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2015-2017 UNSPECIFIED: 
The United Nations and B.S.A.A receive criticism from member nations for failing to develop 

promised countermeasures against increasingly complex B.O.W.s appearing across the world. 

Since Tall Oaks, Lanshiang and especially New York, it is abundantly clear the world is losing 

the war against bioterrorism. The operating costs of the B.S.A.A. are spiralling and their budget 

is increased year by year, but they are still no closer to ending this worldwide threat. 

 

Since their original reformation in 2007, Blue Umbrella PMC have been working quietly 

behind the scenes attempting to atone for the crimes of the original Umbrella Corporation 

whilst actively combatting the out of control threat of bioterrorism and reflecting on their past. 

Due to understandable hesitancy regarding public reaction to their existence, they have been 

purposefully kept in the background, painstakingly researching and developing specialised 

weapons and equipment sent to various anti-B.O.W. organisations for testing and utilisation. 

They have also developed and patented various cutting-edge technologies and what is 

disclosable from this tech has been useful for developing potential treatments for various 

incurable diseases. 

 

After several years of hard research, the Anti-Bioweapons Development Bureau at Blue 

Umbrella announce completion of their first specialised anti-B.O.W. firearms. It is a new 

Samurai Edge and several variations derived from research originally conducted by Albert 

Wesker and only discovered after his death. 

 



         

2580 
 



         

2581 
 



         

2582 
 

 

Blue Umbrella’s remit includes atoning for the crimes of the original Umbrella Corporation 

and this is the ultimate objective that needs to be reached if they are to close down and finalise 

the post-confirmation phase of their ongoing Chapter 11 reorganisation order. Only having 

achieved this will they be finally self-sustaining, free from United Nations restrictions and 

sanctions, and no longer under threat of dissolution. However, the PMC have been hampered 

in their efforts because of a stipulation enforced by the United Nations forbidding the 

possession of private organisations being able to exercise armed force. (The Umbrella Corps 
run by The Executive is an illegal unit and highly classified – both the U.N. and much of Blue 

Umbrella are unaware of its existence.) When they originally re-established in 2007, they had a 

moral obligation to dissolve the Umbrella Security Service; the private para-military unit run by 

the original corporation. This left the new Umbrella with no front line forces for protection, 

and as another U.N. management clause was for Blue Umbrella to be able to provide support 

to anywhere in the world within 24 hours of a bioterrorism incident occurring, its rulers raised 

serious and valid concerns about the safety of its employees when working inside biohazard hot 

zones. This is one of the reasons the PMC has been operating largely in the background and 

their existence remains largely unknown in public circles. Over the last several years there has 

been considerable consultation between Blue Umbrella and the United Nations concerning 

this problem. Umbrella contested the action and requested humanitarian considerations in 

reaction to facing hazardous field sites unarmed. But although sympathetic, UN officials are 

adamant that without such a restriction on the PMC being able to retain an armed unit, it will 

be difficult for them to approve Umbrella’s re-establishment at all, given their previous 

reputation and actions.  
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Eventually the United Nations propose support for Blue Umbrella with military force via a 

partnership framework with the B.S.A.A; a well-established military unit operating under their 

own jurisdiction. Full cooperation by Blue Umbrella with the United Nations is essential in 

political circles. As bioterrorism has only continued to rise in recent years with large-scale 

incidents such as Tall Oaks, Lanshiang and New York, the U.N. and the B.S.A.A. have been 

heavily criticised by member countries for failing to establish promised countermeasures 

against increasingly complex B.O.W.s. Now a working partnership with Blue Umbrella could 

help alleviate this problem. Additionally, it would also ease pressure on the B.S.A.A. whose 

operating costs are ballooning with each passing year and proving to be a valid cause for 

concern. This operational framework will go a long way to help Blue Umbrella fulfil their re-

establishment requirements. It also ensures the B.S.A.A. have access to more specialised 

weapons and equipment to help them become more effective in the field and turn the tide in 

the losing war against bioterrorism. The benefits of this collaborative relationship are significant 

because a quick response is essential in attending biohazard hot zones. Such an alliance would 

also provide some positive PR for Umbrella in their struggle to convince the world of their 

good intentions. 

 

Sometime later, the B.S.A.A.-Blue Umbrella alliance is solidified with the formation of the 

Special Cases and Disposal Team; a highly-trained unit comprised of B.S.A.A. elite operatives 

utilising exclusive Blue Umbrella weapons and equipment. 
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Blue Umbrella also launch their own online weapons database known as the Umbrella Arsenal 

System. It contains classified data and can only be accessed via authorised persons. B.S.A.A. 

elite operatives invited to Blue Umbrella as advisors also have privileged access. This weapons 

database contains codex entries and specs for all in-development weapons and previous 

models, including the complete history of the famed Samurai Edge series. 

 

“Personalised Armament Management System: Arsenal  
System. 
Umbrella Co. is able to quickly register individual  
armaments managed by the company and streamline  
construction of equipment when carrying out duties. In  
addition, data on rare armaments can also be referred  

to in the database. We recommend you browse the  
information to help construct your equipment.” 
-BIO7: Umbrella Arsenal System; undated. 

 

Although early operations by the S.C.D.T. are successful, the relationship with Blue Umbrella 

and the B.S.A.A. is a fractious one in its early stages, with many inside the B.S.A.A. rightly wary 

of the PMC’s true intentions. To try and alleviate these fears and build up some trust, Blue 

Umbrella turn over their entire Anti-B.O.W. Weapons Development Bureau to be run under 

B.S.A.A. management and supervision. They will also be given weapons from the AWM series 

and classified equipment such as the Zombie Jammer to help protect B.S.A.A. operatives in 

the field. By this point, Blue Umbrella are officially listed as a funding source to the B.S.A.A. 

which will need to be disclosed in official financial records and future budget meetings. 

 

The "Albert.W. Model 01P" is adopted as the standard  

issue of the Special Cases and Disposal Team. It's a  

mass-production model derived from the "Samurai  

Edge <Albert.W. Model 01>" habitually used by Chris  

Redfield, but it's a performance model in pursuit of  

versatility and is designed to display performance  

regardless of the situation. Because B.S.A.A. members  

assigned to the Special Cases and Disposal Team have  

already achieved many positive results, its potential is  

quickly proven. 

 

2015: 
The Baker family begin abducting local people and travellers moving through the area at 

Eveline’s command. She is looking for ideal individuals to add to her family. The only 

member refusing to help is Zoe, but so long as she stays in the caravan and generally keeps out 

of the way, she is left alone by Eveline. Each captive is individually assessed by Eveline, who 

will ultimately make final judgement on whether to add them to her family unit or discard them 

altogether.  

 

A new urbex documentary series called Sewer Gators is launched on the internet, focusing on a 

small team of filmmakers exploring curious man-made structures and abandoned buildings. 

Their program also explores urban legends and occult related rumours. It is low budget and 
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fronted by former weekend substitute news anchor Pete Walken and produced by his friend 

Andre Strickland. The show will gain a cult following a run for the next two years, producing a 

total of 16 episodes. 

 

After 11 years of operation, the B.S.A.A. updates its logo, with  

the new design featuring a shield with crossed swords and wings.  

Although they remain the globe’s premier anti-bioterrorism  

organisation, concerns have been lodged at the Global  

Pharmaceutical Consortium about extravagant budgets and  

ballooning operational costs.  

 

After observing Eveline and the Baker family for some time  

now, The Connections determine Lucas Baker as the safest  

family member to approach. Eveline seems so focused on Jack  

and Marguerite as ‘mommy’ and ‘daddy’ that Lucas is often just  

left to his own devices. The monitoring team have also confirmed Eveline has restricted the 

Baker’s infection with the E-Type Mutamycete to Stage 2 (Mid-Stage infection) meaning they 

will retain their human form and bend to her will.  

 

The effects of the Mold on Jack have resulted in an  

impressive increase in his natural physical strength. Despite  

being in his mid-50’s, Jack can lift a person into the air with  

one arm and tear a metal roof off a car with just his bare  

hands. His regeneration ability is also off the charts. As the  

E-Type Mutamycete takes over a host’s cells, it secretes an  

enzyme resembling telomerase inside the cell, and this  

results in abnormal activation of the ERK pathway, leading  

to forced cell division that quickly regenerates damaged  

tissue. This means Jack could theoretically be fatally shot,  

stabbed, impaled, crushed or burned and he would always  

heal back to full health. Of all the infected Baker family  

members, Jack’s regeneration abilities are by far the most  

impressive and this comes down to his individual genetics.  

His DNA has a favourable reaction to the Mold which  

dramatically heightens telomerase activity in his cells, leading to improved replication and 

allowing them to divide many more times than normal. In effect this makes his cells ‘immortal’ 

and he cannot be killed. The only way this can change is by inflicting repeated major physical 

trauma on his body. His healing factor will eventually wear down and consequently the 

repeated cell division will eventually lead to breakdown of the intercellular structure, resulting 

in a sloughing, slurry-like effect. Because Jack and Marguerite do not have Jack’s advanced 

healing ability, they will reach this dysfunctional slurry-type effect much quicker. This is 

because their telomerase production is not permanent, and although they can regenerate from 

injuries, their cells will eventually reach the end of their replication potential, therefore reaching 

their Hayflick limit where they have lost too much DNA to proceed through replication. 

 

Marguerite Baker’s rection to the Mold appears unique in that she developed a curious 

symbiosis with insects. Why this happened is unknown, but it is speculated that because 

Marguerite liked to spend plenty of time in her cultivating her garden in the greenhouse, her 

body was laced with soil and contaminated with plant and insect DNA that resulted in some 

kind of fusion when she came into contact with the Mold. Within moments of her exposure 
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she was vomiting up insects such as bugs and small centipedes. Like Jack she also possesses 

impressive strength and speed although her healing factor is not as advanced. It is also 

speculated that infection with the E-Type Mutamycete also has a psychological effect on 

enhancing basic personality traits. Jack Baker was known for his temper and occasional 

violence when he had a drink, this temperament is exacerbated tenfold now he is infected. 

Likewise, Marguerite’s motherly nature is now exaggerated with her colonies of ‘babies’ 

spreading around the greenhouse and the old house.  

 

Lucas Baker has no mutation, but his psychological tendencies are more evident and Zoe, 

having not been ‘killed’ and therefore not fully accepting of Eveline’s gift, seems largely 

unaffected. More of less disowned by her family and now living in the caravan, she will remain 

in this state so long as she does not anger Eveline in any way. If any of the Baker family tries to 

leave the confines of the plantation, Eveline will kill them.  

 

Marguerite’s cultivation experiments with the Mold result in several  

insect mutations. The Mutamycete has caused them to grow to a  

size far larger than their original state. They nest inside the old  

house and will usually stay close to their hive. The larger insects are  

unusually passive and are typically found alone away from the hive,  

but when they find a target they will attack relentlessly. By contrast  

the smaller variants will attack in large swarms but both attack with a  

piercing stinger coming from their abdomen. Spiders also move in  

swarms and demonstrate some intelligence by blocking doors and  

windows and creating obstacles. They can also bite but their effects are minimal.  

 

With Lucas Baker now their man on the  

inside and able to observe Eveline from  

extremely close up, The Connections focus  

on constructing a research facility inside the  

nearby Abercrombie Salt Mines which are  

located a few miles away from the Baker farm.  

Formerly known as the Patterson Mine, they  

were abandoned some time ago, through most  

of the construction equipment has been left  

behind and is intact, including a huge shield  

machine. The salt mines are constructed  

across several subterranean levels and is the  

perfect place to construct a clandestine  

research outpost.  

 

FRIDAY JANUARY 9
TH

 2015 

Lucas is formally approached and given a special serum which reverts him back to Stage 1 of 

the infection. This means Eveline can no longer control Lucas and his mental faculties are 

restored, but enough of the Mold remains active in his body for him to still retain the 

regenerative properties and other benefits. He still has dulled pain receptors and any physical 

trauma he incurs will repair itself in minutes. Because he is still technically infected, it also 

means Eveline will not realise she has no control over him so long as he continues playing 

along as her big brother and does not anger her. In exchange, Lucas will send frequent 

progress reports on Eveline back to The Connections from inside the hot zone. 
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FRIDAY JANUARY 16
TH

 2015 

One week later, Lucas sends his first report, confirming the serum has worked and that Eveline 

does not suspect anything. Jack and Marguerite are still under her control. 

 

“Sent: 
Friday, January 16, 2015 12:42 AM 
Thanks to you guys it's been about a week since my head's been clear and back to normal. And 
she STILL thinks she's got me! You guys really need to work on fixing that. Not only does she 
look like a little kid, but she's about as stupid as one, too. 
Mom and dad are still totally under though. I was wondering. Is the whole "family" obsession 
something you guys programmed into her? It's kinda fucked up.” 
-RE7: E-Mail Log; 16/01/15 

 

THROUGHOUT 2015: 

Thanks to rising disasters such as Tall Oaks, Lanshiang and New York, the threat of 

bioterrorism has become commonplace for every single person in the world. It is also big 

business, and since the death of Albert Wesker six years ago, his controlling stake in the 

B.O.W. underworld caused a dramatic shift and distribution of power across numerous 

clandestine factions and organisations across the globe. Although Blue Umbrella PMC is 

fighting to erase this dark era caused by its progenitor, it is a well-known fact that many fruits of 

the original Umbrella Corporation’s research still exist in the wild and is waiting to be 

plundered. With bioterrorism incidents increasing every year, anti-bioterror organisations such 

as the B.S.A.A. are becoming overwhelmed and many biohazard sites are simply sealed off and 

quarantined, with infected creatures left to roam within. Now corporations are hiring 

mercenaries and deploying their own in-house Special Forces teams to illegally enter these 

zones and procure whatever valuable research data they can find.  

 

 

 

 
 
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 

 
 

 
“2003. It was concluded that the unprecedented biological disaster that struck Raccoon City  
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had been caused by biological weapons covertly developed by the giant pharmaceutical 
company Umbrella, and the Umbrella Corporation collapsed. 
However, the Umbrella Corporation's collapse did not end biohazards and turned out ironic, 

scattering the threat of bioweapons worldwide. 
Then in 2015. In a world where bioterrorism has become par for the course, the value of the 
Umbrella Corporation's remaining research results have instead increased. 
Soldiers sneak into blockade zones inhabited by infected people. 
Most are working hard for illegal "Zombie hunting" for their own reasons. 
But in their shade it's speculated that there are corporations planning biological weapons 
development or the rights to treatment drug development.” 
-BIOUCorps Official Website; 2015. 

 

These organisations include: 

 

Suntech Corporation: – This is a Japanese  

company with an interest in procuring illegal Bio- 

Organic Weaponry. They have two in-house  

factions Suntech Ninja Co. based in Osaka and  

Suntech Samurai Co. based in Tokyo.  

 

Tenenti Inc: - This is an Italian-based military industrial company. They also 

have a vested interest in the acquisition and sale of data and samples  

pertaining to illegal biological weaponry. They employ teams of mercenaries 

they send into biohazard quarantine to retrieve said data. They have no  

hesitation about using lethal force to achieve their goal. Their name is derived 

from the Italian military word tenente, meaning ‘Lieutenant’. 
 

Aeolus Edge: - American-based conglomerate with rival  

competing branches Aeolus Edge East and Aeolus Edge  

West. It is thought this rivalry is similar to how Umbrella  

Europe and Umbrella USA tried to consistently outdo  

each other to the benefit of the overall parent  

corporation. Aeolus Edge East are based in New York  

and Aeolus Edge West operate out of San Francisco.  

 

Akembe Chemical: - Pharmaceutical Company based in Africa and involved  

in illegal bioweapons research. Like the other global corporations involved, 

they have a hidden dark side with links to the B.O.W. underworld. They 

contract teams of mercenaries to enter illegal blockade zones on their behalf 

to retrieve sensitive data and samples which are discreetly delivered back to 

the company. Their corporate emblem is two lions presiding over the 

African sun and they are one of Africa’s largest pharmaceutical enterprises. 

 

Shén Yā Pharmaceutical: - Worldwide conglomerate with a central business  

headquarters in China. They are a known affiliate and corporate sponsor of  

Blue Umbrella PMC having purchased weapons and equipment from them  

in the past. They also contract industrial spies and possess their own highly  

trained in-house paramilitary force. They have already made one failed  

attempt to secure the original Umbrella’s legacy with a doomed incursion to  

Sonido de Tortuga Island in 2014 where their forces were wiped out. 
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Medvedev: - A Russian company with operations in Saint Petersburg.  

They are complicit in bio-weapons development and their name comes  

from a Slavic name meaning ‘Son of a Bear.’ Their emblem is a circular 

seal with a bear’s paw and the words ‘Russian Bears.’ The bear has been a  

symbol of Russian Empire dating back to the 16
th

 Century. Like the other 

companies involved, they employ either in-house paramilitary units or  

trained mercenaries to enter quarantined biohazard zones illegally and 

procure data. They also have a base of operations in Africa. 
 

Saurian Corporation: - A company of unknown industry based in Peru,  

South America. They have a vested interest in illegal bio-weapons  

development and obtain data and samples illegally by sending teams of 

soldiers and hired hands into biohazard quarantine zones across the 

globe. They often come into contact with other corporate mercenaries 

representing other organisations and firefights sometimes break out. 

Their emblem is represented by the Nazca lines and a lizard.  

 

Rashid Sahir Industries: - Multibillion-dollar conglomerate based  

in Dubai, UAE. They are speculated to be extremely profitable 

with influence stretching all across the world. As well as their 

legitimate business ventures, they also deal in the murky world of  

illegal biological weapons development. Their corporate wealth 

gives them an edge and they can pay for the very best weapons,  

equipment and mercenaries available to help achieve their goals.  

 

Because bioterrorism is spreading rapidly, these  

quarantine zones are becoming more frequent  

across the globe and anti-bioterrorism agencies  

do not possess the resources to man them all.  

As well as old Umbrella facilities, these zones  

include the Pueblo village in Southern Europe  

and District 12 in Kijuju. There are also raids on  

Tricell’s abandoned HQ in the Mediterranean  

where huge data archives relating to B.O.W.  

development still exist. Often these mercenary  

teams will meet each other, and fire fights will  

break out until one faction is wiped out  

completely.  

 

Aware of all these rivals, The Executive ruling from behind the scenes of Blue Umbrella PMC 

deploys the elite Umbrella Corps unit into these zones and their advanced CQBZ training 

ensures they emerge as the victor each time. It is imperative they retrieve as much data and 

samples as possible from each of these quarantine zones to keep them ahead of their rivals. 

These missions are always directed by one of two operators and field reports are sent back to 

The Executive each time.  

 

Several of the people the Bakers capture are converted into Molded creatures. They are given 

contaminated food to infect them with the Mutamycete and this special fungus proliferates 

using body tissue as nutrients, eventually forming a colony of mold in the brainstem, causing 

intense visual and auditory hallucinations. In order for Eveline to assume mental control, 
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infection via oral or mucosal membranes is preferable, but if she does not deem them worthy 

of being a part of her family, she will let the infection progress until they become Molded. 

Their bodies are placed in bathtubs and sealed over with mesh fencing to prevent their escape. 

When the Molded conversion is complete, the Molded can seep through the gaps in the mesh 

and take up their ghastly form. Molded are under Eveline’s control and will act as bodyguards 

towards her.  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

SUMMER 2015 circa 

Whilst shooting an episode in Amarillo, Texas, the Sewer Gators team run into some audio 

issues. In post-production, Pete Walken refuses to take the blame for the incident and insists 

he doesn’t do automated dialogue replacement. His ego is telling him he seems to be above 

this low-budget internet show. 

 

SUNDAY JUNE 14
TH

 2015 

A husband and wife on vacation named Travis and Courtney, are captured by the Bakers and 

brought back to the main house. They are both given food contaminated with the Mold and 

are infected. At some point, likely through assistance from Zoe, Travis manages to escape. Zoe 

tells him what he needs to do to escape from the main house and whilst in hiding, he writes a 

desperate letter to Courtney and prays that she will find it. 

 

“Dear Courtney, 
Those bastards are looking for me, but maybe this  
gives you a chance to escape. 
To escape, you have to find the reliefs shaped like  
dog heads. 
I saw one of the heads in the dissection room  
underground. Get it. It's the key out of here. 
Something's wrong with me.  
It must have been that shit they made me eat. 

If I'm gonna die, I'd at least like to go out fighting. 
I'm gonna get a hold of that shotgun I saw in the  

rec room and make them regret what they did to  
me. 
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You need to get out of here.  
I love you, Courtney. 
Love, 

Travis” 
-RE7: Travis’ Memo Front and Back; undated. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Unfortunately, Travis is caught by Jack not long after. His escape attempt seems to have 

angered Eveline, so instead of joining the family he will become a Molded. He will be the 12th 

creature Eveline has created and so Jack locks him in one of the incinerators until his 

conversion is complete. Courtney is of no interest to Eveline, so she is given to Lucas to use as 

a plaything. Her demise will be just as horrific.  

 

“Lucas, 
I caught the guy who keeps trying to escape. I've locked him up in the leftmost incinerator so 
he can't get away again. Take him out when he's ready. 

You know how to open the door, don't you? Just remember: 3 a's and a handprint. 
Do what you want with his girl.” 
-RE7: Incinerator Room Memo; undated. 

 

Jack pins up a small note in the workshop next  

to the monitoring room on the first floor so  

they can keep track of all their victims.  

 

“June 14 
Vacationing husband & wife 
The husband was a success. He's the 12th.  
Unfortunately, the wife was no good, so we'll  
just get rid of her.” 

-RE7: Note Pinned to Whiteboard; 14/06/15. 

 

TUESDAY JULY 7TH 2015 

Lucas captures three college girls, but they are of no interest to Eveline and do not take to the 
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Mold. As a result, Jack is angry at him for procuring such useless resources.  

 

“July 7 

3 college girls 
They're all rotten – Lucas is a damn idiot.” 
-RE7: Note Pinned to Whiteboard; 07/07/15. 

 

MONDAY AUGUST 10
TH

 2015 

The Bakers capture a local homeless man who is  

purposefully infected with contaminated food. 

 

THURSDAY AUGUST 13
TH

 2015 

After three days, the homeless man has been  

successfully converted into a Molded creature. That makes 13 up till now. 

 

“August 13 

Homeless man 
Turned in 3 days. He's the 13th.” 
-RE7: Note Pinned to Whiteboard; 13/08/15. 

 

SEPTEMBER 2015 

Another annual memorial service is held for the victims of Raccoon City. 

 

NOVEMBER 2015 

At the Baker estate, Mia Winters, like the others,  

is still restricted to Stage 2 of the infection,  

however, her link with Eveline is fractured thanks  

to her original imprinting protocol as Eveline’s  

handler when she was originally due to be  

transported. This biological programming has  

resulted in her alternating between Stage 1 and  

Stage 2, meaning she sometimes regains her  

original sense of self. This constant switch of  

being Eveline’s slave to temporarily becoming  

her old self plays havoc on her mind, so much so  

that she becomes increasingly violent and  

unstable. As a result, Lucas decides to risk Eveline’s wrath by locking Mia up in a cell in the 

basement of the guest house. Because of her infection, she has no memory of her time as an 

employee of The Connections. Her fractured control over Mia is a source of frustration for 

Eveline because she desperately wants Mia to be her proper mommy.  

 

FRIDAY NOVEMBER 6
TH

 2015 

Lucas sends a progress report on Eveline to The Connections research team stationed at the 

mines nearby. So far Eveline hasn’t reacted so far about Mia’s incarceration. 

 

“Sent: 

Friday, November 6, 2015 2:10 AM 
That bitch Mia is still somewhere in between Evie-La-La Land and reality. She gets pretty 

violent, so I locked her up in a cell. I thought maybe Eveline would get mad since Mia's her 
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favourite and all, but she doesn't seem to care. She actually goes and visits her sometimes. She 
thinks Mia's her mommy. Like I said, your "bioweapon" is fucked up.” 
-RE7: E-Mail Log; 06/11/15 *ORIGINAL FILE INCORRECTLY DATED FRIDAY NOV 4TH 

 

MONDAY DECEMBER 21
ST

 2015 

The secret, illegal side of Blue Umbrella PMC  

conduct more operative training down in the  

same old disused former Umbrella facility  

used in The Experiments. Today a supervisor  

is putting more potential mercenary recruits  

through the initial stages of the program. 

 

“Dec 21, 2015 
These experiments have been designed to  
weed out those who will be of no use to us.  

They will most likely die during the training.  

Well, lab rat. Which are you?” 
-REUCORPS: Tutorial; 21/12/15. 

 

Their training tasks include killing three zombies with their primary and sub-weapons then 

finally killing three more via a melee attack. Finally, they must kill a zombie using a grenade. 

To avoid an unnecessary body count at this early stage, the operatives are equipped with a 

Zombie Jammer for extra protection.  

 

Also today, a travelling student from North  

Carolina called Helen Midkiff is making her  

way through Louisiana, passing through the  

swamplands on the outskirts of Dulvey.  

Today is the final time she contacts her  

friends and family as shortly afterwards she is  

captured by the Baker family and never heard  

from again. 

 

TUESDAY DECEMBER 22
ND

 2015 

The mercenaries who made it through basic  

training at the Umbrella lab are called back  

for advanced training. If they survive this then  

they will be entered into The Experiment proper.  

 

“Dec 22, 2015 
This advanced training shows us the subject’s true potential. It also determines whether the lab 
rat lives or dies. Life or death… in this arena, they’re almost the same anyway.” 
-REUCORPS: Tutorial; 22/12/15. 

 

Advanced training consists of utilising cover and equipment tailored to CQBZ, including the 

Brainer/Beil, Zombie shield and Terrain Spikes. 

 

2016: 
The Bakers continue to abduct people at the behest of Eveline. Although none so far have 

proved worthy enough to join her ‘family’, they add to her collection of Molded ‘friends’. 
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Corporate espionage continues across the globe as various organisations continue to enter 

quarantine zones and plunder old facilities that are forbidden to enter, hoping to find elusive 

viral samples and B.O.W. related data to help further their own machinations. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Louisiana State Police issue a press conference confirming search and rescue operations are 

underway for missing student Helen Midkiff who hasn’t been seen since December 21
st

 last 

year. Journalist and Raccoon City survivor Alyssa Ashcroft is covering the case. Her research 

shows over 20 people have been reported missing in this area since 2014. 

 

"Over 20 Missing in 2 Years" 
Captain Howell from state police told reporters they  
have started a search for Helen Midkiff, a college  
student from North Carolina who was traveling in  
Louisiana. Ms. Midkiff hasn't been heard of since  
the night of the twenty-first. 
Reports of missing persons in South Louisiana have  

increased dramatically in the past two years. 
The majority of those missing are tourists and  
vagrants. At least 20 people are thought to have  
gone missing so far. 
Police suspect foul play and believe there may be a  
connection between the incidents. Plans are in place  
to step up local interrogations and increase  
personnel to further the investigations. 
Alyssa Ashcroft, Jan. 19, 2016” 

-RE7: Newspaper Article - Over 20 Missing; 19/01/16 

 

The Dulvey Daily Newspaper adds to the speculation by printing an article about ‘Ghosts 
Sighted in Bayou.’ 

 

THROUGHOUT 2016: 

Competition is rife between Shén Yā Pharmaceutical, Medvedev, Suntech Corporation, 

Aeolus Edge, Tenenti, Saurian Corporation, Akembe Chemical and Rashid-Sahir Industries to 



         

2596 
 

plunder biohazard quarantine zones across the world looking for valuable data that could give 

them an edge in the B.O.W. arms race. Once again, Blue Umbrella PMC are kept ahead of 

the game thanks to deployment of their secret Umbrella Corps unit under the command of 

The Executive. Their specialised CQBZ training gives them the edge over any battle and a 

majority of the company still remains unaware this unit even exists. Throughout the year they 

partake in a classified mission known as ‘Operation Annihilation’ and head to key sites across 

the globe, retrieving data, gathering more data for their CQBZ battle program, and eliminating 

their enemies. They even complete missions on behalf of their various corporate sponsors. It is 

speculated that The Executive eventually wants to use the Umbrella Corps to wipe out the 

B.S.A.A. who he views as the major obstacle to returning Umbrella Co. to their former status 

before Raccoon City. 

 

“Continuous missions test your mettle.  
Changing objectives test how adaptable you  
are. If you are truly an elite unit, then show us  

what you’ve got.” 

-REUCORPS: Multiplayer; 2016. 

 

The Umbrella Corps also partake in team  

training missions and hone their skills at  

working as a unit to complete their objectives. 

 

“These experiments are designed to test your  
teamwork abilities. In small cells each individual plays a vital role. Surviving for just  
a second longer can help your team achieve victory.” 
-REUCORPS MULTIPLAYER; 2016 

 

When in the field, the unit is supervised by one of two operators who report directly back to 

The Executive. Below are excerpts of radio transmissions during these missions throughout the 

year. 

 

“Operator 1: With this data and your  
skills, even the B.S.A.A. won’t stand a  

chance. 
Executive: Indeed, your resilience is...  
commendable. 
 
Operator 1: Mission complete, now bring  
that back to HQ for analysis. 
Executive: Good, now we will proceed to  
phase two of the plan. 
 
Operator 1: You are going to make for  
some excellent Corp soldiers. 
Executive: Survival is a right that only the  
worthy may claim. 

 
Operator 1: This will help to evolve our CQBZ tactics. 

Executive: CQBZ is the future of modern warfare. 
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Operator 1: Research data has been obtained and analysed as per request.  
Executive: Good, have them bring the samples to me at once. 
 

Operator 1: A new age of bio warfare is upon  
us. 
Executive: Nature's way of calling the rubbish  
from the gene pool. 
 
Operator 2: Excellent, I'll tell our sponsors  
the good news. 
Executive: Indeed, continue to be useful to  
me and you may be compensated for your  
efforts. 
 
Operator 2: Another step closer to achieving  

our goals. 

Executive: Perhaps, but the real task is yet to come. 
 
Operator 2: The lost research, we have finally recovered. 
Executive: Indeed, you'll do, bring it to me at once. 
 
Operator 2: These samples are more valuable  
than I predicted. 
Executive: Do not concern yourself with  
things you cannot hope to understand. 
 
Operator 2: Dependable soldiers are useful  
ones. 
Executive: Not bad, for mere mortals. 
 
Operator 2: A satisfactory effort, you may join  
our ranks yet. 
Executive: Guts and determination, good  

show. 
 

Operator 1: Samples have been obtained, things are falling in place now. 
Operator 2: These samples are more valuable than I predicted. 
 
Operator 1: Objectives complete. Great work out there. 
Operator 2: A new age of war is upon us, and you are the first victors. 
 
Operator 1: You guys will make a fine addition to our battle forces. 
Operator 2: Not even the B.S.A.A. will be able to stand up to us. 
 
Operator 1: This is the first step towards advancing our goals. 
Operator 2: With this our resurrection is at hand. 

 

Operator 1: Show no mercy, bring back their battle data at all cost. 

Operator 2: You are proving your worth as an elite unit. 
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Operator 1: We need your data, secure the specified upload point.  
Operator 2: With this, our CQBZ tactics will be further revived. 
 

Operator 1: War is a cruel mistress, but you seem to have her tamed. 
Operator 2: An excellent display of surgical precision. 
 
Operator 1: This is for the future of mankind. 
Operator 2: Mission complete, return for  
CQBZ data analysis. 
 

Operator 1: Your orders are to retrieve  
samples from the infected. 
Operator 2: This will be a birth to a new  
breed of bioweapon. 
 

Operator 1: Take good care of that sample, it  

is of the upmost importance. 
Operator 2: The sponsors will be pleased. 
 

Operator 1: The lab rats are reporting successful retrieval of the samples. 
Operator 2: That sample is worth more than you can possibly imagine. 
 
Operator 1: That little sample is going to change the world. 
Executive: This is more than a life or death battle, this, will decide mankind's future. 
 
 
 
 
 
 
 
 
 

 
 
 
 
 
 
 
 
 
 
 
Operator 1: Ohh what an incredible virus, all of the possibilities. 
Executive: Good, now bring it to me.” 

-REUCORPS MULTIPLAYER; 2016 

 

As expected however, not all missions go according to plan and the Umbrella Corps suffer 

many losses. The Executive does not tolerate failure. 
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“Operator 1: We don't have nearly enough for our CQBZ analysis.  
Executive: I had such high hopes for you, a pity you couldn't deliver. 
 

Operator 1: I hope I don't have to remind you of the price of failure. 
Executive: I have no interest in honest effort. Only results. 
 

Operator 2: Our sponsors are not pleased and  
neither am I! 
Executive: You will bring me good news or  
you will bring me your own obituary. 
 

Operator 2: Deleting useless battle data from  
the CQBZ system. 
Executive: I don't need your excuses, you are  
hereby terminated. 

 

Operator 2: There's no room in our  
organization for failures. 
Executive: Truly a... disappointing performance indeed. 
 
Operator 2: You aren’t even fit to fight B.S.A.A. rejects! 
Executive: Only the chosen ones are worthy of survival.” 
-REUCORPS MULTIPLAYER; 2016. 

 

SUMMER 2016 

More people continue to be captured by the Bakers and brought back to the farm. 

Occasionally, Zoe will try to help them try to escape but so far none of them have even 

managed to make it out of the main house. 

 

FRIDAY JULY 22
ND

 2016 

Lucas sends another progress report back to  

The Connections research team over in the  

mines. Two more captives have been  

converted into Molded.  

 

“E-001 Log - July 22, 2016 
Health: Good 
Mental State: Good 
Mutamycete Secretion: Normal 
Other: N/A 
Not much change. She just plays with dolls all day. Turned two guys Molded today.” 
-RE7: E-Mail Observation Log; 22/07/16. 

 

AUGUST 2016 

Eveline begins exhibiting change. She seems more tired and is vomiting up more Mutamycete 

than usual.  

 

FRIDAY AUGUST 12
TH

 2016 

Lucas sends another progress report back to The Connections, this time detailing Eveline’s 

change in behaviour and symptoms. 
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“E-001 Log - August 12, 2016 
Health: Coughing, exhaustion 
Mental State: Slightly stressed 

Mutamycete Secretion: More than usual 
Other: N/A 
After playing ball with dad, she started complaining about being tired. Turned one guy into a 
Fat Molded.” 
-RE7: E-Mail Observation Log; 12/08/16. 

 

FRIDAY AUGUST 26
TH

 2016 

Lucas is forced to send another urgent status update when Eveline’s condition suddenly 

deteriorates. She has vomited up an enormous amount of Mutamycete which has 

contaminated most of the basement in the main house as a result. She has also started to 

rapidly age. This is a direct result of Eveline not receiving her stabilising treatments. 

 

“E-001 Log - August 26, 2016 

Health: Bad 
Mental State: Stressed 
Mutamycete Secretion: High 
Other: Sudden aging 
She's aging all of a sudden: losing weight,  
hair falling out, the works. The more she  
screams, the more she vomits. Basement's  
heavily contaminated. No apparent cause  
for the aging. Gonna ask for further  
instructions.” 
-RE7: E-Mail Observation Log; 26/08/16. 

 

FRIDAY SEPTEMBER 2
ND

 2016 

Lucas sends another report to the top brass of The Connections. Her behaviour is becoming 

more unstable and he wonders if it is possibly related to Mia’s incarceration, even though she 

has been locked up for almost a year now.  

 

“Sent: 
Friday, September 2, 2016 1:10 AM 
Eveline's family obsession is getting out of  
hand. She's making everyone kidnap more  
and more assholes off the street to add to her  
freak show of a family. Maybe she's getting  
tired of Mia not coming around, but it's a pain  
in the ass for me because I gotta clean up the  
mess whenever someone new comes along. 
By the way, Evie's looking sick or something.  
Her skin is getting all wrinkly and she's getting  
grey hairs. Is that supposed to happen? It's  
almost like she's getting old all of a sudden.” 

-RE7: E-Mail Log; 02/09/16 *ORIGINAL FILE INCORRECTLY DATED FRIDAY SEPTEMBER 1ST 2016 

 

 

EARLY SEPTEMBER 2016 

The Connections respond to Lucas’ reports by sending a quantity of E-Necrotoxin to the 
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research facility in the mines. It is apparent Eveline is rapidly spiralling out of control without 

her treatments and may have to be terminated.  

 

FRIDAY SEPTEMBER 9
TH

 2016 

By now Eveline has the appearance of an old woman and is so weak the family have had to 

confine her to a wheelchair. Although she is still mentally imbalanced, she has stopped 

vomiting up large amounts of Mutamycete and appears to have stabilised. Lucas also confirms 

receipt of the E-Necrotoxin. 

 

“E-001 Log - September 9, 2016 
Health: Weak but stable 
Mental State: Delusional, incoherent 
Mutamycete Secretion: Stable 
Other: N/A 
Aging has slowed, seems pretty stable.  

Got the E-Necrotoxin from the company.  

Orders are to use it "if she gets out of  
control." And I thought I was the funny  
one.” 
-RE7: Eveline Observation Log; 09/09/16 

 

LATE SEPTEMBER 2016 

Another memorial service takes place in the American mid-west for the victims of Raccoon 

City, the original incident that started it all 18 years ago now. 

 

NOVEMBER 2016 

A private party is held on a grand scale to commemorate the 20
th

 anniversary of the Beretta 

M92F Samurai Edge. Although specific details are unclear, a ‘Samurai Edge Special Colour 
Variation) is distributed to several people at this party. 

 

“SAMURAI EDGE <Special Color Variation> 
The basic specifications are the same as the Samurai  
Edge Standard Model, but unlike the Samurai Edges  

that have been documented thus far, it is a custom  
model that employs a sand colour. Although the  
intention behind its production is unknown, it is  
believed that the order was placed at an  
organizational level rather than on an individual level,  
since multiple productions have been confirmed.  
The main part uses different shades of a sand-based  
colour and the sights and levers are finished in black  
to give it an overall tone, and the camouflage effects  
has been enhanced so there it can be expected that  
the organisation involved has sufficient experience.” 
-RE7: Umbrella Arsenal System; undated. 

 

2017: 
More people continue to go missing in and around Dulvey Parish, a mixture of travellers to the 

area and vagrants. The growing amount of disappearances has created quite a media circus in 

the area and the State Police are put under more pressure to act.  
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TUESDAY JANUARY 24
TH

 2017 

Jack and Marguerite Baker have another domestic and this time Jack decides to back off until 

she calms down. 

 

“Jan. 24 
Marguerite's on the warpath again. 
I can handle her when she's yelling–it's  
when she gets all quiet that you gotta  
watch out. At that point, you say one word  
and she flies off the handle. Nothing for it  
but to wait.” 
-RE7: Jack’s Journal Fragment; 24/01/17. 

 

SATURDAY JANUARY 28
TH

 2017 

This time Zoe is Marguerite’s next victim  

and her own daughter is forced to pull out a knife to defend herself. Zoe has been so afraid of 

her family she has taken to hiding knives all over the house for self-defence. 

 

“Jan. 28 
Goddamn Zoe. All Marguerite did was yell at her some, and Zoe went and pointed a knife at 
her. 
Just pulled it right from the dresser! Who knows where else she may be hiding them. 
I better check everything in the house, just in case. 
What am I gonna do with that girl? 
It's like she doesn't appreciate a loving family.” 
-RE7: Jack’s Journal Fragment; 28/01/17 

 

SPRING 2017 (circa) 

Thanks to plentiful samples of the E-Type Mutamycete brought back to the labs in the mines 

by Lucas, The Connections’ research team have been busy experimenting and researching the 

bacterium, intending to weaponise it to create Mold-based B.O.W.s more resistant to 

conventional firearms and completely free of Eveline’s control.  

 

Following months of research, The Connections  
manage to synthesise their own artificial strain of  

Mutamycete derived from the E-type strain.  

Unofficially termed ‘White Mold’, this version of  

the bacterium is distinguished by its distinct lighter  

tone of colour. It lacks the sentient qualities of the  

original strain, meaning it cannot be manipulated  

or controlled by an E-series bioweapon, but the  

White Mold fungal filaments are much more  

durable than regular Mutamycete to the point  

where it is practically resistant to all forms of  

conventional weapons, including fire and extreme  

temperature. The White Mold also retains the impressive regeneration capabilities of the 

original bio-engineered fungus. The only way to successfully break down White Molded cells is 

via introduction of a special toxin capable of rapidly destroying white fungal cell membranes 

quicker than they can regenerate and reform. This will also stop heavy tissue damage from 

regenerating. The regular E-Type Mutamycete is extremely infectious and is spread by 
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Eveline’s manipulation with a hive-mind survival mentality linked to her consciousness, but the 

White Mold possesses no such trait. Instead, The Connections researchers have also broken it 

down into spore form. This means White Mold can be spread as an airborne toxin, meaning 

the infection rate quickly becomes exponentially  

dangerous. It also means The Connections  
could theoretically deploy the spores into  

unsuspecting communities and enemy  

organisations. When White Mold spores settle  

into an undisturbed environment, they will  

continue to propagate and mature, even without  

a host, and eventually form clusters of White  

Molded ‘sacs’ on walls and floors. These sacs  

will eventually become inactive, but if disturbed  

or if they sense nearby movement, they will  

release more spores into the immediate area.  

 

Over time, large quantities of White Mold is produced in the cultivation room on the 2
nd

 floor 

of the research lab in the mines. This is then used to create several experimental bio-weapons 

using dead human hosts. These new organisms include the ‘Mama Molded’, ‘Fumer’ and 

‘Little Crawler’. 
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Whilst The Connections’ researchers continue to excitedly research the White Mold strain, 

Lucas continues with his own experiments on the E-Type Mutamycete, often placing him at 

odds with the head of the research team. Although he recognises Lucas as a valuable asset as 

their only link and intelligence source to Eveline, the research leader despairs with him 

constantly disrupting their work by messing around with the test subjects, making them fight 

each other and conducting unnecessary autopsies all the time. At some point, Lucas creates 

another new variant of Fat Molded, weaker than their original counterparts, but constructed as 

a kamikaze weapon. They have no head or limbs, meaning they are unable to grab their prey 

or spew their acidic vomit, so instead they simply charge at their target and self-destruct, 
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spraying acid everywhere. They are also slightly weaker than regular Fat Molded, suggesting 

Lucas created this variant out of pure sick fascination rather than an attempt to create 

something useful. He names this creature ‘Headless Fat Molded’.  

 

The Bakers continue to capture and  

manipulate unfortunate travellers and  

vagrants living in the local area. Those not  

deemed worthy to join Eveline’s family or  

her Molded friends are either given to  

Lucas as a plaything or murdered and  

sealed in a tarp body bag. 

 

A young woman called Grace is taken to  

the Guest House and left to roam free.  

But as she tries to escape, she is killed and  

crushed by a falling bookcase. Her body is  

later disposed of or converted into a  

Molded. 

 

An unfortunate victim called Stanley is let loose inside the Guest House and told to hide. He 

does so in a room on the second floor but is then locked inside by presumably Lucas. The 

room is then secured with planks of wood and nailed shut so Stanley cannot escape. Despite 

his pleas for help, Stanley eventually starves to death. 

 

Another male captive named Phil is shot and killed. His body is wrapped in tarp and left on a 

gurney in the basement of the Guest House. 

 

A female named Marlene is taken to the attic of the Guest House and hung from the beams 

running across the ceiling rafters by her own necklace.  

 

A man called Timmy is brutally murdered by  

the Baker’s and his head is cut off. His body  

is then cannibalised into food by the twisted  

family members.  

 

As a show of false hope to future captives, the  

Baker’s use these five murders to create a  

puzzle for people to solve in a lure to getting  

them to believe they have a chance of escape.  

On the third floor of the Guest House in the  

attic, Lucas scrawls a riddle on the wall in red  

paint. 

 

“Five guests murdered, but where is unknown. Nothing to point to their final gravestones.” 
-RE7 Beginning Hour; Note on the Wall; undated. 

 

Further clues are written in an old notebook kept in an old wooden dresser on the ground 

floor hallway near the basement entrance.  

 

“Grace will not wake when the clock makes its chime. Her covers are heavy and it’s her last  
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bedtime.  
Phil’s tucked in tight on his cold, stiff bed. He’s having sweet dreams of not being dead. 
Stanley was told to go hide and they’d seek. But they wouldn’t let him out no matter how much 

he shrieked. 
Marlene was so proud of her white and blue necklace. It made her feel tall and left her quite 
breathless. 
Timmy did not mind the harsh light of four suns. Eyes require heads and he did not have 
one.” 
-RE7: Beginning Hour: Old Notebook; undated. 

 

MONDAY MARCH 13
TH

 2017 

The twisted Baker family cannibalise and eat a female in her 50’s. 

 

“March 13 
Female 50s Meaty Sauté.” 

-RE7: Note on Fridge; 13/03/17 

 

TUESDAY APRIL 25
TH

 2017 

The Bakers cannibalise and eat a young man. 

 

“April 25 
Male 30s Lean Gumbo.” 
-RE7: Note on Fridge; 25/04/17. 

 

LATE SPRING 2017 CIRCA 

Sewer Gators film Episode 16 of their internet show at an undisclosed location. But there are 

problems during production and presenter Pete Walken voices displeasure with their current 

cameraman. 

 

MAY 2017 

The Sewer Gators team part company with their  

cameraman and Andre Strickland hires a replacement  

called Clancy Jarvis. The team are busy prepping for  

Episode 17 and Andre has been researching the case  

about the missing Baker family in Dulvey and their  

plantation in and around the bayou. The Bakers have  

not been seen nor heard from in public since 2014 and  

their disappearance is very mysterious as they had a  

reputation for being a quiet, peaceful family. The only  

blemish is some unsavoury rumours about their son,  

Lucas, relating to the disappearance of a young boy named Oliver from years ago. The Baker 

farm is now supposedly abandoned and could be the perfect place for some urban exploring.  

 

Lucas Baker begins setting up the ‘Happy Birthday’ trap in what he affectionately terms the 

‘Party Room’ in the first-floor testing area of the old barn. This is another of his sadistic games 

where he offers one of his captives a futile means of escape.  

 

LATE MAY 2017 

Lucas kidnaps a man named Hoffman. He is force fed contaminated food and is soon showing 

signs of Stage 1 of the infection. Lucas keeps him hostage in the processing area.  
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 THURSDAY JUNE 1
ST

 2017 

The Sewer Gators team arrive in Dulvey Parish having  

travelled in their minivan from New Orleans. The plan is  

to head to the Baker estate after dark to shoot some  

rehearsal footage at nightfall. 

 

The events of RESIDENT EVIL 7: TAPE 1 DERELICT  
HOUSE FOOTAGE begin. 

 

22:23PM: 

Clancy struggles to fire up his night vision camera and light and is startled to find Pete right in 

his face. The presenter is not impressed so far and mutters to Andre about where he found this 

guy. Clancy ignores him and continues to set up his equipment. Andre shrugs and asks Pete to 

give him a break as he sets about adjusting his microphone, but Pete insists he only works with 

professionals. Speaking of which, he wants assurances the sound is right this time because he 

doesn’t want a repeat of what happened in Amarillo. Shaking his head, Andre reminds him 

that what happened in Amarillo was ‘two fucking years ago’. Again, Pete doesn’t care, and 

insists he doesn’t do ADR. Rolling his eyes, Andre gestures at Clancy to follow them. 

 

They are making their way towards the Guest House. It  

is pitch black save for their small flashlights and an old  

lantern handing outside the main door. A light breeze  

flutters through the trees and they can hear the chirping  

of local nocturnal nightlife. Pete, not particularly caring  

that he is miked up and that Clancy can hear him, again  

moans to Andre that he is not sure about their new  

cameraman. Andre’s response indicates this isn’t the  

first time Pete has taken issue with one of their team  

members, but Pete warns him not to be surprised if they  

have to make a change.  

 

As they step up onto the rickety wooden porch, Pete  

announces a new plan. They’ll do a walkthrough of the inside first, then they will shoot the 

intro. Andre moans that is the same thing they always do and reminds Pete to remember to say 

the show’s name this time. Their host sighs and brings the torch up to illuminate his face in the 

gloom. ‘No problem. Tonight, on Sewer Gators. Another worthless, fucking shithole. Happy?’  
‘Ecstatic’ is Andre’s sarcastic response. 

 

As they move, Clancy notices all the windows to the  

Guest House have been boarded up and laced with  

barb wire. Some of the planks have rotted  

underfoot and a majority of the wooden structure is  

overgrown with hanging ivy. Although it is very  

dark, a wooden swing can be seen sitting idly in the  

gloom. A single lantern hangs by the door and its  

bright light attracts numerous moths who dance  

around in a frenzy nearby. A small trolley has also  

been left outside on the porch, now degraded with  

rust. Pete checks with Clancy that they are rolling  
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and proceeds to try the door. It is locked. After a few unsuccessful attempts, Andre takes over 

and eventually boots it open. The lock is old and flimsy, and one kick is enough. Pete almost 

gives him a small look of admiration before leading the way inside. Andre follows and Clancy is 

last, his camera rolling and panning round to get the best shots. 

