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The experience of Resident Evil 2, like most of the best platform and computer
games, Is a healthy hybrid of many different gaming genres. It's neither a hard-
core shooter, nor Is it purely a puzzie game.
The controls are simple enough when it
comes to interacting with the world around
you, and the game itself won't let you make
foolish mistakes—you can't use up some-
thing valuable if you really don't need to, or
stray too far from the path without it nudging
you (albeit perhaps a little harshly) back in the right direction.
This book wasn't designed to lead you
along by the nose, though it can impart that
level of detall If you're the kind of person who likes to follow a walkthrough reii-
glously. We think giving too much detail takes a little something out of the
experience, especially in a game that is, essentially, one big haunted house. if
half the fun Is getting there quickly, the other half is just as certainly getting bit-
ten or clawed when you least expect it. You'll heal. Or, at worst, you can reload.

Getting the most out of this book and still get-
ting the most out of the game s a balancing
act. and you shouid feel free to wander
around a little bit. When you reach a
point where it seems there's nowhere

to tumn, you can turn these pages and the answer you need will be

there. g
Though the core of the game remains unchanged whichever m
character you choose, you'll find that Resident Evil 2 Is well worth F
playing from both of the protagonists’ parspectives. The weapons, ‘
for one, are almost completely different, and the '
“S5 largest puzzie of the adventure—unlocking access to
the sewers below the Police Station—is also unique
"\ for each character.
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f The Storylivegy,

For the benefit of the three or four peopie who
" didn't experience the ghoulish mayhem of the
first Resident Evil. it makes sense to fill in a
) A short while ago, at least In game time,
Raccoon City was ravaged by a bizarre plague
of Zombies. It seems the infamous Umbrelia
. Incorporated had devised a new kind of biological warfare—the T-virus, to be
| exact—which was let loose on the general
| population, causing horrible mutations and
quite a bit of chaos.
Thanks 1o the efforts of the Raccoon City Police Department’s S.TA.R.S.
investigative team—Iied by the heroic duo of Chris Redfield and Jill Valentine—
y the T-virus menace was ultimately abolished.

But since when was one horrific muta- .
genic virus ever enough? Umbrella, not con- ¢ '
tent o let dead Zombies lie, concocted anew | g ‘
superweapon—the G-virus—and It has picked
up right where the last catastrophe left off.

} Once more, Raccoon City has been con-
sumed—or very nearly so—by ghoulish
leglons of undead.

Enter our heroes, Leon and Claire. Leon
is a Raccoon City police officer, and his arrival
for duty on the force just happens to coincide
with the full-scale assault on Raccoon City by
the latest product of Umbrella’s a
hideous vision.

Claire is the sister of Chris
Redfield, who, along with the 4
rest of the S.TA.R.S. unit, §
has been missing for sev-
eral days. She also shows

up In the city just in time to stumble into the maelstrom of
merciless evil that Umbrella has unleashed.

As either Leon or Claire, you must penetrate the
Umbreila Laboratory, and save the city from its latest night-
mare. And hey—who are we kidding? There's got to be more at
stake here than just one metropolis. Zombiles, as most people
are quick to recognize, are never satisfied with just a fittle real
estate. They have designs on the world as we know It

The horror has begun anew. Who's to say where it
could end?

up.

Yy
-

&
\1! few gaps story-wise right up front.
i
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Basic Coutrols

$ Moves your character forward
Moves your characler backward

« Turns your character counter clockwise Lear fo Jidke
=» Turns your character clockwise

X Action/Examine/Fire button

B Cancels a command; run button

@ Calls up the Inventory Screen

A Not used

R1 Draws Weapon
L1, L2, and R2 not used
Start Pauses the game; brings up the Status Screen /

The World of Resident Evil &~

Interacting with the Resident Evil 2 environment can be a little tricky until you start to get a feel for the game. if
you've never had the pleasure of piaying the first game, that confusion is compounded.

In a nutsheil: f you have some good reason to want to manipulate an element of the game, the game will jet
you know.

Mosipuloting Objects i Gemerel
If you want to pick something up, stand near It and use the Action button. If the object can be
placed in your inventory, the game will ask if that's what you had in mind. If there’s some

clue you can obtain by examining an object, that, too will be imparted upon your character’s
close Inspection via the Action button,

Moving Objects s Parbicder
Some objects in the game—primarily certain statues
and boxes—can be pushed by Leon or Claire.

4 Position the character so that he or she walks into
the object in the direction you'd like to push it,
and if the object can be pushed, it'll move.

Leaning to “juke” enemles is a key to staying allve when
you are low on ammo. To “juke”, stand to one side of a

given enemy to lure it toward you, then immediately
break for the opposite direction lo pass the enemy.

l"x (X

e =



Wsing Weapons
| When battiing the spawn of the G-virus, just point and shoot, and that process s even less complicated f you
activate the auto-aim feature. Equip your weapon of choice and fire away. Even with auto-alm in effect, however, |

you need to be mindtul of an enemy’s relative height: is it crawling along the ground, or perhaps sticking 1o the |
ceiling? If so, you'll want to angle your attacks downward or upward to score the hil.

|
A Word o Reloading !
In addition to the weapons you'll carry in your inventory, you'll likely have ammo of different types (o refill each |
gun. If you fire a gun until it's empty, then continue to press the Fire button on the controller, you'll eventually
fish around for some more ammo and reload. Meanwhile, someone (or something) Is usually gnawing away at one
of your appendages. Opt for the manual reload, That is, after you've fired a few shols, assess the situation. If
there's no immediate threat—a monster right next to you about to attach itselt—call up the inventory, and use the
Combine function to add ammo to your weapon. That way, you'll avoid clicking on an empty chamber while the
enemy gains ground.

Hcaling Yourself

i Of course, even the best adventurers get bR every now and then, and when that happens you'll want to put a little
something on that owie. Resident Evil 2 has a short and sweet list of healing options.

Fest Aid Sproy

The small white canisters are the biggest healing agent in the game. One can will heal you
compietely. We tend 1o keep these in the slorage Chesls unless we know for a fact that 2
big battle lies ahead. Most of the time, you'll be taking damage in relatively smail incre-
mants, and using First Aid Spray is @ waste unless your health meter is registering in the
Danger zone.

Green Herbs
A single Green Herb heals incrementally, which is just the thing when your health meter is
advising Caution. There's plenty of Green Herbs found in and around the Police Station. Try
to aiways carry one or two with you, and count on finding others close to most monster
eéncounter areas.

Blue Herbs

Blue Herbs are used to cure the Poison condition. The giant Spiders that crawl through the
sewers below the Police Station are notorious poison spitters, and you'll begin to find Blue
Herbs as you edge closer to the underground. Occasionally, you'll find them growing in small
planters: you can use them, but you can't collect them into your inventory.
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By combining

the Red and

Green Herbs in

your inventory, you can create a
Mixed Herb with added healing
properties. When you begin to
find the Red Herbs, you'll hope-
fully have a few extra Green
Herbs floating around in your
storage Chest. Combine the two
types, and you can carry the
one Mixed Herb with confi-
dence, knowing that it's almost
as good as having a can of First
Aid Spray at your disposal.

Generel Hinds

Sewing He Gome

You can choose {0 save your progress at any of the old Typewriters
scattered throughout the game, as long as you have an Ink Ribbon to
type with. Ink Ribbons are plentiful, but not excessively so. Make sure
that you don't save the game in precarious health, or afier every minor
accomplishment, and all's well.

Sorage Chests

Any ltem you place in a large Chest is available to you at any such Chest

N

throughout the game. In mos! cases, there
are Chests readily accessible when you need
one, but sometimes, especlally in Claire’s
case (as she has no Lighter in her inventory
automatically) it's prudent to check the walk-
through for tips on what you might need in
the area ahead.

Your supply of ammo Is limited, so use It wisely, If you run out of bullets, Equip the Combat Knife!

If you take damage and your character starts to limp or walk funny, check your Condition, If your heaith Is
low, administer some First Aid Spray. This completely restores you to full health,

Don't parade around with a full inventory. Always unioad unneeded items into an ltem Box so you can collect

new items.

If an enemy grabs you. rapidly press the Action bution to shake him off.
When you find a new item, always use the Check feature 1o examine it for hidden properties.

A cud B Advesdures

Resident Evil 2 Is a very unique game because you must play it through twice to see 100 percent of the game. Basically
it works like this: There are two adventures to play—Adventures A and B. These two adventures are actually two sides
of the same story—one from each character's perspective. When you first play the game, you pick a character, pither
Leon or Claire. The first character you pick plays Adventure A. Once you complete Adventure A, you begin the
Adventure B with the other character. If you play through Adventure A with Claire, you will start Adventure B with the
given save file using Leon, The differences between the two adventures are fairly substantial, In Adventure 8, you
begin the game on the opposite side of the flaming rig wreck and must take a completely different path to the Police
Station. Once Inside, you may be in the same terrain as in Adventure A, but you'll venture into new areas and face new
enemies. You Il aiso uncaver new facts about the story line that will clear up some things, as well as pose new ques-
tions, On top of that, you will face the true last boss by completing both adventures and see the complete ending.




As we noted previously, the charsctens in Aesident Evd 2 have particu'ar abiiities and objectives within the
game that vary the gameplay. 's arguable whether one character has &n 2as=r path 10 victofry than the other,

out, It such is the case, we'd have 10 say that it's Leon who gets the short end of the stick

For starters, Leon's Handgun doesnt seem quite as powerful as Claire's. In practical lerms, that means
that you have 10 be more adept at running around the bigges! knots of undead—especially early in the game,
when ammo iy scarce

As the game progresses however, you'll find that Leon’s arsanal s an impressive One—perhags more 50
than Claire s—with weapon upgrades as well as new loys throughout that heip him hammer his way through
the meat of the action

Leon's biggest puzzie—and his adventure’s biggest ditference from that of Claire's—is finding four special
Plugs made in the shape of chess pleces. These Plugs provide sccess to the Umbreila Lab when all four are
placed in a special locking mechanism in the sewers bensath the Raccoon City Police Siation.

Whichever character you choose, both begin after the semi |

smashes Leon s patrol car, effectively separating Leon and Claire in [ T— in the case of

the city near the police station. Be ready 10 move as the game gets N o e L8ON, who

under way, or you quickly become snack food for the local Zombie E‘i ﬁﬁ" receives
LA upgrades lo

populace

T his weapons,

| be caretul not to combine the perti- ||
nent weapon parts until the -
Weapon you're going to
upgrade s almost out of
ammo Adding weapon
parts to an existing weapon will fill
the new weapon 10 capacity. 80
you might as weil expend
most of the ammao in
any gun belore
adding on the new
pieces.

oy LITH

W




_mmhmHMEhnﬁﬂm
needn 1 fight ail the undead seeking to chew you into obliv-
fon. Iif you can run past a foe, do so.

street 1o Loon's left. it

you can make it 1o the

Gun Shop while only p—

getting chewed once ;

of perhaps twice. -

you're in prefty good .

shape. The entrance

1o the Gun Shop is on Leon’s right, where the street is
blocked off,

more gun ammo. When you come out from behind that
counter area, a herd of hungry undead come crashing
through the shop window, and lunch on the shocked
slorekeeper

I} The Shotgun is Leon's first weapon

- S upgrade, but don't even think about
) J 1 using it for a while. There's no good

/ reason 1o be slaying Zombies in the
street, and it'Nl be a while before you

begin to coliect any Shotgun Shells. if you use up your
Shotgun ammo now. the firs! Licker you meet—Later on
n the Police Station—wnill treat you iike the beg sucker

you are

' Resinernr Py 2e P

2. As you enter sach
- hew screen. stop for 8
second and evaluate
the situation. M a
Zombie is so close to
you that it seems
unlikety you Il make it
past without getting
grabbed. stop and
squeeze off three or four shots. Once the offending flend
has folded, sprint on past.

the advancing hoard. but not so close that they can grab
you easily while you plug away. Take a few steps back If
they start 1o crowd you. and keep firing until the last
Zombie bleeds out

When all's quiel, go over and check on the store
owner. He's stopped breathing, so he's probably not going
10 need his Shotgun anymore.

t SE U ad
P lel”.-'..-_[ ‘___:‘.I,_: .‘.,f |’..| ny .




Bock mdo the Streets

7. A door in the back of the Gun Shop exits o the alleyway out back, where you'll be greeted by the hungry
moans of more undead. As you advance, however, you'll find that the Zombies are confined behind a wire-
mesh fence. Hurry past them, and continue 10 the end of the alleyway as the mutants break through the fence
and give chase. Search the open van at the end of the alley for another ioad of Bullets, and return in the direc-
tion of the oncoming Zombies.

As before, the idea isn't that you need lo kill them ali, but simply slow them down enough for you 1o run
past. Fire quickty: there'll be two or threa In the narrow alley, and if you can drop them all in quick order you
should be able to sprint past before the first one to fall has regained his senses.

Up the Stairs,
Downu the Sleirs

in the narrow avenue, using the action bution to
climb the stairs.

you'll have plenty of room to avold your enemies. If any
Zombies are barring your quick entrance to the court area,
you have to lake care of them in a hurry, or the ones
behind you will revive and catch up. Continue briskly
cross-court, and exit through the door at the far end.

11. I you choose to fight here, Equip the Knife and stand slightly

away from the edge. From here, you can attack the zombies safely

without being hurt. if you don't want to waste time here, you can

knock down the lemale Zombie, step down into her area by using

the Action button, then hug that wall to proceed past the mob. You

have 10 be very quick, and ready to zigzag if there's trouble ahead.

Remember that getting out of this area with a minimal amount of

ammo expended lets you save your Bullets for more important can be seen to the left, on the

foes. Head through the door at the end of the alley, other side of a garbage dumpster.

Before you make their acquaintance,
search the trash on the opposite side of the
small landing from the Zombles to uncover
more Bullets. Use the Action bution o step
up onto the top of the dumpster.

' ]i , ,]J 12. You emerge in a relatively wide section of street, where

Zombies are feasting on some poor unfortunate soul off 1o

" Leon's righl. Hug the left side of the street, and hurry past the
K group. Theyll give chase, but you need only make It a short dis-
Tl P .~ .. tance past them and you'll find a bus parked on the lefi-hand
- " . - side of the sireel. In you go.




. |
- “ \:‘ Aboard the 8
% E:::E: Oue Lost Sprmi

‘ then turn and face 14. When you exit the bus, turn quickly to Leon's left, and
kw down the aisle. Aim start running. This is the last gauntiet before the Police
downward, as another Station Itsel, and so the streets are thick with Zombies
/ _mm When you enter the final segment of the streel—with
m slong the fioor the entrance to the Police Station courtyard ahead on
n your direction. Leon's left. there will be one Zombie aimost directly in
" MHHHM and, when she bleeds out, tum front of you and another very close on Leon's right. if you
your atiention to the Zombie walking right behind her, zig right at that point, you shouid be able to miss the two
Knock him down to proceed in the direction of the driver's foes, then hug the right-hand side of the sireet lo loop
seat, and exk the bus through the front door. around the last of the undead and make It to the courtyard

entrance. The two Zombies you confront immadiately afler
entering that last frame are so close that if you try to shoot one, the other ailmost invariably grabs hold of you. if one
does get Its meat hooks on poor Leon, you have to be prepared to shake it off In a big hurry, and then shool the other
Zombie belore it can latch on, too .
L

N

[t ""'i ;:."'Lflp %Lfe GC":&&
.i.' ‘1 H.lhurlylnlu
““ 1 | next opening, and fol-
-t low the walkway down-
- stairs. When you go up

= another flight of stairs,

- search the planter near Pass by the first avenue, on Leon's left. There are two

1 *"""I"":::: more Zombues turking in that small yard and 5o good

L

e

S e e Py reason 1o play with them.
ﬂuunhmuunmmunm
City Police Station.

Police Sladion, 14 Foor

e
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18. i you search near the fountain, you'll get the message:

To obtain the key to open your heart,
I'll wait for the unicom,
the beautitul beast.

19. To get the Spade Key from the fountain, you need 1o mount the Unicorn
Madal on the podium in front. That medal is in the S.TARS. office on the set-
ond floor of the station, but you have some work to do between here and there.

The Bhie Cord Key

!’ 20. For starters, you need the Blue Card Key, which you can then use to open the

two sets of doors off of the lobby area: the obvious double doors on the left as
Leon entered the station, and a smaller single door on the right—immediately on
Leon’s right as he first came into the lobby from the courtyard outside.

: -5 - Circle around to the left of the fountain, passing by the double doors, and go
- ' up the ramp. Go through the door at the top of the ramp on the left, and you'll
b m-mmm
ﬂé’i‘h A He'll give you the Blue Card Key, and tell you to forget him and go rescue any
: uﬂuwﬂmlnﬂum

21, Back out in the
lobby, continue in the
area up the ramp to

e

Grab the Bullets off .« "u . --

NWK’I“: Will you m*
unlock the singleand |\ S

double doors nearby.

if‘;‘"

~N

Through the Double Doors

that you find, s0 you don't have to worry about leaving something behind.
In that same small room, you'll find the Police Memorandum on a
chair 1o Leon's left, and also notice a small desk, which requires the Tiny

Key to open.

- 23. Inside the double doors, you'll find a Chest on Loon's left. There are
i several Chests throughout the game, which you can use 1o slore items.
| " Anything you pul into one Chest will automatically be in any other Chest

/e
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25. Proceed down the
hallway. When it tums
right, you'll find a

corpse on the ground
and a box on the wall
that controls the win-
dow shutters.

.‘-"91
=) ok

28. The switch on the box is Inoperable, as the Cord has
been cul. This is actually the first of two such vandalized '
boxes, and, if you play your cards (or kays) properly, you should have no need of using the Cord at this box
(though you won'l locate the Cord for some time),

Also, make note of a Spade Key door to Leon's left as he discovers the corpse. Up ahead, blood drips in
a pool on the floor ... .

26. As you approach the \ %
pool of blood, a cinematic N
plays, revealing a Licker N
hanging from the ceiling. .

b,
}
T ) Once you've read any
document—or devel-

oped any film—it'll be filed in your own per-
sonal filing system, which you lug around
with you for the duration of the adventure. if
| vou call up your personal menu, and access

B e

27. When the cinematic stops, the Licker will be

sokd creeping toward your feel. Angle your shols downward, and
mml “:::m o be ready to blast him two or three times with the Sholgun.
choose from among the folders, and the One less Licker to worry about. If you're just getting
Action bulton 10 sefect one of them. When a your feet (bloody) wet in the reaim of Resident

Evil 2, you may want 1o save your game again

folder has been selected, you can then use :
hmﬂMmtzmhmu at this point. If you consider yourseif reason-
various materials therein, as indicated by the #bly adept, you can probably continue = -

tabs on the right of the folder. on in the direction of the Spade Key - |
29, On Leon's -

without 100 much risk.
J left is the

Operation Report:
more gory delails,
= and noles on the
Chiet's (rather con-
~ fused) plan to scat-
: ler munitions
- you come to wnmhnmummud
2 double door  mutant hands.
SRR we TE on Leon's Through the open doorway near the desk, you'll find
right. Inside, you'll find a small meeting room. a picture over a firepiace. If you search near the picture,
you'll receive the message: A Sacrifice to the Hellfire.”

