INSIDE THE BACKROOMS GUIDE LEVEL |

INSIDE THE BACKROOMS GUIDE LEVEL 1 SERVES AS AN ESSENTIAL RESOURCE FOR PLAYERS VENTURING INTO THE EERIE AND
ENIGMATIC WORLD OF THE BACKROOMS. THIS GUIDE FOCUSES ON LEVEL ], DETAILING WHAT ADVENTURERS CAN EXPECT AS
THEY NAVIGATE ITS UNSETTLING ENVIRONMENTS. PLAYERS WILL DISCOVER SURVIVAL STRATEGIES, COMMON ENTITIES, AND
ESSENTIAL RESOURCES. ADDITIONALLY, THIS GUIDE PROVIDES INSIGHTS INTO THE LAYOUT OF LEVEL -|/ HELPING EXPLORERS
MAKE INFORMED DECISIONS DURING THEIR JOURNEY. BY UNDERSTANDING THE NUANCES OF THIS LEVEL, PLAYERS CAN ENHANCE THEIR
EXPERIENCE AND INCREASE THEIR CHANCES OF SURVIVAL IN THE MYSTERIOUS DEPTHS OF THE BACKROOMS.

® [INTRODUCTION

e OVERVIEW OF LEVEL 1

® ENVIRONMENT AND LAYOUT
e SURVIVAL TIPS

e CoMMON ENTITIES

® RESOURCES AND SUPPLIES

o CONCLUSION

e FAQs

OVERVIEW OF LEVEL 1

LEVEL 1 OF THE BACKROOMS IS RENOWNED FOR ITS EXPANSIVE, INDUSTRIAL APPEARANCE. THIS LEVEL TYPICALLY FEATURES A
LABYRINTHINE LAYOUT CHARACTERIZED BY VAST, EMPTY ROOMS AND LONG CORRIDORS FILLED WITH A CONSTANT HUM OF
FLUORESCENT LIGHTS. THE ATMOSPHERE IS OFTEN DAMP AND DIMLY LIT, CREATING AN UNSETTLING ENVIRONMENT THAT CAN
DISORIENT EVEN THE MOST SEASONED EXPLORERS. UNDERSTANDING THE FUNDAMENTAL ASPECTS OF LEVEL 1 IS CRUCIAL FOR
ANYONE LOOKING TO NAVIGATE ITS CHALLENGES SUCCESSFULLY.

UNLIKE LEVEL O, WHICH PRESENTS A MORE MONOTONOUS ENVIRONMENT, LEVEL 1 INTRODUCES A VARIETY OF TEXTURES AND
SPACES, INCLUDING CONCRETE WALLS, METAL DOORS, AND OCCASIONAL WINDOWS THAT DO NOT LEAD TO THE OUTSIDE
WORLD. THE TEMPERATURE CAN BE NOTABLY COLDER THAN LEVEL O/ OFTEN LEADING TO A CHILLING EXPERIENCE FOR THOSE
WHO LINGER TOO LONG. PLAYERS SHOULD BE PREPARED FOR THE PSYCHOLOGICAL EFFECTS OF THIS ENVIRONMENT, AS ISOLATION
AND THE SOUNDS OF MACHINERY CAN HEIGHTEN FEELINGS OF ANXIETY.

ENVIRONMENT AND LAYOUT

RoomM TypPes

EXPLORERS MAY ENCOUNTER SEVERAL DISTINCT TYPES OF ROOMS WITHIN LEVEL 1. EACH ROOM OFFERS ITS OWN CHALLENGES
AND OPPORTUNITIES FOR THOSE BRAVE ENOUGH TO EXPLORE. FAMILIARITY WITH THESE TYPES CAN AID IN NAVIGATION AND
SURVIVAL.



