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During-the spring of 1’&99 an extremely unusual event accurred in the
small town of Salinas. }?:aimas is located in the suburbs of a major city.
Also located in this peaceful area is Memorial Hospital. Due to its _
pharmaceutical studies, the hospital is a major contributor to the economy
of this small town. ;

A seventeen- year—d!d hl%_I school girl named Alyssa Hale was on her way
to Salinas to visit'her father’s friend Mr. Phillip Tate. Along the way, Alyssa
looked at the red amulet in her hand. She believes this amulet has some
sort of power over her. As she stared into the amulet, a vision of horror
engulfed her mind; she saw herself holding a knife in her right hand while
looking down at her friends lying in a pool of blood on the floor. She had
no idea what hapFened. [t was earlier discovered that another personality
resided in her soul, an entity called Mr. Bates. Alyssa was forced to under-
go intense therapy because of this cold-blooded, immoral male personality.
Although the incident occurred only one month earlier, she s unable to
recall any*hm? about it. Alyssa refuses to believe she is capable of some-
thing'as ic as the event in her vision.

Alyssa logked once more at the amulet, She realized that somehow her
amuiet ‘had to be tied in with Mr. Bates. She remiembered not having her
amulet on when she awoke from Bates' invasion of her psyche. Alyssa
soon realized that as long as she had her amulet, her soul would be safe
from Mr. Bates and she could be herself.

When Alyssa arrived at the Tate's residence, no one was home. Something
seemed strange. Alyssa knew that the Tate's were expecting her. Perhaps
they'had forgotten. Alyssa noticed a series of strange low-toned squeaking
no;ses echoing throughout the small house, Then, she saw something!
g in a pool of blood was what appeared to be-a rottin -corpse. Alyssa
owly approached the mangled remains only to realize to her relief that it

o “was not human. But if it was not human, what could it be? And where

were the family members?

o And thus, the story begins...
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The Curse of the Maxwells o
Sitting in-a dark kitchen, Philip Tate and his wife Kath
concerned. They were discussing the Curse of the Ma!
what it meant to them. Just then, something horrible
Kathryn screamed...

were very
glls and
Jened.
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PEAYSTATION® SETUP

Set up your PlayStation™ game console according to the instructions in its
Instruction Manual. Make sure the power is off before inserting or removing
a compact disc. Insert the Clocktower II: The Struggle Within disc and close
the disc cover. Insert game controllers and turn on the PlayStation game
console. Follow on-screen instructions to start @ game.

Top View

PaySiations

OFEN BUTTON

[MSC COVER

A0LLER PORT

MEMORY CARD SLOT 1
MEMORY Ci 3% 2

Front View

CONTROLLER PORT 1
CONTROLLER PORT 2




OPERATIONS

Mouse - Off Gam

MOUSE (SELECT [TEM)
LEFT BUTTON
RIGHT BUTTON (CANCEL SELECTION]

Pty

Mouse - During Game

MOUSE (MOVE CURSDR)
T LEFT BUTTON

RIGHT BUTTON (SKIP EVENT,
PAUSE, PAUSE MENL, GANGEL)




DUAL SHOCK™ analog controller

L2 BUTTON
OFF GAME:
CANCEL ITEM

L1 BUTTON .
OFF GAME:
SELECT ITEMS
DURING GAME:
SET CLICK POINT,
ATTACK ENEMIES,
EVADE PANIC
SITUATION

DIRECTIONAL BUTTONS
OFF GAME:
SELECT ITEMS

SELECT BUBHINF——————— -

START BUTTON
DURING GAME:
PAUSE GAME,
IN GAME MENU L3 BUTTON
(WHEN DEPRESSED)
NOTE:

e You may have a confroller thal looks like this.

Ii 50 please follow the digital instructions outlined above,

— R2BUTTON
— R1 BUTTON

A\ BUTTON
- O BUTTON

X BUTTON

OFF GAME:

SELECT ITEM

DURING GAME:

SET GLICK POINT,
ATTACK ENEMIES,
EVADE PANIC SITUATION

O BsutTON

OFF GAME:

CANGEL ITEMS

DURING GAME:

EVADE PANIC SITUATION,
EVENT CUT, REMOVE ITEM

R3 BUTTON
(WHEN DEPRESSED)




GET‘QRG STARTED

Strange squeaking noise...
The horrible incident has already happened.

