the room 2 game walkthrough

the room 2 game walkthrough is an essential guide for players who are looking
to navigate the intricate puzzles and mysterious environments of this
captivating game. As a sequel to the original The Room, this installment
amplifies the immersive experience with more complex challenges, stunning
visuals, and a deeper narrative. In this article, we will provide a
comprehensive walkthrough that covers each chapter, offers solutions to
puzzles, and provides tips for maximizing your gameplay. Additionally, we
will explore the game's mechanics, the significance of its storyline, and the
key items you'll encounter along the way. This walkthrough will serve as a
valuable resource for both new players and seasoned veterans seeking to
unravel the mysteries of The Room 2.
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Introduction to The Room 2

The Room 2 is a puzzle-based adventure game that challenges players to think
critically while exploring beautifully crafted environments. Building on the
foundation of its predecessor, it introduces a plethora of new mechanics and
puzzles that require keen observation and ingenuity. The narrative unfolds as
players uncover the secrets of a mysterious box, leading them through various
settings filled with hidden objects, intricate mechanisms, and engaging lore.
Understanding the game's structure and objectives is crucial for anyone
looking to succeed. This section will delve into the foundational aspects of
the gameplay and the context of the narrative.

Game Overview

In The Room 2, players are drawn into a world of intrigue and mystery. The
primary objective is to solve a series of complex puzzles that unlock
different areas of the game. Each chapter presents unique challenges that
require players to manipulate objects, find hidden clues, and decipher codes.
The game is designed to be visually stunning, providing an immersive
experience that enhances the puzzle-solving aspect.



Gameplay Mechanics

The gameplay in The Room 2 is intuitive and engaging. Players interact with
the environment by tapping, swiping, and rotating objects to reveal secrets.
Key mechanics include:

Touch Controls: Players can use touch gestures to examine objects
closely.

e Puzzle Interaction: Each puzzle requires a unique approach, sometimes
involving multiple steps to solve.

e Hints and Clues: Players can discover hints within the environment,
guiding them toward solutions.

e Inventory System: Items collected can be used in various puzzles,
requiring players to think critically about their use.

Understanding these mechanics is essential for progressing smoothly through
the game.

Chapter 1 Walkthrough

In Chapter 1, players are introduced to the game's mechanics and the first
set of puzzles. The chapter is set in a dimly 1lit room where the primary goal
is to unlock a mysterious box. As players explore their surroundings, they
will encounter various objects that are vital for solving the initial
puzzles.

Puzzle Breakdown

The chapter begins with players needing to examine the box closely. They will
find a series of symbols and a mechanism that requires manipulation. Key
steps to advance include:

e Inspect the box thoroughly for hidden compartments.
e Tdentify the symbols and their corresponding placements on the box.
e Use the items found in the room to activate the mechanisms.

Solving these puzzles will unveil new areas and crucial items needed for
subsequent chapters.

Chapter 2 Walkthrough

Chapter 2 expands the narrative, introducing new characters and deeper lore.
Players will find themselves in an environment filled with intricate puzzles
that require both logic and observation.



Key Puzzles and Solutions

In this chapter, players must solve a series of interconnected puzzles.
Notable challenges include:

e The Clock Puzzle: Players need to align the clock hands to specific
times to unlock a compartment.

e Color Matching Puzzle: This requires players to mix colors found in the
environment to create the right shade.

e Lever Mechanism: Players must pull levers in a specific sequence to open
a hidden door.

Each of these puzzles builds upon the skills learned in Chapter 1,
encouraging players to use their problem-solving abilities creatively.

Chapter 3 Walkthrough

In Chapter 3, the complexity of the puzzles increases significantly,
challenging players to think outside the box. The atmosphere becomes darker,
adding to the sense of urgency and mystery.

Exploration and Puzzle Solutions

Key elements in this chapter involve exploration and item collection.
Important puzzles include:

e The Mirror Puzzle: Players must align mirrors to reflect light onto a
specific point.

e Numerical Code Puzzle: This involves deciphering a code based on clues
scattered throughout the chapter.

e Mechanical Box: Players need to assemble parts found during their
exploration to unlock a new area.

Each puzzle in this chapter not only tests the player's skills but also
deepens their understanding of the game's narrative.

Chapter 4 Walkthrough

The final chapter serves as the culmination of the game's storyline, bringing
together all the previously learned mechanics and puzzles. Players will face
the most challenging puzzles yet, designed to test their skills.