® STORAGE RooMs: THESE ARE LARGE, EMPTY SPACES OFTEN FILLED WITH ABANDONED CRATES AND SHELVES. THEY CAN
CONTAIN USEFUL SUPPLIES BUT ARE ALSO POTENTIAL HOTSPOTS FOR ENTITIES.

o MAINTENANCE HALLS: LONG CORRIDORS THAT LEAD TO VARIOUS PARTS OF LEVEL 1. THESE HALLS OFTEN HAVE
FLICKERING LIGHTS AND MAY HIDE DANGERS.

* BREAK ROOMS: THESE AREAS OFFER A BRIEF RESPITE WITH SCATTERED FURNITURE AND, OCCASIONALLY, SUPPLIES.
HO\X/EVER, THEY MAY ALSO ATTRACT UNWANTED ATTENTION FROM ENTITIES.

® EXIT POINTS: SOME ROOMS MIGHT CONTAIN DOORS THAT LEAD TO OTHER LEVELS OF THE BACKROOMS, BUT CAUTION IS
ADVISED AS THESE EXITS ARE NOT ALWAYS RELIABLE.

SOUND AND LIGHT

SOUND PLAYS A SIGNIFICANT ROLE IN LEVEL 1. THE CONSTANT HUM OF MACHINERY AND THE BUZZING OF FLUORESCENT LIGHTS
CREATE AN UNSETTLING BACKGROUND NOISE. OCCASIONALLY/ SOUNDS OF DISTANT FOOTSTEPS OR WHISPERS CAN BE HEARD,
HEIGHTENING THE SENSE OF PARANOIA. PLAYERS SHOULD REMAIN VIGILANT AND ATTENTIVE TO ANY UNUSUAL NOISES, AS THESE
MAY INDICATE THE PRESENCE OF ENTITIES.

THE LIGHTING IN LEVEL 1 CAN BE ERRATIC, SOME AREAS ARE BRIGHTLY LIT, WHILE OTHERS MAY BE SHROUDED IN DARKNESS. THiS
INCONSISTENCY CAN CONTRIBUTE TO DISORIENTATION, MAKING NAVIGATION CHALLENGING. EXPLORERS ARE ENCOURAGED TO
CARRY FLASHLIGHTS OR OTHER LIGHT SOURCES TO ILLUMINATE DARK AREAS, BUT THEY SHOULD ALSO BE AWARE THAT BRIGHT
LIGHTS MAY ATTRACT ENTITIES.

SurvivaL TIPS

SURVIVING IN LEVEL 1 REQUIRES A COMBINATION OF STRATEGY, AWARENESS, AND RESOURCE MANAGEMENT. HERE ARE SOME
ESSENTIAL TIPS FOR THOSE VENTURING INTO THIS DAUNTING ENVIRONMENT.

e STAY CALM: PANIC CAN LEAD TO POOR DECISION-MAKING. |T’'S ESSENTIAL TO REMAIN CALM AND COLLECTED, EVEN IN
THE FACE OF DANGER.

o Be OBSERVANT: PAY ATTENTION TO YOUR SURROUNDINGS. NOTICING SUBTLE CHANGES IN THE ENVIRONMENT CAN
PROVIDE CLUES ABOUT POTENTIAL THREATS OR RESOURCES.

o Keep MOVING: STAYING IN ONE PLACE FOR TOO LONG CAN ATTRACT ENTITIES. REGULAR MOVEMENT CAN ALSO HELP
EXPLORERS DISCOVER VALUABLE SUPPLIES.

® MAP YOUR PATH: CREATING A MENTAL OR PHYSICAL MAP CAN PREVENT DISORIENTATION AND HELP NAVIGATE BACK TO
SAFE AREAS.

o Use RESoURCES WISELY: SUPPLIES ARE LIMITED IN LEVEL 1. UsE FOOD, WATER, AND OTHER RESOURCES SPARINGLY TO
ENSURE THEY LAST AS LONG AS POSSIBLE.

