISH THE FLAMES TO REVEAL A LEDGE LOW ENOUGH TO JUMP TO.
LEAP UP AND THEN PULL YOURSELF UP TO THE NEXT FLOOR. WALK THROUGH
THE DOOR.

wotg e

You must put out all of the flames. If you leave even a small
patch of fire, it will rage back to life.

OUTSIDE, GRAB THE ELECTRICAL CABLE ON THE LEFT AND START CLIMBING
THE FACE OF THE BUILDING AGAIN. AS YOU CLIMB, THE WOMAN FROM
EARLIER POKES HER HEAD OUT OF THE WINDOW ABOVE YOU AND TRIES TO
FLAG YOU DOWN. SHE CLIMBS OUT OF THE WINDOW TO THE LEDGE BENEATH
THE CABLE. KEEP CLIMBING TOWARD HER.

The cable
gives way!
Mercifully, it
catches on a clip,

allowing you to
climb back up
toward the
ledge. Snap!
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It gives again as an explosion rocks the building. Debris
plummets down the face of the building as the cable drops.
And drops. It goes taut in front of the open room you were just
in with the fire extinguisher. When the cable stops moving, start
climbing again. The woman keeps scooting across the ledge
above you as you climb. Hopefully, you can reach her at the top
and find your way out of the building together. Climb straight
up to reach a balcony beneath the ledge where the woman
was shimmying.

JUMP OFF THE CABLE TO THE BALCONY AND SLIP INSIDE THE ARCHWAY TO
MEET UP WITH THE WOMAN.

ry TR ¥ By el 4

Finally, you've survived the sliding face of the building and
found another survivor. Don't breathe easy just yet, you still
need to find a way out of the building before the whole thing
shakes itself to pieces or is consumed by the various infernos on
several floors. Should those fires ever converge, this building will
go up like matchstick. Soaked in gasoline. Dipped in turpentine.

As you walk into a small study inside the building, the
building shudders again. This thing is going down soon, so it's
time to pick up i
the pace. The exit
to the study is
locked, and there
is no sign of a key
anywhere. The
woman stands
aside, giving you
plenty of room to
bash down the

-

door. There are
several objects on
the floor of the
room, such as a
wastepaper can,
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you can pick up and use as a battering ram. As you break
through the door, the woman warns you about the walls.
She’s seen them move. And it's chilled her to the core.

AFTER YOU BREAK THROUGH THE DOOR, THE WOMAN FOLLOWS YOU INTO
THE NEXT ROOM. CHECK OUT THE SMALL CABINET IN THE CORNER.

Just as you
reach the cabinet,
the floor falls out
from under your

feet. The woman
jumps back to
avoid slipping to p 0
the floor below.

But now she is trapped. She crumbles to her knees, hopeless. '
She starts sobbing. But there is no easy way up to her. And it
won't make a difference anyway. She may not see it yet, but
one of those fissures is slithering toward her. It winds around
the walls, ripping through the plaster. By the time she sees the
fissure, it's too late. It circles under her, opening a hole, and
then drags her into the darkness. Her screams go silent as the
fissure vanishes, temporarily satisfied with its capture. Alone
again, you must find a way out of the room.
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Grab the gray desk in the corner of the room. Push it to
the wall with the fissure trail. Slide the desk flush with the wall
and then release it. Jump on the desk and then hop up so you
can grab the lip of the floor above you. Pull yourself up. Watch
out for the flames and crackling electrical arc jumping from the
exposed cables. Walk to the right side of the room and jump up
to the narrow ledge. Holding on with only your fingers, start
~shimmying to the left.

SHIMMY TO THE FAR
END OF THE LEDGE
UNTIL YOU ARE
STOPPED BY EXPOSED
REBAR. PULL YOURSELF
UP INTO A CHILD'S
BEDROOM. CREEPY.

WALK AROUND THE CRIB AND LOOK FOR THE FUSE BOX ON THE BROKEN
WALL. ACTIVATE THE SWITCH IN THE FUSE BOX TO SHUT DOWN THE JUICE
RUNNING THROUGH THE EXPOSED CABLES. NOW, JUMP DOWN TO THE SAFE
SPOT ON THE FLOOR BELOW YOU.

voTE

You have been healing yourself whenever you take any
sort of damage, right? Without any enemies to fight in this
episode, you do not need to reserve any medical spray to use

as a flamethrower. Keep yourself in tip-top shape instead.

When you
walk to the edge
of the floor
overlooking the
city, you catch sight of a security guard. The guard sees you and
motions you to him. Unfortunately, there’s a shattered floor
bathed in darkness between the two of you. To make your way
over to him, you must find something to illuminate your path.
As you walk to the corner of the broken room, another
crackling electrical cable drops from the ceiling. It flashes past a
damaged gas line. The sparks ignite the gas, creating a jet of
fire. For once, fire is about to serve you instead of sunder you.

Grab one of
the chairs on the
floor and walk
over to the flame
jet. Use the right
control stick to lift
the chair and
hold it in the fire.
The wooden chair
ignites. The chair
burns slowly, so
you can use it as a
torch to make
your way through
the darkness. The
makeshift torch reveals that the floor beneath your feet is in
worse condition than you thought. There is a path to the
security guard, but it snakes around the room. Keep holding the
chair low, and carefully step along the path.
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THE PATH NARROWS, SO
WATCH YOUR STEP. IF
YOU SLIP OFF THE PATH,
YOU CAN CLIMB A CABLE
BACK UP TO THE PATH.
You JusT NEED TO GO
GET ANOTHER CHAIR TO
LIGHT YOUR WAY.

y W v

SHE LOOKS LIKE SHE WAS SPIT OUT, ACTUALLY. ON PURPOSE. AND
When you reach the edge of the path, the guard POISONED BY THE FISSURE'S INFLUENCE. ANNA KILLS THE GUARD AND THEN

encourages you to drop the chair and jump the narrow chasm TURNS HER EYE TO YOU.

between the two
of you. Release
the chair (and
don't step on it by
accident or you'll
take damage),

Anna
approaches slowly,
her face splintered
by the fissure
and painted with
pure malice. She
speaks, but not
in her own voice.
Whatever has taken hold of her knows you. The voice tells you
that you were once its “most perfect puppet.” As Anna closes
in, you see the fissure marks on her face. They look like living Ce
scars. Wait, you have a giant scar on your face. Were you once ok
under the control of whatever is driving these fissures to tear up
the city? e

and take a few
steps back. Run
toward the edge
and jump toward
the guard. You
automatically reach out and grab the lip of the floor beneath
the guard. Pull yourself up to talk to the guard and figure out a

way out of this building. C C ]
PISODE CLOSURE :

WHAT DID YOU LEARN ABOUT EDWARD IN THIS FIRST EPISODE? HE'S BEEN TAKEN PRISONER
BY SOMEBODY NAMED CROWLEY WHO IS NOT POSSESSED OF BENEVOLENCE. THE LAST TIME
o You sAw CROWLEY, HE WAS SHOOTING DOWN AN ELEVATOR SHAFT WITH A MAN NAMED
Always try to coordinate running jumps. You cover much THEO PADDINGTON. THEO HAD A STRANGE STONE PENDANT AROUND HIS NECK THAT HAD
more distance if you put a little speed behind your jumps. » SOMETHING TO DO WITH A CEREMONY. CROWLEY ALSO MENTIONED SOMETHING ABOUT A
“LiGHT BRINGER."” WHAT (0R WHO) IS THAT? Is THEO THIS SO-CALLED LIGHT BRINGER?
AND WHAT CONNECTION DO YOU HAVE WITH THEO? BEFORE THE ELEVATOR VANISHED DOWN
THE SHAFT, THEO CALLED OUT TO YOU, AND DID SO BY NAME. S0, THIs THEO 0BVIOUSLY
KNOWS WHO YOU ARE—AND IF HE SURVIVED THE FALL, MAYBE HE CAN ANSWER SOME OF
THESE QUESTIONS.

BUT FIRST THINGS FIRST. RIGHT NOW, YOU'RE STARING DOWN A CREATURE OF THE
FISSURE. ANNA WAS SWALLOWED BY A FISSURE BUT RELINQUISHED AS SOME SORT OF HOST
FOR ITS EVIL. WHEN EPISODE 2 BEGINS, YOUR FIRST TEST IS TO DEFEAT ANNA BEFORE SHE
MAKES YOU LOOK UGLY BY COMPARISON. WILL THIS FIRST FIGHT TELL YOU ANYTHING ABOUT
YOURSELF? D0 YOU HAVE A KILLER INSTINCT? OR ARE YOU JUST AN ORDINARY GUY BEING
TRIED BY AN EXTRAORDINARY SITUATION? FIND OUT IN THE NEXT EPISODE OF ALONE IN
HEY, THERE'S THAT WOMAN WHO WAS SWALLOWED BY THE FISSURE. THE THE DARK!

GUARD IDENTIFIES HER AS ANNA. HOw DID SHE ESCAPE ITS CLUTCHES?
e
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In the newest episode of Alone in the Dark, we rejoin Edward as he confronts one of the “survivors” of the fissure, Anna. Anna has
been consumed by the force behind the fissure, and she speaks to Edward in a voice not her own. She growls at Edward, taunting
him with his forgotten memories. Edward must escape this building before it completely collapses, but the way out is obviously
' ... through Anna. Does Edward have the skills to fight off this creature masquerading as a human being? And if he is more adept at
N ; killing than expected, is that a crucial hint to his real identity? Find out the answers, and dig deeper into the mystery by playing
through this episode.

You are cornered. Anna dispatched the security guard with ease, and now she has her sights trained on you.
As the building burns around you, Anna knocks you to the floor and challenges you to fight. If you want out
of this building before you become a permanent fixture, you better find a weapon and take the fight to her.

As soon as Anna follows you down, grab the
closest object possible and start swinging. There is
a chair nearby that's good for a couple immediate
blows. Lock on to Anna with the left trigger so you
always face her as you move around the room.
While closing in, swing the chair to the left and then
quickly slam it to the right. The legs break off across *
Anna'‘s chops, knocking her to the ground. After she
falls, drop the chair (if it hasn't already shattered)

. .
(4 » J

and hightail it to the other side of the room.




THERE IS A DECORATIVE SWORD ON THE GROUND NEXT TO THE TOPPLED
TELEVISION. THAT’S THE BEST WEAPON TO TAKE ANNA TO HER KNEES.

Use side-
to-side slices
to send Anna
reeling. When
she’s regaining
her footing, hold

the sword over your head by pressing up on the right stick and
quickly bring it down. Two or three of these severe blows will
knock her out completely. Anna may crumple to the ground,
but she’s not out of the fight. The fissure gives these monsters
incredible strength. Left alone for a few seconds, they will rise
again. To completely destroy Anna, and all creatures affected by
the fissures, you must set them on fire.

Don't leave Anna alone on the floor for more than a few
seconds. She regains her strength quickly and immediately
goes back on the attack.
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GRAB ONE OF THE
CHAIRS AND HOLD IT IN
THE KITCHEN FLAMES
TO SET THE LEGS ON
FIRE. Now You HAVE
A BURNING MELEE
WEAPON, PERFECT FOR
TORCHING ANNA.

WHETHER ANNA IS STILL ON THE GROUND OR HAS SCRAMBLED TO HER FEET,
JUST HIT HER ACROSS THE BODY WITH THE BURNING CHAIR. ANNA IS
INSTANTLY CONSUMED BY THE INFERNO AND IS REDUCED TO ASHES.

Anna may
be done for, but
you aren't too far

behind unless you ¢

get out of this "

burning room. b
R

Drop the burning
chair and run for
the cable dangling
down in the
kitchen. Grab the
cable and climb
up to the hallway.
As you walk
forward, an explosion rips through the corridor. A swinging
piece of structural debris knocks out the walls and then sways
side to side like a fiery pendulum. Wait for the debris to swing
wide and then jump over the gap in the floor.

DRoP DOWN TO THE
FLOOR BELOW YOU
ON THE OTHER SIDE

OF THE GAP.
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As soon as
you land on the
floor below, you
hear another
female voice.
Somebody is
trapped in the
elevator. Pick up
the nearby fire
extinguisher and
useitasa
battering ram to
break through the
elevator doors.

Three good swings are enough to push out the doors and open
a path into the elevator shaft. The woman is stuck in the car
one story below you, so walk out on top of the car. You
automatically jump through the hole in the car’s roof to

e Mmeet Sarah.
°

MEET SARAH
FLORES, ART DEALER.
AN EXTREMELY
UNLUCKY PERSON.

When Sarah
finds out you are
just as clueless
about the disaster as she is, she panics. Her rescuer is as useless
as she is. (Thanks for the vote of confidence, lady.) Sarah starts
shouting again, unaware that there are creatures alive in the
building and all she’s doing is alerting them that dinner will

be down in a moment. As the two of you bicker, one of the
creatures picks up the scent and speeds down the elevator
shaft. The cable holding the car breaks, though, under the
creature’s weight and sends it plummeting to the bottom of
the shaft. You may have escaped that danger, but when those

“e

doors open, your celebration is cut short.

b

°
PN .

CROWLEY IS ON THE FIRST FLOOR OF THE BUILDING. HE’S STILL ALIVE.
WHy ISN'T HE UNDER ATTACK FROM THE CREATURES?

HELLO, OFFICER.

(i st B £ e

The doors are

stuck, so you must
give Sarah a boost
up to the hole in
the roof. Walk
toward her and
press the action
button to hoist
her up. Jump up
and grab the edge
of the hole and
pull yourself up
once she’s out of
the way. Follow
the catwalk to the
next elevator car and drop through the hole in the roof. The
elevator doors are open down here. Just as you prepare to exit,
the officer you just saw a moment ago drops lifelessly in front
of you. The room goes dark, save for the flickering flames on
the far side of the chamber and the small cone of light coming

from the officer’s dropped flashlight.

[ Y



Pick up THE
OFFICER'S
FLASHLIGHT AND A
BOX OF BULLETS.
USE THE FLASHLIGHT
TO SEE AROUND
THE ROOM.

Using the
flashlight to find
your way, walk to
the right of the
elevator doors.
There is an open
doorway leading
up to some stairs.
The stairs are a dead end, but look on the shelf to the right. A
glowstick and plastic bottle of fuel are on the shelf. (Perfect—
you now have the materials to construct a glowstick bomb,
if you're so inclined.) Before leaving the stairs, equip the gun.
You're about to need it.

e —

CREATURE COMPENDIUM: RATZ

RATZ ARE SKITTERING
INSECT-LIKE MONSTERS
HATCHED FROM SMALL
HIVES. THESE FAST-MOVING
MENACES ZOOM ACROSS
THE FLOOR ON FOUR
POINTY CLAWS AND HAVE
ENOUGH LEG STRENGTH TO
LEAP INTO THE AIR AND
SLASH AWAY AT YOUR FACE.
BEcAusE RATZ ARE SMALL, APPROXIMATELY THE SIZE OF A COCKER SPANIEL, THEY CAN MOVE
THROUGH TIGHT QUARTERS SUCH AS VENT SHAFTS AND ATTACK WITHOUT WARNING. RATZ
ALSO CAN USE THEIR CLAWS TO HOLD ON TO ROPES OR CABLES AND DESCEND INTO AREAS.
EXTREMELY NIMBLE AS THEY ARE, RATZ CANNOT DO TOO MUCH DAMAGE IN A SINGLE STRIKE.
THEY JUMP, SLICE, AND THEN RETREAT FOR A MOMENT BEFORE REPEATING THE ATTACK.

SoME RATZ ALSO SPIT POISON AT THEIR PREY. THIS POISON IS NOT LETHAL, BUT
IT DOES CAUSE BLURRED VISION. WHEN STRUCK BY POISON, YOUR FIRST-PERSON VIEW IS
GUNKED UP WITH A GREEN HAZE. YOU MUST BLINK REPEATEDLY TO WASH THE POISON OUT OF
YOUR EYES. PRESS THE RIGHT CONTROL STICK SEVERAL TIMES TO BLINK AWAY THE GOOP AND
RESTORE YOUR VISION.

LIKE ALL CREATURES LOOSED BY THIS MADNESS, THE RATZ ARE VULNERABLE TO FIRE.
BECAUSE THEY DO NOT HAVE FISSURE MARKS ON THEM, FIRE BULLETS ARE NOT NECESSARILY
THE BEST ATTACK. INSTEAD, TORCH THE RATZ WITH A MAKESHIFT FLAMETHROWER, SUCH AS
A RATTLE CAN OF ANTI-RUST SPRAY. AND WHENEVER YOU SEE RATZ, CHECK THE AREA FOR
A NEST. AS LONG AS THE NEST THRIVES, IT WILL SPIT OUT A PARADE OF RATz. DESTROY
THE NEST WITH FIRE. IF YOU ARE CLOSE TO IT, JUST OPT FOR THE FLAMETHROWER ATTACK. IF
YOU SPOT IT FROM A DISTANCE, THOUGH, USE A FLAMMABLE LIKE A IMIOLOTOV COCKTAIL TO
DISPATCH IT BEFORE IT RELEASES TOO MANY RATZ.

e
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Sarah starts
yelling about
moving shapes
in the darkness.
She’s spotted
some Ratz. These
little monsters are

fast, but at least not terribly dangerous. Two or three attacks
from the Ratz may slow you down, but will not endanger your
life. Still, you must take out these little beasts before moving on,
S0 equip the pistol and use the red dot to guide your shots.

There'is no nest for the Ratz in this chamber, but always be
on the lookout for one in the future.

KEEp THE
FLASHLIGHT
ON SO YOU

CAN ACTUALLY
SEE THE RATZ.
THERE IS PLENTY
OF JUICE IN THE
BATTERIES, SO
DON'T WORRY
ABOUT THE
FLASHLIGHT
BLINKING OUT
ANYTIME SOON.

SHoOT THE
RATz FROM
A MODEST
DISTANCE.
LonG sHOTs
MAY MISS,
ESPECIALLY
SINCE THE
RATZ HAVE A

SPLIT SECOND TO JUMP WHEN THEY HEAR THE SOUND OF THE GUN FIRING.
IT TAKES TWO BULLETS TO DISPATCH THE RATZ.

Even if the Ratz do not do too much damage, always heal up
after an encounter. Untreated minor damage can turn into

a real problem if you stumble into a situation with a real
aggressor, like one of the giant Humanz.
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With the
Ratz down, it's
time to get the
lights back on
down here.
The fuse box is
in a small side room, so back away from the elevators (walk
toward the flames) and then look right. Walk behind the
counter and open the door. Against the back wall of the small
room is the fuse box. There is a small blinking red light on top
of it in case you miss it in the darkness. (You still have your
flashlight out, right?) Approach the fuse box.

HoLb THE TWO WIRES CLOSE TOGETHER (BUT DON'T LET THEM TOUCH.'),
AND THE ELECTRICITY WILL JUMP BETWEEN THEM. A FEW ARCS IS ALL IT

TAKES TO GET THE LIGHTS BACK ON.

Uh-oh. Sarah
looks up toward
a disturbance
in the ceiling.

Above the
chandeliers, a
crack develops
in the plaster.
But this is not a
fissure. Instead, one of the Humanz punches a hole through
the ceiling. His face and arms are carved with the same kinds
of fissures you saw on Anna. The evil is starting to release more
and more of its prey. And these monsters, these Humanz, are
hungry for the taste of blood. You must protect Sarah from

the brute.




CREATURE COMPENDIUM: HUMANZ
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Humanz ARE UNFORTUNATE NEW YORKERS SWALLOWED UP BY THE FISSURES AND SPIT BACK OUT TO WREAK HAVOC. THE HUMANZ COME IN MANY FORMS, FROM o e
LITHE YOUNG WOMEN TO BRUTISH CONSTRUCTION WORKERS, BUT THEY ALL HAVE A SINGULAR GOAL: CONSUME THE LIVING. THE HUMANZ ATTACK WITH THEIR FISTS "o

AT FIRST, BUT YOU WILL SOON MEET VARIETIES OF THESE MONSTERS THAT THROW SHARDS OF METAL AND GLASS OR STRIKE WITH A FROG-LIKE TONGUE FROM GREAT

DISTANCES. THE HUMANZ MAINTAIN A HERD MENTALITY. |IF ONE SPOTS YOU, YOU CAN BE SURE THAT ANY OTHERS IN THE IMMEDIATE AREA WILL SOON FOLLOW.

AND WHILE THESE MONSTERS CAN DISH OUT SOME PRETTY HEAVY DAMAGE WITH THEIR PHYSICAL BLOWS, THEIR NUMBERS POSE THE GREATEST DANGER. IF YOU ARE N '
SURROUNDED BY THREE OR MORE HUMANZ, IT'S EASY TO CRUMPLE UNDER THE MIGHT OF THEIR REPEAT BLOWS.

HUMANZ ARE VULNERABLE TO FIRE. THEY SIMPLY CANNOT SURVIVE A DIRECT BLAST []

OF FIRE. MERCIFULLY, THERE ARE PLENTY OF METHODS FOR DOUSING THESE BEASTS WITH
FLAMES. THE EASIEST WAY TO GET RID OF THE HUMANZ IS TO LAUNCH A MoLoTov OR
SOME OTHER PROJECTILE ATTACK INTO THEIR MIDST. ONE PLASTIC BOTTLE OF FUEL UPSIDE
THE HEAD IS ENOUGH TO BRING DOWN EVEN THE TALLEST OF THE HuMANz. IF You cAN
THROW A FULL BOTTLE OF FUEL INTO THE CENTER OF A GROUP OF ADVANCING HumANzZ,

) [ YOU CAN ACTUALLY TAKE THEM ALL OUT WITH A SINGLE HIT. IF YOU HAVE ANY AEROSOL
CANS, YOU CAN DROP THE HUMANZ WITH A MAKESHIFT FLAMETHROWER. YOU HAVE TO GET
CLOSE ENOUGH TO HIT THEM WITH THE FLAME BURST, AND THAT CAN LEAVE YOU OPEN TO
ONE LAST PUNCH BEFORE THEY WITHER UNDER THE FIRE.

HUMANZ ARE COVERED WITH FISSURE MARKS, PHYSICAL PROOF OF THEIR
CORRUPTION, AND THOSE ARE THEIR ACHILLES" HEELS. IF YOU CAN POP ONE OF THOSE
FISSURE MARKS WITH A SINGLE FIRE BULLET, THE MONSTER WILL VANISH IN A FLASH OF IMMOLATION. IT DOESN'T MATTER HOW MUCH DAMAGE YOU HAVE DONE UP
TO THAT POINT. IF THE MONSTER IS AT FULL STRENGTH AND RUNNING AT YOU WITH HULKING FISTS RAISED, ONE GOOD SHOT IS ALL IT TAKES TO TURN IT INTO ASH.

e
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While the Humanz approaches the side room you are in,

« look against the back wall of the room. There is a fallen security

guard on the floor, but next to him is a nightstick. Grab the
nightstick and exit the room. When a Humanz approaches,
swing for the fences. Beat that Humanz until he crumples into
the corner and no longer moves. Once he's down, you need

-to burn him to finish the job. You have several options, such

as toasting him with a makeshift flamethrower, roasting him
with a burning chair, or popping one of his fissure marks with
fire bullets.

AFTER THE HUMANZ IS DOWN, CHECK OUT THE LOCKER IN THE SIDE ROOM.
GRAB THE ANTI-RUST SPRAY, FLASHLIGHT BATTERIES, AND EXTRA BULLETS.
USE THAT SPRAY TO TORCH THE HUMANZ.

Grab a fire extinguisher to the right of the flames at the far
end of the room. Extinguish the fire in the staircase next to
the elevators to find another anti-rust spray can.

After beating
down the
Humanz, join
Sarah at the
locked door across
the room. This

is the way down
to the garage,
which seems to
be the only way
to escape the
building because
there’s a raging
inferno in front

of the main

doors. There is a control box next to the door. The number

pad is smeared with blood, but that gives you a clue about the
combination. Three numbers are bloodied. Punch in this code to
open the door: 9-4-3. The door swings open. Sarah asks you to
go down first and check things out. Oblige her.

CROWLEY'S THUG WHO WAS SWALLOWED BY THE ELEVATOR IS DOWN THERE.
AND HE GIVES YOU FIVE ACROSS THE EYES JUST FOR SHOWING YOUR FACE.

THE THUG STUMBLES TO THE TOP OF THE STAIRS. HE TAUNTS AND TEASES
ABOUT ALL THE QUESTIONS YOU MUST HAVE. BUT TO GET ANY ANSWERS,
HE SAYS YOU mMUST DIE. No DEAL.




WALKTHROUGRH

The thug
attacks, and his
left hook is mean.
It's enough to
drop you to your
knees. A trio of

those shots is enough to put you on the brink of death, so back
up immediately and start looking for a weapon to use against
this creep. Your gun is not the best option. There are chairs on
the floor you can use to beat him senseless. You also can use
the nightstick from the first Humanz attack. Or check out the
fires at the end of the room. There is an axe down there that is
perfect for carving up this monster.

If this guy manages to beat you so hard the scene goes
black and white, retreat. You're close to death. Find a

corner far away and quickly apply some first aid.

ONCE THE THUG IS DOWN, EITHER TORCH HIM WITH ONE OF YOUR SPRAY
CAN FLAMETHROWERS OR SET A CHAIR ON FIRE AND HOLD IT AGAINST HIM.

AS SOON AS THE MONSTER VANISHES, YOU CAN SAFELY HEAD DOWNSTAIRS.
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USE THE FIRE EXTINGUISHER AT THE BOTTOM OF THE STAIRS TO PUT OUT THE
NEARBY FLAMES AND CLEAR A PATH TO THE GARAGE. OPEN THE DOOR AND
STEP OUT TO SEE A FAMILIAR FACE. AT LEAST, YOU THINK IT'S FAMILIAR.
IT’s HARD TO BE SURE OF ANYTHING TONIGHT.

You've just beaten back two of the Humanz and lived to tell,
but there’s no time to relax. This building is coming down. You
must find a way outside, and the garage is your best bet at this
point. It looks like somebody else had the same idea, though,
and didn’t make it too far. It's Theo, the man Crowley was
snarling at in the elevator. He might have some answers for you,
but first you have to get the three of you out of this building. "

Theo is
relieved to see
you, even if you
have no idea who
he really is. But
he’s a friendly
face, and that’s a
rare currency
tonight. Theo tells
you he managed
to evade Crowley
and hide down in
the garage, but he
is afraid that
Crowley will pick
up his trail any minute now. When Theo realizes you do not
remember him, he introduces himself: Theophile Paddington.
And he’s also at the center of this mystery. According to Theo,
you were part of a ritual that wiped out your memory.
Unfortunately, there is no time for Theo to fill you in completely.
You must escape the building and Crowley’s clutches long
enough to follow something Theo calls the “Path of Light.”
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Join Theo
and Sarah at the
car. Approach the
driver’s side door.
It's locked, so you
have to break the
window. Use your
gun to shoot out
the window.

It takes two
shots—one to
splinter the glass
and the other to
shatter it. As soon
as the window is open, you can reach in and unlock the door.
Climb into the driver's seat, and the group will follow suit. As
soon as everybody is in the car, though, Humanz break through
¢ o the garage door in front of your car. You must either figure out
e , away to get this car moving or get out and attack the Humanz.

HoLb THE TWO GREEN WIRES TOGETHER AND SQUEEZE THE RIGHT TRIGGER
WHEN THE METER REACHES GREEN TO START THE ENGINE.

HiT THE GAS AND ROAR FORWARD, FOLLOWING THE GARAGE AS IT
WINDS AROUND.