Puzzle Challenges

In this chapter, players must navigate a series of puzzles that are
interconnected. Key challenges include:



e The Final Mechanism: A complex machine that requires players to use all
previously acquired knowledge to operate.

e Combination Lock: Players must figure out the sequence based on hints
scattered throughout the chapter.

e Environmental Puzzles: Involves manipulating the environment to access
hidden areas or items.

Successfully solving these puzzles will lead to a satisfying conclusion of
the game, revealing the secrets behind the mysterious box.

Puzzle Solutions and Tips

Throughout the game, players will encounter various puzzles that may
initially seem daunting. Here are some general tips to help you navigate The
Room 2 more effectively:

e Take Your Time: Rushing can lead to mistakes. Explore each area
thoroughly.

e Use Hints Wisely: If you're stuck, use hints to gain insights without
spoiling the experience.

e Observe Patterns: Many puzzles rely on recognizing patterns and
sequences.

e Keep a Notebook: Jot down clues or combinations you come across for
easier reference.

By following these tips, players can enhance their gameplay experience and
successfully complete the game.

Conclusion

The journey through The Room 2 is filled with challenges that require
critical thinking and observational skills. This walkthrough has provided
insights into the gameplay mechanics, detailed strategies for each chapter,
and essential tips for solving puzzles. As players delve deeper into the
game, they will uncover not only the secrets of the box but also the rich
narrative that ties the entire experience together. With patience and
creativity, anyone can master the intricacies of The Room 2.

Q: What is the main objective of The Room 27?

A: The main objective of The Room 2 is to solve intricate puzzles to unlock a
mysterious box and uncover the story behind it while exploring beautifully
designed environments.



Q: Are there hints available in the game if I get
stuck?

A: Yes, The Room 2 offers hints throughout the game that players can use to
guide them when they encounter challenging puzzles.

Q: How many chapters are there in The Room 2°?

A: The Room 2 consists of four main chapters, each featuring unique puzzles
and environments that build upon the narrative.

Q: Can I replay chapters in The Room 2°?

A: Yes, players can revisit chapters after completing the game, allowing them
to explore missed puzzles or collect items they may have overlooked.

Q: What platforms is The Room 2 available on?

A: The Room 2 is available on multiple platforms, including i0S, Android, and
PC, making it accessible to a wide audience.

Q: Is there a time limit for completing puzzles in
The Room 27

A: No, there is no time limit in The Room 2, allowing players to take their
time to solve puzzles at their own pace.

Q: Are there different difficulty levels in The Room
27
A: The Room 2 does not have adjustable difficulty levels; however, the

puzzles progressively increase in complexity as players advance through the
chapters.

Q: How can I improve my puzzle-solving skills for The
Room 27

A: To improve puzzle-solving skills, practice observation, take notes on
clues, and don't hesitate to use hints when necessary. Engaging with similar
puzzle games can also enhance your skills.

Q: What should I do if I encounter a bug or issue in
the game?

A: If you encounter a bug or issue in The Room 2, it is recommended to check
for updates or patches from the game developers and consult online forums for



solutions.

Q: Is The Room 2 suitable for all ages?

A: The Room 2 is generally suitable for all ages, though younger players may
need assistance with some puzzles due to their complexity.

The Room 2 Game Walkthrough

Find other PDF articles:
https://explore.gcts.edu/business-suggest-025/files?ID=t0f92-8878 &title=set-up-business-dubai.pdf

the room 2 game walkthrough: Can You Escape the 100 Room XVIII: Ultimate
Walkthrough & Strategy Guide Navneet Singh, Table of Contents Introduction to the Game Game
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the room 2 game walkthrough: The Walkthrough Doug Walsh, 2019-05-16 The Walkthrough
offers a rare peek behind the curtain of the secretive video game industry from an unlikely
perspective, that of a career strategy guide writer. For eighteen years, Doug Walsh was one of the
most prolific authors of officially licensed video game strategy guides. One part memoir and one part
industry tell-all, The Walkthrough takes players on an entertaining march through gaming’s recent
history, from the dawn of the PlayStation to the Xbox 360 and Nintendo Switch. Follow along as
Walsh retraces his career and reveals how the books were made, what it was like writing guides to
some of the industry’s most celebrated — and derided — titles, and why the biggest publishers of
guidebooks are no longer around. Walsh devotes entire chapters to many of gaming’s most popular
franchises, including Tony Hawk’s Pro Skater, Gears of War, and Diablo, among others. From
inauspicious beginnings with Daikatana to authoring the books for the entire Bioshock trilogy, with
plenty of highs, lows, and Warp Pipes along the way, Walsh delivers a rare treat to twenty-first
century gamers. The Walkthrough is sure to satisfy the curiosity of anyone who grew up with the
works of BradyGames and Prima Games sprawled across their laps. With over one hundred books to
his credit, and countless weeks spent at many of the most famous studios in North America, he is
uniquely qualified to give an insider’s perspective of a little-known niche within the
multi-billion-dollar industry.

