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HowLongToBeatHello	Neighbor	NewsLoad	More	Reddit	and	its	partners	use	cookies	and	similar	technologies	to	provide	you	with	a	better	experience.	By	accepting	all	cookies,	you	agree	to	our	use	of	cookies	to	deliver	and	maintain	our	services	and	site,	improve	the	quality	of	Reddit,	personalize	Reddit	content	and	advertising,	and	measure	the
effectiveness	of	advertising.	By	rejecting	non-essential	cookies,	Reddit	may	still	use	certain	cookies	to	ensure	the	proper	functionality	of	our	platform.	For	more	information,	please	see	our	Cookie	Notice	and	our	Privacy	Policy.	Genre:Tags:Adventure,	Action,	Indie,	Story	Rich,	First-Person,	show	12	more...	Horror,	Funny,	Sandbox,	Survival,	Difficult,
Multiple	Endings,	FPS,	Family	Friendly,	Stealth,	Psychological	Horror,	Survival	Horror,	Surreal	Works	on:	Windows	(7,	8,	10,	11)	Release	date:	{{'2017-08-29T00:00:00+03:00'	|	date:	'longDate'	:	'	+0300	'	}}	Company:	Game	features	Minimum:Requires	a	64-bit	processor	and	operating	systemOS	*:	Windows	7	and	upProcessor:	i5	and	upMemory:	6
GB	RAMGraphics:	GTX	770	and	upDirectX:	Version	11Storage:	5	GB	available	spaceSound	Card:	Stereo.	Play	with	good	stereo.	Recommended:Requires	a	64-bit	processor	and	operating	systemOS:	Windows	10Processor:	i7Memory:	8	GB	RAMGraphics:	GTX	1060DirectX:	Version	12Storage:	5	GB	available	space	*	Starting	January	1st,	2024,	the	Steam
Client	will	only	support	Windows	10	and	later	versions.	Page	2	This	article	is	over	6	years	old	and	may	contain	outdated	information	In	Act	1	of	Hello	Neighbor,	your	goal	is	to	find	a	red	key	which	allows	you	to	enter	the	basement	of	the	neighbor’s	house.	To	get	the	red	key	you	need	to	gain	access	to	the	roof	of	your	neighbor’s	house.	Here’s	how	you
do	that.	Keep	in	mind,	throughout	most	of	act	1,	the	neighbor	will	be	patrolling	almost	constantly.	Always	stay	vigilant.	After	you	get	caught	by	the	neighbor	in	the	early	part	of	the	act,	go	to	your	house	(the	greener	one)	and	grab	some	cardboard	boxes.	You’ll	need	them	for	anything	you’re	too	short	to	reach	which	is	a	lot	of	things.	If	you	look	at	your
neighbor’s	house	(the	pale	blue	one)	you’ll	see	that	there’s	a	ladder	up	against	the	house	by	the	front	door.	Climb	up	it,	and	use	the	cardboard	boxes	to	give	you	access	to	the	roof.	Once	you’re	on	the	roof,	use	something	(anything	hard)	to	break	the	window	gaining	access	to	the	upper	level	of	the	house.	In	there	is	a	lever	that	will	activate	a	lift	on	the
other	side	of	the	house	that	will	take	you	where	you	need	to	go.	It	will	need	power	though.	To	provide	it	power,	in	the	same	room	with	the	lever	there	is	a	painting	with	a	flower.	Grab	it,	and	behind	it	is	a	secret	room	with	a	switch	that	you	can	hit.	The	switch	powers	that	fan	and	when	switched	on,	will	blow	whatever	you	put	on	the	shelf	with	it	onto
the	lever	on	the	floor.		You	want	to	do	that,	and	then	jump	out	the	window	where	you	came,	around	to	the	left	side	of	the	house	onto	the	wooden	platform	and	wait	until	it	goes	back	up.	Break	the	window,	and	on	that	room	on	a	nightstand	there	is	a	red	key,	grab	that,	you’ll	need	it.	Go	back	through	to	the	front	door	and	in	the	first	room	to	the	left
there	is	a	door	with	a	red	lock	on	it.	That’s	where	you	want	to	go.	Follow	along	until	you	reach	a	washing	machine.	It’s	actually	a	door	to	yet	another	room.	You’ll	hit	a	dead	end,	but	the	windows	in	this	room	are	fake.	Pull	them	down	(the	one	on	the	right)	to	reveal	yet	another	room.	In	there	is	a	power	switch	on	the	wall,	hit	it	and	that	powers	another
door	nearby	that	you	can	now	open	using	its	switch.	Continue	along	and	head	to	the	door	with	the	red	light	outside	of	it.	Flick	the	switch	and	enter.	Clear	the	door	in	the	next	room	and	go	back	and	clear	any	doors	that	were	blocking	any	chairs	so	you	can	have	full	access	to	the	area	unhindered.	Go	back	to	where	you	turned	the	power	on,	and	now
turn	it	off.	Your	goal	is	to	get	to	the	other	side	of	the	fence	to	where	that	generator	is	when	you	first	went	through	the	powered	door.	You	can	pile	things	over	to	get	over	the	fence	or	re-navigate	your	way	around	to	it.	When	you	hit	the	generator,	you’ll	power	a	green	light	door	on	the	other	side	of	the	fence,	hit	the	switch	and	go	through	that	door.
That	will	begin	a	chase	scene	which	will	end	the	act	1	of	Hello	Neighbor.	That	does	it	for	how	to	clear	act	1	of	Hello	Neighbor.	Best	of	luck	with	the	rest	of	the	game!	Twinfinite	is	supported	by	our	audience.	When	you	purchase	through	links	on	our	site,	we	may	earn	a	small	affiliate	commission.	Learn	more	about	our	Affiliate	Policy	Worldwide
presence	of	videogames,	Hello	Neighbor	It	has	become	one	of	the	most	popular	and	challenging	titles	in	recent	times.	This	intriguing	stealth	and	puzzle	adventure	has	captivated	millions	of	players	around	the	world,	who	face	a	mysterious	neighbor	determined	to	keep	secrets	hidden	from	him.	In	this	article,	we	will	focus	on	act	one	by	Hello	Neighbor,
providing	a	technical	guide	that	will	help	you	pass	this	level	and	advance	in	the	exciting	game.+	1.	Introduction	to	the	game	“Hello	Neighbor”	and	its	first	act	The	game	“Hello	Neighbor”	is	a	horror	and	stealth	thriller	developed	by	Dynamic	Pixels.	In	this	game,	players	take	on	the	role	of	a	boy	who	suspects	that	his	neighbor	is	hiding	something
creepy	in	his	basement.	The	main	objective	of	the	game	is	to	infiltrate	the	neighbor's	house	and	discover	the	hidden	mystery.	The	first	act	of	the	game	begins	in	the	player's	neighborhood,	introducing	the	environment	and	basic	mechanics	of	the	game.	As	the	player	explores	the	neighborhood,	they	can	interact	with	various	objects	and	side	characters
to	gain	clues	about	the	suspicious	neighbor.	There	may	be	challenging	situations	where	the	player	must	overcome	obstacles	and	avoid	being	caught	by	the	neighbor.	To	solve	the	first	act	of	the	“Hello	Neighbor”	game,	it	is	important	to	follow	some	useful	tips	and	strategies.	First	of	all,	it	is	essential	to	carefully	observe	the	neighbor's	behavior	to
understand	her	patterns	and	avoid	being	detected.	An	effective	tactic	is	to	use	the	environment	to	create	distractions	and	divert	attention	from	the	neighbor.	Additionally,	it	is	helpful	to	use	tools	like	security	cameras	and	binoculars	to	get	a	clearer	view	of	what	is	happening	inside	the	neighbor's	house.	As	you	progress	through	the	first	act,	you	will
encounter	different	challenges	and	puzzles	that	you	must	solve	to	progress.	in	the	game.	An	important	tip	is	to	explore	all	areas	of	the	neighborhood	and	collect	objects	that	can	be	useful	to	overcome	obstacles.	It's	also	crucial	to	pay	attention	to	sounds	and	visual	clues	that	will	help	you	discover	new	locations	and	secrets	hidden	in	the	neighbor's
house.	With	patience	and	a	well-planned	strategy,	you	can	move	forward	in	the	history	and	reveal	the	mystery	behind	"Hello	Neighbor."	2.	Knowing	the	basic	controls	to	pass	Act	1	of	"Hello	Neighbor"	In	order	to	pass	Act	1	of	"Hello	Neighbor"	successfully,	it	is	essential	to	know	the	basic	controls	of	the	game.	Here	we	present	a	detailed	guide	so	you
can	master	the	controls	and	progress	through	the	game	without	problems.	1.	Movement:	Use	the	arrow	keys	to	move	around	the	stage.	You	can	run	by	pressing	the	Shift	key	and	crouch	with	the	Ctrl	key.	Explore	every	corner	and	pay	attention	to	the	objects	and	clues	you	find	along	the	way.	2.	Interaction:	To	interact	with	objects,	approach	them	and
press	the	E	key.	This	will	allow	you	to	open	doors,	pick	up	objects	and	investigate	different	elements	of	the	environment.	As	you	progress	through	the	game,	you	will	encounter	obstacles	that	will	require	a	specific	interaction,	such	as	pushing	or	throwing	objects.	3.	Strategies	and	tips	to	efficiently	explore	Act	1	in	“Hello	Neighbor”	Act	1	of	“Hello
Neighbor”	can	be	challenging	for	players	as	they	are	exploring	first	the	house	and	discovering	all	the	secrets	it	hides.	However,	with	the	right	strategies	and	tips,	you	will	be	able	to	explore	efficiently	and	advance	in	the	game.	Below	are	some	key	recommendations	to	help	you	in	this	task:	1.	look	closely:	Before	entering	the	house,	take	some	time	to
observe	the	outside	environment.	Examine	your	surroundings	and	look	for	elements	that	can	be	useful	to	advance,	such	as	stairs,	open	windows,	or	objects	that	can	be	used	as	platforms.	This	will	allow	you	to	plan	your	strategy	before	entering.	2.	explore	carefully:	Once	inside	the	house,	it	is	important	to	move	quietly	and	avoid	making	a	lot	of	noise.