 

As expected, there are no lights on inside and Pete’s flashlight illuminates cracked 

plasterboard, old shelving units and dilapidated wooden fixtures. He asks Andre why they are 

in hell this time and Andre is exasperated, asking Pete if he ever does any prep. The host 

doesn’t believe prep is required. After all it’s just another shitty old house with spooky sounds, 

and a stereotypical haunting. They move through into a corridor with peeling wallpaper and 

cobwebs everywhere. Pete cannot believe he is still doing this shit considering he was once a 

former news anchor. Andre corrects by saying he was just a weekend sub and not actually the 

anchor, but he quickly backs down when Pete takes offence at the remark.  

 

As they move down towards the kitchen, Pete’s  

light illuminates some pictures on the wall, all  

laced with dust and a large cupboard which has  

been chained up. Pete asks Andre what the  

story is with this place and he explains it is just  

the usual stuff; abandoned farmhouse, missing  

family, foul play suspected. Just the usual. They  

enter the kitchen and Pete’s light reveals rotting  

food and utensils on a dining table. He asks how  

long this place has been abandoned and three  

years is Andre’s answer as they are all hit by the  

foul stench of long-rotted food. They explore  

the room and Pete asks Clancy to get a shot of the back wall, believing it would make a great 

cutaway. He asks again about ‘Hillbilly Joe’ and his family but Andre insists they were not 

hillbillies. They were the Bakers; Jack and Marguerite Baker. And they were quiet, not 

backward. There was a lot of bad rumours about their son, Lucas. A bad seed apparently.  

 

Clancy opens a crockpot on the table to find it full of years-old  

gloop and is distracted by Pete who steps on something wet on  

the floor. Cursing, he knew he shouldn’t have worn his good  

shoes. Neither of them notices Andre wander off on his own to  

further explore the house. Pete looks up and his torch finds a  

section of the wall, full of cracks and exposed boarding where  

the plaster has fallen off. There is a creepy picture of a  

woodland scene. He is a little freaked out and is glad he is up to  

date with all his inoculations, though admittedly it would make a  

good backdrop for the intro. He asks Andre for his opinion and  

quickly realises he is no longer in the room with them. He calls  

out and gets no response. Clancy just shrugs when Pete asks  

him if he saw where Andre went.  

 

They move out the opposite side of the kitchen and into the hall where stairs lead up to the 

next floor. There is no sign of Andre anywhere and Pete cannot believe it. This is the last time 

he will ever work with that guy. Now a little creeped out, he keeps Clancy close to him, insisting 

that producers can come and go, but a good cameraman like Clancy is hard to find. They need 

to stick together. Pete ignores the stairs and continues down the hall, passing a wooden dresser 
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and an unlit lamp. He pauses briefly to gaze inside a small utility room before continuing. 

There is a door at the end of the hall and another to their right. A sudden bang from 

somewhere nearby almost makes Pete jump out of his skin. It takes all his composure to open 

the door on the right and push it open. The door creaks loudly. 

 

They emerge into a small lounge, with leather-back chairs and  

a couch surrounding a small coffee table. There are stacks of  

old newspapers everywhere and numerous cobwebs hang  

down from the rafters. The Bakers seem to be hoarders and  

amongst other things is an old piano on the right wall and a  

TV in the corner. Pete again calls out for Andre but gets no  

response. Exploring around, Pete’s attention is drawn to an  

old stone fireplace and Clancy notices a framed photograph  

on the mantelpiece near unlit candlesticks depicting who he  

assumes are Jack and Marguerite Baker. He is distracted by a  

cry of surprise from Pete who has found a strange lever in the  

underside of the fireplace. Pulling it opens a hidden  

compartment in the wall to the right. Pete is truly freaked out  

now. He insists they should just find Andre and then get the  

hell out of here. Fuck Sewer Gators. 

 

He shines his light through the hole and ducks  

inside. Clancy soon follows and they find themselves  

in an empty room save for a wooden crate and some  

old plastic rubbish bags. There is a hole in the floor  

at the far end and a ladder descending into the  

basement. Pete shines his light down and his voice  

stutters with fear as he tells Clancy to go first,  

insisting they will need a nice hero shot of him  

coming down the ladder from below. Clancy doesn’t  

argue and begins his descent. The rungs are old and  

squeak in protest as he makes his way down. The  

wooden stricture soon gives way to cobbled, stone  

walls all covered in grime. Pete shouts down what he can see and when Clancy hits the bottom 

his light illuminates old buckets and plastic bags full of garbage. Water can be heard dripping 

from somewhere nearby and large pools have gathered on the floor. Tarpaulin covers 

something large up ahead but when Clancy steps around a stone column he gets the shock of 

his life as he spots Andre up ahead. His back is to him and he is facing the wall. He grabs his 

shoulder and Andre staggers back and falls on top of him. He has been impaled to the sharp 

end of a broken pipe on the wall and as Clancy falls to the ground, he can see the gaping 

wound in his neck and blood pouring down his face. His eyes have also turned red. But before 

he can react, Clancy is attacked and incapacitated by Jack Baker. His recording ends here.  

 

Upstairs, Pete is incapacitated by Mia who has been released from her cell by Jack. 

 

A short time later, both men come to in the kitchen. Clancy is tied to a chair and his own 

camera is facing him. On the floor nearby is Pete, unconscious and with his wrists bound. After 

a few moments, Pete comes to, disorientated. He staggers to his feet and insists they need to get 

out of here. He finds a rusted kitchen knife and begins hacking at Clancy’s bonds. Neither of 

them notices Mia sneak her way into the kitchen. Pete is struggling with the knife and a noise 
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puts him on guard, but nothing appears to be there. He resumes cutting when suddenly Mia 

stabs him from behind and his chest explodes in  

a shower of gore. As he slumps to the floor, Mia 

 gazes at Clancy with a crazed look in her eyes.  

She stabs him in his right thigh but then Pete  

desperately lunges at her with the last of his  

strength. Mia stabs him again before dragging his  

body away into the corridor out of sight. More  

slashing is heard and moments later she tosses  

Pete’s decapitated head back into the room.  

Clancy is terrified but he cannot move and soon  

Mia appears again, rubbing her infected hands  

across his face and knocking him unconscious  

once again. 

 

Under orders from Eveline, who has taken a shine to Clancy, he is brought back to the main 

house. Lucas wants him as a plaything, but at this point, Eveline sees Clancy as a potential big 

brother and wants him infected with the Mold. Marguerite knocks him unconscious with some 

chloroform and he is put to bed in the main bedroom.
 

 

FRIDAY JUNE 2
ND

 2017 

It is now just after midnight and the Baker’s intend to infect Clancy with contaminated food. 

 

“Clancy wakes to the musty stink of unwashed linen. Where the hell is this? Why is he in bed? 
It takes a moment for the truth to hit. It wasn’t just a nightmare. That woman caught him and 
shoved something strong-smelling under his nose." 
-RE7: Bedroom; opening narrative; 02/06/17 

 

Clancy is inside a very dimly lit room illuminated only by candlelight. In the darkness he can 

just about make out an old sofa to his right next to a grandfather clock. To his left is an old 

dresser and directly ahead is a cabinet with numerous candles burning. He suddenly panics 

when he realises his left wrist is shackled down to a wooden board above the bed. He is 

trapped. 

 

Suddenly the bedroom door opens and in walks  

Marguerite with a tray of food and a lantern. She  

asks if he has slept well and explains that her  

daughter really likes him and wants him to be her  

big brother. When Clancy just stares back, she tells  

him not to get too excited and not to jump up and  

down just yet. At the end of the day if he wants to  

be part of this family he has to eat like family. She  

hangs her lantern on a hook by his bed and brings  

the food over, insisting it smells really good. It is a  

bowl of soup and she puts it down on the tray in  

front of him. She promises that if he eats it all he can become one of them. Then she’ll take off 

his shackles and he can go out and play. But he must eat all of it. She looks at him expectantly 

and Clancy fumbles and pretends it looks delicious. Marguerite is pleased and turns to leave, 

promising she’ll come back in a little bit to check on him. As she walks away, he asks if there is 

anything else he can eat but this only flares her anger. She turns back around and abruptly 
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insists he doesn’t need anything else and shouts at him to eat his ‘Goddamn supper’. With that, 

she leaves the room and slams the door. 

 

Clancy looks down at the bowl of slop. It looks and smells disgusting, and unbeknownst to him, 

contains infected human flesh contaminated with the Mold. Should he eat it, the Mold will 

propagate as a nutrient inside his body tissue, eventually spreading to his brain and allowing 

Eveline to take complete control. But should Clancy then for whatever reason be deemed 

undesirable or inappropriate as a family member, he can be converted into a Molded creature 

instead. He picks up the spoon and prods at the soup, but there’s no way he’s going to try any. 

Instead he pulls at the small manacle trapping his left wrist and after a bit of jangling is 

surprised to see it come loose. 

 

Now free, he gets out of the bed and uses the  

lantern to look around in the darkness. He  

notices the brass hook is fixed to the wall by  

a cork. There is a large hole in the wall and  

through the plasterboard he can see into the  

next room where there is a large key on  

display inside a bird cage. The door leading  

into the next room is locked and there is a  

special combination lock with three symbols  

that need to be placed in the correct order.  

There are some woman’s bags on the floor  

next to a white vanity table with a broken  

mirror. Make-up and other bits and pieces have been left behind next to a porcelain lamp. 

There is also a small urn and inside Clancy finds a lighter he puts into his pocket. He opens up 

one of the drawers to find a small note reading ‘The same time as all other clocks’ and wonders 

what it could mean. A second drawer on the right side is caught on something so he decides 

not to pull it for fear of breaking it or making too loud a noise. 

 

A wingback chair and some cushions stand  

in the corner next to the vanity table and  

above is a wooden shelf lined with a  

selection of hardback books including  

‘Wartime Photojournalism’, ‘They Killed  
Him’, ‘Creator’s Rites’, and ‘Sudden  
Mystery’. Clancy moves on to search the  

candlelit table opposite the bed. More  

books are strewn about and a particularly  

heavy-looking tome rests on a wooden  

plinth. However, a hidden mechanism  

prevents the book from being opened. On  

the wall above is a circular painting of a man covered in flames. Looking at the faded imprints 

on the wallpaper, two other pictures must have been hanging up here until very recently. 

 

As expected, the door leading out of the bedroom is locked from the other side, but Clancy is 

confident there must be another way out. A window looks out onto the darkness outside, but 

the panes are all dirty and heavy wooden boards have been nailed across. The shell of an old 

grandfather clock stands nearby but the outer door is locked, and the clock hands are missing. 

Next to that is a sofa draped over a floral-patterned rug and another boarded-up window with 
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dirty-looking curtains. Finally, in the corner is an old barrel next to some planks of wood. 

Resting on top is another untitled painting of some birds pecking on a corpse. It is done in a 

portrait style in a rectangular frame. Next to Clancy’s bed is a bedside table with a globe and a 

small clock. The time says midnight but when he begins to play around with it the minute hand 

drops off completely. Bending down to pick it up, he notices there is a locked trapdoor directly 

beneath the bed and that the bed itself is on a mechanism to slide to one side. Now with a 

possible escape route, all he needs to do is figure out a way to activate it. 

 

He picks up the clock hand and uses its sharp  

point to pick the lock in the grandfather clock.  

The outer door opens to reveal the larger  

clock hand and pendulum inside. The time  

reads 5 o’clock and the pendulum is blocked  

by a square painting depicting a man whose  

eyes were stolen by the reaper. Clancy picks up  

the painting out of curiosity and suddenly the  

pendulum resumes its swing and the clock  

begins to chime loudly. Panicking, Clancy puts  

the painting back and quickly shuts the door.  

He hears Marguerite approaching and asking  

what all the noise is about. He dashes back to the bed and hangs the lamp back on its hook. 

He hears Marguerite, closer now, again asking what the hell the noise is about before 

complaining about her back. Clancy pulls the sheets back over his legs and reattaches the 

manacle to his left wrist. Sitting alone in the darkness and trying to control his rising panic, he 

waits… 

 

Moments later the door opens, and Marguerite arrives. She starts to walk over to the bed 

before suddenly pausing and looking around the room. Something is not right, and she is not 

happy. But after a moment she concludes that everything seems to be in order and that it must 

be her imagination. She comes over to Clancy and notices he hasn’t really touched his food. 

She urges him to eat up as she made this just for him. She promises to be back real soon and 

leaves again, locking the door behind her. 

 

After a few minutes, Clancy springs out of bed  

again and takes the lantern. He focuses on the  

wall with the circular painting of the man  

covered in flames. He takes it off the wall and  

places it further down, matching it with the faded  

indentation on the wall. He does the same with  

the picture of the man whose eyes were stolen  

by the reaper, placing it to the right-hand side.  

Finally, he walks over to the barrel and removes  

the final painting. Behind the picture are two  

wine bottles on the wall, one has a corkscrew  

attached but he cannot get anywhere near it for a nest of spiders have swarmed around them. 

Putting the final picture into its correct place on the wall triggers a hidden mechanism and the 

large book on the wooden plinth on the table suddenly opens up.  

 

Inside the pages have been hollowed out to conceal a small voodoo-like doll. A sewing needle 

has pierced the doll and Clancy removes it, causing blood to spill out. The needle won’t make 
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for an effective weapon, but it may slot into the clock by the bedside table to replace the 

broken hand. He finds it fits perfectly and remembering the note in the drawer he sets the time 

to 5 o’clock. This causes the alarm to sound and the bed suddenly slides to one side on a 

pulley to reveal the hidden trapdoor underneath. However, there is no time to examine it now 

as Marguerite will surely have heard the noise and will be on her way back to investigate.  

 

Quickly, he presses the button to move the bed  

back into its correct position. Sure enough, he soon  

hears Ma Baker asking what all the noise is about.  

Clancy moves back to the wall opposite the bed and  

removes the paintings, quickly setting them back in  

the original places around the room. Marguerite  

calls out again, asking if Lucas is making all the  

racket and tells him to keep it down. Setting the  

lantern back on the hook, Clancy climbs back into  

bed just as she walks in. At first everything appears  

normal, then he realises he forgot to close the  

manacle back up on his wrist… 

 

Marguerite walks over and is carrying a new tray of food, insisting is smells like heaven and she 

made it just for him. Also on her tray is a small stove and a fork. Suddenly, she pauses and asks 

if someone has been in here. She isn’t happy and demands to know why his cuff is unlocked, 

shouting that he is a dirty, lying little shit bird. She calls him a bad boy and accuses him of 

being out of bed. She knows when somebody’s been touching things they are not supposed to. 

Clancy protests his innocence and blames Lucas, insisting he was in here just a minute ago. 

Marguerite looks momentarily confused. She eventually tuts and says she told her boy he 

wasn’t allowed to have Clancy yet. She walks away, taking the original tray of slop away and 

leaving the new one. Once she has gone Clancy knows he has to get out of here soon before 

she kills him.  

 

He wonders who the hell these people are as he lifts the top off the crock pot. Immediately he 

is hit by a foul stench and makes a sarcastic comment about home cooking. He gets up again 

and flicks the switch to move the bed. Now he can read the note on the floor that has been left 

behind. 

 

“First, death granted darkness to the man from the west. As the man travelled on, he gave of 
his flesh to four beasts of the earth. And when he arrived in the east, he was charred black with 
ardent joy.” 
-RE7: Torn Page; undated. 

 

This is another reference to the three paintings, and he  

rearranges them again in the right order on the wall  

according to the torn page. This opens up the other side  

of the hollowed-out book which reveals another voodoo  

doll holding a fork in its right hand and a spoon in its  

left. It also wears a napkin with a leaf motif. Clancy  

recognises the symbol and moves to the combination  

lock on the side door. Working out the combination he  

checks the marks on the spoon and fork from  

Marguerite’s tray and sets the right combination with the 



         

2615 
 

middle. This works and the door clicks open.  

 

The adjacent room is a storeroom full of old junk but dominating the left-hand wall is a large 

painting entitled Medusa and the Serpent. There is something odd about the painting with the 

left side of Medusa’s head and the head of the snake left white as if the painting is unfinished. 

He searches the room, using the fork to prise off some old nails on a cupboard door, finding 

some solid fuel inside. He also finds another lantern hook fixed to the wall by a cork. Finally, 

there is an antique projector standing on a plinth, but it is sealed up with duct tape.  

 

Clancy returns to the bedroom and ponders his  

next move. He notices a burner on the tray  

Marguerite brought in and he places it atop the  

wooden barrel underneath the nest of spiders.  

Adding the solid fuel, he then ignites it with his  

lighter which burns the arachnids away.  

Unfortunately, the flames also shatter one of  

the wine glasses. Cursing, Clancy quickly takes  

the corkscrew and shoves it in his pocket.  

Almost immediately he can hear Marguerite  

cursing again from somewhere nearby, insisting  

the noise is driving her out of her mind.  

 

Panicking, Clancy quickly sets everything back the way it should be and climbs back into bed 

just as Marguerite screeches that she is not enjoying this. He hears footsteps approaching his 

room then a man’s voice is heard, asking Marguerite why she is still fawning over that boy. He 

told her to throw him out because they already have enough men in the house. Marguerite tells 

Jack to be quiet, insisting he will scare him. She also reminds him not to forget that their little 

girl insisted that he stay, so she again tells him to shut up. Jack raises his voice in anger and 

Marguerite screams, bursting into the bedroom and screaming at Clancy that this is all his fault. 

She calls him a ‘goddam home wrecker’ and comes at him with a small knife, stabbing him 

repeatedly in the chest with a blunt knife, causing extremely painful but superficial wounds. 

 

As Clancy screams, Jack appears in the doorway and apologises to Marguerite, insisting he 

didn’t mean what he said. He tells her he loves her and asks forgiveness. This calms her down 

and she accepts her apology. Gently he leads Marguerite out of the room and closes the door, 

leaving Clancy panting in the bed with blood running down his chest. Fortunately, the knife was 

small and didn’t penetrate too deeply. Although in pain, he can climb out of bed and resume 

his escape attempt.  

 

Using the corkscrew, he can remove the lantern hooks  

from the bedroom and the storeroom. Inside a jacket  

pocket hanging on a coat stand nearby is a diary  

fragment from Jack. It talks about Marguerite’s anger  

issues and how Zoe has taken to hiding knives around  

the house, including behind dressers, for protection.  

This prompts Clancy to check behind all the furniture  

and he comes up trumps by finding a small knife taped  

to the wall behind the dressing table in the bedroom. 

 

Using the knife, he cuts through the tape sealing up the projector. He places the lantern inside 
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which casts a bright light onto the Medusa and Serpent picture. Next, he combines the two 

lantern hooks, affixing them together to make an iron statuette. He then holds it up in front of 

the light, casting its shadow onto the painting. He manipulates it so the shadow matches the 

unpainted portion on the picture. When it aligns correctly, the image burns into place. This is 

evidently another shadow-activated product of Trevor and Chamberlain Construction. Clancy 

then uses the fork to replicate the head of the snake to complete the puzzle. This unlocks the 

bird cage and he can retrieve the snake key. 

 

Suddenly, he hears Marguerite enter the main  

bedroom and scream his name, asking where he  

has gotten to. She bears down on the storeroom  

door and asks if he is in there. Clancy quickly  

arms himself with the folding knife and braces,  

telling Marguerite to bring it on as he has  

something for her. He kicks open the door and  

she lunges at him. They grapple for several  

moments before Clancy shoves the knife into  

her throat, causing blood to spray everywhere.  

Marguerite spasms and collapses to the floor  

screaming. Not wasting any time, Clancy hits the mechanism to move the bed and uses the 

snake key on the lock for the trapdoor. Now covered in her own blood, Marguerite curses 

again and asks him why he hurt her, promising she will make him eat that knife. 

 

Quickly, Clancy drops down into a darkened tunnel and heads down the steps towards the 

basement area as Marguerite’s screams of torment behind him fade into the distance. 

However, once he gets downstairs, his futile escape does not last long… 

 

“Hounded by the Bakers, Clancy runs through an open door in the yard and finds himself 
stumbling through mannequins and rooms madly daubed in white. What kind of freak would 
build all this? Clancy’s answer comes a moment later. “Think you’re lucky? We’ll see about 
that!” Struck from behind, he blacks out.” 
RE7: 21 Intro; 02/06/17 

 

Whilst unconscious, Clancy is exposed to the Mold and enters Stage 1 of the infection process. 

 

Marguerite regenerates completely from her wounds. 

 

The events of RESIDENT EVIL 7 – 21 begin.  
 
Clancy awakens to find himself sat in a  

darkened, musky old room. Directly in front of  

him is an old, stained gambling table with green  

cloth. The words Blackjack Insurance can just  

be made out and dried blood smears the  

surface. He is sat opposite another unfortunate  

captive named Hoffman who has a burlap sack  

over his head. To his horror, Clancy realises he  

has his left hand strapped down in a vice.  

Likewise, Hoffman’s right hand is trapped in place. Clancy panics but cannot get free. He 

wonders where he is as his eyes slowly adjust to the gloom. 
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Suddenly, the room is bathed in white light as several old analogue TV sets in the background 

slowly fizz to life. Lucas Baker appears on the screens and implores them both to look at him. 

He wonders if either of them has what it takes to survive because they are going to play a little 

game. Whoever wins gets to walk out of here alive. He rips apart a doll on the screen and 

sniggers, advising them both to pay attention because this is life or death. He hopes they like 

cards because he has made up a game especially for them. The only difference is the Baker’s 

don’t bet with chips around here. To prove his point, a light shines on each of their trapped 

hands and a small blade rises on a pulley, ready to sever an exposed finger at a moment’s 

notice. There are other blades for each of their other digits too. 

 

As the screens return to static, Hoffman leans  

forward and repeats Lucas’ claim about letting the  

winner go, asking Clancy what he thinks and  

whether they can believe this freak. Clancy asks  

Hoffman who he is but then Lucas interrupts to  

explain the rules of the game. It is standard  

blackjack, drawing cards with the aim of getting, or  

as close as possible, to 21. Hoffman begins to  

protest but Lucas tells them both to say their  

prayers. It is time to begin. 

 

Clancy goes first, followed by Hoffman, and Lucas revels in their screams of pain as they each 

lose rounds and fingers. But Lucas also has a secret… 

 

“Lucas cried with laughter as he watched Clancy and Hoffman torturing each other, trying to 
win their freedom. Little did they know that they’d already been infected, and all these wounds 
could be healed. They could put their fingers right back on! It was just too funny.” 
-RE7: 21 Survival+; 02/06/17 

 

Th first round ends with Hoffman losing all his fingers and passing out in shock. Clancy asks if 

he will be allowed to go free and Lucas confirms that is how the game works, although he 

wishes they could have had a little more fun. But suddenly Hoffman reawakens and fights the 

pain, insisting he must get home to his family and wants to play one more round. Lucas is 

delighted and commends his spirit. Unfortunately for Clancy, this means they are playing again. 

 

This time they are both connected to a device  

ready to administer a deadly electrical charge  

directly into their exposed hands. Lucas says this  

machine is something special he made just for the  

occasion. It is a relic from the execution chamber,  

but he managed to fix it and get it working again.  

The gauges show the current and it will increase  

every time a round is lost. Clancy screams to be  

let out of this nuthouse but Lucas ignores him and  

explains about special trump cards he is  

introducing. If things are looking down, they can  

try using one of these to get back on track.  

 

Both players suffer shocks in this round and an increasingly agitated Hoffman pleads with 

Clancy to just die, promising his daughter Melissa that he will somehow get back to her. In the 
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end though, Hoffman loses, and Lucas promises him the consolation prize. Hoffman pleads 

for Lucas not to kill him but then a lethal extended charge is fired into his hand, seemingly 

killing him and leaving his body sizzling in its chair.  

 

But before Clancy can relax, Lucas manipulates Hoffman’s corpse with wires like a marionette 

and puts on a silly voice, insisting that he is Hoffman and he feels fine. He wants to play 

another round. Clancy is livid, branding Lucas a ‘Sick Fuck’ and asking what the hell is wrong 

with him. This time a large, circular blade comes down on a winch and Lucas wants to 

introduce them both to ‘Mr Saw.’ Every time they lose a round, the saw will move closer to 

their faces. Lucas tells them to think of it as a massage - shiatsu-like. But they’d better enjoy it 

as it’s the last massage they will ever get… 

 

The round plays out, and despite some cheating  

by ‘Hoffman’ on Lucas’ behalf, Clancy comes  

out the winner. The unfortunate thing, however,  

is that Hoffman is actually still alive and regains  

consciousness just in time for the saw to  

obliterate his face in a shower of gore. Clancy is  

relived and asks Lucas if he will now let him go.  

Lucas ponders and admits Clancy is one cold,  

son of a bitch. He’s impressed him so much that  

he’s going to give him an extra reward. They are  

going to play one final game together… Lucas  

signs off admitting that life is just grand as the TV sets wink off and Clancy is once again 

plunged into darkness. He screams that he cannot take this anymore and begs for mercy. 

 

Moments later, Clancy is subdued again by Lucas and taken to the Party Room ready for his 

next test. Thanks to the early Mold infection, his wounds have healed, and his severed fingers 

have reattached themselves.  

 

Hoffman’s wounds are far too extensive for him to regenerate and instead his corpse begins to 

slowly turn into a Molded creature. 

 

The events of RESIDENT EVIL 7 – HAPPY BIRTHDAY begin. 

 

01:11AM: 

Clancy regains consciousness once again to find his hands  

bound and he is being dragged into a darkened room by  

Lucas, who proclaims he is one lucky son of a bitch. He turns  

and enters a four-digit code to unlock the party room,  

admitting he actually envies Clancy. Clearly unhinged, Lucas  

seems to think Clancy doesn’t believe him and so he leers in  

his face with a manic grin, insisting you cannot fake joy like  

this. He explains it has taken him weeks to finish this room  

and now it is finally ready, and it is all for him. He drags  

Clancy inside then cuts his hands free. He sees Clancy is  

terrified and tells him not to be like that, insisting this is going  

to be a lot of fun. Lucas then leaves, locking the door behind him. 

 

Clancy gets to his feet and observes his surroundings in the darkness. The only light comes 
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from a single candle burning in the hands of a creepy mechanical clown mannequin. He takes 

it and stumbles around in the dark. He gets a shock when he enters a back storeroom and is 

suddenly drenched in water. His candle fizzes out but then the room lights up, revealing a 

birthday cake on a table. Lucas’ twisted voice then appears over the intercom. He is calling this 

game, ‘I’d really like to make it out of this room alive and not die a horrible painful death’, 
which he admits is a temporary title. But all he must do is take a candle, light it, then put it on 

the cake. He also must remember to smile because this party is for him. 

 

What follows is a humiliating experience for  

Clancy as he manoeuvres in the dark, solving  

small puzzles and unlocking more of the party  

room as he goes. He has to fish a small telescope  

out of soiled toilet water, remove a winding key  

from a barrel that spills flammable alcohol all over  

the floor, then wash the telescope and use it on a  

projection to work out the combination for a  

locked box on the wall. Inside the safe is a straw  

doll with a dummy finger inside. Following that he  

relights the candle and burns some rope keeping  

an adjacent door shut. Beyond is a corridor full of  

balloons. Popping them all reveals a single deflated balloon on the floor next to another locked 

door with a five-digit passcode. Clancy uses an exposed gas pipe to inflate the balloon which 

eventually bursts and pierces him in the chest with a sharpened quill pen hidden inside. After 

attaching the dummy finger and quill pen to the clown, he can then use the winder to activate it. 

The mechanical doll comes to life, suddenly grasping Clancy’s arm in a vice-like hold and using 

the quill pen to gouge the word ‘LOSER’ onto his left arm. This is the password for the locked 

room, inside which he finds a valve handle to shut off the water flow.  

 

Bloodied, bruised and in serious pain. Clancy once again relights the candle on the stove in the 

kitchen and carries it safely into the next room now the water has been shut off. A ‘Happy 
Birthday’ melody plays across the speakers followed by sounds of clapping and cheering as he 

places the candle on top of the cake.  

 

However, the cake suddenly and very unexpectedly  

explodes in a ball of flame, knocking Clancy back  

to the floor. The flames quickly spread when they  

mix with the spilled alcohol on the floor and  

Clancy is set alight, screaming in agony as his flesh  

begins to cook. He panics but there is no way out  

as a hidden panel has come down and trapped him  

inside this small room. He screams again,  

experiencing pain like no other before eventually  

collapsing down dead to the floor. 

 

A short time later when the flames have died down, the wall retracts, and Lucas enters the 

scene. He inspects Clancy's charred corpse and wishes him happy birthday. Despite being 

infected by the Mold, his wounds are too extensive for him to regenerate and he will remain in 

this state. The regenerative capabilities of each host infected by the E-Series Mutamycete is 

dependent entirely on their individual genetic make-up with some having increased healing 

abilities over others. Clearly both Clancy and Hoffman were in the latter category.  
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EARLY JUNE 2017 

Lucas spends time at the research lab in the mines, but his unhinged mindset puts him at odds 

with The Connections’ research team working there. He likes to waste his time performing 

pointless vivisections and making the test subjects fight each other. The researchers want to get 

rid of him, but the top brass of the organisation know how valuable Lucas is to them with his 

link to Eveline. He still represents their best hope of reacquiring her and will not risk angering 

him.  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

FRIDAY JUNE 9
TH

 2017 

Police file missing person reports on Andre Strickland, Pete Walken and Clancy Jarvis. They 

haven’t been seen since arriving in Dulvey Parish from New Orleans earlier this month. 

 

“As of the ninth of this month, state authorities are asking for help locating three men who 
went missing during their travels to Dulvey Parish from New Orleans. 
The missing men have been identified as Peter Walken, Andre Strickland, and Clancy Jarvis. 

The three produce videos for the Internet and travelled to Dulvey to shoot footage for their 
latest production. Their videos consist mostly of the group exploring abandoned buildings and 
haunted houses.” 

-BIO7: Newspaper Article – Missing People; 09/06/17. 

 

SUNDAY JUNE 11
TH

 2017 

The Connections replace the lead researcher at the mine  

facility with Lucas, a decision that infuriates the former  

head. He cannot comprehend the thinking behind this  

change as he is more than qualified, and Lucas isn’t even  

a scientist. The former head intends to get revenge by  

informing HQ what Lucas is really like.  

 

“June 11, 2017 
I'm sick of this guy Lucas. 

They just gave him my job as lead researcher. 
Who do they think I am? Why do I – a Stanford graduate with a master’s in microbiology - 
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have to work under this lunatic? All he does is mess around with the test subjects-making them 
all fight each other and doing unnecessary autopsies. He's sick. He knows nothing about the E-
series Mutamycete's potential. I'm going to report his behaviour at the next meeting with HQ.” 

-RE7: Researcher’s Journal; 11/06/17 

 

MID-LATE JUNE 2017 

Fearing he is about to be the victim of a coup; Lucas takes measures into his own hands and 

kills off the entire research team based in the salt mine. He realises this action pretty much 

burns his bridges with the organisation so now it is time to look for other alternatives. However 

as newly appointed head researcher he can buy himself some time by continuing to send The 
Connections progress reports himself. 

 

“I killed off all the Connections' researchers. 
They were poking around where they weren't  
supposed to when I wasn't looking, but I knew  

exactly what they were up to. Probably didn't  

like having to report to me. 
So, I threw them in a cage with some Molded.  
They shit their pants and begged for their lives.  
I'm just worried I won't be able to hold back  
from laughing when I make the report that  
they met with an unfortunate accident. 
Probably a good time now to cut ties with The  
Connections. I'm the only one who can really  
make good use of Eveline's mold.” 

-RE7: Lucas’ Journal (NAH); undated. 

 

He immediately begins looking for an interested buyer in the E-Type Mutamycete. 

 

FRIDAY JUNE 30
TH

 2017 

The Bakers cannibalise a man in his 20s and have him for dinner. 

 

“June 30 

Male 20s.  
Portly BBQ.” 
-RE7: Fridge Note; 30/06/17 

 
JULY 2017 

Blue Umbrella obtain intelligence through  

unspecified means about the possible location of the  

E-Series bioweapon. A recon helicopter is sent to  

scout out Dulvey Parish and the surrounding bayou.  

The helicopter is spotted by Joe Baker in the forest  

and later by Lucas as it flies over the abandoned  

mine. He takes a surveillance photograph which confirms the helicopter belongs to Umbrella.  

 

Sheriff’s Deputy David Anderson of Louisiana State Police steps up his patrols in and around 

the outskirts of the parish in the wake of frequent missing person’s reports. He makes several 

visits to the Baker estate, but the family ignore him and keep up the pretence of the whole 
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place being abandoned. They are also smart enough to let him go and not capture him to bring 

more police attention into the area. 

 

Blue Umbrella begin creating an intelligence packet on Lucas Baker, suspecting him to be an 

associate of criminal organisation The Connections, although what role he plays for them is 

currently unknown.  

 

Lucas has managed to hold off The Connections top  

brass for the time being by reporting the research staff  

died in a tragic accident, though he is aware this false  

story won’t hold up forever. But he cannot risk  

abandoning the mines until he finds a suitable buyer for  

the E-Series data. To buy himself more time from  

possible invaders, he releases all the White Mold Fumer  

and Mama test subjects into the mines to disrupt any  

attempt by Blue Umbrella or anyone else to breach them.  

Because these weaponised subjects give off spores,  

colonies of white mold quickly spring up throughout the  

caverns and Lucas also sets up additional spore traps in  

certain rooms.  

 

More reconnaissance by Umbrella leads to them obtaining confirmation the E-Series 

bioweapon ‘Eveline’ is active on the Baker estate. The PMC now believes Lucas is monitoring 

her and sending status reports on her activities. An operation is planned to apprehend Lucas 

and capturing him alive could lead to vital new intelligence on The Connections and their 

clandestine activities. But if Eveline is encountered on said mission, orders are to shoot to kill. 

The Special Cases and Disposal Team will be called in once again and Chris Redfield will lead 

the unit.  

 

Because of their secret former history as the rival  

company, Blue Umbrella have some knowledge of  

the original Mold and weaponised Mutamycete  

thanks to their former affiliation with The  

Connections on the project 17 years ago now when  

H.C.F. provided technical assistance. They are aware  

of the existence of mold-based bioweapons and their  

effects, particularly their durability. As a result, the  

boffins in the Anti-Bioweapons Development Bureau  

have created special mycetotoxic ammunition known  

as ‘RAMRODs’. 

 

“ANTI-REGEN AMMO - RAMRODs 
These rapid-acting mycetotoxic rounds, or RAMRODs for short, have been developed 
specifically for combat against fungus-based bioweapons. The bullets excrete a toxin upon 
impact that not only rapidly destroys fungal cell membranes, but also prevents regeneration of 
lost tissue. One shot will allow for normal methods of attack to gain effect thereafter.” 

-RE7: Anti-Regen Ammo -RAMRODs- Guide; undated. 

 

As more B.S.A.A. elite members are seconded into the Special Cases and Disposal Teams, 

many are still understandably uneasy at working for who they see as their former enemy. To try 
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and ease tensions, Umbrella prepare a document to be given to each new team member, 

reaffirming their company pledge to destroy bioterrorism. 

 

“For many of you this is your first mission with us, so we  
wanted to make it clear what Umbrella is all about. Though  
many of our staff hail from the infamous pharmaceutical giant  
Umbrella, our purpose is to make amends for the atrocities  
perpetrated under the Umbrella name. That is why we  
re-incorporated as a PMC in 2007. We will put a stop to not  
only anyone who is engineering or selling bioweapons, but  
those who support those efforts as well. 
We made a mess and now we have to clean it up. By keeping  
the Umbrella name, we show that we take responsibility for  
that mess and we want you to remember that you carry this  
responsibility with you in every mission.” 

-RE7: Letter Regarding Umbrella’s Goals; undated. 

 

This mission will also be used to showcase the Albert-02 ‘Thor’s Hammer’ shotgun, a weapon 

the PMC has high hopes for with a desire it become the flagship firearm of the S.C.D.T. in the 

near future. 

 

Back on the Baker ranch, Eveline, despite now having the  

appearance of an old woman, is still active and extremely  

dangerous. But despite all the Molded subjects she has created,  

and Jack and Marguerite following her every order, she still  

yearns for Mia Winters to be her real mommy. She desires Mia  

above all others because of their long association together, back  

when Eveline was confined to a laboratory 24 hours a day. But  

because of Mia’s imprinting protocol, Eveline’s control over her  

is erratic, and Mia consistently reverts between Stage 2 and Stage  

1 of the infection. This constant shift has a degenerative effect on  

her mental health, and she became excessively violent, leading to  

Lucas to confine her to a cell two years ago now. On one of her  

visits to Mia’s cell, Mia discloses the existence of her husband, Ethan Winters, and this plants a 

seed in Eveline’s mind to lure Ethan to the Baker farm. If she could take control of Ethan and 

place him in the role of a new father, then Eveline believes Mia will stop resisting her control 

and finally become her mother. They will replace Jack and Marguerite as her parents.  

 

THE DULVEY INCIDENT: JULY-AUGUST 2017 

 

THURSDAY JULY 18
TH

 2017 

Eveline comes to visit Mia in her cell. She has a special relationship with Mia which is why she 

keeps her around, though she remains locked up most of the time because of her erratic 

behaviour. Through Mia, Eveline has learned all about her husband, Ethan Winters. Now 

tired of all the vagrants and random people the Bakers have been kidnapping, Eveline wants 

someone new with a link to her current ‘family’. Ethan could be her new ‘daddy’ and if he is 

married to Mia then that would make her ‘mommy’ again. Happy with her new plan, Eveline 

makes Mia send an e-mail to Ethan, telling him of her location. 

 

“From: Mia Winters 
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Sent: July 18, 2017 11:04PM Tuesday 
To: Ethan Winters 
Dulvey, Louisiana. 

Baker farm. 
Come get me.” 
-RE7: E-Mail; 18/07/19 

 

Once Eveline relinquishes control of Mia, she will  

have no recollection of sending this e-mail.  

 

Upon receipt of the e-mail, Ethan is in shock as it  

represents the first contact he’s had from his presumably dead wife in three years. He is round 

at a friend’s house and gets up to leave immediately. 

 

FRIDAY JULY 19
TH

 2017 

Blue Umbrella’s mission plan to apprehend Lucas Baker is ready and now codenamed 

‘Operation Lurking Fear’. The S.C.D.T. will mobilise later today and plan to arrive at the 

Baker ranch sometime after nightfall. 

 

“OPERATION "LURKING FEAR" 
Primary Mission 
Extract Lucas baker 
Location 
Dulvey, Louisiana, USA 
Baker estate 
Threat Profile 

·"Molded": Alpha variant, others 

·Anti-personnel traps (lethal and non) 

Notes 
Due to the lack of intelligence and the number of unknown factors involved, Chris Redfield of 
the BSAA will act as a bioweapons’ specialist on missions. 
LOCATION UPDATE: 
Recent intel has confirmed that Lucas Baker s holed up in the mines near the Baker estate. 

Profile - Lucas Baker 
Suspected associate of criminal organisation The Connections (role unconfirmed). Holds vital 
intel regarding said organisation. 
Profile - The Connections 
Criminal organization producing bioweapons for sale on the international black market. 
Limited intel on size, market share, and members. They are the prime suspects implicated in 
the production and distribution of the E-Series bioweapon. 
E-Series model "Eveline" is present and active at the Baker estate. Lucas Baker seems to be 
monitoring her and reporting on her activities.” 
-RE7: Briefing Document; undated. 

 

Ethan makes the long journey to Louisiana by car. Whilst travelling through the swamps and 

marshlands on the outskirts of the parish, he contacts his friend to explain why he left so 

abruptly.  

 

“Hello? 
Hey, it’s uh-it’s Ethan. 
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Oh hey. You alright? You just disappeared the other night.  
Yeah, yeah. No, I’m good. It’s Mia. She’s not dead, she’s alive. She’s back. 
They found her? How? What happened? 

I don’t know. I don’t know how, but she’s back, she’s back somehow. Maybe it’s a prank. She 
wants me to come get her.  
Where is she? 
Dulvey. Dulvey, Louisiana.  
Dude, it’s been three years! 
I know, I know. But what if it is her? I have to find out what happened.” 
-RE7: Intro; 19/07/17. 

 

Throughout the day Eveline has Jack Baker preparing for  

Ethan’s arrival. She has him light a campfire outside the  

Guest House and place Mia’s bag and Texas driving  

license next to it. Inside the house Jack leaves behind  

obscure black and white photographs providing just  

enough clues to guide Ethan to Mia’s cell. Once they have  

Ethan trapped; they will infect him with the E-Type  

Mutamycete and make him part of their family unit. 

 

Ethan soon arrives on the outskirts of the Baker  

plantation. The road crosses over large swamps and he is  

soon forced to stop and abandon his car when the road  

degenerates into a potted dirt track obscured by trees and  

bushes.  

 

The events of RESIDENT EVIL 7 begin. 

 

As Ethan exits the car he is immediately drawn to the incessant buzzing and chirping of local 

insect life. It is approaching dusk and the setting sun casts a hazy glow across the overgrown 

foliage. Gnarled trees and overgrown bushes obscure much of the weed-ridden track 

underfoot, with puddles of muddy water and loose stones everywhere. He moves forward, 

negotiating uneven ground and protruding tree roots. Soon the sky is largely blocked by 

overhanging trees. He has to swat away flies and his body sweats in the humid conditions. 

 

A little further up, the densely overgrown  

thicket clears and a substantially large house  

looms. The grounds are surrounded by a  

black, wrought iron fence and squinting his  

eyes against the low sun, Ethan can make  

out a rusting water tower behind the house.  

Steps lead up to the front door in a small  

porch with several circular pillars.  

Unfortunately, the heavy gates are chained  

shut and he cannot get inside. To the right  

hand side is an intercom system, but it is  

broken.  

 

Undeterred, Ethan notices the remnants of some wooden planks leading to another trail 

alongside the fence to the left of the property. After passing through more undergrowth he 
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emerges in a small clearing next to a small elevated bank with severed tree trunks. Parked up 

here is a white minivan with camera equipment scattered all over the floor. There are two 

empty cooling boxes next to some paperwork and a large sheet of blue tarp draped over the 

floor. Red and black cables hang out underneath next to a toppled camera tripod and a second 

tripod leans against the van. 

 

Moving closer, Ethan notices the van is not in  

good shape, the side door is ajar, and several  

windows have been smashed. He pulls the  

door open and peers inside. The interior is  

empty and clearly it has been here for some  

time now. Lying on the back seat is a project  

proposal for Episode 17 of Sewer Gators.  

The title of the episode is ‘Sneak into a  
Louisiana Ghost House’ and emblazoned on  

the cover is a black and white photograph of  

ill-fated crew members Pete Walken, Clancy  

Jarvis and Andre Strickland. The words ‘schedule equipment’ have been handwritten onto the 

document and beside that someone has drawn an arrow and the word ‘OK!!!’ in red pen. On 

the back cover, someone has written the words ‘join us’. 
 

Moving on, Ethan continues towards another rusted fence, golden brown in colour although 

the barb wire has been torn and the gate kicked in, making a sizable enough gap for him to 

pass through. A wooden board has been secured to the fence via barbed wire and the words 

‘Accept her Gift’ are written in red paint. He crawls through and is soon swallowed up again by 

the thick undergrowth just as the relentless chirping of nearby insects stops. He is accosted by 

more flies and stumbles over the vines and roots trailing along the ground. Some of the trees 

ahead are dead and have shed their load, leaving nothing behind but skeletal remains of bare 

branches frozen in ominous-looking shapes. 

 

He suddenly notices movement up ahead and  

catches a brief glimpse of a bald-looking man  

in a yellow shirt pass by ahead before  

disappearing out of sight to his right. For a  

brief moment Ethan considers calling out but  

thinks better of it until he finds out more  

about his surroundings. Stepping over more  

rocks, he soon finds himself on the bank of a  

large swamp to his left. Trees protrude from  

the brown, murky water pockmarked with  

green leaves floating on the surface. Further  

down he can see the swamp leads off into the larger bayou. 

 

There is no sign of the man anywhere, so he follows the trail onwards, stepping past a fallen 

tree and moving through more dried bracken. He can hear cawing from somewhere nearby 

and soon finds several crows on the floor gathered round the rotting remains of some animal. 

They are startled by Ethan’s presence and quickly fly off in a frenzy. A soft clinging in the air 

grabs his attention and he turns to find several circular saws hanging from string tied to some 

branches. But somewhat more disturbing is the dream catcher-like decoration made up of 

severed cow limbs and knotted together by rope. Numerous animals have been butchered to 
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make this grotesque piece and a rotting cow’s head and horns are attached in the middle. It 

looks to be some kind of scarecrow to ward off unwanted guests and somewhat unnervingly 

Ethan has to crawl underneath if he wants to continue onwards. But determined to find Mia, 

he does so without a second thought. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

From here, the ground becomes very uneven with jagged rocks protruding and a gap in the 

trees allows for the fierce brightness of the sun to shine through. Further down he spots smoke 

coming from somewhere close by and on the floor ahead are three dead crows. Arriving at the 

edge of the track he can see a small clearing below and the guest house, separate to the one he 

saw earlier. He can see the smoke is coming from remnants of a campfire next to a large, fallen 

tree. Ethan jumps down some six feet to the floor below and moves to investigate the fire. 

Rocks have been scalded and the blackened remains of collected wood are all that remains 

amidst the dying embers. 

 

Lying nearby is a leather bag that Ethan recognises.  

It belongs to his wife and inside he finds Mia’s  

Texas-issued driver’s license. Looking up, the guest  

house is largely wooden constructed although there  

is a brick chimney breast mostly covered in leaves  

and ivy. A wooden swing sits quietly in the  

overgrown garden and many of the windows have  

been reinforced with metal bars and mesh netting.  

Ethan notices the lower panels are all stained up to a  

certain level suggesting this area was once flooded.  

Up ahead the rusted water tower can again be seen in the distance. 

 

Not wasting any time, Ethan walks up to the porch and steps over several dislodged 

floorboards. The front door stands ajar next to an old trolley, so he pushes it open and 

ventures inside. He is quickly overcome by the sudden darkness in contrast to the bright 

sunshine and takes a moment to fumble for his flashlight. In that time, the door closes and 

locks, preventing him from getting back out. He tries the lock several times but it is no good. 

He has no other choice but to venture further inside. But who locked him inside? 
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Shining the torch illuminates a small square room with rotting plaster and exposed wooden 

boards. A rusted metal shelving rack holds some boxes and planks of wood and broken 

window shutters lean against the wall. Overhead the exposed ceiling rafters covered in dust and 

a single electric light hangs down covered in protective casing. A door ahead opens into a 

corridor with cracked walls and bits of wood and plaster on the floor. Dust-ridden pictures 

hang on the walls, including one of a woman in a black dress looking out to sea, a coastal view, 

and some lush green fields and trees. The odd faraway bang and creak can be heard, and the 

situation is enough to put Ethan on edge. Cobwebs hang from the walls; more papers lay on 

the floor and ahead is a wooden cabinet with several pieces of duct tape spread across. Its 

doors are chained up and he cannot open it. To the immediate right the room opens up into a 

large kitchen. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

The kitchen is illuminated by rays of sunlight poking through gaps in the broken plastic blinds 

by the sink. Water drips from the faucet and dirty plates and rotting food are present. Maggots 

writhe around and the white porcelain is covered in a thin film of grime. The wooden dining 

table has cockroaches scuttling about and Ethan lifts the lid on a large bronze pot to reveal the 

mouldy remains of a stew. Bottles and fragments of broken glass litter the floor and bags of 

rubbish are everywhere. Cupboards are on the opposite side of the room and Ethan rummages 

through a drawer and finds the burned remains of a black and white photograph depicting a 

female figure in silhouette. A second drawer nearby is locked and some discarded tins on the 

floor are curiously piled on top of one another.  

 

On the dining table is an old edition of The Dulvey  
Daily newspaper with a headline ‘Over 20 Missing  
in Two Years.’ Someone has scrawled over this with  

‘More on the Way!’ There is a photo of the  

swamplands and a sub-headline of ‘Ghosts sighted  
in Bayou’. Ethan moves back to the sink and twists  

the taps to stop the incessant dripping of water. He  

opens the microwave door out of curiosity and is  

deeply disturbed to find a dead crow inside. He  

also opens the fridge and is almost overcome with 
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the stagnant smell of rotting food. Everything is brown and sticky, and more maggots are 

crawling around. Further on is an oven and a trolley and at the back of the room is another 

small table and several more plastic bags full of garbage. 

 

Ethan steps through another open doorway and  

finds himself in a corridor at the foot of a  

staircase leading up to the next floor. A clock on  

the wall ticks softly and to his left he can see a  

wooden bookshelf has been pulled over and lays  

on top of more garbage bags. There is a back  

door behind it but it has been nailed shut with  

planks of wood and is obscured behind a white,  

lace curtain. A glance down the opposite side of  

the corridor reveals faded flowery wallpaper and  

more pictures hanging. The roof has collapsed  

in several places and a table lamp shines brightly  

atop a wooden cabinet. Ethan decides to head up the stairs. 

 

The wooden boards creak and on the walls are more pictures, including one of a woman 

whose head is completely covered in a white sack. Atop the stairs the bare foundations of the 

walls are exposed and aside from copious amounts of dust and cobwebs the room is largely 

empty save for a few boxes. A flashing red light indicates a control box on one of the wooden 

beams for the attic stairs to retract down from the upper floor, but it currently has no power. 