the room 2 game walkthrough: Hogwarts Legacy - Strategy Guide GamerGuides.com,
2023-02-14 Experience Hogwarts in the 1800s. Make allies, battle Dark wizards, and ultimately
decide the fate of the wizarding world. Your legacy is what you make of it. Live the Unwritten. The
guide for Hogwarts Legacy features everything you need to know to forge your legacy! Learn how to
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solve some of the trickiest puzzles, find Field Guide Pages and Collection Chests, and how to obtain
every spell. - Tips on How to Play - Walkthrough for the toughest dungeons and trickiest puzzles -
Information on Side Quests - Where to find all the Collectibles - How to obtain every Spell -
Complete Every Challenge - Details on every Choice - Defeat the deadliest Bosses

the room 2 game walkthrough: Legend of Zelda Breath of the Wild Game Cheats,
Walkthroughs How to Download Guide Unofficial The Yuw, 2017-06-09 *UNOFFICIAL
GUIDE*Do you want to dominate the game and your opponents?Do you struggle with making
resources and cash?Do you want the best items?Would you like to know how to download and install
the game?If so, we have got you covered.We will walk you through the game, provide professional
strategies and tips, as well as all the secrets in the game.What You'll Discover Inside:- How to
Download & Install the Game.- Professional Tips and Strategies.- Cheats and Hacks. - How to
Install/Download the Game.- Side Quests.- Advanced Fighting.- Weapons.- Inventory Management.-
How to Cook.- How to Tame a Horse.- How to Obtain Heart Containers.- How to Get the Master
Sword.- How to Get the Hylian Shield.- How to Get a Paraglider.- Buying a House.- How to Find
Concealed & Hidden Items.- The Great Plateau Walkthrough.- The Lost Woods Walkthrough.- The
Waterfall Treasure Walkthrough.- The Fridgid Pond Walkthrough.- Mount Hylia Walkthrough.-
Forest & Hopper Pond Walkthrough.- Oman Au Shrine Walkthrough.- Ja Baij Shrine Walkthrough.-
Keh Namut Shrine Walkthrough.- Owa Dam Shrine Walkthrough.- Secrets, Tips, Cheats,
Unlockables, and Tricks Used By Pro Players! - How to Get Tons of Resources. - PLUS MUCH
MORE! So, what are you waiting for? Once you grab a copy of our guide, you'll be dominating the
game in no time at all! Get your Pro tips now.--> Scroll to the top of the page and click add to cart to
purchase instantly

the room 2 game walkthrough: Game Testing All in One Robert Bryant, 2024-06-17 An
updated version of the bestselling, Game Testing All In One 3/E, this fourth edition serves as your
comprehensive handbook to video game testing, guiding you through the essential skills needed to
succeed in this exciting field. Whether you are a student seeking to enter the video game industry or
a working professional aiming to refine your skills, this new edition gives you the basics skills of
testing, demonstrates how game testing and testers fit into the game development process, and
includes practical knowledge of tools, roles, responsibilities, and the metrics used to determine
game quality and test progress. The reader is taken step-by-step through test design and other QA
methods, using real game situations, and featuring interviews with veteran game developers. The
book includes companion files for downloading with templates and tutorials for creating both
combinatorial tables and test flow diagrams, which form the basis of a robust video game QA plan.
Each chapter includes questions and exercises, making the book suitable for classroom use as well
as a personal study or reference tool.

