S I L E NT NUMAL DAS

THE LORE / THE CHARACTERS / THE MANIFESTATIONS / THE ENDINGS

A journey through grief, guilt, memory, punishment and the truth James tries to
forget.

FAN-MADE / NON-COMMERCIAL

THROUGH THE FOG / LORE ARCHIVE
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A TOWN WITH

Silent Hill existed long before James Sunderland entered its streets. The land
around Toluca Lake accumulated a history of spiritual belief, violence,
punishment and death, creating a setting whose past feels inseparable from
the supernatural atmosphere of the town.

Silent Hill 2 deliberately leaves the exact mechanics of the town ambiguous.
It never provides a simple rulebook explaining who summons the fog, how
the manifestations are created, or why the town affects different people in
different ways.

What the story does show is more important: the town becomes a
psychological mirror. James sees a world shaped around his guilt and his
memories, while Angela, Eddie and Laura appear to experience radically
different realities.

Silent Hill is not simply haunted. It is a place where unresolved inner
suffering can become visible.
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THE WOMAN

James Sunderland receives a letter from Mary, his deceased wife, telling him
that she is waiting for him in their special place in Silent Hill. Believing the

impossible message might mean Mary is still alive, James returns to the
town.

The journey is built on a false premise. James has convinced himself that

Mary died years earlier, but the truth is far more recent and far more painful:

he killed her shortly before entering Silent Hill.

His mind has buried the event beneath denial. The letter, the fog, the town

and the people he meets gradually force him to confront the memory he has
been avoiding.

James came to Silent Hill believing he was searching for Mary. In
reality, he was being drawn toward the truth about himself.
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HE RETURNS TO

South Vale is the first major layer of James's journey. Familiar streets,
apartments, shops, alleys and landmarks are buried in fog, turning ordinary
spaces into uncertain territory.

James keeps moving because the promise of Mary's letter is stronger than
the evidence around him. Roads are blocked, buildings are abandoned and
the town seems to have been emptied specifically for him.

The deeper he travels, the more the physical environment begins to
resemble his psychological state. Safe spaces disappear. Corridors become
labyrinths. Institutions associated with care become sites of fear. The town
gradually stops behaving like a normal place.
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- THE CHILD

Laura is a young girl who knew Mary. She searches for Mary in Silent Hill and
repeatedly crosses paths with James.

Her presence is important because she does not appear to perceive the town
in the same way James does. Places filled with monsters for James can
remain ordinary to her, suggesting that the manifestations are not simply
objective creatures roaming around a single shared nightmare.

Laura also challenges James's version of Mary. She remembers Mary as a
real person rather than as the idealized memory James has constructed.
Through Laura, the story gives James a perspective that exists outside his
denial.

A reminder that James's experience is personal. The town is not
showing everyone the same world.
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ANGELA

ANGELA
AND THE WEIGHT OF TRAUMA

Angela Orosco enters Silent Hill while searching for her mother and carrying
severe trauma from abuse within her family. Her path through the town is
markedly different from James's, filled with heat, fire and oppressive spaces.

Angela demonstrates that the town does not merely punish people for a
single mistake. It reflects what each person carries into it. Her
manifestations are tied to a past that she cannot simply walk away from.

Her story becomes a parallel to James. Both characters are trapped inside
painful memories, but their relationships to guilt, responsibility and escape
are very different.
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EDDIE
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.. EDDIE
AND THE DESCENT INTO PARANO!

Eddie Dombrowski appears frightened, defensive and deeply insecure. He
believes that other people have always mocked him and treated him as

worthless.

At first Eddie seems like another lost person looking for an explanation. As
the story progresses, however, resentment becomes increasingly important
to him. He begins to justify violence as a response to the way he believes the
world has treated him.

Eddie acts as a warning about what happens when suffering becomes an
excuse rather than something confronted. His collapse parallels James's
journey while reaching a very different conclusion.

THE MIRROR

James, Angela and Eddie each demonstrate a different way of
responding to unbearable pain.
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THE IMPOSSIBLE

James meets Maria in Rosewater Park. She looks remarkably similar to Mary,
but she has a different personality, confidence and attitude. Her
resemblance is impossible to ignore and becomes one of the most important
mysteries of the journey.

Maria can be read as a manifestation of James's desires and memories, but
the game intentionally complicates that interpretation. She interacts with
James as a distinct person while also reflecting parts of what he misses
about Mary and what he wishes their relationship had been.

Her repeated deaths are especially important. Each loss recreates the shock
and guilt that James has tried to suppress, turning Maria into both
companionship and punishment.

She is not simply Mary returned. Maria exists in the uncomfortable
space between memory, desire, guilt and manifestation.
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THE MONSTERS

LYING FIGURE

A body sealed inside a skin-like covering. Its restricted form suggests
iliness, suffering and something trapped beneath the surface.

BUBBLE HEAD NURSE

Medical imagery transformed into horror. The hospital becomes a place
where care, sickness and helplessness overlap.