The	neighbor	will	be	attentive	to	your	movements	and	will	try	to	catch	you	if	he	discovers	you.	Use	stealth	to	your	advantage,	walking	slowly	and	using	objects	to	hide	if	necessary.	Pay	attention	to	the	noises	you	make	when	interacting	with	the	environment,	as	the	neighbor	may	hear	them	and	quickly	chase	you.	3.	use	your	resources:	During	act	1,
you	will	find	different	tools	and	objects	that	can	be	very	useful	in	solving	the	game's	puzzles	and	challenges.	Examples	They	are	keys,	magnets	or	fire	extinguishers.	Examine	every	corner	of	the	house	and	collect	everything	you	find,	as	you	may	need	it	later.	Also,	pay	attention	to	the	patterns	and	clues	that	you	can	discover	in	the	environment,	as	they
will	help	you	find	solutions	to	the	puzzles	present	in	the	game.	By	following	these	strategies	and	tips,	you	will	be	able	to	efficiently	explore	Act	1	of	“Hello	Neighbor”	and	advance	through	the	game.	Remember	to	be	patient	and	avoid	rash	actions	that	could	alert	your	neighbor.	Good	luck	on	your	adventure!	4.	Identifying	the	key	objectives	and
missions	of	Act	1	in	"Hello	Neighbor"	Act	1	of	“Hello	Neighbor”	is	the	first	step	of	the	game,	where	players	must	infiltrate	the	neighbor's	house	and	discover	the	dark	secrets	hidden	there.	Identifying	the	key	objectives	and	missions	of	this	act	is	essential	to	successfully	progress	through	the	game.	The	main	objective	of	Act	1	is	to	find	the	red	key	to
open	the	door	to	the	neighbor's	basement.	To	achieve	this,	players	will	need	to	explore	the	house,	solve	puzzles,	and	avoid	being	captured	by	the	neighbor.	Some	of	the	key	missions	include	finding	tools	like	a	ladder	to	climb	through	windows,	collecting	keys,	and	disabling	traps.	It	is	important	to	keep	in	mind	that	the	neighbor	is	an	intelligent	enemy
and	will	be	attentive	to	any	suspicious	movement.	Players	must	use	their	wits	and	strategy	to	stay	hidden	and	avoid	being	discovered.	Additionally,	it	is	useful	to	observe	your	neighbor's	behavior	patterns	to	find	opportunities	to	move	forward	undetected.	5.	Analyzing	the	environment	and	the	clues	to	advance	in	Act	1	of	"Hello	Neighbor"	To	advance
in	Act	1	of	"Hello	Neighbor",	it	is	essential	to	carefully	analyze	the	environment	and	collect	all	available	clues.	Below	we	will	provide	you	with	some	tips	and	tactics	to	help	you	solve	the	first	act	of	this	exciting	game:	1.	Explore	the	neighborhood:	Before	entering	your	neighbor's	house,	take	time	to	explore	their	surroundings.	Examine	every	corner,
observe	your	neighbor's	movements	and	take	note	of	any	suspicious	elements.	Pay	special	attention	to	windows,	doors	and	other	access	points	potential	2.	Use	the	right	tools:	During	your	exploration,	make	sure	you	use	the	right	tools.	Some	of	the	most	useful	ones	include	a	flashlight,	a	spy	camera,	and	a	lockpick.	These	tools	will	allow	you	to	see	in
the	dark,	spy	on	your	neighbor	without	being	detected,	and	open	locks,	respectively.	Remember	that	each	tool	has	a	specific	use,	so	use	them	wisely.	3.	Decipher	the	clues:	As	you	explore	the	neighborhood	and	infiltrate	the	neighbor's	house,	you	will	find	multiple	clues	and	puzzles.	Pay	attention	to	every	detail	and	try	to	make	sense	of	them.	Some
clues	may	be	hidden	in	notes,	objects,	or	even	the	neighbor's	behavior.	Solve	the	puzzles	and	create	a	strategic	plan	to	advance	to	the	next	level.	6.	How	to	avoid	the	neighbor's	obstacles	and	traps	in	Act	1	of	"Hello	Neighbor"	One	of	the	main	tasks	in	Act	1	of	the	“Hello	Neighbor”	game	is	to	avoid	the	obstacles	and	traps	that	the	neighbor	has	placed	in
your	home.	To	achieve	this,	it	is	essential	to	have	a	strategy	and	follow	some	key	steps	that	will	help	us	get	through	this	phase	without	problems.	First,	it	is	important	to	carefully	observe	your	surroundings	and	become	familiar	with	your	neighbor's	routines.	This	will	allow	us	to	identify	areas	where	we	are	most	likely	to	be	caught	or	have	traps.	Pay
attention	to	your	neighbor's	movement	patterns	and	take	advantage	of	times	when	they	are	busy	doing	other	activities	to	move	forward.	In	addition,	it	is	essential	to	use	tools	available	in	the	game	to	overcome	obstacles.	For	example,	you	can	use	objects	to	distract	your	neighbor	and	create	a	distraction	window	that	allows	you	to	move	forward
without	being	detected.	You	can	also	use	keys,	levers,	and	other	objects	to	open	doors	and	disable	traps.	Remember	that	each	object	has	a	specific	function	and	it	is	important	to	learn	to	use	them	correctly	to	avoid	being	captured	by	your	neighbor.	7.	How	to	unlock	the	different	areas	and	accesses	in	Act	1	of	"Hello	Neighbor"	There	are	different	areas
and	accesses	that	you	must	unlock	in	Act	1	of	"Hello	Neighbor"	in	order	to	advance	in	the	game.	Here	I	will	give	you	Step	by	Step	How	to	overcome	these	challenges	and	progress	in	the	story:	1.	Access	to	the	neighbor's	house:	The	first	step	to	unlocking	this	area	is	to	find	a	key	in	the	backyard	of	your	house.	Find	a	barbecue	and	lift	the	cover	to	find
the	key.	Then,	go	to	the	entrance	of	the	neighbor's	house	and	use	the	key	to	open	the	door.	2.	Basement	access:	Once	inside	the	neighbor's	house,	you	must	find	a	way	to	access	the	basement.	Look	for	the	stairs	that	lead	to	the	basement	and	try	to	go	up.	However,	the	neighbor	will	block	access.	To	solve	this,	you	will	need	to	find	a	crank	on	the
second	floor	of	the	house.	Once	you	have	the	crank,	go	back	to	the	basement	and	use	it	in	the	engine	room	to	open	the	doors	to	gain	access	to	the	basement.	3.	Access	to	neighbor's	backyard:	In	Act	1,	you	will	also	need	to	access	the	neighbor's	backyard	to	advance.	To	achieve	this,	you	will	need	to	find	a	key	in	the	basement.	The	key	will	be	located
within	a	safe,	which	you	can	open	using	a	correct	combination	that	you	must	discover.	Once	you	get	the	key,	use	it	to	open	the	door	that	leads	to	the	neighbor's	backyard.	8.	Using	tools	and	objects	to	overcome	challenges	in	Act	1	of	"Hello	Neighbor"	In	Act	1	of	the	“Hello	Neighbor”	game,	we	face	several	challenges	that	we	must	overcome	to	advance
the	story.	Fortunately,	we	have	a	series	of	tools	and	objects	that	will	help	us	in	this	task.	Here	we	present	some	tips	and	tricks	to	use	them	effectively.	Exclusive	content	-	Click	Here		Can	I	Share	Files	with	ProtonVPN?1.	Hammer:	The	hammer	is	one	of	the	most	useful	tools	in	the	game.	You	can	use	it	to	break	windows,	destroy	doors,	or	even	disable
traps.	Remember	that	some	doors	are	locked	and	require	you	to	find	a	key	before	you	can	use	the	hammer	to	open	them.	2.	Keys:	Keys	are	essential	to	unlock	different	doors	in	the	game.	Explore	your	surroundings	and	look	for	places	where	you	can	find	hidden	keys.	Pay	attention	to	cabinets,	drawers,	and	other	interactive	objects	that	could	contain	a
key.	3.	Boxes:	Throughout	the	game,	you	will	find	boxes	that	you	can	move	and	stack.	These	boxes	can	help	you	reach	higher	places	or	create	a	makeshift	ladder	to	climb	to	an	unreachable	window	or	platform.	Remember	that	you	can	push	and	pull	the	boxes	to	place	them	strategically.	Remember	that	these	are	just	a	few	examples	of	the	tools	and
objects	available	in	"Hello	Neighbor"	to	overcome	challenges.	Explore	every	corner	of	the	game	to	discover	more	useful	tools	and	experiment	with	different	combinations	and	strategies.	Good	luck!	9.	Strategies	to	evade	the	neighbor's	attention	in	Act	1	of	"Hello	Neighbor"	In	Act	1	of	the	“Hello	Neighbor”	game,	it	is	crucial	to	be	able	to	evade	the