TIME TO HOT-WIRE THE CAR. IF YOU ARE FAST, YOU CAN JUMP THE CAR
BEFORE ONE OF THE HUMANZ YANKS YOU OUT OF YOUR SEAT. Look BELOW
THE STEERING COLUMN TO BRING UP THE HOT-WIRE OPTION.

THE ROAD COLLAPSES OUT FROM UNDER THE CAR, DROPPING YOU TO
THE LOWER LEVEL. STEER AROUND THE DEBRIS, AND KEEP FOLLOWING
THE GARAGE.

IF YOU ARE PULLED FROM THE CAR, USE THE FIRE EXTINGUISHER OR
OTHER OBJECTS FROM THE GARAGE FLOOR TO BATTER THE HUMANZ
INTO SUBMISSION.




THE FISSURE ERUPTS ALONG THE WALLS. FOLLOW IT TO THE RIGHT AND
DRIVE UP THE RAMP TO THE REACH THE UPPER FLOOR OF THE GARAGE.

WHEN YOU SEE THE BROKEN FLOOR IN THE ROAD AHEAD, FLOOR IT TO
JUMP THE GAP.

Humanz
wander the
garage up here,
but you are safe in
the car as long as
you do not slow
down. Keep the
pedal down and
steer into the
Humanz,
smashing them
into the grill and
tossing them
aside. As you
round the last corner in the garage, drive straight into the
flames in hopes of escape. Unfortunately, the floor collapses
and your car drops into the darkness. After a moment of
silence, you hear Sarah pulling Theo out of the car. The vehicle
is crushed. You must find another way out.
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The fissure prevented your escape, leaving you deep in
the garage. You must lead Sarah and Theo to safety, so switch
on your flashlight and start looking for another set of wheels.
And keep your ears open for the low rumble of the fissure itself.
The thing is still out there, circling the building and ripping apart
its foundation.

As Sarah
helps Theo out

of the car, turn o
on your flashlight oY
and start looking
for anything that can get you out of this place. Check behind d §
you. There is a utility room in the darkness. When you enter the

room, you stumble upon a lighter. Pick it up—this is a key tool (]

you will need for the remainder of the evening, should you last
that long. Inside, check the shelves for more flashlight batteries.
Once you have both of these items, Sarah has pulled Theo free
of the car.

N Eﬂ‘

If the*flashlight ever runs out of batteries, remember that
you can use objects like chairs or bats as makeshift torches
to see your way in the dark.
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STAND OVER THE GAS RIVULET STREAMING AWAY FROM THE CAR, AND USE

THE LIGHTER TO SET THE GAS ALIGHT. THE FIRE RUSHES INTO THE GAS TANK

AND DETONATES THE CAR, CLEARING AWAY SOME DEBRIS. YOU CAN NOW
EXPLORE THE REST OF THE GARAGE.

As you walk
into the darkness,
brandishing your
flashlight, watch
out for fire. As the

flames drip into
the garage. When
the flames set the
abandoned cars
on fire, take
several steps back.
You only have two
or three seconds before the fire reaches the gas tanks and the
cars explode. After the two burning cars explode, step back into
the garage and inspect the white car in the middle of the lane.
There is a can of medical spray in the glove box. Take it and heal
any wounds you may have.

Out of space in your )

inventory already? . ;’_____i ., |
Use the medical

spray you already

have and then drop

it. Now, pick up the

full container so you have a good stock.

ARK

THERE IS A WORKING TAXI ON THE FAR SIDE OF THE GARAGE DOOR WITH THE

HUGE GASH. YOU CANNOT LIFT THE DOOR, THOUGH. YOU MUST CLEAR THE

WOODEN BEAMS AWAY FROM THE PASSAGE TO THE RIGHT. UNFORTUNATELY,
THE BEAMS ARE TIGHTLY WEDGED INTO THE PASSAGE.

SoLution: BURN THE WOODEN BEAMS. EITHER TURN ONE OF THE NEARBY
CHAIRS INTO A TORCH AND LIGHT THE BEAMS OR USE A MAKESHIFT
FLAMETHROWER FROM ONE OF YOUR SPRAY CANS. THE FLAMES IMMEDIATELY
CRACKLE AND START BURNING THROUGH THE WOODEN BEAMS.

You have
to wait for

the beams to
burn—but you
need not wait
alone. The fissure

returns, circling the floor under your feet. If you are fast and
have the means, run away and then turn back to throw a
Molotov cocktail on the fissure. If it gets a hold of you, though,
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you are in for one wild ride. The fissure pulls you down and @m@r O i
oo Sall oy ST T !
starts dragging you around the garage. Each second you are in N P

the fissure, you take damage. You must fight back. Follow the
on-screen prompts to “ride” the fissure. If you hit the prompts,
you can steer the fissure into one of the fires and burn it up. If
you miss too many prompts, the fissure squeezes the life out of
you and you must start the sequence over.

You survived your first encounter with the fissure, but more
out of luck than anything. Be assured that the next time the
fissure strikes, you won't have fortune on your side. Now it's
time to get Sarah and Theo (and yourself) to safety. The cab in
the garage is apparently still workable—the headlights are on.
Everybody needs to climb inside and get their seat belts on,
because you're in for one wild ride.

BY RIDING THE FISSURE SUCCESSFULLY, YOU CAN STEER IT UNDER A BIT OF
FALLING FLAME. THE FISSURE COUGHS YOU UP AS IT IMMOLATES.

THE KEYS ARE STILL IN THE IGNITION—NO NEED TO HOT-WIRE THIS TAXI.
TURN THE KEY AND HIT THE GAS.

You were lucky this time but, in the future, always check
behind the sun visor for a spare set of keys.

RUN THROUGH THE NOW-OPEN PASSAGE TO SPOT THE TAXI CAB. SARAH
AND THEO WILL FOLLOW YOU.

Before getting in the
cab, be sure to heal

your wounds from
the fissure. through the two

garage doors and
follow the ramp
to the surface.
You better hurry,
because the whole building is shaking like a leaf in a hurricane.
Plaster and cement crack. The ground starts to open up, and
the ceilings crumble. Hit the gas and drive through the door at
the top of the ramp to escape the building before it collapses.

Drive
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When you
pull out on

59th Street, just
south of Central
Park, you see
that the whole

city is being torn apart by whatever evil is coming out of the
park. The streets are buckling, tossing cars and buses into the
air like children’s toys. Fissures are shearing away the faces of
skyscrapers, sending them to the street while people run for

their lives. Panic has taken hold of the city. And within minutes,

those innocents will be swallowed by the chaos and madness

that Theo admits to having unleashed.

It all has to do with that stone. Theo has it. Crowley
wants it. But there is no time for Theo to explain exactly what
the stone is for. Whatever is under the surface is trying to
get out, and it's heading your way. The street behind you is
churning and shattering, so hit the gas and try to get out of its

way before it consumes the three of you.

L
iy i

The city is under attack, but not from above—from below. You
must drive hard to keep ahead of whatever is tearing apart the
streets behind you. If you slow down for even a second, you risk
being swept down into the growing abyss. You must somehow
get to Central Park, but as long as that “thing” is chasing you,
you have to put survival first and shortcuts second.

ALONE!DARK
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If you fail and the taxi drops into the
widening chasm, you must start the
entire sequence over.

DRIVE STRAIGHT DOWN THE CENTER OF THE STREET, APPROACHING A WIDE
LEFT TURN ON THE FAR SIDE OF THE PARKED FIRE TRUCK.

THROW THE WHEEL BACK TO THE RIGHT TO WHIP AROUND THE TWO RIGHT
TURNS AS THE GROUND STARTS TO COLLAPSE TO YOUR LEFT. WATCH
OUT FOR THE CARS DRIVING TOWARD YOU AS THEY ATTEMPT TO FLEE

THE DESTRUCTION.

Pump the brake and then hit the gas to drift around corners
while maintaining control of the cab.




JUMP THE GAP IN THE PAVEMENT AS YOU WATCH THE TOP FLOORS OF
THE STREET FALLS AWAY TO THE LEFT, AND A HUGE CRACK STARTS A HIGH-RISE FALL INTO THE STREET. KEEP THE GAS DOWN AS YOU FLY

SWALLOWING TRUCKS STRAIGHT AHEAD. HIT THE GAs! THROUGH THE AIR SO YOU HIT THE GROUND AND PEEL AWAY AT FULL SPEED.

DRIVE OVER THE RISING CRACK IN THE STREET AND TURN LEFT. TO STRAIGHTEN STEER AROUND INCOMING CARS AND SMALL BITS OF STREET DEBRIS. ' ..
OUT THE TAXI. YOU ARE NOW ON THE LEFT SIDE OF CENTRAL PARK. STICK TO THE CENTER OF THE ROAD TO AVOID HAVING TO MAKE ANY °o b
SUDDEN TURNS AND RISK SPINNING OUT. THE STREET IS STILL FALLING AWAY "
BEHIND YOU, SO YOU CANNOT AFFORD TO LOSE ANY TIME STRAIGHTENING :
OUT THE CAR. N N

BUILDINGS START TO FALL INTO THE STREET. AVOID INCOMING TRAFFIC AND
o CARS THROWN INTO THE AIR BY THE BUCKLING PAVEMENT. STEER AROUND

THE DEBRIS BY SWINGING OVER TO THE RIGHT SIDE OF THE STREET.
3 ANOTHER BUILDING COLLAPSES INTO THE STREET. THINK FAST—EITHER DRIVE

THROUGH THE HOLE IN THE BUILDING ON THE LEFT OR UP A RAMP ON THE
. ‘ = RIGHT. IF YOU HIT THE CENTER, YOU WILL COME TO DEAD STOP AND THE
@ - ABYSS WILL TAKE YOU.
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THE ENTIRE RIGHT SIDE OF THE STREET FALLS AWAY. STEER TO THE LEFT AND
UP THE NEWLY CREATED EMBANKMENT.

' I AT THE END OF THE STREET, STEER TO THE LEFT AND TAKE THE WIDE ARC.
WATCH OUT FOR STALLED CARS IN THE MIDDLE OF THE ROAD AS CRACKS
B DEVELOP IN THE ASPHALT.

If the cab is ever struck by debris or another car, but not
brought to a complete halt, you have about two seconds to

right the vehicle and slam down the gas pedal.

— =

LoOK FOR THE STALLED-OUT GREEN CAR AND STEER AROUND IT OFF TO THE
LEFT. THE ROAD NARROWS AS BOTH SIDES OF THE STREET ARE RIPPED APART.

Traffic retains the same patterns no matter how many
times you attempt this sequence, so look for markers like
the green car or a parked bus to indicate what's about to

happen next.

ONCE YOU PASS THE PARKED SEMI, GET READY FOR A HARD RIGHT TURN.
SPIRES POKE THROUGH THE STREET, FORCING YOU TO CHANGE COURSE.
TURN RIGHT!

WHEN YOU DRIVE BENEATH THE THEATER MARQUEE, TURN LEFT AND DRIVE
THROUGH THE PLAYGROUND.




FoLLow THE TAXI INTO THE MALL. WHILE THE TAXI IS CRUSHED BY FALLING
TURN RIGHT AFTER THE SWING SET AND DRIVE DOWN THE CENTER OF THE DEBRIS TO THE RIGHT, YOU MUST DRIVE UP THE STAIRS.
STREET. EACH SIDE OF THE ROAD IS RUINED BY THE CRACKS. EXPLOSIONS

LIGHT UP THE SKY, HURLING BUSES OVERHEAD.

No way out! DRIVE THROUGH THE WINDOWS ON THE SECOND FLOOR i *
OVERLOOKING CENTRAL PARK TO ESCAPE THE CARNAGE ON THE STREET. o ¢
THE STREET IS SPLIT IN TWO, SO TURN RIGHT AT THE GREEN AWNING. oY
PARKED CARS MAKE THIS A NARROW STREET, SO STICK TO THE RIGHT AND
DRIVE THROUGH THE SCAFFOLDING THAT BLOCKS YOUR WAY. 0
———

ErisobE CLOSURE

\WHEN THE CAB CRASHES TO THE GROUND, YOU ARE FINALLY INSIDE CENTRAL
PARK. SARAH AND THEO STUMBLE FROM THE TAXI. THEO FINALLY HANDS OVER
THE STONE TO EDWARD AND TELLS HIM TO MEET HIM INSIDE THE MUSEUM IN
Room 943. AND THEN THEO DOES SOMETHING UNIMAGINABLE. HE RAISES

A PISTOL TO HIS TEMPLE AND FIRES, TAKING HIS OWN LIFE. THEO'S BODY
CRUMPLES TO THE GROUND AS EDWARD AND SARAH LOOK ON IN HORROR.
How cAN YOU POSSIBLY MEET A DEAD MAN INSIDE A MUSEUM? AND NOW
THAT THEO IS DEAD, WHERE WILL EDWARD GET ANY OF HIS NEEDED—AND
DESERVED—ANSWERS?

[}
CoNnTINUE DOWN THE STREET, AVOIDING TRUCKS. THE SPIRES RIP UP THE
STREET AHEAD, SO YOU ARE FORCED TO DRIVE INTO A MALL.

THERE IS NO TIME TO WAIT. EDWARD IS BADLY HURT. THERE IS NO
CHANCE HE CAN REACH THE MUSEUM, WHICH IS APPROXIMATELY 30 BLOCKS
AWAY, WITHOUT GETTING MEDICAL ATTENTION. BUT WHERE WILL YOU FIND A
DOCTOR? EVERY AMBULANCE IN THIS CITY IS PROBABLY EITHER CRUSHED UNDER
DEBRIS OR ATTENDING OTHER VICTIMS. THE ONLY HOPE IS TO PUSH DEEPER INTO
‘ @« CENTRAL PARK, NOW COMPLETELY ISOLATED FROM THE REST OF THE CITY, AND
¥ HOPE AGAINST HOPE THAT TIME IS ON YOUR SIDE.

e ———
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PAINFUL ANSWERS " B

Although the trio made it into Central Park, where the supposed “Path of Light” begins, Theo has just
shot himself in front of Edward and Sarah. The shock of his sacrifice rattles Edward and Sarah, and
they are not quite sure of the meaning of his cryptic final request to meet him in Room 943 at the
museum in the park. The only way to get an explanation is to find the door to Room 943 and see just
what lies on the other side. But first things first. The accident has left Edward badly hurt. He's losing
blood. And if he doesn’t get immediate medical attention, the secrets of Room 943 may remain lost to
the ages. Will Edward and Sarah make it to the museum? Who—or what—wiill be waiting for them?

iw ¥ "
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Blood pools around Theo's head as
Sarah freaks: What is going on here?

. Unfortunately, you have no answers for
L]

“her, but the stone Theo handed over
before his untimely demise is obviously
the key. Too bad Theo didn't also give you a bandage or something, because there is a
deep gash on your arm and you are losing entirely too much blood to survive for very
' ... long. Sarah insists on getting you medical attention, but where?

Sarah is
something of a

lucky charm. Just
as she talks about

As SOON AS THE EPISODE STARTS, A TIMER APPEARS IN THE LOWER
LEFT CORNER OF THE SCREEN. IT STARTS WITH SEVEN MINUTES ON THE . _ :
cLock. THAT’S HOW LONG YOU HAVE TO AT LEAST STOP THE BLEEDING you needing medical attention, an ambulance creeps across the

BEFORE YOU DIE. bridge overhead. She will chase it down for you, but you need
to lift her up to street level so she can give pursuit. Follow her
to the edge of the bridge near the street lamp and hoist her up.

\ You do not have the strength to pull yourself up, though. She

“ .\ tells you she will get the ambulance to stop and to wait right

there. She runs off into park to stop the ambulance, leaving
you alone. There is a beeping noise nearby. It sounds like a
cell phone.




APPROACH THEO'S BODY NEXT TO THE OVERTURNED TAXI. HIS CELL PHONE
IS ON THE GROUND NEXT TO HIM. PICK UP THE PHONE TO ANSWER IT. GUESS
WHO'S ON THE OTHER END?

It's Crowley, and he knows you have the stone. That
means he must be close by, but he’s not revealing himself just
yet. The fissures are too eager to get you, and he does not want
to risk being taken down with you. Instead, he will follow you
as you seek out your own set of answers. And when the time is
right, Crowley will show his face. Crowley does leave you with
one warning: that stone is about to make your life—at least,
what's left of it—a whole lot more unpleasant.

Check out
the phone. The
home screen
shows your next
objective: call
9-1-1 ASAP.
However, take
a moment and
read through all of Theo's messages. You can check Theo’s diary
entries—those fill in his relationship with Crowley. Crowley
presented himself as something of a businessman to Theo
in hopes of getting access to his research. But their tenuous
friendship dissolved. There is also an entry dated eight years ago
about a mysterious man with a scar on his face and a strange
stone pendant. Apparently, he was a rough character. Could
that be you? There is also an entry about Central Park. Check it
out—Theo was on to something with the park’s true origins.
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Be sure to read through all of Mr. Tips’ entries. (He's a
shadowy-looking character with a snap brim hat.) Mr. Tips
has all sorts of useful information about the items you find
and how to use them.

USsE THE DIAL FUNCTION TO cALL 9-1-1. IT RELAYS YOU TO
DR. HARTFORD.

Dr. Hartford is the medic in the ambulance. He tells you
he is currently attending to the wounded and, since you can at
least still use a
phone, you're in
better shape than
most. He advises
you to find a
restroom. There is
likely a first-aid kit
inside the

restroom that will have the treatment materials needed to
stanch the bleeding. As soon as you hang up, the closest
restroom appears on your map. Follow the orange dot on the
map to locate the facility.

After
orienting yourself
with the map,

run between the




L
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burning cars and look for the restroom. It's on a slight incline
just beyond the cars, near the edge of the park. Luckily for you,
it wasn’t consumed by the abyss. Enter the restroom and raid
the overturned cart next to the sinks. There is a plastic bottle
there, some bullets, and handkerchiefs that double as wicks.
Now, it's time to locate the first-aid kit.

THE FIRST-AID KIT IS IN THE BACK ROOM OF THE FACILITY. LOOK AGAINST
THE FAR WALL. OPEN THE FIRST-AID KIT. AND TAKE THE MEDICAL SPRAY AND
THE BANDAGES. AS SOON AS YOU NAB THE BANDAGES, DR. HARTFORD
SENDS YOU A TEXT MESSAGE TELLING YOU TO HOW TO APPLY THEM.
(PRESS RIGHT ON THE D-PAD TO ENTER HEALING MODE. YOU WILL
AUTOMATICALLY BE HOLDING THE BANDAGE.)

WRAP THE BANDAGE AROUND THE WOUND TO STOP THE BLEEDING—
AND STOP THE CLOCK.

Now, OPEN THE NEARBY LOCKER AND TAKE OUT THE BULLETS AND THE
PLASTIC BOTTLE FILLED WITH FUEL. YOU NEED THE MATERIALS FOR A BOMB
RIGHT NOW. )

Aul s . )
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Okay, the bleeding has stopped, but you still need real medical
attention. Sarah has likely flagged down the ambulance by
now, so you need to catch up with her. However, you cannot
follow her up the ledge by the bridge. You must find another
way into the park to meet her and Dr. Hartford. And that will
send you straight through the looking glass.

After pocketing the stuff from the locker, you need to
deal with an electrical cable blocking the door behind you.
Shoot the cable ties above the door with your pistol. The slack
drops the cable out of the way; now you can enter the main
part of the restroom. Turn to the broken wall. You can see the
park through the cracks. You must break through this wall to
continue through the park. Prep your bomb. You can opt to
throw the plastic bottle or use one of your extra medical sprays.

STAND BACK FROM THE WALL. THROW THE BOMB AND WAIT UNTIL IT
REACHES THE WALL. PULL THE TRIGGER AND BLAST IT WIDE OPEN.
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When you step e,
through the wall,
the camera pulls
back to reveal
just what the evil
has done to the
city. Sprawling
before you is a
twisted mass of steel and cement, snaking into the depths of

CREATURE COMPENDIUM: YAMPIRZ

the abyss. The hole in the earth dives deeper than you can see.
One false step and it will hungrily swallow you whole. You must
navigate this snarled cityscape to pass through the lip of the
abyss and re-enter Central Park.

VAMPIRZ ARE WICKED LITTLE MONSTERS THAT RARELY TRAVEL ALONE. THESE WINGED MENACES
SWOOP IN AND BITE YOU WITH SHARP FANGS BEFORE FLUTTERING AWAY. THEY ARE TOUGH

TO TAKE OUT BECAUSE THEY MOVE SO FAST, WHICH IS WHY AVOIDING THEM ALTOGETHER

IS SOMETIMES A BETTER OPTION THAN DIRECT CONFRONTATION. THE VAMPIRZ USE THEIR
NUMBERS TO ATTACK EN MASSE. IF THEY ARE STRONG ENOUGH IN THEIR NUMBERS, THEY CAN
ACTUALLY WORK TOGETHER TO LIFT AN ENTIRE CAR OFF THE GROUND WITH THEIR WING POWER.

LIKE OTHER CREATURES OF THE ABYSS, THE VAMPIRZ ARE VULNERABLE TO FIRE.
BLASTING THEM WITH FIRE BULLETS IS POSSIBLE, AS IS THROWING A BOTTLE INTO THEIR MIDST
AND THEN SHOOTING IT. THE RESULTING EXPLOSION WILL TAKE OUT OF A FEW OF THE FLYING
FRIGHTS. A MAKESHIFT BLOWTORCH IS ANOTHER OPTION, BUT THAT MEANS YOU HAVE TO RISK
, LETTING THE VVAMPIRZ GET CLOSE. AND SINCE THEY WORK TOGETHER, YOU MAY ONLY GET ONE

OR TWO OF THEM BEFORE THE SWARM TAKES ENOUGH BITES OUT OF YOUR HIDE TO SEND YOU 0 ..
You MUST JUMP TO THE CABLE ON THE RIGHT. WATCH OUT FOR THE DOWN FOR THE BIG SLEEP. 0 g
VAMPIRZ, HUNGRY BAT-LIKE BEASTIES THAT TRY TO TAKE YOU OUT. ‘e
(]

DRAW YOUR GUN AND SHOOT THE TWO CABLE TIES ABOVE YOU TO STRETCH

AT THE BOTTOM OF THE CABLE, SHOOT THROUGH THE WINDOW WITH YOUR
PISTOL AND DROP INTO THE SIDEWAYS HOUSE.

THE CABLE FARTHER DOWN THE CLIFF.
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Keep
dropping until you
reach the bottom
(watch out, that
last window leads
straight into the
abyss), and then
look out toward the dangling bus. Jump out to the checkered
floor. Walk across the checkered floor and jump down until you
reach the landing beneath the bus. Walk under the bus and
then jump up to grab the bottom of the bus door. Pull yourself

¢ into the bus. Stand still for a moment and look around.
.,

maintain the

; The bus is
perfectly balanced
E on some
A construction
. ' o7 wreckage. If you
1 disrupt the
| ’ balance too !
o abruptly, the bus
| will slide off the —
wreckage and fall
into the abyss—
taking you with it.
You need to
balance by
moving the bodies
on the floor of the bus to compensate for your weight as soon
as you walk to the front of the bus. Grab the woman at the
front of the bus and drag her to the back. The bus will teeter
backwards, but that’s good. Now, drag the man in the blue shirt
farther back. You want all three bodies in the bus lying in the

back half. Now, you can walk to the front door of the bus and
hop out without the bus dropping into the chasm.

i )

PRESS THE BUTTON NEXT TO THE DOOR TO RELEASE IT. STEP OFF ONTO THE
TILED SURFACE.

When you
drop to the next
platform, one of
the bodies rises
from the ground.

knock the thing senseless, you need to burn it. Instead of
torching it with a spray, grab one of the chairs on the landing
and light it in the fires. Burn the body, but hold on to the chair.
Another Humanz jumps up on the landing. Swing the burning
chair at her. The first contact with the flames incinerates her.

[t's one of the
Humanz. Pick
up the baseball
bat and start
laying into the
monster. As
soon as you

More HumaNz! KEEP SWINGING THAT CHAIR. BAT AT THE MONSTERS WITH
THE FIERY CHAIR TO REDUCE THEM TO CINDERS.




THE FINAL HUMANZ RISES—AND HE’S A BEAST. IF THE CHAIR HAS BURNED DEAD END? LOoOK UP AT THE DOOR ON THE “CEILING.” EQUIP YOUR PISTOL
OUT OR SHATTERED, GRAB THE BASEBALL BAT AGAIN AND KNOCK THE BRUTE AND SHOOT THE LOCK OFF THE DOOR. THE DOOR OPENS, DROPPING DEBRIS,
INTO THE FLAMES. ANOTHER BODY, AND A CABLE INTO THE BATHROOM.

L
AFTER ALL THE HUMANZ ARE DOWN, A CAR DROPS INTO THE ABYSS, CLIMB UP THE CABLE. AT THE TOP OF THE CABLE, JUMP UP TO THE NARROW "o B
'
KNOCKING AWAY SOME DEBRIS AND OPENING A NEW PATH BEHIND YOU. LEDGE. IT’S NOT WIDE ENOUGH FOR YOU TO STAND, SO YOU MUST SHIMMY §
ALONG BY YOUR FINGERS TO THE RIGHT.

Drop to
the new ledge
and walk over
the dead body.
Jump up to

AS YOU PASS UNDER THE CAR, IT SLIPS, KNOCKING YOU OFF BALANCE. PRESSs
the next room THE ON-SCREEN PROMPT TO REACH UP AND GRAB THE LEDGE AGAIN WITH

. . BOTH HANDS. NOW, PULL YOURSELF ALL THE WAY UP. THE ONLY WAY TO
puling yourself to the wooden surface. Jump to the lip above
) = ) KEEP MOVING UP IS THROUGH THE CAR, SO CLIMB INTO THE BACKSEAT.
it and shimmy out over the abyss. When the ledge widens, B
pull yourself up. Finally, walk out across the bent scaffolding to :

reach a bathroom. Watch out for the falling body! - -
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You've escaped the cliffs, but the sewers under the park are
sure to be just as dangerous. With electrical cables turning
water-logged chambers into execution chambers and a dark
funk seeping through the shadows, you need to keep your wits
about you. You're almost to the surface, where you can get that

needed medical attention from Dr. Hartford.

LOOKING STRAIGHT AHEAD, MOVE TO THE DRIVER'S SEAT. THERE ARE
USUALLY BULLETS AND A MEDICAL SPRAY IN THIS GLOVE BOX, SO GRAB THEM
IF YOU NEED THEM.

Climb up the next cable to scale the cliff. At the top of
the cable, you spot a nest of sorts—a writhing sac that’s likely
full of evil. The sac
blocks the way

o out of the

After you
walk several steps
into the sewer,
the phone beeps.
It's Crowley. He
wants to make

a deal with you. And to entice you to accept, he dangles

your last name in front of you: Carnby. But then he cannot
help himself—he taunts you with hints and innuendo about
horrible, depraved things you did prior to losing your memory.

water-filled
.chamber. Jump
down into the
water. If you do
not have anything
o to throw at the
v sac, pick up one
' of the floating

i plastic bottles of
' fuel in the
chamber. Stand
against the far
wall of the chamber and look up at the sac. Equip the bottle
and your gun. Throw the bottle at the sac and shoot it just as
the bottle reaches the membrane. The explosion burns away
the sac, revealing a hidden ladder. Climb the ladder to enter the
sewers under the park.

The line goes dead, leaving you still with far more questions
than answers.

After

Before leaving the chamber, grab as many plastic bottles as hanging up, walk
your inventory will h?!d. You can use that fuel to make fire deeper into the
bullets or throw additional bombs.
sewers. A small
’ — quake knocks loose some electrical cables. One of them drops
» in the water farther ahead in the tunnel. If you even touch
' .,,a” the water, you'll be cooked like a Christmas goose. You have
) ’, to turn off the power so you can keep progressing through
o "‘o ; the sewers. Jump across the water and access the fuse box on
el )




] #

WALKTHROUGH

the wall. Hold the two wires together to short out the system
and kill the power to the cable. Now you can safely wade into
the water.