5y




30. Use Leon's 31, Grab it, and return
Lighter to start a to the hallway. Hang a

fire in the fire- ! right, and continue in
place, and a hole the direction you were
bumns in the pic- \
ture. Out pops

mﬁmmm -

N Red Jowels. -

32. Continuing past the double
doors where you found the first Red
Jewel, eventually you open a door al
the end of a hallway, and disturb a

nasty knol of Zombies.

33. How you proceed, In Leon's case, depends on whether you have any Shotgun Shells remalning at this point.
From the oulset, regardless of your Shell supply, you'll want to start off using the Pistol.

To Leon's right Is a female Zombie. If you have some Shotgun Shells left—remember, you want to use the
Pistol initially—she should be your first target. Take her out quickly, and you can fight from that end of the hall-
way. You may have to take a couple ol steps toward her if you're using the auto-aim feature, as the male Zombie
on your left as you enter is a bit closer, and so you'll target him unless you move in the woman's direction. Shoot
the woman with your Pistol, and then move quickly past her when she drops. Turn around, and finish her off. By
now, several more Zombies are crowding toward you in the hallway. Notice the Diamond Key door lo Leon's left as
you face the mob.

Switch over to the Shotgun, and let the closest one get very close to you before pulling the trigger. The idea is
that you want as many Zombies as possible to get close to you in the narrow hallway, so that your Shotgun blasts
gdamage as many of them as possible.

i, for whatever reason, you're out of Shotgun Shells, you'll want 1o ignore the female Zombie initially, and
instead target the male Zombie on Leon’s left. You want to get him out of the way—along with any other Zombies
that come into that section of hallway—so that you can round the corner to the right.

Whether you have the pleasure of blasting the load of Zombies with your Sholgun, or instead have to give
them the bull rush, you need to take that right-hand tumn. Don't be discouraged if you gel gnawed. There are Herbs
ahead. Round the corner to Leon's right, and hug the right-hand wall, avoiding the stairs for now.

{15 g 34. Atthe end
4 o that short
section of hall

N you'll find two
X
[y -E:::;h:h 35. In the Dark Room
v [ »w the right. near the stairs leading
. i . U inaichh to the second floor,
: i el grab the Bullets off

the cabinet to the left.
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37. There's an Operation Report on the desk,
which gives you a littie more in the way of his-
tory. Heal yourse!l, reload, and save the game,
Head back into the outer area.

You have to make it up the stairs now, but
you shouldn't worry too much about killing
everyone that you weren'l able 1o kill en roule
to the Dark Room. You re coming right back
down the stairs in a minute, and you'll have
more Shotgun Shells to dispense when you do.

Secoud Foor: The Stodue Puzzle

38. Up the stairs to the second floor, follow the hallway, and discover a trio of statues past a locked door,
The door must be opened from the other side; there is no key.

39. if you search the central
statue, which is holding the
second Red Jowel, you'll get
the message:

The god of sun and the
god of moon, -
Their gaze upon me ,ﬁ\- B e
Is the only thing that can fd AT
release red soul. 40. To get the statue to
- w . . ﬁmﬂmmm.
. - a. hmmmam you must push each of the smaller stat-
' | . inadvertently move the statues s back to its original position on
&!I{{J A | In the wrong direction; once the ficor. Left and right of the

: they get against a wall, it's central statue, you can
Y TS impossible tomove themout  see 2 worn spot on the '

7 "% T agein(and thus, i'stime 1o fioor. As you face the ,
S N - mmmq
- e When both of the small smalier statue on
“= 7 statues have been properiy the left must go over to ¢

Mmrmmmmnmmmhn the worn spot on the right,
pedium. Grab it, and continue through the door in the statue area. and vice versa. In that way, the
two smaller statues will be looking in
the direction of the statue with the Red
Jewel in its grasp.

42, Through the open door near the three
- statues, get ready 1o dispose of a trio of
- mutant policemen. Bleed them dry.




mmmmmﬂnhwdw
mum*:mmummmwm
m-mmmmmmmm-mn
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search to discover a stash of Bullets.

46. With the Unlcorn Medal firmly in your inventory, head back downstairs, in the direction of
the Dark Room. Show off your shiny new Sholgun io any Zombies you left undead at the bottom
o and save your game in the Dark Room once more. Retrace your sleps
back to the main lobby of the Police Station, and take the Unicorn Medal to the fountain.

of the stairs, then g

vil

'“":'“""" before you o, but you should have at least one emply

MM.““ ez spa:einrmrinmtnrr[mummgthnwu'mﬂmcm-
ing Bullets and Ink Ribbons, which can be added onto
without requiring more spaces).

" . T s+ “ "
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near where you met the first Licker,
search the shelf near where you enter
1o acquire the Patrol Report. When
n you reach the end of that first row of
~ sheives, look in the tail yeliowish
P * cabinet on the left to find more Ink
o . Ribbons, then loop around the shelf Sl
mmumwummmmmmummm

‘50 When you acquire the Bullets,

the camera view will show you an

U 11/ object on the shelf high above your
head. To reach the Crank, you'll have

lr 4 !" to push the nearby cart to that end
' uummm«.udl

The 51:55“& ﬁﬁde Key Door

51. Once you have the Crank, head back in the direction of the Dark Room. Save the game. Take the Crank
with you, and head upstairs to find the second Spade Key Door.

past the S.TARS. office

is the second Spade ' b -

K"M-MH. . .'

nasty Zombie feast in

progress. . '
You're going to need = A

1o purify this area even- e B

: mmm-mmmmuum
but ultimately that depends on your ammo supply.

53. i you hook around the Zombies 1o their right, and then veer back to the ieft down the narmow hallway,
you'll find that It's a dead end that's been nailed shul. In the small aicove on the left, however, is a stash of
Bullets that you can use on the pursuing undead.

Once the coast is clear, emerge from the dead-end hallway and look fo Leon’s lefl. Follow that hall 1o 2

door near another small locked desk. Go through the door.




u.liug fhe Crosdk

54. Entering the room, you'll see several bookcases on Leon's left. Though the cases are on movable tracks, you'll
need to turn on the power supply to the cases before they can be moved. First things first: You might as well go apply
the Crank o its intended purpose. S0 go up the stairs to the right.

55. As you come inlo 56. Hang a left, and

% =
TN 1*'5 the room, there's a ' follow the walkway to
R —— a door. Inside, you'll
Leon's right. Hoad o |, find a broken mecha-
¥4 the top of the stairs, 7 nism to Leon's left. To
' \ and follow the walk- his right is a fixture
\ way until you spy a with a square hole on
i& : door on Leon's right . the wail. Apply the
- Through the door. pit Crank, and Leon wil
you'll find yoursel! on the highest walkway above the wnmm.mm

central lobby—the third floor.

I 57. Up above is another mechanism that requires the Gold Cogwheel to functien. But you don't have a Gold
Cogwheel, do you, Leon? Head back for the large room with the bookcases.

h;i,-" ﬂ.mwmmthlmbhhnm

f' below, turn right, and proceed along the walkway.
| Near that end of the walk, the floor gives way, and
V' you fall into a small area near a strange (yet

r vaguely lamiliar) picture on the wall.

4 Ponder il for a moment, and then use the
switch nearby 1o send power 10 the bookcases.
When the power is turned on. the bookcase near
Leon's left arm will move shightly, and you can exit
back 1o the main area of the large room.

59. To solve this 60, Siide the two
puzzie, you simply bookcases on the left
have fo configure to the right one

the bookeases so space. Thal accom-
they correspond 1o plished, the bronze
the relative position plague below the ple-
of the marks on the ture opens, and the
picture near the Bishop Plug is
power swilch, revealed.

The Moveble Bockease Puzzlethe Bishep Phug

§1. W e Bishop Plug in hand, agsess your ammo supply. if you exit the bookcase room back the way you came,

you cam backarack 1o the Dark Room and save the game free of risk. f you exit out the double doors, near a vase with
& R Serd hiding in IL you have some Zombies to fight before reaching the nearby save room In that direction. The
Zome Sale 40 8 very demanding one, excepl in terms of the perspective of the camera; the view is a relatively

“ _ il = Proone Ticie]l Henlinee Guide



distant one, since you're looking at the second-floor walkway above the main lobby. Other than that, you can
easily take the Zombies one at a time with your Pistol.

Onee that first Zombie starts reddening the walkway,
you can continue with relative ease around 1o the left.
There's more Zombie trouble ahead, but you should have
plenty of time to line up your shots,

M--
65. Atthe end of the '
walk, there's a door
on Leon's left leading
room, complete with
MWI""H
Ink Ribbons. -

6. The Diary itself points you toward the “Sacrifice to the
Helffire” painting on the first floor, just in case you missed it
the first time. Make sure you have at least one emply space in
your inventory, and then exit through the door near the

Typewriler

The Crosk Site:
ﬁu@-:: Post the Crows

67. There's also a Small Key on
the chair near the desk, where




T .

HET N |

Backirack past !
the door 1o the save r | l
room, and locate ] ‘Ij L You unlosked It.
another door on the T T — -I

T
i * 74. Once you've had
- your fill, return to the
- second-lloor hallway
~ and the door which
you unlocked, and
continue on in the
st direction you were
7 }’ = headed with caution.
i : Up ahead, you'll
HIMHMHIMWM

| movement controls, you may want to double back and
| save st this point; you're about to unleash a nasty flock of
Crows into the haliway.
Past the pecked corpse, Leon makes a right turn in
| the hallway, and the long hall ahead is flanked by a row of
windows 10 Leon’s right. When you start down the hallway,
} the previously mentioned flock of feathered fiends comes
crashing through the glass, so don’t meander, Sprint down

'ﬂ' T L I the haliway, ready for the left turn al the end (which you
 until you reach the end can see in the foreground of the camera shot),
of that section of hall,
R bt
door to Leon’'s left. Get
 through the door
as quickly as you
possibly can.

| ’ R s Pyin 2 Primds Gffisial 5%‘0?&3; Greids



" you had a Vaive Handie 1o manipulate the water
pressure in the large tank above the wreck.

that Leon's back is to
the wall, and wall for
the first of the
Zombies to get into
the camera shol. s
When it does. run 48
#round it 1o Leon's
night. and continue
down the walkway.
nugging the right side of the path. You'll see more Zombies
up ahead. but. as long as you stick 10 the right-hand patch
of grass. you should be abie 10 loop around them. making
2 ieft turn in a wide arc. Up ahead is & door you

should enter.

- “ -.
B4, You can save the

~game here If you like, 83. inside the small_ dimdy it
‘but dont open the door so0m, scour the area for Bullets,
~opposite the one you an Ink Ribbon, and the Valve

‘came in that door ads pandie which is beside the desk.
10 the outside area. and

opening it only lets in a
~ hungry hoard of
- Zombies before the por-
tal seals again.

e e




B5. Once you've collected the stash—most importantly the Valve Handle—exit back through the door where you
came in, and dodge the Zombies en route back to the staircase to the upper area. Occaslonally, one of the undead will

dawdle at the foot of the stairs, so be ready to pop off a few Pistol shots lo clear a path.

L]

86. Once you've made it back 1o the upper area
with the Valve Handie, you need only apply it for
its intended use to douse the flames near the
helicopter. Pass back through the hole in the
fence and use the handie near the water main:

' Pressure builds, and the large tank rup-

u::'ng He Valve Handle

88. Usually, there are still several Crows in the hallway,
but it's nothing like the frantic attack mode they were in
when the flock burst through the windows. Remember
that there are Green Herbs on that outside patio, and
down the stairs from there, t00.

Head back to the second floor save room, and trade
the Valve Handle for the two Red Jewasls in the Chest.

You needn't save the game yet: As long as you've taken
cnrnuHhetqumMinlMMﬂmﬂhmﬂfﬂlm there's nothing dangerous in the area ahead.

;
l
i

T2 o LU
N R
“ k-

IR~ 90. inside the small room, check the large vase

l"r.,_ - for more lnk Ribbons, and also search to the left " b
. of the large object covered with a sheet 1o dis- ,z
cover a tresh supply of Shotgun Shells. ‘ ‘

.‘ N
U Resinenr Pyt 2 Prisdd Officdel Sholgy Guide



h'ﬂh-“d
Tyranus the Brave.

 the prizes, head back
@ through the save

& room-—you can save
now If you're get:
ting antsy, bul it
~ may be more peactl-
cal 1o wail a moment.
Use the Emergency
Mhﬂhhﬁhﬂhmm
and, i you haven't saved yet, do 0 ot the front
desh of the lobby.

951 « finatty Lime to exploce
beyond the single door in the
lobty—up the short flight of steps
in the direction ol the main
entrance. and left as you lace that

i the pack ol Zomiwes through the single door in the lobby area is giving you a
pain in the neck andior ankle you Can access the same area via the door you

unlocked in the haltway where the flock of Crows attacked You may find that
coming in through the back door gives you more time 1o survey the siuation,
though. ultimately, you Il wan! 10 take care of afl the resident Jombies.
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97. Get that Shotgun
ready, and drop back
into the cormer 1o
Leon’s right as you
“H the door.
U The hatlway is crawling

==

with Zombies, and

mhuum
e ! .L&.-—.—.J
umupﬂhhﬂhhﬂdw“

get relatively close 50

- 101. it you can get the
iMHM
~ away from the door,
' puunn“nl
r‘ ~ open the sale, and
" you'll still have time o
. make it back into the
ﬁlm““ﬁm
Inside the smaller office. the sale is against the wall on

Firet diglt sumber?

Leon's left as you enter. A 123466
100 aide,gubte | 3
Police Station map, f
and, more importantly '
perhaps, another load Y 104, Then search
of Shotgun Shells, ‘ ' 1‘*‘! i behind the desk to
ol . : find two more Green
A vallse siETieon map. .‘*1.- -
;ulmtﬂttﬂ Yaa Ne

r-lr

s
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105. Hurry back Into

'MT 1 hmugh Hee 5#5#9&

-;fm::ﬁ“ Door in Hee Lrbiod
- wall to Leon's right and
Imnﬂh

106. Of course, the Zombies might have something
to say about that, so make sure you know wherne
the undead lurk before rushing biindly around the
bend. At your own discretion you can polish off the
moaning minions in the large office; you won't
have 1o come back through the area for any good
reason once you've cleaned out the safe.

108. There are two Green Herbs to Laon's left as you come
outside and another on the patio above, assuming you
L L B didn't pilfer them earfier from the hallway on the second
mm floor where the Crows attacked.
Also, at one end of the short hailway, is the Heart Key
Door. You'll be bae..k here very soon.

way near the safe's antechamber, TMMH
Leon's right as you come Into the hall from the
office has a box of Bullets on it, and that
lzads lo the outside arena below the patio,

:mn. sage. Where it widens and turns to Leon's !
 hallway, ready mhmmmmmh A

E;;..“E _— -M
) - . e
| ™

= |

" ‘
. ‘ \
ﬁz.mnmumum
Door, collect the Cord and the
First Aid Spray off the table, and
then claim the Rook Plug from the
nearby shelf.

. S
.




113. Get out that Shotgun, When you move away from the shelf where the Rook Plug sat—in front of the mirror—a
Licker crashes your party. It'll land almost right in front of you, so be prepared to target downward and |t loose with a

The Small Key

p-.. FI' 14, Hoing suved

- TEL S L
F_— - | —
l 116. Before you run 117. When you do g
back 1o the first Chest use the Small Key on
room 1o apply it to the the desk in the first w -
desk, notice the 1 Chest room, a box of ‘
locked Club Key Door s . y Bullets is your |
at the end of the hall, iyl reward. |
A alub s dur
the ey ho j il vou use Lthe Saall Eer?
w tYen No
118. You also -FLE 53(«6’!-!& bK«iHOH(j KCH aﬁ-ﬁf
happen to be
heading in the
directionof the  119. Conlinuing in
second the hallway in the
Diamond Key direction of the Dark
door—down Room at the fool of
pas! the area the stairs, the second
where you met your first Licker, Diamond Key Door is
Of course, prudent adventurer that you are, al the end of the hall,
you probably paused en route to save the game ... on Leon's right. Be
ready for big-time
Zombie trouble inside.

' 120. Having Shotgunned the local Zombie populace into sub-
© 7 mission, check in the aisle between the two rows of lockers. If

~_ the locker bank there, you'll open a drawer with a canister of
e 1im for you 10 develop in the Dark Room.

<4 o 2 P

'I" r":-l‘.' .r:l ."-:n'.-:‘r..*.'l {1 -i'!'*_



s WIALKTWROUGN 4.
. - - o

127. You may want 1o w

uniock the doot in the large
ouler office area, as that exits
back into the main lobby and
gives you a chance 10 save
the game en route to the Heart
Key Door.

[
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130. in the area at the

top of the stairs, how- fifmm
ever, are several other ":g

items of interest. For T W3
starters, there's a sec- " — |
ondboxwithacul = 4, gpun/slens switeh for
Cord. the shutter,

132, On the other side
.~ . of the stairwell, you
98 con also collect more
. 1.~ Shotgun Shells, and
“__., notice another Club

134. Down in the base-
ment. get ready for a
dose of Zomie Dog
_ trouble, as several bad
~ dogs bar your way

between the bottom of
the stairs and a secure
savo point.

129. Beyond is a long ﬁ
hallway—compiete

with Green Herbs—sat
the end of which s 2 1
stairway leaging down
10 the basament.

135. Look to Leon's left in the short hallway to find
an adjoining passage, and the first perilous pooch.
As with the Licker, you'll have 1o angle your alm
downward to keep the dog from getling a good bite
out of Laon. When the first mutt yipes off into the
hereaftar, advance until you see the intersecting hall-
way ahead. As soon 8s you step into thal juncture—
the camera angle will shift—backsiep and the dogs
on either side won't get & cheap sttack. You may

want to use your Shotgun on one of the Zomble Dogs

here, as two in these close quarters can be 8 painful experience.

Hang & left at the Intersection where you meet the two

requires the Club Key lor access.

dogs, and pass by the door to the Autopsy Room—It

Restnie b Byt 20 Primey @ffisia] SHoadngg Guids




136. At the ond of
that hallway is another

ooy 10 o
bah nearby formore ot

S el pa
138. A short ’

at path. }'
w0 mare

Zombie

Dogs come

e |
|ﬂ= l...“ .
:zuumﬂﬂmhmﬂ

fll ‘l

',‘1—-.-.!'--
|

{ 140. Down the ladder, you'l discover another
| ~ room where you can save the game. It's a little
oul of the way for Leon (less so for Claire),
but of least it's secure. Climb back up the
ladder and you should have an easier time
ﬂhmmhmn-ﬁ




142, Currently, the
powet 1o the Card
Reader beside the
Weapons Slorage
room is ofl. You might
~ an woll fix that problem
now, though you ‘

* have 1o lay hands on
- the Club Key—or

. “mHmMNMMMH

will ultimately grant you sccess.