neighbor's	attention	in	order	to	move	forward	without	being	caught.	Here	we	present	some	effective	strategies	to	achieve	this:	1.	Use	stealth:	Stealth	will	be	your	best	ally	to	move	without	being	detected.	Walk	slowly,	avoid	making	noise	and	keep	your	distance	from	your	neighbor.	Pay	attention	to	their	movements	and	patterns	so	you	can	anticipate
and	avoid	being	discovered.	2.	Exploit	distractions:	Take	advantage	of	the	neighbor's	distractions	to	infiltrate	their	house.	For	example,	you	can	throw	an	object	away	from	your	current	location	to	attract	its	attention	and	take	advantage	of	that	moment	to	investigate	other	places.	Remember	to	always	be	on	the	lookout	for	opportunities	and	act	quickly
when	they	arise.	3.	Know	the	environment:	Familiarize	yourself	with	the	map	and	the	spaces	available	in	Act	1.	This	will	allow	you	to	plan	a	safe	and	strategic	route	to	move	without	being	detected.	Identify	places	where	you	can	hide,	such	as	closets	or	behind	objects,	and	use	these	places	to	avoid	the	neighbor's	gaze.	10.	Recommendations	for	solving
the	riddles	and	puzzles	of	Act	1	in	"Hello	Neighbor"	If	you're	looking	to	solve	the	riddles	and	puzzles	from	Act	1	in	Hello	Neighbor,	you're	in	the	right	place.	Below	we	will	provide	you	with	some	key	recommendations	that	will	help	you	get	through	this	stage	of	the	game.	1.	Observe	your	surroundings	carefully:	The	first	step	in	solving	these	puzzles	is
to	carefully	examine	the	environment	around	you.	Pay	attention	to	the	details,	look	for	objects,	notes	or	clues	that	may	be	useful	to	solve	the	puzzle.	2.	Use	the	right	objects	in	the	right	place:	As	you	progress	through	the	game,	you	will	find	different	objects.	It	is	important	to	use	each	object	in	the	correct	location	to	advance.	If	in	doubt,	try
experimenting	with	different	options	until	you	find	the	right	one.	3.	Don't	underestimate	the	importance	of	sounds	and	lights:	In	Hello	Neighbor,	sounds	and	lights	can	be	crucial	clues	to	solving	puzzles.	Pay	attention	to	changes	in	sound	or	lighting	in	certain	areas,	as	they	could	indicate	the	solution	to	the	puzzle.	Don't	forget	to	use	your	headphones
for	a	better	gaming	experience!	11.	Understanding	the	behavior	and	movement	patterns	of	the	neighbor	in	Act	1	In	this	section	we	will	analyze	in	detail	the	neighbor's	behavior	and	movement	patterns	during	Act	1	of	our	play.	Understanding	the	character's	actions	and	movements	is	essential	to	advance	the	plot	and	resolve	the	conflicts	that	will	arise
later.	Next,	we	will	present	a	series	of	steps	and	examples	that	will	help	you	understand	and	study	your	neighbor	in	depth.	1.	Observation	and	analysis:	The	first	thing	we	must	do	is	observe	the	neighbor	carefully	in	each	of	the	scenes	in	Act	1.	Pay	attention	to	their	movements,	gestures,	facial	expressions	and	tone	of	voice.	These	details	can	provide
important	clues	about	your	mood	and	motivations.	It	is	also	useful	to	take	notes	and	make	diagrams	to	organize	the	information	collected.	2.	Identification	of	patterns:	Once	you	have	observed	the	neighbor	in	different	situations,	try	to	identify	recurring	patterns	in	their	behavior.	For	example,	does	he	always	seem	nervous	when	he	interacts	with	a
certain	character?	Does	he	have	particular	gestures	when	he	is	lying?	These	patterns	can	help	you	better	understand	the	neighbor's	intentions	and	personality.	12.	How	to	use	the	stealth	mechanic	to	advance	without	being	detected	in	Act	1	The	stealth	mechanic	is	an	essential	skill	that	will	allow	you	to	advance	undetected	in	Act	1	effectively.	Here
are	some	tips	and	techniques	to	help	you	master	this	mechanic	and	overcome	the	challenges.	without	calling	the	attention	1.	Know	your	surroundings:	Before	embarking	on	a	mission,	be	sure	to	study	the	terrain	and	familiarize	yourself	with	cover	points	and	possible	routes.	This	will	allow	you	to	move	effectively	and	avoid	areas	with	greater	enemy
presence.	Remember:	Patience	is	key;	Avoid	rushing	and	carefully	analyze	each	situation	to	make	the	best	decisions.	2.	Use	tactical	stealth:	Take	advantage	of	environmental	elements,	such	as	bushes,	boxes	or	shadows,	to	hide	from	enemies'	sight.	You	can	also	move	crouching	to	reduce	the	noise	you	produce	and	thus	minimize	the	chances	of	being
detected.	Tip:	Use	distractions,	such	as	stones	or	whistles,	to	draw	the	attention	of	enemies	and	draw	them	away	from	your	position.	Exclusive	content	-	Click	Here		How	to	Randomize	Pokemon3.	Eliminate	enemies	silently:	If	you	are	close	to	an	isolated	enemy,	you	can	eliminate	it	stealthily	to	avoid	alerting	the	rest	of	the	enemies.	Use	tools	like
throwing	knives	or	clubs	to	attack	silently.	Make	sure	you	choose	the	right	time	when	there	are	no	other	enemies	nearby.	4.	Use	vision	in	stealth	mode:	Many	games	have	a	special	vision	mode	that	will	allow	you	to	detect	enemies	and	their	movement	patterns	more	easily.	Activate	this	feature	to	have	a	strategic	advantage	in	stealth.	Key	technique:
Take	advantage	of	moments	when	enemies	are	distracted	or	performing	specific	actions,	such	as	smoking	or	talking	on	the	radio,	to	advance	undetected.	Remember	to	practice	and	hone	your	skills	in	stealth	mechanics.	Each	game	can	have	its	own	quirks	and	challenges,	so	experiment	with	different	approaches	and	adapt	your	strategies	depending	on
the	circumstances.	With	patience	and	perseverance,	you	will	be	able	to	complete	Act	1	without	being	detected	and	advance	the	story	successfully.	13.	Overcoming	the	final	confrontation	with	the	neighbor	in	Act	1	of	"Hello	Neighbor"	Act	1	of	“Hello	Neighbor”	is	both	exciting	and	challenging,	especially	when	we	come	to	the	final	confrontation	with
our	mysterious	neighbor.	At	this	stage	of	the	game,	we	will	need	to	use	all	our	skills	and	knowledge	to	overcome	this	obstacle.	Below,	we	will	detail	step	by	step	how	to	resolve	this	tense	situation.	1.	Gather	information	about	your	neighbor:	Before	facing	the	final	confrontation,	it	is	crucial	to	obtain	information	about	your	neighbor	and	his	behavior.
Observe	and	study	his	movements,	identify	key	areas	of	his	house	and	any	behavior	patterns	you	can	detect.	This	will	help	you	plan	your	movements	and	anticipate	his	actions.	2.	Use	objects	to	your	advantage:	During	the	final	confrontation,	be	sure	to	use	the	objects	you	have	found	on	your	adventure	to	defend	and	protect	yourself.	You	can	use	tools
like	throwing	objects,	traps,	or	even	distractions	to	avoid	being	caught	by	your	neighbor.	Remember	that	strategy	is	key	at	this	time.	3.	Be	stealthy	and	fast:	During	the	final	confrontation,	it	is	essential	to	move	stealthily	and	quickly	to	avoid	being	detected	by	your	neighbor.	Use	the	elements	of	the	environment	to	hide	and	walk	without	making	noise.
Also,	plan	your	route	in	advance	to	minimize	risks	and	increase	your	chances	of	success.	14.	Conclusions	and	next	steps	after	completing	Act	1	in	«Hello	Neighbor	«	Congratulations	on	completing	Act	1	of	“Hello	Neighbor”!	Now	that	you	have	overcome	the	challenges	of	this	first	stage,	it	is	important	to	recap	what	you	have	learned	and	plan	the	next
steps	to	continue	in	this	exciting	game.	Below,	you'll	find	some	takeaways	and	tips	for	successfully	navigating	Act	2	and	beyond.	First	of	all,	it	is	crucial	to	highlight	the	importance	of	observation	and	analysis	in	"Hello	Neighbor."	Act	1	has	given	you	a	solid	idea	of	​​the	game	mechanics	and	familiarized	you	with	the	world	of	the	mysterious	neighbor.