the room 2 game walkthrough: Engaging Teachers in Classroom Walkthroughs Donald
S. Kachur, Judith A. Stout, Claudia L. Edwards, 2013 Engaging Teachers in Classroom Walkthroughs
is a practical guide to planning and implementing brief but focused classroom observations that
involves teachers in every step of the process. Drawing from their study of 40 schools in the United
States and Canada, the authors show how administrators and teacher leaders moved teachers from
resisting to embracing the practice. Readers will learn how to Foster a school culture that supports
walkthroughs. Implement the components of successful walkthroughs, such as focus and look-fors,
data collection methods, and meaningful follow-up strategies. Get all teachers involved and actively
participating. * Evaluate the walkthrough process and measure its effectiveness. Use walkthroughs
to support professional development related to the Common Core State Standards. This book
demonstrates that when teachers learn from one another in a cycle of continuous professional
growth--through observation, shared inquiry, dialogue, and follow-up--they develop a sense of
collegiality and a common mission. By opening their doors to their peers, they also contribute to
broader school improvement efforts that positively affect teaching and learning throughout the
school.

the room 2 game walkthrough: Stray - Strategy Guide GamerGuides.com, 2022-10-15 This



guide for Stray includes the following: - A Walkthrough for each Chapter. - How to complete all
Puzzles - How unlock certain Trophies - Locations on all Collectibles such as: Vending Machines,
Memories, Sheet Music & Flowers

the room 2 game walkthrough: Live Linux CDs Chris Negus, 2006 Dream the perfect
computer system, then build it to run on a Linux live CD! A Linux live CD is more than just a Linux
system you carry around. Start with a live CD that has all your favorite applications. Include and
play photo slideshows, presentations, Web content, and music collections. Incorporate your own
designs, colors, and images to appear everywhere from the boot prompt to the desktop. When you
are done, you have a perfectly customized CD or DVD that can run on almost any PC that you can
reboot. In Live Linux(R) CDs, bestselling Linux author Christopher Negus guides you through the
free software tools and toys you need to try out and create specialized Linux live CDs for security,
presentations, gaming, multimedia, firewalls, and clustering. It is the first start-to-finish guide to
using, creating, building, and remastering your own live Linux distributions. Working from live CD
technology on the accompanying DVD, you can Boot and run live Linux versions of KNOPPIX, SLAX,
Gentoo, Damn Small Linux, and other live CDs Burn and boot Linux live CD ISO images of Ubuntu,
KNOPPIX, SLAX, MoviX, BackTrack, and more Build your own live CDs from instructions based on
KNOPPIX (Debian), Fedora, Gentoo, Damn Small Linux, and SLAX Create multimedia players that
are customized to include your own video or music Customize live CD rescue toolkits to analyze and
repair data on compromised networks, Windows PCs, and Linux systems Configure personal
firewalls to protect from Internet intruders Control the processing power of a group of computers,
using live CD clusters Whether you want to customize the perfect live Linux for your own use or
distribute it to the world, Live Linux(R) CDs gives you all the knowledge, tools, and software you
need.

the room 2 game walkthrough: Socom 3: U. S. Navy Seals Piggyback Interactive Ltd Staff,
2005 MASSIVE MULTIPLAYER CHAPTER:in-depth analysis of online mode, multiplayer tactics
revealed, radically refine your teamwork and wreak havoc among your opponents! ALL
SINGLE-PLAYER AND MULTIPLAYER MAPS:highlighting absolutely everything. Keys to all icons
are presented in the back cover foldout. COMPLETE MISSION-BASED WALKTHROUGH:step by step
instructions to help you ace the game on all difficulty levels. ALL SECRETS REVEALED:unlockables,
hidden Bonus and Crosstalk objectives, PSP (Playstation Portable) connectivity... you name it, this
guide's go it, and now so do you. INSTANT ACCESS:Innovative back cover foldout, color coded
index, unique 3-level tab system ensure you find the data you require immediately.

the room 2 game walkthrough: Resident Evil 2 (2019) - Strategy Guide GamerGuides.com,
2019-04-03 Resident Evil 2 is back and better than ever. A spine-chilling reimagining of a horror
classic. Based on the original PlayStation console release in 1998, journey into the heart of Raccoon
City as either Leon S. Kennedy or Claire Redfield. The guide for Resident Evil 2 features all there is
to see and do including a walkthrough featuring every Raccoon, File, Weapons and more. Including
indepth strategies on every enemy and every gameplay mode. Inside Version 1.0 - Full Walkthrough
of the main storyline - Coverage of all Collectibles - Trophy/Achievement Guide Version 1.1 - Full
walkthrough for The Fourth Survivor and Tofu Survivor - Expert strategies on The Ghost Survivors -
Tips on how to achieve S Ranks on all difficulties

the room 2 game walkthrough: VBScript 2 & ActiveX Programming Scott Palmer, 1997 --
Explains all of VBScript's new features, including named constants, functions, variables, and
traversing collections with For Each...Next. -- Provides everything readers need to know about
ActiveX technology. -- Includes instructions for using VBScript to create a complete Web
shopping-cart system with cookies and CGI programs in Visual Basic 5.