CoMMON ENTITIES



LEVEL 1 1S HOME TO A VARIETY OF ENTITIES THAT POSE THREATS TO EXPLORERS. UNDERSTANDING THESE ENTITIES CAN HELP
PLAYERS AVOID DANGEROUS ENCOUNTERS AND INCREASE THEIR CHANCES OF SURVIVAL.

NOTABLE ENTITIES

* HouNDSs: THESE ARE AGGRESSIVE, CANINE-LIKE CREATURES THAT HUNT IN PACKS. THEY ARE ATTRACTED TO SOUNDS AND
MOVEMENT, MAKING STEALTH AN ESSENTIAL TACTIC FOR EVASION.

® FACELINGS: THESE HUMANOID ENTITIES LACK FACIAL FEATURES AND OFTEN ROAM THE HALLS. W/HILE THEY MAY NOT BE
IMMEDIATELY AGGRESSIVE, IT'S BEST TO MAINTAIN DISTANCE.

o WRETCHES: THESE ENTITIES ARE OFTEN FOUND IN STORAGE AREAS. THEY ARE KNOWN FOR THEIR ERRATIC MOVEMENTS
AND CAN BECOME AGGRESSIVE IF APPROACHED.

AW ARENESS OF THESE CREATURES AND THEIR BEHAVIORS CAN PROVIDE CRUCIAL ADVANTAGES. PLAYERS SHOULD ALWAYS BE
PREPARED TO FLEE OR HIDE IF THEY ENCOUNTER AN ENTITY, AS CONFRONTATION IS OFTEN NOT THE BEST STRATEGY.

RESOURCES AND SUPPLIES

FINDING RESOURCES IN LEVEL 1 CAN SIGNIFICANTLY ENHANCE A PLAYER'S SURVIVAL CHANCES. W/HILE SUPPLIES ARE SCARCE,
EXPLORERS CAN COME ACROSS VITAL ITEMS THAT MAY AID IN THEIR JOURNEY.

CoMMON SUPPLIES

e Foop: CANNED GOODS AND NON-PERISHABLE ITEMS CAN OFTEN BE FOUND IN STORAGE ROOMS. IT'S VITAL TO CHECK FOR
EXPIRATION DATES AND SIGNS OF SPOILAGE.

o WATER: WATER BOTTLES MAY OCCASIONALLY BE DISCOVERED. STAYING HYDRATED IS ESSENTIAL FOR MAINT AINING
STAMINA.

® FLASHLIGHTS: THESE CAN HELP ILLUMINATE DARK AREAS, BUT PLAYERS SHOULD ENSURE THEY HAVE EXTRA BATTERIES OR
A MEANS TO RECHARGE THEM.

® FIRST AID KiTS: THESE KITS MAY CONTAIN BANDAGES AND OTHER MEDICAL SUPPLIES, CRUCIAL FOR TREATING INJURIES
SUSTAINED DURING EXPLORATION.

PLAYERS ARE ENCOURAGED TO COLLECT AND STORE THESE RESOURCES WHENEVER POSSIBLE. HAVING A WELL-STOCKED
INVENTORY CAN MAKE A SIGNIFICANT DIFFERENCE DURING ENCOUNTERS WITH ENTITIES OR WHEN NAVIGATING CHALLENGING
ENVIRONMENTS.

CoNCLUSION

UNDERSTANDING LEVEL 1 OF THE BACKROOMS IS VITAL FOR ANYONE EMBARKING ON THIS UNSETTLING JOURNEY. BY



FAMILIARIZING THEMSELVES WITH THE ENVIRONMENT, SURVIVAL STRATEGIES, AND THE ENTITIES THAT INHABIT THIS LEVEL,
EXPLORERS CAN ENHANCE THEIR CHANCES OF SURVIVAL AND THRIVE AMIDST THE CHAOS. AS PLAYERS NAVIGATE THROUGH THE
COMPLEX CORRIDORS AND ROOMS, THE KNOWLEDGE CONTAINED WITHIN THIS GUIDE CAN PROVE INVALUABLE, PROVIDING A SOLID
FOUNDATION FOR THEIR ADVENTURES IN THE BACKROOMS.