MANNEQUIN

A fragmented human shape turned into an object. Its stillness and
sudden movement make ordinary surroundings feel unsafe.

FLESH LIPS

A mass of distorted flesh that attacks from above, transforming
architecture into part of the threat.

The creatures function as psychological vocabulary as much as physical enemies.

w  ABSTRACT DADDY

A manifestation associated with Angela, showing how the town can

aviroce 2 rarenn'e ci1iffarina thratiabh anm Annraceivine nhvicical fAarm

PYRAMID HEAD

The executioner-like figure whose presence is tied directly to James's
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PYRAMID HEAD

Pyramid Head is the most obvious embodiment of James's need for
punishment. He appears as a towering executioner carrying enormous
weapons and wearing a massive metal pyramid over his head.

Unlike ordinary enemies, he feels purposeful. He repeatedly appears at
moments when James is pushed closer to the truth, creating the impression
that the creature is not simply hunting him but performing a role within his
psychological journey.

The executioner imagery connects violence with guilt. James knows,
somewhere beneath his denial, that he deserves judgment. Pyramid Head
gives that desire a body and repeatedly forces James to confront it.

Pyramid Head is most meaningful when read as part of James's inner
punishment rather than as a conventional monster.
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-« WHAT REALLY

Near the end of the journey, James finally remembers what his mind has
hidden. Mary was not waiting for him in Silent Hill. She had died because
James himself killed her.

The act is not treated as a simple plot twist. The entire structure of the game
changes meaning once the memory is restored. The search for Mary
becomes an indirect search for the truth, and the monsters become
expressions of the emotional weight James has carried.

The letter that James follows functions as part of his return to the buried
memory. Silent Hill becomes a place where denial cannot remain stable
forever.

The fog lifts psychologically before it ever needs to lift physically:
James can no longer maintain the story he told himself.
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WHICH ENDING

The remake divides its endings into three main conclusions on a first playthrough and five additional conclusions that become
available in New Game+. The route is shaped by gameplay behavior, optional actions, hidden point values and special collectible
requirements.

MAIN ENDINGS FIVE ADDITIONAL

LFEAVE REBIRTH
MARIA STILLNESS
BLISS
IN WATER
DOG
UFO

STILLNESS REQUIREMENT / Obtain the IN WATER ending on a previous playthrough before pursuing Stillness in New Game+.



MAIN ENDINGS

James accepts the truth and chooses to leave Silent Hill behind. The route generally favors
LEA_ b E survival, attention to Marys memory and avoiding excessive fixation on Maria.

James gives increasing attention to Maria and allows the new relationship to replace his
MARIA attachment to Mary. Interactions with Maria strongly shape this route.

James holds tightly to Mary while behaving recklessly and keeping his health low. Aggressive or
IN WA_TER self-destructive behavior pushes the route toward surrender.



NEW GAME+

bles |
ly use

REBIRTH STILLNESS

Crimson Ceremony, White Chrism, Obsidian Goblet, Lost Memories Key of Sorrow + Toluca Postcard; must have earned In Water previously

BLISS DOG

Rusted Key + Small Chest, then use White Claudia in Room 312 Two Broken Key Parts combine into the Dog Key

UFO

Find the gem and examine it at four marked locations



REBIRTH

CRIMSON CEREMONY WHITE CHRISM
i W
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Northeastern graveyard. Find the lone grave on the shore and take Western South Vale. A bottle of white liquid rests on a table near the
the red-covered book in front of it. entrance to Baldwin Mansion.
OBSIDIAN GOBLET LOST MEMORIES

R

- »

Silent Hill Historical Society. Take the black goblet from the wall Lakeview Hotel. In New Game+, the Lost & Found room contains
niche in the main exhibition hall. this book in place of the normal Lost & Found Note.



16 / ENDING GUIDE

STILLNESS
KEY OF SORROW + POSTCARD

STILLNESS

KEY OF SORROW

Wiltse Road. In New (jéme+, break the rear
window of the green car with the Chainsaw
and take the key.

STILLNESS

CLUE 03

iuy <

Lakeview Hotel. A registry book near
Reception carries the third clue: <4.

STILLNESS

CLUE 01

x ) R

Wood Side Apartments. A journal in the
Reception Office carries the first
directional clue: <3.

STILLNESS

TOLUCA POSTCARD

Toucitoneard g "

STILLNESS

CLUE 02

Otherworld Brookhaven Hospital. A
medical report in the Directors Office
carries the second clue: 1>.

7

Ruined Hotel. In the Managers Office safe, use the Key of Sorrow and enter 314 - right to 3,

left to 1, right to 4.