Around the corner is a wooden table and cabinet lit under the warm glow of another table 

lamp. A faded, open book rests by the brass lamp next to an old-style tape recorder. Also 

present is a VHS tape and the label reads: ‘Derelict House Footage, Dulvey – June 1.’ With 

nowhere else to go, Ethan returns downstairs to investigate the rest of the corridor. 

 

At the bottom he tries a few of the cabinet  

drawers but they are either all locked or  

empty. A couple of books lay on a shelf unit  

and on the wall is a preserved salmon attached  

to a wooden mount. The lamp shines on a  

dresser with an overturned picture frame.  

Above is a mirror so grimy and cracked that  

Ethan cannot even make out his own  

reflection. Opposite is a small storeroom  

directly under the stairs. Inside, a cupboard  

door has been firmly nailed shut and behind is  

a shelf with cleaning product and food tins.  

Back in the main corridor there is a further door on the right before the passage ends at 

another door amidst shattered bits of plasterboard. The door out of the passage is locked but 

the door on the right opens into an old sitting room. 

 

Like the rest of the old house, this place in a sorry state of disrepair with faded, ripped 

wallpaper and sections of the ceiling and walls exposed. A broken ceiling fan hangs near 

draped electrical wiring covered in cobwebs. A brown leather sofa and two chairs sit either side 

of an old coffee table directly ahead. Scattered on the rug below are numerous wreathes of 

paperwork tied together with parcel tape and string. The room is dark, and the wind can be 

heard whistling around the old structure outside. The only light source is an old CRT television 
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in the corner displaying nothing but black and white static. Every now and again a large bang or 

groan can be heard from somewhere above. This house has eyes… 

 

There is a black and white photograph on the table depicting a  

close up of a man’s shoulder with his back to the camera. Behind  

him a woman’s bare legs can be seen lying on a bed. Searching  

further, Ethan’s heart races when he finds another photograph of  

a woman who strongly resembles Mia. To the right hand side he  

spots a fuse box on the wall and fuse no.3 for the second floor  

stairs is missing. Near an overturned chair is a dusty old piano and  

ensconced down the side of one of the leather chairs is another  

photograph. This one shows what appears to be a cell door.  

 

Looking around some more, he spots a framed picture on the wall  

above the fireplace between two candlesticks. A middle-aged man  

and woman sit between two children and Ethan surmises they  

must be the owners of the house. A nearby bookshelf contains more trinkets and other pictures 

on the wall display a man smoking a pipe, a galloping horse, and a peculiar looking tree. 

Eventually Ethan moves over to the old CBT television. It is getting no reception but a VCR 

player rests on top. Curious, Ethan decides to retrieve the derelict footage video tape. Sliding it 

into the machine, he waits for the static to clear and the tape to play. 

 

The video is from the Sewer Gators team and depicts the rehearsal footage of the fateful night 

at the beginning of last month. Ethan watches with interest as Clancy Jarvis shoots Pete Walken 

and Andre Strickland doing a quick walkthrough for their latest episode. Things start out 

normal enough with Pete unimpressed by the estate’s spooky history when Andre explains the 

house belonged to Jack and Marguerite Baker and their sudden disappear three years ago. 

Things quickly turn sinister when Andre suddenly disappears and Clancy and Pete set off 

deeper into the house to look for him. Ethan recognises the same rooms he has just come 

through. Eventually Pete notices a hidden leaver in the fireplace of the sitting room that 

permits access to a hidden door. This leads down to the basement where Andre’s dead body is 

found impaled to a pipe. Clancy is then attacked by a male assailant and that is when the 

camera cuts out. 

 

Disturbed, Ethan moves to the fireplace and finds the  

concealed lever shown on the videotape. Sure enough, a  

hidden section of the wall opens up when he pulls it,  

permitting access to another small room. Moving inside,  

colonies of cockroaches scuttle for cover when Ethan’s  

flashlight illuminates them. A hole in the floor has a  

wooden ladder leading down to the basement and he  

quickly checks over the edge to ensure it is safe.  

Unfortunately the rungs are rotten and snap halfway down,  

causing Ethan to fall painfully to the stone floor below. 

 

The air is cold and moist down here and the stone walls trickle with damp. The floor has 

gathered pools of water and ahead is the pipework that Andre was impaled on. There is no 

sign of him now but the sharp pipe end still displays traces of dried blood. There is nothing 

else down here other than some old machinery covered by grey tarpaulin. Ethan feels his way 

around using his flashlight through there are some lights scattered at several intervals that sway 
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in the slight breeze. Soon he reaches the end of the road when the passage elevates downwards 

and is flooded. Murky, green water stares back and if he wants to continue, he is going to have 

to get wet. 

 

Ethan wheezes as the coldness creeps up his body and curses when he slips and almost goes 

under. The murky filth is up to his shoulders and he carefully wades through, turning several 

corners and having to duck under wooden beams supporting the shaft and being careful not to 

bang his head. His progress is slow and steady, but he stops suddenly when bubbles from an 

unknown source beneath the surface suddenly pop up all around him. The idea that something 

is in the water with him is more than a little frightening, but Ethan can see the end and quickly 

pushes on. He pauses to duck under the low stone ceiling only to get the shock of his life when 

Andre’s decomposed, bloated corpse pops up from below the surface to greet him. The sight 

of maggots crawling over his partially eaten face is enough to make Ethan slip and go under the 

water, leaving him coughing and spluttering as he wades past the body and up out the other 

side. He decides not to look back and his attention is brought to a number of posters stuck to a 

wooden board. Closer inspection reveals these are all profiles of certain individuals who have 

gone missing during the last several years. There are some more boxes and junk illuminated 

under another light before a single door takes him to the next area. 

 

He is now in a larger room full of old junk including  

wooden pallets, chairs and tables piled on top of one  

another. There are some barred gates and the  

rusting metal frame of a set of bunk beds. Around  

the corner under the haze of a single light is more  

junk and white plastic bags. Rusted pipework  

connects to an old toilet inside which are multiple  

used needles. Following the passage round another  

light draws his attention and he spots the cell door  

from the photograph he found upstairs. He moves  

to the door and can see a dirty-looking bed with a  

woman lying down. Ethan’s heart skips a beat for  

she looks just like Mia but she doesn’t react when he calls out. The door is chained shut and 

he cannot get inside. Nearby is an old workshop and on the bench he finds a pair of sturdy-

looking bolt cutters. More pictures of missing people have been plastered to the wall here and 

there is also a list of names. There are 26 in all, and disturbingly they are all labelled as dead or 

‘turned’. The only exceptions are Clancy which has an (L) and Mia; which has nothing. 

 

“Ben (Dead)                                               “Mia                                   Josef (Dead) 
Harold (Turned)                                       Heidi (Turned)                David (Dead)” 
Arthur (Turned)                                        Clyde (Dead) 
Tamara (Turned)                                      Lindsay (Turned) 
Craig (Dead)                                              Steven (Turned) 
Leila (Dead)                                              Nathaniel (Dead) 
Shaun (Dead)                                            Edward (Dead) 
William (Dead)                                         Nadine (Dead) 
Travis (Turned)                                         Alex (Dead) 

Peter (Dead)                                              Tom (Dead) 
Andre (Dead)                                             Reid (Turned) 

Clancy (L)”                                                  Susan (Turned) 
-RE7: List of Names (Front); undated.      -RE7: List of Names (Back); undated. 
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Ethan uses the bolt cutters to snap the chain and open the cell door. He dashes over to the cot 

and turns the woman over. It is Mia. She is very unkempt and dirty but alive. He is overjoyed 

and she mutters his name as she stumbles awake, surprised to see him. She sits up, a look of 

both simultaneous relief and panic on her face. She says he shouldn’t be here and a puzzled 

Ethan replies that she was the one who  

contacted him. Aghast, Mia says she never  

would, but then seems to change her mind as if  

confused. Thanks to Mia’s parental imprint as  

Eveline’s handler, her infection and link to  

Eveline is fractured, meaning that although she  

is restricted to Stage 2 of the Mold infection  

like the rest of the Bakers, she occasionally  

temporarily regresses back to Stage 1 of and  

recalls some of her former memories. This is  

the form she is in right now whenever Eveline  

is not around. 

 

Suddenly started, she asks Ethan if he has seen anyone since he got here, more specifically has 

anyone seen him. Confused, Ethan asks who else is here and just what the hell is going on. Mia 

insists daddy is coming and that they need to go right now. She leads him out of the cell and 

towards a darkened passage in the wall near the workshop. He wants to know where they are 

going and she says to someplace safe. Ethan asks if she wants to tell him just what is going on as 

she has been gone for three years. But Mia has no comprehension of time and cannot believe 

it has been that long. 

 

She moves on, stopping to look between small  

gaps in the wooden slats to ensure the route  

ahead is clear. A sudden noise makes her  

jump and this prompts Ethan to ask what this  

place is and what exactly has been done to  

her, but she immediately shuts him up and  

suggests they just need to focus on getting out  

of here. She points ahead and says it is this  

way. The room soon opens up and Ethan  

spots an old gurney with congealed, blood- 

stained sheets. A tray of primitive-looking  

surgical tools and antiseptic bottles are nearby.  

There are more metal shelving units  

containing buckets and bottles of strange substances with labels too faded to read. There are 

plastic rubbish bags everywhere, some wetly stained with what appears to be blood. Clothing 

remnants and shoes are also present. Mia stumbles around and is in some sort of trance. Ethan 

insists they have to talk about the message she sent him. She begins to panic and insists it wasn’t 

her but he promises she did. When she continues to protest, Ethan eventually appeases her 

but just wants to know what is really going on. Frustrated, Mia insists she is telling him 

everything that she knows. She points down the tunnel and says they need to go this way. 

 

They continue down the darkened passageway, the only light source coming from Ethan’s 

flashlight. They pass more storage racks and Ethan asks Mia if she knows where she is going. 

She nods and explains the family used to bring food to her through this way, she can 

remember that much at least. They continue down the tunnel, squeezing past more shelving 



         

2633 
 

units and cramped spaces amidst the slimy, mould-speckled stone walls. Eventually Mia’s eyes 

light up when she spots a wooden door at the far end. They open it up to reveal a large room 

basked in the soothing spectrum of a table lamp in the far corner. Mia explains that she 

remembers this room and is sure there is another door in here somewhere. She begins 

searching around as Ethan takes in his surroundings. 

 

An old rug lays stretched along the floor with an  

old sofa to the right next to a rusted chrome  

sink. The lamp is on a wooden table and its  

light reveals the far wall has been covered up  

with plasterboard and wooden planks. There is  

a trolley opposite and another workshop to the  

left. Mia panics and insists the door is gone, but  

then she relaxes completely and muses that now  

Ethan is here they can all be a family. She  

appears exhausted and still insists there is  

another door before collapsing on the sofa.  

Ethan goes over to her and she again repeats the  

need to leave this place. He tells her to wait whilst he has a look around. On the trolley 

opposite there is a photograph of an elderly lady in a wheelchair. On the back of the photo 

someone has written ‘E-001’. The workshop has been mostly cleared out and a storeroom at 

the back has nothing but empty wooden shelves. He finds a doll laying on the floor that 

somewhat resembles Mia. On the shelf above is another doll of a little girl wearing a blue dress. 

 

Suddenly there is a scream and a banging sound as wooden boards are ripped away. Mia 

pleads for help and Ethan rushes back only to find Mia is nowhere to be seen. He calls her 

name but gets no response. A door has been opened on the wall that was previously nailed 

shut so he cautiously steps through. Beyond is more of the same stonework with damp 

dripping from the ceiling and slime covering the brickwork. Around the corner a set of wooden 

steps lead back up to the ground floor of the house. When he gets to the top, somewhat eerily 

the door appears to open of its own accord. 

 

NIGHT: 

Ethan pokes his head around to see he is alone  

in a dimly lit corridor. It is now dark outside,  

and a fierce rainstorm is lashing against the  

house. A breeze can be felt and some of the  

curtains sway where the glass panes are broken.  

Lightning flashes every so often and the whole  

atmosphere is very unnerving. The corridor is  

sparsely decorated with a few cabinets. An old  

phone sits on a dresser but when he picks up  

the receiver there is no dial tone. Further down  

a lamp shines on another cabinet and inside  

the drawer he finds a map for the guesthouse.  

The light shines on the windowpanes and he can see it is pitch black outside with rivulets of 

water cascading down the glass. Thunder is rumbling outside. 

 

Moving on, Ethan notes a picture on the wall of an old scholar with a beard writing in a book. 

He looks tired and weary. Next to that is a second picture, this time depicting a woodland 
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country scene. A door on the right hand side is boarded up but an open doorway opposite 

leads into a bathroom. Inside a light sways in the breeze, illuminating thick swirls of dust and 

dirty cracked, porcelain tiles. A mirror on the wall cabinet has been smashed and likewise the 

outside window is broken, letting in the rain and flapping the curtain. A grimy-looking bath sits 

in the corner next to the toilet. 

 

Stepping back outside, the corridor turns to the right and ends abruptly at a single door which 

is locked. Suddenly there is a large banging sound and Ethan moves back down the passage, 

quickly realising the source is the door he came through from the basement. The banging 

repeats until he gets close enough and it abruptly stops. Now nothing is heard other than the 

rain beating fiercely against the house. Steeling his nerves, he pushes the door open only to be 

greeted with darkness. He moves slowly down the steps but nothing appears amiss. It is only 

when he gets about halfway down does he suddenly hear the sound of laboured breathing. 

 

His torch suddenly illuminates a figure slumped face down  

on the steps. Judging by the long dark hair it appears to be  

Mia but before he can react she jumps up towards him  

with inhuman strength, revealing a deranged face locked in  

frenzy. Veins protrude from her now inky-pale skin and  

her eyes have turned black. With astonishing speed she  

grabs hold of Ethan and sends him hurling up the stairs  

and through the doorway, leaving him in a crumpled heap  

on the floor. Before he can get up, Mia is on him again,  

this time armed with a knife. She throws him aside and  

jumps towards him, hacking and slashing and covering his  

arms with superficial cuts. Eventually she slices through his  

left hand causing him to cry out in pain. He kicks her away  

and tries to appeal to her to calm down, but she comes at him again, teeth gritted and veins 

bulging. They struggle and only Ethan’s adrenaline to stay alive is enough to block out the pain. 

He tries to force her back for several moments until she eventually drops the knife and backs 

off. Ethan’s hands and arms are dripping with blood as Mia holds her head and insists she can 

hear ‘her’. She can feel ‘her’ clawing her way back inside. She suddenly screams out to 

someone Ethan cannot see, pleading for her to get out and leave her alone. She starts banging 

her head against the wall with such force that she draws blood. Eventually Mia seems to come 

out of the trance momentarily and insists she has been bad and that she deserves this 

punishment. Eventually she knocks herself out completely and crumples in a heap to the floor, 

making Ethan wonder what the fuck she has become. 

 

Unknown to Ethan, Mia is back under Eveline’s control and has reverted back to Stage 2 of the 

infection, just like Jack and Marguerite. She is currently seeing visions of Eveline who is 

unhappy Ethan seemingly doesn’t want to be her daddy and is trying to take Mia away from 

her. She wants Mia to kill him if he won’t be part of their family. 

 

After taking a few moments to compose himself, Ethan walks to Mia’s comatose form just as 

she suddenly springs to her feet and grips his left arm with such force that she almost breaks it. 

She pleads for Ethan to leave her before tossing him through the barricaded door opposite the 

bathroom and leaving him in a pile of splintered wood on the floor. As lightning flashes, he 

sees Mia brandish her knife and come shambling towards him. Amidst the wooden shards on 

the musky carpet, there is an old wooden axe that Ethan quickly grabs to defend himself. He is 

able to counter Mia’s attacks and push her back. She tries to slash him again, insisting they are 
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all dead here, but Ethan gets the initiative and eventually embeds the axe in his wife’s right 

shoulder by her neck. Immediately the frenzied look on her face is replaced by one of shock 

and the colour returns to her skin as she suddenly slumps to the floor, blood oozing from this 

fatal wound. Ethan stares in disbelief, trying to come to terms with what he has just done. 

 

The room he is in is full of wooden cabinets all  

filled with dusty leather books. A lamp in the corner  

shines down on the grisly blood-soaked scene on  

the floor. Suddenly, Ethan is distracted by the sound  

of a ringing phone. Stepping back out into the  

corridor he remembers the black phone on the  

dresser and moves answer it. The voice on the other  

end, unbeknownst to Ethan, is Zoe, and she says he  

really shouldn’t have come here. Ethan wants to  

know who she is and what is going on. She  

introduces herself and suggests there might be a way out through the attic. She tells him to head 

straight there right now, then she hangs up. Confused, Ethan is left alone with only the raging 

thunderstorm and sounds of the deluge outside for company. 

 

Suddenly, there is the sound of a lock and a faraway door opening and he investigates only to 

find Mia’s body is missing. All that remains is a pool of blood and the axe. He takes the axe 

and feels a shiver run up his spine. There is definitely something very wrong with this place. He 

moves back into the corridor and notes the door around the corner from the bathroom has 

been opened. This leads back into the passageway by the sitting room and the stairs. The sitting 

room door is open but there is nothing inside but blackness and the hissing static of the old 

TV. The storeroom under the stairs is also empty and soon Ethan finds himself at the bottom 

of the stairs, wondering whether to heed Zoe’s advice and head to the attic, or just make a bolt 

for the back door. He decides to choose the latter when he remembers he cannot access the 

attic stairs because of a missing fuse. 

 

He moves back through the now darkened kitchen area and down the crumpled passage 

beyond towards the back door. Unfortunately it is still locked and even a few thrusts from the 

axe is not enough to break the lock. Dejected, Ethan moves back towards the kitchen and 

notices the chained-up cupboard from before. Using the bolt cutters, he cuts the lock and 

searches inside to find the missing fuse he needs. 

 

As he walks back through the kitchen, he pauses  

when a figure shambles past the opposite  

doorway, their shadow reflected off the light of  

the lamp in the corridor. That figure looked like  

Mia but when he arrives with his axe poised,  

Ethan finds the passageway empty. He slowly  

makes his way down the creaking passage, trying  

to ignore the random thuds and bangs as the  

guest house groans under the strain of the  

storm. He returns to the sitting room and  

sweeps the room for dangers but his torch  

illuminates nothing but faded wallpaper and  

dusty furniture. He focuses on the fuse box on the wall and slots the fuse into place, now the 

mechanism to bring the attic stairs down should work. 
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He begins to retrace his steps when Mia suddenly dashes out from the storeroom and takes his 

hand. He jerks back reflexively but she assures him she’s okay and that she is fine. He notices 

her eyes and skin are normal although she still has blood on her shoulder. Her wound caused 

by the axe seems to have healed over. She tries to calm him down and says she understands he 

wasn’t trying to hurt her, but as soon as he relaxes, she suddenly pins him against the wall with 

superhuman strength. Her skin fades and once again angry-looking veins and blood vessels rise 

to the surface. Her eyeballs turn black and in a fit of rage she rages at him for attacking her as it 

fucking hurt. She throws him to the floor and uses a screwdriver to impale his already damaged 

left hand against the wall, making him to cry out in agony. 

 

As he lies there helpless, Mia shuffles back to the  

foot of the stairs and Ethan’s eyes go wide when  

she picks up a chainsaw. Firing up the engine she  

walks over and wants to see what he can feel.  

Desperate, Ethan tries to pull the screwdriver off  

the wall and free his hand. He manages to wrench  

it free at the last second but has no time to get  

away as Mia brings the blade down and slices  

through his arm, severing his left hand above the  

wrist. Ethan screams but Mia cackles in madness  

before picking him up and tossing him to the  

floor once again. She declares it is her job and  

that she must contain the outbreak before turning and walking away. She must burn it all down. 

 

Almost delirious with pain and on the verge of  

passing out, Ethan gets up and holds his ruined  

stump in the air, blood spurting out and covering  

the floor in crimson. Keeping it elevated stems the  

pressure and he grits his teeth against the agony.  

Mia has disappeared again and so he scoops up his  

severed hand and keeps going. He barely makes it  

up the stairs to the next floor and hits the button to  

bring the ladder down on its pulley so he can  

access the third-floor attic. This top floor of the  

guest house is very dusty and dilapidated. The  

wooden foundations are rotten and there are  

crackled and splintered planks everywhere. Another lamp lays on its side on the floor and 

provides a little light. An open room on the right reveals a few crates and an armless, nude 

female mannequin. A table opposite bears another dimly lit lamp and something of significant 

interest. There is a gun here, specifically an M1911A1 pistol and taking this weapon does much 

too steel Ethan’s resolve. There is nothing else of interest, so he returns to the corridor and 

follows it around the corner to the right. It soon ends at a single door. 

 

The next room is full of old junk, including a discarded bed and an old bookshelf. More crates 

lay amidst more creepy-looking mannequins. The whole place is covered in dust and cobwebs. 

Boxes contain old electrical equipment and an old 1980s CRT television has been discarded. 

The thunder and rain can be heard louder now from an open window at the very top with a 

ladder extending up to it. A door on the right leads to another storage room with some more 

crates. Quickly Ethan climbs up the ladder to escape only for a chainsaw to slice through the 

glass on the other side and send him toppling back to the floor. It is Mia, and Ethan watches 
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aghast as she smashes the glass and jumps down into the room. She screams at him to go back 

home and begins slicing the chainsaw backwards and forwards through the air. With no other 

choice, Ethan is forced to open fire on his wife and watches as the bullets knock her back, but 

do not stop her coming. She screams that he was always watching her, and she wants to know 

why. Ethan is forced to duck another blow as the chainsaw slices through a wooden crate. Mia 

insists it is up to her. They are relying on her. Everyone is relying on her… 

 

Ethan decides to cut and run, struggling to reload  

with only one hand. He retreats back to the  

corridor and closes the door behind him, but Mia  

soon begins cutting her way through. Ethan takes  

the opportunity to reload as best he can and  

moves back towards the attic steps. But someone  

downstairs has hit the button to retract the ladder  

and he is now trapped! He quickly hides inside the  

storeroom only for Mia to again start cutting  

through the wall. A few more bullets knocks her  

back and he is able to get past. Mia staggers and  

insists she ‘has to stop it’ before endlessly repeating  

that she has no choice. Soon Ethan is able to use the holes in the walls and doors to stagger 

Mia in an endless loop. By now her mutterings have become even stranger and she is ranting 

about how the core must be destroyed and how she is responsible. She swipes again, this time 

coming within a whisker of decapitating him completely. He retaliates by shooting her direct 

between the eyes. This knocks her head back, but still she comes, insisting that she has to do 

this. 

 

The game of cat and mouse goes on for several more minutes until finally another shot to her 

neck makes Mia to collapse to the floor. She tells Ethan that she loves him before crumpling 

down in a heap. Exhausted, bewildered and still in shock, Ethan walks over to her body, his 

mind still trying to take all this in. Suddenly he senses another presence behind him. He turns 

around to be confronted by Jack Baker. Jack welcomes Ethan to the family before punching 

him to the ground. Ethan falls next to Mia and looks up at his assailant as Jack stamps on his 

face and knock him unconscious. 

 

Ethan awakes some time later to feel his face being  

splattered with rain. He is outside and it is dark. He  

looks up to see Jack Baker dragging him along the  

ground by his leg. He is also carrying Mia’s comatose  

form over his shoulder. Beyond is the looming  

silhouette of the main Baker farmhouse. Then his  

consciousness fades again. 

 

Under Eveline’s influence, Jack infects Ethan with the  

Mutamycete spore. Immediately the mold begins to  

ingest nutrients from Ethan’s body to propagate itself  

and begins to slowly take over his cells. 

 

Once Ethan has been moved to the dining room in the main house, Marguerite Baker begins 

preparing a celebratory supper. Because Zoe realises Ethan will soon acquire regenerative 

healing properties thanks to the Mold, she reattaches his hand using duct tape and crudely 
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staples it in place. Once the infection kicks in the fused stump will heal and he will regain full 

use of his hand. She also puts Mia’s old Genome Codex on his wrist and urges him not to die 

for he still has plenty of work to do… 

 

Jack recovers Ethan’s car from the driveway and puts it in the garage. 

 

Local Sheriff’s Deputy David Anderson travels out towards the Baker estate and surrounding 

plantation, still keen to keep a policing presence in the area where so many missing persons 

have been reported. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Sometime later Ethan slowly comes to. He is in a darkened room lit only by flickering 

candlelight. He can hear movement and breathing of people close by. His nostrils are hit by a 

disgusting smell as he realises he is sat at a circular dinner table full of rotting food and entrails. 

The man who knocked him out earlier, Jack Baker, is sat directly opposite, swilling from a 

bottle of Dulvey beer. Seated either side is his egotistical son, Lucas, and his wife, Marguerite. 

To Ethan’s immediate left sits Eveline herself, the E-001 series bioweapon, now just a wrinkled 

old woman in a wheelchair. Flies are buzzing around the table and Lucas is throwing bits of 

rotten food at Ethan. He wearily asks where he is but Marguerite leers at him and tells him to 

rise and shine, it’s time for his supper. 

 

Ethan panics when he realises his hands are bound to  

the chair and he demands to know who they all are  

and where Mia is. Marguerite slams her hand down  

on the table before composing herself and putting  

some of the rotting food into her mouth. She  

motions at Ethan to eat up as it is very good, but  

Lucas suggests this dumb son of a bitch wouldn’t  

know ‘good’ if it hit him and proceeds to throw his  

plate at Ethan. Marguerite chastises her son but Jack  

goes one step further by stabbing Lucas in the arm  

and severing his right hand off completely.  

Amazingly, Lucas’ only reaction is to bemoan his dad doing this to him again. Jack steps up 

and tells Marguerite to get out of his way before walking around the table towards Ethan. He 
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says their new boy has to eat and needs his supper. He picks up a piece of suspiciously human-

looking flesh from one of the grimy plates and proceeds to try and force feed their guest. Ethan 

spits it back out in disgust making Marguerite panic because he won’t eat their food. She made 

that especially for him. Jack tells her to shut the hell up and get out of here and Marguerite 

labels Ethan a ‘son of a bitch’ before stomping out of the room in frustration. 

 

Once she has gone, Jack turns to Ethan and  

explains that this was supposed to be a very special  

feast. Wanting to test his pain threshold in  

response to his recent infection, Jack prods with  

his knife and tries to jab Ethan’s mouth. He  

crunches down on the blade with his teeth and a  

horrible grinding sound is heard. Warm blood  

drips as the sides of his mouth are cut open and  

Lucas watches with fascination as Jack withdraws  

the blade. He soon goes for a second round when  

suddenly the sound of a doorbell is heard. A  

frustrated Lucas guesses it will probably be that cop  

again and Jack can feel his anger rising just thinking  

about those ‘goddam pigs.’ Jack leers at Ethan  

before promising to come back for him. He and Lucas then leave, and Ethan finds himself 

alone with the cold, dead eyes of Eveline staring back at him. He struggles in his chair and 

eventually topples over and is able to get free of his restraints. Now he needs to get out of here. 

 

He is in a dining room connected to an open-plan kitchen and living room. It is dark and 

difficult to make out details in the candlelight, but it is all traditionally furnished with mottled, 

wallpaper and oak cabinets and dressers. Rubbish and litter is strewn all over the floorboards 

suggesting general cleanliness and hygiene has long gone out the window for the Bakers. As 

Ethan walks around the room, Eveline’s head follows him and her gaze never leaves his sight. 

 

He steps into the living room where a hazy light on  

an inactive ceiling fan shines down on a large wooden  

coffee table. Paperwork has been thrown all over and  

the leather sofa is full of clutter. A couple of  

cardboard boxes are full of old books and one  

happens to be titled ‘The Unveiled Abyss’, a story  

written by former B.S.A.A. Director Clive R. O’ 

Brian. A grandfather clock ticks although curiously  

its pendulum is missing. The walls are painted an  

unflattering green and several framed paintings  

depict landscapes and an old lighthouse. A chest of  

drawers reveal folded clothes inside and a wooden unit on the far wall holds a television and 

speaker system near a brass candlestick and a framed picture. A stack of newspapers is on the 

coffee table and a glance at the top one reveals an article about three men who went missing 

during their travels to Dulvey Parish from New Orleans last month. These men were the Sewer 

Gators crew. 

 

Ethan returns back to the dining room and is a little creeped out to see the old woman still 

staring at him. A cabinet in the corner with glass doors reveals crammed bookshelves inside 

and items of crockery. Post-it notes have been stuck on the wooden beam near the kitchen 
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sideboard and Ethan quickly glances over them. One in particular makes for slightly disturbing 

reading. 

 

“Niko’s Hardware 
Saw $24.99 x 1 = $24.99 
Rope $34.79 x 4 = $139.16 
Pet Collar $19.99 x 20 = $399.80 
Subtotal: $563.95 
Tax: $22.26 
Total: $586.21” 
-RE7: Home Improvement Store Receipt; undated. 

 

The kitchen unit has rubbish all over and a blender and a toaster sit beside a wooden stool with 

a host of books stacked up, the uppermost one being a gun journal. More notes pinned to the 

wall include a ‘To do list’ and a calendar displays a picture of a cornfield with numerous dates 

marked in red pen. Stepping through the threshold into the kitchen, a shelf in the corner has 

newspapers and an old rusting pan next to packets of spaghetti and flower. A door to his left 

leads into the hallway but he ignores it for now as his nose picks up on a strange smell. The 

fridge door is slightly ajar and inside is more rotting food and a plate full of entrails wrapped in 

foil. More post it notes stuck to the fridge door suggest frightening implications about what the 

Bakers like to get up to. 

 

“March 13 – Female 50s Meaty Sauté 
April 24 – Male 30s Lean Gumbo. 
June 30 – Male 20s. Portly BBQ.” 
-RE7: Fridge post-it notes; 2017. 

 

A large stove and oven sits next to the fridge  

with the sink and kitchen units all grimy and  

covered with dirty dishes. Flies buzz all around  

them. Another door leads to a small pantry  

full of clutter including a discarded mattress  

and an old oven. An old wooden sideboard reveals cutlery inside the drawers and amongst the 

rubbish on the floor Ethan finds a single child’s boot with the name ‘Eveline’ written on it. 

There is a wooden trapdoor at the back of the room next to a shelf but it is locked and a hole 

on the top has been covered in barbed wire. With nothing else of interest in here, Ethan 

returns to the kitchen and leaves via the door opposite to find himself in the hallway by the 

stairs. 

 

Clearly there has been some sort of accident here as the stairs have been destroyed and lie in a 

pile of wooden mess all over the floor. To his left a set of double doors lead back into the 

dining room and further down the corridor ends at a single window that has been barricaded 

with wooden boards and barbed wire after the glass panes were smashed. Ethan notices 

numerous picture frames on the wall but the paintings have been taken down and turned 

around so their contents cannot be seen. A single chest of drawers stands against the wall 

underneath with a dusty lamp. Ethan tries to open the top drawer, but it is locked. A door at 

the foot of the stairs has a large ‘garage’ sign and is covered in sheets of tin. Chains hang down 

from the ceiling and a car tyre has been hooked up. Some of Jack’s work boots are tucked 

under a wooden shelf and stairs lead down to a closed shutter. A junction box for the shutter 

entrance to the garage is on the wall but is sealed with duct tape. 
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Ethan returns to the main passage and walks up the hallway. Moonlight shines through from a 

window directly ahead, again covered with wooden boards but indicating the recent storm has 

moved on and subsided. The passage turns to the right and leads further down but he instead 

tries a door to his left only to find it locked from the other side. The wind can be heard 

whistling from a broken window and a curtain flaps. A table lamp illuminates a vase of flowers 

on a chest of drawers and barb wire covers what must have once been an old door leading back 

into the kitchen. Ethan freezes when Jack Baker suddenly appears at the other end of the 

corridor. He leans against the wall and appears out of breath before slowly turning round and 

realising Ethan is on the loose. He begins to stride towards him, carrying a large shovel and 

tutting at the apparent cheek of Ethan believing he could just slip out before dinner was done. 

 

He quickly retreats back into the dining room,  

looking for somewhere to hide and doesn’t  

even register that Eveline has mysteriously  

disappeared. Jack soon kicks open the doors  

and yells ‘Peekaboo!’ Ethan runs into the living  

room as Jack smashes his shovel down onto the  

dining table and splinters it into a thousand  

pieces. He blames Ethan, asking how will be  

ever be able to replace it. He swipes at Ethan  

and only just misses him. He begins to giggle as  

Ethan runs round the coffee table in the lounge  

and back towards the hallway, calling out that it  

is just the two of them now. 

 

Ethan runs past the locked door to the utility room and turns right down the passageway, 

almost jumping out of his skin when Jack suddenly comes crashing through the wall, showering 

him with wood and plasterboard. Jack gleefully announces he has found him and Ethan turns 

to run once again. A game of cat and mouse ensues as Ethan desperately looks for somewhere 

to hide. He uses boxes, furniture, wooden pallets, anything he can find as Jack stomps around 

close by, wondering where his little Ethan has gotten to. He constantly swears and tells Ethan 

that it is already over. He chuckles to himself when he imagines what he will do with Ethan 

once he finds him. Ethan hides in the garage entrance and can feel his heart racing as nearby 

Jack torments by saying there is no way out and that he can smell him. 

 

Summoning up his courage, Ethan decides to slip  

back up the corridor whilst Jack is rummaging  

through the living room, muttering all about ‘once  
family, always family.’ Ethan runs down the  

passage and around the corner and is dismayed to  

find the double doors leading into the main hall  

of the house are tightly locked. Additionally, the  

front door has been barricaded up with planks of  

wood and furniture. His only hope is the hatch  

key lying on a sideboard. This will unlock the  

trapdoor and allow him to escape down into the  

foundations of the house. 

 

He moves back through the hole in the wall to get to the pantry and frantically uses the key to 

unlock the bolt on the trapdoor. But he is not quick enough, and Jack is upon him, insisting he 
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came to the wrong house and bashes him to the floor. Wanting to check the progress of the 

Mutamycete infection, he brings his shovel down on Ethan’s right leg and severs it completely, 

making him screech in pain. Blood gushes all over the wooden floor as Jack chuckles and 

mocks ‘Poor Ethan.’ He turns and walks away,  

placing a bottle of healing liquid on the floor at the  

other side of the room. He suggests Ethan can use  

this to fix his severed leg and urges him to do it.  

The bleeding limb is on the floor and Ethan  

painfully drags himself towards it. Taking his leg he  

douses it in the liquid and holds it against his  

bleeding stump. Remarkably, his leg fuses back  

together and the pain subsides. Disbelieving, he is  

even able to stand up and walk and Jack whoops in  

glee, asking if he feels better. This is a sign that the  

infection is fast spreading within Ethan as he is  

already starting to feel the beneficial effects of the regenerative abilities the Bakers had before 

him. Likewise, the tendons on his wrist have now fully healed and he has full motor function. 

But Jack is not finished and swings his shovel again, insisting that ‘daddy is coming.’ Ethan 

ducks the blow and dives down through the open trapdoor. Jack slams the door down and tells 

him to have fun hiding down there. He will come back for him later. Ethan crouches in the 

darkness and listens intently as Jack’s footsteps move away, slowly receding into silence. 

 

The Bakers have mostly used this area for hoarding junk and there is everything from bags of 

hardened cement, painting and cleaning products, to buckets and plastic containers. The area 

is illuminated by a small spotlight connected to a wire leading back into the wall and a hole in 

the brickwork allows him to crawl down into the main foundations. There is more junk down 

here and long discarded boxes all covered in dust and grime. Up above, the outer layer of 

insulation has torn, and streams of yellow foam hang down amidst cobwebs and creaking 

wooden beams. Ethan crawls along and eventually follows an orange wire on the floor leading 

back up through another hole and into the house. He pauses momentarily when he thinks he 

hears footsteps from somewhere up above, but soon they have gone again, and the area 

appears safe. 

 

He is now in a utility room, brightly lit and  

containing a couple of washing machines and a  

tumble dryer for the laundry. An ironing board  

stands in the corner next to an old chest and a few  

metal workstations have been set up containing  

boxes for tools and other miscellaneous materials.  

There is another phone here alongside a map for  

the house which he takes. A rusting filing cabinet  

holds more of the healing herb and chemical and  

amidst the junk on the shelf racks he finds an old  

orange tin with a lock pick inside. 

 

He unlocks the door to find himself back out in the hallway where he first encountered Jack, 

but there is no sign of him anywhere now. Suddenly, the phone begins to ring and he picks up 

the receiver to find Zoe on the line again. She tells him he has done well so far, but also to shut 

up and listen if he wants to stay alive. He has to get out of that house and there might be a way 
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out through the main hall. She also explains that the fancy watch on his wrist is a codex and 

warns him not to lose it as it is important. She hangs up before he can respond. 

 

Moving back outside, he makes his way down to where  

he originally found the hatch key. The glass  

windowpanes have shattered in several places and the  

breeze makes the white curtains sway. More pictures  

line the walls and a large mirror has shattered and  

cracked. A sideboard has a face-down photograph in a  

stand which Ethan turns over to reveal a pretty young  

woman with short hair. This is Zoe, but one of the  

family has viciously scratched over her eyes. A little  

further down on the left are the locked double doors  

he found earlier. They are secured by emblems of two  

knights in the middle of a joust. There is a relief in the  

shape of an ox which suggests something is missing to complete the puzzle. Opposite is a 

wooden table with flowers in a vase and some framed photographs. One is of Lucas and 

although Ethan doesn’t know him, he gets the impression that he is an asshole. ‘February 2013’ 
is written on the back. There is a second picture of that crazy husband and wife from before, 

but Jack and Marguerite look happy here and far less psychotic. The back of the frame has the 

inscription: ‘Jack and Marguerite’s 25th Wedding Anniversary.’ Further down the passage is a 

wooden coat stand and numerous tables, chairs and even an old bicycle have been piled up to 

block the front door which has evidently not been used for a long time. 

 

As things stand, Ethan appears to be trapped in this portion of the house and begins to retrace 

his footsteps to look for an alternative exit. Jack appears to be long gone so he is free to 

explore. As he makes his way back up the passage, a sudden banging noise puts him on guard 

and he peers round the corner to spot movement at the far window. Someone is there peering 

through the shattered glass and shining a torch. This is David Anderson, a local sheriff’s 

deputy. He spots Ethan and beckons him over, taking a sudden step back when Ethan 

recognises the police uniform and begs for his help.  

 

Wary, Anderson tells him to back up before  

asking Ethan if he lives here and if this is his  

property. Ethan says no and Anderson  

explains the Sheriff’s Department have had  

several calls about some missing persons lately.  

Ethan interrupts and says he needs to get out  

of this place right now. Anderson appeals for  

calm but Ethan only gets more frustrated and  

suggests there are crazy people in this house  

trying to kill him. Anderson chuckles and  

clearly doesn’t believe him, suggesting his  

heightened hysteria doesn’t exactly suggest he  

is playing with a full deck of cards himself. Ethan is exasperated but Anderson only reiterates 

that they’ve had several missing person’s calls and right now he cannot rule out that an outsider 

like himself might be involved. Ethan takes a breath and promises to tell him whatever he 

wants. Anderson is satisfied and suggests they meet in the garage, they can talk more there. He 

begins to walk away but Ethan insists he needs to hand over his gun. Anderson chuckles again 

and suggests Ethan must have lost his mind. Trying to keep his patience, he tries another 
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approach and asks Anderson if he would rather see his name in the obituaries, or for being a 

hero after saving his life? Anderson mulls it over before reaching into his belt and handing over 

a pocketknife. Ethan isn’t happy but Anderson says that is all he is getting and tells him to head 

straight for the garage. 

 

Ethan takes the knife and heads down the  

steps, using it to cut away the duct tape on the  

junction box and hitting the button to raise the  

shutter. Inside he finds Anderson bent over  

and examining something on the floor. His  

squad car is parked outside and the flashing  

red and blue of the emergency lights is most  

welcome. Ethan barely notices his own car is  

parked in here and tells the Deputy that they  

both need to get the hell out of here right  

now. But Anderson wants to know what he is  

doing out here alone in the middle of the  

night. Ethan asks him back, but Anderson says  

he is doing his job and demands he answer the question. Ethan insists he wouldn’t believe him 

if he told him just as the main door begins to close behind them. He shouts at Ethan to pull the 

door back up and Ethan’s warning comes too late as Jack appears behind Anderson and slices 

his head in two using his sharpened shovel. He has time to register a look of shock and 

disbelief before his corpse slumps to the floor and blood pours from his exposed brain. Jack 

proceeds to mutilate the body and Ethan skips past him and retrieves Anderson’s Glock 17 

from the floor. The shutter into the garage from the house has closed and he has no way out.  

 

He notices his car keys on a nearby table.  

He grabs them just as Jack stomps over and  

promises to kill everybody. Ethan raises his  

weapon, but Jack laughs and says that gun  

won’t work the way he thinks it will. Ethan  

shoots him several times and the shots make  

him buckle but he just laughs them off and  

carries on as if unaffected. Even a headshot  

only makes him stumble for a few seconds.  

Soon the handgun clicks empty and Jack  

giggles when he realises he is out of ammo.  

Quickly, Ethan jumps into his car and fires  

up the engine. Putting his foot down on the accelerator, he lurches forward and crashes into 

the wall. He immediately reverses back before Jack can get to him, frantically spinning the 

wheel and doing everything he can to stay on the move. Soon he has Jack in his sights and 

deliberately mows him down, shattering the radiator against some metal shelving racks. He 

reverses back and to Ethan’s astonishment, Jack gets up and shakes himself down, calling him a 

‘Motherfuck’. He goads Ethan to come at him again, so he pushes the accelerator and rams the 

Baker patriarch to the floor, again and again, causing further damage and leaving the front of 

the car a crumpled, smoking wreck. 

 

When he is eventually satisfied Jack is down, he reverses back and waits for several moments. 

Jack cannot be seen, but he must be somewhere underneath all the rubble from the spilled 

tables and shelf racks. But suddenly there is a thud and the roof of the vehicle is ripped open 
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with inhuman strength. Ethan panics with fear as Jack drops down beside him, complementing 

the car. He grabs hold of the steering wheel and they struggle for control. The car bounces and 

careers off the walls and Jack laughs again, asking where Ethan learned to drive. Eventually he 

aims the car at a pile of protruding girders that have come loose from the wall. He suggests to 

Ethan that they finish this and promises to take him for a ride. Ethan realises Jack’s intentions 

and begs him to stop, but Jack keeps his hand steady on the wheel and uses his other to push 

down Ethan’s leg onto the accelerator. The car jerks forward and careers towards the girders. 

Ethan closes his eyes and via pure luck manages to escape being impaled. Jack is not so lucky 

and is impaled through the chest by one of the girders. His blood-splattered face twitches ever 

so slightly but he does not move.  

 

Ethan groans and climbs out of the car just as it begins  

to catch fire. He backs away to the other side of the  

garage as the flames consume the vehicle. Suddenly, he  

spots movement inside and stares unbelieving as Jack  

climbs out of the car, apparently unaffected by his  

recent impalement. He chastises Ethan for what he has  

done and proceeds to walk over whilst on fire. Ethan  

fires a few times, slowing him down momentarily until  

the car suddenly explodes and the blast knocks Jack  

unconscious to the floor. 

 

His car is a write-off and the rest of the garage is a mess with boxes and broken shelf racks 

everywhere. To his left is a work bench and a ladder leading up to the upper level. But as he 

starts to climb, a horribly burned Jack grabs hold of Ethan’s hand and directs his gun towards 

his own chin. He wants Ethan’s full attention as he is about to see something wonderful. He 

then puts the gun in his own mouth and makes Ethan pull the trigger. The resulting blast blows 

half of Jack’s head away and he falls to the ground in a rapidly spreading pool of blood.  

 

Disgusted, Ethan quickly climbs up the ladder and emerges into a small alcove used for 

storage. On a shelf rack he finds a picture with a metal statuette of a headless ox. He is able to 

remove it by twisting a pin on the back and wonders if it will unlock the double doors in the 

hallway. From here he is able to move the shelf rack aside and drop back down onto the other 

side of the shutter, enabling to get back inside the house. From here, he makes his way around 

the passageway and inserts the oxen statuette to unlock the doors. 

 

He is now in the spacious main hall at the centre  

of the main house. Directly above is a second  

floor balcony supported by two pillars connected  

to twin staircases for either side. To his  

immediate left is a small table with books  

stacked up. A nodding doll toy is making a noise  

on here and someone has left behind a note  

saying ‘shoot me, shoot me’. On the wall directly  

above is a painting of the picturesque Arklay  

Mountains in the Mid-West. It is dated July 7,  

1991. He rummages through a nearby wardrobe  

and some drawers to find some gunpowder that may come in handy later on. Leaning in the 

corner is a folded-up fireguard. More pictures and paintings decorate the blue walls and like 

the rest of the house, the floor is covered in rubbish and old papers. 
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He heads for the back door but before he can reach it, another phone rings on a table nearby. 

It is Zoe again and she wants to know if her daddy gave him a hard time. Ethan cannot believe 

Jack is her father and she seems sad when she says he used to be. Ethan apologises and insists 

he is dead now but this seems to perk Zoe up and she wonders if he may actually be able to 

pull this off. There is something she needs him to do but she cannot explain it right now. He 

needs some sort of keys to do it but for now he needs to focus on getting out of the house, then 

she will be in touch again.  

 

After putting the phone down, Ethan begins to  

explore his surroundings. A white, flowery sofa sits  

next to the back door beside a coat stand. The  

door is locked and requires three dog-head reliefs  

to open. Through the glass windows he can see a  

yard outside. Back in the room some patio doors  

have been bound with rope and sealed up. A  

wooden door leading into the east wing is locked  

and decorated with a scorpion motif. Another  

grandfather clock ticks against the wall and beyond  

that is a table stuffed with notebooks and old  

newspapers. A newspaper dated January 19th 2016 has a headline written by journalist and 

Raccoon City survivor Alyssa Ashcroft concerning over 20 people reported missing in two 

years in South Louisiana. Although the article is a year and a half old, it reveals police are 

searching for a missing college student from North Carolina named Helen Midkiff. They 

suspect foul play and believe all the incidents are connected. Ethan can now see why. An 

alcove under the western stairs has a curious antique projector shining its light on a painting on 

the wall entitled ‘Sky Hunter’. There is a wooden plinth in front of the projector for an item to 

rest but there is nothing here now. Sky Hunter is a hawk chasing down a wolf but the bird itself 

is missing from the painting and only its outline remains. It is clearly some kind of puzzle. 

 

Back in the hall a cupboard under the stairs  

contains junk, boxes, some rolled up carpet and  

cleaning products. At the foot of the stairs is a  

wicker basket with some umbrellas and boots and  

shoes belonging to various members of the family.  

A small room here has white walls with wooden  

panels featuring a bronze bust of an old civil war  

soldier. To Ethan’s delight he is actually holding a  

real-working shotgun but when he removes it the  

door swings shut and locks behind him. It is  

another puzzle and he has no choice but to put the  

weapon back in place if he wants to get out. Turning back to the hall he now faces the eastern 

stairs, underneath which are the double doors he originally came through. Directly ahead in 

the centre of the room is a circular wooden table with some chairs and a sofa dragged around 

it. A table lamp illuminates the scene and casts ghostly shadows on the wall from a portable fan 

that spins around constantly. The table is full of clutter with beer bottles, cups, a cigarette tray, 

and a plate of rotting fruit. A recent piece of toast has also been left behind. 

 

With all the doors down here locked, Ethan decides to head upstairs and check out the upper 

floor. He heads up the eastern stairs and passes more landscape paintings on the wall of lush 

country views and a woman in traditional dress. A chest of drawers on the landing has its 
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uppermost drawer ajar and inside he finds a black and white photo of a pretty, young girl. On 

the back an inscription reads: ‘Eveline, May 2, 2014.’ A door further down is locked and this 

one is decorated with a snake motif. Beyond the door is a painting of a blonde-haired girl 

holding a black cat in a golden frame and a bookshelf containing an ornamental clock, some 

American football memorabilia, and numerous books. These books cover a range of topics 

from wartime journalism, to murder mystery, to titles about how to keep the home beautiful. 

Backtracking, Ethan crosses the balustrade to the other side by the west wing stairs and gets a 

shock when he spots Eveline sat in her wheelchair in the corner. Again, she doesn’t speak but 

her gaze follows Ethan around the room and he wonders how she got up here. A single door 

near where she sits permits access into another hallway. 

 

He is now in a brightly-lit second-floor passage  

with wooden floorboards and mustard-painted  

walls. Directly ahead is a beautiful picture on the  

wall of people gathering for spring harvest and  

underneath is a wooden cabinet with an  

American football helmet and ball on display,  

prompting Ethan to ponder if football is Jack’s  

hobby. A light breeze comes from his right and  

he walks down to find himself on a veranda  

looking down into the back garden. He can see  

numerous trees and also a static caravan.  

Suddenly a light catches his attention and he  

spots Marguerite walk past holding onto a swaying lantern with moths dancing around it. She 

cannot see him from up here and seems preoccupied with looking for someone else. She 

mutters to herself about ‘opening her home’, and ‘manners’ and ‘not understanding’. Ethan 

watches her disappear into the thicket and wonders what she could be up to.  