Use	this	experience	to	improve	your	ability	to	detect	clues	and	patterns	in	future	acts.	Carefully	observe	your	neighbor's	movements,	study	the	layout	of	the	scenarios	and	pay	special	attention	to	key	elements	that	can	help	you	unlock	new	areas.	In	addition,	it	is	advisable	to	seek	external	resources	to	expand	your	knowledge	and	solve	more	complex
challenges.	There	are	numerous	tutorials,	guides	and	online	communities	dedicated	to	"Hello	Neighbor."	Join	them	to	exchange	tips,	gain	additional	strategies,	and	discover	hidden	tricks	you	may	not	have	considered.	Continuous	learning	and	collaboration	with	other	players	can	make	the	difference	between	success	and	frustration	in	this	challenging
game.	In	conclusion,	mastering	the	first	act	of	the	“Hello	Neighbor”	game	requires	a	combination	of	strategic	skills	and	a	detailed	analysis	of	the	neighbor's	behaviors.	Although	it	may	seem	challenging	at	first,	with	practice	and	patience,	you	will	be	able	to	overcome	all	obstacles	and	advance	in	the	game.	Remember	to	study	the	neighborhood	well,
use	elements	of	the	environment	to	your	advantage	and	learn	from	your	mistakes	to	improve	your	strategies.	Don't	be	discouraged	if	it	takes	you	a	while	to	complete	this	first	stage,	as	it	is	just	the	beginning	of	an	even	greater	challenge	in	the	following	acts.	Keep	exploring,	experimenting,	and	looking	for	new	ways	to	overcome	every	challenge	that
comes	your	way.	Keep	in	mind	that	each	player	has	their	own	play	style	and	there	is	no	one	way	to	approach	the	game.	It	is	always	advisable	to	consult	different	techniques	and	tips	from	the	gaming	community,	as	their	experience	and	knowledge	can	be	of	great	help	in	overcoming	difficult	obstacles.	Don't	give	up	and	enjoy	the	exciting	journey	that
"Hello	Neighbor	Act	1"	has	prepared	for	you!	I	am	Sebastián	Vidal,	a	computer	engineer	passionate	about	technology	and	DIY.	Furthermore,	I	am	the	creator	of	tecnobits.com,	where	I	share	tutorials	to	make	technology	more	accessible	and	understandable	for	everyone.	This	article	is	over	7	years	old	and	may	contain	outdated	information	After	hours
of	flipping	switches,	breaking	windows,	hiding	in	closets,	and	picking	up	every	object	known	to	man,	you’re	probably	more	than	a	little	stumped	on	how	to	complete	Hello	Neighbor‘s	Act	1	segment.	If	you	are	having	trouble	getting	into	the	basement	and	figuring	out	how	to	proceed	past	all	those	stubbornly	locked	doors,	we’ve	got	you	covered	with	a
step-by-step	guide	to	the	neighbor’s	security	system.	Note	that	we’re	going	for	the	most	direct	route	to	solve	the	main	puzzles	and	not	diving	into	all	the	various	secrets	for	every	achievement.	If	you	want	to	fully	experience	the	game,	be	sure	to	explore	the	whole	house	instead	of	heading	straight	for	the	basement!	Related	content:		Hello	Neighbor
Basic	Controls	For	those	just	jumping	into	the	game	and	getting	frustrated	by	the	lack	of	explanation	on	the	game’s	controls,	there	are	a	few	basics	to	keep	in	mind.	You	can	have	up	to	four	items	in	your	inventory	at	once,	with	old	items	you	pick	up	disappearing	and	going	into	previous	inventory	slots.	After	the	opening	segment,	press	and	hold	E	to
pick	up	any	object	that	makes	the	reticle	become	a	larger	circle,	then	hold	the	right	mouse	button	to	aim	and	release	to	throw.	The	longer	you	hold,	the	farther	and	harder	it	goes.	If	you	only	right	click	without	holding,	objects	won’t	actually	break	windows.			Knocking	over	the	neighbor	with	a	coffee	mug	Objects	can	also	knock	over	the	neighbor,	so
keep	something	like	the	bowling	ball	or	even	a	cup	in	your	inventory	for	situations	where	you	can’t	hide.	If	you	hold	down	the	right	click	for	a	stronger	throw,	he’ll	be	knocked	off	balance	for	a	few	seconds	so	you	can	get	away.	Hiding	under	beds	or	inside	cabinets	only	works	if	the	neighbor	didn’t	specifically	see	you	enter	the	room,	so	you	need	to	get
ahead	of	him	when	he’s	chasing	you.		Hello	Neighbor	Act	1	House	Exploration	Your	goal	at	the	beginning	isn’t	to	explore	all	the	rooms	in	the	house,	but	rather	use	boxes	and	get	up	on	the	roof	where	you	can	access	the	top	floor.	Before	heading	to	the	neighbor’s	house,	open	the	closet	beneath	the	stairs	in	your	house	to	get	four	boxes	for	free.	Its
easier	to	grab	them	here	than	to	get	the	boxes	in	the	neighbor’s	yard	where	he	might	see	you	through	the	window.		Free	boxes!	Because	of	how	wonky	the	controls	are	and	how	easy	it	is	for	boxes	to	slide	off	the	roof,	I	recommend	breaking	out	the	second	floor	window	before	you	even	go	up	there.	Just	grab	something	like	the	ball	or	even	the	weird
eye	painting	off	the	wall	in	your	house	and	chuck	it	up	at	the	window	from	near	the	fence.	After	that’s	done,	make	sure	there	are	at	least	two	boxes	in	your	inventory	and	climb	up	the	leaning	yellow	shelves	to	the	left	of	the	front	door.		Break	this	window!	Head	to	the	top	yellow	shelf	and	drop	two	boxes	on	top	of	each	other.	Jump	on	the	box	tower,
then	turn	left	and	jump	onto	the	brown	section	of	roof	nearby.	From	there,	jump	across	to	the	roof/awning	section	above	the	porch.	If	you	have	trouble	getting	across,	drop	another	box	so	you	can	jump	from	a	higher	vantage	point.	From	there,	walk	forward	and	jump	across	the	white	lattice	to	the	brown	awning	in	front	of	the	window	you	broke
previously.	Inside	the	bedroom,	throw	a	box	(or	any	object	in	the	room)	at	the	painting	of	the	flower	next	to	the	door	to	open	a	secret	passageway.		Who	needs	keys?	In	the	purple	room,	grab	the	gold	key	sitting	next	to	the	door	and	then	unlock	it	so	you	can	get	through	easier.	To	your	right,	look	for	a	keyring	on	the	wall	and	grab	the	red	key.	This	one
will	let	you	open	the	trunk	to	the	red	car	back	down	on	the	lawn.	Go	back	out	the	window	in	the	bed	room	and	head	down	to	the	car.	Unlock	the	trunk	to	get	the	magnet,	which	lets	you	steal	metal	objects	from	a	distance.		Ain’t	no	junk	in	this	trunk!	With	the	magnet	in	hand,	grab	several	boxes	and	head	around	to	the	back	of	the	house	near	the	area
with	the	ladder	(blocked	by	a	shoddy	fence	completed	with	some	boards).	Look	for	a	small	open	window	that’s	positioned	up	high	enough	that	you	can’t	quite	reach.	Set	down	a	few	boxes	in	front	so	you	can	jump	up	and	see	inside	to	the	work	shed	area.		Making	your	own	path	I	found	it	easiest	to	create	a	step	ladder	using	a	large	box	as	a	base	and
two	tiers	of	small	boxes	to	actually	get	up	high	enough.	You	can’t	use	the	magnet	to	grab	the	wrench	just	yet,	but	you	can	pull	the	silver	lock	pick	off	the	top	left	side	of	the	shelves	(near	all	the	pots	of	glue).	After	grabbing	the	pick,	go	inside	the	open	window	on	the	side	of	the	house	(the	one	with	the	black	wire	running	inside)	and	open	the	door	to
your	left.			Knicking	the	lock	pick	In	the	hallway,	you	can	now	use	the	lock	pick	to	open	the	door	to	the	left	of	the	staircase.	That	door	leads	to	the	shed	where	you	stole	the	lock	pick.	Now	you	can	physically	grab	the	wrench	off	the	wall	instead	of	using	the	magnet.	Head	back	outside	to	the	exact	same	place	where	you	previously	made	the	box	tower
and	stole	the	lock	pick.			The	wrench	is	ours!	Use	the	wrench	on	the	makeshift	fence	that	is	blocking	access	to	the	ladder	right	next	to	the	shed	window.	Climb	up	the	ladder	to	get	to	the	roof	and	run	across	a	wood	plank	until	you	can	look	down	and	see	through	a	hole	in	the	ceiling.	Jump	down	the	hole	to	enter	that	room	that	was	previously	locked	and
couldn’t	be	accessed.	Now	you	can	pick	up	the	red	key	on	the	green	table	that	was	seen	in	the	game’s	opening	cinematic.	Head	back	downstairs	to	the	main	floor	and	you	can	now	use	the	red	key	to	unlock	the	basement.	Huzzah,	the	first	part	of	Act	1	is	complete!		Jumping	through	the	roof	Hello	Neighbor	Act	1	Basement	Guide	After	running	down	the
stairs,	open	the	old	timey	washing	machine	up	against	the	wall	to	reveal	a	secret	passage	into	the	next	area.	Open	the	door	to	discover	a	rather	disturbing	room	where	a	whole	fake	world	has	been	created	to	fool	someone	(anybody	else	thinking	of	the	opening	segment	of	Prey?).	Pull	one	of	the	paintings	of	an	open	window	off	the	wall	to	exit	the	fake
room	stage	and	access	the	rest	of	the	basement.		There’s	more	than	just	dirty	laundry	in	there!	There’s	a	wall	breaker	you	can	turn	off,	but	don’t	do	it	just	quite	yet.	Instead,	flip	the	nearby	wall	switch	to	open	the	grating	to	another	room	and	gain	access	to	very	large	area	to	explore.	You	are	looking	for	a	section	with	a	red	light	bulb	and	a	marionette
near	another	grate.	Flip	the	switch	to	open	the	grate	and	you	will	see	a	large	open	room	with	a	fence.	Behind	the	fence	is	a	generator	and	some	sparking	wires	that	can’t	be	reached.	Near	the	fence,	pull	the	chair	off	the	door	and	head	into	the	next	room.	To	your	right	on	the	wall	is	a	section	of	black	bricks	which	you	can	break	by	throwing	any	object.
