Eyes Of The Forest Walkthough.
(covering the main objectives, there are more items, etc to find which are not mentioned)
-------------------------------Section 1: Intro--------------------------------

Sam’s House.

After the intro sequences you will begin in Sam’s house.

This area is in for some switching around before the final version but the goal will remain the same. You’ll need to go and pick up the Kitchen knife from the far left room on the ground floor. With this Sam will say that he feels safer going outside to see who’s outside.

Outside of Sam’s house you should head over to the top right of the map, where there is a path leading to Birch point, where there is a short cut scene. Sam sees a burglar but loses him in the mist. At the top of the hill he finds Heinrich the Doberman, abandoned and half starved.

University. 

In the morning Sam has to go to work. As you leave the house there will be a short cut scene in which Sam picks up a parcel and puts it in a cupboard since he has no time to open it before work.

The university is on the path which leads downwards from Sam’s house. Once at the university the objective is to compile a test for a history teacher. To get this mission objective, first speak to the teacher on the far right of the second floor. He will send you to make the test in the record room.

To get to the record room, find the set of stairs in the bottom right corner of the first floor. The books are set out in sections and the book required to make the test is in the history section, around the middle of the map.

Once Sam has the test, take it to the teacher on the second floor, then you will have the all clear to go home.

Back at sam’s house.

When Sam returns home you will see that the door is ajar and there is blood on the walls and signs of a struggle. In this part of the game you have to go and check on Delilah and on the package before the game will allow you to progress. Delilah is in her room, dead on the floor and the package is still in the cupboard.
After the police have gone Sam can open the package and gain the First pendant. There are some cut scenes here, resulting in Sam being fired from the university and deciding to go away to Germany to meet his old mentor.

Before leaving.

Before leaving, Sam needs to round up some items that will help on his journey. 
The first is a Backpack which you can get from Richard at the university. He is a ginger headed man with a moustache who is in the central area of the first floor.

The second is a Chain which can be found on the top of the hill at birch point. Where Heinrich was tied up. Now you can leave for the small port town where Sam can board the boat.

Port town

The stated objective here is to kill some time before Sam’s boat departs. Sam states that he should buy some antidotes before going to Germany, since he hears there are more venomous creatures on the continent.

In order to advance the plot you must sleep at the port town. This can be done by either Purchasing an inn key and sleeping upstairs at the inn, located at the top, right of the map. Or by Getting high in the opium den. 

(optional suff)

Buy stuff

It is not a requirement of the game that you buy any healing items but it is highly recommended. You can withdraw money from the bank, but if you leave less than 500 pounds in your account you will not get the houarder trophy at the end of the game.
Sleep with red head girl
If you wish to sleep with the red headed girl in the opium den, do as she says and buy two packets of opium from Mr Chu (the man with the pony tail in the top roght of the opium den) and talk to her after taking one. This will increase your karma, since you are doing something that an npc is asking you to do, and giving them something for free.

If you wish to sleep with this girl a second time use the question skill when talking to her (without taking opium) and ask her a few questions. She will tell you that she is on the same boat as you and let you know her cabin number.
-------------------------------Section 2: Journey--------------------------------

On the Boat

 When you are on the ship, you are free to explore and talk to other passengers. When you have done all that you wish to do, sleep in your cabin to advance the story.

A purple haired girl on the main deck will give you an apple (permanently raising exp) if you use the question skill to ask if she is cold. 

If you have slept with the red haired girl in the port town and used the question skill while talking to her you can meet her in her cabin on the bottom deck and sleep with her again.
After resting there will be a cut scene in which Sam chat’s to Heinrich and heads off to the train. 

On The Train

On the train it’s the same as the ship. You can roam around talking to people and exploring before you advance the story by sleeping. Before you sleep, Sam stashes his things in a travel chest, then while you are asleep you get robbed. 
This will start a timer, and if the timer runs out before Sam has found the thief then you will get a game over. To find out who stole your belongings you have to use the question skill on the blonde woman in the sleeping compartment and either the gypsy woman in the non-sleeping compartment or The bar tender in the casino.
They will tell you about a little boy who was snooping around and looking suspicious. They will also say that he headed towards the baggage cart.

When you have this information head towards the baggage cart and confront the boy. 

