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patters or flashing ights. ackgrounds on whle

piaying video games, , may

#ven n persons who have no history of prior sezures or epilepsy. If you, or anyone in your family, has
oilep . consult your 0 playing y of the foloving

i i diziness, atered vsion. eye o muscl loss
‘awarensss, disorientation, any involuntary movement, or convulsions ~ IMMEDIATELY discontinue use
and consult your physician before resuming play.

WARNING TO OWNERS OF PROJECTION TELEVISIONS:

jour rojection i
manual for your projection TV, unless It is of the LOD type. Othenwiss, it may permanently damage your
creen

HANDLING YOUR PlayStation™ DISC:

. for use only with [

« Do not bend I, crush it or submerge it liquids

Do notfeave it In direct sunlight or near a radiator or other source of heat

+ Be sure 1o take an occasional rest break during &xtended play.

+ Keep this compact disc clean. Always hold the disc by the edges and keep itn s protective case
when not i use. Clean the disc with a lint-free, soft, dry cloth, wiping in straight lines from center to
outer edge. Never use solvents or abrasive cleaners.

Loy

]

. p PaGE

1 GETTING STARTED
2 OPERATIONS
3 PROLOGUE

GAME TERMINOLOGY $ -4
5 DISPLAY SCREEN 5
6 GAME FLOW G
7 INTERMISSION 7
8 PROGRESSION OF SCREENS 8-10
9 POWER AND GAME OVER 1
10 PAUSE OPTIONS 12 +
11 CHARACTERS DESCRIPTIONS __13-14
12 MEMORY CARDS [E
13 DESIGNER'S NOTE 16-17




Gelling Slarted  Operalions

4 [CONIRO RS Top View
Front View ow
Top View
wworon =
Lo E—
» — opensurion | T MOUSE L i
s osccon T, tems on progression screens. A quick double click
R BTN 1 mak ¢ run. Click oncs b
st Loy SR s es the characte: Click once more to stop run-

ning.
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wrwony AR 1072 @ button
Front View Cancels a progression screen item. Also used as a
panic button. Rapid nputed (.Ikklng in panic mode
can get you out of a tight s

START button
Set up your PlayStation game console according to the instructions in is Instruction Manual “ Pause button. Allows the use of the pause function.
Make sure the PlayStation game console’s power s off before inserting of removing a compact (see p. 12)

disc. Insert the CLOCK TOWER” disc and close the disc cover. Insert a game controller and turn
the PlayStation game console ON. The opening story will start, and then the Title/Game Start
Menu will appear. Press the Start Button to begin play. Follow the on-screen instructions to
start a game.

Direction keys

Used for moving the cursor and selecting items on pro-
gression screens.
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Cursor
The character performs an action when the cursor is moved to a click
point and an object Is selected.

When the cursor is placed at a new location and clicked, the character
will move to that new area. The cursor also indicates current power
and panic mode (see p. 11).
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Item window
To use an item that you've picked up, move the cursor to the top of the
screen (upper left hand corner) to display the current inventory of items.
Click the item you want to use. The cursor will display a picture of the
item which moves around the screen with your cursor. You can then
select a click point with the cursor to use that item. Obtained items not
displayed in the inventory (some keys, etc.) are used automatically when

the
location is
clicked.
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Game Flow

Basic game flow

The game repeats the pattern shown below. There are four scenarlos Including
the prologue. The ending may come before the fourth scenarlo depending on
how the game progresses. The succeeding scenarlo depends on the player's
actions. Mid-game scenario varlations do not affect your ending rank, so sit
back and enjoy the different scenario combinations you encounter,

" Scenarlo " “Save Screen” ~ “Tntermission  ~ Scenarle

Heroines

The main heroines throughout the game are Jennifer Simpson
and Helen Maxwell. Actions during the prologue determine
which will be the central character you portray In your story- |
line. Your character in Scenario 1 is a heroine.

Player character (you)

each scenario, you may be operating characters other
than the heroine (in the , for example). The character
you play is determined by the scenarlo progression.

Endings
There are five different endings per heroine, determining a
total of ten endings for this game. The conclusion depends on
your actions and the progression through the scenarlos that
'you explore.
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Infermissions -

Scissorman appears at night. Intermission refers to
the adventure mode between scenarios. These are
usually daytime scenes, so Scissorman poses no
danger. Selections made could affect the scenario
progression.