	If	it	seems	suspicious,	always	try	breaking	it!	Through	the	broken	wall	you	can	now	access	the	sparking	lever	and	the	generator,	but	don’t	do	that	yet	since	you	don’t	want	to	get	electrocuted.	With	the	wall	broken	and	all	the	grates	opened,	go	back	to	the	beginning	and	flip	the	wall	breaker	you	ignored	earlier.	This	turns	off	the	sparks	so	the	switch
can	be	safely	used.	Now	you	can	turn	on	the	generator	to	power	the	final	exit,	which	is	back	on	the	opposite	side	of	the	fence	(in	the	room	before	the	hallway	before	you	broke	the	brick	wall).	Flip	the	switch	on	the	green	lit	exit	door	and	get	ready	to	run!	After	a	chase	you	end	up	at	a	door	covered	in	colored	locks	that	you	don’t	have	keys	for.	All
appears	to	be	lost…			What	the	heck?	I	don’t	have	any	of	those	keys!	Although	it	seems	like	the	end,	this	frantic	chase	to	nowhere	is	actually	just	the	beginning!	Special	thanks	to	YouTuber	Razzbowski	for	a	handful	of	the	screenshots	above.	Did	you	find	any	other	ways	to	access	the	areas	besides	our	method?	Let	us	know	in	the	comments	below.	Stay
tuned	as	we	cover	the	next	act	of	the	game	where	you	try	to	break	out	of	the	house	instead	of	sneak	in,	and	things	get	even	more	crazy	on	the	story	front.	GameSkinny	is	supported	by	our	audience.	When	you	purchase	through	links	on	our	site,	we	may	earn	a	small	affiliate	commission.	Learn	more	about	our	Affiliate	Policy	In	Act	1,	your	main
objective	is	to	obtain	the	red	key	to	open	the	door	to	the	mysterious	location.	After	regaining	control	over	the	main	protagonist,	go	towards	the	ball.	After	a	short	cutscene,	you	are	caught	by	the	neighbor	(unavoidable).	Now,	you	find	yourself	opposite	your	neighbor's	house.	First,	go	inside	your	own	house	-	it	is	right	behind	you.	Pick	up	something	to
smash	a	window	with	(e.g.	the	TV	set)	and	two	cardboard	boxes.	Now,	go	towards	the	rack	visible	in	the	screenshot	above.	Stack	two	boxes	(one	on	the	top	of)	another	-	this	will	allow	you	to	access	the	roof.	Jump	on	the	roof	visible	in	the	screenshot	above.	You	have	to	sprint	before	the	jump	-	watch	out	not	to	jump	too	far,	though.	Continue	along	the
room	and	break	the	first	window	to	the	left.	Use	it	to	enter	the	room.	There,	you	can	find	a	lever	that	allows	you	to	move	the	platform	presented	in	the	picture.	Also,	there	is	a	fan	next	to	that	lever	-	you	can	use	it	to	move	the	lever	but	you	need	to	provide	power	to	it	first.	The	picture	(the	biggest	one),	presented	in	the	screenshot,	is	located	in	the	room
with	the	lever.	Take	it	and	add	to	your	inventory	-	this	reveals	a	hole	in	the	wall	and	gives	you	access	to	another	room.	Go	there.	Inside,	you	can	find	the	switch	presented	in	the	screenshot.	Use	it	-	this	activates	the	fan.	Now,	you	have	to	move	the	lever	(the	one	that	controls	the	platform)	in	a	such	way	that	the	platform	would	be	on	the	ground	(the
lever	needs	to	be	moved	up).	Then,	place	an	item	(e.g.	a	box)	on	the	shelve	with	the	fan	-	it	starts	moving	until	it	reaches	the	lever	and	activates	it.	In	the	meantime,	you	have	to	quickly	get	on	the	platform	-	you	have	to	reach	it	before	the	item	moves	the	lever.	After	going	up	on	the	platform	and	enter	the	room.	The	neighbor	might	hear	you,	so	stay
vigilant.	On	the	table,	to	your	left,	there	is	the	red	key.	Pick	it	up.	Interestingly	enough,	after	being	caught	by	the	neighbor,	there	is	a	chance	you	will	be	taken	to	another	location	-	in	order	to	exit	it,	go	towards	the	door	visible	in	the	screenshot	above.	Now,	you	have	to	enter	neighbor's	house.	Best	do	it	using	the	front	door.	Then,	immediately	enter
the	first	room	to	the	right.	The	neighbor	is	bound	to	hear	you	so	you	have	to	be	quick.	Inside	the	room,	you	can	find	the	door	with	the	red	lock.	Use	the	key	you	found	earlier	on	the	lock	to	enter	a	new	location.	Open	the	washing	machine	visible	above.	This	will	allow	you	to	continue.	For	now,	you	do	not	have	to	worry	about	the	neighbor	-	he	will	show
up	later	on.	Continue	forward	until	you	reach	the	room	with	the	pallet.	Pick	up	the	can.	Break	one	of	the	windows	and	use	it	to	leave	the	room.	Go	leftwards	and	use	the	lever	visible	on	the	left-hand	side	of	the	screenshot	above.	This	will	open	the	grid.	Continue	forward	until	you	reach	the	place	visible	above.	You	can	find	a	flashlight	there	(where	the
light	is)	-	it	is	worth	taking	it,	as	the	location	is	dark.	Use	the	next	lever	(next	to	the	dummy)	and	enter	another	room.	Inside,	you	see	the	painting	visible	above.	Lay	it	down	on	the	nearby	fence	-	just	put	the	painting	on	the	ground	and	flip	it	by	pushing	it	with	your	character.	This	will	allow	you	to	go	over	the	fence.	Turn	the	generator	on.	Without	it,
you	cannot	leave	this	location.	Using	the	pile	of	items	visible	above	you	can	jump	over	the	fence.	Open	the	first	door	and	enter	the	room.	Continue	forward	and	open	consecutive	doors	(always	the	ones	you	find	first).	Finally,	you	encounter	the	neighbor.	You	do	not	have	to	run	away	-	it	is	actually	better	to	get	caught.	This	way	you	get	to	the	start	of	the
location	you	were	headed	anyway.	Go	to	the	room	where	you	flipped	the	painting.	Watch	out	for	the	neighbor,	as	he	is	patrolling	the	area.	Use	the	level	visible	above	(previously,	it	was	not	active,	because	the	generator	was	not	turned	on).	After	reaching	the	corridor	visible	above,	you	will	be	chased	by	the	neighbor	-	run	towards	the	end	of	the
corridor	until	you	reach	the	door.	They	are	locked	with	several	locks	so	you	have	no	chance	to	escape.	After	the	neighbor	catchers	you,	Act	1	will	end.	You	are	not	permitted	to	copy	any	image,	text	or	info	from	this	page.	This	site	is	not	associated	with	and/or	endorsed	by	the	tinyBuild	Games	or	Dynamic	Pixels.	All	logos	and	images	are	copyrighted	by
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cutscene	in	which	you	see	Nicky	Roth	(the	child)	chasing	his	ball	keep	running	forward	until	you	are	between	the	Mr.	Peterson's	house	(blue	house	with	a	crashed	car)	and	Nicky	Roth's	house	(turquoise	house).	You	are	going	to	see	a	cutscene	in	which	you	hear	screaming,	and	then	Mr.	Peterson	locks	up	a	door	in	his	house,	then	cathes	you.	You	will
see,	thath	the	key	he	used	for	the	red	lock	is	on	the	second	floor	of	his	house.	After	the	cutscene,	you	will	spawn	in	front	of	your	house,	just	like	when	Mr.	Peterson	catches	you.	Go	inside	of	your	house,	and	then	grab	3	or	4	closed	boxes	from	the	room	under	the	stairs.	Climb	up	on	the	shelf	that	is	on	the	left	from	Mr.	Peterson's	porch.	Place	two	boxes
on	top	of	it,	jump	onto	them,	and	then	on	the	roof.	Jump	on	the	part	of	the	roof	that	is	over	the	porch,	then	on	the	one	that	is	on	the	left	from	white	pices	of	wood.	Throw	a	box	onto	one	of	the	two	windows	to	break	it,	so	you	could	jump	inside.	On	your	left,	you	will	see	a	large	painting	of	a	flower.	Take	it	off	the	wall,	to	reveal	a	hole.	Jump	through	it,
turn	around,	take	the	key	to	Mr.	Peterson's	car	and	use	the	yellow	key	on	the	yellow	lock.	Go	to	Mr.	Peterson's	car	and	open	the	trunk.	Take	the	elctromagnet.	Go	to	the	back	of	the	house,	take	4	boxes	and	build	a	staircase	from	then	nect	to	the	opened	small	window.	Using	the	electromagnet	get	the	lockpick.	Go	inside	of	the	house,	run	to	the	end	of
the	hallway	and	enter	the	room	on	your	right	using	the	lockpick.	Grab	the	wrench	and	open	the	ladder	in	the	backyard.	Climb	up	the	ladder,	then	jump	through	the	hole	in	the	roof.	Take	the	red	key,	go	to	the	living	room,	and	open	the	basement.	Basement	Go	down	the	stairs,	open	the	washing	machine	and	go	inside	of	it.	Inside	of	the	room,	jump
through	a	window	(you	may	need	to	take	the	false	window	out	of	it).	Open	the	bars	on	the	right,	go	left,	then	run	to	the	end	of	the	hallway,	turn	left	and	open	the	first	door	on	your	left.	Grab	the	chair	and	open	the	door	on	the	other	end	of	the	room,	and	go	through	it.	Open	all	the	doors	in	the	room,	then	go	back	to	where	you	came	from,	and	go
forward.	Open	the	bars	at	the	end	of	the	hallway.	Grab	a	chair	blocking	the	door,	and	then	go	all	the	way	back	to	the	room	you've	started	at.	Open	the	breaker	box	and	turn	it	off.	Now	it's	time	for	the	harder	part	of	this	act,	as	the	neighbor	will	be	patroling	the	basement.	Go	through	the	only	door	in	the	room,	and	turn	left.	Go	forward	and	open	the
door	on	your	right,	grab	the	flashlight	that	is	in	the	middle	of	the	room.	Go	back	to	where	you	came	from,	and	go	through	the	door	next	to	the	red	lightbulb.	Go	through	the	room,	then	in	the	end	of	the	hallway	go	through	the	door	on	your	left	and	go	forward.	Grab	a	brick	and	throw	against	the	brick	part	of	the	wall.	Go	through	the	door	that	were
previously	locked	and	turn	the	generator	on.	Go	through	the	brick	wall,	go	forwards	and	pull	the	lever	next	to	the	barred	door.	Inside	of	the	room,	the	neighbor	will	start	chasing	you.	There's	no	escape,	so	just	run	forwards,	and	let	him	catch	you	at	the	end	of	the	hallway.	Act	2	Basement	The	act	starts	by	waking	up	a	few	months	later	in	the	basement.