You will see a cut scene, and that concludes the train section. 

(optional stuff)

Gambling
In the furthest compartment to the left is the casino. There are several games of chance to play which are mostly random but also factor in your karma. If you have positive karma at this point you are slightly more likely to win.

Buying stuff
A blonde man with goggles on his head is in the middle of the non-sleaping carriage. If you use the question ability on him and ask him a few questions he will say that you should take some of his equipment to stay safe on your travels. This will call up a shop at which you can buy hats, coats and eyewear.
Sleep with Austrian guy (in more recent version)
In the dining compartment there is a blonde headed guy who hints in dialogue that he is interested in Sam. If you talk to this guy, and question him, after using all of the dialogue options he will say that he enjoys Sam’s company and invite Sam back to his compartment.
Steal papers (in more recent version)

There is a man in the non-sleeping carriage who asks Sam to steal some papers from a travelling diplomat. This will earn you a reward and some bad karma.

Coach

In the coach there is not much to do except sleep to advance the story, you can talk to and question other travellers but this will not do much but flesh out the back storey. An exception is the old fortune teller. If you question her and get her to read your palm she will give you an apple (if you have good karma)

-------------------------------Section 3: Rottgarten--------------------------------

Upon entering the town of Rottgarten you will get a short cut scene then find yourself at the inn. There is a hidden room behind a cupboard, which you have to push away from the side. In this hidden room you will speak to Androse then sleep.

Floyd Court

The first destination is number 1 Floyd court. This is where Prof Donovan has been living while in the town. Inside you will find the town map on the table in the left room and Donovan’s research on the table in the other room. There is also a large sack full of coal. (take at least 3 pieces of this to burn down barriers and gain extra loot later) 

If you examine the floorboards between the two chairs Sam notes that they face a different direction to the rest of the floorboards, and that the table appears to have covered that space previously. He suspects it of being a trap door. If you go into the left hand room after this you can pick up the broom and use it to lever up the floorboards and gain access to a hidden room. This room has a scroll in it and a gate that cannot be opened.

After achieving these objectives at Floyd court it’s time to go and meet Androse at the church. 
Church

At the centre of the church, behind the alter, Androse waits in a small room. He has a key to give you which he cannot find the door for. If you take the key from him, then go to the bottom right corner of this map, you can use the key to get into the Bell tower. In the bell tower is a gryphon carving with a key in its mouth, you cannot extract the key with your hand, you need to use the Chain.
With this key you can go back to where you met Androse and get into the church’s second floor. Where there is a cut scene.

After going through a few smaller maps in the church you will end up facing a cloaked figure who asks you what is the most important thing to you. If you say:

“rescuing my friend” this is good karma

“getting out alive” Bad Karma.

After speaking to the cloaked figure continue on to the far right of this room and you will find another, smaller room with a trap door to the basement and a door to the outside world.

Going down into the basement will give you a fight with a ghoul. After you kill it and inspect the body you get a key which will allow you to proceed further into the tombs.

In the tombs you will find 4 coffins. The second from the left opens and leads into a further hidden passage. This passage leads you to the first real fight with a vampire.

After defeating him you will teleport back to the Inn for a rest and a cut scene.

When you wake up from your rest and dream sequence, Androse has gone to inspect the tree at Floyd court. If you go and meet him there he will advise that you work together and inspect the school…
School

In the school there are several objectives to achieve before getting to the boss.
Meeting Jennifer
There is a girl barricaded into a room on the second floor who will not open the door to meet you. You have to get in by jumping down to her balcony from the third floor. You find out that you can do this by examining Terry’s diary. Which you will find in a room in the northern part of the third floor.

Getting the second pendant
In the teacher’s area there is a short cut scene where you meet up with androse and break into a hidden cupboard behind a curtain. (this may later gain a combination lock with runes, requiring you to look for the combination in text books) right now you just break it open and get the pendant.

Getting the teacher’s key
On the third floor, on the Eastern wall there is a large office space with a filing cabinet in. this filing cabinet contains A key to a room on the second floor. There is also a table with another of Donovan’s research books on.