Intermission map screen

This screen displays the entire neighborhood where
the characters live. Click points indicate places on
the map that the character can visit. Use the cursor
to click on places you want to approach..

Intermission room screen
When the desired location is clicked on the inter-
mission map screen, the selected building is
entered and conversations begin with the charac-
ters found there. (Operations are identical to those
used during normal game play.) When certain con-
ditions are met within the building, you automati-
cally return to the map screen. The next scenario
begins after you have fulfilled all required condi-
tions of the Intermission.

>

1. Title screen

The title screen appears when you start the game. Press the
START button (or the left mouse button) to continue to the main

menu screen.

If the start button or left mouse button Is not selected immed

ately, the opening movie begins.

2. Main menu screen

Starts a new game.

Resumes a game from the entrance of
the room where the game ended
(unless power has been turned off
since the last game).

Switches to the data load screen when
selected. Data saved in the memory
card Is read and game commences In
the room of the last save scenario you
select.

Select “STEREO" or “MONORAL".
Selected item switches upon selection.

gression Screens

Ty

Switches to the ending list screen
when selected. Displays an ending list
S0 you can check the endings finished
so far. However, if a data memory
card was not Inserted in memory card
slot 1 when the game was started, this
reinitializes the game.

Switches to the pamphlet screen when
selected. This displays extra informa-
tion about the game. For added enjoy-
ment, a quick read Is recommended
before you play the game.

o
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STy 3. Data load screen . 6. Pamphlet screen
4 This screen is for loading data saved on memory |
cards to continue specific game play. Any of the oow
three areas with data will display the player char- / i
- acter and total play time. Select the data to load. v
4. Data save screen .
) When a scenario is completed., this data save L e — . 444
[ {100t 10u11 | screen appears. | This contains the hints you discovered \
Play data can then be saved to memory cards at | during the game. Select HINT to "
"% this point. | switch to the hint sereen. There,
Any of the three areas with data will display the select the hint you want. Discovered
player character and total play time, while remain- hints are marked. — »
ing areas display “NO DATA". Save by selecting a STORY OF CLOCK TOWER |
ety | This contains the story line and back-
) © ground of Clock Tower.
3 Taling St peeitss - 1 This Is not initially avallable. But when
v | Endings cleared display “CLEARED". Select one to VR e ot g mis 7
. n see the ending movie.
£ s (Note: The movie can be watched only after the 8
H 5 ending is completed. “Rank D" endings have no g
C € movies.)




Power ﬁnd Gamé Over -

During the game, each character has three levels of strength Indicated by the
cursor color, as shown below. Strength decreases after extreme action or
after being attacked, and recovers with time. (In escape mode, action has no
effect and recovery Is also suspended.) For example, if you encounter
Scissorman using the panic button, strength decreases by one level. If your
strength s already at the lowest level (red cursor) and you encounter
Scissorman, your strength goes down to zero. You will be Killed no matter
how much you rapidly fire the panic button.
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DEADEND

Game Over screen

Game Over occurs when your strength reaches zero, when you
fail in rapid-firing during panic mode, etc. When the game is
over, the screen switches to the Game Over screen shown at
left, then returns to the main menu.

Select CONTINUE from the main menu to resume play from
when you fust entered the room. The game restarts with your
strength recovered by one level, use this opportunity wisely
and escape!

Note: Resering or tuming the power off climinaes your chance to CONTINUE./

o o ok

Pause Oplions (0)

When you pause, the pause menu is displayed on
 the screen. Choose an option with the direction
keys (or mouse), and select it with the & button.

[RETURNTO GAME JISCREEN |
Returns to the game. This option adjusts the screen display
position on the monitor (X for left and
right; Y for up and down). Use it when
the display runs past the edge of the
monitor. Adjust with the @ and
buttons.

The current status Is saved onto a
mory card. Your game will be

saved at the point when you just

entered the current room.

EOADGAME. . Coper . ]
This terminates the game and returns,
The data saved on the memory card Is 40 gue screen. (If hit by accident,

you can use the Continue function to
return to your game.)




gg m.ynu this story features nearly 30 charac-
survivors-depends wuly on your actions!