Go	to	the	door,	and	look	through	the	lock	by	holding	"E".	You	are	going	to	hear	some	noises,	and	you	will	see	a	cardboard	cutout	open	the	door.	Leave	the	room,	open	the	vent	and	go	through	it.	Climb	up	the	ladder	and	leave	the	basement.	House	In	this	part,	it's	useful	to	remember	that	if	a	valve	is	parallel	to	the	pipe,	then	water	flows	through	it,	if
it's	perpendicular	to	the	pipe,	then	the	water	flow	is	blocked.	Main	gate	exit	Go	inside	of	the	house,	and	turn	the	valve	in	the	living	room.	It's	the	first	one	of	the	3	valves.	Go	to	the	top-left	corner	of	the	backyard,	grab	all	the	boxes	and	the	crate	that	lie	there,	go	to	the	nearby	pipe,	place	the	boxes	and	the	crate,	climb	on	top	of	them,	and	turn	the	valve.
Now,	it's	2	out	of	3.	Go	to	the	right	side	of	the	house,	and	turn	the	valve	that's	behind	the	fence.	It's	the	last	one.	Now	you	can	see	that	water	is	leaking	form	a	pipe	in	the	fence,	because	a	valve	fell	off	of	it.	Take	the	valve,	and	break	a	window	to	get	to	the	storage	room,	turn	the	valve	on	the	pipe	on	the	one	the	boiler.	take	back	the	valve,	and	go	to	the
kitchen	and	grab	the	wrench	from	the	top	part	of	the	fridge.	Go	to	the	backyard,	open	the	ladder	and	climb	on	top	of	it.	Walk	on	the	pipes,	place	the	valve,	turn	it,	then	take	it	back.	Climb	up	the	ladder	near	the	front	exit	and	turn	the	valve.	Grab	2	boxes,	climb	up	the	backyard	ladder,	climb	on	the	ladder's	fence	using	the	boxes,	place	the	valve,	and
turn	it.	Wait	until	the	water	stops	flowing,	then	take	it	back.	Get	to	the	top	of	the	new	part	of	the	house	(	the	one	you	gained	acces	by	unlocking	the	backyard	ladder).	Take	the	shovel	and	go	through	the	door	placed	in	the	part	in	which	the	sharkotron	was	previously	swimming.	Climb	down	the	ladder,	unblock	the	door,	go	through	them,	and	unlock	the
door	on	the	first	floor.	Go	to	the	backyard	and	dig	in	the	spot	without	grass,	then	take	the	key	out	of	the	coffin.	Go	to	the	room	with	the	dollhouse,	unlock	the	said	dollhouse	and	open	the	door	inside.	Enter	the	newly	unblocked	room,	and	turn	the	valve.	Now	climb	up	the	ladder,	and	turn	the	valve.	You	will	be	able	to	walk	on	the	ice,	so	you	will	be	able
to	get	through	the	door.	Go	through	them,	then	through	the	next	door,	and	take	the	red	key.	Now	go	down,	open	the	main	gate	and	exit	through	it.	Hole	in	the	fence	exit	Go	to	the	kitchen,	and	grab	the	wrench	form	the	part	top	of	the	fridge	and	open	the	backyard	ladder.	Go	inside	of	the	house,	and	turn	the	valve	in	the	living	room.	It's	the	first	one	of
the	3	valves.	Go	to	the	top-left	corner	of	the	backyard,	grab	all	the	boxes	and	the	crate	that	lie	there,	go	to	the	nearby	pipe,	place	the	boxes	and	the	crate,	climb	on	top	of	them,	and	turn	the	valve.	Now,	it's	2	out	of	3.	Go	to	the	right	side	of	the	house,	and	turn	the	valve	that's	behind	the	fence.	It's	the	last	one.	Now	you	can	see	that	water	is	leaking
form	a	pipe	in	the	fence,	because	a	valve	fell	off	of	it.	Take	the	valve.	Take	2	boxes,	climb	on	top	of	the	backyard	ladder,	place	2	boxes	near	its	fence,	climb	onto	them,	and	turn	the	valve.	Wait	until	the	water	stops	flowing	and	take	the	valve.	Go	to	the	top	of	the	new	part	of	the	house,	get	to	the	top,	take	the	shovel	and	go	through	the	door	on	the	left.
Unlock	the	door	with	the	yellow	lock.	Climb	down	the	ladder,	unblock	the	door,	then	get	to	the	first	floor	and	unblock	the	door	using	the	blue	key.	Go	to	the	backyard	and	dig	in	the	place	in	which	there	is	no	grass,	and	take	the	dollhouse	key	from	the	coffin.	Go	to	the	dollhouse	room,	and	unblock	the	said	dollhouse.	Inside	of	it,	open	the	door.	Then	go
to	the	bathroom.	There	is	a	LEGO	man	sitting	on	the	toilet.	Take	him,	then	place	him	on	the	toilet	inside	of	the	dollhouse.	Go	back	to	the	bathroom.	Now	there	is	a	bigger	LEGO	man	on	the	toilet.	Take	the	crowbar	from	him,	and	remove	the	nails	from	the	boards	on	the	fence.	Now	you	can	escape.	Trampoline	exit	Go	to	the	kitchen,	and	grab	the	wrench
form	the	part	top	of	the	fridge	and	open	the	backyard	ladder.	Go	inside	of	the	house,	and	turn	the	valve	in	the	living	room.	It's	the	first	one	of	the	3	valves.	Go	to	the	top-left	corner	of	the	backyard,	grab	all	the	boxes	and	the	crate	that	lie	there,	go	to	the	nearby	pipe,	place	the	boxes	and	the	crate,	climb	on	top	of	them,	and	turn	the	valve.	Now,	it's	2	out
of	3.	Go	to	the	right	side	of	the	house,	and	turn	the	valve	that's	behind	the	fence.	It's	the	last	one.	Now	you	can	see	that	water	is	leaking	form	a	pipe	in	the	fence,	because	a	valve	fell	off	of	it.	Take	the	valve.	Take	2	boxes,	climb	on	top	of	the	backyard	ladder,	place	2	boxes	near	its	fence,	climb	onto	them,	and	turn	the	valve.	Wait	until	the	water	stops
flowing	and	take	the	valve.	Go	to	the	top	of	the	new	part	of	the	house,	get	to	the	top,	take	the	shovel	and	go	through	the	door	on	the	left.	Unlock	the	door	with	the	yellow	lock.	Climb	down	the	ladder,	unblock	the	door,	then	get	to	the	first	floor	and	unblock	the	door	using	the	blue	key.	Now,	climb	the	backyard	ladder,	jump	onto	the	pipes,	and	turn	the
valve.	Then	climb	the	front	ladder	and	turn	the	valve.	Break	a	window	so	you	can	get	to	the	storage	room.	Inside	of	it,	turn	the	valve	on	the	pipe	and	the	one	on	the	boiler.	Go	to	the	machine	next	to	the	blue	lock	door,	turn	the	valve	next	to	it,	then	pull	the	handle	on	the	machine.	Now	the	trampoline	is	opened.	Now	climb	the	front	ladder	and	jump	on
the	tramploine,	Now	you	will	be	able	to	jump	out	the	fence.	Act	3	Moving	in	(and	moving	out)	This	act	starts	in	your	apartment	in	a	big	city	that	probably	is	St.	Louis.	At	the	beginnig,	you	have	to	wait	four	your	eviction	notice	to	arrive.	When	you	hear	knocking	on	your	door,	just	go	close	to	them,	and	the	eviciton	notice	will	arrive.	Pick	it	up	to	start	a
cutscene.	After	the	cutscene,	take	the	key	from	your	trunk,	and	go	inside	your	house,	then	go	closer	to	the	phone	to	start	another	cutscene.	The	nightmare	House	Using	the	red	key	glitch	Go	to	the	neighbor's	backyard.	Here,	you	will	find	the	elevator's	shaft	made	out	of	bricks.	Make	a	staircase	out	of	4	boxes	under	the	opened	window	and	pull	the
lever	to	unlock	the	shaft.	Enter	the	shaft	and	exit	on	the	first	stop.	From	here,	go	downstairs	and	jump	out	through	the	door	on	the	railway	tracks.	From	the	tracks	jump	onto	the	nearby	balcony,	from	there	jump	through	the	hole	in	the	floor.	Now	you	are	in	room	with	the	train's	control	panel.	Pull	the	lever	on	the	left	side	of	the	panel,	then	click	the	big
red	button.	Jump	out	the	floor	and	enter	the	house.	Keep	running	forward,	then	go	up	the	stairs.	Jump	up	the	table,	then	onto	the	wall	lamp	and	then	jump	to	the	other	side	of	the	bars.	Grab	a	box	and	throw	it	onto	the	tound	painting	of	a	golden	apple.	Now	go	back	to	the	first	part	of	the	room	and	go	to	the	highest	floor	of	the	new	staircase.	Go
through	the	only	opened	door	and	keep	going	forawd	until	you're	in	a	room	with	bars.	When	here,	grab	shoe,	and	glith	it	so	that	it	would	hit	the	lever	inside	the	small	box	on	the	wall.	This	may	take	a	few	tries	but	it	will	be	way	faster	than	doing	it	the	way	Dynamic	Pixels	intended	it.	If	you	want	to	do	it	the	way	creators	intendet	it,	it	will	be	described	in
the	"Glitchless"	part.	After	turning	the	lever,	go	to	the	previous	room	and	take	the	red	key.	Now	go	back	to	the	shaft	and	exit	on	the	first	stop.	Grab	a	few	boxes	(2	should	be	enough)	an	wait	until	the	train	arrives.	Get	inside	of	the	train	and	go	to	the	control	room	and	go	a	little	bit	back,	so	that	you	can	climb	on	the	nearby	pipe	using	boxes.	From	the
pipe,	jump	onto	the	train's	roof,	and	from	there	jump	onto	the	roof.	Now	go	up	the	steep	part	and	jump	onto	the	hanging	part.	Unlock	the	room	inside	and	go	inside.	Now	you're	in	Fear	Darkness.	After	completing	this	minigame	you	will	receive	the	double	jump	ability.	Go	up	the	broken	shelf,	then	jump	onto	the	radio	shelf	then	onto	the	shelf	with
books.	Climb	up	the	orange	juice	and	jump	onto	the	next	shelf.	Grab	one	of	the	cups	and	throw	them	into	the	vase.	It's	better	to	be	careful	doing	this	part	as	the	pieces	of	the	vase	have	wonky	physics	(it's	Hello	Neighbor,	what	were	you	expecting?).	Climb	up	the	now	fallen	shelf	and	jump	onto	the	shelf	with	binoculars.	Go	up	the	planks	and	jump	into
the	lower	part	of	the	toster.	After	ending	your	flight,	jump	next	to	books	under	the	Bijuum	cans.	Go	through	a	hole	in	the	wall,	then	jump	onto	the	clock.	Go	forwards	from	there.	Be	careful,	as	the	yellow	shelves	wil	fall	if	you	stay	on	the	for	too	long.	Pull	the	lever,	then	jump	in	the	toster.	Go	up	the	food,	then	jump	onto	the	shelf	behind	you.	Grab	some
darts,	2	are	enough,	but	it's	better	to	take	4.	Push	one	of	the	paper	planes	and	jump	onto	it.	Jump	onto	the	shelf	in	front	of	you	before	the	plane	crashes.	Go	up,	then	climb	on	the	phone,	then	jump	on	the	nearby	shelf.	Make	yourself	some	stairs	by	throwing	the	darts.	Go	up,	then	when	you're	next	to	the	green	arrow,	jump	to	the	lightbulb,	and	when	the
game	tells	you	too,	press	Spacebar	for	the	second	time.	Get	out	of	the	room	and	jump	down.	Go	inside	of	the	neighbor's	house	and	grab	2	boxes,	then	let	the	neighbor	catch	you	or	kill	yourself	so	that	it	would	be	night.	During	the	night,	enter	the	elevator	shaft	and	exit	on	the	first	stop.	Go	down	the	stairs	and	jump	through	the	door	onto	the	tracks.
