WALKTHROUGH for Rainvale High
This walkthrough is made up of three parts:
- SECTION A: Help, I think I’m trapped!
- SECTION B: Detailed walkthrough.
- SECTION C: How to get the best ending.
SECTION A: HELP, I THINK I’M TRAPPED!
If you are stuck somewhere in a specific room or place and all you want to know is how to get out, you can use this part of the walkthrough. It will not tell you where to go or what to do to continue the storyline. For that, please visit “Section B: Detailed walkthrough”.
Classroom 1-B
This one is very simple if you know what to do (it used to be more difficult). There is a wooden pressure pad in the middle of the room under the chairs. Throw any item on that pressure pad to open the door. You can even pick up the item again and the door will stay open.
Freezer
Turn off the lights by flipping the lever on the wall. After this, a chest should be available to the lower right of the doors which holds a door key. You use this key on the gold block and flip it to open the door again. You are now free.
Storage shed
If you are stuck in here, you can find a way out, but since that is not a requirement to be able to escape, I will not explain that here. Instead, you can just jump in a hole and die. You will respawn somewhere else.
Science Laboratory 2
After entering the room you will not be able to go back through the door, and the hole in the wall will disappear. Instead, you will have to find a hidden door. There is a hidden door under the normal torch that you can use. Be aware, you open doors by right-clicking. You can’t just walk through them. With this door, you return to science laboratory 1 and to freedom.
Classroom 1-D (welcome signs)
After opening the chest, you will be stuck in the room because the doors and windows will have disappeared. Jumping to your death will not save you, as you will respawn inside the room. What you’ll have to do is walk to the front of the room and read the signs there. Then, move back to the chest and open the chest again. After this, move to the front of the room for a second time. Lastly, open the chest a third time and the door and windows will return, allowing you to escape.
Classroom 1-E (darkness)
After entering the room, you will be stuck. Find your way through the room in the darkness, and find a place where you can jump a 1-block gap to another piece of the floor. On that place, you can find a chest that you need to open. It will have nothing in it, which is normal. Now, go back to the door, which will have returned. It is useless, though, since there is nothing behind it anymore. Instead, before exiting the room, you should turn left and look for another gap to jump. There you find a new door in the wall. Use this door to get out in the hallway. You can walk all the way through the hallway to find classroom 1-?. Don’t fall into the hole half-way. This new classroom is exactly the same as classroom 1-E. Again, there is chest in the same place as the previous classroom. So, find the chest that actually has some stuff in it this time. It doesn’t matter if you take the stuff or not. All that is important is that you opened the chest at least once. Now, you can go back to the classroom entrance and you should be brought back to the normal school. You should now be in the hallway that had the door to 1-E before.
Classroom 2-A (water)
If you enter this room a short cutscene will play where a ghost is telling you that you’re stuck. He is right, you are stuck. If you did not heed the warning on the notes in the cafeteria, which told you to stay away from a flooded room, you will now drown. There is nothing you can do about this. You just shouldn’t have entered. The chest that is in this room is also accessible from outside of the room.
Classroom 2-C (secret darkness)
After entering, you can’t see anything. First of all, do not step on the soulsand, since it will hurt you. There is a button in the far right, next to a zombie pigman. After pressing this button a door will open behind you in the corner. Behind that door is a chest, which holds a key. Looking at the chest, there is a door in the far right corner where you can use the key next to the door. You can press the button and the door will open to let you back into the hallway.
Clocktower
If you are stuck in here, you can find a way out, but since that is not a requirement to be able to escape, I will not explain that here. Instead, you can just jump out of the tower and die. You will respawn somewhere else.
Floating spirit hallway
Enter cla??room ?-? to find a button directly to your left. Press the button to make something happen. Now, turn back and enter the other door. Keep moving between the two rooms as long as messages keep popping up. Eventually, no more messages will pop up and you will hear a sound of a door opening. The door that had someone bashing on it will have opened. Please enter the newly opened door to find a tiny area. Here you can find a chest with the abyss key. Pick up this key; go to classroom 666-H and use the abyss key directly to your left to open up a passage in this room. Now you will have to go into the passage and into the next area. You will find nothing but new areas and new doors. Keep moving forward through the doors until you will eventually end up in the storage room. There is only a single path that you can follow. You’ll need to use sprint to make a few of the jumps, so if you’re out of food, you’ll have to jump to your death to replenish your hunger first.