After picking up the key you will not be able to leave the office because Androse will run down the hall perused by a swarm of ghouls which he “discovered locked in a sports hall”

While Androse holds the door shut, Samuel has to do a lock picking mini game in order to get out of the office. The door deteriorates rapidly, luckily this game has very little skill to it, it just requires speed. The UP and  DOWN keys will make the pick change positions whereas LEFT and RIGHT make Sam attempt to jimmy the lock. In actuality this means that you will hae to solve it by trial and error, so: 

up, right, up, right, up, right, up, right
Will get you there eventually, as would 

Down, left, down, left, down, left

Once inside the room, Sam should inspect the vent on the wall, this will get you into the roof space and safety. When you get out onto the roof, you can choose to jump down into the courtyard (taking some damage) or climb across the roof to the balcony and emerge on the third floor again.

SCHOOL BOSS
When you have the teacher’s key and the pendant you can go to the teacher’s room on the far right on the second floor and unlock the door. From here you can go down 2 sets of private stairs to the basement where there is a boss battle.

During this fight you are being followed by an event which is only occasionally visible. If you stand on this event a pillar of fire will deal around 20 damage to you, so it is important to stay on the movie and to move in large circles as much as you can.
Once this boss is beaten you can leave the school but first you must speak to Jenifer. When you get to her you will find out that she has been infected by a ghoul. She begs you not to kill her but Androse says she needs to be destroyed.
Killing her will give you bad karma since she does not want to die.

Not killing her will give you good karma since you respect her wishes.

After this choice is made you can leave the school….to find that the town is covered in snow and some things have changed.
-------------------------------Section 4: Rottgarten in the snow--------------------------------

There are several new buildings while some have disappeared.

At first you should head to the safe house to find a cut scene in which you find out that the safe house is compromised. Androse puts forth a theory that the town now appears as it did 20 years previously in the time of a great blizzard. He sets off to the lunatic asylum which is in the south west of the town.

The Asylum is the only building you have to go into in the snow covered town to advance the story but there are others worth having a look at…if you notice buildings that were not there before then you might want to check them.

Asylum
In order to gain access to the asylum you have to enter the small grounds keeper’s shack in the top right of the asylum’s grounds. This is where your karma balance is used to determine which of the endings is available to you.
If you have bad karma you will get a cut scene in which a vampire bites you.

If you have good karma Sam will shoot the vampire and you will get the opportunity to put on a vampire slaying suit.

-----------------------------------------main building 1st floor----------------------------------

Watch cut scene

In the centre of the first floor is a room containing a cut scene. You can enter this room via the corridor, running up the right hand side of the main 1st floor map.

After the brief conversation with the psychiatrist, you will be teleported to a small room in the north of the 1st floor. You cannot leave this room until you have examined the weird lights coming from the balcony and triggered a cut scene with marduke.
Door to Second Floor

To open the door to the second floor you need to gain The medical shield and the Stone Feathers When you place these items on the angel statues, standing outside the main doors of the asylum then the second floor will open to you.


Medical shield- Found in the East wing of the first floor, in a room on the left.

Stone feathers- This is sealed behind a locked door in the west wing A combination is needed to open the door, but the place where the combination has to be input is the room at the end of the hall in the east wing.

In this room there are 5 dials, all displaying a series of 3 runes. You can either solve this puzzle by trial and error. Clicking on some runes and then running to the West wing to see what you got, then correcting. Or you can look for the pattern. You need to get it to read          12335

If you look for the pattern you will notice that only one rune changes each time, and that if you ignore the one that changes in each one, then the three rune code looks like this: These are the ones that don’t change:
[image: image1.png]


 So these are the ones which do not change, and a new symbol will replace one of these each time. That is the odd one out. If you click on the symbol which is not one of these , the number for that column will increase by one. If you click on one which is not the odd one out then it will decrease by one.

That sounds complicated but if you give it a go, it makes sense.

Say for example the first dial looked like this:

[image: image2.png]


 The last symbol on the right is the odd one out so you would press that. And the first number would become 1.

So you want 12335 and you have 10000.

^That’s going to cause trouble for some people.^
Generator

So when you’ve put the stone feather and the shield on the angels you can get the the second floor, which is fine for a bit but not ideal, since the second floor is pitch black…You need to switch the fancy new electric lights on by using the generator in the generator room.