“Hello! I'm here. It's Alyssa from San Francisco." Aly
amved at the residence of her father’s friend, Mr. Phill
answered the door, but it looked like somebody was hor

When you start a game, the opening movie will begin. Press the
start button (or €3 button, or L1) to exit the movie, After the start
putton is pressed, the main menu will be displayed. If no input is
made, the opening movie will repeat.




MAIN MERU -

T

NEW GAME . T i
Select this option to begin a new game. e dnos
DATA LOAD 4

Select this when starting a saved game from the memory card. After
you make this selection, the "Data Loading" screen will appear.

OPTIONS
Skip event function ON/OFF, analog controller settings, etc.



GAMER TERMINOLOGY

Cursor
The cursor is the arrow displayed on the screen. Us
the cursor (click) on a selected location to move main
character (if double clicked, the character begins to ru
If clicked on a click point, the main character execute:
_ action. The cursor's shape may differ according to the
main character's situation.

Click Point

The cursor will change shape when placed on certain
objects. This indicates that the character can perform an
action with that object or person. These points where the
cursor changes are called click points.

Item Window

When the cursor is moved to the upper portion
of the screen, items that a character has gathered
in the game will appear. Click on the item you
wish to use. The picture of the item will replace
the picture of the cursor arrow. Click on a click

point to use an item that you have selected.




Panic Mode :
When the main character is being chased or is in
danger, the.cursor will flash red. This situation is
called a panic situation. While the cursor is flashing,
press the @ button repeatedly to escape.

Escape Mode

When the main character is chased by an enemy
(situation differs according to each scenario), this is
known as Escape Mode. While in Escape Mode, the
click point will appear on items and/or objects that
can be used to fight or hide from the enemy.
Escape Mode will not end until you repulse the
enemy oF escape from him/her. _




GAME FLOW

Bates, who shares Alyssa's soul, was evoked b
best: Wed upon the Tate family. Alyssa and Mr. Bate
and shate the same body. More tragedies are sure t r because
their distressed mental status.

cenario D,BVEImeent and Ending
- You can make it through scenarios by skillfully using Alyssa and her
~ otherpersonality, Mr. Bates. Some events can be cleared with
“Alyssa, while Mr. Bates can clear-other events. There are 13 possible
endings. The ending you receive will depend upon your performance
“and choices in the various scenarios. Game credlts will be displayed
at the end of ;he game.

Sltuatlon Change
While Alyssa holds th ates

emerge and control her. The a can be placed
in rooms within vases or other types of containers.

When Alyssa does not have the amulet in her
possession, she feels extremely insecure and her
fear may evoke Mr. Bates. If Alyssa has already
changed to Mr. Bates, she can change back by
retrieving her amulet.

. As Mr. Bates emerges, Alyssa thinks 1o herself,
..Go Away! Don't be afraid...”

e



Alyssa Attackm ih enemy

If you go'into Escap@ Made while the main
character is Alyssag§ou will not be able to use any |
ay find. Instead, Alyssa can use.
hout the scenarios or hide from

agamst the enemies,
with a weapon, the cursor |
rosshair. Whenyou
urser onto the-enemy and the

n, you will be able to attack
cking the cursor. The num-
the ‘weapon icon is the

- ammo (number of
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' "flash:ng red, your'
been éo pletely used up. At
rré}u will unable-to tse the

~afirst aid kit when your stamina is decreased by
- one level. : ; .
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hanged into something.
curse? Where is the Golden
ind daughter, Stephanie

ty killer. Everything that has
lead to more tragedies.