SECTION B: DETAILED WALKTHROUGH
This part will give you the actions you need to take to get to the end of the map. This will only describe the necessary actions and will not warn you about any scares or monsters. It will also not help you if you’re stuck in any place that is not absolutely necessary. If you’re stuck somewhere and it is not described here, please refer to “Section A: Help, I’m stuck in a place.”
Tutorial and introduction area
You will start out in a small room with a few introductions and instructions. Read them and go through the door to the larger room that describes the recommended settings and gives you some warnings and map mechanics. Please follow the instructions. Here, you will need to press the button on the wall to get another button. Look around; there is an exit door and another door. Go to the other door and put the button next to it. Enter the door. Find a chest with the tutorial exit key in it. Use this next to the exit door to exit the tutorial area. There are a few more signs that tell you about collectibles. You can now just walk to the school building by using the bridge. There are no other paths.
When you reach the school gate, you’ll have to press a button to open the gate. Quickly go through before it closes, which will be quite quickly. You will not be able to go back after this. You are now stuck in the parking lot area. To get out, you will have to climb the bus and jump over the fence to get into the school. This should get you to chapter 1.
Chapter 1: The Cursed School
You are now stuck in the school. Take note that there is a basement area on the far end of the schoolyard. Don’t go there yet. Instead, go into the school via the main entrance. You will encounter a small cutscene. In the large entrance hall there is a reception with some stuff, the men’s room and a few locked doors. Walking around the reception, you can find two paths: Up the stairs or down the hallway. It doesn’t really matter which one you take first. I suggest you first go up the stairs to the cafeteria. Here, there is one chest with glass bottles. You need to take at least one of them. Keep going through this hallway to find a few more rooms. There is nothing compulsory there. At the end of the hallway, there are stairs that go to downstairs hallway with rooms 1-A through 1-C. These rooms are extra. The only room you need to go in is the room for personnel only. In this room is a ladder down, where you can find the fuel storage. Switch out your glass bottle(s) for a bottle(s) of fuel by right-clicking on the fuel tap and start a trade. Again, you need at least one of them. Now that you have the fuel, you can go to the basement.
Go back outside to search for the basement in the schoolyard. It’s to the left after you exit the school. In the basement, you can find the electrical and mechanical area with the generator. There should be a sign with “fuel tank” on it. There is a hatch to the right of that with a hopper. Use the bottle of fuel by placing it in this hopper. Now go to the front of the generator and find a lever. Flick the lever a few times rapidly, until the generator comes online. You should get a message that a few doors have opened. You are now done in the basement area and there’s no need to come back here. To continue, go back outside to the schoolyard. Do not enter the school normally. Find a door to the right of the entrance and go inside. This is a small area, and the only room you’ll be able to go into is the faculty office. In this room you can find a small chest with a keycard. Take this with you and go back outside to use the main entrance. Now you should be back in the reception area. Before you use the key, see that the auditorium is now unlocked. You can go inside and take a look around, especially behind the stage curtains. You should find a chest with a courtyard key (1/2). You will need this later.
For now, go back to the reception area, and go to the double doors labelled courtyard. Use the keycard for the courtyard by putting it in the hopper. The doors should open and you’re now starting chapter 2.
Chapter 2: Moving forward
Now that you can enter the courtyard walkway, please do so. You will first get another cutscene. It’s quite long, and all you can do is wait it out. You can go right to the actual courtyard, or left to the track field. I suggest taking a left first to find the track field. You can find some stuff on the track field and the surrounding areas, but there is nothing compulsory there. There is a small building, close to the school, namely the storage shed. Enter the storage shed to find a few things in there. The most useful things in there are the bow with arrows, and a shovel. If you found the shovel, try to find a way out. If you can’t find a way, just jump in the hole and die, you will respawn outside. This time, go back to the courtyard walkway and enter the courtyard. There is a tree in the courtyard with a sign on it and a flower in front. Use the shovel to dig up the grave under the tree. Inside the chest you should find there is a courtyard key (2/2). You will need this. Now, in the two corners behind the tree in the courtyard you can find two small doors, that both require a button. Both the courtyard keys you have now (see chapter 1) are for these doors. It doesn’t matter which one you use on which door. Use the courtyard keys by sticking them on the walls beside the doors. For now, use the door to the right to continue. You are now in a new part of the school area.