In the generator room there is a small stove which needs to be filled with coal, If you don’t have any you need to go to Floyd Court and get some. When the generator has coal in it and the switch is thrown it starts up…but there’s a whistling noise and steam escaping from a pipe. 

In order to fix that you need to get a Rag from the West wing and tie it around the pipe. Now when you throw the switch the generator will make a rhythmic clicking noise and the lights will work on the second floor.
-----------------------------------------main building 2nd floor---------------------------------

Door to Third floor
There is only one puzzle on this floor and that is a fetch quest. You need to get the 4 shiny jewels to unlock this door.

Jewel 1: One of the rooms in the North of the first floor, around the middle of the map. 


  The Jewel is guarded by 2 zombies and sits on a plate.
Jewel 2: On a similar plate on the second floor, the first room you come to. When you 


  enter the room Androse appears and hands it to you.

Jewel 3: On the first floor, West wing, there is a room at the end of the hall, on the left 


   of the screen. This room has one, very spacious cage with a bed in it. Under 


   the table in this room is a hole leading to a secret passage, Follow the 


   passage to it’s end on the second floor to find the jewel and push on the 


   slightly different coloured piece of wall to get out.

Jewel 4: On the second floor, in one of the rooms is a Red diary belonging to a nurse, 


she describes her relationship with one of the doctors who she is excited to be 
moving in with. She mentions something important and shiny that he gave her 
to look after, and she says that she left it at the house in Silvermane Court. 
When you go to silvermane court and find the house in the middle, the jewel is 
shining away on a book shelf on the second floor, in one of the bed rooms.
Place these jewels into the holes in the door and you will get through to the third floor.
----------------------------------------main building 3rd  floor---------------------------------

Third Pendant
Crank
Pick up the crank from the room on the left, in the north corridor. 

Third pendant
On the third floor, in the eastern hallway there is a room about half way down the corridor, on the left side of the screen. This room is pitch black inside and you have to either use lighter fluid or vampire vision in order to see your way to the light switch. 

When the lights are on you will notice a body on the table which has been stitched back together post mortem, with something hidden inside it.

In order to get hat out you need three medical tools. 

Scalpel- The scalpel is right next to the body

Bone saw- the bone saw is across the hall in the room on the right of the screen

Tongs- The tongs are in the West hall, in the top, left room.

When you have these instruments, you can perform surgery on the corpse and extract the third pendant.

When you have this and you try to leave the room, however, Marduke will appear and put Sam into a coma. Now you must play as Androse in order to rescue him, with Emotol’s help. 

Androse section

Androse needs to find a Branch of birch and retrieve Herbs from a witch.

Branch of birch: go the tree in the middle of Floyd court “lynchmere” and after 



      watching it grow slightly, Androse can pull a branch from it.

Herbs:

   To get the herbs you must go to the large house on mill way and read 
  
    the runes on the front door to open it (using Androse’s skills) 


   once inside, you have to talk to the witch who is on the second floor, 



    in the room on the right hand side of the screen. Afteer she agrees to 



    prepare the herbs she will ask you to wait outside.

   After waiting on the landing for about 8 seconds there will be a noise 

  
   from downstairs and Androse will go down to investigate. This leads 


    into a boss battle with that boy from the school.

   At the end of this fight, go back upstairs but enter the other room, the 

   one on the left of the screen. Now the witch will give you the herbs 

   to cure Sam. 

Bringing these two objects back to Emotol will bring an end to Androse’s section and you will switch back to playing as Sam.

Sam’s Dream House

While Sam is unconscious you will play through an area created by his mind. This is a house with similar architecture to Sam’s house in England.

Inspecting the painting, book and piano will trigger Sam’s memories of his bittersweet past.
Once you have seen a few of these stairs will appear, leading to other cut scenes and eventually a boss fight with an enormous demonic tree.

After defeating the tree and watching the last cut scene, Sam will wake up in the asylum. There is a short cut scene with Androse and Emotol before Sam is strong enough to walk again.

When you have control over Sam again, pick the lock on the safe which is in the corner of the room you wake up in. this will give you a key for a locked area of 3 Morgoth avenue.
When you try to leave this room, the room will go dark momentarily, and when the lights come back on there is smoke and fire everywhere. There will also be a timer running, you have until the end of the timer to get out of the asylum. 