HOLD THE WIRES ABOUT AN INCH APART TO SHORT OUT THE POWER. IF THEY
TOUCH, YOU WILL BE SHOCKED OUT OF YOUR SKIN AND KILLED INSTANTLY.

WATCH oUT FOR THE SWINGING CABLE THAT'S STILL LIVE. WAIT FOR IT TO
SWING AWAY FROM THE METAL GRATING NEAR THE FUSE BOX BEFORE TRYING
TO PASS THROUGH. A JOLT FROM THAT CABLE WILL DO ENORMOUS DAMAGE.

WATCH FOR RATZ IN THE SHADOWS. POP THE BEASTIES WITH YOUR PISTOL . *
BEFORE RETREATING BACK UP THE TUNNEL TO TAKE THE ROUTE PREVIOUSLY o .
CLOSED OFF BY THE ELECTRICAL CURRENT. 0 '.

You need to
follow the tunnel
to the left, but
another cable has
turned the water
into an electrical
bath. You need to
scout ahead and find the fuse box that will turn off the power.
Follow the walkway in the sewers off to the right. Walk down
into the darkness. The fuse box is at the very end of the tunnel
on the left wall.

i ANOTHER CABLE IS ELECTRIFYING THE WATER. JUMP UP TO THE YELLOW
RAILING ON THE RIGHT SIDE OF THE TUNNEL AND CLIMB OVER THE WATER.
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WATCH OUT FOR STEAM BLASTS FROM THE BROKEN PIPES AS YOU SHIMMY

GRAB A CHAIR, BOAT OAR, OR PIPE AND USE IT TO MOVE THE CABLE AWAY
OVER THE WATER.

FROM THE WATER. HOLD THE PIPE OUT ON THE RIGHT SIDE OF THE CABLE
AND SLOWLY PULL TO THE LEFT TO HANG THE CABLE ON THE RAILING,
SEPARATING IT FROM THE WATER.

You need to
get that cable out
of the water so
you can run to the

* o metal door at the

e , end of the tunnel.
‘Back into the
alcove to the right
? of the cable.
' There is a first-aid
" kit on the wall
. next to the flame
' burst blocking
' your passage into
| another chamber.
Raid the kit for medical spray and bandages. Turn to the shelves
against the wall and check for supplies. There are spray cans,
batteries, and bullets for the taking. Load your pockets.

THE METAL DOOR AT THE END OF THE HALL IS LOCKED. THROW A BOTTLE AT
THE DOOR AND SHOOT IT IN MIDAIR TO BLAST THE DOOR OFF ITS HINGES.

The locker between the shelves has a glm-/\-/stick and
emergency flare inside. If you have the space, nab these.
They are useful for lighting your way or creating bombs.

BLOWING OPEN THE DOOR ATTRACTS ONE OF THE HumMANZ. IT DROPS INTO
THE ROOM BEHIND YOU. FIGHT IT OFF WITH ONE OF THE PIPES OR A CHAIR.
BURN THE BRUTE SO IT DOESN‘T FOLLOW YOU DEEPER INTO THE SEWERS.




On the
other side of the
metal door, you
spot a

maintenance worker. He's trapped by a pool of black water. At
least, it looks like water. Could just be liquid evil. But the light is
keeping it at bay for the moment. Unfortunately, the lamp over
the worker fails. Without the halo of light protecting him, the
liquid swallows him like one of the fissures. You need to get
down that hall, so you need to create your own cone of light to
keep the liquid away from you.

Switch to
first-person view
and equip the
flashlight. Hold
the light in front
of you, aiming
it at the ground
several paces
ahead of you. The light pushes the black ooze away. Walk at a
slow, deliberate pace, keeping your light trained on the gunk.
Keep pushing it back until you reach the ledge on the right side
of the tunnel. Walk up on the ledge to escape the ooze.

IN THE NEXT ROOM, TURN THE SWITCH NEXT TO THE FIRE BURST TO SHUT
OFF THE GAS. Now YOU CAN WALK BACK INTO THE ROOM WITH ALL THE
SUPPLIES AND RESTOCK IF NECESSARY.
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There is a
nest of Ratz in this
chamber. It is on
the far side of the
water that's being
zapped by an
errant power
cable. Fortunately,
there is a catwalk
over the water.
The Ratz skitter
across the catwalk
and spit poison at

you. If you are ﬂ

struck by the poison in first-person view, blink several times to

clear your vision. Shoot the Ratz as you cross the catwalk or
incinerate them with a spray can blowtorch. Before you can do
anything else in this room, you need to burn up the nest.

USE A MAKESHIFT FLAMETHROWER TO BURN THE NEST.

After the
nest is gone, you
can pick up the
electrical cable
at the edge of
the water. Pull the cable out of the water and drop it on the
ground. Now that the water is safe to wade through, drop
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into the drink and walk over to the yellow pipe in the corner.
Turn the valve on the pipe to shut off the gas in this room. This
snuffs out the flame burst in the area directly to the left of the
yellow pipe.

Now, climb
out of the water
and walk to the
left. Equip the
flashlight and look
straight ahead.
That black ooze is back—and it hasn't lost its appetite. You

.need to cross the ooze to reach the ladder on the far side of the

room. The ladder may be protected by a pool of light, but you
need to clear your own path over there. Your flashlight is not
strong enough against this deep ooze—you need something
with a little more kick. Return to the room with the supplies and
grab the tree branch on the floor. Light it in the flame burst in
the corner.

If you've gathered up some glowsticks, tape them up and
throw them into the ooze to create a path to the ladder.
Otherwise, you need to light something on fire to keep the
ooze at bay.

THE LIGHT AND HEAT FROM THE BURNING BRANCH PUSH BACK THE DEEP
00zt. WALK TO THE LADDER AND DROP THE BRANCH ONCE YOU ARE INSIDE
THE POOL OF LIGHT COMING FROM ABOVE. Now, CLIMB THE LADDER.

There is
another
maintenance
worker in the
sewers. He's on
the far side of a
cyclone fence that

is electrified
thanks to another
loose power
cable. You need
to cut the power
to reach the man,

so flip the switch
on the wall to the
left. The cable goes dead. As you approach the fence, though, a
gaggle of Vampirz drops into the tunnel. They hover near the
fence, attracted by the smell of flesh.

You need to fry those Vampirz. Drag the electrical cable
close to the fence. Drop the exposed end right next to the fence
and then flip the switch again to turn the power back on. The
cable jolts to life and sends a serious blast through the fence.
The Vampirz are vaporized. The surge shorts out the power.
With the fence no longer lethal, you can open the gate and
climb the ladder on the other side. The maintenance worker
decides to go find his friends still stuck in the tunnel.




THE LADDER LEADS TO THE SURFACE. YOU ARE NOW BACK INSIDE CENTRAL
PARK. THE NEXT ORDER OF BUSINESS: FIND SARAH AND THE AMBULANCE.

Hey, a text message just came in—check it out. It's
a message about Crowley's research with the stone.
Apparently, this stone was popular as far back as 1942.
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Welcome to Central Park, the oasis of Manhattan Island.
Tonight, however, it is the epicenter of madness. You must fight
your way through the park to meet Sarah. The park is huge,
though, so you better find some wheels if you want to reach
her in a timely manner. But don‘t expect this to be a (please
forgive) walk in the park. The Humanz are out in full force,
shambling under the unblinking moon in search of flesh. Yours
will do nicely.

Three
Humanz attack as
soon as you pull
yourself out of
the sewers.

If you have fuel,
go ahead and
create some fire
bullets and try to
pop them right in
the fissures.
Otherwise, grab a melee weapon off the ground (the nearby
rake is a good choice) and batter the Humanz. Another good
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weapon: use a spray can as a blowtorch and roast these guys
when they get too close. If the three Humanz bunch up, throw
a bottle in the middle of the crowd and shoot it. The blast
radius is wide enough to torch the slavering encroachers.

RAID EVERYTHING TO KEEP YOUR INVENTORY FULL OF POTENTIAL WEAPONS.
CHECK GARBAGE CANS FOR BOTTLES AND OTHER MATERIALS.

Farther
down the street,
more Humanz rise
to greet you. Get
a blowtorch ready
and run straight
for them before
they reach their
full height. Toast
them before they
can swing a single
punch. The
Humanz will back
away as soon as

they see you're packing literal heat, so keep on top of them as
they retreat. When they stumble away, light them up with your
flamethrower. Push them down the steps and finish them off

before they can get their bearings and mount a counterattack.

NOTE "

Now that you are in Central Park, scavenging is critical to
success. Look for items everywhere, including overturned
trash cans, abandoned vendor carts, and even in the middle
of foot paths. In the chaos resulting from the event, people
dropped everything to escape. Collect these orphaned
items and put them to good use in avenging the owners’
needless deaths.
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for Ratz in the area, though. They swarm as soon as you get
off the kart and try to spit poison in your eyes. Blink away the
poison if you are tagged. Look out for nests. If you spot a nest,
roast it to cut off the fresh supply of Ratz.

You NEED TO FIND SARAH, BUT HOOFING IT THROUGH THE PARK IS TIME
CONSUMING AND DANGEROUS. YOU NEED SOME WHEELS. CHECK OUT YOUR
MINI-MAP. THERE IS A BLUE CAR ICON NEARBY. FOLLOW THE TRAIL AT THE
BOTTOM OF THE STEPS TO FIND A MAINTENANCE KART.

When the
trail cuts to the
left, you better
look out. A
wrecked taxi flies
through the air,
aimed directly for
you. The taxi misses your head, but does strike the kart, doing
serious damage to it. If the engine starts to smoke a little, the
kart is almost done for. The pitcher behind that fastball? A
broad-shouldered Humanz ripped with fissures.

MoRE RATz—TORCH THEM BEFORE HOPPING ABOARD THE KART.

HoP ouUT OF THE KART AND PICK UP THE RAKE OR THE SHOVEL ON THE LEFT
PATH. BEAT THE HUMANZ WITH EITHER TOOL UNTIL IT CRUMPLES TO THE
GROUND, AND THEN TORCH IT.

I y . If the Humanz is standing next to one of the
This little kart has some kick. Excellent. Drive the kart taxis, shoot the gas tank to incinerate the beast.

down the marked path along the edge of the park. You will ;
pass several trash cans as you drive north. If you need to

restock, stop the kart and get out. Check the trash cans for
bottles, handkerchiefs, and other assorted goodies. Watch out 3 <
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There'is a screwdriver on the ground here. If you need a
cutting tool to open gas tanks, this works exceptionally well.

Either get
back on the kart
or use one of the
taxis. Continue
down the path
until you reach a
break in the main road. The abyss has ripped through the road,
separating you from Sarah. You must find a way across that
gap, but first you need to deal with two muscular Humanz that
want to exact a toll: your hide.

There are
several tools on
the ground you
can use to bash
the Humanz, such
as a sledge-
hammer that does
devastating
damage when you
connect. Use the
sledgehammer to
thump the two
Humanz until they
cannot get back
up. Only after the

Humanz are on the ground should you try to finish them off
with fire. Pour some fuel on your gun to create fire bullets. Walk
close to the Humanz and take aim at their fissures. One shot is
all it takes to burn both bodies.

If the Humanz bunch up, throw a bottle into their midst and
shoot it to roast them together.

www.PRIMAGAMES.COM

WALK uP TO THE BREAK IN THE ROAD. THERE IS A CAR GINGERLY PERCHED
ON THE EDGE. AS YOU CLOSE IN, ITS BALANCE SHIFTS AND IT FALLS INTO
THE ABYSS. BUT AT LEAST NOW YOU CAN SEE THE PARKED AMBULANCE AND
SARAH ON THE OTHER SIDE.

You can
join Sarah and
Dr. Hartford by
commandeering
one of the
vehicles on the
road and driving it at full speed over the edge of the abyss. The
edge has been pushed up just enough that you can jump the
abyss and crash close to the ambulance. But before making the
jump and meeting Sarah (which ends the episode), you should
investigate a strange symbol on your map. It's located to the
right of the abyss.
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Always check out
the glove boxes in
the abandoned cars.
You can find sprays,
bullets, batteries,
and small tools, such
as a pocketknife.

THERE ARE HuMANZ IN THE MIST. USE FIRE BULLETS TO TAKE THEM DOWN
FROM A DISTANCE—AIM FOR THOSE FISSURES!

AS YOU APPROACH THE SYMBOL ON YOUR MAP, WHICH IS LOCATED AT SOME
SORT OF SMALL COMPLEX, EXPECT MORE HUMANZ TO GET IN YOUR WAY.

The source of
whatever is
causing that

symbol on your map is inside the small complex. You must
break through the gates to get inside. If you do not have any
bottles, get one from the overturned garbage can near the
entrance. Stand back and hurl the bottle at the gates. As the
bottle closes in, shoot it. The explosion rips the gates open,
allowing you inside.

When you
enter the complex
grounds, though,
your map starts to
go fuzzy. Being
close to whatever
is here is affecting
the GPS signal.
You will hear the

snarls of Humanz
in the area as you
press deeper into
the grounds.
There is a large
building to the
left. Investigate the open door. Walk down the flight of steps.
There is a dead security guard on the landing. Scavenge his
extra bullets, and then walk all the way to the bottom floor.

THERE ARE A CABINET AND A SHELF AT THE BOTTOM OF THE STAIRS. ITEMS
TO PICK FROM. GLOWSTICKS, ANTI-RUST SPRAY, MEDICAL SPRAY, BANDAGES,
AND A BLOOD BAG.
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The
basement of

the building is
flooded. You can
hear the chirps
of Ratz. If you grabbed a glowstick, crack it to illuminate the

AFTER THE ROOT IS GONE AND THE RATZ ARE DOWN, OPEN THE BREAKER
BOX. HoLD THE TWO PURPLE WIRES CLOSE TOGETHER TO SPARK THE NEARBY
ELEVATOR BACK TO LIFE.

area or use your flashlight. Shoot the Ratz to keep them away
from the breaker box against the back wall of the room. As you
walk closer to the breaker box, though, your vision starts to get
a little funky. Everything starts to curl, as if you were looking
through the heat waves coming off blistering pavement. There
is something powerful down here.

Enter the
elevator and press
the button to go
up. After a short
ride, the doors
open and you can
step out. The coast appears to be clear—but it's not. As you
step out, a fissure rips across the floor. If the fissure grabs you,
ride it until it spits you back out. As soon as it does, retreat and
arm something flammable. If you have a bottle, equip it and

THE SOURCE OF THE VISION TROUBLE IS AN EVIL~-LOOKING ROOT IN THE throw it into the room with the fissure. Shoot the bottle near
CORNER OF THE ROOM, POKING OUT OF THE CEMENT FOUNDATION. the floor to torch the fissure before it grabs hold of you again.

BACK OFF AND LOB A BOTTLE AT THE ROOT. BLAST THE BOTTLE AS IT
REACHES THE ROOT TO INCINERATE IT. YOU NOW HAVE TWO POINTS ON
YOUR SPECTRAL VISION METER.

IF YOU CAN HIT THOSE ON-SCREEN PROMPTS, YOU CAN PULL YOURSELF FREE
OF THE FISSURE AT THE CORNERS OF THE ROOM.

www.PRIMAGAMES.CoM
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NEED MEDICAL SUPPLIES? THERE IS A FIRST-AID KIT IN THE CORNER OFFICE
NEAR THE DESK. THERE ARE BANDAGES AND MEDICAL SPRAY INSIDE.

There is a second root up here. Follow the trail of blurry
vision (the blurrier it gets, the closer you are to the root) until
you reach the
utility part of the
floor. Tucked back
among the steam
pipes and cinder
blocks is the

you have a spray
can (and there is
one just to the left
of the root on the
floor), you can
roast the root
with a homemade
blowtorch. Taking
out this second root eliminates the blurry, curled vision. And you
now have earned 4 out of a possible 100 points on your
Spectral Vision meter.

There is one more root left in this building. Backtrack
toward the office. Just before entering, look in the small alcove
to the right. The
root has pushed
through the floor.
Incinerate the root
with your little
flamethrower.
This raises your
Spectral Vision
rating to six. You now have a text message from Mr. Tips
waiting for you on the cell phone. You have achieved the first
level of Spectral Power, which allows you to see the faint outline
of the fissures on the Humanz when you close your eyes. When
you open them, however, the vision immediately fades.

You need to
leave the complex,
but there are
some Humanz
that have other plans for you. You can burn the Humanz with
your flamethrowers or beat them down with shovels and other
blunt instruments, but why not try out your new powers? Blink
to see the fissures on these brutes. Stir up a new batch of fire
bullets and take aim at the now-visible fissures to burn the
Humanz from a safe distance. Of course, the fissures disappear
when you open your eyes, but it's a cool talent that certainly
comes in handy.

If you beat a Humanz down with a melee weapon, use
Spectral Vision to ensure you get a perfect shot at its
fissures so you don’t waste any precious fire bullets.

Once you have destroyed the three roots and earned
your first level of Spectral Power, return to the cars by the gap.
Hop into one of the unused vehicles, hot-wire the ignition if
necessary, and then roar across the gap. Sarah and Dr. Hartford
wait for you on the other side. When you approach the
ambulance, Sarah is happy to see you. Dr. Hartford tends to
your wounds. But when he tries to put your patient information
into his computer, he is puzzled by the results. According to
records, you should be dead. Because you are 100 years old.

e

ErisopE CLOSURE

You FINALLY GOT THE MEDICAL ATTENTION YOU NEEDED, BUT WHAT A MIND SCRAMBLER—
EpwARD CARNBY, IF THAT IS INDEED WHO YOU REALLY ARE, IS A REAL-DEAL CENTURION.
How on EARTH DID You LIVE T0 BE 100, BUT ONLY LOOK A FEW YEARS SHY OF 402 ARe
THESE MEDICAL RECORDS FOR REAL? THEY ARE CORRECT ABOUT THE SCAR ON YOUR FACE,
AFTER ALL. ANSWERS ARE LIKE THE GREEK HYDRA—CUT DOWN ONE QUESTION AND THREE
MORE TAKE ITS PLACE. IT'S TIME TO HEAD FOR THE MUSEUM AND SEE JUST WHAT IS HIDING IN
Room 943.

e ————————
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After a tough fight through the southern end of Central Park and a strange encounter with a collection

of mind-altering roots, Edward finally rejoins Sarah at the only functioning ambulance on the island. After

Dr. Hartford treats Edward’s wounds, he drops some strange knowledge on him: Edward is a very old man.
Edward has little time to process this information, though. There is still quite a bit of distance between him
and the museum where Theo said he would meet them. Sarah and Edward leave the ambulance and set off
on foot back into the wilds of Central Park, determined to chase this mystery a little farther.

Although it seems like time stands still tonight, you cannot
waste any precious minutes getting to the museum. Who
knows if Theo is actually there waiting for you, or if this is some
odd metaphor that won't be filled in until later? The fastest way
to the museum is via a car, so you need to find an abandoned
vehicle and start zooming toward the museum. Just be ready
for anything, because if there’s one constant in your life right
now, it's that strange always gives way to stranger.

P Messages
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Dr. Hartford gets a call over the radio. He's needed
elsewhere in the park. Apparently, there are still some survivors
out there. You and Sarah bid the good doctor adieu and watch
as the flashing lights vanish into the night. Within seconds, Dr.
Hartford delivers on his promise to forward you your medical

records. Check out the text message; it's full of history.
Apparently, you were some sort of hero in 1924 and enjoyed a
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career as a globetrotter of sorts. That is, before you vanished in
1938 in Delhi. People lost track of you after that. And it would
seem you lost track of yourself, for that matter.

You need to
get to a car. There
is one parked in
the lot next to the
Dairy, one of the
park’s gift shops.

Sarah follows
you to the car.

As you close in "
on it, though, Pk

a phalanx )

of Vampirz of ]
descends from the skies. There are just too many of them for

you to fight back. If you try to engage the Vampirz with a (]
makeshift blowtorch or your gun, you will just be chomped to

death. Instead, run under the Vampirz and duck into the car.

Sarah will jump into the passenger seat right next to you. The

Vampirz cannot nibble at your neck in here, but the danger is

far from over.

FORTUNATELY, THE KEYS ARE IN THE IGNITION. CRANK THE ENGINE AND
POUND THE GAS PEDAL. YOU HAVE TO GET MOVING.
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The Vampirz have an interesting gambit here. They cannot AT T T T
| 4 | o of crwmbares
break into the car, but if they all work together and attach \ - f

themselves to the car, they can use their combined wing power o

to lift the vehicle into the air. If enough of them roost on the
car, they will lift it high into the air and then release it, dropping
both you and Sarah to your deaths. The key is to make sure

the Vampirz never get a chance to hold on to the vehicle for
very long. You must drive hard and fast to shake the Vampirz.

If you drive at full speed, the Vampirz will have a tough time
taking hold. Should the Vampirz manage to grab your wheels,

though, you can dislodge them by extreme braking. Drift and VAMPIRZ TAKING HOLD? SWIPE THE CAR INTO ONE OF THE WRECKS. THE
throw the wheel to bounce them off the car. Or, if you are VAMPIRZ WILL FLUTTER AWAY—FOR A MOMENT.

absolutely desperate, slam the car into a tree or rock. The
Vampirz will be jarred loose, but the car will take damage. If the
car is ruined before you get to safety, the Vampirz will enjoy a
midnight snack.

TAKE THE RIGHT ONTO THE PATH THAT CUTS BETWEEN THE TREES.

WHEN YOU FIRST GET IN THE CAR, THE VAMPIRZ SWARM. LURCH AHEAD TO
SHAKE THE VAMPIRZ RIGHT AWAY.

KEEP GUNNING THE ENGINE. YOU HAVE TO MAINTAIN FULL SPEED TO KEEP
THOSE VAMPIRZ FROM LIFTING THE CAR. DO NOT GET OFF THE PATH OUT
HERE—STICK TO THE CENTER SO YOU DON’T ACCIDENTALLY SLAM INTO
A TREE.

LISTEN TO SARAH. SHE WILL CALL OUT SHARP TURNS, LIKE THE FIRST LEFT
YOU MUST TAKE ONTO THE MAIN ROAD.

k- 2 ".-.:f'*
LA (o S




WHEN YOU REACH ANOTHER PAVED ROAD, MAKE A HARD RIGHT TURN.
SHOULD SHAKE LOOSE A COUPLE VAMPIRZ.

WHEN you cuT INTO THE NARROW CANYON, YOU ARE ALMOST TO THE
FIRST CHECKPOINT IN THIS MAD DASH. THE CHECKPOINT MOVES OUT,
GUIDING YOU TO THE MUSEUM.

IF ENOUGH VAMPIRZ TAKE HOLD, THEY WILL RAISE YOUR CAR A FEW FEET.
TAKE THIS AS A WARNING. THEY ARE GAINING STRENGTH. YOU BETTER HIT
THE GAS ON THE GROUND OR BRAKE HARD TO DISLODGE SOME OF THESE
INFERNAL HITCHHIKERS.

WATCH OUT FOR THE ROADBLOCK IN THE MIDDLE OF THE STREET. IMAKE
A HARD RIGHT INTO THE TREES, AND THEN TRY TO GET BACK ON THE MAIN
ROAD AS SOON AS POSSIBLE. IF YOU SLOW DOWN TOO MUCH IN THE TREES,

THE VAMPIRZ WILL FLOCK.

WATCH ouT ON THE MAIN ROAD—OVERTURNED CARS AND BLACK SPIRES
ARE EVERYWHERE. SWIPE THEM IF YOU NEED TO CUT A FEW VAMPIRZ LOOSE.

DA,
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WHEN THE PATH VEERS CLOSE TO THE MAIN ROAD, JUMP OVER AND GET
BACK ON THE WIDE STRETCH.
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KEEP THAT GAS PEDAL DOWN SO YOU CAN JUMP OVER THE GIANT CRACK IN SEE THE OVERTURNED SEMI ON THE RIGHT SIDE OF THE ROAD?
THE ROAD. THE LANDING JOLT SHAKES OFF MORE VAMPIRZ. YOU'RE GETTING cLOSE!

) THE TOP FEW FLOORS OF A FALLEN SKYSCRAPER BLOCK THE ROAD. JUST AS YOU SEEM TO BE HOME FREE, A GIANT TREE FALLS INTO THE MIDDLE
) DRIVE THROUGH THE DEBRIS AND BREAK THROUGH THE BACK WALL OF OF THE ROAD, BLOCKING YOURISSEES
RN < THE BUILDING.

The Vampirz
waste no time
in surrounding
your car. The
bloodsuckers latch
on to the windshield, the doors, the hood—anywhere they can
find purchase. And before you know it, the road starts to get
smaller. These little monsters are lifting you into the air. But they
look like they are flying you somewhere, hoisting you over the
tree and toward an actual destination. Where could the Vampirz
be taking you and Sarah?

-
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SWERVE AMONG THE BURNING PILES OF DEBRIS AND RUINED CARS.
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The Vampirz drop the car to the ground, but not from any great
height. The screen goes black for a moment as you regain your
bearings. How bizarre that the Vampirz didn’t kill you. Or have
they just not killed you yet?

The Vampirz weren't being charitable to you—they were
being generous with their brethren. The Vampirz carried you
and Sarah to
their nest so that
all may feast on
your flesh
tonight. As the
camera pulls
back, you grasp
the enormity of
the Vampirz nest.
It's huge, breaking through the top of one of the park’s biggest
bridges. The Vampirz swarm over their nest, swirling like a
tornado in the night sky. You must take out that nest if you are
to escape this trap and reach the museum. And if you know
one thing about the monsters loosed by the abyss, it's that they
cannot stand fire.

While the
Vampirz are
coordinating their
attack, you must
launch the first
strike. Reach into
your inventory
and retrieve a
bottle of fuel. If
you do not have
anything explosive
to throw, back
away from the
nest and scour
the ground. There
are several bottles near overturned garbage cans or around
the steps that flank the nest. Equip a bottle and the gun. Run
up to the nest and prep your throw. Hurl the bottle before the
Vampirz can swarm, and then shoot it just as it strikes the base
of the nest. The explosion rocks the nest, sending the Vampirz
into a panic.
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The Vampirz go berserk. The flurry of activity breaks apart
huge pieces of the bridge. The beating of wings launches the
bridge pieces at you, so keep running to avoid getting smashed.
Replenish any spent bottles and prep another throw. You need
to strike the nest four times with bottles of fuel. And those
need to be full bottles, too. Weak cans of spray or near-empty
bottles will not do the necessary damage to burn the nest.

FALL BACK TO GRAB ANOTHER BOTTLE IF YOU ARE OUT OF BOMBS TO THROW
AT THE VAMPIRZ' NEST.

AFTER THE THIRD ATTACK, THE VAMPIRZ ACTUALLY PICK UP A TRUCK AND
THROW IT DOWN AT YOU. RUN TO AVOID GETTING SMACKED BY THE TRUCK.




_ ALONE#DARK

Prima OFFiciaL GAME GuiDE

Before continuing,
be sure to pocket all
of the bottles and
sprays you can carry.

The fourth ‘\k
attack purifies ~* \When you
the site. The walk under the

remnants of the
bridge, Sarah

nest goes up in
flames, sending
the Vampirz that stops you. She
survive the blast fleeing into the night sky. The crater left behind ribs you about
by the immolated nest opens the route to another parking your age, but

lot. There are a few cars at the lot. You can choose one and you aren’t exactly -

continue your drive to the museum. in the mood for

jokes. You receive

an incoming

text message

from Crowley.