the room 2 game walkthrough: Resident Evil: Revelations 2 - Strategy Guide
GamerGuides.com, 2015-11-07 Set between Resident Evil 5 and Resident Evil 6 and six years after
the original Resident Evil Revelations, Claire Redfield makes a comeback as one of the protagonists
of Resident Evil Revelations 2. Along with Barry Burton, former S.T.A.R.S. member, his daughter
Moira Burton and a survivor of the previous game Natalia Korda. Control all 4 characters. 2 pairs of




heroes, 2 stories. Follow Claire and Moira who have limited ammo and try to investigate the
mysterious Tower while Barry and Natalia approach it in search of them. Does it have any relation to
previous Resident Evils? Just who is behind the attack in the island? The guide covers the following:
- Detailed walkthrough of all 4 Episodes from start to finish. - Detailed collectible locations (Kafka
Drawings, Insect Larvae and Tower Emblems) with pictures showing you the exact location of each
one. - Available Trophies/Achievements in each Mission so you don't miss a single one.

the room 2 game walkthrough: The Legend of Zelda: The Wind Waker HD - Strategy Guide
GamerGuides.com, 2015-11-07 Set hundreds of years after the events of Ocarina of Time, The Wind
Waker finds the hero Link in a sea scattered with 49 islands, which necessitates frequent sailing and
naval combat. Link lives with his grandmother and younger sister Aryll on Outset Island, one of the
few inhabited islands in the Great Sea. The people of the Great Sea pass down a legend of a
prosperous kingdom with a hidden golden power. An evil man found and stole this power, using it to
spread darkness until a young boy dressed in green sealed the evil with the Blade of Evil's Bane. The
boy became known as the Hero of Time and passed into legend. One day the sealed evil began to
return, but the Hero of Time did not reappear. The inhabitants of the Great Sea are unsure of the
kingdom's fate, but it is clear that this legend is the story of Ocarina of Time where the Hero of
Time, Link, fought Ganondorf. Can you emerge as the new Hero of Time? Join us for this adventure
with Link as we: - Detail the full breakdown on the differences between the GameCube and Wii U
versions. - Show you the locations of where to find some of the coolest weapons in the game. -
Provide detailed directions of where to go, and when, as well as full area breakdowns. - Break down
each dungeon broken down into manageable chunks. - Beat those bosses with our frustration-free
tactics. - The locations of every Treasure Chart and Shard (for both GameCube and Wii U editions). -
Show you loads more besides.

the room 2 game walkthrough: The Legend of Zelda Echoes of Wisdom Strategy Guide Book
(Full Color) , 2024-10-16 00000 From the publisher of the No.1 selling (and highest-rated) Link's
Awakening strategy guide is back with a 100% complete guide to the latest Zelda adventure, Echoes
of Wisdom! JJ000 If you're stuck and you need help beating and mastering The Legend of Zelda
Echoes of Wisdom for the Nintendo Switch, then this guide is the one for you. It's jam-packed with: ]
Complete the game 100% with every Main Quest and Side Quest covered in detail, [] Cunning
strategies for overcoming every enemy, finishing every dungeon, and beating every boss! [] Amazing
tips and tricks on how to make the most out of the new Echoes system (and some of the crazy things
you can do in the game - it's awesome)! [] Track the location of all 40 hidden Pieces of Heart with our
exclusive collectables tracking system, [] Track the location of all 150 hidden Might Crystals so you
can upgrade Zelda to her maximum capacity, [] Track the location of all 25 Stamp Stands, [] Find all
28 Accessories and how to unlock all accessory slots, giving you the edge in battle, [] How to unlock
all of Zelda's amazing new outfits! [] How to find and beat every Rift in the game (with maps)! [] All
Side Quests and Mini-Games have been covered in full! [] A section dedicated to the many Easter
Eggs and other secrets that Nintendo hid inside the game! [] And finally, full-page maps for tracking
your Heart Pieces, Might Crystals, and Stamp Stands! This is the walkthrough that will get you
through to the end of one of the greatest, and most endearing, Zelda adventures of all time!