From	there,	go	right	so	that	you	can	jump	onto	a	balcony	with	a	table	and	2	chairs.	Keep	going	forwards,	until	you	reach	the	moon	door.	Enter	the	night	room,	take	the	green	phonograph	exit,	and	block	the	door	with	the	boxes.	Grab	any	item	and	go	back	to	the	shaft,	leave	on	the	first	stop,	go	downstairs	and	jump	onto	the	tracks.	Throw	the	item	you
grabbed	into	the	windowin	front	of	you,	then	jump	inside.	Place	the	green	phonograph	close	to	the	saplings	and	turn	it	on.	When	the	trees	stop	growing,	make	sure	all	the	levers	are	facing	red.	Jump	out	the	window	you	came	from	onto	the	roof,	then	go	up	the	plank.	Break	the	window	with	any	item	and	go	inside.	Go	to	the	room	behind	the	wardrobe
and	take	the	globe.	Return	to	the	previous	room,	go	onto	the	elevator,	grab	some	items	and	throw	them	onto	the	red	lever,	then	go	inside	the	room.	Now	you're	in	the	Fear	Supermarket.	In	this	minigame	if	you	hear	clattering	or	see	any	mannequin	turn	red,	crouch	and	don't	move.	Crouching	will	make	you	invisible	and	moving	will	remove	that	effect.
Push	the	cart	a	little	bit	(but	not	too	far)	and	go	right.	From	here,	take	the	bottle	with	pink	liquid,	orange	juice,	pink	jar	and	a	bag	of	chips.	Then	go	left	and	grab	a	jar	of	pickles.	Throw	them	into	the	shopping	cart	then	push	it	until	you	reach	the	till.	Wait	for	the	cashier	to	check	your	products	and	just	leave	(don't	worry	about	the	cart,	you	can't	move
it).	Go	to	the	kitchen	and	put	the	globe	inside	the	lower	part	of	the	fridge.	Meanwhile,	take	a	bucket	or	a	watering	can,	fill	it	with	water,	then	put	it	on	the	stove	and	wait	until	it	gets	hot.	If	it	gets	too	hot,	you	won't	be	able	tu	pick	it	up	and	you'll	have	to	wait	until	it	gets	slightly	colder.	After	picking	up	the	hot	container,	open	the	red	part	of	the	fridge
and	press	LMB	to	pour	hot	water	over	the	ice.	If	the	water	stops	flowing,	refill	it.	If	the	ice	stops	melting,	put	your	container	on	the	stove	again.	You	will	have	to	repeat	it	a	few	times.	Pick	up	the	keycard	and	use	it	on	the	keycard	reader	next	to	the	basement	door,	also	take	the	chair	if	you	haven't	done	it	yet.	Go	to	the	place	where	you've	bugged	the
red	key,	and	go	to	the	next	room.	Unblock	the	locked	door,	and	look	right.	There	is	a	fuse	box,	open	it,	and	grab	the	crowbar.	You	can't	take	the	crowbar	now,	so	we'll	have	to	wait.	Go	to	the	fridge,	and	take	the	globe.	Go	to	the	secret	staircase	and	go	to	the	room	on	the	first	floor,	and	put	the	globe	inside	the	stand.	Now	go	to	the	elevator	shaft,	and	go
to	the	end.	Do	the	parkour,	and	grab	the	red	phonograph.	Remember	what	we've	done	with	the	train	to	get	to	the	red	key	room?	We'll	have	to	repeat	it.	When	on	the	roof,	go	down	the	ladder	and	grab	the	red	wrench.	Go	back	to	the	roof,	and	jump	onto	the	board	underneath	the	ladder,	and	open	the	said	ladder.	Take	any	item,	and	go	to	the	tomato
bushes.	Use	the	red	phonograph	on	the	bushes	to	make	them	smaller.	Go	to	the	other	end	of	the	roof,	open	the	hatch	throw	your	item	inside.	Go	back	to	the	train	station	and	get	to	the	room	inside	the	hole	in	the	wall,	you	may	need	some	boxes	to	get	there.	Go	to	the	next	room	and	find	the	green	key	near	the	big	machine.	Go	back	to	the	ground	floor
near	the	elevator	shaft,	go	behind	the	boxes	and	go	inside	the	green	key	room.	Now	you're	in	fear	school.	In	this	minigame,	you	can	move	only	during	the	lessons,	mannequins	wil	hunt	you	during	the	break.	Each	lesson	and	break	lasts	a	few	seconds.	You	can	hear	them	change	as	the	school	bell	rings.	During	the	break,	hide	in	the	cabinets.	After
entering	the	room,	go	to	the	first	cabinet	next	to	you,	and	wait	for	the	bell	to	ring.	Run	as	fast	as	you	can	to	the	next	cabinets.	You	have	to	be	careful,	as	the	white	mannquin	will	hunt	you	during	the	lssons.	During	the	next	lesson,	go	to	the	next	cabinet	and	wait.	Go	to	the	next	cabinet,	and	this	is	the	last	one	we're	going	to	use	as	this	part	is	safe.	Go	to
the	door	and	fight	the	mannequin	-	just	press	spacebar	few	times.	Now	you've	gained	the	ability	to	push	neighbor	back.	Go	grab	the	crowabar	and	enter	the	basement.	Glithless	TBA	Basement	Go	downstairs	and	enter	the	room	behind	the	washing	machine.	Go	out	through	the	wall	and	go	behind	the	bars	like	previously.	Keep	running	forward	until	you
see	a	wall	made	of	household	appliances.	Crouch	next	to	the	fridge	and	wait	for	The	Thing	to	pass,	then	turn	right.	Keep	running	forward,	unblock	the	door	and	destroy	the	wall	and	go	to	the	room	with	a	big	white	lamp.	Here,	you	have	to	jump	over	the	fence	using	your	double	jump	ability.	Enter	the	door	on	your	left,	and	push	the	neighbor	back,	then
go	to	the	end	of	the	hallway.	Enter	the	room	and	prepare	for	the	bossfight.	Act	Finale	Neighbor	bossfight	Wait	for	the	big	neighbor	to	destroy	the	room,	grab	any	item	(I	recommend	the	ball)	and	from	it	on	the	big	switch	on	the	wall	(this	may	take	a	few	tries).	After	flipping	the	switch,	go	behind	the	wall,	climb	up	the	shelf	and	jump	into	the	toster.
After	being	shot	out,	go	to	the	higher	platform,	flip	the	switch	and	jump	on	the	elevator.	Grab	any	item,	and	jump	trough	the	window.	Flip	the	switch,	and	grab	an	umbrella.	Go	onto	the	metal	platforms	near	the	starting	point,	and	turn	on	the	train.	Jump	into	the	toster,	ang	fly	to	the	broken	red	house.	Grab	a	candle	and	fire	the	firework	in	front	of	the
neighbor.	Get	into	the	toster,	and	fly	to	the	shelf	with	baseball	balls,	and	throw	2	of	them	into	the	machine.	Go	into	the	toster	and	fly	to	the	house	on	the	neighbor's	back.	Neighbor's	past	In	this	part,	just	turn	right	and	enter	the	door	on	your	left.	The	Thing	bossfight	In	this	part,	you	have	to	protect	your	younger-self	from	the	Thing.	First,	approach
Nicky	and	wait	for	him	to	go	to	the	window.	Follow	Nicky	up	the	stairs,	then	stand	in	front	of	him.	After	the	attack,	you	will	grow	bigger.	Run	down	the	stairs,	go	to	your	right	and	go	to	the	next	room	(the	one	that	is	not	yet	damaged)	and	wait	for	Nicky	to	arrive,	then	as	usual,	stand	in	front	of	him.	Go	through	the	hole	in	the	wall,	climb	up	the	ladder,
go	to	the	part	with	windows,	then	protect	Nicky	like	before.	Go	behind	the	stairs,	and	turn	left	then	jump	down.	After	the	attack,	go	up	and	protect	Nicky	for	the	final	time.	Neighbor's	trauma	In	this	part	of	the	finale,	you	can	just	go	to	the	door,	or	you	can	go	to	the	house	and	see	the	neighbor,	which	is	not	needed.	Enter	the	door	and...