Q: WHAT I1s LEVEL 1 oF THE BACKROOMS?

A:LEVEL 1 1S AN INDUSTRIAL AREA CHARACTERIZED BY LARGE, EMPTY ROOMS, LONG CORRIDORS, AND A DAMP ATMOSPHERE. IT
PRESENTS VARIOUS CHALLENGES AND ENTITIES THAT EXPLORERS MUST NAVIGATE TO SURVIVE.

Q: WHAT sHouLD | BRING TO LEVEL 1?

A: ESSENTIAL ITEMS INCLUDE FLASHLIGHTS, FOOD, WATER, AND FIRST AID KITS. THESE SUPPLIES CAN AID IN NAVIGATION AND
SURVIVAL AGAINST THE CHALLENGES PRESENTED IN LEVEL 1.

Q): ARE THERE ANY FRIENDLY ENTITIES IN LEVEL 17

A:MosT ENTITIES IN LEVEL 1, SUCH AS HOUNDS AND \W/RETCHES, ARE AGGRESSIVE. FACELINGS MAY NOT BE IMMEDIATELY
HOSTILE BUT SHOULD BE APPROACHED WITH CAUTION.

Q: How CAN | NAVIGATE AROUND LEVEL 1 EFFECTIVELY?

A: CREATE A MENTAL OR PHYSICAL MAP OF YOUR SURROUNDINGS. STAYING OBSERVANT AND MOVING FREQUENTLY CAN HELP
AVOID GETTING LOST AND ENCOUNTERING DANGEROUS ENTITIES.

Q: WHAT TYPES OF ROOMS CAN | FIND IN LEVEL 17

A: COMMON ROOM TYPES INCLUDE STORAGE ROOMS, MAINTENANCE HALLS, BREAK ROOMS, AND EXIT POINTS. EACH ROOM TYPE
PRESENTS UNIQUE CHALLENGES AND OPPORTUNITIES FOR EXPLORERS.

Q: How po THE SOUNDS IN LEVEL 1 AFFECT GAMEPLAY?

A: THE AMBIENT SOUNDS CAN CREATE A SENSE OF PARANOIA AND ALERT PLAYERS TO THE PRESENCE OF ENTITIES. BEING
ATTENTIVE TO NOISES CAN HELP IN AVOIDING POTENTIAL THREATS.

Q: CAN | FIND SUPPLIES IN LEVEL 1?

A: YES, SUPPLIES SUCH AS FOOD, WATER, AND FIRST AID KITS CAN BE FOUND IN VARIOUS LOCATIONS, PARTICULARLY IN
STORAGE AREAS AND BREAK ROOMS.

Q: WHAT ARE THE BEST STRATEGIES FOR SURVIVING IN LEVEL 1?

A: STAYING CALM, BEING OBSERVANT, REGULARLY MOVING, MAPPING YOUR PATH, AND USING RESOURCES WISELY ARE KEY
STRATEGIES FOR SURVIVAL IN LEVEL 1.

Q: IS IT SAFE TO STAY IN ONE PLACE IN LEVEL 1?

A: T IS GENERALLY NOT SAFE TO REMAIN IN ONE LOCATION FOR TOO LONG, AS THIS CAN ATTRACT ENTITIES. REGULAR
MOVEMENT IS RECOMMENDED TO REDUCE RISKS.



Q: WHAT HAPPENS IF | ENCOUNTER AN ENTITY IN LEVEL 17

A: IF YOU ENCOUNTER AN ENTITY, IT’S BEST TO AVOID CONFRONTATION. USE STEALTH TO EVADE THEM, AND IF NECESSARY,
FIND A SAFE PLACE TO HIDE UNTIL THE THREAT PASSES.
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