the room 2 game walkthrough: The Legend of Zelda (NES Classic) Strategy Guide Book
, 2025-04-22 0000 The publisher of the No.1 selling (and highest-rated) Echoes of Wisdom and
Link's Awakening strategy guides is back with our complete guide to the original Zelda adventure,
The Legend of Zelda (first released on the NES)! 0000 These classics don't mess around, so if
you're stuck and you need help beating the classic The Legend of Zelda then this guide is the one for
you. It's jam-packed with: [] Cunning strategies for overcoming every enemy, finishing every
dungeon, and beating every boss! [] Complete the game 100% with both the Main Quest and the
hidden Second Quest covered in detail, [J You won't find yourself lost with our full color maps for
both the Overworld (both Quests) and every dungeon (both Quests)! [] Find every Heart Container -
the easy way! [] Fight your way across Hyrule and snag every hidden Rupee stash along the way! []
Learn how to save the game anytime on the original NES version! [] Learn how to beat the Old Man




at his own game and earn easy money! This is the walkthrough that will get you through to the end
of the Zelda adventure that started the incredible saga off!

the room 2 game walkthrough: Lost Sphear - Strategy Guide GamerGuides.com, 2018-07-10
A strange phenomenon has been occurring in the world, in which a white mist overtakes objects,
places and people, making them completely lost to the world. One day, though, a humble self-taught
swordsman from the small town of Elgarthe awakens to the power of Memory, which allows him to
restore those lost to the strange phenomenon. Now, Kanata and his friends must journey the world
to quell the Lost before it takes over the whole planet. This guide contains the following: - A
complete story walkthrough, from beginning to end - All of the Character Sidequests - A
comprehensive Character section, detailing the prominent skills - A Trophy Guide to help you get
that shiny platinum

the room 2 game walkthrough: The Legend of Zelda Links Awakening Strategy Guide
(3rd Edition) Alpha Strategy Guides, 2020-12-06 J0J00 The No.1 selling (and highest-rated) The
Legend of Zelda Link's Awakening strategy guide has been completely redesigned and updated (as
of August 2022)! 0000 If you're stuck and you need help beating and mastering The Legend of
Zelda Link's Awakening for the Nintendo Switch, then this guide is the one for you. It's jam-packed
with: [] Strategies for overcoming every enemy and beating every boss! [] Amazing tips and tricks for
finishing the game without dying (earning you the secret ending)! [] The location of all 32 hidden
Heart Pieces, [] The location of all 50 hidden Secret Seashells (and the amazing reward for collecting
40 of them!), [] Keep track of every collectable you've found with our unique Collected box! [] How to
find the hidden character who upgrades your bombs, magic powder, and arrows! [] Reveal Koholint
Island's deepest secrets by completing the Item Trading side-quest, [] The location of all 14 Chamber
Stones, [] A section dedicated to the many Easter Eggs and other secrets that Nintendo hid inside
the game! [] And finally, full-page maps for tracking your heart pieces and secret seashells! This is
the walkthrough that will get you through to the end of one of the greatest, and most endearing,
Zelda adventures of all time!

the room 2 game walkthrough: The last of us - Complete guide Fontemake Entertainment,
2014-11-07 A complete guide for the acclaimed game by Naughty Dog (Uncharted, Jak and Daxter,
Crash Bandicoot). This is a step by step guide. The complete Walkthrough with images!! This ebook
was made for entertainment purposes only. The authors of the book are not professionals and results
may vary, so for that reason results are not guaranteed. The contents in this ebook may not be
replicated or resold. If you would like to share the contents of this book, please purchase another
copy. This guide has no affiliation with Naughty Dog. We are not sponsored or endorsed by them.
Note that this ebook is a guide intended for entertainment and reference purposes only. We
recommend supporting Naughty Dog by playing this game and supporting them.

the room 2 game walkthrough: Knowledge, Information and Creativity Support Systems
Susumu Kunifuji, George Angelos Papadopoulos, Andrzej M.]. Skulimowski, Janusz Kacprzyk,
2016-02-02 This volume consists of a number of selected papers that were presented at the 9th
International Conference on Knowledge, Information and Creativity Support Systems (KICSS 2014)
in Limassol, Cyprus, after they were substantially revised and extended. The 26 regular papers and
19 short papers included in this proceedings cover all aspects of knowledge management,
knowledge engineering, intelligent information systems, and creativity in an information technology
context, including computational creativity and its cognitive and collaborative aspects.
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