Great—what

does he want?

Read the message to learn that Crowley is still hot on your trail.
He dangles another tidbit of information in front of you: Light
Bringer. According to Crowley, you need Theo's help to use the
stone and release this Light Bringer. What's a Light Bringer?

Sarah’s background in art comes in useful here. Using
SARAH IS IMPRESSED WITH YOUR MOVES, BUT YOU AREN'T SO SURE YOU Latin, she deciphers Light Bringer as Lucifer. And if you know

LIKE THE FACT YOU'RE CAPABLE OF SUCH VIOLENCE. your John Milton and Paradise Lost, that's another name for
Satan. Is Crowley actually saying that this stone is the key to
opening the doors to hell? Because it looks like the door was
certainly cracked open here in Manhattan tonight. Hopefully,
Theo doesn’t let you down at Room 943.

SARAH TRUSTS YOU. AND SHE WANTS YOU TO TRUST HER. SHE THINKS YOU
ARE ON THE RIGHT TRACK, TRYING TO TRACK DQWN THE MEANING OF THE
PatH oF LIGHT.
&

-
.

A c Gl I e - JUMP BEHIND THE WHEEL OF ONE OF THE NEARBY PARKED VEHICLES. START
.. P E =< THE MOTOR AND MAKE A BEELINE FOR THE MUSEUM, MARKED AS AN
° - = c o or © ORANGE DOT ON YOUR MAP.
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Check your map—three more of those Spectral Power
symbols have appeared on the map. Now, pursuing these
roots is partially optional, but having Spectral Vision is
extremely useful for fighting back against the Humanz.
Future instances of the Spectral Power spots will be treated
as optional and listed in Chapter 4, but take the time now
to track down the roots at the three locations on your map
so you can take advantage of improved Spectral Vision once
you make it to the museum.

There are
two Spectral
Power points
south of Belvedere
Point, that circular
building next to
you on the map.

Turn around
and drive
down the wide
avenue toward
the two points.
(That avenue is
known as The
Mall in Central
Park, site of some very impressive statues.) Aim for the one on

the left when facing toward the two Spectral Power points. It's
on the opposite side of a pass, so drive over the nearby bridge
to reach the point. It's at the Dairy, where you escaped from the
Vampirz in the car.

The Vampirz have moved on, so don’t sweat another run in.
Just concentrate on the roots.

Sarah
follows as you get
out to investigate
the Dairy. As you
close in on the
building, your
vision starts to curl
again and the GPS
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shorts out. The root is
near. Step inside and
look at the far end of
the room. There's the
root, poking out of the
ground with macabre
defiance. Get close to
the root and equip a
makeshift flamethrower. Toast the root like a marshmallow (an
evil marshmallow) to dispel the strange vision problems and add
to your Spectral Vision meter. You're now up to eight points.

There are spray cans on the table behind the root if you have
nothing flammable to use against it.

Exit the
Dairy and look to
your right. The
next Spectral
Power point is
straight ahead.
You can get there
on foot. As you
approach the
root, tucked
under a brick
structure, Ratz
skitter into view.
Sarah balks at
going any farther.
The Ratz launch poison attacks at you that you must blink away
if you're hit. If too many of the Ratz surround you, use your

spray can flamethrower to roast a few and clear a path to
the root.

Walk up to the root and torch it either by using the
flamethrower or by throwing a bomb at it. If you do toss a
bottle at the root,
be sure to step
almost all the way
outside the brick
structure so you
aren’t caught in
the blast radius.
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Burning the root raises your Spectral Vision meter to 10. You
have unlocked the second stage of Spectral Vision. You can
now see the faint fissures on the Humanz very briefly after you
open your eyes.

ONCE YOU BURN THE TWO ROOTS ON THE SOUTHERN END OF THE PARK,
YOU NEED TO START DRIVING BACK TOWARD THE MUSEUM. THE THIRD
SPECTRAL POWER POINT IS ON THE WAY. STEAL A NEARBY CAR AND START
- HEADING NORTH.

WHEN YoU SEE THE SPECTRAL POWER POINT ON YOUR MAP, PULL OVER
AND GET OUT.

The roots are inside the boathouse on your left. Sarah
opts to stay behind. As you approach the iron gates, you can
see one of the roots to your left, just inside the boathouse.
That's too easy. What's the catch?

s
T P
% =

ARK

A pack
of rampaging
Humanz—that's
the catch. When
you step inside
the boathouse,
three Humanz rise from the floor and attack. There is a shovel
on the ground near the entrance, and it's a great weapon for
beating the tar out of the Humanz. After you butter them up
with some over-the-head blows, you can finish them off with
fire bullets to the fissures.

UsE Your NEw SPECTRAL Vision on THE HuMANZ. EQUIP FIRE BULLETS
AND CLOSE YOUR EYES. WHEN YOU OPEN THEM, THE FISSURES ARE STILL
BRIGHT WHITE ON THE HUMANZ. IT MAKES FOR EASIER TARGETING.

BE SURE YOU FINISH OFF THE HUMANZ BEFORE TURNING YOUR ATTENTION
TO THE ROOTS.
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If you are out of flammables to destroy the two roots
inside the boathouse, slip into the kitchen on the left. There is a
first-aid kit on the
wall for restocking
medical supplies.
There are bottles
of fuel on the
counters. In the
utility room just
beyond the
kitchen, you find

glowsticks and more bottles on the shelves.

Throw
bottles at the
roots and shoot
them from a
distance. The
explosions consume the roots. \WWhen both are down, your
Spectral Vision meter rises to 12. That's not enough to unlock
the next level of Spectral Vision, but it certainly puts you closer.
Now that all three Spectral Power points are subdued, continue
to the museum.

WHEN YOU APPROACH THE OBJECTIVE ON YOUR MAP, YOU REALIZE
SOMETHING IS WRONG. THE ABYSS HAS SWALLOWED THE REST OF THE ROAD
TO THE MUSEUM. HOW ARE YOU GOING TO GET ACROSS?
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All that work, only to be thwarted by the abyss once more. How
on earth are you going to get across the gap and enter the
museum to find Room 943? And what’s that fluttering in the
skies above the museum anyway? Are those Vampirz?

Sarah spots
an abandoned
tow truck not
too far away. She
thinks you could
use it to cross the
gap, and it'’s not a
bad idea. Run to
the truck and hop
behind the wheel.
(If you need a gun
for any reason,
the dead tow
truck driver on
the ground sure isn't using his.) Inside the cab, check the glove
box for medical spray and a box of bullets. Now that you're all
stocked up, start the engine.

i o

DRIVE THE TOW TRUCK UP TO THE EDGE OF THE ABYSS, POINTING THE FRONT
END DIRECTLY AT THE MUSEUM.

-
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GET OUT OF THE TRUCK AND OPERATE THE CONTROLS ON THE RAMP.

THE RAMP RISES INTO THE AIR, CREATING THE POTENTIAL FOR A SWEET JUMP.

BLAST THE LOCKS OFF THE BACK OF THE TRUCK SO THE LOADING RAMP
DROPS TO THE GROUND. YOU NOW HAVE YOUR WAY ACROSS THE CHASM.

A horde of Vampirz swoops down from the sky and swirls
around you and Sarah. They pick their prey, focusing on Sarah.
As you watch helplessly, the Vampirz lift her into the air and
carry her toward the museum. As she cries for help, you can do
nothing but assure her that you will track her down inside the
museum. And that's a promise you will not break.

ARK
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YOuU AREN'T LEFT ALONE FOR VERY LONG. AS SOON AS SARAH DISAPPEARS,
HuMANZ POP OUT OF THE GROUND TO ATTACK.

DoN'T SEEK REFUGE IN
ONE OF THE CARS AND
TRY TO GET ACROSS

THE RAMP RIGHT AWAY.
THese HUMANZ ARE
FAST AND WILL JUMP ON
YOUR VEHICLE BEFORE
YOU REACH THE RAMP.
THEN THEY WILL PULL YOU OUT OF THE VEHICLE AND BEAT YOU TO
WITHIN AN INCH OF YOUR LIFE.

Nort onLy wiLL THE BRUTISH HUMANZ INJURE YOU, BUT THEY ARE
STRONG ENOUGH TO RIP A CAR APART PIECE BY PIECE.

You need to
take these brutes
down. Grab one
of the
construction
sawhorses and
wield it like a club,

smacking the
Humanz around a
bit. Soften them
up for the kill. The

Humanz stick

together, which

you can actually

use to your

advantage. After dropping one of them to the ground, keep the
other one close and pound away until it falls. Now that the two
are lying on the ground next to each other, you can shower

them with fire from a single bomb throw. Once the Humanz are
down, you can get ready to jump the ramp.
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Use Spectral Vision to pinpoint the fissure marks on the
Humanz. Cook up a batch of fire bullets, and finish off these
monsters with fiery style. /J

Get into one
of the vehicles in
the clearing and
straighten it out
so you are facing "
the ramp head on. Hit the gas and drive directly for the ramp.

If you are off even a little bit, your car will spin in the air and fall
into the abyss. If you drive up the ramp just right, the vehicle
soars through the air and safely lands on the far side of the
chasm. Finally, you've reached the museum, but now there’s the
matter of getting inside.

You still cannot believe those monsters stole Sarah. You have to
hurry and get inside the museum before they do something
unspeakable to her. She’s counting on you, and it would sure be
nice to add something decent to your growing resume of dirty
deeds. The front door of the museum is out of the question, so
you need to somehow sneak in the side.

First, pick up
a bottle from the
ground outside
the museum and | "Im’
throw it at the
locked gates.
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Pop the bottle
with a bullet to
blast open the
lock. Now
approach the
vendor cart next
to the gates and
pick up the
propane tank. (Notice that it has a nozzle?) Next, step through
the open gate and approach the museum. Before long, you
spot a fissure on the side of the museum. And it looks like it
saw you first from the way it's headed straight for you.

RETREAT FROM THE MUSEUM GROUNDS AND GRAB THE PROPANE TANK. *
.
SQUEEZE THE RIGHT TRIGGER TO USE THE NOZZLE LIKE A FIRE EXTINGUISHER. .
THE BIG DIFFERENCE, THOUGH, IS THAT INSTEAD OF SPREADING FLAME- ’ '.
RETARDANT FOAM, YOU RE EXPELLING EXTREMELY FLAMMABLE PROPANE.
]

POINT THE JET AT THE
NEARBY FIRE TO CREATE
A BLOWTORCH. Now
YOU ARE READY TO
TAKE ON THAT FISSURE.
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- 1 Once on the other side of the gap, you need to break open the
control panel for the elevator on the side of the building. Throw
a bottle at the
panel cover and -
blast it clean off. 2 : . -
When the cover -~ »
falls away, ' : TR
approach the = {
panel and start
rewiring the

elevator controls.

THE FISSURE RIPS TOWARD YOU. LOWER THE BLOWTORCH AND AIM FOR THE
FISSURE AS IT APPROACHES. ALL YOU NEED TO DO IS TOUCH IT WITH THE
FLAMES TO BURN IT ALIVE. PROVIDED THAT THE FISSURE REALLY IS ALIVE.

# —
Beware of this fissure—it has a real mean streak. If it grabs
you and starts yanking you around the museum grounds, it
will tear you apart faster than any fissure before it. You have
to be on top of those on-screen prompts to escape.
—_— - e ——— ————————

After
' ... eliminating the
e fissure, you
' can enter the
museum. Jump
across the broken
pipe to the right.

HoLb THE TWO RED WIRES CLOSE TOGETHER TO SPARK THE ELEVATOR.
IT DROPS TO THE GROUND SO YOU CAN CLIMB ABOARD.

AS YOU WAIT FOR THE ELEVATOR, YOU GET A PANICKED CALL FROM SARAH.
SHE ESCAPED THE VVAMPIRZ, BUT SHE KNOWS THEY‘RE STILL HUNTING HER.
THE LINE GOES DEAD JUST AS THE BEASTS LOCATE HER.

Ride the
elevator to the top
floor. Shoot out

the window
looking into the
men’s room.
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When you step inside the building, immediately enter the utility
closet on the right. Stock up on medical supplies at the first-aid
kit, and grab at least one plastic bottle full of fuel at the cart. As
soon as you step back out into the bathroom, another fissure
will rip across the floor—and you need to be ready to burn it
down before it grabs you and tears you up.

From the
window, equip
the plastic bottle
and throw it into
the middle of the
room. If you have
more than one,
you can create a
minefield of sorts
for the fissure.
When you step
inside the room
again, the fissure
roars back into
action and goes
on the attack. Shoot the plastic bottles as the fissure rips by
them in hopes of catching the snaking menace in an explosion.
If you are at full health, you can take a big risk and throw a
bottle at the fissure from relatively close range and shoot it out
of the air, splashing the fissure with burning fuel. You will take
damage from this and, depending on how close you are to the
explosion, the injuries could be severe.

IF YOU WERE INJURED IN ANY EXPLOSIONS, USE BANDAGES FROM THE
FIRST-AID KIT TO HEAL YOUR WOUNDS.
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Take the fire
extinguisher out
of the utility closet
and bash through
the men’s room door. When you step into the hallway, put out

the nearby flames with the extinguisher. After the fire is out,

you get another call from Sarah. She begs you to hurry. Head

down the hall toward the bluish corner, but slow up before you

round it. You're about to meet a new breed of the Humanz,

one that has been twisted even more than those you've already

sent back to the dark beyond. » .

The monster
is taller and
stronger than the
Humanz before it,
and this brute has
developed a new
attack. It can
throw its own
claws at you. This projectile attack is hard to dodge and does a
moderate amount of damage. The brute hides behind a curtain '

. of fire, so you must somehow close the gap without getting
- shredded by his claws.

Overturn
the tables in the
corridor to create
temporary
barricades.

The claws will
splinter the
tables, so don't
get too
comfortable.
You need to get close enough to launch some sort of
counterattack against the monster. Duck behind the first table
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and then run for the second. Lift it up to create a shield, and The brute
then equip a bottle. If you have a glass bottle, turn it into a wasn't alone.
Molotov cocktail or create a glowstick bomb. If you lack a wick, His twin is just
you just have to stick with a bomb detonated by a bullet. around the corner

and loaded with
plenty of claws
to throw at you.
If you have the materials to spare, this is a fun chance to He will close the
create a bomb with a plastic bottle, wick, tape, and a box of gap, so get ready
bullets. That beast won’t know what hit it. to dodge his

incoming melee
attack by steeping
to either side and
then sprinting to
the far end of the
These colossal Humanz have fissure marks, but it is much safer corridor to put some distance between the two of you. If you
to target them from a distance with a weapon that delivers have another bottle or a spray can, throw it at the monster and
g 10U >plasfigiage. incinerate it the same way you did the first one. Only after the
two terrors are down can you resume your rescue mission.

BREAK DOWN THE DOOR AT THE END OF THE CORRIDOR WITH A FIRE
EXTINGUISHER. JUST AS YOU PUSH THROUGH THE DOOR, YOU HEAR
SARAH SCREAM.

RuN ouT AND THROW THE BOMB AT THE MONSTER. POP IT JUST AS IT FALLS
IN FRONT OF THE BRUTE'S FACE. THE EXPLOSION DESTROYS THE BEAST.

e ———
You have a breather here, so take E PISODE C LOSURE

advantage of it and heal up.

This erisobe of Alone in the Dark FINALLY STARTS OFFERING REAL ANSWERS TO SOME OF

YOUR EARLIEST QUESTIONS. EDWARD'S IDENTITY IS REVEALED, AS UNLIKELY AS IT IS. AS CRAZY AS
EVERYTHING ELSE IS TONIGHT, WHY NOT PUT A LITTLE FAITH IN THE POSSIBILITY OF A 100-YEAR-OLD
MAN WHO HASN'T BEEN SEEN ALIVE SINCE BEFORE WWORLD WAR Il BROKE ouT IN EUROPE? CROWLEY
ALSO CHIMED IN WITH A FEW DETAILS OF HIS OWN, SUCH AS THE FIRST MENTION OF THE LIGHT BRINGER,
WHICH SARAH IMMEDIATELY TRANSLATES AS LUCIFER. HOW'S THAT FOR A POTENTIAL NEMESIS?

WitH CROWLEY STILL BREATHING DOWN YOUR NECK AND NOW SARAH CAPTURED BY THE
MONSTERS THAT HAVE TAKEN OVER CENTRAL PARK, THINGS LOOK PRETTY DIRE FOR EDWARD. But
RESILIENCE AND SOME LATENT TALENTS WITH DEFENSE (AND OFFENSE) HAVE GOTTEN HIM THIS FAR. IF HE
CAN RESCUE SARAH AND FIND THE ELUSIVE RooM 943 SOMEWHERE IN THE MUSEUM, MAYBE THE LOOSE
THREADS OF THIS TWISTED TALE WILL WEAVE INTO A TAPESTRY OF TRUTH. FIND out IN EPisoDE 5!

e




- | . NOT ALONE ANYMORE

After finally reaching the museum, Edward loses Sarah to a swarm of Vampirz. To rescue the only person he can '

trust tonight, Edward breaks into the museum and fights off fissures and a pair of hulking Humanz that have
developed projectile attacks. Now that he has finally pushed through the initial resistance, Edward must locate

Sarah and free her from the clutches of evil. Only after saving Sarah can he concentrate on the task at hand—
finding Room 943 in the basement of the museum and discovering what secrets Theo has locked away for him.

When you
round the
corner after
fighting off the
two Humanz,
you finally
discover Sarah.
She has been
wrapped in a gelatinous cocoon by the Vampirz. It looks like
they are trying to use her body as either a host or a food source,
but there is no time to study the scene. You must free Sarah
before the Vampirz circling overhead swoop down and tear you
to pieces.

Pick up the
axe on the floor in
front of the
cocoon. Swing it
at the base of the
cocoon to free
Sarah. Her
motionless body
slips free of the
membrane and
slides to the
ground. Her chest
isn't moving. You
must perform CPR
to revive her before she dies. To press down on her chest, click
the two control sticks when the life sign reaches the center of
the on-screen meter. If you hit the mark, it turns green. After
eight successful pumps in succession, you must push air into
her lungs.
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You automatically take in a deep breath. When your
chest stops expanding, squeeze the right trigger to bend down
and expel the air into Sarah’s mouth. Her chest starts to rise.
Repeat the process, pressing down on her chest to stimulate
the heart and
breathing air into
her lungs. After

e
a few moments, G
Sarah starts with a .
sharp breath. Her "2
eyes flash open,
like she's grateful .

to wake from a nightmare. She tells you she has felt terrible
things. She understands what you must be going through now,
suffering a strange link to whatever is ripping the city apart.

AFTER SARAH STANDS, YOU BOTH LOOK SKYWARD. SOMETHING FLASHES
OVERHEAD. SOMETHING LARGE ENOUGH TO BLOCK OUT THE MOONLIGHT.




You run
from the chamber
with the cocoon
just as the glass
ceiling shatters,

- % N
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showering the room with a million pieces of razor-sharp glass.
You end up in a small kitchen. This is good place to restock your

inventory if you ar

e low on anything. There is a first-aid kit on

the wall next to the fire. You find medical spray and a blood
bag inside. In the kitchen, you can fish empty plastic bottles

from the vending machines. If you have a bottle with fuel, you

can divide the liquid and create multiple bombs, but they will be
are handkerchiefs and tape in the cabinets.

N®' '

By now, you've developed some favorite weapons. Maybe

less potent. There

you like Molotov cocktails? Whenever you find a kitchen or
office, scour the items and see what you can cook up. Try

new combinati
inventing new

ons, like the glowstick bomb. Half the fun is
stuff that goes boom.

CHECK ALL THE CABINETS. THERE ARE TWO SPRAY CANS YOU CAN USE TO
MAKE FLAMETHROWERS OR BOMBS.

Fuel-filled bottles are the most powerful éxplosives, but
don't underestimate the potency of shooting a flying rattle
can. The pop can take down rampaging Humanz.

Thereis a
propane tank on
the floor of the
kitchen. Grab it.
Hold the nozzle
over the open
flame next to the
first-aid kit to
Create a
blowtorch. Use
the blowtorch to
incinerate the
incoming Ratz.
The little monsters
skitter across the
floor, attacking in
packs. Watch out for jumping attacks. They will try to knock
you back and make you let go of the nozzle, shutting off the
blowtorch. If this happens, retreat a few steps and swing the
propane tank as a melee weapon. Once the Ratz have been
pushed back, relight the nozzle at the fire and finish off
the Ratz.

THE RATZ KEEP COMING UNLESS YOU DISPOSE OF THE TWO NESTS ON THE
OPPOSITE SIDE OF THE ROOM. TORCH THEM WITH THE PROPANE TANK.




There is no
immediate exit
from this
chamber—you
must make your
own escape.

Walk past the

cocoon and
look toward the THE ONLY WAY OUT OF THIS ROOM IS TO BURN AWAY THE FALLEN TIMBERS
left wall. There TO THE RIGHT OF THE HOLE IN THE RAILING. IF YOU HAVE A SPRAY CAN,

TORCH THE WOOD FOR A COUPLE SECONDS. AS SOON AS THE TIMBERS

CATCH FIRE, BACK OFF AND WAIT FOR THE FIRE TO COMPLETELY CONSUME
up there, THE WOOD.

climbing along a length of cable. The cable is too high for you
to reach. Shoot the cable ties with your pistol to drop the cable.
Once the cable extends to the ground, shoot the Ratz off the
cable to clear a path to the second level.

are more Ratz

WAIT FOR THE FIRE TO
GO ouT. IF You sTeP oN
THE BURNING TIMBERS,
YOU WILL TAKE DAMAGE.

CLIMB THE CABLE AND JUMP THROUGH THE HOLE IN THE RAILING. You must find a way to rejoin Sarah, who is waiting for you in
the kitchen. She’s still too weak from the Vampirz attack to
follow, so scout ahead in the museum and disarm the security
systems so she can catch up without having to perform any
acrobatics or encounter any Ratz.

Follow the
balcony to the
stairs. The fissure
has been
here recently.

THERE IS A RATZ NEST ON YOUR LEFT. INCINERATE THE NEST WITH A
THROWN BOMB OR A MAKESHIFT FLAMETHROWER TO PREVENT ANY MORE
RATZ FROM HARASSING YOU IN THIS ROOM.

Rush down the
stairs, and be
sure to step
around the laser
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tripwire that's been partially blocked by broken plaster. You will
see many more of these tripwires soon enough. Two more
cocoons block your way. Torch them with your flamethrower or
a thrown bomb. Once the cocoons have disappeared in a flash
of smoke, continue down the corridor.

There is
another set of
laser tripwires
near a closed
gate. The body of
a security guard is
disrupting the
beams. Grab the
body by the legs
and drag it away
from the lasers.
When the beams
are unobstructed,
the gate rises.
However, Ratz

“skitter around the corner as soon as the gate goes up. The Ratz

love to monkey with the beams, stepping in their paths to lower
the gate. You must eliminate the Ratz. Use your gun or a
flamethrower to pick off the little menaces.

AFTER PUSHING BACK AGAINST THE RATZ, JUMP OVER THE LASER TRIPWIRES
TO AVOID THE GATE SLAMMING SHUT IN YOUR FACE.

The corridor leads to another Ratz stronghold. There is a
mass of Ratz hiding out in a small room with three heavily
damaged walls.
The Ratz have
built nests in the
way of the laser
tripwires that
control the gates
leading out of this
area. To keep

moving deeper into
the museum, you
must find a way to
torch those nests
and clear the path
of the beams.
However, the holes
in the walls are just
large enough for the Ratz to crawl out, but not nearly enough

for you to get in there. So, not only must you manage the Ratz

that do pop out to attack, you must think of a solution for

getting some fire in that blocked-off room. ‘

Your first
stop is the kitchen
on the opposite
side of the room
from the nests.
There is a fridge full of alcohol-filled bottles. There are spray
cans on the counters. Plastic bottles of fuel rest near the food
prep area. The lockers contain bullets, tape, and handkerchiefs.
If you need items to construct bombs and other weapons, this is
the perfect lab for gathering up some goodies. From the items
in this kitchen, you can create:

* Molotov cocktails
o Sticky bombs

BN
 Bullet bombs * ® *
o Flamethrowers ' ‘

Any of these weapons are useful for fighting the Ratz
and torching the nests inside the cracked room. You can create
a Molotov cocktail with a slow-burning wick to light and toss
through the crack at the top of the wall, showering the nests
with burning alcohol. You can tape up a plastic bottle, stuff a
wick in the top, and stick it to one of the Ratz just as it retreats
into the vents leading into the room. Why not even attach a
box of bullets to these bombs and really increase the potency?

Choices, choices. ‘




THE RATZ WILL FOLLOW YOU OVER TO THE KITCHEN. IGNORE THEM AT YOUR
PERIL—THEY WILL ATTACK WHILE YOU ARE RAIDING THE COUNTERS AND A FAST-BURNING WICK ON A IMOLOTOV COCKTAIL GUARANTEES A HUGE
INVENTING BOMBS. EXPLOSION WHEN THE BOTTLE SMASHES ON THE FLOOR BEYOND THE WALL.

e et
.
REALLY LOAD THE CHAMBER WITH FLAMMABLES. TOSS PLASTIC BOTTLES THE FIRE ROARS TO LIFE. IF YOU THREW OTHER FUEL BOTTLES OVER THE 0 4 '

OVER THE WALL (WITHOUT LIT WICKS) TO PEPPER THE GROUND WITH WALL, THOSE WILL ALSO POP AND TURN THE ROOM INTO AN INFERNO [
POSSIBLE EXPLOSIVES.

WITHIN SECONDS.

ROAST THOSE RATZ WITH FLAMETHROWERS WHEN THEY,SKITTER OUT TO
ATTACK YOU. .

AFTER THE FIRE INCINERATES THE NESTS, THE GATE TO THE LEFT OF THE
ROOM RISES. YOU CAN NOW WALK FARTHER INTO THE MUSEUM.
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When you
round the corner,
you spot another
nest blocking a
laser tripwire. But,
as the camera
reveals, it's on the other side of a closed gate. How can you
destroy that nest from the other side of the gate? As you
watch, the nest belches out a Ratz. The Ratz scampers through
an air vent and pops out on your side of the fence. It laps from
a pool of blood and then takes its meal back to the nest,
presumably to feed the Ratz that have yet to hatch. How can

you use this tiny monster’s meal schedule to destroy that nest?

Dig into the
kitchen to
assemble a sticky
bomb. Wrap tape
around a plastic
bottle (the glass
bottle will shatter
when you throw
it) and then stuff a
wick into the
bottle. Approach
the blood pool
and light the wick.
If you use a slower
wick, light the
bottle early—like when the Ratz is on the other side of the
fence. When the Ratz creeps out to drink, throw the bomb. The
tape sticks to the Ratz. After drinking a little blood, the Ratz
dutifully carries the payload back to the nest. If your timing is
just right, the bomb explodes just as the Ratz reaches the nest.
The nest is consumed by flames, and the laser tripwire is no
longer obstructed.

WHEN YOU WALK DOWN THE HALLWAY, TWO GATES TRAP YOU. IN THE
DISTANCE, YOU HEAR A LOUD RUMBLE. WHEN THE NOISE SUBSIDES, THE
GATES RISE.

Prep a batch of

fire bullets before

walking into the

next room. There

are several Humanz

waiting for you, so

be ready with a warm welcome.

There are
two Humanz
standing in the
center of the giant
room, near a huge
pile of debris.

Before the
Humanz spot
you, close your
eyes so you can
see their
fissures. Now,
take aim and pop one of the Humanz in the fissure with a fire
bullet. The gunfire raises the alarm with the Humanz, but if your
aim is true, you can eliminate one of the Humanz before the
fight even starts. The second Humanz stampedes. Aim for the
fissure if it's still visible. Otherwise, grab one of the nearby signs
and use it as a melee weapon to pound the monster

into submission.