On the second floor, when you get to the stairwell you will find that the door will not open, but after discovering that another door will blow off of its hinges, if you go this way you can get to the first floor.

On the first floor, fire blocks the simplest escape route and you have to use a door which previously did not open (around the middle of the first floor map) to get out, via a secret passage.

When you exit the asylum and walk a few paces, suddenly the snow will be gone, and flowers will bloom all around you. You are bak in the present day town, except now the forest is reclaiming it. There are now a lot more trees and buildings are starting to crumble.
-------------------------------Section 5: Rottgarten after snow--------------------------------

You may want to rest at the new safe house (which is near Floyd court) it is a small building with a moon insignia on a sign next to it. The building was previously boarded up but is now accessible. 
3 Morgoth Avenue
Some players may have been to this house before and sound the wood chopping axe outside, there are two accessible areas which you can get to from the second you enter the town, but now you have the key to one of the areas which were not accessible before.

You can now open the door in the top right of the foyer. (leading to the east wing)

In the east wing, the first room in front of you will have a dead butler in, who has the key to the west wing. So now the entire house is open to you.

STAR PUZZLE

The main puzzle of this house is the Star constellation puzzle, which can be found in the middle of the east wing. This puzzle involves picking up some candles from the boxes in the constellation room, and placing them on the grid, to correspond with the visible constellations, for the currant month.

September 1831- This star chart is on the second floor of the west wing. On a table.



     When you have it, enter the stars on as candles on the grid. 



     When you get it right the machine will reset to a new date.
June 1811 – This star chart is on a table, in a room at the end of the hall in the east 

          wing. Do the same with this as you did with the first.
December 1705- This star chart is in a room in the middle of the west wing. The 

  
      room has a sturdy door which will not open until you have 


      successfully completed the September 1813 star constellations. 
When you have entered all of these constellations into the grid and the machine is satisfied it will reset the date to 0000 and a secret door will open above the grid.

This door leads to a room with two holes in the wall for cranks to be inserted and wound.

The square crank- you will already have from the asylum.

The hexagonal crank- you will find in one of the bed rooms, in the east wing. It is in 




   a chest which cannot be opened until after the star puzzle.

MIRROR PUZZLE
The other puzzle in the house is the mirror puzzle. This is in the basement.

One of the rooms in the west wing has a draft coming from somewhere and footprints leading to a table. If you examine the table, Sam will push it back to reveal a trap door.

If you go down through the trap door you will find a two room basement with a fire burning in one room. Examine the fire and then pick up the bucket from the other room to put the fire out. 

Now you can go through the secret door in the back of the fire place to the mirror puzzle. In This puzzle, the doppelganger of Sam will step in the opposite direction to where you step (after you’ve activated the device by standing on the pate)

You need to make the doppelganger follow the bloody footprints by going 

UP

UP

RIGHT 

RIGHT

DOWN 

DOWN 

DOWN

Now the mirror should disappear and the screen should change tint, as Sam is able to cross the threshold into the underground cultist lair which used to be the coal min.
(optional stuff)
In the west wing, one of the rooms has a sturdy door which you can lock and a bed. If you sleep in this bed you will get a cut scene from Sam’s past and you will have the ability to shop a little.

Sam remembers going to the three chimneys pub in London but he does not remember who he was meeting right away you can pick Angela or Donovan…
Angela: you will see how Sam first proposed to Angela, how they planned to buy the house that Sam now lives in and the first time they made love.

Donovan: then Sam will remember the last time he slept with Donovan, shortly before he met and fell in love with Angela and Donovan left to travel the world.
The underground. 
-------------------------------Underground level 1--------------------------------

After the mirror puzzle you will enter the underground shrine you need all four pendants to get through the door of the shrine, to the underground lair.

1st pendant you will have fro the package at the start of the game

2nd pendant you will have from the school

3rd pendant you will have from the asylum

4th pendant you get from defeating the mad Taylor who lives at number 2 Shinreli 

                    Street.
(If you have completed the game once already, and you are playing in extra mode. This is where you will see the final, joke ending.)
There are a few small maps on the way into the underground but when you get right in there you get to the blood chamber.
Phane dagger.