When the main character's stamina is zero or you
fail to press the button repeatedly in the Panic
Made, the game will be over and the game over
screen will be displayed. When the game is over,
you will see this display "CONTINUE?" /
"YES","NO". If you would like to continue the
game; move the cursor to "YES" and click. When
you click %¥ES", the game will restart from where
the character entered the room he/she was last in.
Your stamina will increase by one level.

In case you choose to quit the game, move the
cursor to "NO" and click. After "Game Over"
appears on the screen, the game returns to the
title screen. Be aware that once you end the game,
you can not restart the game by using the Data
Load feature unless you have already saved it.

&

Game Over




. You can save the game by selecting "Save" from
the In Game Menu. There are 3 slots available to

saved the "Scenario Title" and "Play Time" will

i
¥
3
i

Game Record

save your game, In case other data has already

appear. If no data has been saved "NO DATA" will
appear in the slot. When you select the slot where
you want to save the data, the data will begin to
save, The memory card must be placed in memory
card slot 1 and uses only 1 block of memory.

Loading Data
Select "DATA LOAD" on the title screen or "LOAD
GAME". 3 data slots will appear on the data load

screen. If there is data stored, the "Scenario Title"

and "Play Time" will appear. If "NO DATA" appears
in the slot, it cannot be selected. Endings, hints,
and any other data will be saved onto the memory
card as well. '

ME MOR¥ CARD

o
3
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The In Game Ment
button (if using co
also be paused unf
tion does not

jill appear when the Start
oller) is pressed. The game will
i you exit this menu. This func-
‘during special events.

Return to Game _
Exits the In Gam Menu and returns to thegaﬁe
Save Game ' '

Saves current ga?‘ﬁe data to the memory card Wh[e in scapfe Mode
yOu Canng save'your garne .




- Switch ON/OFF by |

ad Game ’ '
Select the data in Memory Card you wish to load. may not be
'Q. jed while in Escape Mode.

Aode; or after attackmg enemies,
1 §d]ac_ent room.

'V|brat|on
You can use this func you want your cantrotler to wbrate

ing the analog button. The vibration feature

* can only be expenemg@ W|th the Sony Dual Shock" controller.

Skipping Events :
To skip events dunng the game press the ® Button



The OPTIONS

OP'_I'ION‘Sw in You Flothe & EVENT CUT/OFF
- main menu t -Ung k. €355 = TERATION OA
- Button. ik <4 :

CARMAN T




PAMBHLET SCREEN

- The Pamphlet Screen will appear after selecting

N DATA LOAD
_ "Pamphlet” from the main menu. Return to the praa—
~main menu. by selectlng "Exit" or pressing @ i
L L
. K

: :Bm‘ton

mara Vol Conndol
1 »

ENDING LIST ;
This will venfy ‘the eendings that you have cleared.

HINT LIST
- View hints uncovered du_nfn Ihe ga__me.

m

This option is not selectab[e at the begmmng of the game, it will
- only become accessible after certain conditions have been met.




Age: unknown. He is a
very mysterious man. He
wears a devil's mask and
loves to kill. His weapon
of choice is a giant
butcheriknife.

' t-ié |

Shannon Lewts
Shannon is a Very

mysterious woman.
Sometimes she helps
Alyssa, but at other
times she will become
extremely upset with
her.

- .@

Phillip is 43 years old. He
is an old friend of Allen
Hale, Alyssa's father.
He is extremely afraid of
the Maxwell curse.



-Mr. Bowman

Mr. Bowman is a 35-
year-old newspaper
reporter. His motto
is that investigative
reporting should be done
very aggressively, even if
it requires self-sacrifice.
While investigating
Memorial Hospital on
a bogus tip, he unknow-
ingly put himself into
position to get the best
story of his career.

A 25-year-old detective
from Prunedale, a
neighboring town of
Salinas. He is poised
and smug. He became
involved in this
incident while
responding to a report
made by Kathryn Tate.

£
1
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Allen is Alyssa's 45-
year-old father. He is a
director of a hospital
in San Francisco.



I@g oS!

At seven years old, she is
the youngest of the three
daughters in the Tate fam-
ily. She suddenly turned
into %@iﬁﬂ odthirsty mur-
derer and turned the
Tateﬁpﬂ'esi?jence into a place
of horror and death. It
ms’ as if she is pos-
sessed by some unknown

entity. .