WALKTHROUGH

More Humanz rush the room. These are big guys, so be
ready with one of those signs or another weapon to bat them
away. The huge
room gives the
brutes too much
room to
maneuver, so lead
them into one of
the small side
chambers. The
Humanz cannot
jump around as
much in here,
making it easier
for you to back
them into a wall
and smash them
repeatedly with a
sign. Keep swinging until the Humanz crumple to the ground.

THERE IS AN AXE ON THE GROUND IN THE MAIN ROOM, NEXT TO THE
OVERTURNED PLANTS.

Because of the size of these Humanz, they have plenty of
reserve strength. They will not remain on the ground for very
long, so take advantage of their submission as soon as possible.

FETCH A SWORD FROM THE SHATTERED DISPLAY CASES IN THE SMALL ROOM ' .
ON THE FAR SIDE OF THE LARGE CHAMBER. 0 N

Sharp objects like swords and axes alway's-do more damage (]
than blunt objects like signs.

ALWAYS HAVE FIRE BULLETS READY SO YOU CAN FINISH OFF A FALLEN
HUMANZ BEFORE IT CLAWS ITSELF BACK UP.

-\

THese HUMANZ CAN HIT
HARD—HARD ENOUGH
TO INFLICT A DEEP GASH
THAT REQUIRES MORE
THAN JUST MEDICAL
SPRAY. IF YOU NEED
BANDAGES, THERE IS

A FIRST-AID KIT IN THE
SIDE ROOM.

)

Thereis a
flight of stairs
just beyond the
crumbling pillars.
Equip a weapon, such as a sword, and run up the steps. Three
Humanz pull themselves out of the ground as you reach the
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top step. The sword is powerful enough to really cleave the
fight out of these beasts. Keep slicing away, swinging the
sword down into their heads until they fall lifeless on the floor.
Keep on top of the Humanz, carving them up until all three are
motionless. Occasionally, one might get up and fight back, but
each time you knock it down, it stays down longer. As soon as
all three are down, equip the pistol.

INCINERATE THE THREE HUMANZ WITH FIRE BULLETS BEFORE FOLLOWING THE
VOICE OF A NEARBY SECURITY GUARD.

THE GUARD BEHIND THE GATE RELUCTANTLY LETS YOU PASS. HE says Room
943 |s DOWNSTAIRS. PASS THE GUARD, AND CHECK OUT THE LOWER LEVEL
OF THE MUSEUM.

At the bottom of the steps, the lights flicker out. The
corridor is bathed in darkness, and you hear a familiar growl. It's
the black ooze. The ooze has flooded the hall on the left. You
need to use a light source to push the ooze away as you walk
down the hall.
Arm your
flashlight and
point it at the
floor. The black
ooze retreats. If
you look down

the hallway, you
see that some

spotlights have
created small
oases in the ooze.
You must run
from one pool of
light to the next,
keeping the ooze
at bay with your
flashlight beam.

Stop in the
pools of light. Aim
the flashlight at
the floor, keeping
it at a 45-degree -
angle so the ooze is kept at a safe distance and making sure

there is no sliver of darkness between the light and your feet. If -
the ooze can sneak in, it will grab a foot and pull you down. « =«
Hop up the steps on the other side of the room to escape :
the gunk. y

The next
room is cavernous—
and empty. When
you try to use the :
hand recognition
terminal against the
wall, a security

guard spots you.
He motions you
closer. The guard
tells you that you
are better off
finding someplace
to curl up and die
than walking
around the museum. You tell the guard you are looking for
Room 943. Surprisingly, the guard mentions Theo. According to
the guard, Room 943 is somewhere in the depths of the
museum, and Theo was the only person who ever went down
there. And he practically lived there, too. He seemed like a man




possessed. The guard agrees to let you down to Room 943, but
he warns you that all of the gates are controlled by biometrics,
and you better hope he is still there when you come back up
and need the gate opened again.

Walk through
the gate that the
guard opened for
you. There is an
elevator in the back
of the room. Enter
the elevator and
press the button
to go down. The
elevator starts
moving, but a
huge jolt stops it.
Force open the
doors and climb
back out of the
elevator. There's something happening in the huge room where
you just met the guard. You better check it out.

\

As if the Humanz,
Vampirz, and Ratz
weren't enough

of a horror show,
the abyss has
churned loose

something else
from the bowels
of hell. When you
enter the large
room, you spot a
colossus climbing the walls of the museum. It spots you
instantly and jumps down from the wall, shattering a statue
under its weight. The monster lumbers across the room on its
three legs, piercing the stone floor with its razor-sharp talons. It
gets close enough to smell your flesh. Frozen in fear and awe,
you watch as the monster leans down and looks into your soul
with its piercing eyes.
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The monster certainly knows you. It bellows about your
lost memories and inability to recall the sins you've committed.
The monster asks if you are prepared to assume responsibility
for the blood you've shed. You tell the monster that's your own
cross to bear and that you have no problems shedding a little
more tonight. The monster roars, rising to its full height and
preparing to attack.

THE MONSTER STANDS ITS GROUND IN THE CENTER OF THE ROOM AT FIRST,
THROWING SHARDS OF JAGGED BONE AT YOU. YOU MUST GET AWAY FROM
THESE PROJECTILES. DUCK BEHIND ONE OF THE GIANT PILLARS THAT LINE
THE ROOM.

Like any
monster spit
from the abyss,
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this titan is weak against fire. Equip a bottle of fuel if you

have one. (If not, scour the four corners of the room to grab
discarded alcohol bottles.) Create Molotov cocktails if you have
glass bottles. If you only have plastic bottles, you must step out
from behind the pillar and shoot your homemade bomb out of
the air. Throw the bottle at the beast when it pauses between
volleys. When you shoot the bottle and douse the beast in fire,
it screams and shudders. You better seek cover.

[

B

i RETREAT BACK TO THE PILLARS. THERE IS A GLOWING SYMBOL ON THE FLOOR
BEHIND EACH PILLAR.

STAND ON THE SYMBOL TO BE PROTECTED FROM THE SHOCKWAVE RELEASED

¢ BY THE WRITHING, WRATHFUL MONSTER.

. \ k

THE MONSTER SHATTERS THE PILLAR WITH A MIGHTY BLOW. AS SOON AS
THE SHOCKWAVE SUBSIDES, YOU NEED TO RUN BEFORE THE BRUTE SMASHES
YOU WITH FALLING BRICK AND STONE.

You must
strike the monster
with three full
bottles to bring it
to its knees. Take
cover as it starts
hurling another
volley of razors.
When the salvo
stops, rush out
and turn to face
the titan. If you
don’t have the
means to make a
Molotov, throw a ]
bottle at the monster and shoot it out of the air. -

Nﬂ'i‘i"“ -

If you get hit by
the razors, dart

behind a pillar and
use medical spray
to seal up the
wounds.

OUT OF FUEL-FILLED BOTTLES OR BULLETS? GRAB REPLACEMENTS FROM THE

CORNERS OF THE ROOM. JUST WALK THROUGH THE DEBRIS AND BODIES TO
FIND YOUR PRIZE.

The third hit
damages the
monster so badly
it freezes in its
tracks. It can
barely move. The
flames from your



attacks have
sapped it of its
power. Now you
can finish it off.
Step out and
throw one last
bottle at the beast
while it stands helpless, motionless. Pop the bottle right against
the monster’s head. The flames drape its massive frame as it
slumps to the floor. The carcass turns ash gray as the last
remnants of life escape its hateful body.

After the
monster dies,
Sarah rushes
into the room.
She’s obviously feeling better, although seeing that monster
seems to have taken her breath for a second. With Sarah at
your side, you are ready to finally uncover the secrets of Room
943. But with the guard who could open the gates now dead,
how will you possibly get down to the basement?

You've just bagged your biggest kill of the night, but there is
little time to celebrate. Crowley is undoubtedly out there
somewhere—he might even be inside the museum already. You
need to beat him to Room 943 and see what answers Theo has
left behind for you. The basement is several stories down,
though, and you are locked in this giant room. Can you get
there first?

When you
walk up to the
biometric reader
next to the gate,
Sarah offers a
grim solution to
your problem.
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The guard really
isn't using his
hand anymore, is
he? It's gross, but
a good call. There
is a sword on the
wall next to the 1
gate. Jump up
next to the suit of armor, and knock the sword free. Pick up the
sword and fall back to find the unfortunate guard, his broken
body crushed by falling rubble.

- ’ |

RAISE THE SWORD OVER YOUR HEAD AND BRING IT DOWN ON THE GUARD'S
ARM. ONE CLEAN SWIPE SEVERS IT FROM HIS BODY.

PicK UP THE ARM AND TAKE IT TO THE BIOMETRIC READER. HOLD IT AGAINST
THE SCANNING PAD. THE READER ACCEPTS THE PALM PRINT AND RAISES
THE GATE.
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Enter the
guards’ locker
room to the left.
There are several
lockers in here to
rifle through and
restock your spent
inventory. Many
of the lockers
have extra bullets,
and a few reveal
the guards’
penchant for a
little after-hours
libation. Pocket the bottles and the bullets. Before leaving the
room, heal up. If you have no medical spray, grab some from
the first-aid kit on the wall. As soon as your jacket is full of
items and you are back in top condition, walk down the
passage to the right of the vending machines. Follow it until
you reach a metal plate on the floor.

Throw open
the metal plate,
and then shoot
the cable ties
above the hole to
drop the cable

into the vertical
shaft. Descend
the cable until
you reach a
locked gate.
Shoot the lock,
and then kick through the gate. Sarah follows you down as
soon as you reach solid ground. Pick up the shovel on the floor
near the gate, and carefully walk down the dark passage.

Two HUMANZ ERUPT FROM THE DIRT AT THE END OF THE PASSAGE.

ARK

IF YOU HAVE A BOTTLE, BACK AWAY AND TAKE OUT THE PAIR WITH JUST ONE
SHOT. THROW A BOTTLE BETWEEN THEM AND SHOOT IT. THE EXPLOSION
INCINERATES BOTH HUMANZ. YOU CAN NOW PASS THROUGH THE METAL

DOOR AT THE END OF THE PASSAGE.

The metal
door opens into
Room 943. The
door is locked, so
you need to blast
it open with some

sort of explosion.
This was where
Theo wanted you
to meet him, even
though he’s dead.
There is certainly
no sign of Theo here now. And you can see why nobody else
came down here. The place is a wreck. Drop to the dirt floor.
There is an open door on the far wall of the room. It leads into
Theo's private office. Through the door, you can see newspaper
clippings, maps, a computer—but still no sign of Theo. Approach
the door with Sarah to finally discover just what Theo left for you.

e — ______

ErisopE CLOSURE

IT WAS AN INCREDIBLE FIGHT TO FINALLY REACH Room 943. EDWARD AND SARAH WERE
SEPARATED IN THE PARK WHILE EDWARD NAVIGATED THE TWISTED WRECKAGE OF A FALLEN
SKYSCRAPER. THE PAIR HAD TO FLEE FROM A SWARM OF VAMPIRZ THAT TRIED TO LIFT THEIR
CAR INTO THE AIR AND DASH IT AGAINST THE ROCKS. EDWARD UNLOCKED HIS HIDDEN
SPECTRAL VISION, A TALENT THAT ALLOWS HIM TO SEE THINGS THAT NO OTHER HUMAN CAN
SEE, SUCH AS THE FISSURE MARKS ON THE MONSTERS. AND JUST WHEN Room 943 seemeD
TO BE WITHIN REACH, EDWARD HAD TO COMBAT A LEVIATHAN FROM THE NIGHTMARE BEYOND.

FINALLY, AFTER CRAWLING THROUGH A LIVING HELL, EDWARD AND SARAH ARE AT THE
DOOR OF Room 943. WiLL THEO ACTUALLY BE WAITING INSIDE FOR THEM? OR DID THEO
SOMEHOW KNOW THAT HE WOULD HAVE TO END HIS OWN LIFE FOR EDWARD TO DISCOVER
THE TRUE PURPOSE OF HIS? ALL THESE QUESTIONS ARE ABOUT TO BE ANSWERED IN THE NEXT
EPISODE OF ALONE IN THE DARK.

e




THE TRUTH

Edward and Sarah venture into the near-mythical Room 943, buried deep in the bowels of the
museum, to finally uncover Theo's gambit. Will the old man be there waiting for them, despite his
sacrifice in Central Park? Or has Theo only guided them to the beginning of a literal Path of Light?
As Edward and Sarah take that fateful step into Theo's sanctuary and turn the next page on this
mystery, be ready to uncover shocking secrets that will possibly redefine not only Edward Carnby’s
identity, but also his partner’s. How does Sarah, a seemingly innocent bystander now wrapped up
in this nightmare, fit into the puzzle of Crowley, the stone, and the Light Bringer? Find out in this
episode of Alone in the Dark.

You and Sarah enter Room 943, disappointed that Theo isn‘t there. You held out »”
some shred of hope that on a night as unpredictable as this one, Theo might
somehow cheat death. As you look around the room, Sarah spots a photograph
dated 1936 on the desk. There’s a young boy in the photo—it’s Theo. Next to
him? It's you. And you don’t look a
day older now than you do in that
photograph. Your appreciation of the Ce
photo is cut short, though. A burning "ol
chair is thrown into the office, and
the door slammed shut. Somebody is . 0
trying to burn down Room 943, and

seems content to take you with it. '

A wind rushes through the room,
putting out the fire. But where did that
wind come from? The door is shut. There
are no windows. You are in the deepest
part of the museum. Suddenly, the lights
flicker out, leaving you and Sarah in the
dark. Sarah starts to lose her grip. A
bright light flashes before the entire room
collapses back into pitch black. Sarah
beckons you to come closer. She’s scared.
Oblige her.
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CLOSE YOUR EYES AGAIN AND LOOK BACK AT THE SYMBOL. THEO IS NOW

ANOTHER FLASH OF LIGHT! CROWLEY’S SILHOUETTE APPEARS IN THE ROOM
POINTING TO AN OLD PHONOGRAPH. INSPECT THE PHONOGRAPH UP CLOSE.

FOR A FRACTION OF A SECOND BEFORE THE ROOM GOES DARK AGAIN.

You are
trapped in Room
943. The door is
locked. The only
source of light is
your flashlight.

You better save THE PHONOGRAPH TURNS ITSELF ON. A PRE-WOoRLD WAR Il RAGTIVE
what juice you SONG BLARES FROM THE HORN. THE NEEDLE STICKS. IS THE SINGER SAYING
“I want You?”

have left. Before

you switch off,

though, check the

red symbol

;N painted on the wall of the office. That's the same symbol from

¢ the stone. That's a clue. Try looking at the symbol and then

e closing your eyes. The symbol appears on the back of your
eyelids. And so does Theo! His spirit remains in the office, his

. ghostly hand outstretched and pointing to the right. There is a
door to the right that opens to a brick wall, so that must not be

J what he is pointing at. Turn your flashlight back on and follow

his finger.

Now THE GHOST OF THEO POINTS TO A DOOR KNOCKER ON AN OLD CHEST.
THE KNOCKER PLAINLY READS: KNOCK.

SHUT YOUR EYES AND LOOK TO THE BATHROOM. THEO POINTS TO A BOTTLE
THEO IS POINTING TO A NEWSPAPER CLIPPING ON THE WALL. THE NAME OF OLD COLOGNE. THE LABEL READS! HIM.

“SARAH" IS IN THE HEADLINE.



FINALLY, ONE
OF THE CRATES
IN THE ROOM
FALLS TO THE
FLOOR. THE
LETTERING
FACING SARAH
READS: DOWN.

You string
all of the words
together: Sarah,
| want you to
knock him down.
It seems Theo is
either a masochist
or there is
something you can only learn when you drift from
consciousness. Sarah is hesitant to knock you out, but you
insist. When you turn around, Sarah clubs you in the back of
the head. As you fall to the ground, you hear Sarah’s voice
drifting away. But her promise is unmistakable. She will be by
your side when you wake up.

.

Just as you slip out of consciousness, you see a familiar
face. It's Theo. He warns you that a war is raging on all planes
of existence, and it is spilling over into ours. The stone around
your neck is called the Philosopher’s Stone, and it promised
men fortune and power—but it was only a trap. That stone
is the chalice that hides the essence of Lucifer, the angel cast
out after the great war in Heaven. His soul has survived over
the millennia in that stone, but the same ceremony that wiped
out your memory also set Lucifer free. And now he wants that

stone because it is the vehicle from which he will be made flesh.

Theo tells you that you must uncover the secret buried beneath
the heart of Central Park. Only the secret of the park can save
humankind from ultimate destruction.
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When you
wake, Sarah helps
you to your feet.
She tells you
something you
muttered while
you were out.
Close your eyes.
Turn to the brick
wall at the door,
and close your
eyes one more
time. There is
Theo. When he
sees you, he turns and walks through the brick walls,
disappearing into the ether.

WHEN YOU OPEN YOUR EYES, LIGHT PIERCES THE EDGES OF THE BRICKS.
THE BRICKS SLIDE AWAY TO REVEAL A SECRET CHAMBER BENEATH THE [ ]
MUSEUM. IT LOOKS LIKE SOME SORT OF MACHINE ROOM.

As you
and Sarah enter
the room, the
otherworldly
architecture takes
your breath away. This looks like an ancient machine, built by
the guardians of the secrets of Central Park. As you take in the
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spire in the center of the room, Sarah is drawn to two lines of
poetry carved into a stone on the far side of the room:

The hands of Venus will shape the lock to this door,
While Mars will fight to bring the key back to the core.

What does the poem mean? Venus seems like a reference
to a woman. That must be Sarah. And you must be Mars, the
one prophesied to bring the key back to the core. Is the core
this machine? There is a lens on top of the etched stone, and a
memory card. Sarah notes that the memory card is a perfect fit
for Theo’s cell phone. You slide the card into the phone and
immediately see a host of messages appear in Theo's
document folder.

The messages
contain key
information about
Room 943, the
poem on the stone,
something about

.the old castle at the

heart of the park (Belvedere Castle), as well as a letter to you
from Theo. According to Theo's notes, the castle is some sort of
Templar Knight monument. The lens on the stone is critical to
unlocking the secrets of the Lucifer symbols. You must shine
light through the lens to wield the power of the symbol. The
letter from Theo fills in the pair's backstory. Apparently, you
took in Theo when he was boy and got him excited about
esoteric mysteries. Young Theo became obsessed with the stone
you found (the stone of Lucifer) and to save Theo from it, you
vanished with the stone. You sacrificed your own sanity to save

. Theo from Lucifer’s curse.

Equip the
lens and your
flashlight. Retreat
from the machine
room, leaving
Sarah to unravel

the secrets of
the lock, while
you approach
the matching
symbol on the
wall in Room
943. Stand in front of the red symbol and hold down the right
trigger to hold the lens over the flashlight. This casts the symbol

on the wall. Hold it over the red symbol. Suddenly, the wall falls
away, revealing a hidden passage leading away from the museum.

TR

Out of flashlight batteries? Check
the shelves in the bathroom.

Before you
step into the new
passage, Sarah
stops you. She is
convinced that
her presence is no
coincidence. She
is the Venus of the
poem. She will try
to build the lock
while you head to
the old castle in
search of the key.
Hopefully, the next time you meet, you can solve this mystery
and wake the city from this madness.

You must explore the hidden tunnel and find a way to

the surface. The old castle at the heart of the park is your
destination. But getting out from under the museum won't

be easy. You must use your brains to solve a series of puzzles
and break out of the caves under the museum. Unless you find
a way topside, Lucifer will soon find his stone and finish his
conquest of the material world.
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Walk down
the tunnel to
reach a large
underground
chamber.

v

When you enter
the chamber,
the tunnel
behind you
seals itself with
a minor cave-in.
No way to go but forward. There are several Ratz in this
chamber waiting to harass you as soon as you step inside. They
surround you, spitting their blinding poison at your eyes. Either
shoot the Ratz to get rid of them, or grab the broom off the
floor and ignite it in the nearby torch. Swat the Ratz with the
burning broom to eliminate them. The Ratz keep coming,
though, because there is a nest on the other side of the
chamber. The chamber is divided by a deep gap—it's too wide
to jump across and too tall to scale. You have to find something
to make a bridge.

BLINK TO WASH THE POISON FROM YOUR EYES AND REGAIN 20/20.

Jump behind
the wheel of the
forklift. Drive the
forklift- down the

ramp that leads
into the gap.
There is a large
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metal plate on the ground in the gap. You can hoist the plate
up to make the necessary bridge. Drive the forklift right up to
the plate so the tines are under the plate. Press up on the d-pad
to raise the plate. The gears are so rusty, the plate sticks when
you snap it into the top position. Now, back up and drive the
forklift out of the gap.

SQuiIsH THE RATZ UNDER THE FORKLIFT'S WHEELS TO KEEP THEM FROM
BLASTING YOU WITH POISON.

Don‘t worry about the condition of the forklift. It can take
much more abuse than a regular car.

Hop out of
the forklift, and
prepare a batch of
fire bullets. If you
do not have any
fuel, find a
flammable object
and ignite it in the
torch. Before you
drive the forklift
over the bridge,
you need to take
out the two Ratz
nests. Otherwise,
the Ratz will
continue to follow you through the rest of the underground
complex. Pop the nests with fire bullets to incinerate them. If
you have no fuel, just hold a burning object against the nests to
set them on fire. After the nests burn, finish off the remaining
Ratz with your gun.
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Return to
the forklift and
drive it across the
bridge. Carefully

negotiate the
entrance to the
next passage,
steering the
forklift around
the tight corner. You need to use the forklift to solve the puzzle
in the next room.

JUMP OUT OF THE FORKLIFT, AND WALK TO THE SWITCH ON THE
OPPOSITE WALL.

THE swiTcH
SLIDES A
SUPPORT

BEAM OUT
OF THE WALL
UNDER THE
HOISTED RAMP.
AT THIS POINT,

ONE OF THE
Humanz

RISES OUT OF

THE GROUND BEHIND YOU. IT MUST BE DEFEATED IN ORDER TO CONTINUE
WITHOUT INTERRUPTION.

S DRIVE THE FORKLIFT TO THE RIGHT OF THE BROKEN RAMP ON THE FLOOR
' I BENEATH THE BOXES. LOWER THE TINES AND SLIDE THEM UNDER THE END
OF THE RAMP.

RAISE THE
TINES SO
THE RAMP IS
COMPLETELY
OFF THE

GROUND. BACK THE FORKLIFT AWAY FROM THE RAMP. THE RAMP SETTLES ON THE
BeEAM. Now YOU CAN DRIVE UP THE RAMP AND MOVE THE GIANT METAL
CRATES OUT OF THE WAY.

DRIVE THE FORKLIFT
UP TO A STACK OF
BOXES. SLIDE THE
TINES UNDER THE
STACK OF TWO
A BOXES, AND RAISE
- THEM SLIGHTLY OFF
. i I THE GROUND.
L 4
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Now, DRIVE THE
BOXES TO THE LEFT
SIDE OF THE ROOM,
GENTLY DEPOSITING

THEM UNDER THE

TALL LEDGE.

HoisT ANOTHER STACK OF TWO BOXES, BUT RAISE THEM HIGH INTO THE
AIR. SWING THE FORKLIFT SHARPLY TO THE SIDE SO THE BOXES TUMBLE
OFF THE TINES.

PICK UP ONE OF THE SINGLE BOXES WITH THE FORKLIFT AND DRIVE IT OVER
TO THE STACK OF TWO BY THE LEDGE. PLACE THE SINGLE BOX IN FRONT OF
THE STACK, CREATING A SET OF MAKESHIFT STEPS TO REACH THE HIGH LEDGE.

NOTE = "

As you move the boxes, you receive text messages from
Sarah. She sends you some of Theo’s diary passages that
explain the origins of Central Park and why a cabal of city
planners was so keen to prevent future development on the
site. They knew they needed to keep humans from meddling
with whatever lay beneath the soil.
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Next, climb down the ladder into the gap in the center of
the room. There is another steel plate on the floor, and you can
see the system of "
gears that would
raise it to bridge
the gap. You need
to raise this bridge
and drive the
forklift across it.
However, there is
a nest of Ratz on
the other side that
will keep
producing the
little buggers as
long as you let it
thrive. Climb the

ladder on the other side of the gap and blast the nest with a
fire bullet. Once the nest is toast, finish off the remaining Ratz
on the ground. Now, cross back to the other side of the room.

Climb up
the boxes to
access the high
ledge. There are
a handful of Ratz
up here, so pop
them with your pistol as they skitter
into view. If they manage to hit
you with a little poison, blink a
few times to clear your eyes,
and then finish the job. Once
the Ratz are down, you need to
step to the far side of the ledge
and put a fire bullet in the nest.
This stops the flow of Ratz up
here. Next, activate switch

on the ledge.
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LEAVE THE FORKLIFT WHERE IT IS SO THE DOOR DOESN'T SLAM BACK DOWN.
THE SWITCH RAISES THE STEEL PLATE IN THE CENTER OF THE GAP. YOU CAN WALK UNDER THE DOOR.

NOW DRIVE THE FORKLIFT TO THE OTHER SIDE OF THE ROOM. .

If you are out of anything flammable, just drive over the
nests with the forklift to eliminate the Ratz generators.

GET OUT OF THE
FORKLIFT, AND

ACTIVATE THE T, ”
SWITCH NEXT TO HERE IS AN ELEVATOR AT THE END OF THE PASSAGE. STAND ON IT AND

THE DOOR. THE ACTIVATE THE SWITCH TO RISE TO THE SURFACE.

RUSTED GEARS
SEIZE UP WHEN
THE DOOR IS JUST
A FEW INCHES OFF
THE GROUND.

At the top
of the elevator,
use the switch to
open a door that
leads outside.
The coast appears to be clear. Step out on the bridge across the
deep groove cut in the earth to start your journey to the old
castle—and some answers. But when you reach the middle of
the bridge, it collapses. And drops you right into a river of that
ravenous black ooze. You're in big trouble.

GET BACK IN THE FORKLIFT. SLIDE THE TINES UNDER THE GAP IN THE DOOR
AND MANUALLY RAISE IT.
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Crowley keeps it up, running you back and forth across

As soon as your

the crevice one more time. He taunts you from the sky,
feet touch the

wondering whether you'll finally accept his invitation to join him

00ze, your ) i ) ,
: , in the helicopter. The spotlight finally comes to a stop near the
phone rings. It's \ ) } a3 .
left side of the crevice as Crowley issues his final offer.
Crowley. And

he’s got a deal for you. He will rescue you from the black ooze
in exchange for the stone. As a gesture of good faith, he shines
a light down into the crevice from the safety of his helicopter
overhead. The black ooze immediately retreats, giving you a
temporary lease on life. But now you have a choice to make.
Accept Crowley’s offer and escape via his helicopter? Or just let
the ooze take you and end your part in this horror?