Turn left, and you will find two doors you can go into. The biology lab is not compulsory. Instead, go into the science laboratory 1. There is a lot of stuff here, but you need nothing specifically. You can either go through the hole in the wall or use the door to get to science laboratory 2. You are now stuck here for a moment. There is a chest here with the simple key. Take this key and look around to find a single normal torch between the redstone torches. There is a hidden door under the normal torch that you can use. Be aware, you open doors by right-clicking. You can’t just walk through them. With this door, you return to science laboratory 1 and from there you can go back into the hallway. Now that you have the proper key, you go back through the hallway and take a right at the end. You should find a door that you can’t enter. Use the simple key to open the door to 1-E and subsequently enter the door. You are now blinded, and stuck in the room.
Find your way through the room in the darkness, and find a place where you can jump a 1-block gap to another piece of the floor. On that place, you can find a chest that you need to open. It will have nothing in it, which is normal. Now, go back to the door, which will have returned. It is useless, though, since there is nothing behind it anymore. Instead, before exiting the room, you should turn left and look for another gap to jump. There you find a new door in the wall. Use this door to get out in the hallway. You can walk all the way through the hallway to find classroom 1-?. Don’t fall into the hole half-way. This new classroom is exactly the same as classroom 1-E. Again, there is chest in the same place as the previous classroom. So, find the chest that actually has some stuff in it this time. It doesn’t matter if you take the stuff or not. All that is important is that you opened the chest at least once. Now, you can go back to the classroom entrance and you should be brought back to the normal school. You should now be in the hallway that had the door to 1-E before.
You are now able to go upstairs. When you’re there, you can go either left or right. You will need to take the left hallway, which will give you blindness and slowness. Keep going through this hallway. Do not step on the soulsand, or you will get hurt. There are a few rooms here, but none of the have any required content. After a few turns you will reach the music room. You can enter the music room through a hole in the wall near a lot of blood. You can hear a piano, so take a look around until you find it. You should interact with the piano by using the buttons on it. This will start a cutscene, which will end with the teacher saying that clubroom A is now open for you. Take the hint, and try to find the clubroom. It’s a long way back. First you will have to go back to the courtyard and then hug the right wall to find the other small courtyard door and clubroom A right behind it to your left, if you didn’t fall into the dark pits. A cutscene should start and you have now started chapter 3.
Chapter 3: Into darkness
Wait until the cutscene is finished. You can now look around the room and find some minor goodies. Next, exit the door on the other end to reach another dark hallway. You can either turn left or right, but for now the path to the left is a literal dead end. So take the path to the right and take care not to fall off the winding pathway. The blindness should disappear. The only way to move forward is by going up the stairs since there are no other paths. Upstairs, you can go either left or right again. To the left is nothing compulsory, so take a right. The first door is locked and you can’t enter. We will enter this one later. The second door is open but there is nothing compulsory in that room. Instead, climb through the flesh to find the second meeting room. In this room are a few things, but the important thing is the chest with a very normal key. After you have found this key, climb back through the flesh to find the first locked door in that hallway. You will need to use the very normal key to open the audio video room and get in. In this room, you should find a chest that has heavenly boots hidden under the teacher’s desk. Take these boots and wear them, or you will not be able to continue.
After putting on the boots, go back downstairs and pass the dark pathway. Now, go straight through the small doorway and into the hallway with soulsand. You cannot stand on soulsand without wearing the boots, so keep them on. You can enter clubroom B either through the door, which is unnecessarily hard, or through the broken window which is a lot easier. In the far back of the room is a hole in the ground to clubroom C (it doesn’t look like a room, though) that lets you continue. You will be going back into the hallway. Take a left, which is the only possible path, and move to the very end of the tiny corridor. At the end, you will find the door to the storage area, but you will not be able to enter. Instead, you have to turn around and find a path into one of the broken windows; to be specific, the one with flesh and a trail of blood. Move in and keep going, even though you can’t see anything.