Ir. Bates”

Mr. Bates is one of the
main characters in the
game. At times he will
possess Alyssa Hale. He
is a cruel and cold-
blooded man.

Her father, the director of a
major hospital, is not home
much. Alyssa spent much of
her childhood alone and grew
up to become a very guiet girl.
When she was still
young, her father gave her an
amulet. She always carried it
with her and it became a
source of power. She has a
gloomy disposition. Possessed
with spiritual  intuition, she
finks everything to unworldly
phenomena.

guite.
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STAFF gy
'Prc)ducer

~ Main Programmer‘.._ ...... o LI

i Assistant Programmer
'ZsEffects Programmer

"”Sapporo Visual Sectlon Leader

Event Producton .

Background Production ...

_Yoshihiro Ito
.:Satoshi Oyama

‘Masashi Kimura

CREDITS

Takehito Ishigami

- Hiroyuki Kaneko
-...Yoichiro Shimazaki

-.....Masatsugu Igarashi
Kiichi Takaoka

...Kengo Shibuya
...Masakazu Nobut

Shin Kabeya
Yumiko Tomiyama
Yuka Warigai
Mitsuhiko Ooto
Yumi Nakata
Chihiro Hashimoto

Hidekazu Morise
Kengo Shibuya
Kunio Takeichi
Mariko Komaki
Yukiko Fujiwara
Tomoe Hayashi
Toshiharu Kimura
Chihaya Torii
Miwako Nakada

i
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Yoshihiro Kitada



Game Character Broduction ..

Sound Effect
Team Human

Game Arrangement/Extra Mode Production.....
Director/Game Design/Scenario ...............

gp IAL THANKS:
. zul;;kc Yamada
i asahiro Yonezawa
2 ® J’W\f}rlz’sf'nmairl Terasawa
} AklO I(bsh|ba

Hiroko Yasuda
Satoshi Kapai
Arimi Ichimura

4

uctmanmmauon Effects Produdmn
Opening Movie uction/Ending Movie Production

 ILLUSTRATION ......ccctcc A

Tsutpmté-ﬂ%r‘amine oy

....Noriko Koseki
. Keisuke Saikai .

............ Takeshi Ochiai

Kaori Takazoe
...Ichiro Atsuno

....Chiyomaru Shikura "
Kenji Hikita

Masashi Takada
Tomoaki Kasai
....Yutaka Hirata

....Hiroaki Togawa
Takahiro Sano
Motohiko Hirose
Takeshi Abe
Junichi Tagui

~Reiko Murocka

.....Kazuyuki Kumagai

Hiroki Fujii

_Masaru Shimamura

MiyakoSato ... .
Yasukuni Katayose
Satoru-Endo.
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ASCIl Entertainment Software United States Locali

Hideaki Irie ..o Executive Producer

Mark Johnson e Producer

Franz —Stqppenbach .................. Production Assistant

Akiko Hishida .. ...Production Assistant
Robert Shreve Quality Assurance

Ta]em Maﬂagemem & Castmg by Greg Weber
Voices Re_ca_rded. &_._Edned at Webtone

...Bates

Alyssa Hale

...Mr. Bowman & Henry Kaplan

Alex quey

2 Stephame Tate & Shannon Lewis

Caolleen Quintana ... Jessica Cook & Kathryn Tate

Terry McGovern ... .....Allen Hale & George Maxwell
-....Philip Tate

Doug Boyd ..