Enter the double doors. and hook around the machinery

-
145, The Card Reader
will come on near the
door In the hallway
outside, Circling past
the swilches, look on
the shalves to Leon's  will short out, and
loft to find the Police  you'll have lo try again.
f .'.. . \ B1 Map; It's yours for Throw the first switch in the sequence “Up,” the naxt
the one also “Up,” and then the third one “Down.” Throw the
tourth switch “Up" and the fifth “Down,” and tho power
" mmwwhmm
| TE—
147. As you advance
down the walkway '
between the rows of :
parked cars, a gunshot
- glances off the pave-
ment nearby, signaling
the arrival of Ada Wong.

ml‘lmm—
‘nnumu
hnnhuiﬁln

" By | together V8 -*J"""""""""
S ~ " which blocks a door.

R Collect the Green Herb from the area near the van, then got
behind the van and push.

e Bt 3 Piaedk GfGciel Shet :
§ Wil & T iEmnw n..r*.r*,i .—J."'",r{f'_ﬂ r}w-'.f':




she spoke of is revealed.

I'llbm

mo-hm-

 dealt with, you can venture

' into one of the cells and dis-
"! m-nmn-

mnum_u

N
l'

muunmummF

| 153, You'll find a small room with
o sealed manhole in one area,
. and, nearby, two small cells with
~ two more Zombie Dogs to play
- with, Expect them to come burst-
~ ing out when you claim the Red

| et 1 leave them alone: you needto
' Lﬁ-ﬁmiﬂnm“ ﬁf'—‘-‘h

hﬂ“hﬂhhﬂﬂﬂhﬂﬁ“
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157. Ada will show up 2gain at that point, and Ben wil tel her of
- fhe escape route through the sewers—via the manhole in the
©_ small room where the dogs were caged.

¥
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162. The first door on
the left is a room with a
Chest and a Typewriter,
and there's even a Blus
Herb in case one or
more of the big bugs
_ﬂl"ﬂﬂl




163, Aher saving the game, you may want to return directly and deal with the Spiders, then save the game again. it's
worth the ink Ribbon to have them out of the way for the duration.

The Phug Lock

164, In the same short haliway as the Sewer Disposal save room, you can enter the septic tank area and see the lock
) on the wall which requires you to insen the four different Plugs. Once all four Plugs have been inseried, the pathway
io the Umbrella Laboratories Is revealed

the only door nearby,
ready for Cerebus
Dog trouble on the
other side.

mﬂmﬂhw
Disposal Plant.

than a couple of times, Ada also comes equipped
with her own can of First Aid Spray.
Cross between the two pools, and veer right
. into the open service area, Ride the elevator
) ~ down to the bottom and claim the nearby
Sholgun Shells, then about face and ride back up
again—this section of hallway is a dead end as far as Ada is concerned.

'- , FYY _-_—__' 169, Because Ada has a gun of her own, you can
R e 1 use that to pelt the pooches, though running
.,[ - from them is aimost as effective as long as you
" ~ zigzag a bit. If a dog manages to bite you more
- *! \
| -ﬂ.
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TR I L L L 173, Begin by climbing behind the two boxes in the comer,
tom of the pool need 1o be and push the centermost one so that it sits exactly In the
P e R T center of that wall—the otheér nearby box needs 1o fit beside
Ada hops down. it, also Nush with the nearby wall.

AL L AL L  1f you screw Up and push the center box over info ihe Gomer,
ey IRV UM you are, 10 use & ischnical ierm, hosed. Reload.
water, and Ada can take advan- P — _—
tage of two breaks in the railing -
above 10 walk 10 the other side of
the pool across their lops.




. | 175. With the Club
" Key in hand—after 176. As Ada runs oft
' having gathered up to find some other
those Shotgun Shells avenue out of the
from the area below area, control returns
the small elevator— 1o Leon.
¢ head back to the area

; _—— where Ada originally
5 " W ciimbed through the
~ duct. She'll toss both the Club Key and the box of Shotgun
Shells to Leon, then realize that she cant quite climb out
of the duct on her own,

(Club Key Door: Au‘iopy Room

177. With the Club Key finally in Leon's possession, save the game and head back through the area where the glant
Spiders spit thelr poison. If you haven't yet rid the tunnel of the Spiders, be sure to take a Blue Herb with you from the
Chest, or perhaps use one that you left behind in the dog cages above. In any Case, If you do get poisoned, climb out
of the tunnel before you use the Herb: Few things are as frustrating as using a Blue Herb and then getting spat on
again before you can make an escape from the Spider area.

181. When you claim
it, o Zombie crawls
out of the body stor-
age immediately i
behind you, and the
other resident undead W,
wake 10 feed, as well.

LS

182. In the narrow area behind the gumey, it's probably best to plug the first Zombie with your Handgun, while the rest
of the mob starts 10 crowd Into the narrow path.
When the throng is assembled in a nice fittle knot, let them eat Shotgun—perhaps a couple of blasts—then switch

back over to the Handgun o mop up.
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184. Inside, you'll find Shells, two
boxes of Bullets, a Side Pack, and a

S &
186. Of course, you could be a sport and leave the blg gun for Claire, It's certainly possible fo make it
through 1o the end of the game without It, and who knows wha! mysterious dividends might be pald

due 1o your consideration?

" JB 187. The next stop on
ﬁ‘" your Club Key backtrack
is the room at the top of
the stairway. back in the




190. The Magnum s a fierce weapon, even In its original
state. Once you find the Magnum Parts and upgrade the
gun, it becomes powerful enough lo turn aven Dirty
Harry's stomach. if you dan't go crazy expending
Magnum Clips, this gun will make the latler stages of the
game a breeze.

The Pl Chib K

Roow: Geld cogwm&

‘I came crashing Club Kay, ‘

\ |
193, That's the Gold Cogwheel you need

('\ﬁ

o place up in the third floor clock mecha-
- nism, doubling as the wheel for a chariot.
When you examine the picture, you'll get
the message: : ”
Light t.l L] tha h-lal Lwn hh.ﬂhﬁ ' -
Ed the h':f"- and the chariot will start running. l
. 4
o 184. Go 1o the tront of the room,
2 N 1 I] and you'll discover a small fur-
(‘” § AR nace. Ignite it with the Lighter,
- ‘ : B A | . and then study the three fixtures
1 I ' _ ‘ on the wall.

Y ]

| Vi« | -
Eb‘tm ks "’h :.-V (. 3 "‘1 :

tﬁ.mmhlm—ﬂ.ﬂﬂﬂ—Mnh

mumarical value of the jack, queen, and king in a deck of cards. -
Activate the center one—the queen—Iirst, then the king on the right,
a0 then finally the jack on the left. turn the !l;-i ;':nl‘
- FTen L]
4
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196. You don't light
these fixtures, but
turn a spigot that
ignites them, which
works if the fumace
has been lit.
When the fixtures
are ignited in the
proper order, the Gold

Cogwheel falls out of e
the picture in the room. Crank to lower the staircase.

— Of course, you should save the game as soon as
o possible, and you can expect a Licker 1o be waiting at
The Fincl Hug the top of the Emergency Ladder if you choose to
pursue that route.

‘19.!.“&“ ' '
S et © I
ORNE S \ UL 199, Backup

o | g I |ovens
- "Iml:luwm
" through the one set
~ " ol windows where
you didn't use the

Cord 10 fix the shutter switch,
Hopefully, those windows are the ones near where
you met your very first Licker, and you have no reason
1o be going back in that area anyway.
|
201. Stand to the
left, and search,
LN | e you eel
down af the swilch.
- Declinetopressit -

= the first time, then 200. it '
you stand to the right of the

rou BT Yes No | onatndUSe e ciockworks and search, you'l get the ‘
Once It's fitted into the gears near the switch, you can e e

hit the power switch.

T 1]
faces the machin- ¢ > ' § that sealed the frst set of
::'i:::ﬂl l-*- "':Z _ Bt = % mu::::n

the final of the v g ; boftom of the closet with
four Plugs: the P -:'-'--. : _ o] 2 Pk Py Y o

T avoid the Zombies, H any crashed through the windows near

the staircase that leads to the basement.

- .-'
-
b



Apply Hhe Four Phgs

204. With all four Plugs In Leon's possession, he need only apply them to their intended purpose to open the pas-
sages that eventually lead to the Umbrella Labs.

205. You can also take a side trip to visit |
Ben in his cell, if the mood grabs you.
Something has grabbed Ben, and fatally
wounds him. At this point, Ada retumns
with documents that indicate Chief lrons

as an Umbrelia co-conspirator.

— -'"-h-q, .-’- g

206. Head back through the
basement and the sewer tunnel
where the Spiders prowled, and
save the game belore venturing
toward the Plug Lock in the sep-
tic tank room nearby. You don't _ s
want to take the with .
mwmhmm: 208. To get at the Plug Lock, you have §
— 1o triumph over the G imago, a j r %
larvae-things in addition to wanting to eat
you for dinner.

Be o ; My ’ ;
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208, Bring along a can of First Ald Spray, as well as your full compiement of weapons. I you opted 1o takg B
Submachine Gun trom the Weapons Storage area, that makes relatively short work of the besst. Outside of
fat, think several Shotgun Blasts, and be prepared to foliow up with some Magrum if needed

When the G Imago succumbs, the fight is not yet over, s it'll spit out one final round of those e Deast
=5 10 try and gnaw you into cbiivion. Don'l walt for them to craw! from the large carcass: You may have tme
£ swilch to your Handguni and open fire on the fallen monster, effectively spiattenng the smatier Nlands as
2y emerge. If not, you'll have 10 shake them off when they attack, and then angle your Pistol shots down-

ward 1o finish them off. Keep one eye on your health. Even if your hea'th is reiztively high after the big mon-
siar falis. those litthe mutants can o # considerable amount of damage while clinging to Leon's hide.

b
| . P | | W

211. The door to the left of the mecha-
nism will open. Go back and save the

J hewaterway, g DT Perhaps?

Nonetheless.
metal door, and be tagging _ '
okl Loovs R, oo o avti :
You'll find & smadl A~
| slcove a short way T

and inside It a pair of Blue Herbs near  door.



215. Beyond the door is a room with a Chest

and a Typewriter—don't save the game jus! yet—
and that's a fax addressed to the Sewer Manager

: over on the table.

-

~ 216. Other more useful items abound, .
including a box of Bullets on the comer cabinet, |\ |
and a can of First Aid Spray in the locker near
the descending platiorm.

Dowu 1o

Worekouse
» . '.
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*@ Resmvenr Pyt 2c Piimds Offisisl Sllnge Geide




'--'nu -:-".?"Jﬁ" -

BRI TS

222, Betore you save the game, maka sure you have the Valve Handle in your inventory, then clmd aboses
the platform to descend into the darkness of the sower.

Adw $ewud Advesdure

223. When Leon
and Ada exit the
elevator info the
short, narrow
haliway, a
woman in 3
- e
the wite of the G-

virus developer, It lumns oﬂ-—“ a shot at Ada

- r o N T
226. In the small section of sewer, Ada's
options are limitad—if you stray from the
sclentist’'s path, the game will nudge you In
the right direction.

g 4 228.'n the large ventila-
ﬁ} tion shaft above. get 3
. mowve on in » hury.

' There's a nasty nest of

wmmu

4 the tunnel's ceiling. and

:{ the clump of bugs breaks

t_ J W apart shortly after Ada's

arrival. i Ada pauses 100

mmnmnwmmmdu



231. On the small landing, near a pool filled with

garbage, Ada is attacked by a huge, scaly, easily
irritated ... But hey—why spoll it?

Cut back to Leon in the haliway.

232. Back on his feet
in the tunnel, Leon

must set off through
the sewers alone for

The Wolf Coin | g | the time being.

233, Follow the same route which Ada look, grabbing the
Sewer B2 Map off the wall outside the door. Look to
Leon's left at the intersection, but not up the ladder: the

lndder?
k

237. You need to turn to Leon's left at that juncture, where
there's a pair of monstrous arachnids waiting to spit their
poison, If you do take a hit, don't use any Blue Herbs just yet.

Through the door, you're still in Spider country, and
you'll need to take care of the monsters in this vicinity, as
you'll have to come back here eventually. Head straight down
the tunnel, and look to Leon's left to spy another dry alcove.

If the Spiders haven't spit 8! you yet, stand in the alcove and plug away at them. Eventually, you're bound to lake a
spit hit: the good news is that there are Blue Herbs growing in a planter through the door in the alcove. You can duck
through the door, cure the poisoning before it begins to seriously affect your health, and then return 1o finish off the
Spiders.

s "
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xR T 239, Drop In the Wolf Coin. You'll need 1o find the
w“ up Eagle Coin in order to shut off the small waterfall
,i LN reanearby, and finally access the lab area proper.
 the lock nearby. Continue through the door, along the walkway past the
growing herbs.

>

240. Go past the

growing Blue Herbs 3 |
mh“ﬁuﬁ

face when you reach ]" the bridge, !
hh““m : 'ﬂh i J i
the Valve Handle you " - Valve Handle
brought along to the ﬁ— iy mihaﬁ: :
fixture nearby, Dolng +  » . - ]“
so lowers a bridge \ ' uﬁn.w

from its current position In the room high above.

mnhq-wu‘lﬂl
have one space left over in

= 244, Go

through the your inventory, claim the Green Herb

and foliow the m.ﬂ“hmﬂﬂw
wide metallic

corridor.

/ 7+ i Eventually
L __MWA \ after a left 245, Continue down
turm, you'll see some sort of apparatus on the wall. the coridor, and
Upon inspection, it seems to be some kind of you'll see an opening
emergency release mechanism for a pressurized on Leon’s left. Ada is
tank. Not exactly a common emergency procedure, :"’?"ﬂ"‘" ]
but. as it turns out, an appropriate one. pool of beackish



248. Leave tha tank lying on the fioor, and go around the comer away from the gator, retreating 30 meters or 80 past

the bend. Equip your Handgun

249. When the gator
= rounds the comner, you'll
be delighted 1o note that

it has managed to get

the tank lodged in its
' massive mouth. Pull the
rigger, then head back

W}smﬁn \ in Ada's direction.

Mmmuhmm-ﬂ-

his diary and the Eagie Coin.

253. Retrace your steps 1o the
waterfall in the tunnel, near where
you splattered the two Giant
wﬂhmmu&p
and Woll Coins inserted in the
mechanism, the flow is shut off,
and you can pass through the
doorway beyond.

etched on tlu

I 5 Ca _ :
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257, Ada will open fire on the claws, and you can do likewise for affect, but don't waste your best ammo.,
You'll have plenty of opportunity to deal with the beast soon.

'I'r~i||||rl|

Weapon Box Key

Wi



262, In the hallway
ahead, several
Zombies are pacing
back and forth at the
intersection.
You'll find that
Ada will actually tar- |
get the mutants f you |
can coax her into fir-
ing range—a relatively easy trick. For your own purposes,
you may want to use up some of the Shotgun Shells you
already have loaded in the gun. Don't reload!

A

263. Hang a left in the
Intersecting hallway,
and follow itto a
dead-end. Search the

body there lo discover
the Shotgun Parts.

il 204. When Combined with the sxisting gun, the new weapon

has a fuil clip, s well as increased Shell capacity. It's also
much more lethal than the old Sholgun, concentrating the

blast in a tighter radius.

Don't dismay too much if your inventory is getting
crowded; there's a save room up ahead, with a Chest for stor
age. You can easily backirack to this area in 8 few moments.

A Couvenient Sewe Poind—near the Leb

I - 265. In the opposite direction from the dead-end with the Shotgun

: .;'1:1 -
b. »**Nl | “**55 Parts, follow the hallway and pass through the door.

|
I’ : L
€ Resibers Pvu
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f‘ 266. The new hallway
% issimilardy shapedto
S5 the last passage,
- excepl the dead-end
lies to the right when
you reach the inter-
~section. There you'll

_&3 find a pair of Green

mmnmﬂumm e

save room at the top of the ladder. Shotgun Sheils, and don't overiook the First Aid
Spray in the cabinet 1o the left of the exit door.

258. Once you've stashed everything in the Chest. and
gone back 1o the haltway nearby for anything you couldn't
caery before, Equip tha! newtangied Shotgun and save the
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283, Take the Fuse
Case 1o the apparatus
on the opposite side

of the aisle, and use It
to construct the lab's
Main Fuse.

r - i - - - &
*@ Respen Py 20 Prbes

b @Tindal ::fmir,g;'g Genids,

281. On the fioor of LJ.
the smail. hub-like

room is a giant fixiure
where you must set

i‘i //M%,\\\\

one on Leon’s left, and follow the walkway 1o the door
beyond, which leads to the East Area.

Inside. you'll find that the haliway turns 1o the left. On
the right at that point is a switch in need of electrical
power, while right in tront of you is a card door in the same

-3




KYHROUGH 2.

Ir‘t

e

287. Expect plenty of ‘iﬂ b- 288. Through the
Zombie resistance one on Leon's
back in the direction |  right—the one on
of the room where the left is locked—is
you left Ada. a grisly scene. A
Through the door scientist is laid low
! the end of the other by some kind of len-
walicway, follow the tacied monstrosity,
hallway 10 Leon's vent shaft
right, where you Tl find two identical doors. Ignore it for the moment, and grab up a new oy To

the right of the computer terminal is 8 locker wherein
awails the Flamethrower. Try nol to exhaust it below 50
percent until the final showdown, and that last battle
is cake.

291. Once the sprinkier syslem has doused the fire, look 290. Now inspect the situation
o the seats on Leon's left as he faces the vent shaft. The e i

small scrap of paper there containg a user password for tentacied monstrosity. (i the thing should pok-
the computer system that may come in handy later. Ready [ smsdmvabaatanadiosiad oo by

the planter )

that Sholgun, and search the area In front of the vent

shaft. In you go. The scientist managed to
pour oil all over the place before

his demise, and that's 'n

Kill the Lickers, Collect

Veluchle Prizes

' e S¥S L% 292, Down the vent
By SANSSEIwy . F shat, take a couple of
There's a pair of

%Y




place to save the
~ game, though ultimately
you want o return to

this hall, and activate
~ the switch on the wall
that opens the shut-
 lered door nearby.

297. Whip out that Shotgun once again—perhaps even
the new Flamethrower—and keep one eye on your heaith.
The plants have an Incredibly toxic venom, which they
can spit an impressive distance.

I you get poisoned, don' forget about the Blue
Herbs growing in the small office area.

s . a - . o . ‘ .
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door, which requires
something called the
can open it. That's the

301. The door on [y &
| /‘H&" 1

axitiothelab, forrel-  /d' \*’\ ¥

srence sake.
Continue down the hallway, and enter the door at the
2nd of the passage.

'ﬂm L&iﬁ Cl'a.ftl K;Ey

- !._
BEols WALk Rous L

| Sewed uear the MO,

Do

302. The
large semicir-
cular room
past the M.O.
door makes
for a conve-
nient save

ﬂL,_,,,.-_,
P e

hmnﬂdhmh‘o’:ﬁumﬂ
the lab available to the right of the exit door—
search the desk area near the bank of monitors.

305. Whatever you do, don't leave the game without shooting 2
few Zombies with the modified Magnum. A modified magnum

headshot is worth the price of sdmission.
Speaking of which ...