A t b ‘c Hy
, Nolan Campbel

Age 26. Reporter for a third-rate
tablold, Nolan was targeted by

Sclssorman when he started
little 100 Interested In the Clock Tower 4 es.
case when Investigating for a story. * filing research, and Investi-

. Jennifer Simpson
Age 15. Heroine. fennifer
tost

was young and raised in
W erphasegi. Aaely

&

Helen Maxwell

T

Stan Gotts
Age 42, Officer investi-
gating the CLOCK TOWER

case.
Stan Is obsessed with

experience, he places no

p—
and belleves that he'll be
able to bring this case to
adose.

P A S

Edward

Age 10 Another person who, like
Jennifer, survived the CLOCK

TOWER Incldent a year ago,

Edwards true idendty Is unknown.

He lost his memory when rescued

and was taken (o Granite
Orphanage. where he was given
the name of Edward.
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Handling memory cards for this game

* This game uses a maximum of 4 (minimum 2) memory
«card blocks.
+ Clock Tower uses memory card slot 1 only.

* Data for up to 3 games can be saved per memory card.

+ The ending list is checked upon the start of a game.
Make sure the memory card Is inserted into memory
card slot 1 when you start. If It Is not there, the game
will reinitialized.

"
mi Kawano

Should the game system come first, or should the material come first?
This is the first vital question faced by a game designer. Many current
games place the system first, and the material Is superimposed as an
extra little flavor. CLOCK TOWER s designed so that the material
comes first. All systems were designed to address the question of how
best to express horror. This resulted In a rather ruthless work, bt
frankly, if you were being chased by an immortal killing machine in real
life, your survival rate wouldn't be much better anyway. If you manage
to finish the game without getting killed even once, consider yourself
capable of survival even with Jason tracking you down!

Also, the high-ranking endings in this story are not necessarlly the best
endings. Especially the A rank endings, which are so opportunistic
that we call them the Hollywood version. Players’ opinions will no
doubt vary on whether these endings are appropriate for this story.
(Something like the theater version ending of “The Island of Dr.
Moreau”, wouldn't you say?)

If you don't like the A rank ending, find another ending you like. Then
again, for Jennifer's sake, you might want to see a completely happy
ending ... at least once.



Main programmer
Masaki Higuchl
: Kudos to the staff. And thanks to the players who bought this
software. Try using lots of different patterns to finish this
game. We've secretly included all sorts of weird fun stuff.

Visual director

. Yoichiro Shimazaki
A more realistic image was sought by using lots of animation
and full 3D polygons to portray murders In normal and surreal
settings. We're counting on your perseverance to see every
single image and every movement of Jennifer and the other
characters.

Sound producer

Kaori Takazoe

Sound composer

Hiroshi Nilkura
As with the best horror storles, our sound theme was “noise
and silence”. The terror of silence, the terror of sound,
sounds that aren't there when they should be, sounds that
occur In impossible places . . . The sound production for this
iy vctred o ok oF variations on the “nolse and silence”

n e s player gets even a small taste of “the terror of sound,”
the sound staff couldn’t be more pleased.
o il " s

CLOCK TOWER STAFF

Program staff:

Visual staff:

Sound staff:

Special thanks:

Mitsuhisa Ueda, Akabo, Hajime Ohara,
Toshiharu Sugii

Masakazu Nobuta, Akiyoshi lijima, Masafumi
Kimura, Kazuyuki Ogawa, Hiroya Tamura,
Kunio Takeichi, Masaharu Omi, Akihiko
Ishizaka, Ayumi Yokota, Shin Kabeya, Hiroaki
Tanaka, Toshiharu Kimura, Kengo Shibuya,
Hiroki Takahashi, MikaKawaguchi, Mariko
Komaki, Keisuke Sasaki, Yukiko Fujiwara,
Miwako Nakata

Chiharu Sugiyama, Yoshitaka Abe

Tim Lindquist
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The ultimate one-handed
e

controller fo
RPG games. " Strategy and

The ASCll Grip™ is @ one handed controller designed for
the PlayStafion™ gome console. The ergonomic design
directional disk that will comfortably fit

incorporales o one-piece
L feh ond right handed people e Grip fectures o supporiive rbber cushion on the back
1

for added support and durability. The button layout is arranged so thot every button you wil
need is at your fingertips: Plus, you can customize the Grip to suit your favorite game by using

one of the 3 pre-pmgmmmuble configurations, one of which allows you fo program frigger
buttons. This is the “deal controler for RPG's and strategy type games- Now you can move, p

aul o combes, and worder ot o do vith your free hond o

Il o the same fime-

Asciiware