Crowley A .'

decides to toy I

3 ‘e
with you for a few )
seconds while you o
make up your You HAVE NO CHOICE. IF YOU DO NOT ACCEPT, YOU'LL DIE AND SARAH

: WILL LIKELY PERISH SHORTLY THEREAFTER WITHOUT EVER KNOWING WHAT
mind. He moves HAPPENED TO YOU. '

the spotlight
around the
bottom of the
crevice. You must
keep up with the
spotlight or else
the ooze will
consume you.
Walk to the right
side of the crevice
under the halo of light. You may have to run a little to keep up,
as the spotlight moves just slightly faster than your normal
walking speed. At the edge of the crevice, the light makes an You cLims THE ROPE TO MEET CROWLEY IN THE CHOPPER.
abrupt 180-degree turn. Run with it back to the left, keeping

up with it as Crowley has a little fun angling to the north for a

moment to keep you on your toes.
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The giant
chases you over
Central Park. A
lightning strike
rips through the
grim skies and
strikes the
monster. It recoils
from the bolt, and
one of its wings
clips the
helicopter. The
electric shock
stops the beast’s
heart, and it crashes into the park. The helicopter goes into a
spiral the pilot cannot recover from, sending you flying from the
cabin. You're able to grab the cable Crowley offered you back

When you
crawl into the
cabin, Crowley
welcomes

you with the
dangerous end of a 9mm. He demands the stone. But before
you hand it over, you demand some answers. And just to make
sure Crowley gives them, you dangle the stone outside the
helicopter. If you drop the stone, it will fall straight into the
ooze and neither of you will get to meet Lucifer face to face.

» o Crowley tells you that he actually has other designs on the at the ooze and hold on to it SSASEEEEEEEER 010 U
¢ , stone than following the Path of Light prophecy Theo spoke to jiidicfound.
-you about. He has darker purposes. ‘
] |}
. \ ‘
'
’ )
. e -3
Erisope CLOSURE
3 THIS EPISODE FINALLY UNVEILED THE MYSTERY OF Room 943. THEO HAD J \

DISCOVERED A PIECE OF MACHINERY UNDER THE MUSEUM THAT WAS DIRECTLY .
RELATED TO THE STONE, BUT HE WAS UNABLE TO ACTIVATE IT BEFORE CROWLEY

AND HIS THUGS KIDNAPPED HIM. BESIDES, THEO COULDN'T HAVE DONE MUCH

WITH THE MACHINE, AS THE PROPHECY INSCRIBED ON ONE OF THE STONES .
EXPLICITLY SAID THAT IT WOULD TAKE A VENUS TO CRAFT THE LOCK THAT .
SQMEHOW HELPED ACTIVATE THE MACHINE. PROVING THAT LITTLE IN THE

UNIVERSE IS A TRUE COINCIDENCE, SARAH SURVIVED LONG ENOUGH TO REACH o y
Room 943 witH EDWARD AND FILL THE ROLE OF THIS VENUS. b

EDWARD SET OUT FOR THE CASTLE, PER THEO'S INSTRUCTIONS, TO FIND
THE KEY THAT WOULD GO WITH SARAH'S LOCK. BEFORE HE COULD REACH THE 8
CASTLE, HE WAS INTERCEPTED BY CROWLEY WHO REVEALED THAT THERE IS AN
X ALTERNATE USE OF THE STONE. BEFORE EDWARD COULD FIND OUT WHAT THAT
$ WAS, THE HELICOPTER WAS INTERCEPTED BY A FLYING LEVIATHAN. AN ACCIDENT ‘
®  SENDS THE HELICOPTER CRASHING INTO CENTRAL PARK. IF EDWARD CAN

Before Crowley can tell you exactly what he plans to do

Wlth the stone thOUgh yOU get a ||tt|e Unexpected Company. SURVIVE THE IMPACT, CAN HE ALSO ESCAPE CROWLEY'S CLUTCHES ONE LAST TIME
Act ” 'th ! th |tt| b t t Th " th t b d AND FIND THE KEY IN THE OLD CASTLE? AND EVEN IF HE DOES FIND THE KEY,
Cld iz GES Y Ing @ Eloeu i, & [ineIsie v g = DOES HE REALLY WANT TO KNOW WHAT WILL HAPPEN WHEN HE SLIDES IT INTO
the museum after you rescued Sarah from the cocoon is back. @ THE LOCK?
Flapping giant wings, the leviathan closes in—does it want the
. . *
stone, too? After all, it could bat the helicopter out of the sky ‘

in a heartbeat. The chopper pilot predictably freaks out and
tries to fly away, but the monster keeps pace with the chopper, .. ’
determined not to let you out of its sight. ‘




& A
s

“FTHE PATH OF LIGHT,

Armed with a lens created by the Templars who designed Central Park as the means to stop Lucifer from retaking
the Earth, Edward struck out from the depths of the museum to follow the Path of Light. Unfortunately, Crowley
chose that moment to strike, trapping Edward in a trench filled with ravenous black ooze. Edward had no option
but to bring the stone to Crowley to escape from certain death. But in a night with few coincidences, a lightning
storm brought down Crowley’s helicopter. The crash sent Edward flying over the edge of a cliff, but the hero
grabbed on to a cable with all his strength. If he can survive the crash and reach the castle, the next stop on this
Path of Light, just maybe Edward can reverse the damage caused tonight.

@M'w' -nﬂ_'.".."._-.m{ 'f:‘k'.':‘-""' g A

The episode opens with you hanging off the side of the cliff.
The helicopter wreckage is precariously teetering at the edge

of the cliff above you. You must climb up the cable before the
helicopter loses its purchase in the dirt and slides into the abyss.
You have no idea whether Crowley survived the crash and is just
waiting for you top-side, but your own skin is the more pressing
matter right now.

Another stone falls down the center of the cliff. When ]
you reach the gas jet (it looks blue in this light), the helicopter
slides again. Not only do pieces of stone fall from the edge,
but now flaming debris from the helicopter also plummets
down the cliff. Swing left and right to avoid the debris. By now
the wreckage is right up against the edge of the cliff. You can
see the blazing fires consume the twisted hull. A few more
minutes of that intense heat and the wreckage will start pulling
itself apart.

Start
climbing the
cable. The first
few feet are
uneventful.
However, a rumble from above indicates that the wreckage T e e

is slipping. The gnarled helicopter inches closer to the edge, T‘r‘ h.

sending rocks cascading down the side of the cliff. You must Nﬁ

swing to the right and avoid the rocks. As you start pulling If you are hit by any falling debris, quickly press the action
yourself up again, the helicopter slips again, dropping you button that flashes on screen to recover.

farther down the cliff. Another rock rolls off the cliff and
plummets down the left side. Stick to the right to avoid trouble.

www.PRIMAGAMES.CoM
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If you were struck
by any debris or
rocks, heal up
on top of the
subway car before
dropping inside.

THE HELICOPTER FINALLY SLIPS OFF THE CLIFF, BUT IT IS CAUGHT ON TWO
PIPES. THERE IS NO TIME TO WASTE. KEEP CLIMBING BEFORE IT FALLS.

DROP THROUGH THE HOLE IN THE ROOF OF THE SUBWAY CAR. YOU RECEIVE
A TEXT MESSAGE FROM SARAH. SHE HAS DISCOVERED ANOTHER DOOR IN
THE MACHINE ROOM. BUT SHE’S STILL MISSING THE KEY THAT ONLY “MARs”
CAN PROVIDE.

, THE FIRES FROM THE WRECKAGE IGNITE STREAMS OF FUEL FALLING DOWN
S’ THE FACE OF THE CLIFF. YOU MUST JUMP AWAY FROM THE CLIFF TO AVOID
i GETTING BURNED.

WALK TO THE END OF THE CAR. YOUR WEIGHT CAUSES IT TO SLIP, BUT THE
CAR CATCHES ON PIPES, PREVENTING IT FROM FALLING INTO THE ABYSS.

The helicopter

keeps sliding until
CLIMB THE CABLE \

one side slips off

X UP THE CAR,
the pipes. The SHOOTING THE
helicopter swings so that you are facing the cockpit. This thing RATZ SKITTERING

is about to drop, so you need to keep climbing and look for TOWARDREES

another way up the cliff. Swing left to avoid the fire rivulets on
the cliff. When you reach the headlights of a subway car, you're
almost out of danger (for the moment). Swing back and forth
to gain momentum, and then jump to the subway car. Just

as you release the cable, the helicopter slips off the pipe and
explodes on a rocky outcropping beneath you.




If you have fire bullets, blink to identify the fissures on the
Humanz. Aim for the fissures and blast away. Try to take down
as many as you .
can from a safe
distance with fire
bullets. A Ratz on
the wall tries to
spit poison in your
eyes, preventing
you from getting
off clean shots. If

THE CABLE LEADS TO ANOTHER BATTERED SUBWAY CAR, BUT AT LEAST THIS
ONE IS STILL ON ITS TRACKS. RUN THROUGH THE SUBWAY CAR AND JUMP. yOU plan to use
OUT THE FAR DOOR. fire bullets be
sure to blast that
Ratz so it cannot
gunk up your

You are about to fight some Humanz. If you have the peepers.

materials, make a batch of fire bullets while standing in the | Otherwise, you'll be constantly blinking away the poison while

subway car. the Humanz advance.

Fie ot

Close-quarters

combat may prove

dangerous, but it's

good if you can't

make those direct

hits on a moving

target. Beat the Humanz into submission, and then clean up
their corpses on the ground with fire bullets.

'

The subway
station seems
quiet at first.
Two more
survivors wave at
you from another derailed car. As you close in on them, though,
four Humanz jump into the station. The biggest of the pack
leaps toward you with its brick-like fists outstretched. Dodge
the incoming blow and look for a weapon. There is a baseball
bat on the station platform. You also can grab a post next to
the stairs. You need to bat the Humanz away so you can finish
them off with some sort of fire-based attack.

www.PRIMAGAMES.CoM



Need
materials to
make fire bullets
or bombs? Dive
through the
restroom door

you can see, shoot the Ratz off the bathroom wall. Now, check
out the utility closet in the back of the bathroom. The shelves
are loaded with goodies like plastic bottles full of fuel, double-
sided tape, a screwdriver, flashlight batteries, and mosquito
spray. The nearby cart also has a spray can, plus some bottles.
And if these treasures aren’t enough, pick up the axe on the
.ground. Now you're ready to clean off the subway platform and

make for the surface.

Watch
out as you head
back out to the
platform. One
or more of the
Humanz may

have followed you into the bathroom. Be ready with fire bullets

ALONEr eDARK
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the sub p h-
el NOTE =

need to equip Although it is still weak against fire, this monster actually
. needs two fire bullets to be defeated.
the flashlight

to see in the

darkness. Once

USE THOSE BOTTLES OF FUEL FROM THE BATHROOM TO TAKE OUT THE
MONSTER CLAW-THROWER FROM THE PLATFORM.

ON THE FAR END OF THE PLATFORM, LOOK OUT FOR ANOTHER RATZ ON THE
WALL AND ONE MORE HUMANZ THAT POPS OUT OF THE FLOOR.

to take out your enemies, which is much easier in the narrow

restroom because it has less space for these mobile monsters
to jump around. When you head back to the platform, look

J Nﬁﬂ" - :
out for a huge Humanz on the tracks. It is one of those claw-

throwing beasts, so keep your distance. Use Spectral Vision to Before leaving the subway platform via the car, return to the

spot its fissures and take aim.

restroom and fill your inventory. You cannot backtrack to this
point once you enter the subway car.




After the
platform is clear,
the survivor on
the subway car
next to the
platform opens
the door. Jump
aboard. As you
follow the survivor
into the car, four
wet tendrils—they
look like a cross
between tongues
and fresh
scabs—descend

SWING FROM LEFT TO RIGHT SEVERAL TIMES TO GET THE MOMENTUM NEEDED
TO LAUNCH YOURSELF TO THE SECOND CABLE.

from the surface and wrap around the subway car. The tendrils
pull the car from the tracks and start hoisting it up. The survivor
abandons the subway car (on the wrong side), leaving you to
ride it up alone. The tendrils then rip away the roof, leaving you
with a clear view of solid ground.

FoLLOW THE CABLE AS IT LEADS INSIDE THE CHARRED, BLOODIED CARCASS OF : *
THE WINGED GIANT THAT BROUGHT DOWN THE HELICOPTER. 0 4 .

Walk to the
rear of the car
and step outside
onto a small
landing. There is
a blood-drenched
cable on the left, patrolled by Ratz. Shoot the Ratz off the cable
and jump out to grab it. As you climb up the cable, more Ratz
descend. Shoot them away. There is another cable on the left,
also a haven for Ratz. You must shoot them off the second
cable and jump to it.

Walk through
the guts of the
creature. You must
step through its orifice to get back outside. As soon as you
reach solid ground, you receive another message from Sarah.
It's about the lens: apparently, Theo built it. It is the key to
following the Path of Light, so keep it handy as you fight your
way to the old castle in the middle of Central Park.

www.PRIMAGAMES.coMm
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After scraping the intestinal goop off your jacket and getting a
lungful of fresh night air, you can resume your chase for the old
castle. You could run there and deal with intermittent Humanz
attacks, but a set of wheels will get you there much faster.
Before setting out for the castle, though, check your GPS.

There are seven more Spectral Power points active on your
‘map. You must hunt down and destroy enough of these
Spectral Power roots to earn 30 points and raise your Spectral

Vision degree to three. Only with third-degree Spectral Vision
can you see the symbols on the castle walls in the next
sequence. There are more Spectral Power points available than
necessary right now, so take your pick for the fastest path to
30. For a complete rundown of the Spectral Power points and
what to expect at each location, see the Spectral Power section
at the end of this chapter. After you have burned away the
roots and reached the third degree of Spectral Vision, you can
head for the old castle and resume the Path of Light.

To pursue
those Spectral
Power-imbued
roots, you need
some wheels.
Check your map

for blue car
icons. There is
no shortage of
vehicles to
"borrow,” from
taxi cabs to
pick-up trucks. Hop behind the wheel, loot the glove box for
spare items, and head for the orange dot on the map. The old

castle is in the center of Central Park, overlooking a small lake
and meadow. Pull up to the shadow of the castle and get out.

o

You need the flashlight for your tasks at the old castle.
If you are short on batteries, check on the ground near
the overturned garbage cans or in the glove boxes of
nearby cars.

el . "

When you reach the castle, you receive another text message
from Sarah. She found some information about those roots.
Apparently, they are tools of Lucifer. He uses them to draw
energy from the Earth and channel it to a tree somewhere in
the park. She encourages you to destroy as many roots as
possible so you can absorb the Spectral Power. It's good advice.

When you
set foot on the
castle grounds, a
fissure roars to
life. Immediately
back away so it
doesn’t grab you.
Arm yourself with
something
flammable: a
Molotov cocktail,
a makeshift
blowtorch—
anything that
burns. Step
forward to tease the fissure back to the surface, and then attack
it with your weapons. Be cautious about range if you're using a
bomb to take out the fissure. If you're too close, you will suffer
heavy damage—the kind that requires a bandage to
properly heal.

The secret of this castle is not plainly visible. You must
close your eyes if you want to truly see what is hidden. There
are six symbols in or around the castle. You must close your
eyes to spot them. Once you see the symbols, you need to shine
a light through the lens on top of the symbol. Hold the light in
place to activate the symbol. You must hold the symbol at just
the right spot, though. If you are lighting the symbol correctly,




i

you will feel a little rumble. If you are shining the light and you
feel nothing, you need to either step closer to it or farther away.
The goal is to have the projected symbol appear roughly the
same size as the symbol on the castle.

Each symbol you activate unlocks a seal at the top of
the castle. Once you light all six symbols, the sealed door will
open and you can ascend to the top of the castle to see exactly
what the architects of the park have hidden. Is this the final
destination on the Path of Light? Or is this just one more stop
along an increasingly treacherous trail?

MH-‘,; e T

The first symbol
is on the
ground level of
the castle. Walk
up the steps and look at the cornerstone to the right, next to
the first window. Close your eyes and the symbol appears,
accompanied by an ethereal sound. Equip the lens and the
flashlight. Stand directly in front of the symbol. Use the lens and
the light together, projecting the symbol on the wall. Match the
symbols together. When you activate the symbol, you hear
another sound and the symbol twinkles.

Inside the
castle, the first
seal on the door is
illuminated. Only
five more to go to
crack the secrets
of this old castle,
a tourist favorite
back when Central Park wasn't an 843-acre nightmare.

www.PRIMAGAMES.CoM
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The second
symbol is to

the left of the
first. Walk over
to the larger of
the two covered
observation points. From this observation point, you can see

the lights of the amphitheater across the lake. Look at the short
wall with the fire and the garbage can. Blink to see the symbol
on the wall in front of you. Lift the light and aim for the symbol.

Step close enough that you can only see the hexagonal tiles "
on the floor below the wall. Shine the light over the symbol to ¢
illuminate the second seal inside the castle. "'

mg‘: L e LT L l' (]

The third
symbol is on
the front of the
castle, off to
the right. Back out to the castle lawn, and then walk along the
perimeter of the castle until you reach the corner. Close your
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eyes to reveal the symbol on the wall. Stand in front of the
symbol, get close, and then shine your light on it. When you
project the symbol properly, the twinkling symbol on the wall
appears and the third seal is illuminated.

mﬂ‘: L s -

The fourth
symbol is
just around
the corner.
However, you
should put away your flashlight for now because two Humanz
are guarding the symbol. When you walk up the steps, the
monsters emerge from the wall and the ground. Immediately
back down the steps. If you have a bottle of fuel (there are
some in the trash near the entrance to the castle grounds),
throw it at the Humanz and shoot it out of the air. The
explosion sends burning fuel everywhere, incinerating the two
Humanz before they can pose a real threat.

Once the two Humanz are dead (re-dead?), walk back up
the steps and close your eyes to reveal the symbol on the wall.
Equip the lens and the flashlight, and aim for the symbol. As
soon as you illuminate the symbol with your projected symbol,
the fourth seal upstairs is opened. This is the final symbol

outside the castle. The last two are inside, so you need to return
to the steps and figure out a way to open the door to the
castle interior. R

voTE

There is one more Humanz outside the castle, along the path
next to the water. If you want the sledgehammer down there
to break open the castle door, you need to fight the monster
to get it. Of course, the sledgehammer is a wicked way to
smack the brute senseless.

To enter the castle, you need to smash open the door. There is
a sledgehammer on the trail behind the castle that's perfect for
the demolition job. You also can retrieve a fuel-filled bottle from
the trash cans on the site and use that to blow open the door
from a distance. Once inside, you will notice a fire in the corner,
but don’t worry—it isn‘t spreading.

In fact, the
fire is critical to
revealing the fifth
symbol. Walk up
to the counter and pick up all of the glowsticks. Then, grab one
of the chairs and carry it over to the fire. Light the chair on fire
and walk back behind the counter. Hold the burning chair up to




the painting on the wall. Set the painting on fire and step back.
Let the painting burn away from the wall.

, Afterthe
painting crumbles
away, step up to
the counter and
look at the wall
where it hung.
Close your eyes to
réveal the symbol.
Shine your flashlight through the lens to activate the symbol
and illuminate the fifth seal upstairs. There is only one symbol
left now, but it is the trickiest of the six to activate.

The sixth symbol
is in the room
behind you,

but the floor is
completely
covered with
black ooze. If
you try to walk into the room, the ooze will eat you alive. This is
a good time to deploy those glowsticks. The symbol is on the
wall of windows overlooking the lake—the right side of the
room. It is between the two windows on the left side of that
wall, near the lamp that is pushing away the black ooze. Crack
the glowsticks to activate them and toss them into the room to
create the start of a path to the symbol. Next, grab a chair and
set it on fire. Because the monsters are so afraid of fire, the
burning chair actually pushes the ooze back farther than the
glowsticks do.

Don't try throwing burning bottles at the floor to carve out a
path. The ooze will just swallow them.

www.PRIMAGAMES.CoM

Use two
of the chairs to
cut wide swaths
through the ooze.
Drop the second
chair right in front
of the symbol so
the ooze is pushed high against the back wall of the room. The

chairs will burn out, so you need to quickly activate the symbol. ’ .
Stand in front of the symbol, just a few steps back, and shine ,
your light on it. When the projected symbol matches, the final
seal is lifted. The door to the top of the castle tower is open.
But how do you get out there?

SCALING)THEL AL R L

Jump to the
ledge next to
the sixth symbol
and look out
the window.
There is a cable
dangling in front of you. Grab the cable and climb up the side
of the castle. When you reach the top of the castle, the phone
rings. It's Sarah. She has been deciphering more notes back at
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Room 943. Apparently, the end of the Path of Light requires
the person who reaches it to make a decision about the fate of
humanity. Calling the Light Bringer to Earth risks everything, but
the text doesn’t make clear exactly what will happen if Lucifer is
made real. That's a choice you must make if you do finally reach
the conclusion of the Path of Light. Your conversation cuts off
as a monster erupts from the base of the tower. If you have a
bottle in your jacket, you can take it down with a single throw.
Back away and blast it with the fuel-filled bottle.

" ———

Out of fuel or bullets? Just run for the plate at the top of the
stairs to avoid the monster altogether.

After the
monster is down,
it's time to ascend
the castle tower.
Either use the

fire .extinguisher
to put out the flames at the top of the stairs or barrel through
them to avoid injury.

Step inside and walk up the steps. There is a panel on
the floor. It's the panel with the six seals you saw illuminated as
you activated the six symbols on the castle walls. Step onto the
panel. It rises, lifting you to the lookout

- bleachers of the

'the other side of

There is a telescope in the lookout room. When you
approach it, the wall in front of the telescope (which is marked
with the same symbol as the stone) opens to reveal a
breathtaking
look at the
Manhattan
skyline.

When you use
the telescope,
you place the
lens on the eyepiece. Your view through the scope is now
superimposed with the symbol. Scan the skyline, looking for any
clues about the Path of Light.

Look directly
above the

amphitheater on

the lake. The full
moon is out.
Adjust the scope
so the circle in the
center of the
symbol is pointed
directly at the
moon. Hold it
there. This is the
key to the Path of Light. Beneath the moon, a column of light
rises from the ground. That is your next destination. That is the
end of the Path of Light.

room at the very top of the tower.

e
EprisobE CLOSURE

AFTER NARROWLY ESCAPING FROM CROWLEY AND CRAWLING THROUGH THE LITERAL BOWELS OF A MONSTER, EDWARD MANAGED TO
FULFILL THE DESTINY THEO HINTED AT IN HIS VISION. EDWARD HAS SOLVED THE PUZZLE OF THE SYMBOLS AT THE OLD CASTLE AND
UNCOVERED THE NEXT STOP ON THE PATH OF LIGHT. THE FINAL HOUR IS DRAWING NEAR—EDWARD CAN FEEL IT. AND SARAH'S
TRANSLATIONS BACK AT Room 943 SERVE TO UNDERLINE JUST HOW CLOSE TO AN APOCALYPTIC FINALE THE EARTH TRULY IS TONIGHT.
IT 1s up T0 EDWARD TO BRAVE THE END OF THE PATH OF LIGHT AND DISCOVER THE EXACT ROLE OF LUCIFER IN THE COURSE OF
HUMANKIND. |s THE LIGHT BRINGER STILL FULL OF THE SAME FURY AND PRIDE THAT GOT HIM CAST OUT?

THERE IS ONE OTHER THING TROUBLING EDWARD, T00. CROWLEY. YOU NEVER SPOTTED HIS BODY IN THE HELICOPTER
WRECKAGE OR AT THE CRASH SITE. IT’S POSSIBLE HE WENT OVER THE EDGE OF THE ABYSS. BUT IT'S ALSO POSSIBLE THAT HE'S OUT
THERE SOMEWHERE, LICKING HIS WOUNDS AND PREPARING TO STRIKE ONCE MORE.




“THE LIGHT BRINGER:

This is it—the Path of Light has been fully revealed, and Edward is about to come face to face with a choice

that will affect the very course of life on Earth. If he reaches the end of the Path of Light and makes the

wrong choice—a selfish choice—will this be the day that days are no more? Edward has no choice but to

let this opera play out and follow the Path of Light into the depths of the park. What he finds below the

surface will shake him to the core, as the key may not be exactly what Edward expected. And once the key is
' discovered, can he get it back to Room 943 to affect the coming of the Light Bringer? Nothing less than the
entire world hangs in the balance in the final episode of Alone in the Dark.

i s
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Thanks to the scope at the top of the castle tower, you know exactly where the Path of Light begins. The entrance is at the
north end of the park. But you cannot simply drive there and walk right through a door. You must increase your Spectral Vision
to the fourth degree, allowing you to see the hidden entrance to the Path of Light. Should you attempt to start the Path of Light
without this increased Spectral Power, you will literally find yourself up against a wall. (It's just a wall you cannot see with your
naked eyes.) So, you must scour Central Park and raise your Spectral Power by incinerating more of the evil roots that Lucifer is
using to sap energy from the ground.

You must increase your Spectral Power to at least 50 points. That is
the threshold for the fourth degree of Spectral Vision. Consult the GPS.
As you can see, all the remaining roots are poking through the ground.
You can choose which roots you want to burn in any order. You just
need to cross the 50-point threshold. You can decide whether to go after
easy pickings that only offer one or two points, or whether to go after
weightier targets that increase your Spectral Power by five points.

N ﬁﬂ‘

There are cars all over the park. Use the GPS to locate a new
rig if you need a lift or if you crashed your old wheels too
many times.

www.PRIMAGAMES.COM
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Some of
these roots are
guarded by
Humanz, so you
need to make sure
you have plenty of
bullets and
medical spray for
healing your wounds. At most sites with Humanz, you can
scavenge a tool or weapon, such as a pipe or baseball bat, to

“defend yourself. Just knock those brutes unconscious and burn

them up with fire attacks, such as a fire bullet to a fissure. Of
course, if you're quick about it, you can just knock out the
Humanz, burn the root, and then move on to the next location
before the brutes pull themselves off the ground.

Because
you do not need
any items like fuel
bottles on the
Path of Light—it
is a cerebral
challenge, not a
physical contest—
you can use everything you have in this first sequence. Always
be on the lookout for replacement items, like extra bottles,
when exploring the park or driving from one root to the next.
Check abandoned vendor carts for handkerchiefs to use as
wicks or double-sided tape for making bombs. Grab spray cans

like anti-rust or mosquito repellent to use on the smaller roots.

‘_.:....‘ 20
* .®

IF YOU NEED A CERTAIN COMBINATION OF ITEMS TO BURN UP A SPECIFIC
ROOT, YOU WILL FIND THE ITEMS ON SITE.

Check the glove boxes of the cars stranded all over Central
Park. You can often find fuel bottles or medical spray.

You cannot burn up the roots with fire bullets; you
must use flame attacks like a makeshift blowtorch or a
Molotov cocktail.

There are
several roots on
the way to the
Path of Light
entrance on the
northern end of
the park, but depending on how many roots you destroyed
leading up to this episode (you needed to reach the third degree
of Spectral Vision to see the symbols on the walls of the castle),
you may need to drive farther south to start. There are plenty of
roots, and if you only want to pass 50 points it will not take you
that long to do so. However, if you want to keep going, you

can reach the maximum Spectral Power, which allows you to

.




see fissures for a very long time after you've opened your eyes.
If you are jumping around episodes, this power will certainly
make it easier to take out Humanz in earlier scenarios, such

as when you're exploring the museum and dealing with the
Humanz around every corner.

Once you have reached 50 points and the fourth degree
of Spectral Vision, you can head north. The roads are tricky
and sometimes treacherous thanks in part to the black spires
poking out of the ground and the occasional packs of Humanz
you encounter wandering the park’s roads. Buzz through the
Humanz at full speed. If you are too slow, you risk having a
Humanz leap into the air and come down on the hood of your
car fist-first. If that happens, you usually must abandon your
car and fight off the Humanz, or it will hold on to the hood and
just punch you silly through the fast-disintegrating windshield.

IT’s TOUGH TO SHAKE THE HUMANZ AFTER THEY ATTACK YOUR CAR, SO IT
MIGHT BE BETTER FOR YOUR HEALTH JUST TO GET OUT, FINISH THEM OFF,
AND THEN ATTEMPT AN ESCAPE.

www.PRIMAGAMES.CoM

IF YOU LOSE A CAR BECAUSE OF A HUMANZ ATTACK OR JUST BUM LUCK
GOING OFF A RAMP, DON'T WORRY. JUST LOOK AT YOUR GPS AND HOOF IT
TO ANOTHER ONE.