306. Once you've got the goods, head
back to the large hallway outside, and sxpiore
the avenue opposite the lab entrance.




The Metler of All Meths

s { 310. Beyond the area where the Moth was :m:#lu-l-l
J hanging is a compuler terminal, where you can
' register as a Guest on the lab system as soon as

ccmining [ i

finter F Wier aane
120 4 :!'“ U

plenty more resistance from Lickers and glgantic plants
along the way, so certainly save your game in that semicir-
cular chamber before making the trip.

The Fingerprivd Idesdification Door

= 315. Unfortunately, Leon can only register
= once, and he'd need help to enter the area

beyond. Have Leon reglster, and perhaps
Claire can gain access [ater.

313. Back in the East Area on the 314.lhﬂmiw
upper level, throw the switch on identification is revealed, next lo a
the wall. large portal

I'E,].'-f.”’li‘i & v e
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‘ Leon's right as he
y Hnmmmmh-mmu
- 318. To the left of the Fhlﬂlh

g " : - machinery In the

light switch on the
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P 3'03785 - ﬂmm
Fg ot you in its jaws at some
= point, and fling you like an
unwanted toy, Check your
 health when you regain your
foet, and let loose with that
~ Shotgun.




As we noted previously, the characters in Resident Evil 2 have particular abilities and objectives within the game that
vary the gameplay somewhal. It's arguable whether one character has an easier path to victory than the other, and, in
retrospecl, perhaps it was just thal we set out to play Leon the first time through, and that made playing Claire seem
like an easier task afterward. Leon slarts out a little slower, but soon his arsenal makes him a maltch for aimost any-
thing crawling the hallways

Claire's Handgun seems a bit more powerful than Leon's, and so you'll find it & bit sasier to knock undead aside
earlier in the game. The catch there is that Claire’s gun doesn’t hold quite as many Bullels as Leon’s, and you have to
be mindful of refilling the chamber at the most opportune time, especially if you've grown accustomed to the numbar
of shots Leon rattles off before needing a reload.

As the game progresses, Claire's biggest weapon acquisition is the Grenade Launcher, which she finds in the
S.T.A.R.S. office, After that, she'll find three different types of shells to use with the gun, and the fact that she's almost
always getting some kind of "blast radlus" damage can be a real benefit. Try to take on largets when they're walking
side-by-side, as opposed to letting them line up, and the explosive shells can punish as many as three foes at a time,

Claire's biggest puzzie—and her adventure's biggest difference from that of Leon's—ls finding four special Slones
that fit into a picture behind the Chief's desk. (Actually, it's three Stones—one Is broken in hall—but we digress.) The
area of the Chief's office lies behind the nose portion of the Helicopter on the sécond floor—an area that Leon never
gets o experience, as he hasn't the proper means of access.

One more big note on Claire—the fact that she carries a Lockpick, as opposed to Leon's Lighter, can be a real hin-
drance. Sure, she can occasionally open some compartment that Leon can't, but Leon’s ability to trigger several
evenls by virtue of always having the Lighter on hand is, ultimately, much more valuable. In particular, make sure you
pick up a Lighter before you try to open the Ciub Key Doors and before you get on the SkyTram that takes you to the
abandoned factory. Things are much simpler with these small forethoughts.

fu the Cit
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1. After agreeing to meet Leon at the Police Station, Claire must navigate a treacherous section of the city
streets to reach the relative safety of police headquarters.

The key to surviving the gauntiet is to realize that you needn't fight all the uncead seeking fo chew you
into oblivion. if you can run pas! a foe, do 80.

As you enter each new screen, stop for & second and evaluate the situation. it 2 Zombie is so ciose 1o
mmnmm&wmmmnmmmgmm. stop and squeeze off three of four
shots. Once the offending flend has foided, sprint on past.

[ — As you find
B different kinds
T)J of explosive
v shells for the

Grenade

Launcher, notice that you can com-

bine a batch of Grenades with the

weapon, and any shells of a differ-
ent type that are currently loaded
will be cycled out into the invento-

ry. Don't assume you have 1o

empty the chamber before you can

add a ditferent type of round.




Ge

8. When the cinematic of the assault con-
cludes, take a few steps loward the Zombie
picnic, and whip oul your Handgun. You want
to be just close enough so that you can see
the advancing horde, but not sa close that
they can grab you easily while you plug away.
_ Step back a few steps If they start to crowd
AR you, and keep firing until the last Zombie

7. When you come out from behind that counter area, a herd of hungry [ et RULLUL L LT

: hing throudh fondon immediate threat.
mﬁw' o i When all's quiet, go over and check on
the store owner, He's stopped breathing, so
he's probably not going to need his Bowgun anymore. That's Claire's first weapon upgrade, but don't even think about
using It for awhile. There's no good reason to be slaying Zombies in the street, and It'll be awhile before you begin to
collect any additional amma for it. if you use up your Bowgun Bolts now, the first Licker you meet—Ilater on in the
Police Station—will treat you like the big sucker you are.

Back ndo

12. As before, the idea isn't that you need to kill
them all, bul simply siow them down enough for
you to run pask Fire quickly; there'll be two or
three in the narrow alley, and if you can drop
them all in quick order, you should be able to
sprint past before the first one to fall has
regained her senses.

There's bound to be one or two more
Zombies lurking in the direction of the basket-
ball court—through the now-open fence. If
you're lucky, you can make it inside the court
area, and then you'll have plenty of room to
avoid your enemies. il any Zombies are barring
your quick entrance o the court area, you have
to take care of them in a hurry. or the ones
behind you will revive and catch up,

Resinenr Pyi
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Up tee Stairs, Down the Shoirs

16. i you can knock down the female Zombie Quickly,
it's possible that you can step down into her arsa—use
the Action button—and hug that wall to proceed past the
moD. You have to be very quick, and be ready 1o zigzag
if there's trouble ahead, but getting out of the ares with a
minimal amount of ammo expended lets you save your
Buliets for more important foes.

can be seen off 1o the left, on the other side of a
garbage dumpster. Before you make their
acquaintance, search the trash on the opposite
side of the small landing from the Zombies to
uncover more Bullets. Use the Action button to

- step up onto the top of the dumpster,

19. Hug the it sice of the street. and hurry past the
group. They Ul give chase. but you need anly make it a
short distance past them and you ll find a bus parked
on the left side of the street. In you go.
Hhhﬂbhﬂﬂ”ﬂ
Bullets off the seat. then turn and tace down the aisle.

Gy
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§ 21. When you exit the bus, turn quicidy 1o Clasire's iefl. and
{ start running. This is the last gauntiet befors the Police
b Station itseif, and so the streets are thick with Zombies.
When you enter the final segment of the street—with
the entrance to the Police Station courtyard ahead on
Claire's left, there will be one Zombie almost directly in
T front of you and another very close on your right. if you zig
HwMHMHMHhMﬂ right at that point, you should be abie to miss the two foes.
it R L T AR S Then, hug the righishand side of the street to loop around
the last of the undead, and make Il to the courtyard entrance.
The two Zombies you confront immediately after entering that last frame are so close that if you try to shoot one of them.
| the other aimost invariably grabs hoid of you. If one does get its meat hooks on poor Claire, you have to be prepared 1o
shake it off in & big hun'y, then shoot the other Zombie before it can latch on, as well

’HIDJE ‘HOC Gbiﬂ'

25. Loop around the stairwedl to Claire's right 1o locate the
front doors of the Raccoon City Police Station,

Police Stolion, I Foor

G~ Restvenr Pyvin 20 Prisd @ffisil Fxodngy (oeidn

-






Ml 27. To get the Spade Key from the fountaln, you necd to

8 mount the Unicorn Medal on the podium in front, That

Ml medal is in the STAR.S. office on the second fioor of
the station, but you have some work to do between here

The Bhie Cord Key

28. For starters, you need ihe Blue Card Key, which you
can then uﬂtawﬂmmaldw‘uﬂnltm

jobby area: the obvious double doors on the left as Claire
entered the station, and a smaller single door on the
right—immediately on Ciaire's right as she first came Into
the lobby from the courtyard outside.

Mm-mﬂmhwummlwmm
other survivors In the bullding.

#f‘iﬁ"" ,_.?-__.-..._q,..i_ .
= e tp 1Y 31, Now claim the Ink

- Y. Ribbon off the desk,

o | " tmhw

¥ Equip your Bowgun,

@ | <. andhead through the
"‘ \mm
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Once you've read any document—or devel-
== S B . 1 oped any film—it will be filed in your own per-

I ;Liﬁi Fasl Racker sonal filing system, which you lug around
with you for the duration of the adventure. I
you call up your personal menu, and access
the File option, a set of three folders
appears. Use the left or right arrows
to choose from among the folders,

The switchonthe
bax is inoperadle, as the Cord has been cut. This is actual-
uﬁﬂdh-ﬂ-ﬂﬂ--&lpn
your cards (or keys) properly, you should have no need of
mmmunmmpummu
Cord for some time).

38, As you approach the pool of biood, 8 cinematic plays, revealing

s Licker hanging from the ceiling When the cinematic stops, the -
Licker will be creeping toward your feel. Angle your shots down-
ward. and be ready 10 stick him with two or three batches of boits - =
from the Bowgun. One less Licker to worry about. If you're just get- = '

ting your fest (bloody) wet in the resim of Resident Evil 2, you may 37. Aiso. make note of a Spade
Mtugnuﬂunmrpmudnmwlmrlyﬂucm Key Door to Claire’s left as she
yourself reasonably adept. you can probably continue on in the discovers the corpse. Up
direction of the Spade Key without 100 much risk. m“w"““

>%
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Follow ﬁft HEJIWE.».

in an anampt to keep them out of mutant hanas.

“"'r%ﬂ.MH

SR TU LR B  hallway, hang a right, and continue in the direction you

-~ plcture, you'll were headed.

W' receive the mes-
sage: “A Sacrifice |

1o the Helifire.”

ioldt Your Wy Upsteirs

44 To Claire's right is & femaile Zombie, while on her left is a man. Target the guy to the left: there's more Zombie
trouble in that haltway, and the idea is lo knock them out of the way enough so that you can make it past and into
the wider area at tha base of the siairs. You should probably take & couple of quick steps in that direction before
upunmgfrre.ntﬂummwlwcmmmmhmwmhmm

" 45, Round the comer to
 Claire's right and hug the
right-hand wall. avoiding
the stairs for the time

Y being. Al the end of that | :
' ‘* ~ short section of hail. you'l J ; :“c*
[ i ¥ W |'“mm|'h'hlﬂl -h"“
i door an the right. Hurry

o inside. o |
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39 Past the ares of  40. inside, you'll find
the first Licker, loliow 2 small meeling room.
T On Claire’s left 25 she
come 10 3 Couble anters i the

o Operation Rapon—
 more gory Oetadls and
~ notes on the Chief s
(rather confused) plan
o scatter munitions

~ throughout the station

v H [T R L TUBEN 42. Ciaire will nead to find a Lighter before she can siart »
i (YT B fire in the fireplace, and thereby reloase the Red Jowel
® « a fireplace. It you from its hiding place behind the painting. Return 10 the

\
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48, There's an i

Operation Report
on the desk. which

gves you s inte
- more in the way of
hestory

Heal yourset!
reload. and save the

- game. Head back

stairs in a minute, and you'll have a Grenade Launcher in
hand when you do.

1. If you search the central statue, which is holding a Red
Jewel, you'll get the message:

The god of sun and the god of moon. Their gaze upon me |
is the only thing that can release red soul

of statues pasi a locked door. The door must be
opened from the other side: there's no key.

P : 'ﬂ.nnumh
drop the Red Jewel. you
- must push sach of the
« "y, Smaller statues back to
4 s original position on
- the floor. Left and right

* of the central statue, .
= j""lmmmlm.ﬂ - S
. Onthe fioor. As you face | o0+ jnagvertently move the stat. |
B the central statue. the ues in the wrong direction” once
- smalier siatue on the

[ | S
|| womspotontheright | 000n if you exit the area and

and vice versa. In that retun, the puzzle will reset)
way, the two smalier =

statues will be looking |
in the direction of the
~ statue with the Red
. Jawel in its grasp.




60. The “Mail to Chris™ that arrives provides more history,
including the fact that Police Chiet lrons is in cahools with the
Umbvrella Corporation.

With the Unicorn Medal firmly in your inventory, head back
downstairs, in the direction of the Dark Room. Show off your
shiny new Grenade Launcher to any Zombies you left undead
at the bottom of the stairs, then go and save your game in the
Dark Room once more. Retrace your steps back to the main
lobby of the Police Station, and take the Unicomn Medal 10 the
fountain.

n
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| 62. Head back
 through the dou-
 ble doors in the
 direction of the
~ headless body—
3 guuu:":n:u
. g
| iy o * time, There's no
SN S S— LT
game before you
o, but you should have at least one empty space in
your inventory (assuming that you're also carrying
Bullets and Ink Ribbons, which can be added onto
without requiring

65. i you stand
at the end of
that aisle, you
should see an
object on the

shelf high above
[88. Once you have the Crank, head back in your head. To

e direction of the Dark Room. Save the reach the Crani,
game. Take the Crank with you, and head you'll have to 1
sestairs to find the second Spade Key Door push the nearby

cart fo that end of the aisie, then climb up on i,

L
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68. The girl runs off

while you're busy
J plugging the fiend,
but at the end of that
e 4 passage waits the
/l second Spade Key
e Door.

Spede Key

a

i 70. He'll tell her

\» 1 “The girl wen
lhﬂl*ly‘."{llﬂi-

! lent police work,

71. Next, use the ‘ a radio so they
Lockpick to open the ; can stay in touch,
small desk. Inside are then ha's off on
Flame Rounds. Go o - his own adventure

through the door -"‘"‘.:“ once again.
nearby. " Collect the Bullets from the alcove in the dead-end
a hallway.

u;iug the Cread

72. Entering the room, you'll see several bookcases on your right. Though the cases are on movable tracks, you'll
need to tum on the power supply 10 the cases before they can be moved. First things first: You might as well go
apply the Crank 1o its intended purpose.

Resiberg Py
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76. Test out a cou-
ple of those Flame
Rounds, and then
hang a right. Follow
the walkway to a

78. Apply the Crank_ anc Ciaire will oblige by cranking
down a celing staircase Up above s another mechs-
nism that requires the Gold Cogwheel fo function. But
you don't heve a Goid Cogwheel, do you, Claire? Head
back for the large room with tha bookcases,

11 I “, &
~ S 4! & “\
80. Ponder it for

2 moment, and then
use the switch neardy 10 \
send power to the bookcases.

- B1. To soive the puz- When the power is lumed on, the
rie. you simply have bookcase near Claire's left arm
o configure the book- will move slightly, and you can
- cases 30 they come- exit back to the main area of the
- $pond 1o the relative targe room.
position of the marks
on the picture near
~ the power swilch:

~ Slide the two book-
cases on the left to

the right space. That accomplished, the bronze plague

below the picture opens, and the Serpent Stone is
revealed.



e oo Jiﬁm | ﬂ
your ammo supply. If

you exit the bookcase f;h \I' il 83. The Zombie battle isn'l a very demanding one, except

room back the way % in terms of the perspective of the camera: the view Is a rel-
you came, you can } atively distant one, as you're looking st the second-floor
backtrack to the Dark ' walkway above the main lobby. Other than that, you can
Room and save the ! > easily take the Zombies one at a time with your Handgun.

game free of risk. if T SN
you exit out the dou-

ble doors, near a vase with a Red Herb hiding in it, you
have some Zombies to fight before reaching the nearby
save room In that direction.

The Upper Welkwey

84. Go through the double doors in the room with the movable bookcase puzzie. Look sharp! There's a Zombie In
close on Claire’s right, waiting to make a quick lunge at our heroine.

Once that first Zombie starts reddening the walkway, you can continue with relative ease around to the lefl. There's
more Zombile trouble ahead, but you should have plenty of time to line up your shots.

:;?'-L "' . . -

N

86. Press the button

85. At the halfway "_i‘.
point of the second- fo activate it, then
{‘h ’l floor walkway is an continue on in the !il
F Emergency Ladder. m‘:nuu E .
headed. At the , ]
of the walk there'sa ™ - W |
\ g door on Claire’s leh y
‘ .“* ” . uum:m - .'

with Chest,
87. There's also a Lighter on the chair near the desk, where IR - U AL L
you'll find the Secretary's Diary. The Diary itself points you Bl LS
, toward the “Sacrifice to the Hellfire”
_, » painting on the first floor, just in case you missed it the first
time.
You'll have to backtrack to the room with the painting—in
N tI'u first floor hallway past the first Licker attack—and use

% the Lighter to start a fire in the fireplace. When you do, a
second Red Jewel is yours for the taking.
Once you've got both Red Jewels, return to the room where you found the Lighter,
stash the Jewels in the Chest, and save the game, Make sure you have al least one empty

(« space in your Inventory, and then exit through the door near the Typewriter.

@ Resmenr Bvil 2 Pind sl Meadegs Geide



90. To get at the door |
pas! the Helicopter and
to the right. you'll need
1o put out the flames.
Eventually, you'll also
be able to plant an =

explosive charge 1o the 4
left of the Helicopter's

nose, and blow a hole ! - I

sage beyond leads to the Chief's office. Backtrack past the
door 1o the save room, and locate another door on the left

“oor haltway and the door
#at you unlocked, and con-

“mwe on in the direction you Ly . 92. i you're hurting for v
=ere headed—with caution. 3 heaith, there are Green

p ahead, you'll spy 8 cou- " Herbs outside one on &
= Crows and a recently : the upper patio. and

=cied corpse. Biast the two more down the

=rds, and then search the corpse 1o uncover a stash of Bullets. stairs near 2 door.
8. Past the pecked corpse, Claire makes a right turn in the hallway, and the long hall ahead I8 /i ‘

= & row of windows on the right. When you start down the hallway, the previously mentioned flock of feath-
aeed fliends comes crashing through the glass, so don't meander. Sprint down the hallway, ready for the left

#t the end (which you can see in the foreground of the camera shol).

p—
J = 85. Don't stop run-
i1 &V S until you reach
_d /,,9 'J-EJJ T()JJ :‘-ﬂu':m
of hail and the safety
Sepending on your level of comiort with the of the door 1o Claire’s
mme’'s movement controls, you may want 1o dou- left. Get through the
2= back and save at this point: you're about to door as quickly as
szash a nasty flock of Crows into the hallway.  possible,
. i w2
_ ’1.