The blood chamber is a huge room with a stone basin at the centre and some ghouls. First thing you need to do is get the phane dagger which you get by going to the right hand door leading out of the blood chamber. There will be some graves on the floor which you can open, but you have to open the one on the far side first to be able to move the lids on all of them without getting stuck.

The second grave from the right contains the phane dagger.
Skull
When you have the phane dagger you have to go to the hall on the left hand side of the blood chamber, go upstairs and stick it into the skull you find in one of the upstairs rooms.

In the other room upstairs is a switch that will turn on the flow of “red liquid” to the skull, which will run out of the eyes of the skull once the phane dagger is pushed into it.

HOWEVER, there is a piece of pipe missing, causing some of the “red liquid” to spill and not get to the skull, so there is not enough flow for it to complete its function.

The replacement pipe
Heading up from the blood chamber will take you to a kind of jail areas where all the doors but one are locked. That one door will contain a piece of pipe to fix the leaking one in the left hall. When you leave this room, however, all the cell doors will open and zombies will attack you!!!

Furthermore, the door you came through is locked. The only way out of there is to barge down the door on the far right with your shoulder and escape through the water.

Blood puzzle
Once you’ve put the dagger in the skull, turned on the tap and fixed the pipe “red liquid” will fill up the basin in the upstairs area, in front of the skull and start to drip down into the basin in the blood chamber.
Walking in this blood will make Sam produce a trail of bloody footprints, but only if he walks a very specific path, otherwise the blood leaves no mark. You need to follow these footsteps down, left, around in a U turn and then up to the wall…Once you reach the end of the trail a hole will open in the wall and take you down to the next level. If you leave the path you’ll need to go back to the basin and get your hoes wet again, then retrace your steps.

(optional stuff)

There is a door with a rune combination puzzle to open.
If you find the combination and open it you will find a safe room with a bed to sleep in and some antidotes.

-------------------------------Underground level 2--------------------------------

On this level, the ambient light will dim, progressively until it becomes pitch black and we hear Sam getting mauled. To prevent this from happening we need to make sure that the lanterns are constantly kept burning, there are a few lanterns around and a few zombies too. 

You are basically heading right. However, you will eventually get to lanterns with no wood in them, so you will have to take a minor deviation in an upward direction to get some wood from a stockpile at the top of the map.

Once you have some wood you can continue to the top, right of the map, where the exit is.

You exit into a room with a savepoint and you should definitely use it. Since the next map has instant game overs. After saving, when you enter the next room you will see Hassim telling some cultists to watch out for intruders, and not let anything interfere with the summoning of Marduke’s physical form. 

You have to sneak past these guards when their backs are turned and keep away from the eyeballs that appear on the wall.

Once you have snuck through this map you will meet with Hassim and confront him, this will begin a battle which is more of a psychedelic game of cat and mouse. It’s quite easy to hit Hassim when you can find him and he very rarely hits back, but if he gets you he will do a great deal of damage. 

After you have beaten Hassim in 2 surreal worlds and then finally back in the real world He will collapse onto the floor and this is where the game splits into two paths for real.

If you are a vampire then the cut scene will end and you will restore your HP by drinking Hassim’s blood, but then you will have to fight Androse when he sees what you’ve become.
If you are not a vampire Androse will enter to back Sam up and Hassim will transform into a tree monster for one last fight.

Block pushing 1
After the battle with Androse or Hassim head upwards and enter a room with a block pushing puzzle. This one is pretty easy. You go up the stairs and right, to find a marble pillar and push it to the hole in the floor.

Go to the top right of the map to find another pillar and push it to the other hole.

Then the door will open to the next block pushing room.

Block pushing 1
This one is the same but there are no blocks in the room. You have to go upstairs, to the roof rafters and find the marble pillars. When you push them to the places where the beams end you can push them down to the floor below, where their holes are.

Stealth map 1

After the block puzzles you will enter a dark, maze full of cultists, don’t go too near them or they’ll see you. You have to proceed to the far right with caution and press the switch on the wall when the cultist is not looking. After that, the door at the top of the map will open and you’ll be able to proceed.

Stealth map 2
This one is a bit lighter but instead of cultists there are a load of scuttlers. There is no switch in this one, you just have to find your way to the top of the map without being eaten. 
After the stealth maps the story will split again.