 

21:28PM: 

At that precise moment whilst Ethan explores the second  

floor of the main house, Mia finds herself in the garden  

having escaped the Baker’s clutches. She is aware  

Marguerite is after her and she has found a handheld  

video camera to record a message to Ethan before Eveline  

takes hold of her mind again. She presses the record  

button and holds it up to her face. She tells Ethan that  

should he find this tape, she understands she cannot  

expect anything from him given what she did to him back  

in the guest house. But she needs him to know that it  

wasn’t her. She cannot explain what happened, but there  

is so much that he needs to know.  

 

Suddenly she is cut off by a voice behind her. The camera spins to reveal Marguerite coming 

down the path with her lantern. She laughs and suggests Mia has given them all quite a scare. 

Mia panics and pushes open some iron gates directly ahead, she cannot let Marguerite catch 

her again and now finds herself on a rickety wooden bridge crossing over a swamp. The sides 

of the bridge are covered in mesh and somewhat disturbingly, numerous plastic dolls have 

been tied up and the whole area is illuminated with numerous candles. Directly ahead is the 

old house, the original part of the Baker estate that was constructed 215 years ago. With 

Marguerite not far behind, Mia pushes opens the wooden doors and heads inside. 
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The interior is in a poor state of repair having suffered extensive damage from the recent 

storms. The ceiling has collapsed in places and the wooden foundations are visible behind 

ripped wallpaper and broken plasterboard. The wooden floor has collapsed and the murky 

marsh and swamp waters can be seen swilling underneath. Over-spilling wax candles have been 

perched on rusting oil barrels to provide a little illumination. The whole place creaks and 

moans and Mia gets the distinct impression she is being watched. There is an open door to her 

right but as she approaches it seems to close and lock of its own accord as someone or 

something on the other side clearly doesn’t want her to go this way.  

 

Mia backtracks and heads towards a few bent  

metal cages and packing crates with more  

candles. She is completely cut off from the  

other side of the room because of the collapsed  

floor. She looks down at the dark water lapping  

gently underneath the house and does a double  

take when she looks up to see a vision of  

Eveline on the other side. It is the original  

Eveline, in her 10-year old guise and a  

hallucination to suggest Mia is still stuck in the  

second stage of the infection. She calls over to  

Mia, referring to her as mommy and giggles  

before disappearing. But because Mia is still  

currently suffering from memory loss thanks to her 3-year manipulation and unstable 

connection to the girl, she cannot recall who Eveline is at this time. 

 

A door to her right leads to another dusty old room that has all but been taken over by some 

kind of insect hive. The room is full of cluttered junk including discarded furniture, boxes and 

old television sets. Candles have been lit all over but as Mia approaches they wink out one by 

one, as if controlled by some external ghostly presence. Frightened, Mia quickly heads for the 

door on the far side and heads into the next area. 

 

She is now in a small L-shaped corridor with mottled red  

wallpaper and filth-encrusted windows. There is a door to her  

right and a large crate with an unlit brass candlestick. As she  

moves down and glances around the corner to the left, she can  

see it ends at a door. More pictures are on the walls and more  

candles give off a deceptively calming aura. Suddenly she hears  

Marguerite’s voice and the door begins to open. Quickly, Mia  

ducks round the corner out of sight and hides behind the crate.  

The door creaks and she can soon hear Marguerite  

approaching and muttering to herself that she is becoming sick  

and tired of Mia’s bullshit. As she cowers and tries to keep  

silent, Marguerite wonders to herself why Mia would put her  

through this when all she has done was open her home and  

feed her? Soon she is stood on the other side of the crate and  

her lantern casts a grotesque silhouette off the wall that contorts and twists. After a moment’s 

pause, Marguerite pushes open the door directly ahead and wanders into the next room, 

complaining that she doesn’t understand Mia at all, this is a gift… When the coast is clear, Mia 

tiptoes down the opposite side of the corridor and through the door at the far end. 
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She is now inside a large room full of junk and wooden partitions. There is another of the 

vintage wooden projectors in here illuminating a section of the wall with a powerful light. But 

before she can explore, she picks up the sound of Marguerite’s voice again. She is heading 

back this way and is muttering something about how old this house is and how it has seen more 

than Mia can imagine, and it knows everything. She wants to know if Mia just doesn’t 

understand or is it that she just doesn’t care? 

 

Mia quickly runs through an opposite door and  

emerges outside on the balcony overlooking the  

swamp. She hides around the corner and peers  

through the wooden window slats as Marguerite  

comes into the room looking for her. She watches  

her probing every corner with her lantern and  

listens as she reveals that she knows Mia and Zoe  

are plotting together and she knows exactly what  

they want to do with that boy Ethan. After a few  

moments, she turns to leave when suddenly a loud  

bang makes her stop and turn around again. Mia  

silently prays for Marguerite not to come this way and freezes when she does. The Baker 

matriarch steps out onto the balcony and if she chooses to head to her right, she will discover 

Mia cowering around the corner. But in a stroke of good fortune she decides to head the 

opposite way. Mia mulls over making a run for it but eventually decides to stay and this 

decision pays off when a frustrated Marguerite decides to back track and leave the room. 

Angry, she promises Mia she will feed her to her babies and fertilise the garden with the 

remains. She stamps her feet and walks off, denouncing that her family have opened their 

home and their hearts, and all Mia does is throw it back in their faces. 

 

Once Marguerite has gone, Mia gets up and  

moves on. There is a bin and a pile of rubbish  

bags by the fence and laying on top is a crudely  

constructed flamethrower, however, it is only  

half complete and unusable, so she doesn’t take  

it with her. The other side of the balcony just  

has some barrels and old planks of wood so she  

heads back inside to examine the projector. It is  

illuminating a painting on the wall entitled  

‘Venomous Predator’ which depicts a spider  

catching a fly in its web. But like the Sky  
Hunter picture in the main house, only the outline of the spider remains with the rest of the 

detail missing. On a wooden plinth in front of the projector is a strange object and when she 

picks it up it casts a large shadow on the wall. She realises this is a puzzle and she rotates and 

manipulates the object in the light of the projector to match the outline of the spider on the 

wall. When she has it exactly right this burns an image of the spider onto the wall and triggers a 

mechanism revealing a secret passageway behind the painting. The gap is extremely narrow, 

but she is able to squeeze through and can see through holes in the wood that she is crossing 

through the main room with the large hole in the floor. Soon she emerges onto the other side 

where she saw the vision of Eveline. 

 

This side of the room has more junk and wooden pallets stacked up. An old radiator hugs the 

wall but before Mia can investigate further, she hears Marguerite again. She is directly ahead so 
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she quickly dashes forward and hides behind the boxes and pallets. Marguerite knows she is 

close and insists that Eveline wants them all to be close and to be a family. All Mia has to do is 

accept her fucking gift! She explains that the Baker’s all love her and is frustrated Mia cannot 

understand that. She demands that Mia embrace them all. But instead Mia keeps silent and 

watches as Marguerite wanders past the pile of boxes, rambling about ‘known unknowns here’ 
and Mia ‘not paying fucking attention’. With her back turned, Mia quickly backs away towards 

the other side of the room. Marguerite screams again; ‘Little Evie won’t put up with your shit 
forever, bitch!’ She suddenly struggles as if something is invading her mind and she rapidly 

shakes her head before deciding she is through playing games.  

 

Suddenly, she spins round and spots Mia on  

the opposite side of the room. She screams  

and comes running over only for Mia to dive  

down through a hole in the floor and  

disappear into the foundations of the old  

house. Marguerite screams that Mia will not  

dare to try and escape her share of the blame.  

But instead of following her down, Marguerite  

insists there is no way out for her down there  

and pulls a board over to cover the entrance,  

trapping her inside. 

 

The air is musky and luckily some candles are still burning. The brickwork all around is 

crumbling and weeds and leaves are poking through. Discarded junk includes an old 

lawnmower, some boots and plastic buckets and containers. Crawling on her hands and knees, 

Mia moves further down and spots an exit up ahead. But before she can get there it is suddenly 

sealed up from the other side. She is trapped but her sudden fear is distracted by a picture she 

finds in an old cardboard box. It is a picture of her, undated, standing beside a huge ship and 

holding hands with a little girl. Although Mia cannot remember anything, this is her and 

Eveline preparing to board the LNG Annabelle three years ago. Suddenly all the candles go 

out and Mia is left trembling in pitch blackness. Moments later a lantern suddenly flares up and 

Mia finds herself literally face to face with the twisted Baker matriarch who asks where she 

thinks she is going. Mia screams and drops her camera as she scrambles to get away. She 

pleads with Ethan to help her before Marguerite drags her away into the darkness… 

 

Meanwhile, Ethan is continuing his exploration of  

the second floor in the main house. After finding  

a door to one of the bedrooms locked with a  

snake motif, he now checks an impressive looking  

lounge that has been converted into a games  

room. There is a pool table with a couple of  

chairs piled on top, but the cloth looks to be in  

good shape and several balls and a cue are visible.  

An empty wooden cue rack is on the wall next to  

a table, chair and a wicker waste basket in the  

corner. Yellow wallpaper with vertical stripes  

complement traditional lower oak wall panelling  

and another door here is locked with a scorpion  

motif. Peering through the window laced with barb wire is a small bedroom and a shotgun 

leans against the glass. Moving on, Ethan examines bookshelves and a female mannequin 
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stands in the corner, minus its arms and head. Nearby an old note has been left behind on a 

half-moon table beside a few ornaments. 

 

“Marguerite, 
Move that piece of shit hippy we caught from the hall to the processing area.” 
-RE7: Jack’s Memo; undated. 

 

On the other side of the room is a wooden  

bar area with a couple of red, leather-topped  

bar stools. A TV on the counter is hooked  

up to a video recorder. A plate of rotting  

food sits next to a tray of discarded cigarette  

butts and a couple of bottles of wine in a  

basket. In the left corner is an old, oak  

sideboard that has seen better days and is  

full of scuff marks. Books and ornaments  

are piled up and standing front and centre is  

a large manuscript with a leather, bound  

cover. The book has no title and when he  

opens it up he finds the pages have been hollowed out to conceal a blue dog’s head relief. This 

is one of three he needs to unlock the back door down in the main hall.  

 

Feeling invigorated by the find he continues to search, checking out another wooden cabinet 

with empty boxes of tinned meat and more books including ‘Sudden Mystery’, ‘They Killed 
Him’, and ‘Creator’s Rites’. In a drawer he finds a journal written by Jack dating back to early 

October 2014 when a large hurricane swept through the area. He talks about enlisting Lucas’ 

help to reinforce the windows and shore up the roof before the storm hits. Later entries 

mention a large ship that washed up in the bayou before the diary abruptly ends. Moving on, 

this corner of the rec room has a dartboard with several wayward darts sticking in and out of 

the board and surrounding wall. A wicker basket sits underneath on a wooden table near a 

male mannequin which again is missing its head and arms. The only other exit here is a door 

beside a large, leather-backed chair that leads out onto the veranda.  

 

Ethan retraces his steps back to the second-floor  

landing and continues further down, passing  

more portraits on the wall and a small chest of  

drawers with a brightly shining lamp. Soon he  

comes to a branch with the bathroom door  

directly ahead and the passage stretching down  

to this side of the veranda and the ruined  

staircase leading back downstairs to the kitchen  

and garage area. To his immediate left is a chest  

of drawers with some old vinyl records by some  

flowers. They are titled ‘Billy King: Jazz World’  
and ‘Billy Cook: Love Session.’ Dripping water  

can be heard up ahead and Ethan pushes the door open to the bathroom. 

 

This place is a bit of an unkempt mess with plastic rubbish bags, dirty clothes and broken glass 

covering the grimy, white tiles on the floor. The bathtub is half full and water drips from the 

shower head directly above. Some of the black Mold has taken up residence inside the tub. 
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Flies buzz around a dirty-looking toilet and cracked tiles are missing from the walls. A smashed 

mirror is on the wall above the sink and nearby shelves are cluttered with linen and cleaning 

products. Ethan examines the bathtub and drains the water to have a closer look at the mold 

colony growing inside. The water recedes and reveals a disgusting black mess of god knows 

what, but also here is a curious wooden statuette. Ethan picks it up and though it makes little 

sense right now, decides to take it with him regardless.  

 

As he prepares to leave the bathroom, he opens  

the door and literally walks into Jack who grabs  

him and hoists him off the floor via his neck.  

His body is still badly burned and disfigured,  

but his wounds are slowly healing and Ethan  

can actually see the top part of his head  

regenerating itself. Jack laughs and admits such  

a sight is ‘a hell of a thing and sure beats the  

shit out of dying.’ He grins and throws Ethan  

over the bath where he collides with the cabinet  

on the other side. Jack is now armed with a  

roller he has customised by hammering dozens  

of nails through it to form a mace. He explains  

that his little girl has given them all a gift, and this gift is with him always. As he can see, the 

family is only part of her gift, which in a word means Ethan is fucked. Ethan gets up and 

quickly runs out of the bathroom. Jack is in hot pursuit as he ducks back into the games room. 

 

Another game of cat and mouse ensues as Ethan hides around the various rooms of the house, 

with Jack promising to find and kill him. Ethan eventually subdues Baker by blowing three 

holes in his head from close range. His body spams and shakes before he drops to the floor 

immobile. Although blood pools from the fresh bullet wounds in his head, his body has 

completely regenerated from the horrific burns he suffered earlier. Suddenly, Jack opens his 

eyes and gets up, believing that he dozed off there for a minute. Ethan takes off and hides 

again, hearing Jack call out his name every now and again with his insane voice. Clearly he is 

relishing the chase.  

 

At one point Ethan finds himself hiding in the  

alcove under the west wing stairs by the Sky  

Hunter painting. He still has the wooden  

statuette he took from the bathroom and  

when he is confident Jack is far enough away,  

he manipulates the statue in the light from the  

projector to roughly match the outline of the  

hawk on the painting. When it is close  

enough, the image is burned onto the picture  

and this triggers a release mechanism to reveal  

a secret tunnel built into the wall. Ethan  

wonders who builds this shit and begins to  

shimmy down the tight space, smelling the wooden rafters up close and getting a face full of 

cobwebs. He can hear a draught whistling in here just as a door is kicked open from 

somewhere behind and he hears Jack telling him not to worry as he is still here. 

 

Ethan emerges out the other side into a room filled with stuffed animals. A table lamp has been 
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knocked over and shines on a mottled red rug near a couple of empty picture frames. Down a 

few stairs is a beautiful stuffed stag and other examples of taxidermy are present with a bird 

hanging down from the ceiling and a bull’s head mounted on the wall above an attractive stone 

fireplace. A bear skin rug is draped on the wooden floor next to a blue chair and a white sofa 

covered in mould. A fridge is full of Dulvey beer bottles and a locked door leading to a 

storeroom has a two headed crow nailed to it. Through the tiny windows Ethan can make out 

some sort of weapon lying on a chair on the other side. At the back of the room is a small, 

darkened alcove with a dirty-looking toilet. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

A single door leads into the next room where a lantern shines brightly on a table. Shelves 

contain wilting flowers, books, and a bull’s skull. An orange tin on the opposite shelf rack 

contains dozens of writhing maggots. Plastered to the walls are pictures and personal 

information of numerous individuals and Ethan surmises these must be all the people the 

Bakers have captured over the last several years. Opposite is a white board depicting what 

looks like a child’s drawing. It has a house and a woman with black hair surrounded by 

butterflies. The word ‘Mia’ is written next to the woman. Also pinned to the board is a list 

describing more recent victims. On June 14 a vacationing husband and wife were caught. It 

mentions something about the husband being a ‘success’ and that he was ‘the 12
th
’. The wife 

was disposed of. On July 7 three college girls were taken, but allegedly they were all rotten and 

Lucas Baker is described as ‘a damn idiot.’ Finally, on August 13 a homeless man was taken 

and ‘turned in 3 days’, making him ‘the 13
th
.’ On the back of the note is a close up picture of a 

Molded’s face. This is what these people have been turned into.  

 

The only door out of this place is covered in more of the strange black mold and Ethan can see 

it is starting to gather in places across the ceiling as well. Stepping through the door he emerges 

into a dark storeroom full of shelf racks filled with cardboard boxes and old televisions. The 

mold has spread extensively through here and the walls are almost black. This is not normal 

and definitely some kind of infestation. The black, treacle-like stalks spread out and invade the 

green-painted walls like a cancer, and Ethan gets the shock of his life when a section of the wall 

begins to squelch and contort. He can only stare in simultaneous disbelief and horror as a 

vaguely humanoid figure begins to peel itself off the wall and come at him. It is black, with no 

discernible eyes yet it has a face full of sharp teeth. This is a Molded and Ethan backs away,  

Firing several shots until it eventually squelches and dissolves into a mass of sludge on the floor. 
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Not wanting to stick around, he opens the door opposite and emerges into a brightly lit 

corridor. There is more mold by the door including a thick column spreading from floor to 

ceiling near a wooden bookcase. On the yellow-painted wall is a painting of an elderly scholar 

leering down at him, as if Ethan has just interrupted his reading. Thankfully the further he 

walks down the corridor the more the mold recedes until it stops completely. A door at the 

end has a scorpion motif and is locked so he heads down a side passage to the right, passing 

stairs that lead down to the basement.  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

A nearby door takes him into a small study full of more furniture and bookcases. A vinyl 

record player sits atop a dresser next to a dried tree and a writing desk with more books and a 

retro tape recorder. In the drawers he finds an old letter addressed to someone named 

Courtney. It seems the author, a man named Travis, was in a similar predicament to the one 

Ethan presently finds himself in and was looking for the three dog head reliefs to escape the 

house. One of them is apparently being kept in the dissection room underground. Travis goes 

on to explain that there is something wrong with him and puts it down to the food the Bakers 

made him eat. He plans to get the shotgun from the rec room and get his revenge on the 

family. Intrigued, Ethan wonders what became of Travis as he prepares to explore the 

basement. 

 

 A sense of foreboding sweeps across Ethan as he  

descends down the wooden staircase. A light  

above the basement door shines brightly and the  

floor at the bottom is made of stone and cracked  

in several places. Pushing the door open, Ethan  

is dismayed to find the walls around him are now  

seeping with more of the organic black growth.  

Tendrils of the black mold lick their way up the  

walls and hang down from the ceiling like  

nightmarish stalactites. It seems to have seeped  

out from the ventilation system and spread from  

there. A heavy iron door to the right is locked  

from the other side so Ethan has no choice but to proceed the other way, heading down the 

dank passageway and trying not to focus on the grotesque squelching sounds all around him. 



         

2655 
 

There are several lights in here, but their illumination gets dimmer the further he ventures 

down. As soon as he turns the next corner, he runs into another of the Molded creatures, but 

he keeps calm and several awkward shots later it is reduced to a pile of mush on the floor. 

 

Moving on, he soon comes to an unlocked  

door leading to the incinerator room.  

Another Molded awaits but Ethan is equal  

to it. There are six individual incinerators  

in here and a few gurneys with human  

shaped packages sealed up in tarp. A  

rusted table has a metal tray with an old  

saw and there are rubbish bags and  

cleaning materials everywhere. A note has  

been taped to the wall above a grimy  

looking porcelain sink. It is addressed to  

Lucas and suggests the guy who kept trying  

to escape has been caught and locked up in the leftmost incinerator. He is to be taken out 

when ready. The key to opening the door is ‘3 a’s and a handprint’. He can do as he pleases 

with the girl. Ethan shudders and concludes they must be talking about Travis and Courtney.  

 

He turns to examine the incinerator and finds the leftmost one has Travis’ name on and is 

tightly locked. The next one is labelled ‘Lara’ and is unlocked, although the slab inside is 

empty. The next is labelled ‘Craig’ and has a red handprint above the door. The next is 

William, then Shaun, and the final one is unmarked, but when he opens it up a label for 

Tamara is inside. Ethan ponders what the puzzle is to open up Travis’ slab for his is the only 

one still locked up. After several minutes’ experimentation, Ethan concludes 3 a’s and a 

handprint is TAmAmrA so he opens up that door followed by Craig’s with the handprint. This 

seems to do the trick and a loud clanging sound pops open Travis’ drawer and cold steam 

pours from within. Ethan pulls the door open to find a Molded lying on the slab. Travis has 

been turned into one of these things and before Ethan can react, the black monstrosity 

suddenly leaps up to attack. This one seems slightly stronger than the others Ethan has 

encountered so far and it takes a significant slice of his ammunition to kill it. Peering down at 

the body its left arms have mutated into a large scythe-like blade. But the endeavour was worth 

it as lying on the now vacant slab is a key for the dissection room.  

 

Moving back into the corridor, Ethan continues  

onwards, passing a locked door labelled  

‘Workshop’ and following the pipes that run  

down the ceiling above the mesh covering. The  

way ahead is soon blocked by a green partition  

but a door on the left leads into a large  

bathroom. This place is completely covered in  

thick globules of the mold, although the  

remnants of the tiled walls, showers and several  

bathtubs can still be seen. A light in the corner  

illuminates a small set of stairs but as Ethan  

heads up another Molded seeps out of the  

brickwork. Ethan manages to evade it and  

moves through the next door into the machine room. In here two large, yellow generators chug 

and spew steam as they provide power and heat to the whole estate. The Mold is prevalent in 
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here and all the instrument panels and junction boxes are covered with it. Soon several 

creatures begin to form as they sense Ethan’s presence, so he quickly runs on and uses the 

dissection room key to unlock the door on the other side. Once through he closes it shut 

behind him and realises the Molded do not possess the intelligence to open doors and follow. 

 

He is now in a storeroom split into two thanks to  

several rows of shelves full of clutter and boxes.  

He can see a door on the other side and the  

gruesome corpse of David Anderson hanging via  

a meat hook on the wall. To his delight, he spots  

one of the dog head reliefs on the shelf but as he  

moves forwards, Jack appears on the other side  

and scoops it up first. He hasn’t spotted Ethan  

and is muttering to himself about how he was  

going to be Eveline’s father but now she says  

‘he’ will be her father instead – meaning Ethan.  

Jack is not best pleased about this and promises  

he will find Ethan and make him suffer. He  

looks at the rapidly decomposing corpse of Anderson on the wall and believes the dead officer 

can help him do it. With that, Jack leaves the room. Unbeknownst to Ethan at this time, 

Eveline has now chosen him to be her new daddy, with Mia as her mommy, meaning Jack and 

Marguerite are of no further use to her. Because of this, she has lifted the restrictions on their 

infection, meaning they will now progress to the third stage where the Mutamycete inside their 

bodies will start spreading again and eventually take over every cell in their bodies. This means 

their regenerative powers will no longer work in the same way and the more damage their 

bodies take means they will eventually lose their human forms altogether.  

 

Ethan moves on, past an old sink and down stone steps where a bright light fizzes overhead. 

There are more shelf racks down here amidst rubbish bags, breeze blocks, and a sweeping 

brush. A set of heavily rusted double doors leads into the main morgue. A large room up 

ahead is surrounded with bars and inside Ethan can see hanging bodies wrapped in tarp and 

suspended from the ceiling via chains. The door inside is locked from the other side so instead 

he heads up an adjacent set of rusted stairs. A door to his right takes him into the other side of 

the storeroom he was in earlier, and where Jack was only moments ago. A bright lamp on the 

floor illuminates the grizzly form of Anderson and another body is wrapped in tarp not far 

away. A slaughtered pig with its innards removed has been discarded on the floor. 

 

Stepping back outside, Ethan spots dried blood on  

the walls and fans spinning on the ceiling to  

provide ventilation. This place must have been  

used for slaughtering cattle in its day. Peering over  

the railing, some stairs lead down to another door  

marked with a snake motif. There are also some  

refrigeration units and a pile of slaughtered pigs.  

Turning his attention the other way he looks down  

at the caged pit below and spots the red dog relief  

attached to a chain and picks it up. But this was  

the obvious lure Jack Baker was waiting for and he  

appears behind and grabs Ethan before kicking  

him off the edge of the platform and falling back 
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down to the lower level. Jack jumps after him and insists Ethan won’t get away this time. He is 

now armed with an axe and comes at him with renewed purpose. Ethan realises he is trapped 

in a cage and cannot get away. He tries to distract Jack by pushing the hanging corpses and 

barging them in his way, causing him to stumble. He fires the last of his handgun ammunition, 

but this only seems to tickle his assailant, prompting Jack to wonder if Ethan really knows how 

to use a gun.  

 

Soon Jack begins to laugh and turns to walk  

away, pulling aside some mesh covering and  

removing an absurdly large pair of  

mechanical shears that have been used to  

dissect a nearby body. Jack thinks this is  

‘groovy’ in reference to the Evil Dead  

movie, but Ethan insists it is definitely not  

groovy. Jack swipes and the shears bite with  

ferocity as Ethan desperately ducks and  

dives out of the way. He notices the nearby  

corpse on a gurney has a chainsaw laying on  

top so he quickly grabs it and fires up the  

engine. Jack relishes the competition and insists that is just the ticket. Both men clash and their 

weapons come together in a shower of sparks. They face off and circle each other for several 

moments until Ethan kicks one of the body bags at Jack, making him stumble back long 

enough for him to get a blow with his chainsaw. The buzzing steel connects with Jack’s head 

and cuts deeply down the middle of his skull. Jack screams and eventually collapses to the floor 

as a huge, tumour-like growth bursts from his back. Ethan slices into it before Jack recovers. 

Now he insists Ethan is really going to get it and comes charging forward again, chopping with 

the shears and coming within a whisker of decapitating his target.  

 

They go again, sparks flying and blood  

spraying as Ethan gets another blow in. Jack  

screams and bellows that he will die and asks  

Ethan if he really thinks he is Eveline’s daddy.  

He cottons onto Ethan’s tactics and begins  

chopping down all the body bags before  

resorting to charging attacks. Ethan manages  

to catch him again and when the large tumour  

reappears, he slabs the chainsaw right into it  

and cuts it away from within. Jack screeches  

and promises Ethan will die in this place  

before his upper body explodes completely.  

Ethan watches aghast as Jack’s legs get up and  

start to walk away of their own accord before eventually collapsing to the floor and spilling 

bloody entrails everywhere. Ethan asks him to do him a favour and stay dead this time.  

 

Wanting to escape this place, he uses the chainsaw on the metal beam blocking the door and 

manages to get out, although the chainsaw is ruined in the process and he is forced to leave it 

behind. He backtracks through the basement area until he reaches the corridor with the locked 

workshop door. Heading the opposite way, he pulls aside the green partition and finds another 

room with shelving units and sacks of cement. The concrete walls have been half painted white 

and a roller and some paint lay discarded near a stepladder nearby. There is a door to his right 
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that unlocks from this side to provide a shortcut back to the basement entrance. But ignoring it 

for a moment, he picks up a map of the basement from the shelf and walks through a knocked-

through wall into another storage area.  

 

In here, green foam tiles have been laid along the floor though it is unfinished, and several tiles 

are loose to expose the bare concrete below. Fresh blood stains the floor and there are several 

metal cages containing sacks of bloodied meat and likely human remains. Dirty metal sink 

units are at the back of the room and a ventilation fan blows cool air inside. On a rusted table 

Ethan finds the scorpion key protruding out of a sack of meat and in a refrigerator on the back 

wall there is a lock pick. A corridor leading out of here moves down a level but ends at a 

locked snake key door. If he has his bearings right then unlocking this should lead back to the 

morgue. With the second dog relief and now the scorpion key in his possession, Ethan decides 

to backtrack and return upstairs into the main house. 

 

But when he reaches the stairs, he hears a  

curious sound. A woman is humming the tune  

to ‘Go tell Aunt Rhody’; a traditional American  

folk song by Burl Ives. As Ethan creeps to the  

top and peers round the corner he finds the old  

woman sat in the corridor in her wheelchair.  

She stops whistling and slowly turns her head to  

face him but like always, she says nothing. He  

slips past her and uses the scorpion key to  

unlock the door at the end of the passage. This  

takes him back into the main hall. From here  

he slots the second dog relief into place, leaving  

him with just one more to find. His next port of call is to head upstairs to the games room and 

unlock the door to grandma’s bedroom using the scorpion key.  

 

Inside is a cosy little room with a single bed and several dusty old mats draped across the 

wooden floor. The room is furnished and there is also an ironing board and a rocking chair. A 

dresser has an unlit candlestick and a pile of books on it. Inside the drawer he finds an old 

letter addressed to Marguerite from her doctor. It seems she visited several years back 

complaining of experiencing hallucinations and hearing noises and that x-rays revealed a 

fungus-like growth in her cranium. It could be a fungal parasite and Dr. Crawford Lang from 

Dulvey General Hospital recommended she return to hospital as soon as possible and undergo 

further tests. Further down near a wooden vanity table with a cracked mirror, Ethan finds the 

lower half of a pair of false teeth in one of the drawers. There is also a note left behind that 

may prove useful. 

 

“I’m tired of chasing all these shitheads  
around the yard.  
The next time one of our guests runs away,  
hide the dog head reliefs so they can’t get  
out of the house. 
Let’s hide them like this: 

-Living room grandfather clock 
-The book in the recreation room 

-The dissection room in the basement” 
-RE7: Memo about Relief; undated. 
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The only outstanding relief is the one inside the living room grandfather clock and Ethan 

remembers it was missing its pendulum. Before leaving, he claims his real prize and picks up 

the shotgun, only to be quickly dismayed to find it broken. However, he hits upon a brainwave 

to swap it with the one held by the civil war soldier bust in the main hall. He quickly returns 

downstairs to try it and is soon in possession of a working pump-action M37 shotgun, a hybrid 

of a traditional Remington with an Ithaca 37 forend. Before leaving the main hall, he takes the 

time to examine the grandfather clock playing a hunch based on the information he found in 

the memo upstairs. He notices the pendulum has ‘living room’ etched onto it so he carefully 

removes it. Quickly returning all the way back via the kitchen and dining room, he attaches the 

pendulum to the clock and therefore setting it back in its rightful place. The clock chimes and 

the pendulum retracts on a small chain to reveal the white dog’s head relief in its place. Ethan 

gladly takes it and now finally he can escape from this place. Quickly, he returns to the main 

hall to unlock the back door… 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

It is such a relief for Ethan to be back outside and he takes a moment for the cool, refreshing 

night air to hit his face. A slight wind blows and chirping nocturnal wildlife can be heard in the 

undergrowth amidst the swaying trees. He steps away from the grand old house, admiring its 

beauty with the numerous lanterns, dreamcatchers and wind chimes hanging down. A small 

balcony runs down the back of the house parallel to the veranda above and an old swing sways 

gently to and fro. He makes his way down through the muddy, overgrown grass and heads for 

the bright light illuminating the caravan. There is another large building to the right with some 

flashing lights, but the entrance is locked and requires two different key cards to get inside. 

Flies and moths buzz around the light outside the caravan and illuminates a plastic chair with 

some newspapers and moss-ridden flowerpots. 

 

The interior of the caravan radiates a calming  

atmosphere in contrast to the rest of the estate,  

with several lamps reflecting an inviting glow  

off the wooden interior panelling. There is a  

toilet stall and bed with a brightly patterned  

quilt. A broken handgun lays on here. A  

storage trunk is in the corner next to a large  

lamp, some rolled up carpet and some flowers.  

A chest of drawers holds more Dulvey beer  

bottles, a tape recorder and some books. A  

wardrobe reveals a filled laundry basket and a 

woman’s bra on a coat hanger, leaving Ethan 
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wondering if Zoe has been living in here. A wooden worktop has another black phone and an 

antique desk lamp. Several birdcages hang here, and a fridge has magnets and post-it notes 

plastered all over it. The inside of the fridge contains fresh food and is generally hygienic, again 

a stark contrast to the main house. Some fairy lights on the wall wink and dazzle, illuminating a 

noticeboard where Zoe has scribbled down a note. 

 

“My body’s feeling weirder and weirder. Soon I’ll become  
like mom and dad.  
It’s all her fault. 
Should I run? 
No, I can’t. I’m dead if she finds out. 
That woman she was with, Mia, she knows something. If I  
had the serum I could cure myself. 
I have to find out more.” 
-RE7: Zoe’s Investigation Notes; undated. 

 

A table and chairs in the corner by the window are full of clutter and a fan spews cool air down 

upon them. Lying on the green patchwork is a black and white photo of the Baker family taken 

in happier days from some time ago. On the back someone has written ‘It’s too late for them’. 
On the other side is a TV and kitchen units, sink and an oven, all covered with multi-coloured 

post-it notes with various memos and scribbles. This place feels safe, but Ethan knows he 

cannot stay here. As he turns to leave, the phone rings and Zoe provides an update. She is 

impressed he is still alive and concedes he is the first person to ever make it this far. Ethan asks 

what she wants him to do next and whether it will help him get out of this place. She promises 

it will and tells him to listen carefully, explaining that the bodies of her and her family have all 

been contaminated. She cannot leave the property unless she gets it out, and the same goes for 

Mia. Ethan asks if there is any way to get it out and Zoe believes that there is a serum and it 

should clear whatever the infection out of the body, so long as you are not too far gone. He 

asks where to find it but she doesn’t know, conceding she’d already be long gone if she did. But 

she also says she has a feeling her mother has hidden some inside the old house somewhere. 

Ethan is determined to find this serum then he and Mia can both leave safely. Zoe confirms, 

and says she can leave too. The old house is near the water and he cannot miss it. She just 

hopes Ethan can handle her mother and tells him to be careful as they will all be looking for 

him. She hangs up and Ethan takes in the calming atmosphere of the caravan for a few more 

moments before steeling himself and venturing back outside. 

 

The wind has picked up a little and whistles  

throughout the estate causing the wooden  

structures to bang and rattle. He follows the light  

down an overgrown path and comes to some  

fence posts. Amidst the thicket of the trees he can  

see the old house on the other side of the swamp  

and works his way down towards it. He soon ends  

up at a forked, wrought iron gate that he pushes  

open and makes the hinges groan loudly in  

frustration. Ahead is a wooden bridge passing  

directly over the murky swamp water beneath.  

Trees and vines protrude from its depths and the  

sounds of various amphibians can be heard but not seen close by. The wooden bridge creaks 

and each side is covered in mesh fencing. Both sides are decorated with plastic dolls and 
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illuminated in wax candlelight. It is a creepy sight and Ethan can only assume this must be 

Marguerite’s work. Soon he reaches the other side and is able to enter the dilapidated old 

house. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

The inside is a mess, with half the floor collapsed to expose the water underneath. The walls 

have all rotted and torn, damp wallpaper hangs down in rags. A single light bulb sways in the 

breeze and the rest of the large room is illuminated by candlelight. There are some old cages 

and stacks of papers bound in string. Here he finds a schematic to craft a crude flamethrower. 

The ceiling is covered in insect larvae and a large sack hangs down to suggest some kind of 

cocoon or hive. It has been infected by the Mutamycete. An old painting on the wall identifies 

the old house as being over 200 years old. Ethan has the option of going left or right and opts 

to choose the door on the right. The room beyond is an old storeroom which again is full of 

clutter and lit only be candlelight. However, he does not get far when he is forced back out by a 

swarm of insects that bite and scratch at his skin. Ethan closes the door to shut them inside and 

decides to try another way. He walks over to where the floor has collapsed, and the peat-ridden 

water can be seen swirling around below. Some more candles on the floor illuminate a door to 

his right. 

 

He pushes it open only to hear more incessant  

buzzing of a nearby insect hive. There are  

several nests in the room, growing from the  

ceiling and old furniture. They pulse grotesquely  

in the brief light provided by the candles. On the  

wall someone has written ‘She’s upstairs. Don’t  
go up’, but someone has crossed out the word  

‘don’t’. Ethan has to get past the insects if he  

wants to progress and begins to move cautiously  

forward, trying not to focus on the unusually  

large roaches and wasps crawling up and down  

the walls. However, the bugs soon come for him and he decides to cover his face and make a 

run for it. He gets several stings for his trouble but manages to run past a stack of old television 

sets and reach the door opposite. His hands are covered in bumps and welts but he is okay.  
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He is now in a dimly lit corridor with red wallpaper and numerous paintings hanging. There is 

a crate with an unlit candlestick on top and just beyond is a door to the right. To the left the 

passage extends down some ten yards before ending at another door. There are loose planks of 

wood all over and several vacant picture frames lean against the walls. Ethan decides to take the 

door nearest to him which leads into an old dining room. The ceiling has partially collapsed in 

here and old, discarded furniture is pushed into the corner. A check inside an old wardrobe 

reveals some burner fuel and around the corner is a sink and some kitchen units. The top 

drawer is locked and requires a lock pick to open. A cluster of burning candles reveal the work 

surfaces to be covered in insect hides and faeces. Another large cocoon is on the ceiling but 

this one is inert. A large cabinet in the corner has numerous spiders crawling along the surface 

and is too dangerous to approach. A door to his right should take him back into the other side 

of the living room where he was chased out earlier. With this in mind, he instead takes the left-

hand door and emerges back outside on the jetty overlooking the swamp.  

 

Out here a bright lantern hangs on a gibbet and  

illuminates a gap where across the water is a  

shed. A bridge can be raised to cross it but he  

needs to find some sort of crank to operate the  

pulley. Another pulsing insect hive is gelled to  

the wooden handrails here. Ethan takes an  

offshoot to his right, crossing a narrow bridge  

with rickety handrails and slashing away at more  

of the large bugs with his pen knife. The water  

laps gently below the bridge and numerous tree  

debris float silently across. Inside this shed is  

junk and clutter. Coils of rope hang down from  

shelving units full of boxes and gardening equipment. Amongst it all he finds a burner nozzle 

which seems to make up one half of the crude flamethrower he found the plans for earlier. He 

decides to take it with him then backtracks back inside the main building. 

 

Returning to the L-shaped corridor with the  

red wallpaper, Ethan heads for the opposite  

door, passing a painting of a young girl in a  

dress and some burning candles on a  

sideboard with a white tablecloth and a vase  

of wilting flowers. The wind whistles loudly  

around the old house as he carefully pushes  

the creaking door open. He is now in the  

gallery where Mia hid from Marguerite a little  

earlier. The projector is still up and running  

but the wooden object is missing to complete  

the puzzle, meaning the secret passage in the  

wall has closed shut. Ethan examines the painting entitled ‘Venomous Predator’ and notices 

the spider motif that needs burning onto the canvas. Looking around, the gallery is in ruin with 

sections of the ceiling collapsed and the windows all potted. A set of doors lead out onto the 

jetty and amidst all the rubbish and boxes outside he finds the burner handle he is able to craft 

together with the nozzle to complete the flamethrower. A small bridge crosses over the water to 

a tool shed containing more storage and gardening equipment. Several candlesticks flicker and 

warm this place. Old books and papers wrapped in twine have dampened and become mouldy  

over time and an old hat and coat drape down from the stand. Rummaging through the shelves 
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Ethan finds an old backpack he can use to carry more items.  

 

Now that he has the flamethrower operational, he returns to the old house and makes his way 

through the various rooms, incinerating all the insect hives and clearing a path through. Whilst 

blasting a nest secreted to the old fireplace in the living room, Ethan notices the bricks at the 

back of the hearth have been removed and a secret passage leads down some stairs to the 

cellar. At the bottom he finds a small storeroom full of tools hanging from the wall.  

 

He suddenly hears a voice and is surprised to find  

Mia here and calling to him from the other side of a  

mesh fence. She is happy to see him, but Ethan  

demands she cut the bullshit. He is still angry and  

wants answers. She understands and says he is right.  

She always wanted to tell him, but she can only  

remember a little and the rest is just gone. Suddenly  

she is grabbed from behind by Lucas who appears  

from the shadows. He refers to Ethan as ‘daddy’ and  

asks if he can just borrow ‘mommy’ for a little bit and  

begins to drag Mia away. He pauses by the door and  

dares Ethan to do something rather than just stand  

there and slams the door shut as Mia screams for his help. Frustrated, there is no way to get 

through the mesh fence so he cannot follow them. Instead a quick search of the room reveals 

the stone statuette he needs to complete the puzzle in the gallery.  

 

But as he tries to return via the dining room, he is  

accosted by Marguerite who shouts at him to ‘Stay  
the fuck out’ before slamming the door in his face.  

Ethan reels back as numerous spiders appear through  

the sides of the door and swarm all over the  

splintered wood. The door is now jammed so Ethan  

takes the long way around back to the entrance and  

through the guest room. He has another run in with  

Marguerite in the adjoining corridor and she cackles  

with delight and sends swarms of bugs chasing him.  

He shelters in the dining room and hides as  

Marguerite repeats her warning for him to stay out.  

But as she stalks the halls with her lantern, Ethan  

eventually manages to get around her and return to the gallery to complete the puzzle. Soon he 

is making his way down the hidden passage and is repulsed as numerous centipedes emerge 

from the wooden rafters and crawl along the walls and over his body.  

 

Soon he reaches the other side and emerges back out into the entrance hall, albeit on the 

opposite side of the ruined floor. He looks down and can see planks of wood and crates 

floating gently in the murky waters. More dripping candles cast menacing shadows across the 

walls and wax stains permeate the rotting floorboards. Tables shoved against the wall are piled 

high with wooden boxes and an old tyre has been shoved underneath. Some stairs to the right 

lead up to a locked door with a two-headed crow motif nailed to it. A note has been pinned to 

the wall here: 

 

“Zoe, 
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You tried to sneak up to the second floor again, didn’t you?! Did you think I wouldn’t 
notice?!?! 
Even after what happened to Eveline, you just keep talking about some strange medicine. 

And what are you planning to do with my altar? 
You’d better keep those sticky fingers off of it! 
Nobody touches my sacred altar! 
You think your father and I are idiots?! You spoiled pathetic child… 
I wish youd NeVEr been born. UnforGIVably pathetic yet always lookimgDOWN on uS aNd 
trying to Leave our HOME! After EVERYthing WE’VE done for YOU… Pathetic 
PATHETICpathetic pathetic… 
If you EVER even touch my altar I’ll slice off your chest and serve it up as potroast...” 
-RE7: Marguerite’s Warning; undated. 

 

Obviously, there is something important on the other  

side of this door and he needs to find the crow key.  

He returns downstairs and further exploration reveals  

a hole in the floor leading down to the foundations.  

This is where Marguerite trapped Mia earlier.  

Amongst all the dust and fetid junk, Ethan finds a  

rusted crank attached to a pulley that he can remove.  

He returns back upstairs and uses the crank on a  

machine that winches up a makeshift bridge creating  

passage over the ruined floor to the other side. The  

bridge is all rotten and must have been installed by  

Jack as a quick fix to enable them to move around  

the ruined old house much quicker. The mechanism is attached to ropes and pulleys installed 

on the ceiling. He makes his way through the Living Room and comes across Marguerite in the 

dining room. He dashes past, gaining several insect stings for his trouble and barges out the 

back door as she shouts that she has something to show him. 

 

Ethan burns the remaining insect cocoon on the handrails of the bridge and connects the crank 

to the pulley then twists the wheel to raise the bridge. He can now cross the swamp and access 

a small potting shed which again is full of junk and an old toilet piled high with garbage bags. 

But amongst it all is a silver chest that when opened reveals the crow key. Now he can unlock 

the door to Marguerite’s altar. 

 

Unfortunately, she is waiting for him and as Ethan  

gets to the door she appears from her hiding  

place in an alcove and grabs him by the throat,  

repeating her order for him to stay out of here.  

With inhuman strength, she throws him down the  

stairs and cackles as he lands hard on the floor  

below. He can feel the rotting floorboards give  

way beneath his weight and soon they crack and  

splinter completely, revealing a small mud pit  

some eight feet below. He hangs precariously on  

the edge and looks up to see Marguerite slowly  

advancing down the stairs. Suddenly the plank Ethan is grasping gives way and he falls into the 

pit. Groaning, he can only watch as Marguerite appears above him and begins regurgitating 

insects from her mouth, telling her babies to eat well. Ethan quickly brings the shotgun up and 



         

2665 
 

fires off several blasts, tearing chunks of her face and stomach away. Marguerite reels back do 

he fires again and this time she topples down into the pit with him, her body now just a 

bloodied mess. She has lost her lantern and calls after her light, insisting it belongs to her. The 

pit quickly begins to fill with muddy water and soon Marguerite is swallowed by it as Ethan uses 

a wooden ladder to climb back out. 

 

After taking a moment to ensure she is  

definitely gone, he turns his attention back to  

the stairs and uses the crow key to unlock the  

door. On the other side is a small room and  

Marguerite’ altar is comprised of numerous  

plastic dolls hanging down from rope tied to  

the ceiling rafters. A wooden trunk sits on a  

small table near some flowers and some wax  

candles burning and emanating an ethereal  

glow. There is a painting of a little girl in a  

dress inside a golden frame on the wall and  

behind are two windows with wooden boards  

nailed across. A musky, red patterned carpet has been laid across the wooden floor. A couple 

of angel statues are by the wooden trunk and when he moves closer to investigate, his codex 

suddenly vibrates and gives off a beep. He looks at the LCD display which reads ‘Target 
Acquired’ and suddenly the trunk unlocks. Inside is the mummified remains of a small human 

infant laying on a velvet sheet and secured with wire. Side pockets have a small lamp with some 

bottles and a box marked ‘Tentsu.’ Above is some instructions but the writing has been 

partially worn away. 

 

“Regarding the  - Series serum: 
      the following items 
be able   synthesise    serum. 

1. D-Series cranial nerve 
2. D-Series peripheral nerve.” 

-RE7: Serum Documentation; undated. 

 

Ethan realises this must be it and he  

needs to recover both D-series  

component parts. As he turns away, a  

phone on a sideboard begins to ring. As  

expected it is Zoe again and she asks if he has found the serum. He hasn’t yet because he’s just 

got done dealing with her mom and all her bugs. He could have done with some prior warning, 

but Zoe just sarcastically apologises. He hasn’t found any serum, but he has found out how to 

make some; a D-Series head and an arm. He isn’t sure if that is correct, but Zoe thinks she 

may have the head round here somewhere, but she isn’t sure about the arm however. She 

wants to know if he has searched whole house and he says he still has to check the second 

floor. She tells him to get too it, and if he finds what they are looking for to meet her inside the 

caravan. 

 

After hanging up, he proceeds to move up some rickety wooden stairs to the next floor. 

Flickering light beckons him into a small room where he finds a strange looking voodoo-type 

doll lying on a wooden dressing table near some candles. A rolled-up rug stands next to a 

leather-bound wing-back chair with more candles burning on its hide. A piano sits in the corner 
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gathering dust, and nearby is an open journal belonging to Marguerite. The diary dates back to 

October 2014, only a few days after Eveline and Mia first arrived. Marguerite complains that 

her ears have been ringing and she hasn’t been able to sleep properly. She agrees with Zoe that 

there is something strange about their two visitors. Later entries talk of how she is seeing and 

hearing things that are not there and constantly feeling nauseous. She visited the hospital in 

town for an x-ray and is concerned about what is happening to her. But her tone changes 

completely in the next entry as she talks of how Eveline gave her a present and that she has 

hidden it in the secret room at the back of the second floor where no one will find it. The arm 

is a sign of the child’s trust and will lead them all to happiness. Anyone who corrupts that 

happiness will be killed.  

 

Intrigued, Ethan places the book down and  

resumes his search, however he does not get far  

when he comes across a solidly locked door.  

Examining it more closely he notices the lock is  

attached to a metallic wire stretching up to the  

ceiling and back down to a pair of golden scales.  

A lantern sits on one side, identical to the one  

Marguerite carries and with numerous moths  

flying around it. The second scale is empty and  

therefore unbalanced. He needs Marguerite’s  

lamp to balance the scales and release the lock. 

 

Returning back downstairs, he moves back to the mud pit and finds the water has drained itself 

but he can hear a strange in-human breathing sound from somewhere below. The lamp lays on 

the floor at the bottom of the pit but before he can do anything, an elongated arm reaches out 

and snatches it before disappearing out of sight down a tunnel. Ethan jumps down and catches 

a glimpse of something large and spider-like disappearing around the corner. This is 

Marguerite, mutated now that Eveline no longer has any use for her and has allowed her 

infection to progress to stage 3. Ethan doesn’t seem too perturbed by the sight and simply 

refers to it as ‘special’. There is a tunnel down here that leads underground beneath the garden.  

 

A ladder at the end takes him back to the  

surface and he emerges outside into another  

section of the garden. The wind has picked up  

and whistles through the undergrowth as  

numerous darkened trees sway in the  

blackness. A light to the left shines an iron gate  

leading back into the main yard where the  

caravan is, but instead he focuses on another  

looming building directly ahead connected to  

a large greenhouse. He climbs an old metal  

staircase draped with ivy and emerges up in  

the second floor where he can hear more  

strange sounds. Marguerite is definitely close.  

 

Nature has laid siege to this old place as dried leaves and bushes poke through holes in the 

wooden flooring. Ivy and roots tear through the old wallpaper and the stone walls are 

splintered and collapsed in several places. An offshoot to the right reveals a small room full of 

gardening equipment, herbs and flowerboxes. A light bulb squeaks as it sways ever so slightly 
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and dust permeates the musty environment. Ethan finds some more solid fuel for his burner 

and then drops down a hole to access the lower floor. 