1 The Rooftop Area: The Velve Houdle

ﬁ 97. Go through the opaning In the fence to Claire's left, and
, : ECIUCLE U vou'l| find a water maln that might help you douse the
J | N cmg‘::"*’_ﬂ g flames, ﬂnnln.mhadlﬂliw:tmdhtumﬂmme
q ; g fﬁ?/; w"ﬂ m:"h" water pressure in the large tank above the wreck
H P %* | portion T
| B \‘t{whm I} [ - 98, Pass by the
! engulfed in flames. - s e
"1 Y 4 . Claire's right to find 2
: ! i b | 1| stairway leading down
: . X - . i'" to a section of street.
, .0 ’ * e T eyl Y Exit the stairs,
iﬂam"ﬂu 4 D . ~ . and run forward while
W the wall, and waitfor - : g e Wl o
the first of the - Y g Claire’s right. That's a
Zombies to get into dead-end, but you
the camers shot. = want the closest of the Zombies in this vicinity to shuffle
around it to Claire's : . B Frmm—
right, and continue 100. Inside the small,
down the walkway, dimly It room, scour
hugging the right side of the path. You'll see more Zombies the area for the
up ahead, but, as long as you stick to the right-hand patch Bowgun, an Ink
of grass, you shouid be able to loop around them, making Ribbon, and the Valve
a left turn in & wide arc. Up ahead is a door you should Handle, which is
enter. beside the desk.

it}

101. You can save the game here if you like, but don't open the door opposite the one you came in: that door leads to
the outside area, and opening it only lets in a hungry horde of Zombies before the portal seals again,

Once you've collected the stash—most importantly the Valve Handle—exit back through the door where you came
in, and dodge the Zombies en route back to the staircase to the upper area. Occasionally, one of the undead will daw-
dle at the foot of the stairs, so be ready to pop off a few Handgun shols to clear a path.

102. Once you've 103. Pass back
made it back to the through the hole in
upper area with the the fence and use the

."“,_  handle near the water
L main. Prossure builds,
» and the large tank

" ¢r
< Frara: Byt 5 Paed OG0 S84 &l
- FESIDEMr Vil 25 Fomsh @iimsed Soinge Sad
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1 105. Usually, there are still several Crows In the
hallway, but It's nothing like the frantic attack ¥

e B mode they were in when the flock burst through
1 ’ = the windows. Remember, there are Green Herbs

J P g " on that outside patic and down the stairs from
b R hers toc

r
S A S B Head back to the secondfloor save room, nd
y /J | trade the Valve Handle for the two Red Jewels In
o= = | the Chest. You don t need 10 save the game yet.
3 — As long as you ve taken care of the two Zombies
in the hall near the nose of the Helicopter, there's nothing dangerous in the area ahead.
- .

110. Once you have the prizes. head back 10 the save room and save the game. Return 10 fhe haltway at the boftomn
the Stairs near the Dark Room. The first Diamond Key room |s at the end of the Raihway near where you came into
 2rea the firs! lime (where the female Zombie was standing)




B

t

o 111.Iutnl|rh

Dark Room at the
foot of the stairs.
be ready lor b
time Zomive trou-
bie insice the
Dwamong Key Door.
Whip oyt that
Grenade lsuncher
10 get the party

“M“ﬁl'h*hqm

ﬂlh‘llﬂh
m-mw
significance. In the
file cabinets on the
opposite side of the
room, you'll find some
Bowgun Bolts.

N
I*

§ e

o 7= 1112 Haviog biesnsd
I o local Zombie pop-
: q.‘. LiaCe MO SuDMRLON
o i Mhhﬂ X
i Detween the two romy
i? of lockers. i you
angd with your back
~_ 1o the ymall trash can
s 30 search the locker

Bank there. you'l
Open 2 drawer with 3 canister of film for you 1o develop in
hhth
B
114, Of far greater '
impartance is a bro-
ken locker to the right .
of the exit door in the ]
Use Claire’s Lockpick Tl
for access, and claim § .
the Plastic Bomb Will you use the .T-. rrL =
L ]
inside. N~ —
. ; -_—

-9 rq " ‘§ 116. Grab up the Green
Herb upon entry, and
make sure you've got thal

'glhlplh”
There's a memoc to Leon
00 your desh. as weil as

When you've taken care of business, the
Detonator you need 1o sat off the Plastic Bomb
wails on the desk nearby,

VO a i r-*r
FLr
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T

124. You don't need to save the game just yet. In
fact, unless you're really Into viewing clnematics,
you might as well wnit until after Ihu show,

G J b “.. .-H_ris il’c Chﬂﬁl

=

125. Follow the hall-
ways and enter the
Chief's office. On his
desk lies the mayor's

=




. ' Chief Is nowhere
1o be found, but
the Heart Key

' = = has been left on
131. Move 2 f
around behind lrl : --‘ 7 ' -_tn.- I’ﬁ“
ht:: ’ ' 132. More importantly, it 1?; '
e y '3-‘5 You search the strange 4‘
s ais0 inad- v
vertenty ok Bl j§  Picture hanging on the " |
mmm ’ ‘-'“ﬂ' F R L T-
- _/ you'll need to piace the JJ O n
three Stones. With ali
— three Stones in place, 2 Will you push W '
g door will open nearby, RAL

‘ through to find the passage 1o the sewers.

Remember, the Blue Stone is 133. Now that you have the Heart Key, it's
only hall of the Jaguar Stone, finaily time 10 expiore beyond the single
50 it can't be inserted until you | @00 in the lobby—up the short fiight of '}
find the other hall. steps in the direction of the main entrance,
and left as you tace that doorway to the
outer courtyard. Be sure you bring plenty of
ammao, and read the nearby note if you're
having trouble getting through the area
beyond the single door.

2 . . e - ¢ s 5 4] B |y
pstbi i Pl 22 Poisd @ffisie] Sloadogy Geide



Meroughe #
e _..--__. L 'll..l,“ tl hu-

) ) W the pack of | PR

i Tk L ib}
:-:-hmh;:':h 134, Get that Shotgun ready, and drop back into the comer to Claire's
Se-meck andior ankle, you can fight as you pass through the door. The hailway is crawling with
szns he Same ares vie the door | Zombies, and you'd ke to let them get reiat ely ciose 5O 08 many a8
N ﬂh““ NI!!MMTHMG‘}‘W bizst
"= Sock of Crows attacked. You .
=y %ad that coming in through
v zack doOr gives you more time
= sarvey the situation, though,
matedy. you Il want 10 take care
< = the resident Zombies.

“adle in the large ' B 137. If you can get the Zombies far snough
e, as well. If you -~ - | away from the door, you can run inside and
segn by running for: . 8 open the safe, and you'll still have time to
ward, you can pass a o8 make it back into the larger office afterwards
=atively unmolested - B without getting cornered. If you do

“etween the desks ' . take some abuse, check behind

— - = L& i

=fice where the safe waits, but it's usually best to peek
=sice and draw the attendant Zombie out before going
gl

e - 138. inside the |
=

smater ofice.
t '\.

 —
Wil rou taks it Tu Ne
0w from the Police Memorandum
¥ou picked up in the first Chest




141. Of course, the Zombles might have something 1o say BR T ¥Ry ™Y R L)
about that, so make sure you know where the undead lurk BE=FUCER T TE YT
before rushing blindly around the bend. At your own dis- -1 CELRGEE
cretion, you can polish off the moaning minions in the from the office has a
large office. You won't have to come back through the bax of Bullets on it,
area for any good reason once you've cleaned out the and that doorway v
safe. leads to the outside

You'll want to exit the large office back through Bl sl il s . ’

| the double doors where you came in, but do check the There are two | -

Herbs to
small adjoining hallway—through the open doorway near G""‘_
the safe's antechamber. Claire’s left as you come outside, and another on the patio

above, assuming you didn't pilter them earlier from the
14 &

.

o

- F -
o e i e

.rl:-ll.

-

143. Also, at hallway on the second floor where the Crows attacked.

one end of the .
short hallway, is
e - gl The First Dicmond ch Door
4 Heart Key and

discard i, but 144. Back in the hallway outside the large office’'s double doors—
AL L o perhaps after a side trip to save the game—follow the passage.
I:? F'r':..'m - the HI::M Where it widens and turns to Claire’s right is another Green Herb
(URT A ™ F  (search near the plants).
another Diamond Key Door you need to open down =
the hallway that you entered from the lobby, | 145. Continue to fol-

E— low the hallway, ready
146, Where the ! .. s raligmedl
hallway turns left s N A | ol
a large metal door @ |
that requires the '“ . 4 o
Diamond Key for L 5 T
BCCESS. = :
e Al LT
You have used the g
:ﬂfqﬂtl.lll. 1“-““”’
ond Diamond Key
Door, collect the Cord
from the table.

149. Get out that Grenade Launcher. When you move away from the shelf whare the Eagle Stone sat—in front of the
mirror—a Licker crashes your party. It'll land almost right in front of you, so be prepared to target downward and it

loose a couple quick blasts.

@ Resmenr Py 20 Prand Offisil lradegy Gude
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aCy 151, Back in the hall-

” way, nole the omnate
150. Having survived the Licker's assault In Spade Key Door at the

the Diamond Key room, continue down the far end, and then head
short length of hailway and discover s Red back toward the door ,
Herb growing In a pot outside an unlocked you unlocked using the e
door. Heart Key. Of course, .
prudent adventurer that

youare, youll probably
pause en route to save the game |

=

way—com-
 plete with
'-ﬂ'-l
ilhh-dll
- end of which

. | ihlm
. ? e leading down

~ lothe base-
ment. In the area at the top of the stairs, however,
- are several other items of interest. For starters,
there’s a second box with a cut Cord.

s

157. Look to Claire's left in RE-NT 7Y g )
the short hallway to find an T8 0F, 0 BTy PV
B 1T LT notice another Club Key Door. Be
Wl LW TR sure you've saved the game recently
LUl R S before heading down the stairs.
to angle your aim down-

ward to keep the dog from getting a good bite out of you. When the first

mutt yipes off into the hersafter, advance until you see the intersacting

haliway ahead. As soon as you step into that junclure—the camera
A —— mghuilllhm—buuupmdﬂ'-dopmﬂﬂum'm'lwnm
156. Down in the basement, get ﬂhch?wmywmlmmmﬂmgmmmﬂmmm
ready for a dose of Zombie Dog hm.nhmlnthuuinumwmmhlpﬂmﬂlm.
trouble, as several bad dogs bar Mlhﬂﬂhlﬁmﬁn“‘ﬁumhmm.m
your way between the bottom of pmb-;ﬂudwhﬂulutmﬂm—ﬂmmcluhmm
the stairs and a secure save point. [ oo %




b

L'
158. At the end of = : m _, 159. Through the \ . JT‘
that hallway is anoth- 1‘ —— e, ’i‘ door, look to Claire's | | ¥
er doorway, and you ) ol A left to spot 2 Red - I ok
should search the . 4 Herb amid the debris, 1511 H’ 4
garbage nearby for - and venture cautious- gy
more Bullets before ' ly into the outer area. -l
venluring inside. A short way down that q
mmm Wil you &6 down? . |
Zombie Dogs come .
- 160, Down the ladder, and almost invariably they wind up on either side of you in
 you'll discover another the wide walkway. Instead of fighting them right now, run
" room where you can save  down the walkway and you'll discover an open manhole at
- the game. Do so, then the end of the path. Climb down before the pooches have a
~ return to the passageway  chance to nip your heels.
" to discover Sherry once

- 162. when she
crawls through the
opening that's “too
- small for an adult

few|

“Inmkl:‘d[:: m to enter,” you take

maon ah, " . ' ;

irony) and runs off to * bt control of the girl's

save him. > A ~ aclions on the
.o ..
A U

163. Ride the elevator A ---“mm‘

B SU8 S6rvioe mte have much gaing for her in terms of self-delense. You'll

RONEThe Sawage ase- need to simply outmaneuver the Zombie Dogs in the

""':::""‘ﬂ. area ahead, and use the First Aid Spray If they inflict

hard turn to Sherry's -y .

right. Dodge the dogs

and hug the right-hand

path, and quickly enfer

the door you find. : -

In the room beyond i a puzzie Sherry must solveto LS ﬁmhug Box Puzzle

claim the Club Key.

164, For Sherry to reach the Club Key, on the far side of
the empty pool, she has to use the boxes as a bridge.

Before toggling the switch to fill the pool with water, hop down o its dry bottom.

The three boxes in the bottom of the pool need 1o be pushed fo the far end from where Sherry hops down. In
that way, they'li float to the surface when the pool fills with water, and Sherry can take advantage of two breaks in
the railing above to walk to the other side of the pool across their tops.

tgL'-'-é:*' Resibenr Bvin. 22 Prand Offisi] Soalngy Gaide
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If you mess up and push the center




. 1m_!;ummnuhuhmhmmnw
side of the treatment pools), Sherry will toss the Club Key and Rounds
to Claire, and then, asserting her independence. she It run off 1o find

3. H. £

. - :
1o The “ord g-f':r{’i{

:

171. With the last of the “suit™
keys in hand, you now have some
doors to open, but do be careful
heading back into the hallways
above the manhole. There are
probably still Cerebus Dogs to
deal with, and a coupie of Lickers
will have appeared near the
Autopsy Room door, as well.

173. Retracing your path back past the Autopsy Room, you'll see another set of double doors, followed by the door
to the Weapons Storage room. Currently, the power to the Card Reader beside the Weapons Storage room is off.

.. 176. Throw the first switch in the

-~ sequence “Up,” the next one also “Up,”
and then the third one “Down.” Throw
 the fourth switch “Up” and the fifth

~ “Down,” and the power meter should
 register the desired amount. The Card
@Hﬂmn_hhhh
e

2 Poimes Eietel 53}‘1.1!‘43 (aide,

s

¢ Resinens

-« ‘s & lla
= mave I

175. There are five switches that
must be placed in either an “Up"
or “Down” position in order to do
the trick.

The switches work together to
reguiate the current. If they re not
property switched the system will
short out, and you'll have 10 try
again.
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Green Herb in the garage that she can snag.

Only Leon, with Ada’s help, can push aside the
police van that's blocking the door in the

Tointhe
~zopsy
Soomisa
e
You have uned the

wating lo . . - ‘ f?} Koy,
‘" = 5ol
s - 180, When you claim it, a Zombie crawls out of the body
==wn Lo storage immediately behind you, and the other resi-
mout the . dent undead wake to feed, as well,
“wam are bound to come to life sooner or later ... In the narrow area behind the gumey, it's
sbably sooner. best to plug the first Zombie with your Handgun,

Circle around the gumey and check the IR of the mob starts to crowd Into the narrow
~atinet to discover the Red Card Key.

path. When the throng is assembied in a nice iitle
ot let them eat Grenade—perhaps a couple of biasts—then switch back over to the Handgun
i mop up

181. Having previously configured

the power supply to the card read-

er, you need only use the Red Card 1ﬂ.lﬁmMHﬂmeu—ﬂmlﬂhm
Key there to open the Weapons and a Submachine Gun.

Storage room,



183. The Side Pack adds two places to your inventory total, which the Submachine Gun fills nicely. Of course, you
could be a sport and leave the big gun for Leon, but he really doesn't need it. Our advice for Claire: Grab the gun.

The Secoud Chib K.cg Room

- 188. Before you make e . Diamond Key room

the trip, be sure to “ where the Licker came
:  stop at a Chest and You have SR crashing through the
" - pick up the Lighter. mirror.

] You'll be glad you did.
LT T U 189, Examine the picture in that corer of the room.
the Lighter when you That's the Gold Cogwhes! you need to place up in the
head through the final third-floor clock mechanism, doubling as the wheel for a
% Club Key door. You'll chariol. When you examine the plcture, you'll get the
need il to start a fire in message:

the furnace.
Through that
omate green portal, t the queen,
grab the Film B off the U'hﬂ.m_
"}t apoen of e S
; and the chariot will start running.

. esibienr Pyl 22 Pimd Offisial] Mooy Guide
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2, ‘1 191. Ignite it with the Lighter, and then study the
¥ < lhree fixtures on the wall. Beneath oach is 8 num«
4 ber—11, 12, and 13—corresponding o the numer
¥ cal value of the jack. queen, and king in a deck of
cards.

the uppermost
room—the room made '

o
accessible when you \ T i |
used the Crank to '-..-'!' s—— =
lowerthestaircase. =~ T ¢ ’ .

Of course, you

should save the game as s0on as possible, and you can
expect a Licker to be walting at the top of the Emergency

Ladder if you choose to pursue that route.
- »

o 195. As you make your way back toward the

. 196.Backuponthe o /% get the cinematic of the Zombles
4 l u‘:ﬂﬁt: crashing through the one set of windows where

f wordnte you didn't use the Cord 1o fix the shutter

2 Hopetuily, those Zombies are near where
| you met your very first Licker, and you have no

' ' reason to be going back in that area. anyway



197. it you stand to
the right of the clock-
works and search,
you'll get the mes-
sage that “The Gears
are clean.”

Stand to the left :
and search, and youll 1y Jo0us liken switeh. Wil
kneal down 3 the reou push TIT “Yez Ne one.
switch. Decline to
press it the first time. then stand and use the Gold
Cogwheel Once #'s fitted into the Gears near the switch,
you can hit the power switch.

199. It you messed up and put the Cord for the shutter
switch in the box that sealed the lirst set of windows, there
shouid aiso be a duct in the bottom of the closet with the
Sius Stone. You can drop info that shaft to avoid the Zombies. if any crashed through the windows near the staircase
that leads to the basement.

- : TEHRETS.. 4

- Appfg the Stomes

§ 199, With all four Stones in Claire's possession, she need only apply them to their intended purpose to open the pas-
sages thal eventually lead to the Umbrella thu.

!-t tsj .1b4 m.cmumuumnm Stones to form the n
\ .ﬁ QIR Jaguar Stone, then take the trio back to the
& e

Chief's office. Meet up with Sherry once more,
= then plug the Stones into the fixture behind the

sen plcture—behind the Chief's desk—and a hall-
n‘t»h H elales

201. Pick up the “Mail

1o the Chiel” and

head down the hall-

way.

day, and it's only

going to get worse. PR
)
.

-

' o # Once the drama with ._
g the Chief plays out, ~
¥ s . rogy  take the Acid
il & | gy Rounds from that
'T room—ioad them
: ~  up—and head down
Will you go down!? the elevator.
L]

—
*
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G-virus, standing between you and access 1o the sewer tunneis—which
ultimately lead 10 the lab. . s

I oo

.‘_

204. Acid Rounds work fine here, though you may also want to try a littie Submachine Gun. Don't 9o cr
with the Submachine Gun: you're going to want st least 50 percent of the amma ‘or the big batile rmm
end of the game

In addition 1o the G Imago's own attacks you need fo fend off the smali army of larvee-like Mings that
% pukes from its maw. These little creatures can do considerabile damage, and the big monster will contin-
a8 10 emil them even after it collapses 2 'S .

205. Even when all i
over o your v
andblostthodlg | s [

mm“ r"t B S i ‘j
emit one last load of ‘.P - .

““- | v . ¥ . !
demise, and if you're .

S RIS
stersbodyyouean
usually caich them as they come out, saving yourse!! some

damage in the process.
J 207. At the other end
of the path is a button
~ 10 push, which lowers
- »r! o ladder. It's time to
: = put the Police Station .
. for all
R A
d e Ay | ’



Power Switch

Walerall
Coin Box

Pressurized Tank

Hiun Hert
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Station boss, Claire and Sherry enter a short section of the sewer,
only to be spotied by another monster on the walkway above.

F . mw”ummmm-ﬁ
apparent dead end. About halfway down the wall, how-
ever, is a vent shaft that Sherry can it through.
Enter, and be prepared to get moving when
YOu emerge in the large tunnel.