VERY FEW CARS STILL HAVE THE KEYS IN THE IGNITION. IF YOU ARE UNDER . *
ATTACK FROM HUMANZ, REMEMBER THAT HOT-WIRING WILL SLOW YOU 0 4 '
DOWN AND LEAVE YOU VULNERABLE TO A HUGE STRIKE. )
Once you O )
reach the
northern end of '

the park, get out
of your car and
walk up the hill
toward the
orange dot on
your map. That is
the entrance to
the Path of Light.
As you close in on
it, your view starts
to curl again, as if
you're approaching a root. And that's because you are. There is
a tree guarding the entrance to the path, a tree planted by
Lucifer to absorb Earthly energy and keep interlopers out of the
final approach to the Path of Light. As you walk up to the tree,
though, you are violently pushed back. There is something
guarding the tree. This is why you needed improved Spectral
Vision. Look at the tree and close your eyes.
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A MASSIVE MAGICAL BARRIER BLOCKS ACCESS TO THE TREE! IT COMPLETELY
ENCIRCLES THE ENTRANCE TO THE PATH OF LIGHT. HOow CAN YOU GET
IN THERE?

The barrier
may completely
encircle the tree,
but there is a
weak spot.

The barrier only
goes so high. You
do not have the
ability to jump the
barrier, but you do
have enough strength to heave something over the barrier. You
must heave a bomb over the barrier and incinerate the tree to
lower the barrier and clear the entrance to the Path of Light.
You need something with a delay on it before it explodes: a
Molotov cocktail in a plastic bottle. If you have a plastic bottle
full of fuel and a handkerchief, you're all set. Make the Molotov
cocktail and get ready to throw it.

OuT OF PLASTIC
BorTLes? No
HANDKERCHIEFS TO USE
As A wick? Don't
SWEAT IT. Look AT
THE GARBAGE CAN NEAR THE BARRIER. ALL THE MATERIALS YOU NEED ARE
RIGHT THERE—JUST PICK THEM UP AND ASSEMBLE THE MOLOTOV COCKTAIL.

St I
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Tape up the bottle
and place a box

of bullets on it to
guarantee a big
enough blast radius.

LiGHT THE MloLOTOV AND AIM OVER THE BARRIER. USE THE ARC TO MAKE
SURE YOU TOSS THE BOMB RIGHT AT THE TREE.

AFTER A FEW SECONDS, THE BOMB EXPLODES, DESTROYING THE TREE.
AS THE TREE WITHERS INTO NOTHING, THE BARRIER DISSIPATES.

Enter the
structure via the
door that was
hidden behind
the tree.

The interior is
very nondescript.
No hole in the

floor. No stairs
- @




leading anywhere. The walls are barren. Only a flagpole stands
in the center of the structure. But as you know by now, looks
can be incredibly deceiving. Secrets are revealed simply by
closing your eyes. So, look at the corner of the structure on the
side opposite the door and blink.

THE SYMBOL FROM THE CASTLE APPEARS ON THE WALL.

Equip the lens from Room 943 and your flashlight. Walk
up to the wall where the symbol appeared and project its image
on the wall. You should feel a little vibration as the impression
of the symbol is
coaxed out of the
ether. Now that
the outline of the
symbol appears
on the wall, step
back so you are
closer to the
opposite wall but
directly in front of
the symbol. Shine
the light through
the lens and
match the symbol.
Hold it there for a
few seconds so
the twinkling lights start dancing. You will feel another little
shake. Something is happening in the room.
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A HOLE HAS OPENED UP IN THE FLOOR. THE ENTRANCE TO THE PATH OF
LIGHT HAS BEEN REVEALED!

IT’s A LONG wAY
DOWN, SO YOU
NEED TO DESCEND
CAREFULLY VIA A
ROPE. SHOOT THE
RING HOLDING
THE ROPE ON THE
FLAGPOLE. A
GOOD LENGTH OF
ROPE FALLS.

GRAB THE ROPE AND START YOUR DESCENT.

RELEASE THE ROPE AT THE LEDGE, AND THEN TURN AROUND TO SEE ANOTHER
ROPE ON THE OPPOSITE LEDGE. WALK OVER TO THE SIDE OF THE LEDGE
YOU'RE ON, SO THAT YOU HANG ON THE LIP OF THE LEDGE. THEN SHIMMY
LEFT AND DROP TO THE NEXT ROPE. FINISH YOUR DESCENT TO THE BOTTOM
OF THE SHAFT. YOU ARE NOW OFFICIALLY ON THE PATH OF LIGHT.
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You earned enough Spectral Power to see the magical barrier protecting the entrance to the Path of Light, but that

is a small taste of the puzzles you face on the Path of Light. There are no enemies to fight on this path. The only
enemy here is slow thought. Many of the puzzles on the path require quick thinking to avoid deadly traps like spiked A
walls and swinging hammers. Once you out-think the architect of the Path of Light, all will be revealed.

RUN DOWN THE TUNNEL TO REACH THE VERY TOP STEP OF THE
PATH OF LIGHT.

When you
step out into the
huge chamber,
the camera swings
high to reveal the
Path of Light. The
entire structure
is shaped like the
symbol. You must negotiate the tricks and traps laid before
you if you want to reach the very bottom and locate the key.

If you're ready to find out if you have what it takes to meet the
Light Bringer, start walking down the spiral path to enter the
first room.

WHEN YOU REACH A
SMALL ELEVATOR, USE
THE LENS AND
FLASHLIGHT TO
ACTIVATE THE SYMBOL
ON THE WALL. THIs
INDICATES THAT THE
PATH OF LIGHT HAS
BEEN BREACHED, AND
TRAPS SPRING
INTO ACTION.

o, o0
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WHEN THE
ELEVATOR STOPS,
STEP THROUGH THE
DOOR TO START
THE FIRST PUZZLE.

Consider this puzzle a warm-up. It introduces you to the ideas
used throughout the rest of the puzzles. There is a shaft of light
stretching
between the two
side walls of this
room. When this
shaft of light is
interrupted, a
beam of energy
snakes through a
mechanism that
opens the door on
the other side of
the room. If the
break in the beam
disappears, the
door slams shut.
There is too much distance between the beam and the door for
you to run through it before it closes. You must find a way to
break the beam permanently.




the block in front
of the door drops.
However, a bunch
of blocks along
the right wall near
the beam also
shift. You must
find a way to

break the beam only temporarily so you can run to the lowered
block and ride it up to the exit door. But how can you break the
beam for only a few seconds? The trick is to use the shifting
blocks on the right wall to eventually dislodge the box you use
to block the light beam.

THERE IS A SMALL WOODEN PLACARD AGAINST THE LEFT WALL. PICK IT UP.

Did you see how the shifting blocks do not all move at once?
That's the key to solving this puzzle.

B ™
PLACE THE PLACARD SO IT BREAKS THE BEAM. THE DOOR STAYS OPEN,
GIVING YOU A CHANCE TO EXIT SAFELY.

PIcK UP THE BOX IN THE CORNER OF THE ROOM.

USE THE ROPE OUTSIDE THE DOOR TO DESCEND FARTHER DOWN THE
STRUCTURE AND ENTER THE NEXT ROOM.

There is another
beam of light
piercing this
chamber. The exit
door is too high
for you to reach.
But if you stand in
front of the beam,

PLACE THE BOX IN FRONT OF THIS SPOT, BELOW THE CURVED STONE
THAT LOOKS LIKE A PIANO. BREAK THE BEAM WITH THE BOX, AND THEN
RELEASE IT.

www.PRIMAGAMES.CoM
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THE BLOCK BY THE DOOR DROPS. IMMEDIATELY RUSH TO THE BLOCK AND
STAND ON IT.

THE SHIFTING BLOCK NEXT TO THE BOX POPS QUT OF THE WALL AND PUSHES
IT OUT OF THE LIGHT BEAM. THE BLOCK YOU ARE STANDING ON RAISES YOU
UP TO THE EXIT DOOR.

Outside the puzzle room, grab the rope and start
descending. The rope does not lead directly to a ledge. You

must swing yourself over toward the ledge and jump to it. Once

you land on the ledge, jump to the next rope on the right.
Descend that rope, swing left, and jump to grab another rope.

« "2

e 3
Rappel )
to the bottom
of the shaft via
that rope and k
jump down. The
entrance to the
next puzzle room

is on the left.

This is a timed
puzzle. There is a
placard with a
symbol on it near
the door to the
room, but do not
grab it just yet.

The second you
grab the placard,
the torches on the
wall drop and :
ignite the wooden

floor. This forces

you to start

walking across the

path in the center of the room. Sounds fine, right? Hope you
have thick-soled boots on, because spikes pop out of the floor
at regular intervals. If you are poked, you will slip off the path or
fall into the abyss. There are two beams of light that flank the
spiked path. Those are the solution to this deadly trap. Breaking
the beams of light turns off the spikes a few feet at a time,
clearing a path to the exit.

That fire behind you is not patient. You must keep moving
along the spiked path while it nips at your heels. If the flames
catch up with you, you will burn and be forced to start the

puzzle over.




PicK UP THE PLACARD AND WALK STRAIGHT FOR THE PATH. THE SPIKES POP
OUT OF THE GROUND.

HoLD THE PLACARD TO THE RIGHT, BREAKING THE LIGHT BEAM. THE GEARS
IN THE ROOM MOVE, TURNING OFF THE SPIKES IN FRONT OF YOU.
START WALKING THROUGH THE TEMPORARY SAFE ZONE.

WAIT FOR THE SPIKES
ON THE NEXT STRETCH
OF THE PATH TO POP
BACK DOWN. STEP
AHEAD AND HOLD
THE PLACARD IN THE
BEAM OF LIGHT ON
THE LEFT.
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THE GEARS SHIFT AGAIN. THE SPIKES IN FRONT OF YOU STAY IN THE
FLOOR LONG ENOUGH FOR YOU TO MOVE AHEAD TO THE THIRD PAIR OF
LIGHT BEAMS.

Y
HoLD THE PLACARD IN THE BEAM ON THE RIGHT. THE GEARS SHIFT AGAIN °o N
.
AND THE DOOR IN FRONT OF YOU OPENS. GET OUT OF THERE BEFORE THE §
FLAMES CATCH UP. i

Walk down the
tunnel to reach
the fourth puzzle
chamber. This
one challenges
your timing.

When you lift the
placard on the
illuminated stand,
the platform
under your feet
starts moving. The
platform slides along a wall, inching toward a ledge on the
opposite side of the room where the exit door awaits.




‘soon as the
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Naturally, this is where complications ensue. There is a razor on
the bottom of the platform that slices through a rope. This rope
frees a colossal hammer that swings out of the wall. One hit is
enough to rattle your bones. A second hit is enough to knock
you off your feet and into the abyss below. However, there is a
beam of light running along the wall, so you know that is the
key to solving this puzzle.

Holding the
placard in the
light stops your
platform. When
you lower the
placard, the
platform starts
moving again.
You must stop the
platform in front
of the hammer
slot so it misses
you by a hair. As

THERE ARE FOUR HAMMERS IN THIS PUZZLE. DO THE SAME THING AT THE
SECOND PART OF THE PUZZLE. JUST INCH UP TO IT, AND THEN STOP RIGHT IN
FRONT OF THE HAMMER SLOT.

hammer swings in

front of you, lower the placard. Your platform will slide right by
as the hammer goes around again. It will miss you just as you
clear the hammer slot.

THE PLATFORM SLICES THROUGH TWO ROPES. YOU MUST NOW DODGE TWO
HAMMERS RIGHT NEXT TO EACH OTHER BEFORE YOU CAN ESCAPE.

e

You must be right

up to the edge of

the hammer slot or £ — 1 \
your timing will be :

off. The hammer will ] ‘-‘_
catch you on the —
next swing.

STOP BETWEEN THE TWO HAMMERS. YOU CANNOT GLIDE THROUGH THEM
BOTH WITHOUT STOPPING.

If you are hit with the hammer, you drop the placard but stay
on the platform. You're at the mercy of your timing at that
point, and chances are you will be clobbered by the hammer.

» .0.
®
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Ride the
platform to the
far ledge and
jump off to exit
the puzzle room.
There is another .
rope beyond the door. Jump to the rope and start descending
to the next puzzle room door at the bottom of the structure.

The tunnel
leading to the
next puzzle
room is blocked
by some sort of
pedestal. The base of the pedestal is made of wood. There are
wooden boards on the ground. Pick up one of the boards and
walk back to the landing outside the tunnel. Ignite the tip of
the board in one of the torches and walk back to the pedestal.
Burn the wooden part of the pedestal. The embers crumble,
opening up the passage. This is an important hint about the
solution to the next puzzle room.

iy o T
. U

The next
chamber is very
quiet. There is
only one beam
of light to
manipulate.
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You see a pedestal
like the one that
blocked the
tunnel in front of
a small set of
stairs. The

pedestal is on top
of some sort of
floor switch. If you move the pedestal away from the floor
switch, the beam of light connects to the opposite wall and the
stairs disappear into the floor. Next, the walls start closing in
around you. As the walls close, spikes are revealed. You must
find a way to burn that pedestal and escape the room before
the walls crush you like a banana in a gorilla’s paw.

Start by
walking to the
back side of the
pedestal. Grab it
and start pulling it
across the floor.

The walls

instantly start "
moving, SO you . ) ¢
have to hurry to g
complete the )
next step. Drag &
the pedestal to the floor switch on the opposite side of the ,

room. When you reach the floor switch, a burning pulley drops
from the ceiling and strikes the top of the pedestal. The
pedestal catches on fire, but this part was meant to burn.

[t does not affect the state of pedestal at all.

WHEN YOU START MOVING THE PEDESTAL FOR THE FIRST TIME AND THE

WALLS MOVE, BROKEN TIMBERS FALL FROM THE CEILING AND A RAISED LEDGE
IN FRONT OF THE EXIT DOOR ALSO DROPS.
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DRAG THE PEDESTAL BACK TO THE FIRST FLOOR SWITCH AND BREAK THE

LIGHT BEAM. THIS STOPS THE WALLS. RELEASE THE PEDESTAL.

LIGHT THE TIMBER IN THE TORCH.

SET THE WOODEN BASE OF THE PEDESTAL ON FIRE. NOw HURRY TO
THE LOWERED LEDGE ON THE OTHER SIDE OF THE ROOM BEFORE THE
PEDESTAL BURNS.

Ride the
ledge up to the
exit door as the
pedestal crumbles
to the floor. Step through the exit door. A rope waits for you.
Jump over and grab the rope. Descend to the bottom of the
structure, and walk through the next door to enter the second-
to-last puzzle room.

The next room is
dark. You only see
a burning torch
and an outline of
light around a
placard. You must
somehow find
your way through
this pitch-black
chamber to the
exit door on the
opposite side.
However, the path
is winding and has
several dead-ends.
This wouldn’t be a problem, except the ceiling starts dropping
as soon as you pick up the placard. The only way to stop the
ceiling is to hold the placard in one of the three light beams
stretching along the length of the room. When you break a
beam, the ceiling halts. The second the beam is complete again,
the ceiling roars to life. You must balance using the light from
the burning placard to see your way along the labyrinthine floor
with keeping the ceiling from giving you an incurable headache.

NOTE =

Did you try to use your flashlight? The magic of the Path of
Light is insulted by your artificial light source. It disables

your flashlight while you are walking the path.




T

WHEN YOU GRAB THE PLACARD FROM THE ILLUMINATED PLATFORM, YOU GET
A QUICK PEEK AT THE CEILING. THE CEILING IS A MIRROR IMAGE OF THE PATH
ON THE FLOOR.

WALK TO THE LEFT, HOLDING THE PLACARD OUT SO IT BLOCKS THE BEAM AS
SOON AS YOU REACH THE RIGHT TURN.

GRAB THE PLACARD AND LIGHT IT IN THE TORCH.

WHILE BREAKING THE BEAM, WALK ALONG THE PATH UNTIL YOU REACH
ANOTHER RIGHT TURN.

STEP ON THE PATH TO THE RIGHT AND BREAK THE BEAM TO STOP THE
CEILING. FOLLOW THE PATH UP THE ROOM UNTIL IT SPLITS.

HUSTLE OVER TO THE NEXT LENGTH IN THE PATH SO YOU CAN LIFT
THE PLACARD INTO THE NEARBY LIGHT BEAM AND STOP THE CEILING.
WALk THE U IN THE PATH WHILE DISRUPTING THE BEAM.
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WHEN YOU REACH THE FORK IN THE PATH
(MARKED WITH A SYMBOL ON THE FLOOR), TAKE THE ROUTE TO THE RIGHT.

WALk up THE
PATH, HOLDING THE
PLACARD IN THE
BEAM TO THE LEFT.
THE PATH MOVES
UNDER THE BEAM, SO
MOVE THE PLACARD
TO THE RIGHT TO
KEEP DISRUPTING THE
LIGHT BEAM.

THIS LEADS YOU STRAIGHT TO THE EXIT. KEEP HOLDING THE PLACARD UNTIL
YOU ARE SAFELY IN THE NEXT TUNNEL. GO AHEAD AND DROP IT ONCE YOU
ARE NO LONGER IN THE PUZZLE ROOM.

The exit
leads to a long
walkway through the heart of the Path of Light. As you cross
the walkway, torches on either side of the path burst into flame.
You are getting close to the end of the Path of Light. There is
just one more puzzle room to solve. And then the key is within
your grasp. You might just save the world yet.

The final puzzle room is a circular chamber. In the center is a
pedestal with a geometric sculpture on top. Is that the key?
Is that what you
need to open the
lock in Room 943
and stop the Light
Bringer? Torches
around the room
illuminate one by
one, filling the
chamber with
their soft glow.
You know what to
do here. Grab a
torch and light the
wooden base of
the pedestal so
you can grab the
key and get out of here.

THE BASE OF THE PEDESTAL IS QUICK TO BURN.
THE KEY FALLS TO THE GROUND.




WAIT A seconD.
THE DOOR YOU CAME
THROUGH IS SHUT.

Where the
flame bends?
None of the
torches in the
circular room
looked out of
the ordinary. Slowly walk away from the inscription toward the
circular chamber. When you walk along the tunnel, watch your
torch. At a certain point, the flame inexplicably bends away
from the wall. That's it—that is the end of the Path of Light.

A stone wall. Return to the circular chamber and pick up that

AND THE ONLY EXIT IN THE ROOM IS A DEAD-END! geometric sculpture. Maybe the key is just a euphemism for
“battering ram?” Return to the tunnel and swing the sculpture
at the wall. The wall shatters. Drop the sculpture and enter the
small chamber to discover the key.

PICK UP A TORCH AND WALK DOWN THE TUNNEL TO THAT DEAD-END.

THE KEY?

YOu HOLD THE TORCH UP TO THE WALL AT THE END OF THE TUNNEL.
THERE 1s AN INSCRIPTION: WHERE THE FLAMES BEND, THE PATH EXTENDS.

www.PRIMAGAMES.CoM
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You have done
it—you have
solved the Path of
Light and found
the key. But the
key turns out not
to be an actual
key. It is a human
being. Or, at least, it was once a human being. The key is
Hermes. He is the architect of the Path of Light and the
guardian of the stone’s secrets. Hermes is pleased to see the
stone has found
a worthy carrier.
As he escorts
you out of the
Path of Light
structure via an
elevator, he
explains to you
exactly who he
is and what is about to happen with the Light Bringer. It turns
out that you only have half the stone. Hermes has the other
half. When he understood exactly what powers the stone
possessed, he split the stone and locked himself inside the Path
of Light while the other half of the stone traveled the world,
passing through the hands of unworthy carriers.

Outside the
Path of Light, you
receive a phone

call from Sarah.

She has some good news. And some bad news. The good news
is that she managed to build the lock. The bad news is that

as soon as she completed it, some sort of countdown started.
According to Theo's notes, the countdown cannot be stopped
by anything but the key. Should the countdown reach zero
before the key arrives, “all doors will be locked.” That sounds
like the nightmare of Central Park will expand around the
world, turning it into a creepy hellscape. You better get Hermes
to the museum.

Hermes
doesn’t ease you
into your burden
as the true carrier
of the stone. You
will be forced into
making a decision
that shapes the
fate of the world.
You're not exactly
sure what to
make of this, but
you do know that
you need to escort
Hermes back to
the museum and get him down into Room 943 so he can
explain exactly what all that machinery in the secret room does.
It's time to show Hermes the wonders of the automobile.

LEAD HERMES TO THE CAR AT THE BASE OF THE HiLL. HE SITS IN THE
PASSENGER SEAT AS YOU REV THE MOTOR. IN THE CORNER OF THE SCREEN, A
CLOCK STARTS TICKING DOWN.

You NEED TO HURRY TO THE MUSEUM. THERE IS NO SET ROUTE, AND
THERE ARE NO HUMANZ ON THE ROADS TO TROUBLE YOU. YOU ARE RACING

AGAINST TIME.




WALKTHRO

.
UGH

NOTE = " =

The clock starts with only 90 seconds. That's not enough

to make it all the way down to the museum. However, if

you keep moving, time is added to the clock as strange
mechanisms in the lock are activated, delaying the zero hour. J

SARAH CALLS AS SOON AS YOU GET IN THE CAR. SHE NEEDS YOU TO HURRY.
AS YOU DRIVE, SHE STAYS ON SPEAKERPHONE, DESCRIBING THE LOCK AS
IT MOVES.

You don't
need to drive all
the way around
the hill. Cut across

the lawn to
shave travel time,
and then join the
main road. When
you reach the burning semi, cut back across the lawn and drive
between the trees to save time. You can rejoin the road again at
the bridge crossing the water.

Keep cutting
across the lawns,
steering toward
the museum. (Use
the mini-map to
keep your eyes on
the prize.) When
you reach the
great lawn, black spires rip through the ground to block your
path. Dust clouds indicate exactly where the spires are about to
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appear, so steer
around them. You
have a little time, so
be somewhat
cautious. It is far
better to take it a
little slower than rush
ahead only to have your car overturned by one of the spires
popping out of the ground.

Back on the
main road, more
spires push
through the
asphalt. Steer
around the spires
and the wrecked
cars as the road
winds around the
reservoir. The
spires get
progressively
larger, blocking
more and more of
the road. You are

sometimes forced onto the sidewalk or into the dirt. Keep L
moving and be mindful of the abyss on the left. If you fishtail, "'
you might spin out and go over the edge. ' R

Watch for ramps
that appear as the
spires push up whole
stretches of asphalt.
If you miss hitting
the ramps straight
on, you will roll the
vehicle and run out of time.
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The spires

completely cut
off the road to
the museum.
You need to find T " A
another way to reach your goal. When you spot fires coming NQT‘F h"

out of cracks in the earth, you've reached your shortcut. The

ground has been pushed high enough to make a ramp over the If you are out of bullets, look in the locker next to the door.
abyss threatening the entire museum. Straighten out the car

and drive up the ramp at full speed. You jump the abyss and
crash right in front of the museum’s loading docks.

To RAISE THE DOOR, SHOOT THE LOCK AT THE BASE.

Watch out for the fire. If you drive into the fire, your vehicle
bucks like a bronco and you slip off the ramp.

———

On the
other side of the
ramp, race down
the spiral driveway
leading into the
depths of the
museum. Once
you reach the
bottom of the
spiral, jump out of
the vehicle.
Hermes will follow
you. Run through
the loading bay
into the next
room. There is a
huge door marked Room 943 on the far wall of the room.
You're almost there. Sarah is only a few heartbeats away, and
Hermes will reverse the countdown and save the world. =

=

THAT WAS NOT WHAT YOU EXPECTED TO SEE.

[t's Crowley—and he has Sarah at gunpoint. Crowley
demands that you turn over the stone or he will kill Sarah.
Sarah knows that Crowley cannot have the stone under any
circumstance, so she tells you to shoot through her to kill
Crowley. You cannot do that. But you think you can get off a
shot and spare Sarah’s life. 3




Put THE RED DOT ON SARAH’S HEAD. WHEN SHE TILTS HER HEAD,
THE RED DOT APPEARS ON CROWLEY'S skuLL. Now’s YOUR CHANCE.
PULL THE TRIGGER.

The shot
rings out in the
museum. Crowley
crumples to the
ground, lifeless.
But that's not
going to stop the
end of the world.
You need to
escort Hermes
into the machine
room. As soon as
he reaches the
room, he knows
exactly what to do. Stand back and watch him stand in front of
the light, raising his arms to manipulate his shadow over the
symbols on the wall. Whatever he does with his hands works,
because the machinery in the room springs into action. A secret
door in the rear of the chamber opens. Follow Hermes through
the door to meet your destiny.
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Hermes leads you

into an ancient

chamber. A giant

door with nine

locks is on the opposite side of the chamber. An altar rests on
an outcropping in the shadow of the door. As you approach the
altar, Hermes explains that he built this temple with other wise
men under the influence of the stone’s power. They originally

thought it would one day be a gift to humanity. But soon they
discovered what they had really done. They had constructed the
portal for the Light Bringer, Lucifer, to cross into our world. You
must now open the door and make your choice. You cannot
walk away or the countdown will reach zero, and the chance
for paradise will be lost forever.

This is the very end of the game. If you want to keep the final
revelation a surprise until you play it, stop reading right now.

Hermes
points to the altar.
He tells you to
place your stone
on the altar.

When you walk
over and do so,
the altar starts to
close in on itself.
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The two pieces of the stone are joined in the center. Finally
reunited, the power of the full stone starts opening Lucifer’s
door. The nine rings start turning. The Light Bringer is almost
upon you.

As the rings
turn, opening the
door, Sarah tells
you the last shred
she found in
Theo's notes.

When
you take the
stone from the
altar, something
happens to you.
It's as if you are
being pulled from your own body. Lucifer is trying to force his
way into your mortal flesh. Sarah tries to pull you back. She
needs you. She will not let you disappear. But her efforts only
doom her. The essence of Lucifer passes from you to her. She
falls to the ground, clutching her gut. The light of Lucifer is
shining from within her body. Lucifer is trying to take hold. And
now you must make your choice.

Lucifer’s failure
is also his
resurrection.
You're not sure
what that
means. Light
"' ¢ starts filling the rings. Hermes tells you that when light reaches
® * the ninth ring, Lucifer will be reincarnated. Hermes tells you

‘that you must now take the completed stone to face Lucifer.

You can either let Sarah live in hopes of
driving Lucifer out of her after he appears or
shoot her dead to stop the reincarnation.
Depending on the choice you make, you
will see a different ending. What will you
choose? Can you kill Sarah to set her
free? Or is the love you nurtured for her
during this harrowing ordeal too much
to sacrifice?

You HAVE NO cHOICE Now. FOLLOW HIS COMMAND.




You just cannot do it. You cannot kill the woman you love with a bullet. But you have killed her.
Sarah rises from the ground as the light fills the ninth ring of the gate. She draws you near. She
tests your love. And then she shows you: Sarah has become the Light Bringer. Sarah is no more.
She is now the incarnation of Lucifer. And while your memories of being Edward Carnby are now
lost forever, you have an eternity ahead of you to fill with memories of hunting down Lucifer and
bringing his new reign to an end.

.~{
g,

\\.. "Ny

e

You pull the trigger. The bullet rips through Sarah’s body.
She topples off the outcropping, disappearing into the
abyss before the door. Hermes laments your decision.
“The last act of free will was murder!” You may have
saved Sarah’s soul, but you have ruined your own.
Lucifer transfers into your body. You
are the Light Bringer. You are the
destroyer of worlds. You are the
Omega. And, as Hermes vanishes into
the light of the door, you look to the
heavens, relishing the power of Lucifer
in your bones. In your blood. Edward
Carnby is dead. But the world is yours.