 

Down here it is very dark with little in the way of light sources. Discarded furniture and an old 

bed lay neglected, though they are all mouldy and the doors and walls are covered in lichen 

and damp. Dried reeds and leaves snake across the walls and many of the windows have been 

boarded up. A solid gate blocks a makeshift hole in the wall and an old fireplace is bricked up, 

although a hole has been poked through it and many of the bricks have collapsed. Shining his 

torch around Ethan finds the remnants of an old boiler and some gas pipes, an old sink and 

some wooden boxes. A single lamp illuminates an adjacent corridor and he finds a door locked 

from the other side and an old sofa against the wall with large plant roots entangled around it. 

Moving the other way there is a staircase to the left and beyond that a small room full of bags of 

‘orange manure’ and fertiliser. Soil has spilled all over the floor here and a metal cabinet has 

numerous spiders running up and down its surface. 

 

Ethan decides to take the stairs up to the next floor.  

There is a boarded-up window ahead which suddenly  

smashes open and the deformed body of Marguerite  

appears, laughing hysterically. She uses her elongated  

arm to grab hold of Ethan, insisting that he come with  

her and that they settle this. They struggle for several  

moments before he gets off a shotgun blast to her face  

which causes her to withdraw and disappear back  

outside. Ethan continues up the stairs and finds this  

place to be a death-trap with numerous holes in the floor  

and unstable walls. Flaps of cloth hang down from dusty  

wooden planks and nests of spiders cover the surfaces  

of old cabinets.  

 

But before he can explore, Marguerite  

announces her presence again and drops down  

before him, asking how he will scamper his way  

out of this one. She tries to pull him up into the  

rafters but another shotgun blast makes her  

release her grip. Her voice sounds all strange  

and inhuman as she relentlessly shouts that  

there is no escape for the city boy. He can hear  

her scampering around in the rafters as he  

climbs down a ladder into the main  

greenhouse. Leaves and overgrown ivy cover  

the floors and a majority of the windowpanes  

have been potted. Bags of fertiliser and manure are stacked here alongside wheelbarrows, hoes, 

rakes and other gardening equipment. Marguerite soon comes again and suggest poor Evie will 

be heartbroken if Ethan dies but she on the other hand won’t miss him at all. Seeing 

Marguerite up close, both her legs and arms have expanded, and she has her peculiar mutation 

on her lower abdomen and groin which has turned into a cocoon. She is actually giving birth to 

insects. Ethan uses the flamethrower to drive her back as she continues to howl and cackle. 

 

The fight lasts for several minutes as both take turns as hunter and hunted, moving round the 

dilapidated greenhouse. Ethan runs around the straw-laden floor, dodging large tree-roots and  
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rusted barrels amidst overgrown patches of grass as the  

inhuman Marguerite crawls along the floors and walls. She has  

attached insect hives to the walls and every so often overgrown  

wasps and bugs will fly out to attack. Eventually however, Ethan  

does enough damage that Marguerite lets out one final blood- 

curdling scream as she realises Eveline has abandoned her and  

her body begins to harden and calcify. Soon she is frozen like a  

statue then her body begins to crack and crumble like a pile of  

dust. Ethan watches with satisfaction and tells her to ‘fucking  
stay dead’ before retrieving her lantern. 

 

With Marguerite now taken care of, Ethan returns to the old  

house and through the altar where he can place the lantern and  

balance the scales to unlock the door permitting access to the  

rest of the building. He is unnerved somewhat after passing through the crow key door to hear 

the distinct sound of someone playing a piano nearby. But when he gets to the room with the 

strange voodoo doll, it is empty, with the piano standing silent. Everything is as he left it. 

Unsettled, Ethan places Marguerite’s lamp on the scales which balances the weight and retracts 

the bolt from the nearby door. Steeling his nerves, he opens it and passes through. 

 

He emerges into a small child’s bedroom with dirty pink wallpaper. It is so dark he has to 

switch on his flashlight which illuminates a dirty, tiled carpet and a cuddly-toy crocodile with its 

skin ripped apart to expose the foam inside. There are toy boxes and games everywhere with 

flags, bright streamers and stars hanging down from the ceiling. A wooden partition and an old 

shelf unit stand firm and the white curtains by the window flap loosely in the breeze, the 

material full of holes. A desk sits in the corner next to an unlit lamp with a small globe on it. A 

rummage through the single draw reveals some old letters but nothing of any use.  

 

He moves through a doorway into a larger part of the  

room and a sudden bang puts him on edge before a  

ball falls off a shelf and bounces along the floor,  

coming to a stop in front of him. The windows have  

all been boarded up and more toys and dolls are  

scattered around. A toy dinosaur is on the floor and a  

chest of drawers are full of children’s shoes. Wooden  

shelves display board games such as ‘Oh Fishing!’ and  

‘The Swamp Team with Alligators’. A record player  

stands next to a bronze mannequin and more  

streamers and stars hang down above an old white  

sofa. Flags have been pinned up and draped across  

the wall and the letters ‘E E E’ are hung up above a bookshelf. A check inside a wardrobe 

reveals it stuffed full of the creepy dolls that are fastened to the mess fencing on the bridge 

outside. On the wall is a child’s drawing in a crayon of a large ship being ripped apart in a 

storm and dozens of stick men falling out of it. By the door a teddy bear sits on a rocking chair 

that rocks of its own accord. He picks the bear up and turns it over. There appears to be 

nothing unusual but when he sets it down, filaments of the black Mutamycete begin to seep out 

of the material. Disturbed, Ethan opens the next door and moves on. 

 

He now in another storeroom full of assorted junk. The passageway ahead is completely 

blocked by furniture wedged in beside a wooden coat stand. Instead he has to pass through the 
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‘contaminated room’ which is full of the Mutamycete across the floor and ceiling. A couple of 

mustard-coloured benches hold stacks of old newspapers and other clutter. A bronze mask of a 

woman leers down from a woodworm-infested bookshelf and a scrap of paper left on the 

bench reads ‘There’s something wrong with her’.  
 

As Ethan walks into the next room, his light suddenly begins to flicker and fail before he is 

consumed in pitch darkness. A young female voice tells him to ‘stay away’ before his light 

comes back on again. Panning around, his light reveals nothing except old, faded wallpaper and 

a chair shoved into a metal cage. His infection is advancing which means Eveline is starting to 

show more of her influence. Now that he can hear her, it won’t be long before he starts 

experiencing visions. He soon moves down a bare passage with rickety wooden floorboards. A 

yellow bouncy ball lies on the floor here.  

 

The door beyond leads into a room devoid of  

decoration save for a single, child’s bed in the  

middle. The duvet has been made up and displays  

bright colours and a pirate ship. A dirty, dust- 

ridden cloth is draped over the headboard and at  

the very back of the room in the corner is a doll  

house. Ethan opens it up to reveal a piece of paper  

inside. It takes him a moment to realise the crude  

drawing depicted is in fact a bird’s-eye view of this  

very room he is standing in. A circle has been  

marked across the centre of the back wall and he  

feels along that area to open up a secret  

compartment.  

 

Inside is a small shrine bathed in candlelight.  

More voodoo-type dolls hang from the  

ceiling and flowers are displayed in a pot  

next to a plate of rotted fruit. Sitting on a  

chair is the emaciated remains of a young  

girl. This is the corpse of the D-002  

bioweapon ‘Dahlia’ and her body was  

originally being transported on the  

Annabelle with Mia and Alan. Ethan notices  

the D-002 mark on her arm and concludes  

this must be what he is looking for. He  

carefully removes the limb and turns to leave  

when he spots a child on the other side of  

the crawlspace. This is Eveline in her first  

appearance to him. But when he crawls through, she runs away and is nowhere to be found. 

He is freaked to see the walls, floor and ceiling of the detention room are now covered in black 

scrawlings, reading ‘sorry daddy I will not be good’ over and over again.  

 

He decides to quickly make his way back and opens the door only to be confronted by a 

Molded. He quickly blasts it away with the shotgun and hurries back through the various 

rooms, convinced someone or something is watching him from the darkness. In the kid’s room 

he finds a piece of paper on the floor with ‘Eveline’ written on it. Turning it around is a picture 

of her surrounded by dozens of other, smaller people. She has written ‘My Family’ over and 
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over. Terrified, Ethan drops it to the floor and moves on, finally reaching the exit and being 

very relieved to be back in the light.  

 

He takes a moment to allow his breathing to settle as he listens to the wind rattle around the 

house and the moths dance around the two perfectly-balanced lanterns on the scales. He 

begins to make his way back and Zoe calls again, asking if he found the arm. He confirms he 

has, but still wonders how they will be able to use it to make a serum. Zoe assures him it will be 

fine and that after they make it, they can both leave this place. She will be waiting for him in the 

caravan. Ethan hangs up and begins to make his way over to meet her. 

 

However, Lucas beats him to it, reaching the caravan first and abducting his sister. He will tie 

her up and leave her at the boathouse where he already has Mia. He delays Ethan by locking 

the entrance to his fun house and hiding the two key cards needed to get inside. 

 

Ethan eventually makes it back to the caravan and it is empty.  

The phone rings and he picks it up, tired of Zoe’s games. But  

instead he is greeted by the snivelling voice of Lucas who  

explains he has decided Zoe needed a time out from the  

game. She and Mia are with him and keeping each other  

company. Ethan is angry and demands he let them both go  

and wants to know what he needs them for. Amused, Lucas  

says that is family business and none of his concern.  

However, if he wants the head to make his serum, he is free  

to come over to see Lucas and he will give it to him, but only  

if he participates in a little activity he has put together just for  

him. Ethan wants to know what it is but Lucas urges him to  

calm down, all in good time. But the first step is to have a look inside the fridge. Ethan refuses 

and Lucas chastises him for being such a spoilsport. He tells him again before hanging up. 

Frustrated, Ethan puts the receiver down and opens up the fridge door. He is greeted by the 

gruesome sight of David Anderson’s decapitated head on a plate. His face has already begun to 

mutate into a Molded and Lucas has severed it to halt the process. A note has been pinned to 

the back: ‘The pig is waiting for you in the dissection room, bitch.’ 
 

Ethan returns to the main house and uses the  

scorpion key door as a shortcut to reach the  

basement stairs. He expects to find Molded  

down here, but each room is surprisingly  

empty. Someone has turned off all the lights  

and the entire basement is in complete  

darkness. He also get the shock of his life to  

find Grandma lurking inside the boiler room.  

How she got down here is a mystery and she  

slowly turns her head to gaze lifelessly at  

Ethan as he makes his way past. He is almost  

at the morgue when an explosion in the  

brickwork reveals a new type of Molded. This one has the same basic body structure but is able 

to move around on all fours and is much more agile and nimble than its counterparts. It leaps 

for Ethan with blinding speed, but in a reflex action he is able to bring the shotgun to bear and 

let it off right in the thing’s face. The creature, now suddenly headless, drops lifelessly to the 

floor, twitching once or twice in the throes of death.  
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Continuing on into the morgue, Ethan notes that all the lights are off save for the odd lantern 

buzzing to keep the overwhelming darkness at bay. Heading up the stairs he notices the Mold 

has significantly spread since his last visit here. The walls are now covered in the stuff and it 

hangs down from the ceiling in great glops of black treacle-like substance.  

 

In the dissection room, David Anderson’s now  

headless corpse is lying on a gurney. There is a  

sickeningly sweet stench and he has started rotting  

already. Rigor mortis has set in and his joints are  

already stiff. A note has been left beside the body  

from Lucas. It reads; ‘Prove you’re a real man –  
stick your hand down this pig’s throat.’ Ethan  

wretches at the very thought of what he must do  

but it seems he has little choice if he wants to help  

Zoe and Mia. He apologises to Anderson and  

shoves his right hand into his neck stump. He can  

feel the blood and sinew squirming around and soon he almost elbow deep inside the corpse 

before he feels something hard and metallic. Pulling it out he sees it is the snake key. Now he 

can open all the remaining doors in the main house. Lucas’s voice is suddenly heard over the 

intercom. He is pleased with Ethan’s progress and suggests that key will help him find the two 

key cards he needs to join his little party. He has to earn his way inside. 

 

He leaves the dissection room and turns left to retrace his steps when he notices more Molded 

trying to crawl up the steps to get at him. Instead he decides to go right, remembering the 

locked door down the stairs by the refrigerators that should take him on a shortcut back to the 

processing area. As he moves forward, another Molded begins to peel itself off the wall and 

lunge at him. One shotgun blast to the face is enough to knock it back long enough for him to 

slip by. He takes the stairs two at a time and frantically uses the snake key to unlock the heavy 

door as he hears more Molded closing in around him. It is so dark down here he can barely 

see anything. By the time he gets the door open he can see the stilted silhouettes of several of 

the creatures shuffling down the stairs so he quickly ducks through the door and closes it from 

the other side, knowing they won’t have the intelligence to open the door and follow.  

 

From here he is able to take a shortcut back to the basement entrance and moves safely back 

up the stairs, hoping to not have to visit the basement again. From here he remembers the 

locked door in the drawing room with some kind of weapon on the other side so he heads 

down there first to check it out, passing through the monitoring room and the storeroom with 

all the posters of missing people pinned to the walls.  

 

In the drawing room he uses the crow key to  

open up the supply room door. Lying on a  

sheet of tarp is a crudely constructed grenade  

launcher which he happily takes. There are  

also some more shotgun shells in here and  

some solid fuel for the burner. Like many of  

the side rooms of the house, this place is used  

exclusively for storage and has metal shelving  

racks holding bags of orange manure and  

fertiliser. Wilting flowers in need of a drink are  

hanging down and cloves of garlic have also 
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been tied up here. Pleased with his find, Ethan leaves the room and continues on. 

 

He moves back to the main hall and sees the Molded have now invaded the main house as two 

of them are in here. He uses the shotgun to take them out from distance before planning his 

next move. He heads back upstairs and back into the west wing, shocked to find the 

Mutamycete has rapidly spread and taken over almost all of the once-empty corridor. Thick 

black globules have congealed in the corners and giant, snaking tendrils creep out all over the 

walls and floor like giant tree roots. Using the snake key, he can open the locked door to 

Lucas’s old bedroom. 

 

Compared to many other sections of the main house, this room is largely unaffected and 

appears normal. It is dimly lit, with only a single lamp illuminating the room. The walls and 

ceiling have been split, painted green on one side and purple on the other, meeting up in the 

centre. The carpet is made up of white and green tiles and numerous toys, games and cuddly 

animals are present, things Lucas has long outgrown. Amidst all the books and games, Ethan 

finds an old journal on the desk. It seems to have been written a long time ago. 

 

“April, th 
Mommy took me to the hospital in town.  
They took a photo of my head with a weird  
machine. Then mommy bought me a 259- 
piece puzzle from the toy store. 
April, st 
Stupid Oliver keeps teasing me. “You’re a  
crazyhead!” 
April, th 
I lied to Oliver. I told him to come over for  
my birthday party, then shut him in the attic  
from outside by remote control. He kept  
crying. “Let me out, Lucas!” 
April, th 
I changed the remote control so stupid Zoe can’t just go in the attic. I melded it with one of my 
inventor’s contest trophies. Now she’ll never find it.” 

-RE7: Lucas’ Journal; undated.  

 

Exploring more he finds a baseball bat on a plinth and several trophies including one for an 

‘Honourable Mention, Amateur Robotics Championship. 1998’, another for ‘2
nd
 Place, 3

rd
 

Junior Engineering Contest’, and finally ‘3
rd
 Place, 2

nd
 Junior Engineering Contest.’ A baseball 

board game lays on the bed and a 2005 poster for an American football team is on the wall. At 

some point Lucas has written all over this poster and scribbled it out. But on the bottom one a 

hand-written message still reads; ‘Every time I look at the river I look for dead bodies.’ 
Disgusted, Ethan moves on, finding some shotgun shells in a cupboard and a soccer ball in a 

waste paper basket. An American Football helmet rests on a chair next to a table lamp, and in 

the corner is a life-size foam crocodile which has seen better days. On the purple side of the 

room are more boxes of clutter and some speakers from a stereo. There is also an old vanity 

table in the corner with some make-up accessories. Another part of Lucas’s journal rests here. 

 

“April, th 

Oliver’s stopped yelling, but sometimes I hear knocking from above. 
May, nd 
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It REALLY stinks!  
And some weird juice is dripping from the ceiling. Anyway, since I had time, I changed to 
remote control trophy again. Now it’ll be shiny even at night.” 

-RE7: Torn Page from Journal; undated. 

 

From here Ethan can see the ladder extending up to the attic but he cannot reach it. An old 

cabinet against the wall has some cutlery in the drawers and rounding the room out is an old 

broken piano. The journal holds a clue and Ethan checks all the trophies again before looking 

at the unlit lamp near the boxes. Holding it up, he can see the lamp shade hides a large red 

button that when pressed, extends the attic ladder down to the floor. Ethan climbs up to 

investigate. There is an old cupboard and inside he finds another old VHS tape, this one 

marked ‘Happy Birthday’ which he decides to take with him. An old sofa has been dumped 

and a Christmas tree is also stored here. On the floor near a curious wooden axe and wooden 

shotgun, Ethan finds an old receipt for a renovation contract Jack Baker took out in 1992 with 

Trevor and Chamberlain Construction. They installed the shadow-activated doorway in the 

main hall. The name Trevor is synonymous with construction after the legendary George 

Trevor had designed the iconic mansion in the Arklay Mountains for Oswell E. Spencer all 

those years ago. But at least to Ethan this provides an explanation for the secret passageways he 

has been finding around the estate. Speaking of which, another of the strange projector puzzles 

has been installed up here. The picture on the wall is entitled ‘Judgment’ and Ethan has to 

manipulate a stone statuette in the light to match up with the outline of a man swinging an axe 

to behead an unfortunate woman. Once complete, a doll’s house located to a rusty old bicycle 

opens up. Hiding inside is the blue card key which he needs. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Ethan backtracks to the second-floor east wing and uses the snake key to unlock the final door 

which leads to the master bedroom. This is where poor Clancy Jarvis was tormented by 

Marguerite. Nothing appears amiss at the moment though yet again Grandma is up here, sat in 

her rocking chair and staring aimlessly at the wall. She ambles her neck to stare at Ethan but 

offers no hint of emotion. Trying to ignore her, he proceeds to search the room. There has 

been some slight redecorating since Clancy was here, but the bedroom looks comfortable 

enough. Ethan finds a picture of a younger-looking Jack dressed in formal uniform. An 

inscription on the back reads: ‘April, 1980. Jack joins the Marines’. On the bedside table next 
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to a sofa is an antique clock. An old, dusty globe has been left here with a note attached reading 

‘The same time as all other clocks.’ Ethan remembers all the clocks in the house have stopped 

at 10:15 so he turns the hands on the antique clock to the same time. This triggers an alarm 

and the whole bed slides to one side and reveals a hidden trapdoor underneath. Before 

venturing down, he takes a moment to check out a side door to his right. This has been 

converted into storage and is filled top to bottom with old furniture and junk, there is no sign of 

the projector puzzle Clancy had to complete when he was trapped here. In a wicker basket he 

finds some plans for the grenade launcher alongside a diagram of where to find it. Luckily, he 

has already worked it out for himself.  

 

Wanting to press on, Ethan moves into the trap  

door beneath the bed and heads down the  

steps. But as he does so, the bed slides back  

into place, preventing him from getting out.  

Thankfully the passage is well lit, with several  

electric lights shining brightly, illuminating  

dozens of old spider webs. He moves down  

back into the workshop areas of the basement  

and the sudden darkness requires him to turn  

on his flashlight. He is repulsed when his light  

illuminates a ghastly caricature of animal body  

parts, all mangled and stitched together to form  

a crude-looking symbol. Numerous saw blades hang down on string from the ceiling like 

decorations and the grimy walls are covered with blood. Animal skins are shoved under a metal 

table and some nearby sinks are filled with blood. On the table near a cluster of unlit candles is 

the second key card. Now he can access Lucas’s fun house in the garden. Unlocking the 

workshop door, he finds himself back in the pitch-black basement and has to fight off several 

Molded before he can scramble back upstairs. 

 

When he arrives back in the main hall and heads for the back door he receives another phone 

call from Lucas, reminding him that those two key cards will get him into the party and warns 

him not to be late. Ethan demands to talk to Mia but Lucas refuses, insisting he has to show up 

first. In case he’s forgotten where the party is at, he can get in through the courtyard. He urges 

Ethan to hurry because everyone is waiting for him. 

 

Ethan follows Lucas’s instructions and soon ends up  

back outside by the caravan. He has to be on guard as  

the Molded are now wandering outside and two of the  

crawling variants are hiding in the long grass. Once  

they are defeated, Ethan makes his way to the barn  

where he can hear loud music coming from within.  

The outside is decorated with lights and the interior  

bathed in blue ultra-violet. A crude sign on top of a  

toilet containing a mannequin’s head says ‘Welcome  
to Paradise.’ Barbed wire and tarp has been laced all  

over the cage covering the stairs up to the barn so  

Ethan quickly slots in the two card keys to unlock the door. The flashing lights inside are 

disorientating and as he takes the stairs he notices bright confetti spread all over the floor. At 

the top he reaches a door next to the message ‘Let’s Play’ scrawled all over the ceiling in giant 

letters. 
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Inside he finds himself in a square room covered floor to ceiling in transparent tarp. The room 

is bathed in the same ultra-violet haze and the only furniture is a single armchair that faces a 

television. The music blares louder now and he can see a cluster of speakers curved down on a 

pole from the ceiling above the chair. There is no other exit out of here and nothing else other 

than cables stretching out along the floor and some old cages and a barrel in the corner. Ethan 

guesses he is supposed to sit in the chair and duly does so.  

 

At that moment it switches on and he is greeted  

with a close-up of Lucas’s ugly face. He is  

setting up the recording at his end and after  

fiddling around for a few moments, calls Ethan’s  

name. He has something to show him and  

produces the D-Series head whilst giggling to  

himself. He asks Ethan if he knows what it is for  

and what Zoe wants to do with it. She thinks this  

thing is special but Lucas insists it is not special.  

Instead he begins ripping out his own fingernails  

with a pair of pliers and does not register any  

discomfort or pain whatsoever. This, he has just  

demonstrated, is special, and he says not everyone wants to turn the clock back to how things 

were. Being a natural psychotic, Lucas has revelled in what Eveline has done to them all. He 

suddenly looks off camera and appears to be talking to her. He seems annoyed at the 

interruption and insists he is just trying to show Ethan his power and that not everyone wants 

things to go back to how they were. He tells Eveline that Zoe is a stupid bitch and doesn’t 

understand that he doesn’t want to go back to before his father found her and Mia. He repeats 

his assertion that not everyone wants to turn back the clock then turns back to Ethan. 

Unbeknownst to his audience, Lucas has just put on that little show for Ethan’s benefit. Thanks 

to The Connections, he has been free of Eveline’s control for over two years, but he has to let 

her believe he is still a willing servant and has retained the remarkable abilities bestowed upon 

him by the infection. With Ethan watching, Lucas insists he can spend all night crawling 

underneath the filthy old house looking for the serum ingredients but promises he won’t find a 

goddamn thing. No, if he really wants the serum, he will have to come through him first. He 

then severs the feed which causes the TV to blow up and give Ethan a scare.  

 

Cursing, Ethan gets up and dusts himself down  

to see a doorway has opened up at the back of  

the room. The lighting is back to normal in  

here. There are traces of the Mutamycete in  

here and soon the walls and floor are covered  

in tarp again, as if spillage of blood is expected.  

A box on the floor has a paint roller and tins of  

white paint. As the corridor turns to the right it  

is soon blocked off by a stepladder and some  

metal cages. Black ink splodges cover the walls  

and there is a single door on the right. 

 

He is now in another storage room, with metal shelf racks containing all manner of junk. There 

are a couple of mannequins in here, though they are missing limbs. Ethan is about to stride 

through when he notices a thin tripwire stretching from the shelf rack and attached to a 

detonator. He steps back and shoots it through the doorway, prompting Lucas to remark that 
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he has a good eye. Evidently, he is being watched. He moves on, shooting another round the 

other side and prompting Lucas to urge caution as they will bite back.  

 

In the next room which appears to be a workshop, he shoots several more tripwires, making 

Lucas tut and insist this is not what he put those things there for. Ethan is not sure of the 

significance of why everything has been painted white but even the wooden boards going across 

the windows have been coated. Tarp and dust sheets cover almost everything else and again 

obvious traces of the E-Type Mutamycete are apparent. He soon comes to a corridor which 

forks left before heading down some steps. Several crates have been left lying around here but 

Ethan suspects foul play and shoots them. None hold any nasty surprises and Lucas asks what 

his problem is with crates.  

 

He soon comes to a room on the left that has its  

door booby-trapped. As Ethan crawls under the  

tripwires and disables them from the other side,  

Lucas admits he may have to up his game. This  

room is just as unremarkable as the others in the  

barn and is full of decorating and DIY materials.  

There is a door up ahead but it is locked and has  

a key code input machine on the wall. Ethan  

looks at the reader and gets a shock when Lucas  

suddenly appears on the other side of the door.  

He bemoans the annoyance of passwords and  

suggests Ethan try a number of options only to  

change his mind and insist the correct combination is 0514. Ethan hesitates but Lucas stresses 

he will never know if he doesn’t try his luck. As expected the code does not work and Lucas 

runs off as a load of steel girders connected to a joist and pulley suddenly come crashing down 

from one side of the room to the other. Fortunately, Ethan manages to get out of the way just 

in time. But now Lucas has disappeared again and he cannot get through this door. 

 

Suddenly a section of the wall slides away to  

his right and reveals another hidden passage.  

He moves down some steps into a wooden  

corridor with straw and hay scattered along  

the floor. A door to the right leads into a  

smaller room with some packing crates and  

a wheelbarrow next to a few rusted fuel  

drums. The carcass of a pig lays discarded  

in the corner with its guts hanging out.  

Numerous flies buzz around it. Moving  

back outside, the corridor continues  

downwards for some distance and he has to  

skip past the occasional bag of cattle feed on the floor. He almost walks into another well-

hidden tripwire and ducks underneath it, only to be attacked by a jumping Molded who triggers 

the trap and is eviscerated. A door here leads into a small storeroom full of farming equipment 

and is laced with traps, instead Ethan ignores it and takes a left into the main barn where all the 

stables and cattle byres are. This place is musky and dark though the air feels dry and warm 

thanks to the straw on the floor and numerous hay bales stacked up everywhere. There are 

more Molded hiding in here and they are difficult to spot thanks to the dim lighting conditions. 

But once Ethan has taken care of them all, he takes the stairs to the upper floor.  
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Up here the lighting is a bit more prevalent and he can see numerous pig carcasses suspended 

via their haunches from the ceiling. Numerous fans condition the air and he can see rows of 

individual pens for the animals. There is a small shed in the corner and inside he finds a desk 

with an old tape recorder. Old spoked wheels, various tools and horseshoes have been 

decoratively nailed to the walls and cow bells, a lantern and some cloves of garlic hang down 

from a shelf. On the opposite side is a table with a TV and a VCR. Ethan decides to play the 

‘Happy Birthday’ tape and is able to relive the final moments of tragic Clancy Jarvis. The video 

is dated June 2
nd

, 2017 and Clancy is trapped in Lucas’ fun house. Ethan watches Clancy be 

relentlessly tormented as he completes a number of puzzles and objectives to light a candle for 

a birthday cake. In the end it turns out to be an elaborate trap and poor Clancy is burned to 

death, much to the delight of the sadistic Lucas. 

 

Turning the tape off, Ethan heads back outside  

and crosses the upper gantries across the barn.  

Soon he is able to drop down to the floor on the  

other side of the cattle pens. There is a freight  

elevator here but it appears out of power and is  

inoperable. He notices it is connected to a large  

orange wire that feeds its way round to an old  

generator, however one of the batteries is  

missing. A quick search of the lower level reveals  

nothing of interest other than more straw, hay  

bales and the odd animal carcass. Speakers have  

also been wired up to the rafters here. Some  

stairs lead up to the next floor where he finds the  

missing battery lying on top of a blue fuel drum. He returns back down and puts it in place, but 

the generator was just a ruse and the whole thing blows up, knocking Ethan back.  

 

Suddenly, more flashing lights appear and the  

lift activates. Lucas can be heard bellowing  

over the speaker system welcoming all ladies  

and gentlemen to the barn fight. Ethan looks  

up to see a new variant of Molded riding  

down in the elevator towards him. It is much  

fatter than its other brethren and is much  

more durable. As the elevator doors open  

and the monster shuffles out, Ethan opens  

fire as Lucas demands them both to give him  

a good clean fight. The main characteristic of  

this creature is an ability to projectile vomit  

acidic bile that will badly burn its victims, and Ethan is almost given a dose straight away as he 

dodges and watches the corrosive sizzle on the barn floor. He retreats upstairs whilst still firing 

off shots and Lucas explains it is how he deals with hardships in life that makes him a man. 

Three shotgun blasts splatter the back of the creature and Lucas admits that must have hurt, 

but the creature keeps coming and again stains the walls and floors with its acid. Ethan switches 

to his burner and douses the creature in flames. Although stronger and bigger, its larger bulk 

means it is not as agile as the other Molded and Ethan is able to stay behind it. As the creature 

cooks, Lucas admits he is impressed that not only is Ethan still alive, but he still has all of his 

fingers and toes. He then suggests he needs a girlfriend really badly and asks Ethan if he will 

help find him one. The fight continues for several more minutes until eventually the giant Fat 
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Molded gives up the ghost and collapses to the floor, prompting Lucas to announce that the fat 

man is down. He appears a little disappointed by the outcome but admits the fat man was 

never his favourite anyway. 

 

Ethan rides the elevator up and heads down a  

corridor to find himself in another storeroom.  

An old trough is in here and a table.  

Displayed under the glare of a lamp is the  

charred remains of Clancy Jarvis sat in a chair.  

A note has been left on the body reading  

‘1408. You’re next.’ 1408 must by the  

passcode for the door downstairs and sure  

enough Ethan soon finds himself back there  

when a switch on the wall lowers down a  

staircase on a series of pulleys to take him  

back to that area. He inputs the code and the  

lock is released however the door still won’t open. Lucas appears over the intercom again and 

reminds Ethan this is a test of skill. He has to play fair and will only be allowed inside if he 

discards all his weapons in a nearby box. With seemingly no other choice, Ethan does so and 

the door opens. But once inside the door closes shut and traps him inside. Lucas appears on 

the other side and giggles at having lured him so easily. He tells Ethan to have a nice day before 

returning to his little surveillance room to watch the festivities. 

 

Ethan turns to explore his surroundings, but everything is pitch black save for a single lit candle 

held by a menacing-looking clown. Ethan picks up the candle and looks around in dismay to 

find he is trapped in the very same room as Clancy was last month. Everything is in the same 

place from the kitchen, right down to the malfunctioning gas pipe and the shower. He passes 

through the shower which extinguishes his flame. Suddenly all the lights come on and Lucas 

suggests they play a little game. He is clearly not aware Ethan has watched the ‘Happy Birthday’ 
tape as he explains that all he has to do is light the candle and put it on top of the birthday 

cake. Ethan tells him to kiss his ass, and Lucas chastises his language, suggesting there are 

children in the building, somewhere, although he admits he can no longer remember if that is 

actually true or not.  

 

Deciding not to play Lucas’ little game, Ethan  

remembers his knowledge of the video tape and  

relights the candle on the gas stove. He uses it to  

burn the rope sealing the next door shut and moves  

into the room full of balloons. The next door down is  

padlocked shut but thanks to Clancy he knows the  

password is ‘Loser’. Once inside he is able to retrieve  

the valve handle off the wall. He uses the valve  

handle to shut off the water supply, then relights the  

candle and puts it onto the cake. Like before, the  

cake self-destructs, knocking Ethan back but because  

there is no alcohol on the floor, the fire does not  

spread and burn him alive like Lucas intended.  

 

Lucas realises he has been duped and labels Ethan a ‘Motherfucker’. He was supposed to die. 

He switches to plan B and drops down a pipe bomb through a hole in the ceiling. Ethan sees 
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the timer counting down and quickly picks it up. He rips away some loose plaster board from 

the wall and drops the bomb inside, letting the structure shield him from the blast. Seconds 

later the explosion takes out half the wall and he can hear Lucas scream in frustration that the 

bomb was supposed to be for him. Ethan realises his tormentor is just in the next room and 

quickly dodges the flames and shuffles through the hole in the wall. 

 

He emerges into a small monitoring room full of  

televisions and computer monitors. There is no  

sign of Lucas but a black swivel chair is still  

spinning, suggesting he just left in a hurry. But he  

has left behind the case containing the D-Series  

head. He picks it up and notes ‘D-005’ is written  

on the label. One of the televisions is displaying a  

live camera feed from the nearby boathouse.  

Looking closer he can see Mia and Zoe chained  

to the wall. He calls Mia’s name and Zoe weakly  

confirms she is alive. They are being held just  

beyond the pier and she urges him to hurry.  

 

Quickly looking around the rest of the room there are posters on the wall of various missing 

persons and lever-arch folders containing files and paperwork on shelves. There is a nude 

female mannequin in the corner and several interchangeable heads on a shelf. In an old chest 

in the corner he finds all of his weapons and assumes Lucas must have collected them and 

hidden them here. After re-arming, he heads out the door and soon finds himself back outside. 

 

He is now in the midst of the swamp and has to use the crank he found in the old house to 

raise a series of bridges to allow him to cross the bayou. The wind has picked up again and the 

sky looks dark and foreboding. The trees are packed tightly together and a low mist hangs in 

the air. The walkways are old and rotten, and lanterns hang down from gibbets to illuminate 

the path ahead. As he makes his way round, several Molded jump up from the swamp waters 

below. Ethan fires off a few rounds and makes a desperate run for it, soon managing to reach 

the sanctuary of the boat house on the other side.  

 

This place is old and has seen better days but  

is at least well illuminated and seemingly free  

of any dangers. A canoe is tied upside down  

to the ceiling and there are various life-rings  

and buoys and oars hanging from the walls.  

Nets and hooks hang down and a mesh  

covering drapes down from the roof rafters.  

Ethan quickly heads up the stairs to the  

upper level, passing a beautiful ship’s wheel  

on the wall and a diorama of a large salmon.  

He can pick up the sound of distant thunder  

rumbling outside as the next door brings him  

into the room where Mia and Zoe are being  

held. He frees Mia by cutting through the rope binding her to a pipe on the wall. She is semi-

conscious and too weak to speak. He also unties Zoe and begins to formally introduce himself, 

but she cuts him off as they don’t have the time. She wants to know if he has both ingredients 

and he confirms that he does and hopes it will be enough. Zoe rubs her wrists and believes it 
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will be fine so long as they make them fast enough. Lucas and her father are not far away. On 

the floor, Mia suddenly panics and confirms daddy is coming. Ethan hands over the D-Series’ 

components and Zoe is pleased, suggesting there is enough for two doses. She takes them to a 

small processing machine nearby and begins to feed them through. Ethan asks what their next 

move is once the serum is ready and Zoe explains there is a boat moored up outside and they 

can take it through the swamp. But none of them will get very far without this cure. She soon 

gets back up and has two injectors loaded with the completed serum. Ethan takes them both 

and Zoe quickly protests that one of them is hers. 

 

Suddenly, the whole boathouse shakes and  

Ethan spins round to see a huge creature  

smash its way inside. This is what is left of  

Jack Baker, a huge, black blob comprised of  

the Mutamycete. Since Eveline abandoned  

him, the infection has continued and has  

now taken over ever cell in his body,  

resulting in the loss of his human form. But  

thanks to his unique regenerative powers he  

is still alive. He is only vaguely recognisable,  

and his voice is distorted as he grabs Ethan  

and yells at Zoe to get herself back to the  

house where he will deal with her later.  

 

Jack struggles with Ethan before the latter is able to get free and fire off a few rounds. Jack 

swipes at him, suggesting it was bad enough he try and take his new daughter from him, but 

now he is plotting against him with his own blood. Ethan notices Jack’s bloated form is covered 

with strange, orange eyeballs and decides to make these his target. It seems to work as Jack yells 

in pain when each one is hit and explodes. He furiously roars that he will kill Ethan and Mia, 

before delivering a devastating blow that knocks Ethan through a hole in the floor. He 

plummets, landing in the murky, cold waters below. He comes up coughing and spluttering but 

is otherwise okay. The lower half of Jack’s massive bulk is down here and he resumes firing at 

the numerous eyeballs. Jack roars defiantly and suggests Ethan will wish he’d had the good 

sense to just stay down and die, but eventually Ethan does enough damage to make Jack retreat 

and disappear under the water.  

 

But as Ethan sloshes towards the exit, Jack  

appears again, knocking him back down  

under the surface. He gets up to see the  

remains of Jack’s face leering down at him  

and who explains Ethan is part of the family  

now. Ethan takes aim with the grenade  

launcher at the eyeball and fires, eviscerating  

it in a shower of gore. This causes Jack to  

thrash around in agony before he finally  

drops down to the floor and remains still.  

Gagging on the vile, dirty water, Ethan  

believes he has now seen everything and pulls  

himself to his feet. But suddenly he is grabbed by a huge hand as Jack tells him he is not 

leaving. The creature hoists him up into the air and Zoe shouts at him to use the serum on her 

father. Ethan asks if she really wants him to cure Jack, but she shouts he is too far gone and that 
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she believes it will kill him. Ethan takes the needle and jams it into Jack’s flesh before 

squeezing down on the plunger. Jack laughs and insists that is real nice, but suddenly he drops 

Ethan and moves about the room, turning onto his back and howling. The serum is breaking 

down his body composition and as he turns back over and reaches down towards Ethan his 

whole body begins to calcify and harden. Soon he is frozen like a statue, his body tissue hard 

like bone. Ethan looks him over as much of the boat house is in ruins. A fire has started and 

the flames hungrily consume the wooden structure as smoke bellows everywhere. Zoe appears 

by the door and asks if he is alright. Mia is waiting. 

 

Outside, he catches up with them both at the end  

of the pier. The boat is prepped and ready to go  

but now they have a dilemma. Ethan produces  

the last syringe and explains he had to use one of  

them. There’s only one dose of the serum left.  

Mia panics at this news and Zoe wonders what  

they are going to do now. They both look at him  

expectantly and Ethan suddenly takes Mia’s arm  

and injects her. His wife’s eyes widen and Zoe  

staggers back in shock. She tries to hide her  

disappointment and insists it is fine. It was  

foolish of her to think she would ever have a chance of escape. Mia tries to go to her, but she 

angrily tells them both just to get going. Mia implores her to come with them, surely someone 

can help her, but Zoe insists this place is her home. Apparently she belongs here. She watches 

impassively as Ethan helps Mia into the boat and starts the engine. As they set off, Ethan turns 

to Zoe and promises to send help, but she tells him not to bother as there won’t be anyone left 

to save. The boat takes off up the swamp and Zoe slowly recedes into the distance. 

 

However, unbeknownst to them all, the serum is formulated to work against D-Type 

Mutamycete. Because Eveline is a more advanced E-Type, it will not clear the infection from 

Mia’s body. This also means Jack can survive the injection Ethan just gave him and will mutate 

further. 

 

SATURDAY JULY 20
TH

 2017 

Blue Umbrella arrive on site in two helicopters carrying Alpha and Bravo Teams from the 

Special Cases and Disposal Team. Operation Lurking Fear is a go. 

 

Jack Baker further mutates. Of all the Baker’s, he has the most advanced regeneration capacity 

thanks to his individual DNA. Heightened telomerase activity in his cells have improved 

replication and divide many more times than normal, practically making him immortal. But 

because he has regenerated so many times now the constantly repeated cell division leading to 

a breakdown in the intercellular structure.  

 

Bravo Team deploy at the main house and begin a sweep of the estate. They find no bodies 

but obvious signs of a skirmish. They also find a computer belonging to Lucas and see he has 

sent several encrypted messages to an unknown third party. Bravo’s leader correctly assumes 

this to be The Connections. 

 

Meanwhile, Ethan and Mia continue up the bayou as the wind whistles around them and the 

foreboding shapes of the nearby trees close in all around. Ethan notes the sky is definitely 

starting to get lighter and the sun will be up in a few hours. Mia shivers in the boat before 
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turning to her husband and thanking him for what he did, and he admits the decision was 

always going to be her. But Mia doesn’t appreciate this response and turns away. He 

understands she has been through a lot, but they need to talk. It’s obvious she has had 

something to do with everything that has transpired here. She keeps quiet and he gently presses 

that he just wants to know the truth. Frustrated, she says honestly doesn’t remember but he tells 

her to try.  

 

Suddenly a gap opens in the trees and a huge,  

spectral shape looms out of the mist. It is a huge  

ship, a tanker, bigger than Ethan could have  

imagined. He wonders how the hell such a thing  

of massive size could possibly end up here. Mia  

looks up at the hulk as if trying to remember  

something. This is the LNG Annabelle and it has  

suffered extensive damage and is practically split  

in two. The swamplands are all covered with  

twisted pieces of steel, bent girders and other  

debris. Suddenly the boat rocks and Mia yelps in  

fright. Ethan tries to calm her down when  

suddenly the water begins to churn all around them. From the depths, a large black tendril of 

Mutamycete begins to appear, sentient and looking for them. He yells in fear before their boat 

is suddenly capsized and they both plunge into the water. Ethan panics as he feels himself 

sinking deeper and deeper before everything goes black… 

 

Meanwhile, Zoe attempts to leave the estate and  

makes her way through the woods. She doesn’t get  

too far however when Eveline picks up on what  

she is doing. As punishment, Eveline releases the  

restriction on Zoe’s mutation, progressing her to  

stage 3. But instead of mutating beyond all  

comprehension, her body begins to harden and  

calcify, with her skin toughening into an almost  

crystalline appearance. She collapses inert but is  

still alive. It will be several weeks before she is  

found. 

 

A short time later, Mia hears a voice in her head.  

A little girl is calling her mommy, and beckons  

her towards the ship. This again is another  

indication the D-Series serum wasn’t enough to  

destroy the infection. She suddenly wakes up,  

soaking wet on a muddied embankment by the  

water’s edge. The ruined Annabelle is right before  

her, a gnarled mess of ripped steel. Ethan is  

nowhere to be seen and when she calls out, she  

gets no response. The wind whistles all around  

and she shivers from the cold. She has no choice but to enter the wreck, climbing up a rusted 

bulkhead and ducking under ripped mesh and contorted steel beams all bent out of shape. She 

drops down on the other side to find herself ankle deep in dirty, brown water. Ahead she spots 

comatose form of Ethan lying face down in the mud. He is unresponsive and she can see his 
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Genome Codex is flashing red, indicating his vital signs are low. He tries to wake him but 

suddenly his body is consumed by more Mutamycete that seeps up out of the ground. Ethan is 

soon tightly wrapped in a cocoon and Mia screams hysterically as the sentient bacterium 

retreats back into the innards of the ship and disappears. 

 

Mia must find a way inside and she climbs along  

several ruined metal structures. One of the lights  

still works here and hangs loose from the ceiling,  

illuminating a path ahead. Already the tanker is  

rusting and nature has laid siege to it with  

numerous vines and branches slowly wrapping  

and spreading across the buckled steel. She soon  

happens across a rusted bulkhead door and  

manages to turn the wheel to release the lock,  

causing bits of old paint to peel off and drop to  

the floor. Once the door is open, she makes her  

way inside. 

 

Mia switches on her flashlight to probe the darkness and illuminates a narrow corridor with 

pipes and wiring running across the ceiling. Rust has consumed the walls and traces of the 

Mutamycete is everywhere with large, black clumps dripping down from above. Reeds and 

plant roots seep through cracks in the housing and are slowly making their way across the walls 

with the passage of time. The floor is uneven and full of mud and stones. She slowly makes her 

way down and to the right, going down stairs and finding herself in ankle deep water at the 

bottom. Every so often there is a large bang and a groan as the ship shifts ever so slightly, but 

nothing emerges from the consuming darkness to grab her.  

 

As she sloshes her way down she passes an old generator on her left and directly ahead another 

bulkhead door is blocked off by pipes as if someone had tried to barricade it. The corridor 

turns to the right and as she moves further down the Mutamycete becomes more apparent, 

covering the walls like an infection and many other doors have been blocked off on either side. 

Suddenly, Mia experiences a quick flashback and has a momentary vision of this very corridor 

from three years ago. It is clean, brightly lit and looks normal, yet she can hear sounds of panic 

in the background. But before she can process what is going on, the image fades and time 

returns to normal, leaving her confused and wondering what she just saw.  

 

Moving on, the corridor soon turns again and she  

eventually ends up at a stairwell which takes her  

up several floors. She notices another thick  

column of Mutamycete rising floor to ceiling but  

closer inspection with her light illuminates the  

ghastly sight of it being comprised of dozens of  

human bodies all coated in the stuff. It has  

hardened like a resin and they are all locked in  

place, arms and legs flail and heads and open  

mouths are on permanent display frozen in terror.  

Mia continues up and down another corridor  

before a hatch door leads into the next area. She is now on S1 level of the tanker. 

 

She is in a square room which is largely empty save for some bent out of shape shelving and a 
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few desks. There is also some machinery and instrument panels on the walls. A whiteboard is 

tucked back against the far wall but the scrawlings are indecipherable. The door leading out of 

here is heavily corroded and cannot be opened. Likewise, a hatch leading down is also sealed. 

Suddenly, Mia experiences another flashback and sees two workers stood dressed in orange 

hazmat suits and biohazard masks. One of them is panicking that they are all dead and when 

his colleague asks what is going on, he explains ‘she’ killed them all in the engine room, 

referring to Eveline. They both wonder what the hell is going on and decide they need to find 

some weapons. They are unsure if there are any on board but decide to hide by going through 

the access hatch on the floor. Suddenly the vision clears, and Mia finds herself alone again with 

just the darkness for company. However, something has changed as the previously sealed 

access hatch is now standing open. Someone or something evidently wants her to go this way. 

 

Mia ducks down through the hatch and finds herself  

in a cramped ventilation hole. She crawls forward on  

her hands and knees, following the greasy, stained  

pipework as they snake and twist down the cramped  

confines of the tunnel. Water drips every now and  

again from the ceiling and she can feel a low  

vibration as air moves through the various tunnels of  

the exposed hull. Soon she happens across another  

hatch on the floor that drops her back down to S2  

level.  

 

She is now in another corridor, again lined with the same rusted, steel bulkheads with joints 

and sealing rivets seeping in damp and mold. She checks right only to find the door around the 

corner has its shutter down so she cannot progress this way. She heads in the opposite 

direction and through a door into a small cabin. A table and chairs stand before her, but the 

ceiling has partly collapsed and the table is cluttered with debris and metal shelves that have 

tumbled over. Paperwork is scattered around and amongst it all she finds the crew register for 

the Annabelle. Its Captain was a man named Ed Carlisle and it lists all the other crew from 

Chief Engineer Paul Fitzgerald to Physician Gerald Waddell. Shining her torch along the walls 

she illuminates a message that has been scrawled across the metal; ‘She’s not my child’. 
Shivering, Mia opens up a locker on the wall and almost jumps out of her skin when she finds 

the dead body of a ship worker inside. His suit is covered in the Mold and he still wears his 

biohazard mask. He must have been trying to hide from something. 

 

Leaving the room, the corridor continues round to the left  

where another door leads to a small bathroom. A dirty  

looking shower is in the corner next to a wooden pallet  

and sodden paperwork all over the floor. There is a  

single, wrecked toilet cubicle and inside is the sprawled  

body of another worker. Someone has also written  

another message on the wall: ‘She’s inside me. She’s  
inside everyone.’  
 

Moving back outside, she continues down the corridor  

and through a door at the far end. She emerges into another cabin only the far wall has been 

ripped away completely and exposed to the outside. Through the twisted metal she can see 

outlines of the trees and the ghostly silhouette of the rest of the tanker in the distance. She can 

feel the wind on her face as she walks towards an old sofa that hangs precariously over the 
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edge. Looking down, she can see the marsh floor is full of jagged, metal debris and a fall from 

here would certainly lead to impalement. She makes her way round a table and chairs and 

notices some pictures on the walls. One of them is of the Annabelle itself and a small plaque 

explains it was constructed in 1987 and has a deadweight tonnage of 71,000. It is also 948 feet 

in length.  

 

A doorway takes her up some stairs where she has another vision of a ship worker appealing to 

Eveline who stands before him. He asks her to calm down before his body suddenly goes into 

spasm and is consumed by the Mutamycete. The vision quickly returns to normal, but Eveline 

is still here. She asks Mia if she is remembering but Mia is still confused. Thanks to her 

amnesia she has no idea who Eveline is anymore. The little girl giggles and retreats back up the 

stairs and out of sight. Mia quickly follows, heading back inside via a Mold-infested corridor 

and up an access ladder to the next level. 

 

She is now facing a doorway to her immediate left  

where another dead body lays. Peering inside she  

can see the floor has collapsed and water swirls  

around below. She drops down into it and sloshes  

over to a ladder on the other side leading back up  

to a gantry. A buzzing orange light is still working  

here and affords a little illumination. Through the  

next hatch some stairs lead upwards and she freezes  

when she sees Eveline standing at the top waiting  

for her. Eveline is annoyed at Mia because she  

promised that they would be a family. Mia asks  

what she is talking about and an angry Eveline  

repeats that Mia promised before running off again. Mia appeals to her to wait and catches a 

glimpse of her disappearing through a hatch at the top of the stairs to the left. Eveline says she 

is tired of waiting and seals the door shut behind her. A fresh layer of Mutamycete suddenly 

covers the door and Mia cannot follow until she finds a new fuse for a nearby junction box. 