You will eventually enter a strange place with two doors. Enter cla??room ?-? to find a button directly to your left. Press the button to make something happen. Now, turn back and enter the other door. Keep moving between the two rooms as long as messages keep popping up. Eventually, no more messages will pop up and you will hear a sound of a door opening. The door that had someone bashing on it will have opened. Please enter the newly opened door to find a tiny area. Here you can find a chest with the abyss key. Pick up this key; go to classroom 666-H and use the abyss key directly to your left to open up a passage in this room. Now you will have to go into the passage and into the next area. You will find nothing but new areas and new doors. Keep moving forward through the doors until you will eventually end up in the storage room. There is only a single path that you can follow. You’ll need to use sprint to make a few of the jumps, so if you’re out of food, you’ll have to jump to your death to replenish your hunger first. In the storage room are a few things and a locked door that you can’t use. There is also a door right in front of where you entered. Use the door to exit and you will start chapter 4.
Chapter 4: Short respite
This chapter gives you a shortcut back to all the previous areas. However, there is no need to go there yet. You will have one opportunity after this to go back, and only then will you be able to go anywhere you want. So, do not go back to the courtyard walkway. Instead, go up the stairs right in front of you. Upstairs, you will find a hallway with several rooms. The last room is important, so go into the last room, which is an office. You will be able to go through the broken wall and move into the next office to find a strange ritual setup. The only interesting thing in this room is the chest, where you can find a student ID card that will help you get into the gym area. After picking it up, retrace your steps and go back down the stairs. Directly to your left is the entrance to the gym and the pool area. Please enter the sports buildings. You will need to have the student-ID in your inventory, but you don’t need to use it anywhere. This was the whole chapter. If you go left to the gym, which is the only possible path for now, you will start chapter 5.
Chapter 5: Last day of school
This is both your last chapter and the story of what happened on Bella’s last day of school. However, you will skip a lot of things here if you only follow this walkthrough section.
First, open the chest at the far end of the gym and take from it the Tome of Dark Rituals and at least one bloody candle. I advise you to also take the Ritual Instructions written by Bella, and go over them in detail.
At this point you can go anywhere you want to complete all the side quests, collect all the collectibles and explore around the school. With some effort, you should also be able to find some areas that you could not enter before. If you think you’re completely finished, or you don’t feel like exploring, then continue from this point on.
In the gym, when facing the chest, take the last door on the right (not the one that leads outside). Exit on the other end of the room, turn right, and take the first door on the right again to enter a dressing room with some lockers and showers. Again, exit on the other end to go back into the gym, which will now have changed into a darkened version of the real world. There is a huge pentagram on the floor. Here you can place all diaries you have found during your explorations into the hoppers to prepare for the ritual if you want. Take note of the names to place them correctly. You can even do the ritual without any of the diaries. After this, use at least one of the candles by placing them on the corners of the pentagram. Next, stand in the middle of the pentagram and hold the Tome of Dark Rituals in your hand to start a spell. You will now be travelling to an arena-looking area. This is where you will face your final fears.
Press the button that you can find somewhere on the wall to start a bossfight. If you didn’t prepare properly, you might get a bad ending. After the bossfight, you will receive a score, after which the map will end. Congratulations on completing the map.


SECTION C: HOW TO GET THE BEST ENDING
This section gives you the checklist of what to do to get the best ending, and describes a few of the optional locations you can go to for achieving the goals. It will not be as detailed as the other sections of this walkthrough, because I feel you have to earn this best ending at least a little bit.
Main strategy
The most important thing to do is explore. There are basically two endings. The “normal” ending which can vary from really good to pretty bad, depending on your efforts, or the “bad” ending which only has one outcome: You lose. If you do not explore enough you will probably get the bad ending, which is triggered by having less than 50 ectoplasm. Exploration and reading (and figuring out) all the hints you are getting are important too. All the scattered papers actually do serve a purpose.
Points allocation
You can get points anywhere from 1 point to 10 points, although it’s really hard to get all 10 points. You get one free point for completing the map. The others are divided in the categories below.