-l.

T
A\ 4
Iltluumﬂlm

nest of bugs erupts from the ceil-
Ing of the tunnel, At the far end is _




- zlgl'l": Warchouse. Use
- near the fax and a can g "

\ H
You.used™the sovaiph,

21‘! Arriving In the
area where Sherry
found the vent shaft
just moments before.
you have only to deal
with the resident acid-
spitting Zombie to
claim the Grenade
Rounds on the shel!
nearby—head for the
same small section of the room where Sherry found the vent,
but turn to Claire's left, away from the crawlspace, and 221, Of utmost importance: Make sure you grab the
search the shelves at that end of the area. Valve Handle and the Lighter from the Chest before rid-
ing the elevator down, and also leave plenty of room in
your inventory. You'll need al least two spaces to carry a
pair of valuable coins, and there are also Flame Rounds
and herbs in the area ahead.

=~
© 222, Exit the elevator, and tum to

s ‘m‘iﬂlhhﬂmmdﬂ.
\

i =

M i 2 Y o3 (A Vinda) Slpaina (5508
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there's a pair of monstrous arachnids waiting 1o spit their
poison. If you do take a hit, don't use any Biue Herbs just
yet.

227. It the Spiders haven't spit at you yet, stand in the
aicove and plug away. Eventually, you're bound to 1ake
# spit hit. The good news |s that there are Blue Herbs
growing in a planter through the door in the alcove.
You can duck through the door, cure the polsoning
osfore it begins to seriously affect your health, and
then return 1o finish off the Spiders

L ——




e
230. Just about that time, you'll hear Sherry's desperate cry in the distance, Point Sherry's mom In one direction, and
take the other route. You did remember to grab that Valve Handle, didn't you?

Rescuing 51-&??3 from the Gedor

231. Foliow the walk-

way to its apparent
dead end, and apply
~ the Valve Handle you

__ brought to the fixture
3 nearby.
b

1

. 232. That lowers 2

-
-——--

0
- F’
. =
¥
e
_— i
"/ 235. Upon inspection, It seems to be some kind of emer-
= gency release mechanism for a pressurized tank. Not
. - ie K, exactly a common emergency procedure, but. as it lumns
ns . oul, an eppropriate one
~ i Continue down the corridor. and you'll see an open-
- f ing on Claire's left where Sherry lies beside the murky

pool.

1t"s & hiah preasurs

11 ﬂun!}:", - |

236. When Claire 237. Once the gator
calls out to her, she's throws Claire down
answered by the the tunnel and the
arrival of a truly cinematic concludes,
impressive get moving back in
Alligator—tremen- the direction you
dous in stature and, came from.

it's safe 1o assume,

far 100 hungry to be

reasoned with.

Fpsineitr Pyl 2 Fraasy Gl .-':Irwdx.:ﬂ Gazsdn



or 50 past the bend. Managun
.':ng-:'n.::-nmhmh
note that it has managed 1o gel the tank lodged in its mas-
Sive mouth.

. I
I
;7 | dosnt
ook quite
rght.
Coliect the Wolt Medal, then head up the lad-

and the bridge you so thoughtfully
L::“mm




r‘,d""’ ¥ 244, Retrace your stepsto | §
Hymapg -  the waterfall in the tunnel,
||mmmwm
| With both the Eagle and Wolf
- Coins inserted in the mecha-
nism, the flow is shut off,
and you can pass through
~ the doorway beyond.

Sa . J Sy~
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249. Set it off with
the Lighter, and note
the tell-tale twinkling

SAIFES WPALKTHROUGH A

ofanobjectonthe . Bia'C

ground nearby. That's .

the Weapon Box Key. "‘Eﬁ , 250. In the

Take it with you, and i} haitway

go through the door = !  ahead,

on the other side of -‘T-"’- . E & \ 2

- ' | J - g \% are pacing

‘e I (‘ L5 1Y L back and

260. New toy in inventory, double back down the other SR ) forth at the
branch of the hallway. wary of lurking undead. ok intersection.

Don't dismay too much if your inventory Is getting
crowded: there's a save room up ahead, with a Chest for skttt b de

. Follow the passage until it dead ends, and search
storage. You can easily backtrack to this area in a few
momants, and Sherry will stay safely behind. As her con- %10 corpes there. The Spark Shot is your reward.

dition worsens, Sherry's pace becomes a bit tedious, but
you'll soon find a place where she can rest.

- ee— A .

A Comvenient Scwve Poind—Neor the Lob

261, In the opposite
direction from the

dead end with the

dead end lies to the right when you
reach the intersection. There you'll
find a pair of Green Herbs.
Backtrack and you Tl find the previ-
ously mentioned save room al the
top of the ladder.

264, Once you've stashed everything in the Chest and gone back to the hallway nearby flor anything you

couldn't carry before, Equip that Spark Shot and save the game.




© 266. Climb into the elevator car
1o find the key that fits into the
control panel outside, as well as

"l 265, Through the exk door, » messive slevetor is walling 0 take you'o
 the Umbreiia Laboratory, at long last. Don't overiook the Bufiets near the
busted barrels and the Factory Map on the wall

-

more Flame Rounds. J

T

,z
r

-:l

mmmnnmm:mmmu
ing on the walls, right about the time Claire realizes that Sherry is in

serious trouble.
e * 270. Once Wiliam (G-1) has been
" * sent packing, climb back in the ele-
o .  valor car, and ride it to its destina-
*T" ‘ﬂ-" .+ 1| tion, Claire will carry Sherry 1o the
Ry 3 . safely of a nearby room once the

'L 4 S
9 " You've made it to the lab.
o 9
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272. Once you've sorted the swag and

W
F!l v : = ﬁl] ;:
properly configured Claire for the
gauntiet ahead—Grenade Launcher, 2
{ rounds, Handgun, perhaps a
M.hhmmmmm'mhnhﬂhnﬁdh wristy 0
bed 1o discover a Groen Herb. There are also Flame Rounds in the cabinet to mm"t"m*'“““
the left of that, and even Acid Rounds on the desk. -

Dou l"'m'c.n:’i Hecd Lg“:f'

273. Of course, in addition to all the other fun stuff the lab has 1o offer, you'll want to mix & batch of the Vaceine for
Sherry while you re weeding out the monsters. Fortunalely, that'll pretty much take care of Itself during the natural
course of events

You might want to take the Lighter with you when you leave Sherry’s room. it ll come in handy very soon. First
things first: You'll need to get some power flowing.

The Mein Puse: The Eost Arec

274. n e aree 275. Through the = | j—
outsade the docked door, youl enter 3 ‘ : m
sevaor one Nalbway 4 hub area. On the floor ' ' §
tarminaes at a0 nac m of the small hubike | . g =5

thve slevalor, whilte room 15 3 gant fisture -
o the ab's Man Fuse in .
order to access all the (Y
.""H " -
o L | 276. Of the side-by-
= g . w=  side exit avenues,
: choose the
- ! m‘“‘z:._ 277. Inside, you'll find that the hallway turns left. On
: low the walkway 1o the right at that point is & swileh in need of slectrical
the door beyond, power. while rightt in front of you is a card door in the
, © s | which leads fo the same predicament.
| AN N

I ey “\1 = TRl b8 f"i] :J* .”"r‘ri'"'-.'r" -’:I;’#'J-’-r fir'f—J'f'f —ree
leg | wl i Gilinial Bloaingy Gorid




281. 'lhhlhllﬁnﬁmmu

280. Take the Fuse Case 1o the apparatus on the opposite side of the the hub room, and use It at the fix-

aisle, and use it 1o construct the lab's Main Fuse.

282. in the West Area \ “\j‘q: {0
you'll find two difficult - 1A ,
tests in terms of com- VA ]

bat. 50 you may want '/ 'y
10 go and save the , Y
game before ventur- /
ing in that direction.
Expect pienty of |
Zombie resistance
Back in the direction

"(_!&




computer, you'll find

shaft. ignore it for the .
moment, and grab the Bow Bolts from the locker to the 286. Now inspect the situation where the scientist iost his
battle with the tentacied monstrosity. (If the thing should
poison you, use the Biue Herbs growing in the planter.)

288. Once the sprin- ‘. -

kier system has P

doused the fire, look .

1o the seats on ¥
= 3y
o

Claire’s left as she

The small scrap of
paper there contains a
user password for the
computer system that
Sholgun, and search M@y come in handy later.
the area In front of the
vent shaft. In you go.

Kill e Lickers, Collect
Veluchle Prizes

290. Down the vent shaft, take a couple of cautious steps forward. There's a pair of Lickers in the small froom, and
you'd really like to get them in view before they close the gap. When the Lickers have been [it, check the lockers for
two batches of Grenade Rounds

292. This is a good place to save the game, though itk
mately you want ta return to this hall, and activate the
switch on the wall that opens the shutiered door nearby.
Expect serious Zombie trouble {f you decide to backirack
to Sherry's room.



. 2 SEIRES WPALIKTHROUGH

Desit Get Plascled

Y
IF'—|
"

'; fomic venom, whach
on o your they can spit an impressive distance. You 1l find the
amvivel. Flame Rounds make an exceptional defofiant.

hh“n“ﬁﬂ-m

them.

293, Through the door beyand, you'll have one more stalk to snuff before you can caliect the Green Herb
nearty, and take the ladder leading down from the landing.

297, About the time you notice
one Licker lurking in the open ares
shead, another drops down through the

celling. Rid the area of the creeping
freaks—inras in a/'—and reward

Green Herbs if nesded.

‘ [!*:.‘




4 Tle Lob Cord Ko

| save the first time, put

the Weapon Box Koy

in your inventory.

There's also a map of the lab available to the right of the
‘HHMMMI-M“M!HM
- . xr W

302. in the small
' antechamber, use the
Weapon Box Key on
the locker, and claim
‘ NMM

!I'llp TTRITERITT -~
. ' 'hl No
7

\ i i I

you'll find the Lab
4 CardKeyanda
_ couple more Ink
Ribbons.

305. Also worth a note: The machine you'll need to produce the Vaccine for Sherry
is in one corner of the room, directly ahead of you and on Claire’s right as you
came into the lab. Once you've got the goods, head back lo the large hallway out-
side, all set lo explore the avenue opposite the lab entrance.

— P
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312.Shetelishim |
she's got some busk |
ﬂnﬂmd-|
mainly the Vaccing—
and asks Leon 1o go

:. and gigantic vy slong the way, 50 certainly save your
game in that semicircular chamber before making the trip.
. — r 8

316, Also in that East "% 317.0n e coto

Area is a more rea- Claire's right as she
: sonable goal: a door enters is the Vaccine
‘nmmn Cartridge she needs.
5 Lab Card Key for a8 well a3 another
. | access. inside is 2 bunch of Grenade
\ hos! of Zombees and
several other Nems of
o ] v
he adjacent area. i, you'll spot the M.O.
there's a light Disk on a small surgl-
switch on the wall. um“
the panel near the
large circular
machine.

fﬁ&: Resinersr Pyt 2 Poiedy Officisl Hradray Coidn




320. To create the Base Vaccine, you
must then turn on the machine via the

haftway near the M.0. door, and you
might as well put the M.O. Disk in the
ﬂhnmhhﬂ.

NS 323. This is the final Saftie. 80
== take everything you need

mmunnmummnnmun-—- for that purpose—big
and then take the completed Vaccine. Save the game on your way backto [0 B i |
the M.0. door. and plenty of heaith




325. Don't waste time: there's nothing to do in the large
chamber but summon the elevator, and the hallway seals

ey 4| laws at some point, and fling you like
TR an unwanted toy. Check your health
« "YR1 when you regain your feel, and con-
“ee Feo inue your assaull.

- ' 't i 0 L B 964
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After you've stomped a load of G-virus monstrosities as either Leon or Claire, the escape train rolls off to a desti-
nation unknown.

But wait—just what was Leon up to while Claire was busy wreaking havoc, and vice versa? Did you ever won-
der why Leon didn't stop Sherry when she ran through that room on the second floor? What about the time Leon
appeared on the monitor when Claire was deep in the lab? Just exaclly where

was he?
You'll find that if you beat the game playing as either Leon or Claire and let IJ
e

the credits roll, you'll be graded on your work ... . And then you'll be given the

chance to save the game again. Just surviving
Do so, and, if you were playing as Claire, the file that gets saved is a Leon “"’W“‘E
file. The reverse Is also true: after watching the credits, you can save a complet- first part of Leon B is a major
ed Leon game as a Claire file. Swap disks, and the nightmare begins again. This | Benasiuakiailitl] Sl L oy
time, you'll get to see the whole story, from the opposite point of view. ble when you can, and use
This time the story includes a dramatic conclusion that doesn't end when Green Herbs instead of Bullets to
the train pulls away from the station. Of course, you're relatively familiar with help you get a foothold in the
the landscape, with only a few exceptions, the maps are entirely the same in game, and still have some ammo
the “Scenario B" games as they were in the “Scenario A" games. What to throw around. Remember: You '
can't kill the Tyrant. Don't let him

changes, of course, Is item placement, and the way you access each subse-

quent area.

This section contains the new set of maps for each of the B scenarios, and
we'll even go so far as to point you inthe | Iibttadabdead Ll L ALY T

/ right direction from place to place. Past him down for the count, tem-
) p— He's big. that, you know the drill: Kill, or be undead. porarily.
) u |

suck up all your Shotgun Shells.
You'll find four or live Magnum

Whatever it is

that the boys
back at the lab cooked up lo
mess with you in the Scenario B
adventures, know this: He can't
be killed. If you can run around
him, and escape through a door,
do so.
If not, opt for heavy fire power:
you need to knock him down
quickly, and then you need lo

Police Sholion, 1 Foor

run. You'll get your chance at
payback, but not until the final
showdown.
S/ .
J’(‘. FESihE RN 1) A | (44T 12a=l ;:m‘:r&': (5 uidv,
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A A A DVENTUER 5 NOTES
3

Leosts Welldrougk

As Claire makes for the front of the Police Station, Leon angles for the

back, toward the parking garage. I you haven't played Leon A yet, real-

ize that he has a big puzzie to solve, just as Claire does. Whereas

Claire’s was the Stones, Leon's is the Plugs, but you'll find them in the

same spols. To escape into the sewers, Leon must insert all four Plugs
into a lock in the Sewage Disposal level. Here are some observations

r 4
along the critical path, from city streets to the final showdown and the nm
crowning jewel of the game—the train ride. .

! Dodge through the Zombies, and look for a door on the right where the street dead ends. Inside the
door, check the small structure on the right for the Cabin Key. The cabin is the door on the other
side of the area (to the left as you came in from the street].

= From the sight of the chopper crash, enter

the door and storm through the Crows. 3 Inthe large office

Take the door on the left in that hallway, downstairs from the

the one that goes out to the patlo. / patio, look to the left —
' | as you come In, and .
y ! :

.

grab the Valve Handle
off the shelf, The com-

& Exit Into the hallway toward the lobby

from the large office. There's a big crowd
in the hallway, but you need to shake » m ﬁm..;; s
them off and get through that door to the h A numsricsl key pad. ! .

left, and into the lobby.

=

6 Avoid the Tyrant if at all possible, and be ready for serious Licker
i trouble in the hallway which faces the room that becomes
accessible with the fire put out.

7 When you take the Blue Card Key from the room
! with Tyranus, a Licker drops through the ceiling.

& The Unicorn Medal is mountad in the wall at the
far end of the second floor walkway above the = »™
lobby. Use the Emergency Ladder to go down

: and put it in the statue.
in the lobby, grab the Shotgun 5 There's only one Spade Key Door: the one where you
from near the Typewriter, then found the Crank in the first game. Inside is nothing but a can

head back the way you came 1o of First Aid Spray, though that may certainly come in handy after

apply the Valve Handle near the the latest Zombie

chopper wreck. Take as many gauntlet.

Green Herbs as you can carry | @ Watch for the

along the way. Zombies that will
crash through the window near the door to the fire-
place room.

| 1 Past the S.T.ALR.S. office, Sherry runs from Leaon,

escaping through a small hole in the wall, As she

leaves, she drops the Diamond Key,




r .8

| 3 So that's what happened to Sherry's necklace, Have Ada solve the box puzzle to get the Club Key.
I & Once Claire blows open the route to the Chief's office, check the small gold chest in the room where Claire
and Sherry meet to find the Crank. And watch out for the Tyrant.

L]
| 16 When you get the Gold Cogwheel from the Club Key BRI LD rli 7.
Room, the Tyrant crashes through the wall. When room with the Rook '
you run out into the hallway to get away, he crashes Plug on the sheif, ?"_ >
through the wall in front of you there, as well. expect a Licker to '
| 7 Use the Magnum on the pipe-wielding guy near the :::E‘:::
Plug Lock .
I8 The Small Key near the Wolf Medal goes in the locked Warehouse door that
Claire picked previously )

20 For Leon and Ada to take the SkyTram ride, he has to
ride a small elevator down to an unfamiliar area, and fol-
low the path. When you take the Control Panel Key,
check the monitor to the left—say! Is
that ...7 It is! The Tyranl.

1 The big Elevator Key |s already in place in the control
panel nearby. Try the Automatic (modified) Handgun on
the elevator monster: rapld rate of fire is what you need.

&3 The switch to turn on the elevator |s on the B3 level of
the lab.

&% If you had Claire register her fingerprint in Claire's Scenario A, you can have Leon come along in his
Scenario B, and open up the door that requires two users for access. Inside I8 a trio of Lickers, and the
Submachine Gun.

25 The Power Room Key is in the same room as the machine which Claire used to complete the Vaccine for
Sherry. Expect Annette 1o show up when you backtrack.

2% The Power Room is on the B2 level of the lab. To access it, you have to push the movable box onto the eleva-
tor on the B1 level, and then maneuver the box through the narrow walkway 50 thal you can stand on a taller
box &t the wallway's end.

27 Inside the Power Room, Ada and the Tyrant do battle with mixed results. Ada drops the Master Key.

28 The Master Key opens the room where Sherry is sieeping. Also, use the Master Key in the elevator to open the
escape route. Ride the slevator down io the train.

i | 1“'_:&;, 101 LB 39 When you cross above the train, and come down the stairs,
- — Key is don't follow the arrow until you take the two electrical
Plugs from the wall case nearby. You must take both Plugs,
as they must be inserted into the control panel (in the
direction of the arrow) simultaneously.

mnﬂhm“wm'ﬂumdﬂm
final configuring. Make sure thal you have two
open spaces in your inventory. Bring the Magnum.
Bring health.
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mhmm 2 SRR 22 On your way back lu!hu train, make a

he Plugs, and gel ready to il quick stop at the Chest beneath the stairs,

rumble. When the now- il Grab the Submachine Gun, If you have It

utated Super Tyrant Otherwise, hang onto that Rocket

makes his appearance. pop Launcher, bring whatever other big gun

him 3 few times with the you can think of—Flamethrower, modified

2agnum, heal yoursel!, and AR .