 

Looking down the corridor she can see dancing  

shapes on the walls from the shadows of nearby  

crawling Molded. She is not alone here.  

Quickly, she turns and heads the opposite way,  

picking her way through overgrown grass and  

weeds that have penetrated the hull from  

outside. Bright moonlight is cast inside from  

various portholes and a sign on the wall indicates  

she is now on 1F level. She begins her  

exploration of this floor, trying to stay in the  

shadows and avoid the attention of the lurking  

Molded. Some of the doors are locked, but she  

eventually finds herself inside a bunk room for the crew. It is mostly empty now however there 

are a few life vests left behind and some alcohol bottles. An old magazine left on a bench is 

titled: ‘Amazon River Cruise Guide: Beauty in the Black Lagoon’. Left on one of the bunk 

beds is a letter from communications technician Jim Stockman addressed to someone named 

Janet. He complains about how life is boring and mundane on board but that they have picked 

up a few passengers. They are a couple travelling with a little girl and are said to be distant 
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relatives of the captain. He tried talking to the little girl but her ‘dad’ shot him a nasty look. He 

also recalls the captain saying he didn’t have any relatives… 

 

The adjacent room seems to be a storage area and is full of packing crates and shelving units, 

all now covered in rust. Another journal is on the desk here written by Giovanni Finetti; ship’s 

first officer. He explains how he was asleep after a night shift when he heard a little girl 

laughing. At 1930hrs there was an incident down below. 20 minutes later he heard a scream 

and saw one of his colleagues being eaten by a black monster in the laundry room. He wrote 

this letter whilst hiding in the bunk room and explains how a whole host of those creatures lurk 

the passageways and how he can hear his friends screaming.  

 

Mia returns to the corridor and passes by a broken  

elevator. Some lower panel lighting here  

illuminates the twisted root system of the plants  

and vines that have forced their way into the ship.  

They are slowly taking over and she has to  

carefully navigate through without stumbling. An  

open door up ahead leads to a small office where a  

dead computer sits on a desk full of files and  

paperwork. Another corpse is in here and its  

rotting hands are gripping one of the desk drawers.  

Mia opens it to find an MPM handgun loaded with  

2 rounds. It’s better than nothing. She searches the  

paperwork and the files on the shelf but finds nothing of any use.  

 

Moving back outside she continues down until she ends up back at the door Eveline 

disappeared through. She has done a complete circle of this deck but there are still a couple of 

doors she hasn’t checked. The first leads into a small storeroom where inside the cupboard she 

finds some gunpowder. The next door down beyond the stairs is a large laundry room. It is 

covered in Mutamycete but there are still several rusted cages for fresh linen and a large table 

has numerous multi-coloured washing baskets stacked up. There is a bank of eight washing 

machines to her right and at the very back of the room are some large bins for disposable 

waste. A single Molded forms in here and Mia steps back and uses her two handgun rounds to 

kill it. On the very back wall is a small junction box with a general-purpose fuse. Using this she 

is able to set the fuse and reboot power to the door Eveline disappeared through. 

 

She is now on a stairwell running up and down  

the spine of the ship. A sign on the wall  

confirms she is on the first floor which contains  

the laundry room and maintenance room. The  

second floor contains the kitchen and dining  

room with the third-floor housing sick bay, the  

security office and the main control room.  

Finally the fourth floor has the bridge and the  

captain’s cabin. The engine room is located on  

S2 at the very bottom of the ship. Mia heads up  

to the second floor but the door is locked from  

the other side. She continues up one level and  

is able to unlock the door and search the third floor. 
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She passes through some wrecked areas and soon emerges in an office with wrecked control 

stations and instrument panels. A TV on the desk is somehow working and displays bright 

static and sitting in the chair staring at it is Eveline. She turns to face Mia and indicates a video 

tape on the counter. She wants her to watch it. When Mia expresses confusion, Eveline insists 

she needs to watch it so she can remember and then they can be a family again.  

 

Mia watches the tape and her memories begin to  

return as she recalls working alongside Alan Droney  

on behalf of The Connections crime syndicate posing  

as man and wife to transport an E-001 bioweapon to a  

secure location. Eveline was under threat of being  

stolen by the rival organisations and so orders had  

been given for her and Alan to discreetly transport  

her to The Connection’s Central American  

headquarters. But during the voyage, Alan allowed  

himself to be manipulated and Eveline got loose,  

causing chaos amongst the crew. At the same time,  

the ship got caught up in a devastating hurricane and  

was blown off course. Alan was eventually killed after he disrespected Eveline and Mia herself 

was also infected. Shortly afterwards the ship sustained heavy damage and all crew and 

passengers were lost as the tanker drifted way off course and into the bayou of South Louisiana. 

The tape is dated October 5
th

 2014, almost three years ago. 

 

When the harrowing events of the tape are over, Eveline asks if she remembers now and Mia 

confirms she does. Her memories have fully restored. The girl asks if they can be a family like 

before, but Mia says no. They cannot be a family and they never were a family. She angrily 

asserts they will never be a family, and this makes Eveline mad. She screeches that she doesn’t 

need Mia anymore and laughs before disappearing once again. 

 

Mia continues on, through the doorway and into the passageway where she now remembers 

Alan was killed. All that remains now is a pile of long-dried Mutamycete on the floor. The 

elevator to the left is fizzing and broken, the doors are slightly ajar and something is sparking 

and flashing inside. In the corner is one of the treatment boxes for holding bioweapon 

components. A document explaining about the E-Necrotoxin has been left behind but it is 

badly faded and no sense can be made of it. The case containing the E-Necrotoxin is now 

empty. 

 

“E-Nec  tox n 
Destr c any subj ed 
E-s bio del. 
U s  only  sal of  assets 
T   must first be st  before   . 
Do this   placing a sample   into the  
nec   xin container.” 
-RE7: Tattered Secret Document; undated. 

 

She opens the door to the control room and finds nothing but cold, empty silence within. She 

shines her flashlight and illuminates old junction boxes and instrument panels covered in a thin 

film of the Mold. Chairs have been knocked over and paperwork scattered. Her laptop she 

used to send Ethan messages on lies broken and smashed on the floor. None of the controls 
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and buttons are working, and she finds an orange box is locked up tight and requires a lock 

pick to open. The only other door out of here is sealed shut so she is forced to backtrack 

towards the elevator. 

 

Prising the doors apart she can jump down on top of the elevator car which is stuck somewhere 

between floors two and one. There is an access panel on the roof, but it is bolted shut and she 

will need to find some kind of tool to unscrew it. Looking up the shaft a ladder will enable her 

to manually climb up to the next floor. Remarkably, some of the overhead lighting still works 

and a nearby loose cable has shorted and sparks of electricity fizz out of the exposed end. 

Stuffing her gun into her jeans, Mia begins to climb the ladder. 

 

She is now on the fourth floor at the very top of the  

ship. She is in the maintenance shaft where the  

control station and pulley system for the elevator is.  

Dropping down through a hatch here takes her  

onto the main bridge. Like the rest of the tanker,  

this place is a relic and all the control stations and  

instrument panels are dark and silent. All the main  

viewing windows have been smashed and through  

the glass shards she can see the swamp and trees  

outside with the rest of the Annabelle entrenched  

in the middle. The wind whistles ominously around  

the ship and moonlight illuminates the scene. The inactive Mutamycete is everywhere and the 

remains of several bodies can easily be seen trapped within, including one unfortunate 

individual frozen whilst in the process of being dragged through a shattered window. The only 

thing working up here is a computer linked up to the CCTV system. Mia scrolls through the 

various images until she finds a live feed of Ethan trapped in some kind of cocoon on the very 

bottom level of the ship. She needs to save him and can only hope she can get down there in 

time. Suddenly, Eveline appears and grabs her arm, giving her an almighty fright. She calls Mia 

a liar before disappearing again after Mia screams at her to stop. She looks at her arm and can 

clearly see the pressure marks from Eveline’s hand. She curses these hallucinations and 

wonders where she really is.  

 

A door at the back of the bridge leads to the  

captain’s cabin and the décor in here is  

different to the rest of the ship thus far with  

a blue carpet, oak furniture and a brown,  

leather couch. A bookshelf has collapsed  

and has knocked over a globe on the desk.  

A scrunched map of the world is pinned on  

the wall. Rummaging through the captain’s  

desk she finds a detailed map of the ship  

she stuffs into her pocket. There is also a  

lug wrench she can use to undo the bolt for  

that hatch on the elevator car. Finally, next  

to some ransacked filing cabinets there is a security locker containing a machine gun, but 

unfortunately the door is locked and she cannot get inside.  

 

Moving back outside, a light still works which illuminates the elevator for this level. Numerous 

life rings hang on the wall here and the floor tiles are cracked and dirty. A door beyond leads 
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to the stairwell running down the spine of the ship but the stairs have been blocked off with 

some heavy-looking gas cylinders. Mia returns to the elevator and pulls the doors open. She 

can see the elevator car directly below, underneath the sparking electrical cable and ladder on 

the other side. She jumps down and uses the lug wrench to unlock the hatch. Climbing down, 

she is now inside the elevator car which she can see is stuck between the second and first 

floors. She investigates a control panel for the elevator in the bottom right hand corner, 

believing that if she can get it working again, she can use it to ride down to the bottom level 

where Ethan is. Closer inspection reveals a cable and fuse are missing. She is going to have to 

search for the required components and a nearby note left behind by ship’s mechanic Dwayne 

Chalmers may provide a few clues. 

 

“Louis, 
The cable is completely fried. We had a  
replacement but we had to use it to fix something  
in the 3F sick bay. You’re gonna have to go ask  

Dr. Waddell for it. 

I’m needed down in the No.2 Engine Room but  
I can’t get down there unless we get this thing  
working. 
Dwayne.” 
-RE7; Mechanic’s Memo; October 2014. 

 

Mia consults her map and notes sick bay is on the third floor, so she pulls herself up and out of 

the elevator car onto the second. There is an overturned bench nearby where she finds a 

survival knife. Looking around, she recalls this is the floor she and Alan stayed on. She heads 

back to their old cabin which is of course now empty. It is largely the same though much of the 

furniture has been overturned and the carpet ripped. She can still make out the ‘Evie’s 
Upstairs’ message Alan had written on the wall three years ago. 

 

Moving back outside, she is able to sneak up  

on an armless Molded and blow its head off  

before it even knows she is there. A door  

leading to the stairwell is on the left and she  

is able to unlock it and move inside. She  

now has a choice of moving up or down a  

level and elects to head up back to the third  

floor. From there she passes through the  

security room, past the elevator and through  

the control room where she uses her  

corrosive to unlock the door on the other  

side. She is now in the corridor where she  

was first blown out of the ship and into the sea. Around the corner to the left, the entire wall 

has been ripped away and sections of the floor have come loose to reveal the steel support 

struts below. From here she is afforded an excellent view of the bayou and the rest of the 

Annabelle has completely split apart from the section she is in. 

 

Moving on, a door on the left leads through the bathroom featuring multiple broken toilet stalls 

all covered in Mold. From there she arrives at the sick bay. Here she finds desks cluttered with 

paperwork, ransacked medicine cabinets and overturned gurneys. Rummaging through the 

various drawers and cupboards she finds some more corrosive. At the back of the room she 
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finds some still-working medical apparatus hooked to the wall socket via a power cable. Mia is 

able to disconnect this cable at either end before she is suddenly attacked by a fat Molded who 

lurches out of the shower room. As it projectile-vomits corrosive fluids everywhere, Mia ducks 

and slips past the large beast. She is able to run away as it is too slow to turn around and keep 

up with her. 

 

Returning all the way back around and down to the elevator car, Mia inserts the cable and is 

rewarded with a solid green light. Just the fuse to find now and the elevator should be 

operational again. She pulls herself back up out onto the second floor and this time takes the 

left-hand route down the corridor. She has to use corrosive to get through the first door which 

is another crew bunk room. Many of the bunks have been tipped over and banged together to 

form a barricade blocking off the second half of the room. But a search through the ransacked 

furniture reveals a couple of very handy remote bombs and a key for the locker in the captain’s 

cabin.  

 

Moving back outside, the next door down leads  

to the other side of the barricaded bunk room.  

A single Molded lurks in here and after  

dispatching it she looks around but finds  

nothing of any use. Some shelves have  

collapsed near an old microwave and a TV has  

toppled over on the desk. On the dining table a  

magazine has been left open with an article  

focusing on the survivors of the Raccoon City  

incident. Dated from 2014, it mentions how  

even 16 years on the survivors are still suffering. 

 

Back outside she continues on before the  

corridor forks to her left. There is an open  

safe on the wall here which is empty and a  

door to her immediate right leads to a small  

maintenance tunnel where up a ladder she  

finds some more remote bombs and a lock  

pick. Moving on she backs up the  

passageway and finds the double doors to  

the dining room are open. Eerily the lights  

still work in here and illuminate a scene of  

devastation, with smashed crockery, pots  

and rubbish all over the floor. The kitchen  

beyond is full of inactive Mutamycete  

deposits and this is where Eveline first started vomiting the bacterium three years ago. The 

lounge opposite is also empty, but a side room contains a safe with three more bottles of 

corrosive. The safe is unlocked via a puzzle after Mia manipulates three paintings on one side 

of the wall to identically match their counterparts on the other. 

 

She returns to the stairwell and decides to quickly head up to the fourth floor to recover the 

machine gun from the locked cabinet in the captain’s cabin. She immediately feels better with 

the weapon in her hands and takes the stairs all the way back down to the first floor to recover 

the fuse. When she arrives, she removes the fuse she originally acquired from the laundry 

room and placed here to activate the door. Removing it now means she is once again trapped 
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on this floor, but instead he navigates through the darkness, avoiding more crawling Molded, 

and climbs on top of a box and lifting herself up into the elevator car partially trapped on this 

floor. Now she is able to attach the fuse and is thrilled when the lights come on. The elevator is 

now operational and she has access to every floor of the ship. Quickly, she thumbs the switch 

for ‘S2’ and travels down to the bowels where Ethan is being held.  

 

When the doors open on the bottom floor,  

Mia steps out cautiously, her rifle probing the  

darkness for anything moving. Eveline’s voice  

in her head suggests Ethan is waiting for her.  

Trying to block her thoughts, she concentrates  

and remembers this route from when she first  

came looking for Evie after her escape three  

years back. She passes through the darkened  

corridors, navigating her way past Mold- 

encrusted pipes and conduits, taking out  

several hibernating Molded along the way.  

Soon she reaches the No.1 Engine Room,  

passing that same dead body of a worker that  

grimly awaited her the first time she came through here several years ago. More corridors await 

beyond and the staccato of her rifle reverberates around the metallic bulkheads as numerous 

muzzle flashes partially reveal a crawling Molded being torn apart. Soon she arrives at the No.2 

Engine Room, and this is where Ethan is trapped. 

 

She pushes open the door and can see her husband mostly obscured by the Mutamycete and 

stuck to the door. But standing between him and her is Eveline and the little girl says she needs 

Mia to do something for her. Then suddenly she vanishes. Mia runs to Ethan, but he is still 

unresponsive, the Mutamycete covering almost all of his face. 

 

Ethan Winters opens his eyes. He is back in the  

Baker House, but everything is normal. The  

place is tidy. A voice calls his name, and he reels  

back in alarm to see Jack Baker. Human Jack  

Baker. Jack holds his arms in innocence and  

insists he won’t hurt him before sitting down on  

the chair opposite. Beside him is Zoe. Jack  

explains to Ethan that he never would have hurt  

him in the first place if he could have helped it.  

Confused, Ethan asks what he means, and Jack  

says he is no killer, and neither is Marguerite, his  

boy Lucas, or even Zoe. A sad-looking Zoe gets  

up and walks to the window as Jack explains the little girl Eveline is responsible for all of this. 

Ethan wants to know what she is and what she has done to them all, making Jack close his eyes 

with regret. He explains that she infected them all with her gift. That’s what she calls it. He 

found her in a busted-out tanker in the bayou and everything changed after that. Ethan guesses 

that she infects them then takes control, but Jack says that is not quite right. She just forces her 

way into your mind and your soul, and you cannot fight back. You are connected to her and 

you cannot resist the urge to do bad things. You are a different person after that. Ethan nods 

and this is just like what happened to Mia. She sent him that message because of Eveline. Jack 

explains the girl just wants a family of her own. She is the key, and he implores Ethan to find 
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her and stop her. Jack looks at him with pleading eyes and begs him to free his family. – Jack 

and Zoe feature in this version because they are both still alive and infected. Marguerite is 

absent because she is dead, so is Lucas because his cure via The Connections no longer has 

him linked to the hive mind of the Mold. 

 

The world around him goes black as Ethan’s connection to the hive-mind consciousness of the 

Mutamycete fades. He is waking up, but his vision is totally obscured because of the Mold. He 

can hear Mia’s voice from somewhere close by telling Eveline to stay away from him. Eveline 

asks why she cares because Ethan doesn’t love her, but she can make him love her. Mia begs 

her not to hurt him and Eveline calls her silly. She already promised that she isn’t going to hurt 

him. It’s not like Mia can do anything to stop her anyway because as she already pointed out, 

she is not her mommy anymore. The voices suddenly fade, and Ethan can feel Eveline’s 

presence fading.  

 

There is a squirming sound and suddenly he can see  

again as Mia rips away large chunks of the Mold. She  

soon has him free and he staggers down into her  

arms. He is weak and doesn’t understand what is  

happening. He tries to talk but Mia says there is no  

time. She pushes him towards the door and insists he  

needs to stop Eveline. Ethan can barely walk and only  

vaguely notices the vision of Eveline watching from  

beside the main engine. Mia reaches into her pocket  

and hands Ethan a bottle containing Evie’s tissue  

samples. She then pushes him out of the door and  

locks the hatch so he cannot get back inside. She  

knows she is still infected and cannot go any further with him. Ethan bangs on the other side 

and asks what she is doing. Mia looks back through the porthole and tearfully announces she is 

saving his life. He needs to get going right now for she won’t be able to resist Eveline much 

longer. She tells him to go kill the little bitch just as more Mutamycete spreads and seals up the 

door and window. Ethan calls her name and wrenches at the door, but he cannot get it open. 

 

Ethan turns and notices a sign on the wall  

pointing towards the emergency exit. Feeling his  

anger rising, he calls out to Eveline and  

demands to know where she is, but there is no  

answer. The next door leads into a cluttered  

storage compartment separated in half via a  

mesh covering. A gap in the mesh allows him to  

duck and crawl underneath, just as a light on the  

wall illuminates a mound of Mutamycete  

separate and reform into the words: ‘It’s all  
your fault’. Evidently Eveline blames Ethan for  

destroying her family unit. He ignores her message, passing through a few more doors before 

soon finding himself back outside the ship. He jumps down and lands in a squelchy mud-bank.  

 

He is in a section of river where the waters have completely receded, and numerous dead fish 

are everywhere. All the surrounding trees are bereft of any leaves and look menacing in the 

darkness. He moves forward through the squelching mud, ducking under a large, sodden tree 

trunk. He is soon knee-deep in muddy, brown water but his ears prick up when he hears the 
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sound of an approaching helicopter. Looking up, he sees a helicopter crossing over the brown-

coloured sky from the general direction of the Baker estate towards the Salt Mine up ahead. 

This is the Blue Umbrella helicopter with Chris Redfield and the Special Cases and Disposal 

Team. 

 

He moves on, sloshing through the thick mud  

and kicking away all the dead fish whilst  

pushing aside overgrown reeds and climbing  

over floating tree trunks. He can see wooden  

buildings up ahead and large tower that marks  

the entrance to the salt mines. He wades  

through a muddy bog and under a wrecked  

pier before climbing up and emerging inside a  

dilapidated wooden shack. It is full of rubbish  

and a broken sign identifies this place as the  

‘Abercrombie Salt Mine, South Dulvey’. There  

are loads of dusty old files and paperwork left  

behind here and amongst them all Ethan finds a remarkable journal written all the way back in 

1892, back when this place was known as the Patterson Mine. The journal makes mention of 

an accident because of unstable ground and that several workers lost their lives.  

 

Rummaging through a nearby desk Ethan finds a black and white photograph of a helicopter 

which on closer inspection bears the logo of the Umbrella Corporation PMC. On the back of 

the photograph are the words: ‘Are they watching us from that helicopter?’ It seems Blue 

Umbrella have had this area under surveillance for a while. Nearby is an old CB radio system 

which is hissing static. Ethan fiddles with the reception and is able to intercept on ongoing 

transmission. Someone identifying themselves as Bravo 1 is contacting Alpha 1 (Chris 

Redfield) who wants to know if anything has been found. Bravo confirms a thorough search of 

the Baker property revealed zero survivors, although there were clear signs of a skirmish. 

Alpha asks if it was Eveline, but Bravo doesn’t believe so. He confirms they have found several 

encrypted messages from Lucas Baker to an unknown third party and he can probably guess 

who that is. Alpha 1 doesn’t seem too happy at this revelation and confirms they have received 

reports Lucas is hiding in an abandoned mine south of the property and is going to have a 

look. Bravo acknowledges and will meet him at those coordinates. Alpha 1 signs off by 

confirming that should anyone encounter Eveline, their orders are to shoot to kill. The 

transmission ends there. Clearly something much larger is afoot here.  

 

Ethan quickly searches the remainder of the  

shack, finding a small table with some miner’s  

hard hats left scattered and a white board with  

a crude diagram. Someone has drawn the ship  

and the swamp with an underground entrance  

to the mines. The word ‘lab’ has been written  

here.  

 

At that moment, Lucas is inside the Salt Mine  

and on his way back to the laboratory. He  

receives a call from a representative of the  

unknown organisation he is in talks to see the E-001 development data to. He asks for 

permission to begin and quickly gets frustrated, insisting he cannot help it and that they have 
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work to do. Now that Blue Umbrella have arrived the stakes have been raised considerably. 

 

Ethan leaves via the back exit and continues down the muddied riverbed, passing overturned 

cargo trucks and mine carts filled with salt rocks. Picking his way through all the stones and tree 

roots skittering the ground he soon finds himself in a clearing where a large pylon stands next 

to the main colliery. More buildings can be seen in the distance and a large mobile crane is 

parked up, rusting and forgotten. Directly beneath the colliery is the freight lift leading down 

into the mine so Ethan climbs inside and thumbs the switch. The elevator jerks as it begins its 

descent and the lights flicker. He can feel the air temperature change as he is transported 

underground. This mine has been abandoned for a while now.  

 

Soon the elevator doors part and he emerges  

into an immaculately carved tunnel with the walls  

made of sedimentary evaporate minerals  

resulting in great deposits of Halite, more  

commonly known as rock salt. Netting has been  

placed across the ceiling and markers hammered  

into the rock at regular intervals. Powerful  

halogen lights are installed and connected to  

thick cables stretching out across the wall. There  

are barrels and sacks of extracted salt scattered  

around and fuel for the power source.  

 

Ethan is attacked almost straight away by a crawling Molded, but he is able to take it out from a 

distance. Further down he knows he is definitely in the right place when he spots more of 

Lucas’ booby traps. He stands back and shoots them at a distance before emerging into a larger 

room with a square shaft extending down the middle. A cage has been built around it and 

Ethan cannot tell if it is another elevator or perhaps a custom-made shaft for the drill to chew 

even deeper down into the ground. Several Molded lurk in here and Ethan lures them into 

more of Lucas’ tripwires and watches with satisfaction as they are blown apart. 

 

Moving on, he follows the twisting, crystalline  

tunnel even further down before emerging  

into a small, well-lit clearing breaking off in  

multiple directions, however most of the  

offshoots here have collapsed. A tunnel to his  

right contains a huge pump and fan  

connected to a massive tether and to his left is  

a small tunnel leading to a mine track. More  

Molded lurk here but Ethan is equal to them  

with his shotgun. The tunnel leading to his  

immediate left has been blocked off via a  

wooden barricade and the opposite way is  

blocked because of a tunnel collapse, leaving  

him trapped. As the Molded close in, Ethan grabs hold of a mine cart full of Halite deposits 

and pushes it down the track. The heavy cart soon gains traction and picks up speed as it 

moves down the rails, knocking over the Molded and punching a hole through the wooden 

barricade. Once the dust settles, Ethan moves through the wreckage and investigates the rest of 

the tunnel. 
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A path soon branches off to the left and he emerges into a large cavern installed with powerful 

artificial lighting. Large chunks of rock have been mined out and dumped in the corner and 

several structures have been built with stairs leading to a reinforced steel bridge. As Ethan 

makes his way up, he notices the bright light illuminate the swirling dust and salt as if it were 

falling ash. He almost falls for a hidden booby trap on the stairs but spots it at the last minute. 

Once safely at the top he crosses the bridge and heads through the door on the other side. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

He is now inside a square room covered floor to ceiling in tarp. Work benches are set up 

containing chemicals and basic scientific apparatus. Three old bathtubs are full of Mutamycete, 

but their tops have been covered with wooden planks and a metal mesh covering. Shelves and 

carts at the back of the room contain other compounds and bottles of strange unknown liquids. 

Left open on the desk is the laptop belonging to Lucas. The screen shows three e-mails he has 

sent out to The Connections. They are dated between January 2015 and September 2016, 

concerning status reports on Eveline. Evidently Lucas was once infected but The Connections 

were able to partially cure him so she could no longer influence his mind. Mia was also locked 

away because she was becoming increasingly violent, a move Lucas believed might have 

angered Eveline, but she did not show any protest. Finally, he mentions how Eveline’s family 

obsession is getting out of hand. She is making them kidnap more and more random people so 

she can add to her family, suggesting she is not happy because Mia will not fully come around 

to her way of thinking. He also mentions Eveline is starting to rapidly age as if something is 

wrong with her. Intrigued, Ethan moves on to the next room. 

 

He is now in a larger room and a bright light comes from an x-ray viewer on the wall to the left. 

Cupboards are full of paperwork and Ethan finds an infection report detailing the symptoms 

that appear when the Mold produced by an E-Series subject infects a human. The infection is 

broken down into three stages with the initial infection causing the Mutamycete to ingest 

nutrients from inside the subject’s body to propagate itself, then slowly it takes over cells within 

the body. As a side effect, the infected subject gains remarkable regenerative abilities. In tests, 

researchers were able to remove arms and legs from test subjects and found that they were able 

to coapt the amputated limbs in a matter of minutes. This explains to Ethan how he was able to 

miraculously reattach his shattered leg after Jack Baker had severed it off with a shovel back in 

the pantry. Stage 2 is known as the mid-stage infection and this is where the bacterium has 
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reached the subject’s brain and their thoughts become in tune with the E-Series asset. 

Symptoms include hearing noises and experiencing hallucinations and shortly afterwards they 

will fall under the complete control of the asset, eventually losing all sense of ego. Finally stage 

3 is complete infection and by now every cell in the subject’s body has been taken over by the 

Mold and the subject begins to lose their human form. Physical mutations from that point on 

vary from case to case but all commonly display incredible strength. The report ominously 

concludes by concluding containment of any such subject would be extremely difficult. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Ethan moves down to the x-ray viewer and notes several high-resolution images placed here. 

The first is of a small girl being restrained by two researchers and getting injected. The caption 

reads: ‘E-Necrotoxin. E-Series dosage test.’ The next picture is of the subject vomiting up the 

black Mold from their mouth. The caption reads: ‘5 mins after dose – vomiting’. The third 

picture shows the female subject isolated in a cage with a dozen researchers in biohazard suits 

watching her. The caption here reads: ’10 mins after dose – death’. Finally, the last picture 

shows the body of the deceased E-series asset being autopsied. The caption here reads: ’12 
mins after dose – cell calcification.’ 

 

Disturbed, Ethan’s attention is drawn to a large, 

portable refrigeration unit. Dry ice emanates 

from within to keep and numerous wires and 

cables are hooked up to it. Resting on top is 

another of the mysterious transport cases and 

once again, the lock is activated by the close 

proximity of Ethan’s Genome Codex. A 

calcified E-Series infant is inside with a yellow  

wire attached to the body. A note is left here 

identical to the one Mia found, albeit complete. 

 

“E-Necrotoxin 

Destroys cells of any subject based on the E-Series bioweapon model. Use only for disposal of 
E-Series assets. The toxin must first be stimulated before use. Do this by placing a sample of an 

E-Series’ cells into the Necrotoxin container.” 
-RE7: E-Necrotoxin Document; undated. 
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Remembering the bottle Mia gave to him, Ethan places the vial with Eveline’s tissue samples 

into the machine. Immediately the box lights up and a procedure begins to synthesise a sample 

of the E-Necrotoxin. The infant’s body within the case seems to wither a little more before his 

very eyes until suddenly another compartment opens up containing a syringe with the finished 

product. The toxin is bright green and Ethan puts it carefully into his pocket.  

 

Another desk in the corner holds more apparatus and also here is part one of a research and 

development report explaining the origins of the project. It began way back in 2000 with The 

Connections working alongside technical support from the rival company of the original 

Umbrella Corporation whom Albert Wesker was working for. The aim was to develop a 

bioweapon for neutralising combatants en  

masse with minimal direct contact. The  

selling point of this project would be the  

completed asset’s ability to turn enemy  

combatants into allies and therefore  

converting hostile elements into willing  

servants. If successful, this project would  

effectively eliminate the cost of not only  

prisoner of war handling but also combat  

itself. Several other major national  

organisations wanted to get involved but  

unfortunately their names are redacted in  

this copy. Also censored are details about  

the discovery of the original anomalous bacterium which gave birth to the project. The genome 

of said bacterium was introduced to a pre-Stage 4 human embryo and then cultivation was 

performed in a controlled environment over a period of 38-40 weeks. The resulting organisms 

were referred to as ‘candidate specimens’ and graded based on their success from A-E 

respectively. A common appearance selected for the bioweapons was a 10-year-old girl to allow 

ease of blending in with urban or refugee populations. The report goes on to confirm that 

Eveline is the first E-Series specimen and is capable of secreting the Mutamycete at will. This 

bacterium imposes a profound control over body and mind when introduced into a host 

organism. It is still relatively unknown how Eveline achieves and maintains this control, but a 

working theory is that the vector is similar to the auto inducer pheromones used for quorum 

sensing in luminescent bacteria. Eveline’s control is exerted in a series of discreet stages, the 

first of which is hallucination. Almost immediately after infection, the subject begins to see 

images of Eveline although she is not really there and hear her voice which is inaudible to 

anyone else not infected. This phantom Eveline appears to be a normal young girl, sometimes 

desiring companionship or assistance. But as time progresses she will start to make more and 

more extreme demands, including self-mutilation and attacks on other people. The 

psychological shock this induces helps break down the mind’s natural barriers to Eveline’s 

brainwashing effect. The final part of the report is redacted but refers to the whole body 

becoming contaminated by the Mold. 

 

Moving on, Ethan finds part 2 of the R&D report on a bench near the back of the room 

concerning the Molded creatures. This report talks of Eveline’s abilities to form organisms 

from the fungal filaments she is able to produce from her body. The resulting creatures are 

‘super organisms’ made up of countless mycelia. They exhibit strong survival instincts and will 

defend themselves ferociously with the slightest provocation. Their fungal toughness made up 

of ultra-fine threads give them significant battlefield potential. The next part of the report is 

censored but concerns creating a unique fungicide serum from Eveline’s body tissue 
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specifically to treat accidental infections. Administering the serum to a subject will cause the 

mycelia to calcify, and if the subject’s cells are largely invaded, then the process will be fatal. 

The treatment window is extremely small, so the report recommends the serum be used for 

the disposal of infected subjects rather than a  

cure. Again, the next section is blacked out  

but it reads that subjecting the serum to a  

foreign element will expand its potency and  

result in the E-Necrotoxin compound. The  

next part of the report focuses on Eveline’s  

obsession with family and how researchers  

discovered that during live experiments the  

infected subjects were compelled to act as her  

‘mother’ or ‘father,’ treating her as if she really  

were their daughter. It remains a mystery why  

she is this way, but senior researchers speculate  

it may be that she instinctively understands that a family unit is better suited to blending into 

social groups than a single young girl. Alternatively, it may simply be that she is making up for a 

perceived lack of ‘love’ in her quarantined upbringing. Either theory is plausible.  

 

Intrigued by these revelations, Ethan is keen to press on. The door out of the lab leads to a 

small office with a desk and some shelves that have all been thoroughly ransacked. Another 

door from here leads back out into the mine. He is now on another metal bridge; the same 

bridge Lucas was on earlier when he received a call from his prospective E-Series buyers. 

Crossing over to the other side reveals a heavy steel door that is sealed up tight. This leads to 

the main mining area where the drilling machine is housed. There is a keypad on the wall, but 

he doesn’t know the code to open it. Great masses of Mold have built up along the floor and 

ceiling here so he backs away and takes the stairwell back down to the ground.  

 

He is now in another mined salt tunnel and an  

offshoot to the left leads down to a single  

door. This leads out of the mine and he finds  

himself in a partially flooded cavern. As he  

wades through the flooded water, he can hear  

Eveline someone close by humming the tune  

to Aunt Rhody, but he cannot see her  

anywhere. He shines his torch around but all  

he sees are jagged rocks and muddy water.  

When he reaches the other side the humming  

stops. The cavern up ahead has partially  

collapsed, and multiple wooden beams have  

been installed to reinforce it. He gets down on  

his hands and knees to crawl his way through only to experience a split-second vision of 

Eveline on the other side. She tells him to die just as the whole cavern begins to shake. Giant 

mounds of the Mold fall from the ceiling and multiple Molded creatures are beginning to form 

all around him. Ethan decides to make a run for it and makes his way to the other side, 

running up the steep gradient of the tunnel. He can hear the Molded amassing behind him and 

Eveline giggles as more of Mutamycete rains down from the ceiling. He is forced to confront 

several of the creatures as they take shape directly ahead of him but several blasts from the 

shotgun are enough to drive them back long enough to run by. Eventually he climbs another 

stairwell and drops down into the next area. 
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He is now in another large pit and the night sky can be seen up above as well as the colliery and 

several of the mining buildings. Remnants of old, rusting machinery are down here as well as a 

large drill and some left-over crates. A powerful halogen light on the floor illuminates the rocky 

walls all around. But as he explores further, he is attacked by two of the fat Molded. Ethan uses 

the old drill for cover as he takes aim at the two lumbering masses. After a short battle, they are 

both defeated, and he is able to climb up a ladder and out the other side of the quarry.  

 

It is around this time that Bravo Team set down to search the mine. They send in three of their 

best operatives, with one identified as Marquez, to find Lucas. 

 

Ethan is now in another mining tunnel with rail tracks  

running down and lights installed on either side. Coils of wire  

and rope are wrapped around large wooden yarns and some  

orange hard hats have been left behind by the pit crew  

following its abandonment. The tunnel quickly stops at a  

dead end where metal cages and other debris are blocking  

the lift shaft for materials to be transported up to the surface,  

however a gap in the rocks to his right brings his attention to  

a small tunnel beyond. Ethan just manages to squeeze  

himself through the gap and finds a map of the abandoned  

mine on a nearby table. More investigation reveals a hole in the back wall blocked off with 

wooden boards. Ethan kicks them through and steps inside to find himself back in the guest 

house of the Baker property, right back where he started. Specifically, he is in the room where 

he first lost track of Mia after he freed her from her cell. He is in the old storeroom with the 

empty wooden shelves and the old wheelchair in the corner. On the floor nearby is the doll of 

the little girl with black hair and a purple dress, the same as Eveline.  

 

He steps through into the room with the old carpet on the floor and the sofa Mia rested on. He 

has a brief flashback back to where Mia was panicking about being unable to find the hidden 

door out of this room. Once the flashback is over, the door is there, clear as day. Lying on the 

table next to the shining table lamp is the photograph of grandma. On the back are the words 

‘E-001’. It all makes sense now, after everything he has seen and the information from Lucas 

that Eveline began rapidly aging. Eveline is the E-Series bioweapon that got loose on the ship 

and because she hasn’t been taking her treatment she has begun to age rapidly. Grandma is 

Eveline. 

 

MORNING: 

Ethan returns upstairs and experiences another  

flashback back to where Mia first attacked him  

and threw him into the old study. Standing in the  

corridor observing it all is Eveline herself. The  

reason Ethan couldn’t see her at the time was  

because he hadn’t yet been infected. As the vision  

fades and he returns to the present, he wonders  

why he is suddenly seeing these things. But then  

Eveline answers in his own mind and believes  

everything is all his fault. He shakes his head and  

she is quickly gone again.  

 

Moving on, he continues down the corridor and turns right, stepping through the door into the 
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hallway by the stairs. As he passes by the sitting room door, he has another vision of Eveline 

standing at the bottom of the stairs. Suddenly Mia jumps out from the storeroom and grabs 

him. It takes him a second to realise he is replaying events from earlier as Mia insists everything 

is okay and that she knows he didn’t mean to hurt her. Eveline tells Mia to kill him and she 

suddenly turns and rages that he shouldn’t have done that as it fucking hurt. She slams Ethan to 

the floor, and he braces himself as Mia slams the screwdriver towards his hand only for her to 

suddenly disappear. Little girl Eveline looks down at him, suggesting that if Ethan doesn’t want 

to be her daddy then he can die. She disappears again but he can still hear her voice in his 

head saying it is ‘mommy’s turn to kill him.’  
 

Ethan continues on, but his vision remains hazy  

and everything is black and white. Eveline is still  

manipulating his senses but he cannot see her  

anywhere. He moves into the kitchen but all  

appears quiet and normal. He pauses momentarily  

when he hears her giggling, and sweeps the room  

with his rifle but nothing is there. He decides to  

make for the back door but stops in the corridor  

when he spots the girl blocking his path directly  

ahead. She looks right at him and promises that he  

will become one of them and then maybe he will  

play nicely. Trying a different approach, Ethan  

lowers his rifle and instead produces the E-Necrotoxin from his pocket. Eveline’s whole 

demeanour changes when she sees it and she screams for him to get it away from her. She 

disappears but Ethan recoils in horror to see Mia coming at him with a chainsaw. He fires a 

burst from his rifle and falls on his backside as Mia says she doesn’t need his pity and yells at 

him to go back home. But his bullets harmlessly punch several holes in the wall and the 

expected decapitation never comes for Mia has disappeared. It was just another hallucination 

and it is becoming hard now for Ethan to discern what is real and what is not.  

 

The back door to the house is still locked so he  

retreats into the kitchen where the Eveline doll now  

stands on one of the chairs by the kitchen table. The  

doll is much bigger now. He ignores it and continues  

on, moving up the stairs towards the attic. At the top  

of the stairs he is forced to steady himself as the  

whole house starts to shake and vibrate. Dust rains  

down from the ceiling and the whole building  

shuffles on its foundations. Mia appears again here,  

slicing and dicing with her chainsaw but Ethan steels  

his nerves and does not react. She is not real and  

therefore cannot hurt him. Soon she disappears and he is free to take the ladder up to the attic.  

 

All is quiet at the top as the house stops shaking. A light on the floor illuminates swirling dust 

particles and highlights the gouged hole in the wall to his right. Stepping through, Ethan can see 

into the room beyond and this is where Eveline stands. He fires a burst with his rifle but the 

bullets just pass right through her. She warns him to stay back and a powerful shockwave 

suddenly ripples out and sends him flying to the floor. He picks himself up and begins to make 

his way forward as a powerful force tries to keep him back. Eveline’s voice becomes distorted 

as she warns him to keep back and screams in frustration. Ethan holds up his arms for 



         

2701 
 

protection as a powerful gust tries to blow him back down. But soon he is close enough to grab 

hold of Eveline and as she cries out he injects her in the neck with the E-Necrotoxin. Eveline’s 

protests descend into a screaming wail and suddenly everything goes bright white and Ethan 

has to avert his gaze. 

 

But when everything settles down, Ethan opens his eyes  

to find himself holding onto grandma, still sat in her  

wheelchair. He backs away in surprise and the old  

woman starts sobbing, lamenting the fact that everyone  

seems to hate her. She is crying but her tears are black  

and Ethan watches and says goodbye as her skin begins  

to putrefy and blacken as the Mutamycete rapidly takes  

over every cell in her body and she begins to lose her  

human form. She screams that it hurts, and she damns  

everyone to hell before losing her shape completely  

and collapsing into a black, glutinous mess on the floor.  

He almost feels sorry for her. 

 

He looks up after being momentarily distracted only to find the bacterium has rapidly spread 

across the whole room. It is pulsing grotesquely and soon all four walls; ceiling and the floor 

are a writing mass of sentient growths. Ethan cannot believe his eyes as a giant mass appears 

before him with a humanoid face. Eveline is still not dead. He quickly pumps his remaining 

ammunition into the face, but it doesn’t seem to have any effect. Soon he can hear the walls 

around him and the ceiling being ripped apart as giant black cysts pulverise the old house 

completely. Ethan is thrown backwards and screams as he feels himself plummeting towards 

the ground. Bricks and planks of wood rain down all around as he lands hard on the floor 

below. 

 

A few moments later, Ethan regains  

consciousness just as two Blue Umbrella  

helicopters pass by overhead. He looks up  

to see Eveline has grown massively and a  

huge, black mound now extends out of the  

roof of the old house, swirling and pulsating  

menacingly as several tentacles gather  

around the semi-humanoid face in the  

middle. Ethan opens fire again, using the  

last of his ammunition as Eveline cackles  

and says he is just a little boy. She snares  

one of his legs and hoists him up some 20  

feet in the air. Soon Ethan is left dangling  

as helplessly and all he can do is fire his last few rounds into Eveline’s mass. Her voice is 

horribly distorted now, and she laments that all she wanted was a family. Ethan’s last bullet 

causes her to drop him back to the floor and he screams once again as gravity pulls him back 

down with a bump. He lands on the soft earth and groans before realising there is an opened 

weapons case on the floor nearby. Lying on the grass is the Albert-01 handgun, a specifically 

customised Samurai Edge fitted with a light adapter module and hexagon silencer, capable of 

firing extremely powerful anti-B.O.W. customised ammunition. As Ethan dodges another 

searing attack from one of Eveline’s tentacles, his codex suddenly begins to beep with an 

incoming call and a voice on the other end tells him to use the weapon. 



         

2702 
 

The call is coming from Chris Redfield, decorated B.S.A.A. hero and now seconded to the 

Special Cases and Disposal Team as part of a working relationship with Blue Umbrella. He has 

thrown down the weapon to Ethan and can only watch from the helicopter above as there is no 

safe place to land at this time. 

 

“’Ethan! Use it!!’ 
The voice was clearly heard amidst the roar of the helicopter’s rotors flying in the sky above. 
The voice was Chris Redfield. The legend. 
A man who survived every crisis, who upheld justice under any circumstances, and embodied 
an invincible hero undaunted by any enemy.  
He is always the saviour of a desperate situation. 
The ‘it’ he referred to was a partner crafted from steel that had overcome many an ordeal 
alongside Chris, and has since come to represent the fangs of its master; the Samurai Edge. 
The attached light adapter module and hexagon silencer created a shape beyond the 
conventional scope of handguns. The base had a familiar shape, but something was definitely 

different… 

Ethan, who was at the threshold of mortality and desperately clinging onto life, could not afford 
to think of such a thing. In a bid to avoid a grisly end, the lump-like handgun demonstrated 
extraordinary potential and rewarded Ethan with his life when his initial position had seemed 
helpless.  
Chris Redfield leaned forward from the helicopter with a ‘Blue Umbrella’ logo shining on its 
fuselage and breathed a sigh of relief. He gazed at Ethan whose drive to survive reminded him 
of his own younger days.  
July 1998. If that horrific ‘Mansion Incident’ had not taken place, what kind of life would I 
have now? Would I still be with Alpha Team of Raccoon City’s Special Police Division 
S.T.A.R.S., working day and night to protect the peace and security of Raccoon City? There 
was no such future, yet I could so easily have never returned from the Republic of Edonia after 
being seriously injured. Or if I never met the late Piers, would I now be living a drunken life 
with no memory? 
He was possessed by a sentimentality that lasted only a few seconds of silence. This kind of 
suffering and sadness was known only to the parties involved. He would cut off such sentiments 
and carry out his duties once again.  
In his hand was his steel companion, the Samurai Edge…” 

-BIO7: Tokyo Marui AWM01 Archives; undated. 

 

Ethan groans as he drags his battered body across the  

ground and grasps the Albert-01. He turns and watches  

as a dazzling blue-laser sight points at his target. He  

aims for Eveline’s mutated face and fires the powerful  

R.AM.R.O.D. rounds that pulverise her body. She  

screeches in fury and soon her whole form begins to  

stiffen as her joins quickly calcify and harden. Soon she  

is frozen like a statue and her mutated face is captured  

in one final look of horror before seconds later it  

begins to crumble and collapse as it turns brittle and is  

unable to support its own weight. Ethan breathes a sigh  

of relief, his ordeal is finally over. 

 

He watches as a helicopter moves in and hovers overhead before ropes are tossed out and 

several heavily armed operatives rappel down to the ground. As they move to secure the area 
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with their weapons, a forth soldier walks over and removes his helmet, introducing himself as 

Redfield. Chris says he is glad they found him and Ethan is also relieved, wondering what took 

them so long. Before long the helicopter lands and Ethan is secured inside. He is happy to find 

Mia is already here, having been picked up by the Umbrella soldiers some time earlier. She is 

currently being treated by a medic and receiving some blood plasma hooked up to a drip. He 

holds her hand and says he is glad she is okay. She seems free of any influence but is heavily 

sedated and confused. As the Blue Umbrella helicopter takes off across the beautiful flooded 

swamplands and marshes of the Bayou bathed in the dawn of the rising sun, Ethan reflects 

upon his ordeal. 

 

“They say that when one door closes, another  
opens. Well, a door closed tonight. And what a  
long night it was – but not just for me. Mia and I  
weren’t the only victims here. So were the  
Bakers. It was that… thing, Eveline, who made  

them that way. But now Eveline’s dead and these  

guys are here to clean up the mess. I had just  
come to terms with losing Mia, but now she’s  
back and wants to start over – put all of this  
behind us. Maybe this is where the next door  
opens.” 
-RE7: Epilogue; 20/06/2017. 

 

0900HRS APPROX: 

Alpha Team begin to secure the Guest House. 

 

Contact has been lost with Marquez’ team in the Salt Mines. Their last transmission was 

reporting in from a small laboratory they found. They have all been captured and subdued by 

Lucas. He plans to booby-trap each of them for when the inevitable back-up units arrive. 

 

The events of RESIDENT EVIL 7: NOT A HERO begin. 

 

As the helicopter carrying Ethan and Mia flies  

away from the estate, Chris receives a call over   

the radio from his mission operator, Veronica.  

She asks if they lost Ethan, but Chris confirms  

he has been secured and is alive and well  

considering. Veronica also enquires about  

Lucas as right now he is their only link to The  
Connections. Chris insists he is next on his list  

and prepares to head alone to the mine  

entrance as his B.S.A.A. colleagues secure the  

remains of the Guest House. 

 

Minutes later, Chris takes the freight elevator down to the mining tunnels. It is all quiet down 

here with the salt deposits glistening off the walls. He puts on his helmet which brings up his 

Umbrella Head Mounted Display. He confirms with Veronica that he is down in the mine and 

she responds he is coming through loud and clear on the radio. She explains they didn’t get 

much of a situation report from the first unit before they lost contact, but they did say Lucas 

has turned the mine into his own personal hideout. Chris asks how many men they have lost 
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and she confirms three of their best. Images of each individual pops up on his HUD as 

Veronica explains their last transmission was from a lab that should just be up ahead. She is 

going to need him to check it out. He acknowledges and moves on. 

 

Chris traverses through the tunnels and soon comes across traces of Mutamycete on the walls. 

As he moves deeper, he encounters several Molded variants, but they fall pretty easily thanks to 

the power of the Albert 02 shotgun. Veronica’s voice crackles in his earpiece again as she 

confirms the lab is just up ahead. Chris asks if they have any idea what Lucas was up to down 

here. She says they are still analysing the data, but it looks like he’s been running experiments 

with the E-Type Mutamycete. Chris hopes their missing men haven’t become part of those 

experiments.  

 

Soon he arrives in the big cavern Ethan was in  

earlier with their stairwell and steel bridge  

running across the top. Passing through the  

door on the other side he enters a small room  

with two bathtubs where more of the  

Mutamycete is set to covert unfortunates into  

Molded. On the floor are two Umbrella  

operatives, one of which appears unconscious.  

Chris dashes over to his colleague who is  

injured. He has some kind of bracelet around  

his neck with a red light. Chris says he will get  

him out of here but the operative, running  

short of breath, implores Chris to leave as it is  

too late for him now. But as Chris insists they are both leaving, the unconscious soldier 

suddenly rises and slaps an explosive bracelet on Chris left arm. The voice of Lucas Baker 

speaks and insists he has news for Chris… any escape isn’t going to happen…  

 

Chris points his weapon and Lucas reveals the  

detonator in his hands, advising Chris not to  

shoot if he were in his shoes. Lucas removes his  

helmet and is clearly delighted at the situation.  