)
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THE ROOTS

Scattered throughout Central Park are sinister roots that Lucifer is using to gather strength. All the roots are
connected to a wretched tree in the northern tip of the park that blocks the entrance to the Path of Light. You
must eliminate these roots to free Spectral Power. Spectral Power fuels Spectral Vision, a talent that grants you
the ability to see the unseen. Some of the roots are very small and can be easily destroyed with a small amount of
flame. Larger roots require heavier attacks. The bigger the root, the more Spectral Power it is worth.

To reach the required Spectral Power degrees to see the symbols on the castle walls (third degree) and the magical barrier
surrounding the Path of Light entrance (fourth degree), you must destroy enough roots to pass two point thresholds. To see the
symbols, you need at least 30 Spectral Power points. To see the barrier, you require 50.

Short on fuel-filled bottles? Instead of throwing bottles at : .
roots on the ground, walk up and pour a little flammable Although you need only 50 points to achieve the necessary

liquid from the bottle on the nasty root. Use the lighter to degrees to complete the game, you can raise your Spectral
|_\ set the root ablaze. Power to higher levels, allowing you to see fissures in the

- Humanz long after you open your eyes. It is a useful skill to

have if you go back and replay previous episodes. The fifth
degree comes at 75 points. At 100 points, you can see the
fissures for an extended period of time after you pop open
your peepers.




The following root list details all the Spectral Power points in Central Park
outside those explicitly explained in the walkthrough sections.

mﬂ i Wl et - o I.L-i:..-._,__|I g

This root
is located on an
incline created by
spires pushing out
of the ground.
Several Humanz guard the root, but there are many objects

on the ground nearby you can use to defend yourself, such as
a shovel. Look for flammables, such as fuel bottles, near the
site. To destroy the root, clear up any of the Humanz trying to
attack you. When the coast is clear, throw the explosive (bottle,
spray can) at the heart of the root and blast it out of the air.
The explosion burns away the root, granting you nine Spectral
Power points.

Spectral Points: 9

Required Items: Thrown explosive
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Spectral Points: 4

Required Items: Plastic bottle, wick, double-sided taped

This root is
buried deep in
the basement
of the small
building on the
shores of the
reservoir. At

least three Humanz spring to attack when you first approach
the structure, requiring you to fight them off before you can
even turn your attention to battering down the door. Pick up
one of the nearby tools, like a shovel or an axe, to beat the
Humanz into submission. After burning them away, you can
concentrate on getting at the buried root.

Use one of
the tools to break
through the front
door of the
building. Once
inside, climb
down the ladder
in the center of
the room. It takes
you down to a
landing with
another ladder.
There is a box
with glowsticks
near the ladder. Fill up on these because the level beneath you
is covered with that hungry black ooze. Drop a glowstick down
the hole to push away the ooze and clear a spot at the bottom
of the ladder.

No NEED FOR FANCY
THROWS. JUST TOSS
THE GLOWSTICK
DOWN THE HOLE.

ONCE YOU'RE
DOWN ON THE
FLOOR, KEEP
PUSHING BACK
THE OOZE WITH
GLOWSTICKS. YOUR
FLASHLIGHT IS NOT
STRONG ENOUGH
TO FEND OFF THIS
MUCH OOZE.

Inside the
pumping station,
you see that the
root is protected
by a steel fence. You cannot throw a bottle right at it. You have
to use the machinery in the room to work out this puzzle. First,
start a ceiling-based conveyor belt with the big red button on
the nearby terminal. This is the key. Turn it off when one of the
pipes carried by the belt is directly in front of you. Next, turn to
the nearby table and locker. Pick up a fuel-filled plastic bottle,
double-sided tape, something to use for a wick, and a glowstick
(for getting back out through the ooze).

EXFLOSIVE PLASTIL'S

Vo L4 et ca @)

CREATE A BOMB WITH A PLASTIC BOTTLE, WICK, AND DOUBLE-SIDED TAPE.




Throw the
bomb at the
stationary pipe.
Then, hit the
red button to
move the belt.
The moving
pipe swings
your bomb back
behind the fence.
If your timing
is good, the
bomb explodes,
incinerating the root. Now, collect extra materials (don‘t forget
the glowsticks!) and push your way back to the ladder to leave
the building with your Spectral Power points.

Spectral Points: 4

Required Items: Thrown explosive

This root has
sprung up in
the center of

a basketball
court. Several
Humanz want
to play a

game when you arrive, so watch out. Push back the attacking
Humanz with fire bullets, then concentrate on the giant root.
Throw a bottle at the tip of the root and shoot it out of the sky.
The explosion causes the roots to burn away, rewarding you
with four points.
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Spectral Points: 6

Required Items: Anything flammable

There are three
roots inside this
narrow building.
To enter the
building, you need
to pound open

. ¢
the door. Pick up g
the nearby A
sledgehammer A
and crash through N

the door. Once
inside, keep the
sledgehammer handy. Some vicious Humanz will be there to
greet you. Beat them back with the sledgehammer, and burn

them out with a makeshift flamethrower. In close quarters, their
movement is limited, making it easier for you to corner them
with a flamethrower.




ALONE!DARK

Prima OFFiciaL GAME GuiDE

This enormous root is far off the ground, planted on a giant
ledge of asphalt separated from the main road. You can reach it
by foot. You must throw something at it. However, you cannot
throw far enough to hit the root, so you have to use something
with a large blast radius. So, tape a box of bullets to a glass

or plastic bottle full of fuel and throw it at the root. When it is
as close to the root as your throwing arc shows, shoot it. The
explosion will reach the root and burn it away.

There’s another way to burn this root, but it's a touch
tricky: nick a car and drive toward the root from the left. There's
a ramp on the right of the road. Hit the gas and rocket up the
ramp. The car lands on the seesaw rock mechanism, catapulting
the burning car (the one that’s in front of the root) right into it.

RD[]Tﬁ = A e A L

o Once the Humanz are dead, start burning down the three
. roots inside. Each is worth two points. There is one growing

out of the wall. Another is in the brick-walled room at the
back of the building. The third is in a small holding cell. Once
the three roots are gone, you can check out via the door you
came through.

Spectral Points: 5

Required Items: Plastic bottle of fuel, double-sided tape, bullets

This root is
perched at the
top of a ledge
high above
the street.

You cannot throw
a bottle high
enough to reach
» theroot, and the
® cable dangling
from the root is too high off the ground for you to grab.
However, there are Ratz crawling up and down the cable, and
that's the delivery system for your homemade bomb. If you lack

Spectral Points: 5

Required Items: Plastic or glass bottle of fuel, double-sided
tape, bullets o

‘t‘
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the needed materials, you can find them all in the trash can to

the left of the root site.

L 2
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Create the
bomb and throw
it at one of the
Ratz climbing up
the cable. The
tape sticks to the
Ratz. The Ratz
carries it to the top of the cable. Once it's up there, shoot the
bomb. The blast radius is big enough to reach the root and
incinerate it.

Spectral Points: 4

Required Items: Thrown explosive

This root is
growing out of a
statue near the
entrance to the
park. The root is
guarded by several

Vampirz that
flutter down and
harass you while
you are trying to
burn away the
root. You can use
a makeshift flamethrower to burn away the Vampirz when they
swoop low. If you need flammables, check the guard station
near the statue for wicks and bottles. Once you have a bottle of
fuel ready to go, approach the statue and throw it. Shoot the
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bottle and blast the root. Now, get out of there before those
Vampirz nibble you to death.

.

Spectral Points: 4

Required Items: Anything flammable

This root is
also guarded
by Humanz.

Mercifully, there’s
a sledgehammer
nearby that

you can use to
pulverize these
creeps and get them out of your way. Make sure you burn away
the bodies before turning to the root, or you risk them sneaking
up on you while your back is turned. These brutes are big, so

a sucker punch can do real damage. After the Humanz are
toasted, zero in on the root in the center of
the timbers. Throw a bottle from a safe
distance and pop it to bank four
more points.
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hit with a bottle. Stand on the edge of the street, looking out at
the root on the asphalt island poking out of the abyss. The root
is a giant target.
As long as the
bottle hits the
base of the root,
you can burn it
away. Throw the
bottle. At the
bottom of the arc,
shoot it to burn
the root. If you have the makings of a Molotov cocktail, you can
just light the wick and hurl it at the base for the same effect.

Spectral Points: 4 mmﬁﬂ
il Al e _1r~--ur..-.“| ¥
- l

Required Items: Anything flammable

The root is at the top of the steps next to a collection of chess-
¢ and-checkers tables. This is an easy root to bag because the

only resistance comes from a few pesky Ratz. Ascend the steps,
burn the root, and move on to the next prize.

[m@-“-' . e i

Spectral Points: 2

Required Items: Anything flammable

This is an easy target to bag. The root is growing near the mall
area of the park, off the beaten path in the middle of the trees.
There is nothing around to guard it, so get in there, burn it with
whatever you have, and pocket the points.

Spectral Points: 9

Required Items: Thrown explosive

This is another
root that is
impossible to
reach by foot.
Fortunately, it is
close enough to




Spectral Points: 4

Required Items: Thrown explosive, bullets

This root is fun to
get. Itison an
island of lawn
pushed into the
sky by a giant
spire. You cannot
reach the island
via foot, but you
can by car. There is a giant ramp of dirt that points right up to
the island. Steal a nearby car (loot the glove box for items), and
then pound the
gas pedal. Drive
straight up the
ramp and jump
the gap to land
right in front of
the root. If you
have a bottle you
can throw at the root, then stand back and make those
fireworks.

You also
can put on a real
show by parking
the car directly
under the root.
Step all the way
back on the
far side of the
island and take aim at the gas tank. One bullet pops the car.
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The resulting fireball consumes the root, burning it away. Use
the nearby rope to rappel safely to the ground.

Spectral Points: 4

Required Items: Thrown explosive

The root growing
out of the stage is
~ a big target, but
S0 is its guardian.

There is a brute
standing vigil out
front, almost as a
challenge to you.
Flank the beast
with a flamethrower at the ready, and burn it down before it
can react. Otherwise, the monster will let loose with a barrage
of claw attacks that cut you down by inches. Once the monster
is done for, throw a bottle on the root on the stage and pop it
with a bullet to burn up the root and bank the points.

You ALSO CAN USE THE POPPED CAR TRICK, WHICH ALWAYS PUTS ON A
GOOD SHOw.
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Spectral Points: 4 Spectral Points: 2
Required Items: Thrown explosive Required Items: Anything flammable

There is a giant There is a small root on a hillside that is unguarded. It is easy

to pick off. Run in and burn it up, and then clear out the other
easy roots in this area of the park.

. root growing out
_ o , of the drained
-Conservatory
Water near
the Alice in

Wonderland

sculptures favored The roots in this small area are easily burned with just a
little fuel. Pour out just a touch of the fuel on the root and

light it. The root is immediately consumed with flames and
watch over the root, but it will not spring into action unless you you're out very little fuel.

‘,"‘ get really close. You can take out the root from a safe distance
' by hurling a Molotov cocktail or shooting a bottle out of the
air as it touches the root. Now, you can either challenge the
monster or high-tail it out of there before it engages you.

R by kids in better days. Another claw-throwing brute stands

Running out of
fuel-filled bottles
and other items?
Check the benches
next to the Water
Conservatory on the
east side of the park.

Spectral Points: 2

Required Items: Anything flammable

There is a small, unguarded root next to the wreckage of a
( . footbridge. It's worth only two points, but it is an easy target.
. N\




Although the root is not patrolled by Humanz, don't completely

let your guard down. There’s a handful of Humanz walking
the area.

Spectral Points: 2

Required Items: Anything flammable

Another small root lies out in the open. Zip in and burn it down
with a flamethrower, or toss a bottle bomb at it.

Running out of items? Check the grounds around the castle
to pick up more glass bottles full of fuel.

Spectral Points: 2

Required Items: Anything flammable
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There is a small root tucked in the ferns growing around a
pleasant waterfall. With no Humanz in range, you can rush in
and bring it down, then get out without anybody the wiser.

Spectral Points: 2

Required Items: Anything flammable

This smaller root is
hidden between
two bridge
support columns
and guarded by a
small pack of
Humanz. Do not
go for the root
while the Humanz

are afoot. Make
sure you pick up
an axe or a shovel
and splatter those
monsters to the . .
pavement before going to the root. Once the Humanz are -
down and out, zero in on the root and blast it with a '
flamethrower or a bottle.
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Loot the vendor

cart near the

water's edge here

to replenish spent
materials. The cart

has plastic bottles

and double-sided tape.

Spectral Points: 2

Required Items: Anything flammable

This small root is nestled under the shade of a moon-soaked
tree. Without any Humanz in the vicinity, it's an easy pick to
pocket two Spectral Power points and work on achieving a
.higher degree of Spectral Vision.
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Spectral Points: 2

Required Items: Anything flammable

This small root
in the center
of the park is
hotly contested
by a trio of
aggressive
Humanz
determined to
thump you before you earn any more Spectral Power. Smash
away the Humanz with branches or pipes. Once they’re on
Required Items: Anything flammable the ground, eliminate them completely with fire bullets or a

blowtorch. As soon as the scene is clear, burn away the root.

Spectral Points: 2

This root has
taken hold at
Cleopatra’s
Needle,

an ancient
Egyptian obelisk
given to the city

There are several empty cars around this site, so check those
glove boxes for batteries, tape, and medical spray.

in 1879. There is no resistance at the site, so zero in on the root
and burn it away to bank two more Spectral Power points.




Spectral Points: 3

' Required Items: Thrown explosive

There is a giant root twisting through the playground on the
western side of the park. The root is protected by a swarm of
Vampirz, so be ready with a makeshift flamethrower to keep
the monsters at bay while you get close enough to toss a bottle
at the target. A Molotov cocktail will do the trick quite nicely.
When the root starts to burn away, put some distance between

| you and the playground to avoid Vampirz attacks. Those little
creeps are nasty and will follow you, so you may need to use a
car to make a safe getaway.

Spectral Points: 3

Required Items: Anything flammable

Drive up the eastern road that flanks the reservoir to spot this
small root. It's nestled in the brush on the left side of the road,
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but you cannot miss it when you get close enough and your
vision really curls. Blast the root with anything flammable, and
then get back to your car to hunt another evil vegetable. o
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Spectral Points: 6

Required Items: Thrown explosive

A walking path
crosses the heart
of the reservoir.
Enter the path
behind the
building that

‘e
- d §
housed Root 2. As

you run across the

path, you will

encounter at least

three Humanz.

However, thanks

to the clear night

sky, you can see

quite far down

the path. There are no surprises, so get a flamethrower ready
and roast each of the Humanz you meet. Once you reach the
center of the path, look out to the right. The root is growing
out of the water.

THROW A BOTTLE AT
THE ROOT AND SHOOT
IT OUT OF THE AIR TO

TOAST THE TARGET.
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Spectral Points: 2 Spectral Points: 4

Required Items: Anything flammable Required Items: Thrown explosive

This small, unprotected root is north of the reservoir, right on .
. ] ' i This large root
the lip of the abyss. It's tough to spot at first because it is
] erupts from the
tucked behind a
. center of the
wall. Walk out to i
park’s outdoor
the edge of the :
amphitheater.

y abys.s and slink Just drive up to
' behind the wall i
o the outer rim of

to discover the '
: the theater, get out of the car, and put together a batch of fire
root. Burn it ' . A
bullets—there is a small horde of Humanz guarding this thing.
A down to collect ,
¥ 417 There are branches and other objects on the ground you can
' our Spectra ; ; .
)F/’ P e use to fight back against the Humanz if they get too close.
ower points. |
B After clearing some room, turn to the root and launch a bottle.
Blast the bottle out of the air to sizzle the root and
bank some more Spectral Power points.




XBDX 360 ACHIEVEMENTS

Are you playing Alone in the Dark on an Xbox 3607 If so, you know all about Achievements. There are 1,000 points to add to your
Gamerscore by finishing the game and completing certain requirements (such as assembling weapons with found items and hot-
wiring cars). This section features a full breakdown of the Achievements in Alone in the Dark, accompanied by descriptions and point
values for each.

L o
e @,
NAME DESCRIPTION POINTS
BLACKOUT FINISH EPISODE 1 WITHOUT SKIPPING ANY SEQUENCE N 3 - 30
QUESTIONS FINISH EPISODE 2 WITHOUT SKIPPING ANY SEQUENCE Y . 30
PAINFUL ANSWERS FINISH EPISODE 3 WITHOUT SKIPPING ANY SEQUENCE 30
FIGHT BACK AND LOSS FINISH EPISODE 4 WITHOUT SKIPPING ANY SEQUENCE 5 A L} 30
NOT ALONE ANYMORE FINISH EPISODE 5 WITHOUT SKIPPING ANY SEQUENCE S 30
.
THE TRUTH FINISH EPISODE 6 WITHOUT SKIPPING ANY SEQUENCE ’ 5 30
THE PATH OF LIGHT FINISH EPISODE 7 WITHOUT SKIPPING ANY SEQUENCE 4 y . ; 30
THE LIGHT BRINGER FINISH EPISODE 8 WITHOUT SKIPPING ANY SEQUENCE ' 30
A DAY IN CENTRAL PARK COMPLETE THE GAME o Sl 150
COUNTDOWN TO DEATH STOP YOUR BLEEDING WOUND ’ ) A 4 : 10
PURIFICATION BY FIRE DESTROY A VAMPIRZ NEST i s : e 10
MEET AGAIN MEET THEO IN ROOM 943 IN THE MUSEUM 4 i f 10 A
MASSAGE SAVE SARAH FROM A COCOON 4 oFi 10 ' ¢
STUNTMAN JUMP ACROSS THE GAP IN FRONT OF THE MUSEUM USING THE TOWTRUCK i g f 10 K s
HIDDEN CAVE DISCOVER WHAT'S UNDER THE BLOCKHOUSE IN EPISODE 8 P "' 10
THE PATH OF LIGHT DON'T KILL SARAH ' 15 i §
THE PATH OF DARKNESS KILL SARAH . 15
BURNING ROOT BURN A ROOT OF EVIL N 10 ’
FLAMING ROOTS BURN HALF OF THE ROOTS OF EVIL 25
BLAZING ROOTS BURN ALL ROOTS OF EVIL 50
BASIC COMBINATION A BOTTLE WITH TAPE 5
THE SMART FIGHTER KILL A MONSTER WITH SPRAY + LIGHTER COMBINATION 5
THE COCKTAIL MOLOTOV COMBINE A BOTTLE WITH FLAMMABLE CONTENT WITH HANDKERCHIEF 5
THE AIR BOMB SHOOT A BOTTLE FILLED WITH FLAMMABLE CONTENT OUT OF THE AIR 5
THE STICKY BOMB COMBINE A BOTTLE FILLED WITH FLAMMABLE CONTENT WITH TAPE AND USE IT AGAINST AN ENEMY.. 5
FIRE BULLETS MAKE FIRE BULLET BY COMBINING FUEL WITH YOUR PISTOL 5
THE GLOWSTICK BOMB TAPE A GLOWSTICK TO A FUEL-FILLED BOTTLE 5
USELESS! COMBINE AN EMPTY TAPED BOTTLE, A WICK, AND AN EMERGENCY FLARE 10
HANDYMAN CARNBY MAKE ALL POSSIBLE COMBINATIONS IN THE INVENTORY 30
THE SHARP SHOOTER FINISH A MONSTER BY SHOOTING ITS FISSURES WITH FIRE BULLETS 20
DEMOLITION EXPERT BUILD THE MOST DESTRUCTIVE WEAPON 20
FISSURE BURN ONE OF THE SNAKING FISSURES 20
NUKE KILL 3 HUMANZ WITH A SINGLE ATTACK 25
THE BIGGEST OF ALL DEFEAT THE MONSTER AT THE END OF THE FIFTH EPISODE 25
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DESCRIPTION POINTS

COCOON BURN A MONSTER COCOON 20
GOAL! GIVE 10 KICKS TO RATZ “ 20
TOASTED EGGS BURN A RATZ NEST S O ) 20
VAMPIRZ BURN A VAMPIRZ : .‘ 20
ERADICATION KILL 100 HUMANZ N 50
UNLIMITED OFFER CALL ALL CONTACTS IN YOUR PHONE'S ADDRESS BOOK 10
WIRED HOTWIRE A CAR 10
CAR THIEVERY BREAK INTO A LOCKED CAR BY SHATTERING THE WINDOW 10
FREE GASOLINE PIERCE A CAR GAS TANK WITH A KNIFE OR SCREWDRIVER AND FILL A BOTTLE WITH FUEL 10
NEVER LEAVE A KEY HERE FIND CAR KEYS IN THE SUNVISOR 10
THE 10 MILES RACE DRIVE AT LEAST 10 MILES IN A VEHICLE 20
BLOODY MARY HEAL 5 BLEEDING WOUNDS 10
COCKPIT ADDICT COMPLETE THE 59TH STREET RUN WITH EPISODE 2 IN COCKPIT VIEW 20
THE BLIND MAN FINISH THE “WAKE UP” SEQUENCE IN THE BEGINNING OF THE GAME WITHOUT CLOSING YOUR EYES 10
FISHERMAN'S FOE SHOOT A GOLDFISH IN THE POOL THAT'S BELOW THE LADDER THAT LEADS TO THE SEWERS 10

A0 110NALY 1 TEM]CoMBos FORLHANDIMANICARNBYTACHIEVEMENTE
COMBO NEEDED ITEMS
EXPLOSIVE GLASS BOTTLE GLASS BOTTLE + FLAMABLE LIQUID
EXPLOSIVE PLASTIC BOTTLE PLASTIC BOTTLE + FLAMABLE LIQUID
EXTRA PACK BOMB TAPED FUEL-FILLED BOTTLE + AMMO BOX
EXTRA PACK BOMB TAPED SPRAY (ANY KIND) + AMMO BOX
FLARE BOTTLE TAPED BOTTLE (PLASTIC OR GLASS) + EMERGENCY FLARE
FLARE MOLOTOV COCKTAIL FUEL-FILLED BOTTLE (PLASTIC OR GLASS) + HANDKERCHIEF + EMERGENCY FLARE
FLARE SPRAY TAPED SPRAY (ANY KIND) + EMERGENCY FLARE
GLASS MOLOTOV COCKTAIL GLASS FUEL-FILLED BOTTLE + HANDKERCHIEF
GLASS WATER BOTTLE GLASS BOTTLE + WATER o,
GLOWING BOTTLE TAPED BOTTLE (PLASTIC OR GLASS) + GLOWSTICK ’ y
GLOWING MOLOTOV COCKTAIL FUEL-FILLED BOTTLE + HANDKERCHIEF + GLOWSTICK l i
GLOWING SPRAY TAPED SPRAY (ANY KIND) + GLOWSTICK e g
PLASTIC MOLOTOV COCKTAIL PLASTIC FUEL-FILLED BOTTLE + HANDKERCHIEF 4 3 ?
PLASTIC WATER BOTTLE PLASTIC BOTTLE + WATER
TAPED ANTI-RUST SPRAY ANTI-RUST SPRAY + TAPE . ’
TAPED BLOOD PACK BLOOD PACK + TAPE " °
TAPED EMERGENCY FLARE EMERGENCY FLARE + TAPE 7 L3
TAPED GLASS BOTTLE GLASS BOTTLE + TAPE ‘ (Y
TAPED GLOWSTICK GLOWSTICK + TAPE g ! ol .
TAPED MEDICAL SPRAY MEDICAL SPRAY + TAPE
TAPED MOSQUITO SPRAY MOSQUITO SPRAY + TAPE
TAPED PLASTIC BOTTLE PLASTIC BOTTLE + TAPE




Most of Alone in the Dark is set in Central Park, a massive swath of green smack in the middle of Manhattan that
serves as a major tourist destination and a backyard of sorts for New Yorkers. The setting is perfect for this nightmarish ' e
adventure because the park itself has just as much personality as the characters in the game, such as Sarah and Edward.

The park has a colorful history, from its founding as a quiet place for New Yorkers to escape the growing bustle of the city

in the mid-1800s to its general decay because of the misplaced priorities of the Tammany Hall political machine early in
the new century. However, Central Park bounced back under solid leadership. Famed New York mayor Fiorello LaGuardia ‘

made it a goal of his administration to revitalize the park. During LaGuardia’s tenure, the Great Lawn was created by filling

in one of the park’s reservoirs. After another period of disarray in the 1970s, during which the park again fell into ruin and

gained an unsavory reputation after sundown, Mayor Ed Koch approved plans to restore the park to its former glory. The €
1980s were good to Central Park, and its beauty has not flagged since.

The Central Park in Alone in the Dark is a startling recreation of the actual park. New Yorkers or tourists familiar
with Central Park will undoubtedly spot many recognizable landmarks while touring the grounds. (Of course, the A
sightseeing might be cut short from time to time by a gang of aggressive Humanz hiding out in the trees.) Not all
landmarks made it into the game—some of Central Park has been swallowed by an abyss, after all—but enough for .
players to really get a feel for the park’s enormity and the great pride that the city takes in its stunning appearance. This
section covers a few of the park’s landmarks as they appear in the game, compared to their real-life appearances. The
attention to detail is excellent. While nothing quite beats an actual trip to the park—an afternoon stroll on The Mall, a
picnic next to the lake in the shadow of Belvedere Castle, and the joy of watching kids climb over the Alice in Wonderland
sculpture near the Conservatory Water—the Central Park seen in this game does a sterling job of recreating its glory.

M G T ) . ..

An obelisk from ancient Egypt, nicknamed Cleopatra’s Needle, is one of
Central Park’s most famous attractions. Given to New York City by Egypt in
1879 (but not erected until 1881), the obelisk is actually one of three needles
gifted to three of the world’s major metropolises. The other two cities are
London and Paris. The obelisk is made of red granite, weighs 244 tons, and
stands approximately 68 feet tall. The needle, which was created in 1450
B.C., still bears many of the hieroglyphics that were added by Ramses Il 200
years after its construction. Four plaques at the base of the obelisk provide
translations of the glyphs.
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Built in 1869, Belvedere Castle overlooks Turtle Pond and the Great
Lawn. The castle sits atop Vista Rock, which is the second highest
point in Central Park, and from its tower visitors are treated to an
exquisite view of the surrounding park. The castle was originally
designed as a folly—a fantasy building—but it later took on
practical purposes, serving as a weather station for the United
States Weather Bureau and as a small museum. The castle was
unfortunately one of the park’s features that fell into disrepair,
but an extensive refurbishment allowed it to be reopened to

the public in 1983. It is now a favored attraction of park-goers
for its views and the museum, and it's also a favorite of bird
watchers who delight in seeing some of Central Park’s natural
occupants, including hawks and osprey. =
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The Mall was part of Central Park’s original design in 1857,

intended as a promenade for carriage rides and leisurely strolls.
= The Mall is an open-air avenue flanked by a variety of trees,
such as American elms, and statues
of literary figures and other heroes.
The Mall is one of the park’s
popular features, as the benches
that line the main walk are often
filled with couples, resting joggers,
and people just enjoying the
outdoor paradise tucked inside one
of the world’s busiest cities.
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The Conservatory Water rests on the east side of the park, providing
an excellent spot to enjoy a good book or watch people play with
model boats. The Conservatory Water sits in the shade of the
Fifth Avenue high-rises, flanked by numerous statues that draw
the attention of young and old. To the west
of the waters is a playful statue of Hans
Christian Andersen. To the north is an

Alice in Wonderland sculpture that
celebrates several characters from

the book, including the Mad Hatter.