HUMAN Entertainment Unrted States Localization Team:
Dennis Wood . rrininee . Executive Producer

~ “Shinya Nishina.......,.-........,..,,...Producer

. Dana Russell ...c.....c.c..ccon.... Translator

‘Hideko Russell Translator

i Special Thanks: :

" Yuuichi Kobayashi - Miyako Sato
Kazuhiko Yamada Media Entertainment Inc.
Tomoaki Kasai e : D cruise

 KazuyukiKumagai studio Cliché

%

®



NOTES










Mec, Im: Uruitad Warranty
__anants tothe original purchaser of this Agetec, Inc. product that the medium on which IhIS

1 -misttea[ment or neglect. THIS WARRANTY IS IN LIEU OF ALL OTHER
EB:REP#ESENTBHONS OR CLAIMS OF ANY NATURE SHALL BE BINDING ON OR
éFﬂG., ANYIIPLIED WARRANTIES APPLICABLE TO THIS SOFTWARE PRODUCT, INCLUD-
MERCHANTABILITY AND-FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED TO
 BESCRIBEDABOVE, IN NO'EVENT WILL AGETEC, INC. BE LIABLE FOR INCI-
NB#MAGES RESULTING FROM PUSSESSIU!L USE, OR MALFUNCTION OF THE

Some staia‘s ﬂﬂr
of consequential darnages s0 the abow
warranty gl\res you specific legal rlg

lied mrranty lasts and/or exclusions or limitations

jons of liability may not apply to you. This
ave other nghts which vary from state to state.
Repair/Service After Expiration uwh ranty — [f-your game disc requires repair after expiration of the 90-day
Limited Warranty Period, you miay contaci the Consumer Service Department at the number listed below. You
will be advised of the estimated cost of repair and the shipping instructions.

Agetec, Inc. Customer Service Department/Technical Support Line (650) 780-0166 — Call this number for
help in installing or operating our products or for general product questions. Representatives are available
~“Monday-Friday, Sam-4pm Pacific Time. There is no charge for this service

Nt I-||nt Line ~ Game hints are available within the US at 1-900-288-2724. The cost is $0.95 per minute, and
“au ;uppmt is avmhble 24 hours per day, 7 days a week This h:nt line supports games produced hy

ﬂgem Inc. Online at hitp://www.agetec.com — Our news is always cool! Visit pur website and find out
what's haqpe}}mg at Agetec, Inc. — new titles. new products. and fresh tidbits about the new gaming world!
o = "F ',.'. .



OFFICIAL GUIDES FOR
(Y ASCII ENTERTAINMENT GAMES
BY SANDWICH ISLANDS
PUBLISHING CO.

BOTH GUIDES ARE

IN FULL COLOR AND INCLUDE
A COMPLETE WALKTHROUGH WITH EXCLUSIVE
STRATEGIES, PLUS A BONUS CHAPTER FOR THE ORIGINAL GAME IN EACH!
[ Armored Core: Project Phantasma Official Survival Guide
[ clockTower 2: The Struggle Within Official Survival Guide

Both Survival Guides are §12.95 each. Add 54 total for shipping. U.S. funds.
[l Piease send a free catalog! (check us out at www.gamebooks.com)

SEND TO: SANDWICH ISLANDS PUBLISHING CO., P.O. BOX 10669, LAHAINA,
HI1 96761 * Orders Only: (808) 661-8196 » Fax: (808) 661-2715
Enclose check, money order, or fill in credit card information below.

Name__ — == —

Address

City State Zip
MasterCard/Visa/AMEX#: Expires f
Email Address: Phone:

1998 HUMAN CORPDRATION, All rights rasarved. >.. Clock Tower I The Strupgls
Withn &nd the Clock Tower [1. The Strugghe Wil re frademarks of Agefes, Inc. All other
tbrand and product namas are trademarkes or registered frademarics of their respective awners.
r:Irlll!u Emertainment America 1or use with the PlayStation game coasole. PlayStation and the PlayStation lages are
f Sony Computer Enlartainment Ing. The ratings ican is 3 trademark of the Inferactiva Digital Software Assotiation.
4 in the U.5.A THIS SOFTWARE IS COMPATIBLE WITH PLAYSTATION GAME CONSOLES WITH THE NTSC Ui
ND FOREIGN PATENTS PENDING.

Agete, Inc. B0 Veterans Boulvard, Sulte 630, Redwood City, CA 94063 agem ,
| ™

ASEH SANE EXTERTHNMENT FECSNTLOET

PlayStation