He says Chris can try and remove the explosive  

device on his arm all he wants, but he advises  

against, otherwise his hand might slip and…  

There is a sudden explosion and the soldier  

wearing the neck bracelet suddenly explodes in a  

shower of gore, knocking Chris back and  

speckling Lucas face with blood. The sociopath  

laughs and puts it down to oops. He strides over  

and warns Chris not to follow him, then he won’t have to bounce his head off the ceiling. The 

same goes for the other solider boys too. With that, Lucas bids him adios and leaves the room, 

setting off a pre-set trap that fills the room with Mutamycete spores. 

 

Chris curses and gets to his feet just as Veronica confirms via his earpiece that she is picking up 

spores from the E-Type Mutamycete. His mask will switch automatically to rebreather mode, 

but she advises him to keep an eye on his oxygen tank to be safe. Chris half-blindly fumbles his 

way into the next room as the gas being pumped in from the ceiling obscures his view. There is 

an x-ray scanner and numerous charts relating to E-001 in the next room but there is no time to 



         

2705 
 

investigate as Veronica warns his oxygen level is already down to 50%. He stumbles on, passing 

the empty case that formerly housed the E-Necrotoxin and moves into the third room. In here 

a table lamp shines down onto an old desk and a dusty leather-bound chair. A shelving rack 

full of cluttered files and binders is to the left. Ignoring it all, Chris immediately heads for the 

exit.  

 

Finally, he makes it back into the mining  

cavern and out of the spore infestation.  

Moments later Veronica confirms he is free of  

any contaminants. She advises he head back  

up to the surface immediately and get that  

explosive device removed, but Chris insists  

there is no time. He doesn’t want to give that  

asshole Lucas a head start. Veronica  

acknowledges but advises him to be careful  

moving forwards.  

 

He is now on the adjacent connecting bridge. Stairs to his immediate left lead back down to the 

mining cavern. This is the way Ethan went but the route is now blocked thanks to some gas 

cylinders, rubbish bags and shelves that have been tossed on top of one another. Instead Chris 

crosses the bridge and passes through more inert Mold on the floor and ceiling. Some white 

tarpaulin drapes down the left side and the bridge ends at a sturdy steel door. This was locked 

when Ethan was here earlier, but Lucas has since left it unlocked.  

 

On the other side is a darkened passageway.  

Through some mesh coverings on the left side  

Chris can see some tracks and an old mine cart.  

To the right are some dilapidated benches and a  

powerful halogen flashlight is connected to a wire  

that trails across the floor. His entrance has  

triggered another spore trap and his helmet  

chimes a warning in response that his oxygen  

reserves are being used once again. A nest of  

pipes run across the ceiling and they lead to a  

door at the far end. On the other side is a small  

room with more Mold infestation and a freight  

elevator leading further down. A single Molded is in here and Chris takes its head off with the 

Albert 01 just as Veronica warns his oxygen is down to 50%. He quickly steps inside the 

elevator and thumbs the switch to begin his descent further down into the depths of the mine. 

 

As he goes deeper, the spores fade, and his oxygen levels return to normal. Veronica gets back 

in touch with an update. They have finished analysing the data they intercepted from Lucas 

and it is just as they suspected, he has been sending status reports on Eveline back to The 
Connections. Chris’ orders are to find him and bring him in. They cannot let this happen 

again. Ever the sceptic and still bitter about the B.S.A.A.’s working relationship with Blue 

Umbrella, Chris sarcastically asks if they are sure they are just not looking to recruit Lucas for 

themselves. Veronica doesn’t find this remark amusing and insists they have been over this, but 

Chris won’t hide his feelings. The B.S.A.A. might be convinced of the PMC’s good intentions, 

and if they weren’t, he wouldn’t be here, but working with Umbrella is going to take some 

getting used to on his part. Veronica admits she realises it must be difficult and to tell the truth, 
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a lot Umbrella’s members have been with them since before they reincorporated as a PMC. 

About all that is left now is the name. She suggests he just focus on the mission right now and 

they can continue their talk about Umbrella’s moral obligations when he gets back. Chris is fine 

with that. 

 

The elevator doors soon part and he emerges  

out into a central cavern carved out from the  

solid rock. There is evidence of construction  

everywhere with mining vehicles and carts full  

of rocks that have toppled onto their sides.  

Powerful halogen lighting has been installed  

and wires traipse everywhere. The ground is  

uneven underfoot and mine cart tracks  

recede into the distance. Scaffolding has been  

erected and up ahead is a huge tunnel-boring  

shield machine. Chris is awed by its size but  

Veronica says this mine has been abandoned  

for a while now. There is an inert control panel nearby and Lucas has painted a clown face 

over a large red button that requires a key. Looking around there are three exits from this 

cavern. There are two shutters to the left, painted blue and green respectively, and one on the 

right painted red. Chris decides to head for this one first. 

 

As the shutter retracts, he steps through into another rocky tunnel and the air can be heard 

whistling through the labyrinth. Loose rocks skitter as he makes his way forward. The lighting 

in here is slightly yellower and paints the rock in a welcoming orange glow. But as he moves 

forward Chris notices pockets of Mold on the walls, although the colour is white, unlike the 

typical black of E-Type Mutamycete and has collected up in almost spherical globules. From a 

distance it is akin to a huge spider’s nest and there are numerous infestations across the walls 

and ceilings.  

 

A small alcove to the left catches his attention and he comes across a small cell. Inside is 

another Umbrella operative and he is tied to two metal girders underneath some sort of 

machine. The Bravo member is breathing heavily and asks if someone is there when he hears 

Chris’ approaching footsteps. Chris asks if he is okay and the solider weakly recognises him. 

Chris can see blood on his uniform and all over the floor and promises he will find the key to 

this cell and get him out of here.  

 

With renewed purpose, Chris continues on up  

the tunnels, past more nests of the strange white  

Mold and finds a small elevator at the far end.  

This takes him up to the 2F Mining Work Area.  

Some mine tracks lead off into the distance dead  

ahead but a large gate is down blocking any  

access beyond from here. Instead he follows the  

tracks round to the right where he finds a large  

portable extractor fan rigged up to a large plastic  

sleeve some 50ft long that connects to another  

fan on the wall. The tunnel soon opens up into a  

larger cavern and the remnants of a long-abandoned truck has been completely corroded by 

rust. But before Chris can explore further, he is accosted by a dozen Molded, a broad mix of 
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the standard, bladed and quick variants. Chris tosses a few grenades and uses the trusty Albert 
02 to dispose of them before they get close enough to be a threat. 

 

Now free to explore further, Chris finds  

numerous mine carts full of rubble and rusted  

oil drums scattered about. There is another  

shutter blocking off a second tunnel but the  

entrance has a load of junk piled against it. The  

tracks continue down a slope to the right and  

disappear up another tunnel which is blocked  

off by more construction and carts filled with  

rocks. In the top left corner of the room is  

another locked door with a painted-on clown  

symbol. There is also an old shipping container  

and more traces of the Mold. In the centre of  

the room is an old forklift and a powerful light shines on a box hanging from a winch and 

pulley installed on the ceiling. The word ‘key’ has been scrawled on in bright, white paint. 

Chris carefully approaches and on the other side of the crate he can see it is full of 

disassembled female mannequins and yellow tape. A key is attached to one of the plastic arms 

but as he reaches for it the winch suddenly retracts and the crate is pulled up into the air out of 

reach. Chris curses and waits for the inevitable trap to spring, but nothing happens... 

 

He searches the room and locates the controls for the winch, but a crank and a gear are 

missing. Looking around, he eventually locates both and sets about lowering the crate so he can 

retrieve the key. But as he does so, he disturbs the slumber of a new type of Molded. It is huge 

and is made up of the strange white variant he has been seeing in clusters on the walls. He asks 

Veronica what he is looking at and she admits she has no idea; this is something new. She 

recommends excising extreme caution. This new white variation is extremely resilient and 

normal ammunition isn’t going to cut it. Chris is open to suggestions and Veronica says he will 

need Ramrods to stop it revitalising lost tissue. He is going to have to fall back.  

 

Chris takes her advice and grabs the key before  

bidding a hasty retreat. This creature is a ‘Mama  

Mold’ and is devised from a weaponised form of  

the Mold developed by The Connections here in  

this facility. Its development code is WM-01 and it  

resembles a Fat Molded, though it is significantly  

larger and the white Mold is heavily resistant to  

conventional gunfire. It is also surprisingly quick  

for its size and Chris has to sprint back to the  

elevator and only just makes it in time.  

 

He arrives back down in the Mining Work Area 1F and heads to the cell to unlock the door 

and free his colleague. Chris insists everything will be alright now, but the soldier shakes his 

head and says that is just what Lucas wants him to think. He is the bait, and Chris just fell for it. 

Suddenly another spore trap activates, and the room is laced with billions of microscopic 

strands of mycelia. Chris curses as his helmet bleeps activation of rebreather mode. The 

stricken soldier insists Chris take the filter off his mask to give him more time, but Chris 

refuses because he will die otherwise. The soldier shakes his head and insists he is dead 

anyway. Just then, Lucas’ voice comes over a loudspeaker and says the soldier is right, telling 
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Chris to watch and learn. Suddenly, a spinning blade trap activates above the soldier’s head. 

Chris screams at Lucas to stop but there is nothing he can do as the trap smashes the soldier’s 

helmet then decapitates him in a shower of gore. Angry beyond belief, Chris curses Lucas and 

removes the filter from his former colleague, issuing an apology as he attaches it to his own 

helmet, buying him more breathing time. With nothing left to do here, Chris retreats back to 

the central cavern, seething. 

 

Once back in the central chamber and with the  

shutter closed; the spores quickly dissipate.  

Taking a moment, Chris admits he cannot wait  

to get his hands on Lucas. Veronica curtly  

reminds him that they need him alive, but he is  

only half listening. He heads to the opposite  

side of the cavern and thumbs the switch to lift  

up the green shutter. Beyond is another rocky  

passageway with some steps leading down. The  

air is thick down here and swirling particles of  

dust can be seen in the powerful overhead  

lighting. He passes a sign bearing a skull and  

crossbones reading ‘Avoid inhalation or  
ingestion’ – meaning at some point some sort of toxicity was present down here. At the bottom 

to the left is another steel door with a valve handle that has to be twisted to open. This leads to 

another tunnel where the natural rock of the cavern gives way to man-made brick. There is a 

locked door up ahead with another clown face painted on. This leaves the door on the left… 

 

Chris now finds himself in a labyrinth of narrow tunnels that was formerly some kind of storage 

facility. There are alcoves with wooden shelves and benches on either side normally used for 

storing mining equipment, but all they hold now are human bodies wrapped tightly in 

tarpaulin. This entire place has been booby-trapped and ventilators circulate the Mutamycete 

spores all around, though Chris can now prevail for longer thanks to the filter on his biomask. 

Clumps of the white Mold are present on the walls and some tunnel sections are blocked off 

with barred gates.  

 

Lurking in this maze are several new specimens  

of a new-type Molded. These are called Fumer  
and carry the development code WM-02. They  

are another form from the weaponised White  
Mold derived from the E-Type Mutamycete.  

They are created from former human hosts, with  

muscle and tissue still visible beneath the while  

mycelia strands. They have bloated stomachs  

with long arms and elongated fingers. Because  

they originate from the White Mold, they are  

impervious to conventional firearms. They let  

out a horrific, guttural screeching sound and  

when the first one appears out of the gloom, Chris has to use one of his grenades to knock it to 

the floor and get past. But it soon rises and is on his tail again. 

 

These tunnels are confined, and it is difficult to see with the spores being constantly pumped 

around the atmosphere and clouding his vision. Globules of the white mold infest the walls and 
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he passes remnants of rusted cages and trolleys with bottles of antiseptics and other innocuous 

fluids. Portable halogen lights on the floor offer some illumination but Chris doesn’t really have 

any idea where he is going just as another Fumer rises from a clump of Mold directly ahead. 

The further he goes, the more the walls and floors are covered in the white Mold. Another 

creature spawns from the ceiling just as Chris ducks inside a heavy steel door. Heaving it shut 

behind him he is pleased to see these beings do not seem to possess the capacity to open 

doors. 

 

He is now in an old workshop. Old shelving  

units contain mining equipment, maps, tins  

and even an old umbrella. Evidently one of  

Bravo Team must have searched in here as on  

the shelf is a box of Blue Umbrella  

manufactured RAMROD ammunition. These  

rapid-acting mycetotoxic rounds have been  

specially developed by the Anti-Bioweapons  

bureau at Blue Umbrella HQ to combat  

fungus-based bioweapons. Chris grabs them  

without a second thought and Veronica  

confirms the RAMRODs should allow him to  

take down the new white mold variants. He also finds a helmet attachment nearby that will add 

night-vision functionality to his Umbrella HMD system. Now he can investigate darker areas. 

 

There is no other way to leave the workshop except via the same door he entered and as he 

gets there an alarm begins to sound and a red klaxon whirls on the wall. Back in the corridor 

there is no sign of any monsters, so he takes a right, heading into rapid darkness and having to 

put his night-vision attachment into play almost immediately. Another gate leads into an old 

storeroom full of crates. But closer inspection reveals a hidden shaft concealed beneath the 

boxes that leads down to a lower level.  

 

Dropping down, Chris finds himself in more curved tunnels with brickwork that is probably 

several centuries old. The white mold has penetrated down here too and sections of the wall 

have been splattered with luminous paint. A hole in the wall down the passage leads into 

another cavern with a freight elevator. There are lights in here so he can temporarily deactivate 

his night vision. The elevator currently has no power put there are three arrows painted on it, a 

large one pointing down in the middle of two others either side pointing up.  

 

He backtracks into the tunnel and reactivates  

his night vision. Further down he finds three  

old junction boxes with levers. He pushes the  

outer ones up and pulls the middle one down  

to replicate the instructions on the elevator car.  

This does the trick and power is restored to the  

area. Unfortunately, he has also disturbed a nest  

of Little Crawlers, these are small offspring of  

the Mama Molded and are referred to as  

WM-01A. They are tiny creatures with five legs  

to move and a mouth full of teeth. They have  

impressive jumping ability and try to latch onto the faces of their victims. Chris has to hold 

them off after he hits the switch and patiently waits for the elevator to travel down to this floor. 
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Soon he is back on the upper level and the Little Crawlers are now up here too. He soon 

comes across a Fulmer and just one RAMROD shot with the Albert 01 is enough to take it 

down. However, Lucas has constructed some primitive-looking turrets attached to machine 

guns that react to nearby motion sensors. As Chris rounds the corner an alarm bleeps and he 

dives for cover as the wall behind him is riddled with gunfire. These turrets are not 

professionally made sentry weapons and are the result of Lucas’ own engineering and electrical 

skills constructed with whatever components he could find. Chris tries to remember his 

bearings as he fumbles through the spore-filled tunnels and back towards the entrance. Regular 

Molded have now entered the passageways so he turns back to the Albert 02 and blows them 

away. Unfortunately, his original way out is blocked by three turrets, so he needs to look for an 

alternate way around. 

 

He opens up another gate and moves around  

the labyrinth, taking out another Fulmer with  

a RAMROD round. He also encounters a  

new variant of a regular Fat Molded, except  

this one has no head and no arms. These are  

ticking time bombs and run straight at him to  

self-destruct, but despite their large size, they  

are weaker than their regular counterparts and  

are quickly taken out with one precise shot  

from Thor’s Hammer. Eventually, Chris  

makes it back outside into normal atmosphere  

and his biomask automatically disengages rebreather mode. He can now return upstairs to the 

central cavern and head through the final shutter. There is still one operative unaccounted for. 

 

He is now in more pitch-black caverns and is forced to engage night vision once again. These 

rocky tunnels appear free of Mold infestation although there are pressure pads laid out on the 

floor which trigger nearby explosive devices if tripped. Additionally, amidst broken pallets, 

boxes, and rusting oil drums, Chris can make out laser tripwires on the walls. He treads 

carefully through the mine cart yard and almost falls foul of one final tripwire on the wall that 

doesn’t show up so well in his night vision. A door at the far end takes him into the next area. 

 

He is now in a normal-lit room with a cart full of  

rocks strapped down with tarp. The tunnel where  

the tracks lead is blocked off with timber beams  

and a rusted door opposite is locked from the  

other side. Chris kicks the cart with some force,  

making it roll down the track and splinter the  

wooden barricade. Immediately a headless Fat  

Molded appears and self-destructs, knocking Chris  

back against the wall. Moving on he soon enters the  

holding yard and has to manipulate several more  

carts filled with mannequin parts and rubbish to  

gain access to the next area. The cart crushing and  

popping several balloons signifies he has been successful.  

 

The next area is a grimy, concrete corridor with wires trailing along the walls and an ultraviolet 

light hazing brightly above a door with a clown painted on. A door to the right leads to the 

repair yard where old equipment and construction apparatus has been left discarded. This 
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room has been heavily invaded by the E-Type Mutamycete and the black Mold tendrils snake 

and cover almost everything. Amidst all the junk Chris finds a clown marionette; just the same 

as the one Clancy encountered in the party room. It comes to life as Chris approaches but this 

time there are no hidden dangers. When it stops its little automated routine, he can remove the 

clown key from its chest. 

 

Returning to the corridor, he can use the key on the clown door and proceed into the next area 

of the mine cart yard. This is pitch black and he needs night vision to traverse a tunnel with 

mesh coverings revealing a mine track and automated vehicle on the other side. Some steps 

lead down to a tunnel where more laser trip wires have been set up. Carefully negotiating them 

all, Chris heads through the door on the other side and into the ventilation room. 

 

This place has been converted into one large  

booby trap with trip wires everywhere. The  

final Bravo Team member, Marquez, is lying  

prone on some wooden boards suspended  

across a pit in the middle of the room. Chris  

calls out to him but gets no response. Carefully,  

he works his way methodically around all the  

trip wires to the other side of the room where  

he can flick a lever to deactivate all the traps.  

Now he can tend to Marquez who is still alive  

and comes around on the floor. He thanks  

Chris and admits to beginning to think they had been left behind. He is injured but otherwise 

okay. He leads Chris towards a rear door, believing they can get out this way. He refers to 

Lucas as ‘a fucking psycho’ and he isn’t sure what is worse, him or the monsters. He opens the 

door into the next room and insists they need to get out of here. 

 

The lighting is normal here so they both deactivate  

their night vision. Marquez spots a ladder on the  

wall and peers upwards to see how far it goes. He  

believes they can get out through here but suddenly  

his neck bracelet begins to activate and flashes red.  

He begins to panic and begs Chris to get it off him.  

But powerless, Chris can do nothing as seconds  

later Marquez’ head explodes, sending blood  

everywhere. Chris stumbles back and is furious. 

 

Lucas then comes over the radio. He is getting real tired of playing games. Chris is incredulous 

that three of his men are now dead because of him. He promises that this ends right now but 

Lucas isn’t so sure because it is about to become four dead soldiers in a minute. With that, 

Chris’ remote bomb on his arm begins to activate as Lucas says he is going to fail and then he is 

going to die.  

 

Chris immediately climbs the ladder as his bracelet flashes red and he tells Veronica that they 

have a situation here. She tells him they are working on a solution and to head back to the 

central cavern and await further instructions. He will comply but tells her not to let him down. 

The ladder takes him up to the departure yard and from there he can get back to the central 

cavern. 
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As promised, Veronica is back on with an update. They have been reviewing video logs from 

the advance team and noticed canisters of liquid nitrogen located not far from his current 

position. He should be able to deactivate the bomb by freezing it. Chris asks for the exact 

location and she confirms the storage space in  

the mine work area. He needs to go through  

the red shutter door. He hurries and head up  

to the second-floor work area, using the clown  

key to get to a newly undiscovered area.  

Veronica says the liquid nitrogen is just up  

ahead when the way ahead is suddenly blocked  

by falling crates. This is a deliberate trap as  

Lucas has scrawled ‘you shall not pass’ on  

them. Now the Mama Molded reappears. But  

this time armed with RAMRODs, Chris is able  

to take it on and they do battle whilst circling around a large truck. The RAMRODs severely 

weaken her, and despite producing dozens of Little Crawlers to aid her attacks, Chris is able to 

defeat the monster and punch his way through to the nitrogen canisters. 

 

Chris seems unsure at dipping his gloved hand into liquid nitrogen but knows he has no choice 

and takes the plunge. It works but Veronica yells at him to take it off and get rid of it before it 

thaws and reactivates. Chris tosses it away just seconds before it detonates. Relieved, he takes a 

moment to recover as Veronica asks if he’s alright. He says he is fine, and now the odds have 

been evened, it’s down to just him and Lucas. Veronica says their readings are showing a 

hidden room behind the shield machine in the central cavern. Chris wonders if that is where 

Lucas is hiding, and she admits it is possible. She wants him to see if he can get in there and 

check it out.  

 

Upon returning to the central chamber, Chris inserts the clown key into the main console and 

watches as the giant shield machine activates and slowly retracts back into place, aligning with 

the staircases either side. Lights come on and Chris heads up the right side and spots a yellow 

door amidst all the gouges and scratch marks on the drill. It slides open when he approaches. 

Inside he finds boxes and some stairs leading into a darkened room. It is almost pitch black 

and Lucas sounds over the intercom, sounding surprised and yet impressed that Chris is still 

alive and well. But now he wants to see how impressive he really is… 

 

Suddenly, the room is lit up with powerful UV  

lighting and a horde of Molded form and  

immediately attack. Chris is forced back against  

the door and shoots with Thor’s Hammer. There  

are multiple variants, including standard, headless- 

fat Molded and the odd Fumer, which forces him  

to switch back to the Albert 01 and the  

RAMRODs. Once they are all down, a second  

wave of crawling Molded attack, and Chris is lucky  

to fend them off given their superior speed and  

agility. Lucas muses over the speaker that Chris is  

slowing down and that he almost had him that time. He wonders how much more of this he 

can take when two Fat Molded suddenly barrel their way through two cages full of crates at the 

back of the room next to a pile of white Mold. Chris runs for cover to avoid their acidic bile 

and flings several of his grenades. Soon they are just a pile of dissolving mush on the floor. 
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Lucas then appears on Chris’ HMD, his demeanour all different as he promises there will be 

no more. He has nothing left. But Chris promises he won’t get any sympathy from him. Lucas 

admits he has done terrible things, horrible things. He killed his men, tortured them... and he 

enjoyed every last second of it. Just like he will now enjoy watching Chris burn. Right on cue, 

the self-destruct mechanism for the interior of the shield machine activates and the whole room 

is bathed in red emergency lighting. Lucas hears the alarm and suggests that time is fast running 

out for him. Tick tock, Christopher. But Chris is unfazed and tells Lucas to just get on with it if 

he is going to kill him, but to shut up for the love of god. Although Lucas wishes he could stick 

around to watch him burn to death, he has other places to be and signs off. 

 

As the countdown slowly descends from 10, Chris  

hurries downstairs and looks for any way out. The  

entrance door is locked, and he scrambles around  

desperately, trying to yank the steel covers off  

ventilation holes on the floor. Two are sealed tight,  

but one is loose enough for him to prise apart and  

drop into the shaft below. It is compact in here and  

he squeezes his bulk through the narrow confines  

of the vent as the whole thing begins to vibrate and  

buckle around him. He passes a few old discarded  

hard hats before kicking open a covering on the other side and dropping to the floor just as the 

inside of the shield machine detonates above. That was a close call. 

 

He is now in another dark cavern and is forced to engage his night vision once again. Veronica 

asks if he is okay and he says he is fine. She reveals they managed to intercept an e-mail Lucas 

just sent out. They have decrypted part of it, and she reads it out: ‘Redfield and Umbrella have 
been taken care of. Dealing with them cost me some time – cost them a lot more, but I can still 
get that data to you. But we’re quits after that.’ Chris ponders that if Lucas thinks he is now 

dead then this might be their chance to catch him. He asks who the e-mail was sent to but 

Veronica says they are still decrypting that and implores him once again to get Lucas. Chris tells 

her to keep him posted and signs off. 

 

A set of double doors takes him into the  

outskirts of The Connections’ secret research  

facility. The lighting is normal in here to he  

disengages NV and sees he is in a brickwork  

tunnel with rubbish strewn everywhere.  

Ambient wind travels up the tunnel and the  

odd junction box is on the wall. The passage  

forks to the left and he hesitates when he spots  

another machine gun turret next to a gurney  

but thankfully this one isn’t activated and  

doesn’t respond to his presence. He moves  

through a gate and around the corner to the  

right where a blue door takes him into the research lab proper.  

 

He is now in a sterile corridor of what looks very much like a hospital. There is not much light 

and there are shelving racks against the wall and discarded paperwork on the floor. Directly 

ahead the corridor stretches out and goes up some stairs to the second floor. He can also go 

left where a bench sits next to a table with a water cooler on it. Stairs here lead up and he 
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follows them cautiously. There is no one or nothing here except shadows playing tricks and the 

passage ends at a door which is locked from the other side.  

 

He backtracks and tries the opposite route,  

passing a closed shutter on the left wall. At the  

base of the steps is a trolley with various  

medicines and a photograph of an E-Necrotoxin  

experiment on an unfortunate patient. A caption  

reads: ’12 mins after dose: cell calcification.’  
There is also a file on a nearby trolley with  

photographs and data pertaining to Eveline.  

A door to his left leads to the monitoring room  

and it is a dimly lit laboratory full of state-of-the- 

art equipment. Computers, powerful electron- 

microscopes and sample analysis machines are  

all present. Each table is full of experiments and research files. Through an observation 

window he can see a padded cell with two Fumers inside. Looking further there are bottles of 

unknown medicines and serums everywhere. Research reports are pinned to the walls and 

there are even several lab coats hanging on a rack all bearing the logo of The Connections. On 

a nearby white board are more research reports impossible for a laymen like Chris to decipher, 

though he does recognise a photograph of the Little Crawlers. On the back is their 

development code – WM-001a. Nearby is a similar picture of a Mama – WM-001.  

 

A door here takes him through a  

decontamination chamber though it is inactive  

at this moment. Switching back to the Albert  

01, he kicks the door open on the other side  

and blows away the two Fumer lurking in the  

padded cell. The white walls are covered with  

splashes of Mutamycete and blood. A gurney  

in the centre is hooked up to a UV line and  

there is more rusted, coppery blood trails.  

Surgical implements are scattered all over the  

floor and there are a couple of cages in the  

corner. On a nearby trolley is a printout of an  

e-mail log sent from Lucas back to The  
Connections’ research team. It dates from July 22nd – September 9th 2016 and reports on 

Eveline’s general health, mental state, and the volume of Mutamycete she is generating. Over 

time her health has deteriorated, and she has become unstable, producing huge amounts of 

Mold and beginning to age rapidly. The last report confirms receipt of the E-Necrotoxin and to 

use it if she gets out of control. Next to the report is a photograph of Mia and Eveline holding 

hands as they get ready to board the LNG Annabelle. This means Ethan’s wife is also a 

member of The Connections. Finally, in the corner is an old wheelchair and the Mia and 

Eveline dolls E-001 has been using as visual aids. With nothing else of use in here, Chris 

backtracks through the monitoring room and returns to the corridor. 

 

Heading left, he proceeds up the stairs to the second floor. The corridor turns to the left and 

soon he finds a small alcove with a bank of employee lockers and some empty cages. Lying on 

a gurney is an inert Molded which quickly springs to life as he approaches. After taking care of 

it, he searches the lockers and comes across some interesting paperwork dated from just over a 
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month ago. It seems a member from The Connections, a Stanford graduate with a master’s 

degree in microbiology, has been replaced as head researcher by Lucas himself. This decision 

seems ludicrous as all Lucas is interested in his making the test subjects fight each other and 

conduct unnecessary autopsies. The former head promises to report his behaviour back to HQ 

and this action most probably resulted in his inevitable demise.  

 

Moving on, Chris continues down the corridor  

until he comes to a T-junction. The right-hand  

side ends at a dead end with boxes, crates and  

cages stacked haphazardly. Turning left, he  

proceeds slowly down the passage, passing a  

couple of gurneys, one of which is overturned  

and mottled with the Mold. He suddenly hears  

someone humming a tune to themselves  

nearby and Chris realises it must be Lucas. He  

is on the other side of a locked steel door that  

currently has no power. His suspicions are  

confirmed when he moves down to a window  

looking into a Clinical laboratory. Lucas is inside frantically typing away on his laptop.  

 

Keeping quiet, Chris searches a nearby storeroom where he finds the switch to restore power 

to the whole lab. Immediately all the lights come on and the automatic locks for the doors 

disengage. He can hear Lucas cry out and curse in surprise. He looks panicked when he turns 

to see Chris in the corridor outside. Quickly he bolts as Chris screams his name and makes for 

the door. He piles inside and is immediately hit by a laser sighting from another turret that 

bleeps as it acquires its target. Fortunately for Chris the safety is on for the gun and it does not  

fire. Lucas must have deactivated it to escape. He takes the left door into the Clinical Lab.  

 

Chris immediately goes over to the laptop Lucas was at and see’s he has only just sent out an e-

mail to a mysterious buyer for the E-Series data. 

 

“Sent: Thursday, July 20, 2017. 10:22AM. 
Things got a little ou.t of hand, but I took care of it. I’m sending the E data now. It shouldn’t 

take too long. After it goes through, I’m outta hetw;j.” 
-RE7: Email Log; 20/07/2017. 

 

Exploring further, the floor is covered in tarp and  

there is experimental equipment everywhere, all  

mixed with Lucas’ traits including half- 

constructed mannequins and playing cards with  

his sadistic clown motif. More blood-splattered  

gurneys are present and shelving racks with more  

materials and medicines. On a steel trolley  

amidst bottles of unknown liquids, Chris finds  

Lucas’ journal which confirms he killed off The  
Connections research team stationed here after  

they began to suspect what he was up to. It  

stopped them reporting back about his activities  

but he was smart enough to know it meant time to sever his ties with the company. Clearly 

since then he has been in touch with another unknown organisation who are hoping to acquire 
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samples and data pertaining to the E-Series bioweapon. Near a computer he finds a note 

pinned on the wall confirming Lucas has a potential buyer for the E data and is preparing to set 

up for transmission. Blue Umbrella need to find out who this mysterious new organisation is.  

 

Searching further, he finds another door that when unlocked takes him back to the main 

research hub and the corridor he was in earlier. There is nothing else worth looking for in here 

to he returns to the passageway immediately outside the lab to pursue Lucas, catching the 

attention of the empty machine gun turret. A brief offshoot to the left holds nothing but cages 

and cleaning materials to he continues on and heads for the door at the far end.  

 

He is now in the main cultivation laboratory  

which is an expansive room with large  

generators in the centre. At the far end is a  

control station with banks of computers and  

monitors for the gathering and recording of  

data. Lucas once again comes over the speaker  

system, wanting to know how Chris is still alive  

and that he should be dead. Chris says they  

have his e-mails and know he has been  

funnelling information to someone. Lucas says  

that is none of his business and reveals a lot of  

people want to know all about their little Evie.  

A lot of people. Chris asks if his friends at The Connections know about this, because they 

don’t strike him as the forgiving type. Again, Lucas insists that is his business and tells Chris just 

let him worry about the company. He is about to have his hands full… 

 

The speakers go silent as Chris explores the room  

further. He moves over to the control station and  

finds a readout showing Lucas is in the process of  

uploading a large amount of data and that the  

process is roughly 50% complete. But before Chris  

can do anything, Lucas appears out of nowhere  

and slashes at him with a knife. Chris drops to the  

floor and they struggle before he is able to  

eventually kick Lucas away then shoot him in the  

chest with a RAMROD round. 

 

Lucas splutters to the floor with blood oozing from his chest. Blood gurgles in his mouth and 

he moans about how he cannot believe this is happening. Chris tells him to believe it, for this is 

finally over. But Lucas won’t accept it even though the mycetotoxic round is interfering with his 

regeneration powers and triggering a unique reaction. Chris tells him to shut up and accept 

death. Lucas scoffs, knowing Chris would just love that and he aims to disappoint him. His 

whole body begins to spasm and melt into the floor as he loses his human form. He always 

wondered what this would feel like as his voice becomes distorted and inhuman. Recognising 

the signs, Chris tells Veronica that they have a situation here. She explains that Lucas’ infection 

is at critical mass and Chris asks her to tell him something he doesn’t already know. As Lucas 

continues to mutate and evolve, spreading his mass all over the floor, he promises Chris he has 

something for him, and that he is fucking screwed now. As Chris backs away, Veronica advises 

he proceed with extreme caution. Chris scoffs at the advice, like he hasn’t been since he got 

here. 
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Chris watches with awe as the mass that was Lucas migrates to the ceiling where it joins with a 

large cocoon to complete its metamorphosis. When ready, what drops out is what remains of 

Lucas Baker. He now resembles an enlarged Molded, though half his body has now calcified 

thanks to the effects of the RAMROD. His body is trying to heal, and the remnants of his torn 

body can be seen behind the calcifying Mold covering his mass. He now has three faces and his 

arms are overgrown and gnarled, full of jagged claws and his left arm even has the head of a 

Molded where his hand should be. Sentient tendrils of Mold writhe and slither in what is a 

truly grotesque form. Clearly the effects of the mycetotoxic rounds on Lucas’ restricted stage 1 

Mutamycete infection has caused a very irregular reaction.  

 

He turns and stomps towards Chris, bemoaning  

how he had to come in here and mess  

everything up. Chris unloads on him with  

everything he’s got, shooting Lucas’ head  

repeatedly until enough damage is done to carve  

open his chest cavity and reveal a pulsating  

enlarged heart inside, not unlike an Uroboros  

nacelle. Eventually, Lucas jumps on one of the  

generators and moans about the pain in his  

head. He mutates further, becoming bigger as  

more of his mass begins to calcify.  

 

An alarm begins to sound, and the cultivation lab is suddenly sprayed by Mutamycete spores. 

Veronica explains the air contamination is going off the charts and implores him to kill that 

monster before his air tank gives out. Chris thanks her for the advice and continues firing, 

emptying the last of his RAMRODs into Lucas to inflict maximum damage.  

 

As part of the emergency contamination levels,  

three portable oxygen supply stations have  

powered up and are ready for service. Lucas  

swings his two giant arms like battering rams  

and one catches Chris and knocks him  

sprawling against the wall. He fires Thor’s  

Hammer over and over, and steam and spores  

erupt from Lucas’ hide. Quickly, Chris dashes  

over to one of the stations on the wall and  

replenishes his oxygen. He tosses several  

incendiary grenades and sets the Lucas mutant  

on fire. The battle rages on for several more  

minutes until eventually the beast gives up the  

ghost and drops to the floor. For good measure, Chris fires one last round point blank into 

what remains of Lucas’ face and obliterates it completely. Game over. 

 

Veronica suddenly warns him that the data transfer is almost complete. He quickly dashes over 

to the computer and asks how to stop it. She tells him he has to find a way to shut down the 

server. There will be some transformer relays he can shut down. Instead, Chris takes Thor’s 

Hammer and shoots the computer towers until the connection is severed. Veronica admits that 

method was effective, though there will now be some very pissed Blue Umbrella computer 

technicians. But Chris cares not and asks for a situation report. Veronica confirms the facility is 
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clear. Even the new breeds have been neutralised. Satisfied, Chris takes off his helmet and 

breaths a large sigh of relief. Now he can get out of here. 

 

AFTERNOON: 

Throughout the remainder of the day, the Special Cases and Disposal Team secure the Baker 

estate and erect a huge perimeter quarantine wall encircling the whole plantation. Large 

sections of the main house are covered in tarp and protective sheeting as a biohazard measure. 

Blue Umbrella will spend the next several weeks on site securing samples and ensuring the 

Mutamycete infestation is muted. They set up a base camp in the swamplands nearby.  

 

In the main house, Chris looks over a photograph  

of the Baker family from happier times. Despite  

everything they have done; they were nothing but  

tragic victims in this whole mess. Veronica comes  

in over his radio and confirms the perimeter wall  

is now up and running and fully operational. Chris  

is pleased but wonders if they really did any good  

here. Not for the Bakers unfortunately, Veronica  

says, but at least the Mold is now contained.  

Hopefully they will be Eveline’s last victims. He  

agrees – hopefully. There is a call for him back at  

base camp and so he begins to make his way back.  

 

OVER NEXT THREE WEEKS: 

Despite Eveline’s death, the Mutamycete contaminating the Baker estate has remained active 

and is slowly spreading out into the surrounding forest environment. With no E-Series 

bioweapon to control it, the bacterium has reverted to basic survival instincts inherited from the 

original fungus it derives from. Despite Umbrella erecting a perimeter wall around the entire 

plantation, the Mutamycete has seeped out into the woodlands via the swamps and 

contaminated local plant and wildlife. Clumps of pulsating Mold soon protrude from trees, 

bushes and the floor in and around the bayous. This whole area has a significant alligator 

population and they too have become infected, resulting in some interesting properties. 
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Blue Umbrella researchers believe the Mutamycete will keep mutating as it encounters new 

organisms, ensuring their attempts to create their own cure will become harder. They do not 

possess the development data to cultivate more stocks of E-Necrotoxin and therefore are trying 

to come up with an alternate solution.  

 

Another fresh Molded mutation appears, again  

demonstrating the Mutamycete’s natural  

defensive instincts when not under control of a  

master. This new variant is known as a ‘dual- 

bladed’ Molded and has both their arms covered  

in blades. It has also developed sharp thorns  

across its head and body making it highly  

dangerous. Without control from an E-Series  

bioweapons the Molded will now just attack  

anyone indiscriminately.  

 

Joe Baker, the estranged brother of Jack, lives alone in a small shack several miles from the 

estate. He lives a solitary life and generally keeps himself to himself. Like Jack, he is a former 

military man and possesses extraordinary survival skills. He knows how to handle himself. He 

has evidently had some sort of fallout with his brother and has kept away from the other 

Baker’s over the last several years. It remains unknown why Jack made no attempt to capture 

him or why Eveline never showed any interest. Joe is aware something strange is going on and 

has witnessed several Blue Umbrella helicopters flying around the area recently.  

 

Joe goes to check his fishing lines near his  

shack and is surprised to pull up a Molded  

creature from the murky depths. Possessing  

hands as tough as oak from his fighting days,  

he is quickly able to put it down and  

incapacitate it. 

 

“That was no gator I saw today. 
Was out checking the lines when I saw I had  
one, so I pulled it up. Instead it was some  
sludge-covered God knows what with huge  
teeth and claws. Tried to get at me so I  
punched the fucker's teeth in before it could. Never thought I'd see it with my own eyes. 
Goddamn government doing secret experiments on people and animals-no doubt about it. 
Explains those helicopters flying about recently.” 

-RE7: Joe’s Note; undated. 

 

To learn more about this strange creature, Joe keeps the Molded alive and strings it up on a 

gibbet opposite his shack where he uses it as a punching bag, hoping to learn about its 

weaknesses. 
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“How to kill those things: 
1. Bodies are tough, but heads are soft - punch them 
2. Get in as many fast punches as possible 

Left, right, right with some fast right jabs works good 
Right, left, right, then a strong left knocks them out 
3. Heads crush easily underfoot when they fall down 
4. Crouch and sneak up behind when not looking to take them out without a fight.” 
-RE7: Joe’s Survival Manual; undated. 

 

Umbrella have been experimenting on the  

remains of the Baker family members, and  

tissue samples have been analysed from the  

bodies of Lucas and Marguerite. They also  

have samples from Jack and Zoe, although  

their bodies have not yet been located. The  

Mold has extraordinary properties, secreting  

a chemical in its infectants similar to that of  

telomerase, heightening positive activity in  

neighbouring host cells resulting in improved  

replication ability. This means cell division  

intensifies rapidly, essentially making them  

immortal. This is shown most remarkably in  

Jack Baker’s tissue samples, which explains his extraordinary healing abilities from even fatal 

wounds. The samples from the other family members show the same symptoms, although their 

cells breakdown more quickly after long cycles of repeated replication. Although they could 

heal like Jack, with each replication and regeneration, their cells eventually lose too much 

DNA until they cannot replicate any further. This means they reach their Hayflick limit and 

will die. The fact Jack’s unique DNA has a much higher Hayflick limit than that of Lucas or 

Marguerite, suggests the regeneration abilities of Mold infectant differs from person to person, 

essentially meaning some can survive more intense physical trauma than others.  

 

“We've finished analysing the tissue samples  
believed to be from Jack Baker. 

The cells exhibit an extraordinary resilience  
to physical and chemical damage; the E-Series  
Mutamycete secretes a telomerase-like  
enzyme through the cell wall, causing  
abnormal activation of the ERK pathway to  
achieve forced cell division-quickly  
regenerating damaged tissue. 
However, the repeated cell division quickly  
leads to breakdown in the intercellular  
structure, leading to the sloughing, slurry-like  
effect we've observed in the collected tissue  
samples. Our working hypothesis puts this down to the cells reaching their Hayflick limit. 
Note that the samples from the other family members (the wife Marguerite, the son Lucas, and 

the daughter Zoe) do not exhibit the same extreme regenerative properties. 
The symptoms may differ from subject to subject. 

Further study required.” 
-RE7: Analysis Report; undated. 
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Despite Umbrella’s beliefs to the contrary, Jack Baker still lives and now roams the 

swamplands as a horrendous mutation, free of Eveline’s control but still obsessed with the 

notion of family. His survival is a combination of being given the weaker D-Series Necrotoxin 

which is not powerful enough to destroy E-Type cells, and his unique regeneration abilities 

through his own infection. He is humanoid and covered in a slough-like hide thanks to 

repeated cell division causing an eventual breakdown of his intercellular structure. He attracts 

insects like Marguerite did and has a strange proboscis emanating from his mouth. Jack can no 

longer speak but is trying to maintain a human shape. He is searching the swamplands looking 

for Zoe and will destroy anything unfortunate enough to cross his path. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

At their base camp, Blue Umbrella scientists have succeeded in synthesising an alternative cure 

to the E-Necrotoxin. Following repeated testing the cure is shown to be successful against E-

Type Mutamycete infection. However, with the infection still spreading further into the 

swamplands, the researchers cannot allow their medicinal stocks to be compromised and 

orders are sent out immediately for the vaccine synthesis machinery to be relocated to a more 

secure location. 

 

“Orders are as follows, effective immediately: 
The Mutamycete is on the loose in the swam, and  
it'll keep mutating as it encounters new organisms.  
We can't allow the stock of medicine compounds to  
be exposed-if they suffer a mutation they'll be  
useless. Transfer the whole anti-infective  
synthesizing station over to the paddle boat.” 
-RE7: Orders Regarding the E-Series Anti-Infecting  

Drug; undated. 

 

Stocks of the synthesised cure are also kept in an old wooden shack nearby. But this is only a 

very small test sample and not enough to cure an infected host.  

 

Blue Umbrella’s work at the Baker plantation has necessitated in the introduction and 

movement of heavy supplies and equipment. To help with this, the company has provided a 

number of Advanced Multi-Purpose Gauntlets (AMG-78). When used, the wearer is able to lift 
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and move materials that would normally be far too heavy for a human to manage. The device is 

able to sync with the user’s nerve impulses. 

 

“Product Name: AMG-78 
Developed to assist in the transport of heavy equipment and supplies. 
When worn, the wearer's nerve impulses are detected and synched with an actuator allowing 
max output to exceed 50 horsepower. State-of-the-art shock absorbers reduce all recoil 
experienced by the wearer to zero. 
Technical Specifications 
Max. power output: 78AP / 6000rpm 
Max. torque: 155Nm / 4500rpm 
Unit weight: 5.5kg” 
-RE7: AMG-78; undated. 

 

NIGHT: 

Umbrella’s base camp is ransacked by the swamp man. It will kill everyone stationed there and 

is looking for a way to open the quarantine gate on the perimeter wall. Blue Umbrella still have 

another research team stationed at the main Baker house and S.C.D.T. members still out in 

the field.  

 

 

 

 

 

 

 

 

 

 

 

The events of RESIDENT EVIL 7 – END OF ZOE begin. 

Two operatives of the Special Cases and Disposal Team are patrolling a nearby region of the 

swampland, presumably checking for further spreads of the Mutamycete when they come 

across a prone figure lying in the long grass. It is Zoe Baker, and she is infected, covered in a 

strange white-crystallised form of the Mold. Her skin is pale, and her hair has turned silver. But 

she is still breathing, and they prepare to call it into HQ. 

 

At that moment, they are crept upon by Joe who is wondering what they are up to out here. 

But he is distracted when he hears Zoe’s name mentioned. The soldiers try to engage with him 

and ask if he lives here, but Joe is horrified by the sight of his niece and demands to know what 

these men have done to her. Before they can answer he suddenly punches one in the face and 

knocks him down to the grass. He then assaults the other and within moments both soldiers 

are on the floor unconscious. He bends down to Zoe, aghast at the sight of her. She is covered 
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in strange, white flakes of the Mold and Joe mistakenly believes the Umbrella soldiers have 

done this to her. He carries Zoe back to his home near the swamp and drags back one of the 

soldiers for interrogation.  

 

Inside the shack he binds the operative’s arms and  

prepares to question him. Zoe is still unconscious on  

the bed. The soldier tries to explain that they are  

here to help but Joe is having none of it. After all,  

what kind of help comes in a helicopter gunship? He  

picks up the severed head of a Molded and examines  

it. No doubt the name Umbrella has only added to  

his misgivings about their intentions. The soldier  

becomes frustrated and tells Joe that he doesn’t know  

what he is talking about, that he doesn’t get what is  

really going on here. Joe gets angry in response. He  

is not blind to who Umbrella really are and why all  

these monsters are suddenly running around the place. He meets the soldier’s gaze directly and 

asks where these creatures came from. The soldier understands full well the accusation and 

says it is not what he thinks, he just simply doesn’t understand.  

 

Joe isn’t having any of it and threatens the soldier with a large machete. He points out Zoe is 

his niece and begins physically assaulting him. Around here family is a righteous cause and Joe 

promises that Umbrella will not kill his family. That isn’t something he can abide by. The 

winded soldier tries a different approach, explaining that Zoe is infected and dying, and they 

will both die too if they don’t get the fuck out of here right now. Joe yanks him up and insists 

Zoe isn’t dead yet, telling the soldier he’d better do something to fix her before he feeds him to 

all his monster friends lurking outside. The soldier finally relents and admits there is a cure. 

Joe is hesitant to believe him, but he insists it is the truth. They were on their way to get her 

treatment, but Joe fucked that up when he jumped them. The rest of the team are still probably 

waiting for their arrival right now. Joe wants to know where this cure is and the soldier says it 

was taken to an old shack not too far from here. He swears this is the truth. Jack ponders his 

words and moves to Zoe, promising her that he will fix this for they are family.  

 

 

 

 

 

 

 

 

 

 

 

 

 

He moves outside into the warm night air and is immediately hit with the incessant buzzing of 

the local wildlife. A fire crackles and sparks in a nearby oil drum and he moves over to his 

shed where all his tools and a large freezer is kept. Nearby, the Molded he captured still hangs 

from the tree. He gives it a few good blows as he passes. Time to save his niece.  
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He moves towards the woodland and pauses by a tree to snack on a small grub nestling 

beneath the bark. He then crosses over a rickety wooden bridge with a lantern shining brightly 

on the other side. The thicket beyond is shrouded in darkness, though the buzzing of nocturnal 

insects can still be heard. Amidst the overgrown bushes and grass are several rusted fuel drums 

and some old crates. A regular Molded spouts before him and Joe prepares to engage with his 

fists. Having already given himself plenty of practice, he is not afraid to take them on with his 

bare hands. A nice combination of thrusts soon has the creature on the floor, and he stamps on 

its head for good measure.  

 

Moving on, he soon comes to another clearing surrounded by densely packed trees on all 

sides. There is an old, rusting truck here with another lantern shining brightly. This place is 

cluttered with old wooden canoes and boxes left abandoned. Joe sneaks his way through the 

long grass and stealthily takes out more Molded who shamble around aimlessly in the 

darkness. He soon comes to a fence with razor wire along the top. The gate has been boarded 

shut but Joe punches his way through with ease.  

 

Inside the trees, reeds and bushes largely obscure  

a rickety old wooden shack. Pulling out his torch,  

Joe pushes the door open which creaks loudly on  

its hinges in protest. Inside is pure blackness and  

his small light does very little to illuminate the  

gloom. At the very back of the shack, the corpse  

of an Umbrella soldier lays sprawled against the  

wall. Leaning closer, Joe can see his skin is all  

pale like Zoe albeit his eyes are missing and his  

face has started to rot with parts of his nose and  

mouth exposed. His uniform is speckled with the  

Mold. Joe removes a vial containing a cure for the E-Type infection, but it is not a full dose. As 

he does so, black Mold seeps out of the unfortunate soldier’s empty eye sockets.  

 

Disgusted, Joe turns to retreat and comes face to face with another lurking Molded hiding in 

the darkness. After showing it the business end of his fists, he makes it back outside and 

returns through the woodlands towards his house. There are more creatures lurking and up 

ahead something powerful moves through the thicket, unseen but strong enough to tear down 

several whole trees in its wake.  

 

Upon crossing the bridge back over the swamp,  

Joe is aghast to find his home on fire and the  

flames are spreading rapidly. Something has  

happened here, and the floor is full of several  

enlarged alligator corpses. Closer inspection  

reveals they have been infected by the Mold and  

sport large tumours across their scaly hides. Joe  

ignores them all and dashes back inside his house.  