Shotgun, modified Magnum. You dont

0P him a few more limes, Reed health. iust he

"'l "“."I "I g W33 A switch near the front of the train, on the
“ “  l 5!’&-...,|:|"!EE (2N — ., ,m

Phugs. Evade him in the direction of the tai metal scatiois- I sttt UL 4L L
ng and Ada will make one last appearance. She Il toss R RS sscape
down the Rocket Launcher. Game over. Or is it? 3% Get back to the train, start R up (you did
_ , — remember 1o open the gais, didnt you?),
When the train is shaken and look sharp. You've got one last big-
~ exil 10 the area between biob William (G-V) to desi with,
1Hﬂl.ﬂl-hlu

other car when the door
t
_ your way loward the rear L
¥
1

seals behind you. Make
of the train, big gun at
the ready. When the biob-
MMHIMHMMMNM
open fire with your weapon of cholce. When the biob deflates,

return to the car with Claire and Sherry, You've done all that
you can do. The rest Is up to—Shaerry?

c15ed !:-'5 Fff!-::c.‘!’hi;j Loou Scemonie A)
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As Leon heads for the front of the
Police Station, Claire angles for the
back, toward the parking garage. If
| you haven't played Claire A yet. realize
that she has a big puzzie to solve, just
as Leon does. Whereas Leon's was
the Plugs, Claire's is the Stones, but
you'll find them in the same spots.
To escape Into the sewers, Claire
s MUst insert all of
= the Stones—one of
which Is broken in
[| half so that there

I'Irllmd
Claire B is a major accomplish-
ment. Run past trouble when you
can, and use Green Herbs instead
of Bullets 1o help you get a
foothold In the game, and still have
some ammo fo throw around.
Remember: You can't kill the
Tyrant. Don't let him suck up all
your Grenade ammo. Squeeze by
him whenever possible, even if you

ge! slapped around,

§ are four pieces total—Into a panel In the Chiel's office.
A? Claire accesses the office by blowing up part of the hall-
2% way on the second floor; the panel is concealed by a
S picture behind the Chief's desk
. J Here are some observations along the critical
R path, from city strests to the final showdown and the

area (1o the left as you came in from the street).

“ﬁ’ﬁ Resivenr Puil 22 Piad O Slontegy Gaidn

crowning jewel of the game—the train ride
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< From the sight of the chopper crash, enter the door and storm through the Crows. Take the door on
the left in that hallway, the one that goes out o the patio.
3 In the large office downstalirs from the patio, look to the left as you come in. and grab the Vaive
Handie off the shelf. The combination of the safe is still the same: 2236.
* Exit into the hallway toward the lobby from the large office. There's a big crowd in the hailway, but
you need to shake them off and get through that door to the left. into the lobby.
In the lobby, grab the Grenade Launcher from near the Typewriter, then head back the way you came
10 apply the Valve Handle near the chopper wreck. Take as many Green Herbs 28 you can cary
along the way.
N N : 7 When you take the Blue Card Key from the
© 6 Avoidthe Tyrant ifat [N Tyranus, & Licker drops through
" 7.9~ & possible; the nar- IR
f. | row hallway isn'l ideal
1 5 !
] .‘ L)
!'I. .

for being evasive, but
you can let him close

= in on you in the wide
——— ¥ space near the door to
P2 the rooftop, and per-
s —— haps slip by him (

there. If not, lob a few of those Acid Rounds.
# There's only one Spade Key Door—the one where you found the IS 'y m '

Crank In the first game. Atop the shell, however, is the Lighter, t b

which comes in handy because you're headed toward the room The Unicom Medal is mounted in

Where you need to light a fire In the fireplace. the wall at the far end of the
@ Watch for the Zombles that crash through the window near the second floor walkway

door to the fireplace room. above the lobby, Use

- e e e e
_ k "11] IntheSTARS, down and put 1 in the ststim.
~_+ moets Leon. The |2 Through the Diamond Key Door at
 Dismond Key is the bottom of the stairs—near
SR Pobrbasabind  the Dark Room—check the bust. :
posetll e locker for the Plastic .~
Bomb. The detonator is in
the smail office off the larger
area that includes Leon's desk.



1§ Expect more Zombles In the office area near the safe
when you go to apply the Heart Key. The hallway
beyond is also crawling with undead. Getting down to
the Sewage Disposal level and backing up again with
the Spade Key is the sternest test Claire faces in the
mvmgﬁﬂbﬂﬂmuﬂm
i
Guide Sherry through
the floating box puzzie
fo help her claim the
B i Spade Key. Return to
Zoenn” ) AT (e
Grenade Rounds— 10 i e vant 1o foss R 10
Leon calls to say that e Claire.
he (and Ada) have
pushed aside the van
in the parking garage.

1'9 In the parking garage, expect serious doggie trouble, and still more perilous pooches I the hallway beyond the van door.
On the shelf near Ben's cell, where Leon finds the Crowbar, Claire picks up Bow Bolts, There is no way for her to open
the manhole that Leon went through, but the Crank is on the floor nearby in that same kennel area.

“9 In the Diamond Key room with the Stone on the shelf, expect the Licker to arrive when you take the First Aid Spray.

<1 When you get the Gold Cogwheel from the Club Key room, the Tyrant crashes through the wall. When you run out
into the hallway to get away, he crashes through the wall in front of you there, as well.

<& After you use the Gold Cogwheel and the Crank in the clock mechanism area, be on guard when you head back to
the room wit 1 the movabile bookcases. When you try the door on the third floor walkway, the Tyrant climbs over
the ralling right besice you, and comers you in the dead end area of the walkway.

<3 Afer you access the secre! passage behind the Chiel's desk, foliow the haliway until you meet the Chiel once
again. When he gets pulled beiow, go and save the game: William (T) will be waiting on the catwaik below his
secrel chamber—your last chalienge before leaving the Police Station proper. Hit him hard—Acid Rounds, per-
haps—and he'll eventually drop over the side of the walloway.

<% Down In the sewers, Claire meets Leon after he's been shot. If you pass by him in the hall and take the elevator up
at the far end, you'll discover another save room, Push aside the locker bank there, and you can pllfer another
Warehouse area, though you'll need the Lighter to ignite the oll lamps and find the goodies.

<% Don't worry too much about Sherry. When you go and summon the SkyTram, she'll arrive unharmed.
ZG After Claire tells Sherry 1o stay put in the room near the big elevator, go out to the elevator dock and ride the

small platform down. Follow the path. When you take the Control Panel Key, check the monitor 1o the left: Say! Is
that ...7 It is] The Tyrant.

b
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&% The swilch to turn on the elevator is on the B3 level of the lab. =
o 2y Thebig Elevator Key
25 it you had Leon register his fingerprint in the Leon Scenario ‘_{ - . s already in place in
A, you can have Claire come along in her Scenario B,and | the control panel near-
open up the door that requires two users for access. inside H g\ WS, © g/ | by Bing whetever
s Licker trouble, and! the Submachine Gun. s / 7/ | major ammo you're
_. A ‘ ~ still clinging 10 for the
| 2% The Power Room Key is in the same room where Leon finds 1 ‘lg’ elevator trip, the big
the Lab Card Key In his A adventure—the large lower lab area. | | monster there takes a
En route, you'll meet Annette in the semicircular room with thel 41 ton of damage before
monitors, and she'll spy Sherry being threatened by the Tyrant 1~ 300 1 L R T L0 g T UL 00
in the Power Room.

=1 The Power Room Is on the B2 level of the lab. To access it. you have o push the movabie box onio the
glevator on the B1 level, and then maneuver the box through the narrow walkway so that you can stand
on a taller box at the walkway's end.

3 Inside the Power Room, Claire takes Sherry’s pendant—which hoids the G-virus sampie—and the Tyrant
chases it to his apparent demise.

5

R kD e - 2% The Master Key goes in a pane! inside the slevalor,
To find the Master u*m s _ }  and opens the escape route. Ride the slevator down
L A —— to the train.
the central lab Al """-. :
room where you | ,,! > : 35 The Platform Key is in the rear of the train. The count-
nsert the Main L - '\’ down starts just inside the gate it opens. There's
Fuse. Annette Cly t another Chest in that area so that you can o some
dopsthekey.  u» SR R final configuring. Make sure that you have

' two open spaces in your inventory, Bring ~

# load of rounds. Bring heaith,

two electrical Plugs from the wall case nearby. You must take both Plugs, as they must be

26 When you cross above the train, and come down the stairs, don't follow the arrow untll you taks the
insarted into the control pane! (in the direction ol the arrow) simultaneously. ‘

27 Equip the Grenade Launcher, insert the Plugs, and get ready to rumble. When the now-
mutated Super Tyrant makes his appearance, pop him a few times with the Launcher, ..o
heal yoursell, and pop him a few more times, but don't leave the area where you )
inserted the Plugs. Evade him in the direction of the tall meta! scaffolding, and Ada will "

e —

make an appearance. Shell loss down the Rocket Launcher. You lose, Big Guy.

y 1 385 On your way back to the train, make a quick
"y ",,::,;ﬁ:. stop at the Chest beneath the stairs. Grab the
and then exit to the onto that Rocket Launcher and your trusty Grenade
' Launcher. You don't need health, just heavy artiliery.
- door seals behind you.

the rear of the train, mus! be thrown for the train to maks its escape.
big gun at the ready. When the blob-thing attacks, let it
L T T cmyaetap e * & Back i the train, start it up (you did remember 1o
T L Ry TS open the gate, didn't you?) snd look sharp. You've
with Claire and Sherry. You've done all that you can do. got one last big-blob of William (G-V) to deal with.

The rest is up 10 ... Sherry?




This farge reptilian predator is only seen at one point in the game, and that is
just past tha point where you use the Valve Handle to lower the bridge in the
4 sewer area.

You entet a large metallic hallway, and at the end is a huge door to an open
junkysrd area. However, before you can venture Into that area, this behemoth
lunges aut of the water at you and begins chasing you down the hall. Near the J
beginning of the hail, on the wall, Is a canister that you can release in case of
emergency. Run to It and release It, then waft behind it as the Alligator grabs it
in his mouth. One or two shots from your Handgun and the canister explodes,
taking the Alligator's head with L

. CIOWJ

The flying enemies in the game are not too much trouble—
especially since they can be avoided completely. The Crows
in the hallway before the crashed helicopter site will break
through the window as you round the corner and attack
you in much the same way as they did in the first game.
This shouldn’t be a problem for you though, as
they'te fairly easy to avoid. Simply hurry through this area and continue on your
adventure. If these creatures do aftack you. the Knife should take care of them nicely.

G 'me\ga/G Larve

g W, This is the first boss you fight in the game in
Adventure A, He appears at the end of the
Police Station section just before you get

ready 1o go to the sewers, but In ditferent loca- i
tions depending on whom you are using.
His attacks consist of spitting out deadly

i slime at you and mixing in powerfu! slashes,

A

As If that Isn't enough, he constantly drops 1it-
tie G Larva out of his mouth that swarm and

attack you, After approximately 20 Handgun
finaily die and melt away into the floor. After which several more of his larva will move in and try

’ mumﬂ\mu\d move o,

-
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Gu.ni 5p|Jcr/Bdag Spider H

Arachnophobia time! These huge Spiders are LN

W very fast, but not too strong, They aren't too - !
1 prevalent in the game, but you have to be care- Je
B ful when you encounter them because they E-‘
'3 can attack from any wall, as well as the -

l ground, with high-speed lunges and poison  [ZIN0S

sprays. Even after you kill them, their poison may do you In if you aren't careful.
W If you do have to fight one or two, you'll find that they take up to 10 Handgun
shots to defeat and are replaced by Bahy Spiders. Simply step on them, The
best thing to do against the Giant Spider is to run and not bother wasting precious ammo on them.

The lvy appear In the lab area and are not your garden- U
varlety lvy. Once they see you, they move slowly toward
! you, launching poisonous gases. Then, in close, they
grab hold of you and smother you In toxic spray, They
M take about two Grenade or Magnum shots to kill, but the
N kicker is the poison they leave you with. Make sure you
"! have a Blue Herb handy! '

Lorge Roack P
These foes can be found when Ada climbs into the airshift after William's wife. If you F

don't dawdie here, you'll easily be able to run past them before they can strike.

{

New to Resident Evil 2, these enemies are probably the most
annoylng enemies in the game. Your first encounter with a
: Licker takes place in the hall near the first Spade Key Door.
\-. ‘ i oe They attack In a similar fashion to the Hunters of Resident
Evil—using low claw swipes and leaping head slashes. Thay y
also can attack you with their long and powerful tongue, which has .
the power to kill you in one hit if you aren't careful!
Both fast and deadly, the best thing to do against these '/ ‘
guys is nail them quickly with the most powerful weapon

you hold. Unfortunately, you face them early in the game, when you don't possess the most (Pl
powerful weapons yet, so be careful! *‘e
. ‘ =
., 4 ¢

,L



Motle Gicnd/ Bdag Ml

This pesky critter appears in the lab area’s user registration

room. After you shoot him off the nest, he attacks you—with a

mix of crawling, hopping, and flying—by leeching onto your

K face and chewing on it. He's pretty strong, and it'll take several
Grenade Rounds to kill him, Once you've eliminated him,

‘% you can step on the Baby Moths on the floor and shoot the

Ll ones on the computer beforausing it.

e
Tgrau’l/ Super Tgmni

This annoying character confronts you

" }k F gl throughout Adventure B. As you make your
‘,T

’ ot way to the hall of Crows, he’ll drop in from the

3 5ky via helicopter and assume his mission to
hunt you down. He's extremely powerful but
-lh_ slow, and it will take at least 20 Handgun shots
-~ to temporarily render him powerless.
He'll reappear to haunt you several more
dn times in the game, and even in the hidden
levels of Tolu and Hunk. When he appears in
the train area, he will have transformed into the Super Tyranl. Luckily, an ally from the shadows drops a Rocket
Launcher to heip dispose of him. You don't know when he might appear, so save often just in case—that is, if you
have enough ink Ribbons!

| Willicam,/G-1/G-40/G-01/ G-IV, G-V

Of course, the last boss in the game is natural-
ly the strongest enemy. You catch glimpses of
him throughout your adventure as he kills
characters off; however, you actually.don't
fight until you ride the elevator down to the lab
toward the @énd. He possesses five differant
forms. In Adventure B, you face him in the

Y W
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MOMSTRER LMNDE ¢
A'06"4A2 room in the sewers where you apply the Plugs to unlock the door. The first time
you face him he'll attack you much like Tyrant from Resident Evii—with sweep-
ing slashes from his long, clawed arm. He has a very high stamina, so bring
along many healing agents. After many shots from the Bowgun or even the

o
s ‘ Grenade Launcher, he'll finally collapse.

Y -

You won't fight him again (though you'll see him several times) until the end
of the game, as you're about to evacuate the lab. He appears in a much more
mutated form and moves In for the Kill. He still attacks in the same man-
ner, but is much stronger. After several more shots from themost powerful gun you have, he'll collapse
and mutate into a dog-like, large-mouthed freak and begin boungig around the room after you. Once
you finish him off again, you can evacuate the lab. But is that mhﬂd Wlam'? Well, you'll just
have to complete both adventures to find oull

o ombie

The Zombie is the most commaen enemy In the game, ruling most of the gameplay sreas for
the majority of the adventure. These characlers come in many colors and appearances,
but they're all essentially the same—slow-moving nulsances. The Zombies mostly
remain motioniess until you get close enough. Once you're in range, they creep toward
you at varying speeds from slow to moderate and will do everything they can 10 take 2
oite out of you. They also can be found on the ground posing as corpses so be careful. If
you're good with the Knife, this is probably a good option lo preserve ammo for tougher ene-
mies, Otherwise, a multi-round volley from the Handgun should take care of them,

2ot Do

The undead dogs of Reccoon City are just as vicious as they weee in the original Resident EVik
Once they catch sight of you, they Il hound you until they ean geta hoid of your neck. Thepeob-
lem with these guys Is that they are quick. Their lunging
attacks are deadly and evasive, making It hard to get
clean shot.

i LR “ﬂhﬂf’l‘lﬂ' W“‘M“ﬁl
AN " i from a distance *ﬂ Handgun.
This will hurt your foes, as well as stun them
for & second. Then move forward, sim down,
and let them have it while they recuperate. After
about four or five hits, they won't bother you

& o<




This index lists the items and weapons you'll
encounter in the course of your adventures,

Hems

(1) Bishop Plug (2) King Plug (3) Knight Plug
(4) Rook Plug: Four plugs that open the doof to the

(C) = Claire’'s Game

(L) = Leon's Game -
No (C) or (L) applies to both
Claire and Leon

C Panel Key: Activates the
elevator to the lab area.

Cabin Key: Opens the cabin door in
the Police Station.

Chris's Diary: Details Chris's
concerns about Umbrella
Incorporated.

Chief"s Diary: Details the Chiel's
involvement with Umbrella

Incorporated.

Club Key: Opens doors that have a
club engraving.

The Colt S.A.A. holds six shots and
is nearly as powerful as the
Magnum. Use it in situations with
multiple Zombies to take them out in
2 hurry. (See Game Secrets to find
this gun.

\




window shutters.

Crank: Lowers the wooden
staircase in the attic of the
Police Station.

Desk Key: Opens locked
desks.(L)

Detonator: Used to activate
the Plastic Bomb at the hell-
copler crash site. (C)

Diamond Key: Opens doors
that have a diamond engrav-

(1) Eagle Stone (2) Jaguar
Stone (3) Serpent Stone:
Three stones needed to open
the Chiet's

office. (C)

Films A, B, & C: Displays shots of various elements of

Fuse Case: Bullds the Main Fuse
when placed info the apparatus in
the icy chamber,

MMMEMB;:HIH

) Gatling Gun is a high-speed,
mmmMﬂ
maw down anything in sight. Armed
with this and uniimited ammo, you will

be able to keep any enemy at bay. '

Gold Cogwheel: Loads into the clock !
to reveal a secret panel,

H Gun Bullets: Handgun ammo.




Mail To Chief; Evidence linking
the Chief to Umbrella
incorporated.

Ink Ribbon: Allows you to save a
game at any Typewriter.

Main Fuse: Used lo supply
power to the lab,

Manhole Opener: Used to open
the manhole leading to the
Sewers. (L)

Joint N Plug/Jaint § Plug: Used to supply power
to the train.

M Bullets: Magnum ammo.

Lab Card Key: Opens locked card
key doors of the lab.

-_— =

M.0. Disk: Unlocks the M.O.
door.

OPFERATI l PORT 2

Laboratory Security Manuali.
Details lab safety procedures.

Operation Report 1: Details an
attack on the RCPD by

Leon Memo: A personal note to
Leon. (L)

Operation Report 2: Delails
another attack by Zombles.

Lighter: Used to light the fireplace
and oil in the lab,

Patrol Report: Police report of
suspicious activity, |




W P-Epsilon Report: Details of the
P-Epsilon gas.

Sewer Manager's Fax: Working

Plastic Bomb; Used with the orders for the Sewer Manager.

Detonator 1o blow up the debris at
the Helicopler crash site, (C)

Platform Key: Opens the gate on
the train platiorm.

Sholgun Shells: Shotgun Ammo

Police Memo: Details office
information in the RCPD.