PREREQUISITE / 1IN WATER MUST HAVE BEEN EARNED PREVIOUSLY
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BLISS
THE WHITE CLAUDIA ROUTE

BLISS BLISS BLISS

RUSTED KEY CRYPTIC LETTER SMALL CHEST

1 " |

R

Pete's Bowl-O-Rama. The New Game+ safe The letter in the safe points toward the Brookhaven Hospital Garden. Pick up the
opens with code 1887; the note at Nathan Ave. next item and establishes the path to the Small Chest from the gazebo.
provides the clue. Small Chest.
BLISS BLISS
WHITE CLAUDIA ROOM 312
. U
“ W T n!r.
vr‘ gs . [} |
i "& ' L
Q . a A
Combine the Small Chest with the Rusted Key in the inventory to At Lakeview Hotel Room 312, use White Claudia and then play the
create White Claudia. Video Tape to trigger the ending.
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DOG

THF DOCG KFY ROITTFE

BROKEN KEY PART 1

search the back storage area.

DOG

DOG KEY

O
ot \!.\ f‘g'iv
Combine both Broken Key Parts in the inventory to form the Dog
Key.
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BROKEN KEY PART 2

Western South Vale. After Jacks Inn, entér the backyard gate marked
by a dog-bone symbol and search the dog house.

DOG

OBSERVATION ROOM

Lakeview Hotel 3F. Use the Dog Key on the Observation Room door
beside Room 312. The ending triggers immediately.
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UFO

THE BLUE GEM ROUTE

UFO UFO

UFO

BLUE GEM LOCATION 1/ 4 LOCATION 2 /4

w .+ 4

Eastern South Vale. Smash the left storefront Saul Street Apa}‘tments. On the roof, near
of The Silent Jewellers and take the Blue Gem the graffiti of an eye, examine the Blue the northeastern corner of the pier before

from the display. Gem when the spacey sound occurs. meeting Maria.

UFO

LOCATION 3/ 4

Lakeview Hotel pier. Use the Blue Gem after crossing Toluca Lake,
as soon as you step off the boat.
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UFO

LOCATION 4/ 4

Room 312. Examine the Blue Gem for the final time. The UFO ending
triggers immediately.
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ALL ENDINGS
MAP ARCHIVE

MAP 01

COMBINED ROUTE MAP

Annotated map showing multiple New Game+ item locations and
ending-specific destinations.

MAP 03

COMBINED ROUTE MAP

Annotated map showing multiple New Game+ item locations and
ending-specific destinations.
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MAP 02

COMBINED ROUTE MAP

asp ol ce ofsou
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Annotated map showing multiple New Game+ item locations and
ending-specific destinations.
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ALL ENDINGS
MAP ARCHIVE

MAP 04

COMBINED ROUTE MAP

Annotated map showing multiple New Game+ item locations and
ending-specific destinations.

MAP 06

COMBINED ROUTE MAP

Annotated map showingmmultiple New Game+ item locations and
ending-specific destinations.
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MAP 05

COMBINED ROUTE MAP

Annotated map showing multiple New Game+ item locations and
ending-specific destinations.
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ALL ENDINGS
MAP ARCHIVE

MAP 07

COMBINED ROUTE MAP

Annotated map showing multiple New Game-+ item locations and
ending-specific destinations.

MAP 09

COMBINED ROUTE MAP

Lakeview ol mployeesectontiap. NS SRR

Annotated map showing multiple New Game+ item locations and
ending-specific destinations.
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MAP 08

COMBINED ROUTE MAP

Annotated map showing multiple New Game+ item locations and
ending-specific destinations.
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ONE PLAYTHROUGH

A practical route is to collect all extra items, then save at the Lakeview Hotel reception after solving the music box puzzle and
obtaining the 3F Corridor Key. From that save, reload between endings.

DOG Use the Dog Key on the Observation Room door.
UFO Return to Room 312 and use the Blue Gem.
BLISS Return to Room 312, use White Claudia, then insert the Video Tape.

REBIRTH Insert the Video Tape and complete the ruined hotel route without using the Stillness postcard.

STILLNESS Use the Key of Sorrow on the safe, take the Toluca Postcard, then finish the game. The postcard overrides
Rebirth.



READING THE

LEAVE

Survival means accepting responsibility for the past instead of remaining
trapped by it.

IN WATER

James gives despair the final word and becomes unable to continue.

STILLNESS

A New Game+ continuation of the In Water path, centered on the Toluca
Postcard and the desire to remain in the past.

DOG

The joke ending undercuts the horror with an intentionally surreal reveal.

MARIA

Maria offers replacement and comfort, but the unresolved pattern remains.

REBIRTH

James pursues the supernatural history of Silent Hill in an attempt to undo
death.

BLISS

White Claudia offers an artificial promise that everything can be made right.

UFO

The Blue Gem route closes the journey with another deliberately absurd New

Game+ conclusion.



FOUR PEOPLE.

J- AMES Builds a version of reality in which Mary died years earlier.
ANGELA Carries memories reflected through heat, confinement and fire.
EDDIE Turns humiliation and resentment into justification for harming others.

THE FOG DOES NOT HIDE THE TRUTH.

LAURA Remembers Mary as a real person and sees a world largely untouched by James manifestations.
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