It is consumed with smoke and Zoe is coughing,  

slipping in and out of consciousness. The bound  

Umbrella solider is still on the floor. Joe pulls out  

the cure and prays to god it will work. He injects it into her right arm, but it doesn’t appear to 

have any effect. Joe is confused and angry, but the soldier explains the vial wasn’t full and she  
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will need a complete dose in order to heal completely. He insists there are more stocks at their 

base, and he will take Joe there if he unties him.  

 

Joe begins to ask about the base when something  

powerful suddenly punches through a hole in the  

wall and centipedes and other small creatures  

begin to manifest everywhere. The soldier panics  

as his legs are grabbed and he is yanked outside.  

Moments later, his legless torso is hurled through  

the window, smashing glass and destroying Joe’s  

dining table. Blood and entrails are everywhere,  

and Joe knows he has to get Zoe out of here right  

now. He scoops her up in his arms just as the wall  

explodes and a humanoid figure reaches in to try  

and grab her. Joe shrugs it off and leads Zoe  

outside onto the jetty which is partially on fire. He has to wade through the murky brown water 

to the wooden holding on the other side as a small explosion goes off in the house behind, 

prompting him to compare the current situation to an old horror movie. 

 

He finally reaches his boat and gently sets Zoe  

down inside, promising her that things will be  

okay. He fires up the motor and the boat  

lurches forward into the swamp. He turns to see  

another explosion shatter through his former  

home which is now well ablaze and beyond  

saving. The strange humanoid creature stands in  

the doorway, seemingly unaffected by the flames  

and lets out a roar of defiance as Joe’s boat  

moves past and away from the jetty. Soon the  

flames recede into the distance and Joe’s boat is  

swallowed up by the trees protruding from the dirty water.  

 

Sometime later, Joe’s boat emerges into a  

clearing and moonlight glistens over the calm  

waters. He recalls soldier boy talking about the  

meds he needs being at some sort of base.  

Further along, a parting in the trees reveals a  

giant artificial wall that must stand over 30 feet  

tall. Joe is aghast and wonders where the hell  

something like that came from. On the opposite  

side of the swamp he can see numerous lights  

and surmises this must be where the base is.  

Someone left the lights on and that’s good  

enough for him.  

 

He moors up near a rocky outcrop beside the perimeter wall and lifts Zoe up again, promising 

her it is just a little further. He carries her up a steep bank with glistening rocks either side and 

a gnarled tree exposing its skeletal-like branches. The moon shines like a glowing orb in the 

night sky, partially shrouded by the treeline in the distance. At the top of the hill and down the 

other side is a small swamp and lurking beneath the surface is a hungry, infected Gator. Joe 
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cannot believe it. But taking his chances, he wades into the water and hurries for a small boat 

house where he knows Zoe will be safe. The Gator surfaces nearby and snarls, but Joe is able 

to make it onto the wooden jetty on the far side before it glides too close.  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Inside the boathouse, Joe sets Zoe down on an old sofa next to some old newspapers bound in 

twine. Although she is still unconscious, he tells her to wait here whilst he looks for something 

that will make her better. Nearby is the Blue Umbrella basecamp but it has been breached and 

is now swarming with Molded. There is a tent with vials and test tubes set out on a trolley with a 

Gator skull on display. A crawling Molded lurks and Joe is able to sneak up and twist its neck. 

Inside another tent is a regular Molded he also kills. Cases of equipment are everywhere, and a 

laptop is set up on a small table. Paperwork and research notes are scattered everywhere over 

the floor. But there are no bodies, and no survivors. 

 

Outside, the camp is surrounded with perimeter  

fencing and more crawling Molded lurk. Joe finds  

an old fishing spear and uses it to skewer one of  

the creatures before punching his way through an  

old gate. He soon comes across a wooden shack  

with some barrels and a bag of fertiliser inside.  

The building is damaged, and he can drop down  

through a hole in the floor into some kind of  

makeshift laboratory. Large synthesising machine  

and sterile chambers have been installed here,  

amidst shelves with beakers, test tubes and other  

apparatus. A nearby research file from Blue Umbrella research’s team indicates the 

Mutamycete is spreading throughout the swamp and will keep mutating as it encounters new 

organisms. Umbrella have a stockpile of sterile medicine compounds used to create their own 

version of E-Necrotoxin, but if they become contaminated by the Mold they will be useless. As 

a result, they have been secured on a nearby paddle boat. This is where Joe needs to go, and 

he grumbles that these people are not making things easy for him.  

 

He leaves the camp and heads down a narrow trail towards the swamp, but soon he is accosted 

by the strange mutant who tried to snatch Zoe earlier. It is humanoid, like a Molded, but 
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slightly larger and its skin has all sloughed away. It also has a strange, insect-like proboscis 

hanging from its mouth and is covered in something akin to barnacles. It seems to recognise 

Joe and tries to engage him in combat. They trade blows, but Joe emerges the victor and the 

beast soon falls with Joe proclaiming he won’t be bothering him anymore. He moves on but 

doesn’t get very far until the Swamp Man attacks once more. Again, they trade blows until 

eventually the strange beast has had enough and retreats back towards the Umbrella base 

camp. 

 

Joe wades across the water to a small shed on the  

other side. Inside are fishing rods and boxes of  

other junk. There is a door on the other side  

leading directly to the paddle boat, but it is  

locked. In order to get around he must navigate  

through a dark and murky swamp, wading  

through waist-high dirty brown water filled with  

infected Gators. He treads carefully, trying not to  

make too much noise and using several spears he  

finds embedded in the ground. Eventually he  

makes it round unscathed and can unlock the  

rear door for the shed before climbing the ladder up to the deck of the boat. 

 

The paddleboat is rusted and has long been abandoned having beached itself on the water’s 

edge by the marsh long ago. It is a bronzed, rusty brown colour and Joe searches the top desk, 

collecting bits of wood and anything else useful enough to fashion into a weapon. The 

wheelhouse has all its windows broken and everything inside is in a state of disrepair and 

neglect. He manages to find a way inside only to find the lower decks infested with Molded, 

including a new dual-bladed variant with both arms covered in blades and spines protruding 

from their heads. He searches room by room until he spots a computer and machinery that 

looks very out of place compared to the rustic aesthetic of the ship. He correctly assumes that 

must be where the medicine is stored. 

 

Eventually, Joe is able to find his way round to the Blue  

Umbrella auto-synthesiser machine and starts it up.  

Initially it looks to work until it suddenly jams halfway  

through the process. Not being technically savvy or a  

man of patience, Joe slaps the machine around until it  

finally comes alive and completes the process. Within  

seconds, a freshly synthesised dose of the cure is ready  

for him to take. 

 

However, no sooner does he take hold of it does the Swamp Man attack from behind, having 

snuck up from absolutely nowhere. It grasps Joe by the neck and hoists him up into the air, its 

one eye staring repulsively. Joe struggles and can feel the breath leaving his body before the 

monster tosses him to the floor with such force that he plummets straight through the rusted 

bulkhead and lands in a crumpled heap on the bottom deck. The creature swiftly follows, 

landing with a splat that sprinkles the bronzed floor with Mold. Joe raises his fists and tells the 

swamp man to come and get some. 

 

They circle like two boxers and trade blows. The slough-like skin of the creature is easy to 

punch, and it is covered with buzzing flies and its exposed innards seem to show large 
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centipedes and other insects ensconced inside. The creature is powerful, but Joe is much 

faster, and therein lies his advantage. He gets the upper hand and suplexes the creature, 

chuckling as he realises he is relishing the fight. The swamp man roars and fights back with a 

powerful combination of its own, sending Joe reeling and making him admit the monster has 

some moves. Eventually however, Joe manages to get behind it and takes hold of a large 

crustacean embedded in the back of its neck and twists its head off completely. The body of 

the swamp man falls to the floor and its one eye continues to stare as Joe declares this is how 

you get things done before tossing the head into the water. Catching his breath, he examines 

the vial to make sure the cure is not damaged and promises Zoe he is coming for her. 

 

A rusted bulkhead door has come free of its hinges and  

Joe manages to make his way back outside via a weakened  

section of the hull. Soon he is back outside and can feel  

the cool breeze on his face and the incessant chirping of  

nocturnal wildlife. The darkened trees sway in the wind as  

he heads back towards the Umbrella base camp. Moving  

around the perimeter, he unlocks a side door to the  

boathouse and finds Zoe still lying comatose on the sofa.  

He pulls out the cure and promises she will be fine but  

before he can administer it, the regenerated swamp man  

rises up from the blackness of the water behind Zoe and  

plucks her from the couch. Joe is powerless to stop the  

creature dragging Zoe under the surface and disappearing.  

 

Quickly, Joe dives into his boat and fires up the motor to head out in pursuit. He calls out to 

Zoe and a little further down he spots the swamp man carrying her through the Umbrella 

perimeter wall for the quarantine zone which now stands mysteriously open. Joe calls out, 

telling that asshole to leave his family alone. But the monster pays no need and soon 

disappears into the mist as Joe steers the boat after them. Soon he is lost in the swamplands 

with nothing but partially submerged trees on all sides. As the water laps gently in the night air 

Joe promises the swamp man will get what’s coming.  

 

Sometime later, Joe is still searching the swamps  

and of the bayou, watching the moon glisten in  

the night sky and cast silvery waves across the  

surface of the murky waters. As his boat passes  

by he sees evidence of the Mutamycete  

spreading and infecting the local ecosystem.  

Rocky outcrops are smeared with it and large  

globules can be seen pulsating grotesquely. It is  

also in the water and on plants and trees. Joe  

shakes his head in disgust and realises things  

really have gone to hell. Soon he comes to the  

remnants of an old wooden jetty with an ominous-looking gibbet standing in the darkness.  

 

Disembarking, Joe leaves the boat and heads into the undergrowth, believing the swamp man 

must have come this way. Trees and bushes rustle in the breeze and a lantern shines on a 

pulsating mound of Mutamycete on the floor. Taking a closer look, Joe is disgusted by the 

sentient bacterium and daren’t touch it. Further down many trees have shed their leaves and 
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their pointed branches curl up into the night sky. Recalling his survival days, Joe peels back tree 

bark and finds grubs hiding beneath he can eat for sustenance.  

 

Soon he comes to another large swamp and is forced to wade through it. A small hut on the 

shore reveals nothing inside of any use other than an old wooden table and some cardboard 

boxes. He wades underneath an abandoned house with more of the Mutamycete gathering and 

glooping down through holes in the floorboards. He has to do a double take when the water 

suddenly bubbles in front of him and an alligator rises to the surface. Fortunately, it is just a 

stuffed toy and must have floated out here from the Baker estate nearby.  

 

Soon he is forced to traverse a large flooded area with only the tops of the picket boundary 

fence visible on either side or the tops of bushes and greenery protruding from the surface. Joe 

uses the surrounding environment to fashion what weapons he can, using scrap and bits of 

wood to fashion spears to keep the infected Gators at bay.  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Up ahead there is the remains of an old fishing settlement, all built on stilts given the regular 

flooding this area receives. Most of the buildings are ram shackled and rotten with remnants of 

furniture and some broken fridges containing rotted fish remains. There are log burners, 

angling equipment and tools left discarded. 

 

The various walkways are populated with various Molded variants and Joe picks his way 

through using a combination of stealth and brute force. The wooden boards making up the 

walkways are rotted and partially missing in places and Joe has to tread carefully as the Gators 

swim hungrily by directly underneath.  More buildings contain crawling and dual-bladed 

Molded and Joe has to tread carefully. 

 

Eventually however, he makes it back onto dry land on the other side of the extensive swamp 

and he is once again swallowed up by the darkened forest. He moves up a slight rise where a 

section of wrought-iron fence has been destroyed, permitting Joe access to an old graveyard. All 

the graves and mausoleums are weathered and old, their engravings faded and their surfaces 

covered in moss and lichen. More clumps of Mutamycete are present here as are more 
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Molded creatures. A low mist hangs in the air and the silhouette of a church stands silently in 

the darkness. 

 

Joe engages the creatures, including a Fat Molded  

that he doesn’t find the least bit intimidating, just  

an annoyance blocking his way. It spits its acidic  

bile, and Joe takes cover behind a cenotaph  

plastered with pulsating Mutamycete lumps. The  

creature is slow and cumbersome and Joe zips  

round it with speed, landing several heavy blows  

with his fists before firing a spear right through its  

head. With the threat removed, Joe navigates  

past the gravestones and punches his way through  

an old rotten gate on the other side.  

 

He is now on a path leading up to the old wooden church. A lantern shines brightly outside the 

door and another large mound of Mutamycete has affixed itself to the left side of the vestibule. 

Joe pushes open the door and steps inside. The interior of the church has been desecrated, 

with a large hole in the left wall exposing the swamp outside. The pews have been destroyed 

and there are shards of splintered wood everywhere. A large symbol has been grafted on the 

wall made out of rotting animal parts. Joe is horrified and mutters how it is a sacrilege. Zoe lays 

on what remains of the altar but before he can reach her, the Swamp Man attacks again. 

 

They grapple, and the creature takes hold of both Joe’s fists. They struggle for a few moments 

until Joe wriggles free and grabs hold of the thing’s head. He pulls off a large crusted shell 

covering the Swamp Man’s face and tears it away to reveal more human-like remains 

underneath. Horrified, Joe realises this creature is what remains of his brother Jack. He is so 

distracted he fails to counter a solid punch from Jack that knocks him to the floor unconscious. 

 

Joe comes to some minutes later and it takes several  

moments for him to realise that Jack has put him  

inside a coffin and is in the process of sliding and  

nailing the lid into place. Joe hammers on the  

underside and shouts through a small gap, asking  

Jack if he recognises his own brother. But Jack does  

not reply and moves away out of sight. Joe warns  

him to leave Zoe alone and demands to be set free,  

screaming at Jack that he is his family. He continues  

to protest and bang inside the coffin as Jack  

lumbers it out into the swamp. Joe floats away and  

then the coffin begins to sink under his weight, flooding with water and leaving Joe coughing 

and spluttering as he disappears under the surface in a cloud of bubbles. 

 

The Swamp Man returns to the quarantined Baker estate and attacks the Blue Umbrella 

operatives stationed there, massacring them all.  

 

Joe regains consciousness sometime later to see he is somehow still alive. The coffin had 

drifted some ways back to shore and the rotting wood had shattered on the rocks. Several other 

coffins have also drifted and splintered open. The sky has brightened a little and it will be 
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daylight before long. Joe curses and pulls himself to his feet, wondering what became of his 

brother.  

 

Moving to explore his surroundings, he spots  

six rubber rafts with power motors, all bearing  

the logo of Umbrella Corporation. They are  

unoccupied but a radio has been left behind  

and Joe picks up remnants of a live  

transmission. It is a call for mayday from the  

team at the Baker House camp. They are  

under attack and been engaged by an unknown  

bioweapon. They believe it is the same creature  

that attacked the base by the swamp. Joe can  

hear gunfire in the background and screams  

from the men as they report the monster will not go down. An order is made for all operatives 

to pull back. The transmission ends and Joe looks up to see an Umbrella helicopter quickly 

making for the area, its powerful searchlight shining down on the trees below. Joe now has a 

location and disappears into the thicket ready for a final showdown with his brother. 

 

As Joe rushes through the undergrowth he can hear  

sounds of gunfire in the distance and a much closer  

sound of Molded lurking in the area. The looming  

silhouette of the Baker farm soon looms out of the  

gloom like an apparition behind the treeline, and upon  

getting closer Joe realises the perimeter has been  

secured by a chain link fence. Down a small trail he  

finds some discarded equipment and a Blue Umbrella  

equipment case. Inside is what is described as an  

‘Advanced Multi-Purpose Gauntlet’ or AMG-78. It is a  

cybernetic arm attachment developed to assist in the  

transport of heavy equipment and supplies. When  

worn, the wearer's nerve impulses are detected and synched with an actuator allowing 

maximum output exceeding 50 horsepower. State-of-the-art shock absorbers reduce all recoil 

experienced by the wearer to zero. Only the left glove is available, and Joes looks at it with 

interest. This is clearly one of Umbrella’s fancy toys and he puts it onto his arm. Voice 

activation confirms the device is ready and Joe is happy it will add more power to his punches.  

 

He soon gets to try the device on some Molded lurking in the woods and is delighted with the 

effects, especially when charging the AMG up to full capacity for maximum power. One blow 

literally obliterates the heads of the creatures and Joe begins to believe this just might be what 

he needs to take Jack down for good.  

 

He soon breaches the perimeter fence and wades through the swamp waters, pulling himself 

up on the rear porch outside the gallery of the Old House. The interior is just as much as it 

was several weeks ago, albeit with slightly more damage and evidence of Blue Umbrella taking 

over with equipment cases left lying around. The Old House is full of Molded and Joe uses the 

AMG to maximum effect, though he is tiring of the creatures constantly slowing him down. In 

the entrance hall is another Fat Molded, but now he can destroy it with ease. 

 

Moving outside, he crosses the bridge which still bears all of Marguerite’s creepy baby doll 
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heads hanging from the mesh coverings on either side. Through the gate on the other side he 

finds the first dead Umbrella solider on the floor, lying face down in a pool of his own blood.  

 

Further up the trail he soon emerges into the garden outside the main house. Blue Umbrella 

have been busy here. A tent has been erected on the grass and a large plastic quarantine 

partition now extends to the front door of the house. A chain link fence separates off the 

caravan. Large portable floodlights have also been installed, rigged up to portable generators 

and shining brightly onto the scene. The Baker house looms idly in the darkness beyond. 

There is no one around and Joe finds the corpse of another murdered Umbrella soldier as he 

wonders just what the hell happened here.  

 

He moves towards the tent and finds three more  

Umbrella soldiers dead. One lies face down in  

the mud and another hangs sprawled half out of  

the window. The third looks as though he was  

dragged from inside the tent. In the tent he finds  

numerous medical testing equipment and some  

gurneys. There is a CB radio broadcaster and  

some official documentation pertaining to the  

use of AMG-78. There is one final body here  

sprawled against the wall and next to the corpse  

is a research report detailing analysis of tissue  

fragments taken from Jack Baker. They have  

been analysing the effects of the E-Type  

Mutamycete on his body. It secretes a telomerase-like enzyme through the cell wall, increasing 

telomerase activity in neighbouring host cells to improve replication potential, chiefly allowing 

them to divide many more times than normal. Tissue samples analysed from other members 

of the Baker Family do not show the same extreme regenerative properties. This suggests the 

Mold reacts differently based on each individual’s unique genetic makeup.  

 

Having seen enough, Joe enters the quarantine  

partition and heads for the house, reiterating that no  

matter what Jack might do, Zoe is coming with him.  

He opens the door into the main hall which has been  

transformed by Blue Umbrella with quarantine tarp  

and boxes of equipment everywhere. Zoe lies slumped  

in a chair and as he approaches he begs her to wake  

up. But the Swamp Man is waiting and tosses the table  

and chair aside in a rage, sending Zoe crumpling to  

the floor. It bellows in defiance, spitting out vast  

quantities of the Mold from its disgusting mouth. In  

response Joe charges up the AMG-78, labelling his  

brother ‘A rabid dog he intends to put out of its misery.’ This will be the final battle for them. 

 

They trade several blows, circling the room and hitting seven bells out of each other. Jack’s left 

arm is able to morph into a tentacle-like appendage comprised of Mold filaments and he lashes 

it around like a giant whip. Joe asks Jack if he even remembers him and the time he broke 

Jack’s nose when were kids. He also reminds him of when he close-lined him into the swamp, 

but Jack doesn’t respond other than to become more aggressive.  
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Although fast, the Swamp Man is decaying and leaks Mold all over the floor. Joe is able to land 

several solid blows with the AMG. He brandishes Jack as a coward, insisting he could kick his 

ass when he was human, and now he’s a monster he’ll kick his ass again. This seems to rattle 

the Swamp Man and in a barely audible, inhuman voice, it tells Joe repeatedly to shut up and 

die. They come together again and trade more blows until eventually Jack falls down to his 

knees. Taking hold of his head with one hand and charging the AMG with the other, Joe 

wishes his brother a farewell from the family as centipedes and insects crawl around his crusted 

face. He then delivers a solid blow that obliterates Jack’s skull completely and pops his eyes 

out. Joe watches with some satisfaction as the Swamp Man’s headless corpse clatters to the 

floor and slowly calcifies. Finally, he is dead.  

 

Joe quickly dashes over to Zoe and injects a full  

dose of the cure into her left arm. He watches  

the green liquid disappear into her bloodstream  

and calls her name over and over, willing her to  

respond. In a few moments she begins to regain  

consciousness. Groggy, she looks up and  

recognises her uncle, asking what happened and  

if he’s okay. He tells her not to worry about him,  

he’s just glad it is all over now.  

 

Suddenly the main door to the house is kicked open and three operatives from the Special 

Cases and Disposal Team rush in and secure both Zoe and Joe at gunpoint. They both submit 

and put their hands in the air as Chris Redfield follows them inside and orders them to put 

their weapons down. He looks at Joe and recognises Zoe, insisting things will be alright now. 

Joe wants to know who is asking and Chris introduces himself, explaining they have been 

looking all over for Zoe. He bends down to reassure her and promises they are here to help. 

 

A few hours later, Zoe is being checked over in  

the medical tent in the garden. The cure has  

worked, and her body is free of the white,  

crystalline Mold. She will continue to be  

monitored but the operative treating her insists  

she will be just fine. She gets up off the bed and  

fights back tears as Joe comes over. She explains  

how she was trapped with those monsters for  

three years, and all that time they were trying to  

kill her. She cannot believe it is finally over. Joe  

tries to comfort her and says she needs to  

understand, that deep down somewhere, they  

were still her family and they loved her. Especially her daddy… even in his final days.  

 

Zoe ponders these words just as Chris walks in talking on the phone with Ethan. He confirms 

they found Zoe and that she is a tough kid. He hands the phone over and Zoe is almost 

overwhelmed to hear his voice. She cannot believe it is him and that he actually made it out 

alive. Ethan says they both did, meaning Mia as well. Zoe is emotional that he didn’t forget 

about her and Ethan reminds her that he promised to send help and that he always keeps his 

promises. Zoe thanks him. 

 

Over the next few weeks, Blue Umbrella bring the Mutamycete outbreak under control and 
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the Dulvey incident is brought to a close. It is believed they have retained samples of the Mold 

for their own clandestine research, unbeknownst to Veronica, Chris and the other B.S.A.A. 

members seconded to the Special Cases and Disposal Team. They also still have Mia Winters 

under observation, who they have since confirmed to be an employee of The Connections… 

 

SUMMER 2017: 

After 15 years of regular organ transplants, Manuela Hidalgo should theoretically have adapted 

to the t-Veronica Virus by now, essentially making her a very powerful asset for the U.S. 

Government.  

 

As problems continue with spiralling operating costs for the B.S.A.A.,  

Blue Umbrella is publicly revealed as one of their funding sources  

when a list of investors is submitted to an open public hearing held by  

the British parliament. This revelation is widely covered the  

international media and strong criticism from people linger.  

 

In response to this criticism, the rulers of Blue Umbrella decide to  

embark on a worldwide public relations campaign to win over a  

sceptical public about their intentions. This campaign will involve inviting impartial journalists 

into their ultra-secretive headquarters in America to view and inspect their developing 

technologies, as well as full disclosure about the Special Cases and Disposal Team and their 

relationship with the B.S.A.A. It is hoped that the resulting media campaign will help win over 

the doubters. 

 

AUTUMN/FALL 2017 

In Japan, Johnny Takeyama, a firearms enthusiast  

and editor for Survive Magazine, studies a blurry  

photograph taken at a distance from a recent Blue  

Umbrella clean-up operation. He found the picture  

on the internet, but it is blurry and too out of focus  

to identify the weapon carried by the soldier. It looks  

to be some kind of customised M4 rifle, but it seems  

too big. He cannot find any information on it  

whatsoever and this begins to irritate him for some  

time. Unknown to him at this time is the operative is  

actually Chris Redfield and the weapon he wields is the Albert 02 ‘Thor’s Hammer’ shotgun. 

 

“My encounter with THOR'S HAMMER was through a  
single military photograph. A member of Umbrella was  
grasping in his hand an assault rifle that I had never seen  
before. The picture was shot from a considerable distance,  
and probably showed the response to some kind of  
incident. So small you would miss it if you didn't look at  
the picture very closely, a troop member who was out of  
focus was holding a gun with a hand guard I had never  
seen before. At first I thought it was a non-official  

customized M4, but looking more closely, the size was  
uncommonly large. No, if this was an M4, it would be better to say it was huge. From the 

picture it wasn't even clear if this was a Key-mod or an M-LOK. 
For a while after seeing the photograph, this riddle was stuck in my mind. Maybe my interest 
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was just piqued by the fact that in this age of overflowing information there existed a gun that I 
couldn't find a single piece of information on. And then, an entirely unforeseen source 
provided the trigger for me to discover its identity.” 

-BIO7: SURVIVE MAGAZINE #15; undated. 

 

An acquaintance of Johnny’s from the United States, and a fellow gun writer, has managed to 

make a connection with the notoriously secretive Blue Umbrella’s PR department. In response 

to recent criticisms, the corporation wishes to launch a large public relations campaign to help 

eradicate their former image of being evil and part of this campaign will be full disclosure about 

a working relationship with the B.S.A.A. However Blue Umbrella have trust issues and would 

prefer an impartial contact, rather than a journalist based in the U.S. Therefore, he has 

contacted Johnny with a potential offer from Umbrella to examine the Samurai Edge. 

 

“I received an email from an old writer  
acquaintance of mine. He was a gun writer  

living in America. The gist of his email was  

simply, "Are you interested in the Samurai  
Edge?" Yes, double yes, definitely yes!! No gun  
freak could not get excited when hearing that  
name. It was a buntline special created in the  
1990s. Even in the 21st century, everyone  
knew about the heroic role it played. A  
number of replicas were produced in Japan as  
well, but probably only a handful of Japanese  
have had the chance to handle the real thing.  
(Rumours have it that only a certain Japanese  
maker took the measurements of the real thing. I tried to find out more from the PR 
department but was met only with forced smiles.) 
‘If you’re interested, then let me know.’ 
I had spent a long time in this industry, but even for a specialty writer, this kind of chance was 
rare. 
‘OK, when do I need to be in America? Tomorrow?’ 
I had tried to sound calm, but resistance was futile. My true feelings were shining through the 

joke. 
‘Calm down. I made a connection at Umbrella's PR department. A Japanese writer shouldn't 
put them on alert. Don't forget your guys' passports are the best IDs in the world. I'll contact 
you again to let you know if you can come.’” 
-BIO7: SURVIVE MAGAZINE #15; undated. 

 

As his contact firms up the details, Blue Umbrella reach out to Johnny and he sends his CV 

and they exchange regular e-mails. Through this correspondence, Johnny learns of the 

existence of the Special Cases and Disposal Team made up of B.S.A.A. elite members directly 

assisting Umbrella who are forbidden under U.N. ruling from possessing their own in-house 

paramilitary force. The focus of Johnny’s proposed visit to Blue Umbrella HQ will be to 

showcase the weapons and equipment of this unit as part of a PR campaign.  

 

“Huh? Wait a minute, Umbrella? What was that supposed to mean? Wasn't this the same 
thing as going to Russia to collect information for a story about M4s? His explanation went like 

this. The Umbrella Co. that was reformed under the Corporate Rehabilitation Law dissolved 
their private military company USS out of moral obligation, and instead set up a department 
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called the Special Case Disposal Team as a branch office at the BSAA. The team's purpose 
was to support the anti-bio terror unit of the UN, the BSAA. My research for this article would 
concern the equipment of the members on this special team. This article would be part of a 

campaign to eradicate their image as villains, and because my acquaintance believed that a visit 
by a clean Japanese would surely be welcome, he had contacted me. Of course, he also asked 
that I share the results of my research, but I immediately replied and sent my CV to America. 
At that time, probably because I was on cloud nine over the fieldwork for this article, the 
mystery of that other assault rifle completely vanished from my mind.” 
-BIO7: SURVIVE MAGAINE #15; undated. 

 
Throughout this time, Johnny’s family become deeply concerned, bringing up the Raccoon 

City incident and the causes behind it on more than one occasion. They do not trust 

Umbrella’s intentions. But whilst he understands their concerns, Johnny realises that 

unparalleled access to the PMC and the chance to examine their prototype weaponry is too 

good to miss.  

 

“A: Military Photograph 
Whilst looking through military photographs uploaded 
to the internet, I found an image that interested me. It 
shows the scene of some incident, accident or disaster 
site somewhere, and you can see there are several 
concerned people gathered here.” 
-BIO7: Survive Magazine #15; undated. 

 

B: What is this?  
When I zoomed in on a single image, it shows a large, unknown  
assault rifle (?) that I had never seen before.” 
-BIO7: Survive Magazine #15; undated. 

 

A month after he received the first e-mail from his contact,  

Johnny flies out from Narita and is bound for the United States. 

 
Before my trip, I exchanged multiple emails with Umbrella Corporation. During that time, my 

family was enormously worried about me. Well, for anyone with common sense objecting was 
the right thing to do. They brought up the tragic incident that was the reason for their 
objections too many times to count. However, in the time running up to the trip, my mind 
became obsessed with this once in a lifetime event. For you see, this was research for an article 
about a legendary gun that was never taken off the premises. All new equipment would 
eventually be turned into mass products, or maybe I would be able to handle the original gun 
so I could described it properly... spending my days with such delusions, I laughed off the 
worries of my family and set out for America from Narita. If I had cancelled my trip then 
because of concerns, I would never have made the encounters I did, and so even a carefree 
personality is not without its worth.” 
-BIO7: SURVIVE MAGAZINE #15; undated. 

 

“C: Distance to Umbrella Corp 

Air travel is fun if it is a reasonable time, but if it extends into  
tens of hours, it can put a strain on the body. And when you  

arrive, you’ll be plagued by jet lag.” 
-BIO7: SURVIVE MAGAZINE #15; undated. 
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“D: Exotic Atmosphere 
Travelling north on the freeway. The exotic air of a foreign  
country fuels both my expectations and anxiety, creating a  

feeling of restlessness.” 
-BIO7: SURVIVE MAGAINZE #15; undated. 

 

During the journey, his mind wanders again to the  

mysterious rifle he saw in the photograph and again ponders 

about what the weapon could be. 

 

“E: Automatic Shotgun 
The original AA-12, a rare automatic shotgun, had been planned for a long time. But it was a 
masterpiece that never saw the light of day.” 
-BIO7: SURVIVE MAGAZINE #15; undated.  

 

Some hours later Johnny arrives at his destination and books into a hotel ready for his trip to 

Blue Umbrella HQ the following day. The following morning, he is picked up in a car and 

they set off to the top-secret destination, the American headquarters of Blue Umbrella PMC.  

 

“A: Great Weather 
The next morning, the view from the hotel entrance  
was wonderful and sunny, making it a perfect day for  
interviews.” 
-BIO7: SURVIVE MAGAZINE #15; undated. 

 

“B: Freeway 
Finally, we were on the freeway to the destination of  
the interview. The car was filled with tension, so there  
was little small talk.” 
-BIO7: SURVIVE MAGAZINE #15; undated. 

 
“C: Needed this Juicy Burger before… 
To prepare myself for battle, I settled my stomach  

with a delicious burger and coke.” 
-BIO7: SURVIVE MAGAZINE #15; undated. 

 
“D/E: Buildings emerged from the desert 
A large city can be seen in the distance. If you  
travel straight through downtown, you’ll see the  
heart of a giant corporation.” 
-BIO7: SURVIVE MAGAZINE #15; undated. 

 
Soon Johnny arrives at the destination and is overawed at the sight. It suddenly dawns on him 

what a personal opportunity he has here. 

 

“One month after that first email, I was on the other side of a door that had not previously 

been opened to let someone in. For security reasons I cannot disclose its location, but the 
building blended seamlessly into its surroundings, built there innocently and naturally. After 

arriving at a very ordinary reception and getting my ID, the person who would be my guide was 
waiting for me sitting on an ordinary sofa behind a set of glass sliding automatic doors. It 
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seemed like any other company with nothing unusual going on. Bitter memories from my job 
hunting less than 20 years ago came flooding back. 
Often old memories are not really good for anything. Others must have thought the look on 

my face rather stupid, as I was gritting my teeth from the bitter memories. And with that kind 
of face, I found myself in front of a slender blonde woman, whom I want you to imagine as 
rather beautiful. 
"Um... Je...ju?" 
No matter what era, the language barrier is  
always high. Japanese names are difficult to  
pronounce even if written in romanized  
Japanese. 
"Don't worry, the people here call me Johnny." 
My words made her give an embarrassed little  
laugh. Yes, definitely beautiful. 
"Is it only me who has come to do some  

research this time?" 

"Yes, and as it is the first time for us as well, we  
want to avoid misunderstandings as far as possible, and so would like to accompany you one-
on-one. Your planned article will be the first press for us." 
Wow! I was unexpectedly doing research for an article before anyone else!! 
In the previous email correspondence, the detailed contents of my research had not actually 
been touched upon. I had agreed that the contents were highly confidential but had also felt a 
bit worried. It was a good omen that I got a positive surprise in that regard. 
"Our goal is not here. Let's get on our way to the lab." 
For Americans, their attitude was very business-like. I was just thinking with regret that perhaps 
this was how large enterprises were like, when the young woman started to speak while walking. 
"The place we are going to show you now has very strict and high security. I am sorry, but we 
ask you to refrain from going anywhere without permission. This is a matter of life and death, 
so we insist on you following this rule." Even in my  
carefreeness, I understood perfectly at the time.  
The place I was heading to was the heart of the  
company that had eradicated an entire city. The  
elevator, defying my expectations and being  

completely ordinary, took us to the basement  
floor. The panel indicating our present location  
already did not show the number of floors. I am  
not allowed to write more than that. I might be  
carefree, but I am not a fool. But as I realized that  
I might be heading towards a terrible place, I  
suddenly grew pale. I don't know how far down we went, but I know it took a long time. When 
the elevator doors finally opened, ‘UMBRELLA CORPORATION: Anti-Bioweapon 
Development Bureau’ was written on the door in front of my eyes. This was a first-in-the-world 
scoop. This was the moment that all media throughout the world dreamed about, the moment 
in which until now unopened door opened. In these unexpected circumstances, the sensible 
me that I had been just now was kicked out, and the careless me that was excited about this 
first-in-the-world scoop took control over my head. 

The agreement stated that I am not to write any details about what was inside the door or the 
structure of the building. People with good sense will keep to that agreement to earn trust, and 

as such I will only describe the things that happened in this room. Nonetheless, I can assure 
you that these encounters were a succession of extraordinary surprises. 
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"Shall we..." The young woman's unfinished sentence referred to the goal of my current 
research, the equipment Umbrella Company was developing. Why did I embark on this trip to 
gather information in the first place? The answers are this: 

• I understood that Umbrella Company was actively pursuing the eradication of bioterror 
because they repented their past actions. 
• Even though they were developing weapons, this was done under the management of BSAA 
and under safe operations. 
• The majority of their technological knowledge was disclosed and was helpful in the treatment 
of various incurable diseases. 
I had been wondering about why the military industry as a local industry was taking the lead on 
the research for this article, but it turned out that they were expecting the political tone in a 
specialized medium to be very low, that it would be effective in propagating the truth, and that 
we would properly report that their technologies were not dangerous. That's right, we geeks 
were extremely impartial in this regard. I was impressed with how well thought out it was. Every 
happening in the world has a meaning. I would realise the full meaning of this later.” 

-BIO7: SURVIVE MAGAZINE #15; undated. 

 

Johnny is led through many restricted areas and top-secret research laboratories. He snaps a 

few pictures and hopes he won’t get into too much trouble when he eventually publishes them.  

 

“A: Corridor to the secret facility 
An empty corridor connects to a huge building.  
Why is there such tranquillity in an office  
district? It looks like everyday scenery, but there  
is a vague atmosphere of ‘something’…” 
-BIO7: SURVIVE MAGAZINE #15; undated. 

 

“B: Laboratory of research equipment 
There is no explanation of what they are doing,  
but even a layman can see this is quite  
complicated research. Is it okay to publish this  
picture?” 
-BIO7: SURVIVE MAGAZINE #15; undated. 

 

“C: Long-distance shooting range 
A place that differs from the regular research  
facility. It is a shooting range, but the various  
mechanisms cannot be disclosed publicly.”  
-BIO7: SURVIVE MAGAZINE #15; undated. 

 

“D: The legendary ‘Samurai Edge’ 
The Samurai Edge is a handgun that was  
formally adopted by the Raccoon City Police  
Department’s elite S.T.A.R.S. unit. This is not  
an original but is preserved for research in a  
spec closely resembling the original. Will  

there be custom handguns that surpass this in  
the future? Research and analysis are being conducted day and night to find out.” 

-BIO7: SURVIVE MAGAZINE #15; undated. 
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Johnny is next introduced to an elderly gentleman who is an expect weaponsmith. Now he will 

get to see first-hand the weapon he first spotted on the blurry photograph from the internet. 

But to his immense surprise, it is not a rifle, but a shotgun. It is known as ‘Thor’s Hammer’ 

and is part of the Albert Wesker Model Weapons Series. But perhaps an even bigger 

revelation, is the identity of the operative that was holding the weapon in that original picture. It 

was Chris Redfield, B.S.A.A. hero and someone who played a key role in the downfall of the 

original Umbrella Corporation. Johnny is told, under no uncertain terms, that this information 

is not known to anyone outside the company. 

 

“’Let's show you the small arms that we developed then.’ 
I was led to a room and an elderly man came to greet me  
with a smile. He had a physique that was almost too good  
to be that of a researcher. However, I knew his smile and  
mannerisms, his massive hands and loud voice very well.  
He carried the same air around him as the gun smiths  

that we often interview for articles. I felt the nervousness  

that I had carried in some part of my heart suddenly  
disappear. 
I won't say I knew what was coming, but right before his  
outstretched hands... a large assault rifle that  
conspicuously caught the eye... I had never seen it before,  
but I knew it already. Without thinking I gave a loud  
shout of surprise. Yes, enshrined on that table was the  
assault rifle from the picture that had troubled me so  
much. I was bewildered, and the elderly man and my two  
guides from PR exchanged suspicious glances. As I did  
not want to raise suspicions, I hurriedly explained the  
circumstances, and it appeared that they knew the picture  
in question. They were greatly impressed by how I had  
noticed the gun on such a picture. And then, another  
unexpected word slipped from the lips of the two. 
"That's the picture of Chris, right?" Huh? What now? 
"That retreating figure; that is Chris Redfield." 

I am sure my voice faltered. 
I don't remember what we talked about. That out-of-focus picture that I had found showed a 
legendary hero. Was such a coincidence possible? I felt a slight panic rising up inside my head. 
“We had his team be the first to use these. The only people who know that the person in the 
picture is Chris are the employees here and you.” 
Nowadays, people around the world can share all kinds of pictures, and information spreads 
throughout the world over night. And I had found one piece of information buried under this 
pile of dirt, and this had unexpectedly connected to reality. And what was more, it happened 
on this day in this place during the research for this article. 
At times like these, even a realist like me starts to believe in the existence of god. I made an 
effort to calm down and bring myself back to the reality of my job here. Then I lowered my 
eyes to the assault rifle that the elderly man was pointing at. At first glance, it looked like it 
could have been a SCAR or an M4. But what was definitely different was its size. And the 

magwell that lay wide open created a strangely intense feeling. This was not a size like the 7.62 
mm caliber that I had seen before. When I asked what caliber this was, the reply was 

something I had not imagined. 
“It's a 12 gauge.” 
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That's right, this gun that I had assumed to be an assault rifle was really an assault shotgun. I 
almost accidentally hit my knee. Had such a militant shotgun ever existed before? But now that 
I knew the answer, I noticed how rational the purpose and design indeed were. Looking 

delighted at my excited expression, the elderly man slowly began to explain.” 
-BIO7: SURVIVE MAGAZINE #15; undated. 

 

“A: Living legend 
The living legend that is Chris Redfield, who has to be admired for taking his fitness and 
handling skills to a new level in being able to handle an auto-shotgun that weights more than 
4.5kg.” 
-BIO7: SURVIVE MAGAZINE #15; undated. 

 

“B: ALBERT.W.MODEL02 ‘THOR’S  
HAMMER’ 
Finally lifting off the veil of the B.O.W.  

supressing auto shotgun. A large body with an  

aggressive front design. Optionally, the 20mm  
rail can be detached/attached using the M-Lok  
system.” 
-BIO7: SURVIVE MAGAZINE #15; undated. 

 

“The effectiveness of a shotgun on infected individuals, the so-called zombies, requires no 
further explanation. For B.O.W.s with no critical points such as the heart or vital organs, it 
cannot exert its stopping power unless it penetrates their surface. In recent years, the demand 
for deformed warheads such as the Black Talon or hollow point has increased by organisations 
responsible for national security, indicating government agencies in many countries are seeking 
effective countermeasures against B.O.W.s. In terms of the undead, the effectiveness of a 
scattershot is outstanding. The effective range is short, but if assumed the combat distance is 15 
meters at most, the choice of shotgun rounds is extremely effective at that range.” 
-BIO7: SURVIVE MAGAZINE #15; undated. 

 

The elderly man discusses the historical importance of the shotgun as an effective firearm, 

popular in World War I and then its formal adoption in later years by various government 

agencies. Johnny ponders the various models involved, from the infamous pump-action 

Remington M870 to semi-automatics like the Benelli M3. But the common denominator 

between them all is the use of tube magazines for reload. The elderly man continues to explain, 

and Johnny speculates about the most reliable type of reload and ammunition system. With 

more reliable anti-B.O.W. shotguns, loss of life in both the Raccoon City incident and the likes 

of the Ganado infestation in Africa could have been reduced.  

 

“There are also types of box magazines such as the SPAS-15 or Saiga-12, but I have never 
heard of any examples of widespread use. In my mind, stability and reliability of operation are 
primary considerations by government agencies. Based on that, I feel the SPAS and Saiga are 
at somewhat of a disadvantage. In terms of ensuring a large shell is fed into the chamber, the 
box magazine has made way for the reliability of the tube magazine.  
However, this is not as straightforward when it comes to B.O.W.s. In the tragedy that occurred 

in 1998, thousands of zombies occupied a city, and a similar pandemic has occurred in Africa. 
The extermination of such a swarm was to use a gun with at least 10 loaded rounds, which 

would have been impossible using a tube magazine because it takes too long to reload. Many 
police officers lost their lives even though they were armed with shotguns at the time.  
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The development of shotguns capable of anti-B.O.W. countermeasures has always been in 
high demand. However, there are many obstacles to overcome. Even though demand has 
increased, it requires a very aggressive and innovative design to meet the required 

specifications. Strong firearms with limited provision mean they are difficult to be adopted by 
law enforcement agencies as a whole. Even private sector agencies with management flexibility 
could not expect business success and therefore there was no precedent for the development of 
firearms. With no firearms manufacturers available, the project that had spanned several years 
was effectively frozen. It was the Umbrella Corporation who made a breakthrough following 
their corporate reconstruction. With their expertise in weapons development coupled with 
their existing knowledge of B.O.W.s, the project rapidly progressed in the hands of the world’s 
richest company.  
The project proposed by Umbrella was a full armament system not just limited to weapons and 
ammunition, but also personal equipment. Thor’s Hammer was designed and positioned as 
the primary weapon of the project in the short-to-medium range concept.” 
-BIO7: SURVIVE MAGAZINE #15; undated. 

 

The elderly man runs through the basic  

requirements and specifications of the weapon.  

Johnny is even able to hold Thor’s Hammer and  

is surprised at its weight. The weaponsmith  

discusses the Closed Assault Weapon (CAW)  

program that began in the 1980s to develop an  

efficient close combat firearm for indoors. Both  

the SPAS12 and AS12 shotguns were deemed  

impractical because they were too heavy. When  

trying to develop anti-B.O.W. firearms, the  

original Umbrella Corporation thoroughly researched the AS12 with a goal of reducing its 

weight and upgrading it. Blue Umbrella took that research and improved it, replacing stainless 

steel components with aluminium and titanium substitutes, and adjustments in millimetre units 

to increase reliability of operation. As a result, they succeeded in reducing the overall weight by 

1kg and gained expandability corresponding to strength and advanced equipment. Chris 

Redfield also provided test feedback and confirmed the weapon had ‘Good balance’. Johnny is 

able to fire the weapon on the range and is impressed with the controlled recoil and that the 

muzzle hardly jumps when the trigger is pressed. Firing on full auto is just as impressive. 

 

As well as Thor’s Hammer, Johnny is able to try  

out the Albert 01P Samurai Edge and is almost  

brought to tears by the experience given the  

weapon’s infamous history. The old man explains  

that how in order to refine the original design, the  

components needed to be disassembled,  

restructured, and then refined to acquire the  

desired functionality. But as the original design  

blueprints belonged to the late Albert Wesker,  

the process to craft the weapon was extremely  

complicated without his input. Even Blue  

Umbrella, with its variety of experienced engineers, lacked designers with such intricate 

experience and they likened the process to ‘Disassembling a Porsche to build a BMW.’ The 

development of the weapon was therefore a considerable challenge. The composition of the 

metal base is not a commercially available material and is a custom derivative of stainless steel. 
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The manufacturing process for this material is also Wesker’s design and has since been 

perfected and patented by Blue Umbrella. To Johnny, Albert Wesker seems like a very 

scheming individual and he is not sorry the man is deceased. When he asks the elderly man 

about Wesker, his face immediately turns grey. His death obviously had a great impact on 

many people… 

Later, that day, Johnny leaves Blue Umbrella headquarters with enough material to produce 

two comprehensive articles on Blue Umbrella and their development of Anti-B.O.W. weapons 

and equipment. These will form the basis of a large public relations campaign in 2018 to try 

and show the world that Blue Umbrella are not at all like their former predecessors at Red 

Umbrella.  

 

2018: 
JANUARY 2018: 

SURVIVE MAGAZINE #15 is published featuring Johnny Takeyama’s comprehensive article 

on the Albert-02 Thor’s Hammer and the Special Cases and Disposal Team. This is just one 

small phase of a major marketing campaign by Blue Umbrella to solidify their positive 

corporate image and that they have atoned for the crimes of the previous Umbrella. Before 

going into detail on the Albert 02 ‘Thor’s Hammer’, he prefaces his article with how his own 

thoughts about Umbrella have radically changed following his exclusive access inside the 

secretive corporation. 

 

“Preface: 
First of all, I want to stress that I was greatly assisted by the  
people at Umbrella Co.’s PR department in the research for  
this article. If you live in Japan, then the dangerous impression  
of the previous Umbrella Corporation will surely still stick in  
your mind. I am not completely clear about whether it was the  
former extravagance of the enterprise or because of some  
individuals' arbitrary actions, but after my work on this article,  
my own impression has definitely changed. Of course, I don’t  
intend to say I now know everything after only this one article,  
but from the fact that they repeatedly used the phrase  
"proactive information disclosure" and that this article was  

planned at all, I felt strongly that the company I met was  
different from what I had imagined. It is a bit paradox to think  
back about the reason why things turned out this way, but I was reminded once more of that 
certain incident.” 
-BIO7: SURVIVE MAGAZINE #15; January 2018. 

 

As of 2018, in order to cooperate with B.O.W. eradication activities carried out by Blue 

Umbrella PMC, a portion of the B.S.A.A. still remains seconded and contributing to 

bioterrorism deterrence and handling special projects. But there remains doubt behind these 

endeavours and many voices around the world are still openly questioning this alliance. 

 

SEPTEMBER 2018: 

In a further addition to the ongoing PR campaign, SURVIVE MAGAZINE #16 is released, 

this time with Johnny Takeyama delivering an exclusive thorough write-up of the Samurai Edge 

01P; the standard-issue secondary firearm for the Special Cases and Disposal Team. After 

getting a bit over-excited with his first article, he promises to be a little calmer and more 

composed with his writing style. 
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“As some time has passed since Issue 15, let’s take a moment to review. These articles 
originally started with an e-mail correspondence from a friend. ‘You have special permission to 
obtain information on firearms being developed by Umbrella  

Co.’ Shocked, but flattered, I disregarded the concerns of my  
family and came to ‘Umbrella Co. Anti-Bioweapon  
Development Bureau’ in an optimistic mood. Last time the  
previous article was a shooting report and commentary on  
‘THOR’S HAMMER.’ As stated earlier, this time I’ll deliver a  
review on a contemporary first-rate custom factory model  
‘SAMURAI EDGE’. I must confess I was somewhat  
overexcited with my words last time round, so despite your  
expectations, this time I endeavoured to be much more  
restrained. I want to deliver the complete story of this gun to the  
best of my ability.” 
-BIO7: SURVIVE MAGAZINE #16; Sep 2018. 

 

The public relations work conducted by Blue Umbrella and the disclosure of their Anti-

B.O.W. technologies have gone a long way to help Blue Umbrella regain public trust and 

distance themselves from the original Red Umbrella. Although understandable doubts remain 

as to their true intentions, the world now needs them as the ongoing fight against bioterrorism 

rages on.  

 

 

 

TO BE CONTINUED…. 

 

 