Bella (0, 1 or 2 points)
If you don’t get more than 49 ectoplasm in your inventory, you will get the bad ending and you will not save or defeat Bella, which will net you 0 points. However, if you do the normal ending, you will automatically get at least 1 point for defeating her in the bossfight. If you found Bella’s red book then you will automatically save her and get another point, making her bossfight worth 2 points total. You can find the book by digging up Bella’s grave in the shrine area.
Victim books (0, 1, 2 or 3 points)
There are a total of 13 victim books to be found (excluding Bella’s). There are 12 victims that you can put around the pentagram in the gym, and there is one more (Brandon Everwick) that you can find to keep in your inventory and will be counted automatically. You will get zero points for saving no victims at all. You will get 1 point for saving 1-6 victims, you will get 2 points for saving 7-12 victims and you will get 3 points if you find all 13 books and put 12 of those around the pentagram. Only the book for “Brandon Everwick” will count without using it at the pentagram. All the others will have to be used to count for the ending.
Ectoplasm (0, 1 or 2 points)
You get no points if you have less than 50 ectoplasm, because this will bring you straight to the bad end. For 50-99 ectoplasm you get 1 point, and if you have more than 99 ectoplasm in your inventory you will get 2 points. However, keep in mind that the game checks for ectoplasm in your inventory, so having it stored in a chest will not get you any points at all.
Candles around the pentagram (0 or 1 points)
You can get to the ending fight with even one candle, but to get the point for the proper use of the candles you need to do something specific. You have to collect 5 blood candles, and trade these for 5 holy candles at the shrine. You can find the shrine at the other side of the track field. The area will open up after you have opened the chest in the gym with the Tome of Dark Rituals and the Ritual instructions. Use one holy candle at each of the 5 tips of the pentagram before using the pentagram.
Death counter (0 or 1 point)
This is simple. As long as you die 5 times or less you will receive a point. If you die more, you will receive no point.
Location of red books
1) Brandon Everwick
His book can be found at the bottom of the pool. This is the second hardest book to find, since the way into the pool is quite difficult. First, when you are at the gym, take the last door on the right to enter a small room with two chests and exit at the other side to see the pool through some cracks in the wall. Now, turn right, and take the first door to your right to enter a changing room. Do not exit, but turn around and go back to see that the hallway behind you changed. You can now go through the hallway and to the pool doors at the far end. You do not have to jump over the hole. You can simply walk around it to reach the door safely. In the dark pool, jump into the hole to reach the normal pool. The book will here be at the bottom.
2) Gustav Mills
This book can be found in the hallway with floating spirits, in one of the two classrooms. Specifically, the cla??room ?-? has a chest with the book.
3) Jody Mills
The book for Jody mills is in classroom 2-A, which is the flooded classroom. You do not have to enter the classroom. Instead, walk around the classroom and try to see a chest from the outside. When you find it, step back a few blocks and open the chest through a hole.
4) Jennifer Good
You can find this book easily in meeting room A, which is in the fleshy muck area.
5) Homer Rivera
His book is in a chest in the storage shed near the track field. It should not be hard to find.
6) Duncan Loveless
Get the Clocktower Key that you can find in meeting room B (fleshy hallway). Use this key to enter the clocktower and go to the very top room. There is a chest in the corner.
7) Rosalin Grimlock
Her book can be found easily in the principal’s office, which is the first room you encounter when you take the stairs up near the gym.
8) Emilia Ivers
This book can be found in Classroom 1-B, which is one of the classrooms in the starting area.
9) Felicia Ivers
You will encounter this chest if you follow the story. It’s in classroom 1-E (the first classroom that has blindness. You can only get it when you’re there, and will be unavailable later.
10) Terrance Hoover
His book is to be found in classroom 1-D. Take it out immediately because it will disappear.
11) Suzan Hoover
You should encounter this book automatically when digging up the grave under the tree.
12) Lily Townsfield
You can find a chest somewhere on the track field, somewhat close to the entrance to the shrine area. Watch out though, since lightning will strike the chest every few seconds unless you’ve already been in the gym area.
13) Adam Nevermore
[bookmark: _GoBack]This is the hardest book to find for most people. You can find his book in the dark classroom with soulsand, which is clubroom B. Look down the largest hole in the ground and you will find a chest halfway down. The book is in there.