-SPLIT-


I you are a vampire you get into a hall and when you get to the end and try the door you hear Heinrich barking. You follow the sound to a door that you can’t open and hear a whining noise. Sam breaks the door down and rescues Heinrich from doctor Pullerman.

You will have to wait for a few seconds for Heinrich to recover, before you can leave and proceed.

When you get outside Sam commands a zombie to open the door for him and you enter the room at the end of the hall…

If you are a vampire slayer Sam enters a hall but zombies begin flooding in, you fight them for a bit but it becomes apparent that they are going to keep coming, so Androse locks Sam in an adjoining room, hoping that he will survive and sacrificing himself.

You can use the chain to get up into the rafters and avoid the hallway, coming down in a room at the end of the hall…

-BACK TOGETHER-

In this room at the end of the hall you have the choice of going up or down. Down leads to the final battle but up leads to the hidden room under #1 Floyd Court.

If you go up, you have a final chance to look around the town, sleep at the inn or save.

Final battle

When you enter the chamber where Marduke is buried you will take a position behind a pillar and get ready with Androse’s gun. 

When Marduke gets out of his sarcophagus there is a small minigame where sam aims the weapon and fires. Press enter when the target passes over Marduke’s head and line the targets up so that you shoot straight. 

After hitting marduke, sam will jump down and begin the final fight, After the fight you will see one of the end movies.

THE GAME IS COMPLETE.

----------------------------------------ENDINGS.-----------------------------------
Ending 1
Sam wakes up in the wilderness. The town seems completely gone, he is week but Jeniffer (the girl from the school) helps him to his feet and they walk towards the nearest town. Sam is disoriented but as he walks he sees Heinrich walking beside him with bandages swapped around his mid section.

Get this ending by completing the game with positive karma and without killing Jennifer.

Ending 2
Sam wakes up in the wilderness, wearing the vampire slaying suit. He notices a noise form behind him and turns around. Maxwell is standing there, waiting for Androse but in Sam’s fevered state he sees him as a shadowy monster. Sam pulls Androse’s gun, which Maxwell sidesteps. 

Sam collapses to the ground and Maxwell contemplates who he is. He recognises Androse’s gun and the vampire slayer clothes and concludes “he must be one of us, we’d better take him back with us.” 

We finish with Sam being carried over Maxwell’s shoulder, through the dark woods, with eyes watching them from the trees.
Get this ending by finishing the game with good karma and wearing the vampire slayer’s suit. Or by finishing with good karma and killing Jeniffer.

Ending 3
Sam wakes up in the wilderness. The town seems completely gone. He hears a noise form behind him and turns to fight but then smiles, He holds out his hand and says “come here boy” as Heinrich approache shim. He pats Heinrich and then follows him to the body of a woman. Sam asks “did you bring this for me? You’re a good dog Heinrich”

After drinking the girl’s blood Sam feels strong again and looks around, He sees the town off in the distance and the sunrise but decides that he and heinrich don’t beling in the world of people anymore. He turns and walks into the woods with Heinrich.

Get this ending by having bad karma and becoming a vampire.

Ending 4


This ending is achieved by completing the game and asking to go back to the start. When you arrive at the start of the game after the dream sequence Sam will have a stone on his bedside table that was not there in the first play through. Pick this stone up and use it to unlock the last ending.

AFTER THE ENDING
After the ending you will be transported to a little bar in Japan where the cast of the game are celebrating its completion. You can look at your achievement trophies and look at concept art if you found all of the secret paintings.

The Trophies available are:


The hoarder award                 for finishing the game with $500 in your account

The “play it safe” shield        for saving over 15 times.

The turtle award                     for playing the game for more than 8 hours.

The wedding ring                   for only having sex with Angela

The complete slut                   for sleeping with more than 4 people

The pride poster                      for only sleeping with men

The drug awareness poster     for taking a lot of substances

The “cool lamp”                     for finishing without using lighter fluid

The jester hat                          for finding all the playing cards

The vampire cloak                  for becoming a vampire

Hellsing’s hat                          for becoming a vampire slayer

Nice guy award                       for having REALLY high karma

The middle finger                   for having really bad karma

There is also Marcus & Sasha’s Zombie rampage. A minigame about life, and the human condition. (mostly involving slaying the undead)
To start the game over in extra game mode, look at Marcus’s computer.