Spade Key: Opens doors that
have a spade engraving. (C)

Red Jewel(2): Opens a secret
panel of the Tyranus statue in the
Police Station

Unicorn Medal: Put in the Police
Station fountain to find the Spade
Key.

Red Key Card: Opens the
Weapons Storage Room.

User Registration: Temporary
User Registration

information.

Secretary’s Diary A: Notes from
the office secretary.

Vaccine: Used to cure G-virus
infection in Sherry.




Watchman's Diary: Notes from
the Watchman.

Vaccine Synthesis
"::’_‘:#"”' W Instructions: Steps for
o-vaccint 1 LRl preparing the Vaccine.

Valve Handle: Turns on the waler
main located on the rool of the
Police Station and raises the bridge
in the Sewers.

Weapon Box Key: Opens the
locker In the laboratory that
holds the Magnum Parts{L) and
Acid Rounds(C).

Weapous

Leon and Claire use identical healing and fighting tactics. Their arsenals, however, differ widely. So, playing either
of the characters is a unique experience when it comes lo combat situations.

Leon, in general, has an easler time when it comes to combal. His weapons are effective to begin with, and 1
each is upgradable to a weapon that boasts truly impressive damage potential, ‘n

% Claire kicks butt, but her primary weapon is the Grenade Launcher and nol upgradeable, as are Leon's. Her
destructive nuance comes from the different types of sheils she finds to load into IL. It's not as if Claire is always
getting chewed on for lack of & good weapon, by any means, but her options seem a bit more limited than Leon's.
M

Leowis Arsencl

Even after you come across the Side Pack and add some space to your inven-
lory, Leon's weapons are too numerous to carry all at once. This is not a
mehlm early in the game, but il gertainiy becomes one later on.
! Initially, opt for the Hancgun, Sholgun, and the modified version
of the Shotgun. Toward the end of the game, you'll find a set of
s that will allow you to upgrade um. If you still
most of yolir Magnum Buliéts atthal'point, there's very | IUETEUEIUEENCLET:E el

little that can slow Leon down, much less get close enough Leon's weapon (by combining
to hurt him. : parts with another existing

weapon) when it is low on
ammo. The act of Combining

y will fill the chamber of the newly
DS Hmu_lgun mpgrulaUe] i —

The Handgun Leon begins with is a decent enough weapon, but don't get
bagked into 8 corner if that's all you've got golng for you. If you come into &
room and can hear trouble, step forward to see what's going on. That™! give

you enough space 1o fall back if need be and, hopefully, snough time to take
care of business.




Slotguu (Upgradable)
e Sl b To use Leon's Shotgun most effectively, you should try to gather
H foes—particularly Zombies—into a large group, and then blast
h away. Using the Shotgun on single enemies isn 't prudent, except
in the case of the Licker or other boss monsters.
Megann (Upgredable)
Like we said earfier: Try and save those Magnum Bullets for the
later stages of the game. Once you upgrade the Magnum, it
becomes a force that few monsters can withstand. If you can line up
several targets, the results are truly gruesome.

Feametheower

You won't find the Flamethrower until the Lab levels of the game, but that's not such a bad
deal. Use it to burn the large lvy and to toast the game’s ending boss.

Cleirds Arsessel

Though not as varied as Leon's, Claire's arsenal is nonetheless formidable. Her primary weapon, the Grenade
Launcher, is her most common tool of mass destruction, and it comes with a variety of shells. You can switch
shell types while there are still rounds in the launcher by Combining. Any unused shells will be cycled into the
inventory for later use,

Cleirés Hmdgun
Claire's Handgun has a little more of a kick than Leon's, but it doesn't hold

quite as much ammo. Be mindful of this when attacking large groups of
Zombies: you're going to want to manually releed more often.

Most of the
foes you

mmn is Claire’s first addis
10 her arsenal, and it's a formi-
encounter in  weapon. Unfortunately, it has
Hesrdanl Evil 2 fall during your akin to “blast radius” dam-
initial assault only to rise again. *.iﬂ'lnu have to be relativiely
Wait until you see a pool of close for all of the ih three at a time—to hit the
blood spread from the fallen foe, |RuilL®tia- " TRIRT I foes a the scatter of the
LR T g POl | bolts can be & good thing.
you pass by or claw your back
when some other menace gels
your attention.
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Gremede Loumncher

The Grenade Launcher—located in the cabinel in the S.T.A.R.S. office—is the weapon thal
Claire uses through tha majority of the adventure, and she uses three types of Grenade
Rounds to help her take care of business: Grenade Rounds. Flame Rounds, and Acid
Rounds. Grenade Rounds are standard explosive shells. Flame and Acid Rounds rack up

damage by causing the target to burn afterit's hit. As.with the Bowgun, the Grenade Launcher is most useful
when foes are attacking side by side. in that situation, you might slay several Zombies with a single blast.

Spark Shot

A high-powered sipctrical prod, the Spark Shol is an effective weapon with a somewhat
limited range. You'll find that monsters need 1o be refative!y close to Claire before you can
give them & shock. It's aiso possible for a monster to be too close for Claire to effectively
deliver the biast. '

Comm Weapou

Combad Kuife

This Is the standard issue survival knife of the Raccoon City Police. It's not much good
against anything except flying enemies and the occasional Zomble. Make sure to Equip the
Knife if you're out of ammo!

Rm’.&t‘i Lbund-er
This is the ultimate weapon in the game, and rightfully so. Unfortunately, you'll only get it at

Submocline Gum * o«
Both Leon and Claire have acoess to the 3 L)
Submachine Gun. Of the two adventurers, TRESEINERN S
however, Claire needs it most. Leon, with his ewts” " >
Flamethrower, can-easily get through the game with-
—out the awesome destructive power of the Submachine

w

4 Gun. Claire is much more likely to nﬂhwh her Acid

Rounds can take up the slack If she opts 1o leave It for her friend.




Gesse Seerels

Decrelt Advewdures

in addition to the Leon and Claire variations in the game, there are some secret adventures you can earm as
rewards for your outstanding efforts against evil.

Hagiug o5 Hude

To access the special adventure featuring Hunk, you need only to finish one of
the sacond scenarios with a rating of A, After you save the game to a memory

slot, possibly eaming some other reward In the process, you'll get the opportu-
nity to save a Hunk file, which can be loaded from either disk.

What you'll find out—indeed, what you've probably found out already—is il o S s
that surviving Hunk's mad dash to the rooftop area is no small accomplishment. ENIT

The good néws is that il can be done with some very sirict resource manage- B
|l ment. The bad news is that there's an element of luck Involved; you can't get
nailed by a cheap chew (or lick), and you really can't afford to get polsoned.

B} | Though you can cure poisoning with the two Mixed Herbs in Hunk's inventory,

| it's really much better, from a strategic standpoint, 1o use those herbs for their

§ overall health benefits.

There are other ways to balance your ammo output and still reach the
rooftop; the trick is o figure out what they are. Here's one that works. Good
) luck

F A

Hhodks R

in the first room, use your Magnum on the woman and hang a right onto the bridge. Stop and use your Magnum
on the Zomble there, Cross the bridge and use your Handgun to knock down the two Zombies near the door
When they drop, exit io the haliway

Use the Handgun to knock down the tirst Zombile in the direction of the sewer tunnel; then hug the left wall in
that direction. Stop and wait for the two Zombias to begin Yo move. When the one nearest the entrance to the
sewer steps forward, you can slip past him and descend into the sewers. In the sewer, take the corners wide and
move from one side of the tunnel to the other to slip past the Spiders.

Next, go up the ladder and use the Handgun to kill the Zombie Dogs. Watch the amma in your clip; it often
takes more than one full clip—by a bullet or two—lo pile up the pooches.

. W



" two flaming Zombies out of view to your right, and move Into that
area of the hall. Let the Spider follow you and run past. Be careful

I" - " ; In the hallway outside the kennel, use your Magnum on the
e P .
ey

! o avoid the prane body. Al the corner, use the Handgun If the two

4 k43 ]
” . '!'.J‘ _ 3 Zombles are far enough away that you can get off four or five
: LY L | shots on the closest one before he lunges; otherwise, use your
% | Shotgun—fire two quick biasts. Exit into the garage area.
|n1mgamgammmmnunqquﬁunmmmutammdahaitmdthm}uknn
Huni's left 10 avoid the pack. You'll have to swerve back to Hunk's right 1o avoid the car shead.

in the hallway beyond the garage, use your Handgun to drop the Crows. They have 10 be air-
borne for you to hit them efficiently. Be patient.

Up the stairs, switch over to the Magnum, and kill the dogs there with three shots.

In the hailway adjacent to the large office, use your Handgun to knock down the first Zomble;
then enter the office and stop. Shoot the Zombie on Hunk's left until he falis, and advance in that
direction just untll the frame changes. You'll come across a Zombie, Shoot him until he falls, and run
around the desk nrea hugging the left wall.

Next, switch to the Shotgun and enter the hallway beyond. Angle your first shot
upward, and then take a step toward the lobby door. You'll see three Zombies that you'll
have to use your Shotgun on in order to reach the lobby.

Pass through the lobby and enter the double doors. In the small room are & pair of Spiders

that you don't want to kill: If you do, dozens of ittle spiders burst from the bodies. Very

bad. Use the central podium as cover. Whichever side the first Glant Spider breaks to,
take the other side; then slip past the one near the door.

In the haliway beyond the Spider
room, gel that Magnum out and angle your
aim upward 1o blow the hidden Licker from the »
“ ceiling. Advance until you can see the comner and .
wait for another Licket 10 come around the bend. You  ME/SES
need to run past him, but there's another Licker waiting w+”
further down the passage. ideally, the first one will wander out
Into the corner of the passage, and you can run behind him.
Change direction If need be to avoid following foes. It's tough, and
you may get licked, but you should live.

In the narrow hallway beyond the three Lickers are two green

.
plants. We like to soften them up with a couple of Magnum shots '
gach, and then switch to the Handgun to finish them off, 4
‘I

o
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As soon as you come through the door in the following area, there are two red plants immediately on your left.
Break right as soon as you enter, and move to the end of the hallway. Empty five Shotgun blasts on the foes,
then switch over to the Handgun and finish them off before they can close in.

Up the stairs, the Tyrant is on patrol. Walt for him io come out Into the wide upper landing area, and run past
him down the hallway.

Through the door at the end of the hallway, three Zombles crawl amidst a pile of punks playing possum. if

you let the crawlers come to you—and pop them with three shots aplece—you can then tiptoe through the
remaining foes without alerting them.

Through the door at the end of the hallway, past the S.T.A.R.S. office, is the dreaded three-Licker room. The
object here is to juke and run, but opinions vary on whether the initial feint should be left or right. Try left, and
don't stop moving until you make it to the library door.

The library is blessedly empty, Pass through the double doors and hammer the red plants on the walkway
from a safe distance—start off with two Magnum shots each, and then finish the fiends with the Handgun.

Through the door at the far end of the walkway, you have to move fast. The room ls packed with undead, and
if you stand right in front of the door, they canverge in sequence, making it very unlikely that you'll have a
chance 1o even gel a shot off. Run forward a couple steps, and let loose with the Shotgun. Aim high, and you
can decapitate a few foas with one burst, Circle around the stumbling remains, and remove any resistance near
the door. The object is to access the door, so don't go out of your way to pick a fight if you can make it lo the
portal safely. You're going to need some ammo for the home stretch,

In the small hallway that follows, use the Shotgun on the Zombie closest to you, then pivot to the right and
blast the foes protecting the doorway. One last hallway to go before you reach the rool.

]

Yes, it's the Tyrant once again. in this narrow hallway, you have limited options. Of course, numero uno is ')
to dump whatever ammo you have remaining, and hope you can knock him lo his knees. More than likely, :
however, you're scrimping on refilis, and that means you have to give him the old bum's rush. Try to get him &%
to one side of the hallway, and then make a quick dodge to the opposite side. He's going fo glve you the old '
clothesline treatment, but all you have to do is live through it. When he recolls to deliver the merciless over- =%
hand smash, you'll have time (hopefully) to slip past him and make your break for the rooftop. Hunk survives &
... but just barely. -a

A .Lé‘_:fh}g, H&m& of .. ,Tafu? . L3 |

For the hard-core Resident Evil 2 player—you know who you are—realize
that there's one more character besides Leon, Claire and Hunk: a big
block of Tofu, With a Knife. Only a Knife.

To access the Tofu adventure—which pits a protein-rich chunk of
curd against the same gauntlet Hunk faced—you need only beat six



games back to back, #nd also earn an A rating In one of the sec-
' ond scenarios, so that you can also beat the Hunk adventure
L along the way.

You must keep working off the same game file as you move
| toward this goal—resaving each completed game and then start-

| ing from that file. The game is keeping track.

Having played Hunk's
gama, you can imaginﬁ what a challenge it'll be to survive as &
virtually defenseless biob of bean. Fortunately, you're a relatively
spry blob of bean. The trick, of course, Is to engage an enemy
only when you have no other options. Run. Dodge. Swerve. Go,
bean, go!

"™ One of the new elements unique to the Resident Evil 2:

1 Dual Shock version is the Extreme Battle mode. When

& you complete an entire game (both the A & B Adventures)
in Original Mode, you will not only be given the chance to
save your game in

| Adventure A again, but

Lum Gnm‘: A hazardous virus has
you will be given the
A ME START ’ been detected Inside
RESL LT ability to save the the transport train.
- Return to th 1
q [ ] (-] & police
option. When you lru:lnlt. find
return o the Stary/Options screen, select “Load “4 special bombs™

Game.” This will bring up a menu with two piay mfuﬂg:'iﬁ: :r
: options. Select data for the Arranged Mode, then traces of the virus|!

choose the game with the “777" text listed as the name.
Thh will bugln Exlremﬂ Batlle mode. From the Extra Battie mode title screen, you can load any
) saves you have made in Extreme Battle mode, check your

Although unknown play results, and of course, begin a new game,
threats and terrors |

will be encountered
throughout your Extreme Battle mode consists of thrae levels, each

U DTTYRL ORI R containing three stages. When you begln the game, you may
3:,: 2,::,%:.3::: only choose Level One. On Level One’s Character Select
action.. Screen, you can choose 1o play as one of the two availabie

GOOD LUCK! characters, Leon or Claire. However, there are also blank

"h Resibenr Pyt 22 Poimd @fficial Hosdngy Guide



Game Secrers
spaces for two more playable characters, These become available as you complete each level. Each character

maintains his or her physical stamina and attributes from the normal game and begins with o preset selection of
flams and weapons. Atter a brief mission summary, your game begins.

As lmmnEnmmBlﬂhmmeﬂ.mﬂllfm yourself back in familiar territory,

Thmh}ecin{ﬂumhdmmM!hhm;ﬁﬁnrwmﬂwmmmmmmu
Smmundlocmﬂufwwm'

inside. Fdwnghmhfmﬂwonmmmmuw
msugenm,m.mmmmmmm.rmwm. You start your adventure in the Laboratory Monitor
Room,

Along the way you'll face some Zombles, lvy, and
Lickers, but don't be tempted to simpiy blast away ot
everything you see. You have a limited amount of
ammo, and although you can find more along the way,
there are far more enemies than there are bullets
Whenever you have the chance (and when It won'l take
100 much damage), simply dodge and run past the ene-
mies. Save your ammo for when there is simply no
escape. Once you complete the first slage, you are scored
on your performance. Then it's off to the second stage

N

g T —— Stage Two is also fairly basic to maneuver through.

|  Once again, you'll encounter several of the toughes! .y

) enemies in the game along the way. Remember to con- ~

T T, SETVE yOUT 3MMO a8 much as possible for the third

| stage. You'll also notice a number of Green Herbs along
the way. Grab them if you're feeling a little weak. After

i}'lmu reach the sewer flood gate, you will move on to

| Stage Three,

i 3

i =
& .|
Fl




In Stage Three, your mission is simply to locate the four “Special Bombs™ scattered throughout the
Police Station, When you play the Extreme Battie Mode, the only thing that will differ in each level Is
the location of the bombs in Stage Three. t may take you 8 while to find them; that's why it haips to
have a good supply of ammunition. Quite simply, you will need all of the ammo you have for the
number of enemies you will face here.

When ssarching, try and look in obscure rooms spread equidistantly around the station. After
you have collected the last one, you will complete the stage, and finish the level. Since the bomb
locations are random, below are some possible locations for the bombs on the various levels.

1. Located in the Clock Tower Attic where you used the Gold Cogwheel,

2. Located In the S.TARS. office, where the Unicorn Medal was.

3. Located in the First Floor Conference Room, in the back area above the fire place where you

found the Red Jewel.

4, Located in the Basement Jall Cell where Ben was located.

5. Located in the side room from the Chiel's office where you find Sherry In Claire’s adventure
£. Located in the Furnace Room with the three wall fixtures.

After you complete
Level One, Ada will

LB
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s The ranking system
used for Resident Evil 2 is based primarily on After you compiete Level Two, Chris Redfield will become
the time i takes to play: under three hours avallable for use in Level Three. The only real difference between the

eams an A, three to five hours eams a B, five to
seven howrs is 2 C. and anyihing over characters is the selection of weapons they begin the mode with,

hours is a rank of D. in addition, your ranking is
lowered one notch if you use any special
weapon, or if you save more than a dozen

Good luck!

I_}H g T"} W& ?C&H‘ﬁgﬂ

— e T

§ I you play a Normal difficuity game, and don't pick up any of the items outside
! the Police Station—no Bullets, no weapons, nothing—you'll find a I:m:-ly
i Eumme (Brad Vickers trom Resident Evil 1)
ol | patrolling the “long way” to the Police
: Station entrance (down the stairs once

%% : . you're inside the gate).

He's 2 tough undead, but he's carrying a key you can use to change cos- [w

— — s tumes, if that kind of thing excites you.
§ " gl Killing him with the three or four bullets you have left [sn't going to happen, so
. *; consider going and getting a better weapon from the Police Station, then com-
El * Ing back out to do the deed. Either that, or entice him into a leg-lunge, at which ‘

H ‘ | point you can simply stomp his over-ripe
' B St gl 1m1un_
S 4
“ g .

-

Search him for a key, and then use the key to open the locker In the Dark
Aoom, You'll be stylin’. In addition, you'll find the Coll Python. Nice deal, huh?







compieting Adventure A, whichevs: characier you are using escapes down into the lowar arsa of the Lab and hops aboard the train

(¥ speecs #wiy from the exploding bullding. If you re using Claire. she then appiies the Vaccing 10 Sharry and revives her. With that
fhe fhree of them (Leon, Claire, and Sherry) realize that their work isn't quite done. and that they need 10 locatas Claire's brother,
Recfieid. It you're using Leon after boarding the train, he checks to see If Claire and Sharmy are chay, and then walks io The tront of

Fn and reflects on whal has happened 1o Ada

Oece you finish Adventurs B and face the inal lorm of William. 3 putsing mass of tarmoe, you're treated 1o the pame's trug ending. The
orashes and the free of you realize that you must go after Chris—all the wizy 10 the Ecropesn offices of Umbredia—1o slop this

once and for afl. | SUD v
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