Congratulations!	You've	finished	the	game.	The	end	Thank	you	for	reading	my	guide.	I	hope	it	helped	you	beat	the	game.	If	you	want	to	contribute	to	the	wiki,	don't	forget	to	read	my	guide	on	how	to	write	articles.	Thank	you	again,	and	bye!	Hello	Neighbor	-	Walkthrough	This	guide	will	help	you	beat	Hello	Neighbor	acts	1-3,	and	the	act	finale.	Act	#1
When	the	cutscenes	are	over,	go	to	your	house,	and	get	3	closed	boxes.	Go	to	the	yellow	shelves	in	the	neighbor’s	yard,	and	stack	the	boxes.	Jump	to	the	platform,	and	use	the	last	box	to	break	the	window.	Take	the	giant	flower	picture,	and	grab	the	car	key.	Unlock	the	car,	and	then	get	the	magnet	gun.	Go	back	to	the	second	floor,	go	through	the	hole
in	the	wall,	or	the	door,	(if	you	unlocked	it	with	the	yellow	key).	The	next	door,	is	locked	with	a	chair,	so	look	through	the	keyhole,	and	look	at	the	red	key.	Put	the	magnet	gun	in	your	hand,	and	have	it	half	through	the	door.	It’ll	take	a	minute	or	2,	but	you’ll	end	up	magnetizing	the	red	key.	Unlock	the	basement,	and	wait	for	it	to	load.	The	washing
machine	is	a	secret	door.	Go	through	it.	Open	the	next	door.	Jump	through	the	open	window,	and	open	the	gate	to	your	right.	Go	through	the	basement,	and	ignore	the	doors.	You’ll	soon	find	another	gate.	Open	it,	and	use	the	picture	of	the	player’s	house	from	the	beta	as	a	ramp,	throw	an	object	at	it,	and	it’ll	make	a	ramp.	It	may	take	a	few	tries.	Turn
on	the	generator,	and	climb	up	the	objects.	Break	through	the	brick	wall,	and	go	through	the	door.	Open	the	gate,	open	the	door,	and	run	away	from	the	neighbor.	Let	the	neighbor	catch	you	when	you	see	a	door	with	a	ton	of	locks	on	it,	doing	this	will	take	you	to	act	2.	Act	#2	You	wake	up	in	the	basement.	Wait	for	the	cardboard	cutout	to	open	the
door.	Go	through	the	vent,	and	climb	the	ladder.	Find	2	switches	outside,	and	1	switch	in	the	living	room.	Go	to	the	kitchen,	open	the	freezer,	and	grab	the	wrench.	Open	the	locked	ladder	with	that.	Also	grab	the	valve.	Stack	boxes	to	the	gate	of	the	ladder,	and	put	the	valve	on	the	pipe	on	the	yellow	room.	It’ll	drain	the	shark	water.	Grab	the	shovel	in
the	shark	room,	and	dig	the	patch	of	dirt	outside.	Pick	up	the	key.	It’s	used	to	open	a	doll	house	on	the	second	floor.	Open	it,	and	open	the	door	to	the	bathroom.	Open	the	real	bathroom	door	in	the	neighbor’s	house,	and	grab	the	Lego	guy.	Put	him	in	the	doll	house	bathroom,	and	go	back	to	the	real	bathroom.	There	will	be	a	big	version	of	the	Lego
guy.	Take	the	crowbar	out	of	his	hand,	and	take	the	boards	off	the	fence.	The	boards	are	near	the	neighbor’s	porch.	There	will	be	1	more	cutscence,	and	it’ll	take	you	to	act	3.	Act	#3	You	wake	up	in	your	apartment.	Pick	up	the	letter	when	you	hear	knocking	at	your	front	door.	After	the	cutscenes,	pick	up	the	key	in	the	trunk	of	your	car.	Open	the
front	door	to	your	house,	and	wait	for	the	phone	to	start	ringing.	There	is	a	secret	cutscene	at	the	remains	of	the	neighbor’s	house.	After	the	cutscene	with	the	phone,	you’ll	wake	up	in	your	house	from	act	1.	If	you	played	the	beta	versions,	the	house	looks	just	like	the	one	from	beta	3.	There	are	a	few	differences.	If	you	never	played	the	betas,	i’ll
teach	you	how	to	beat	act	3.	In	the	neighbor’s	backyard,	there	is	a	switch.	Flip	it,	and	break	the	window	next	to	it.	Climb	the	ladder,	and	jump	to	the	train	tracks.	Go	to	the	area	whre	the	mannequin	is,	and	go	down	the	hole.	Flip	the	switch,	and	then	press	the	red	button.	The	train	should	start	going.	Let	the	neighbor	catch	you,	and	it’ll	be	daytime.	Go
upstairs,	and	jump	to	the	light,	and	through	the	gap	at	the	jail	cell.	Throw	some	stuff	at	the	golden	apple	paintings,	and	1	of	them	opens	the	big	golden	apple	painting.	Go	up	to	the	no	gun	room,	and	open	the	door	to	your	right.	Glitch	a	shoe	into	the	box	with	the	lever	inside.	It	should	open	a	box	next	to	the	giant	horn.	Pick	up	the	red	key,	and	close	the
painting.	When	it’s	open,	the	neighbor	has	free	run	of	his	house.	Climb	back	up	the	elevator	again,	assuming	that	the	neighbor	isn’t	climbing	it,	and	climb	it.	Jump	on	the	train,	and	make	the	train	go	backwards.	Then	stop	the	train	at	the	area	with	ladder.	You’ll	need	a	wrench	to	open	it.	Jump	to	the	pipe,	and	jump	on	top	of	the	train.	Then,	jump	to	the
roof.	Go	down	the	ladder,	and	pick	up	the	wrench.	Open	the	ladder.	Open	the	painting	again,	and	go	through	the	no	gun	room	once	again.	go	through	the	door	to	your	left,	and	there	will	be	another	door.	remove	the	chair,	and	open	the	power	box.	Pick	up	the	crowbar.	It’s	too	hot	to	touch,	so	you’ll	need	the	magnet	gun.	Drop	into	the	room,	and	pick	up
the	umbrella.	The	umbrella’s	purpose	is	to	float	around.	Without	it,	you’ll	fall	and	respawn	back	at	your	house.	There	is	a	secret	code	you	can	use,	and	it’s	somewhere	in	the	neighbor’s	house.	The	code	is	2369.	Go	back	to	the	jail	cell,	and	open	the	door	to	your	right.	There’s	a	room	with	no	floor.	Jump	to	there,	and	glitch	a	painting	into	the	room.	The
switch	might	activate,	opening	a	secret	wall	to	your	left.	Grab	the	magnet	gun,	remove	the	chairs,	and	magnetize	the	blue	key.	Open	the	gate,	and	grab	the	yellow	key.	It’s	in	a	pile	of	boxes.	Remove	the	chair	to	your	right.	Turn	off	the	neighbor’s	camera	system.	Find	the	blue	and	yellow	padlocks.	Go	into	the	blue	key	room,	and	throw	something	at	the
switch	while	standing	on	the	lift.	Open	the	door.	You’ll	be	in	the	first	minigame.	When	you	are	getting	chased	by	the	mannequins,	crouch	and	stay	still.	You’ll	go	invisible	to	the	mannequins.	If	you	move	while	you	are	invisible,	you	are	no	longer	invisible.	Look	what’s	in	the	other	mannequins’	shopping	carts,	and	find	them,	and	place	them	in	your	cart.



When	you	got	all	5	items,	proceed	to	the	checkout.	Go	to	the	exit	door,	and	you’ll	gain	the	first	superpower.	You’ll	get	the	invisible	crouch,	which	you	used	in	the	supermarket.	Go	to	the	roof,	and	go	to	the	box	that’s	hanging	from	the	neighbor’s	house.	Unlock	the	red	padlock.	You’ll	go	to	the	second	minigame.	It’s	hard	to	explain,	but	you’ll	gain	double
jump	aferwards.	Grab	a	box,	and	double	jump	over	the	plants.	Open	the	power	box	below	you,	and	put	the	box	inside.	Go	to	the	secret	room	that’s	barricaded	with	boxes.	It’s	in	the	train	station	next	to	the	elevator.	Grab	the	green	key,	and	open	the	green	padlock.	You’ll	go	into	the	last	minigame.	Hide	in	the	lockers	to	hide	from	the	mannequins.	The
glowing	mannequin	is	the	teacher.	It	moves	around	while	the	students	are	at	their	desks.	I	know,	it’s	tricky,	but	you’ll	get	the	hang	of	it.	Magnetize	the	crowbar,	and	put	it	under	a	sink	or	a	bathtub.	Run	the	water.	It’ll	cool	down.	Use	the	crowbar	to	break	the	boards	on	the	basement	door.	Get	a	bucket,	and	fill	it	with	water.	Put	it	over	the	neighbor’s
stove,	and	turn	it	on.	The	bucket	will	get	hot.	Open	the	freezer,	and	splash	the	water	all	over	the	ice	block.	Do	it	a	second	time	to	melt	the	ice.	Grab	the	keycard,	and	go	in	the	basement.	It	looks	just	like	the	basement	from	act	1,	right?	Do	the	same	things,	and	go	through	the	crack	in	the	wall.	It’s	in	the	room	where	you	had	to	go	through	the	open
window.	Go	to	the	area	where	there’s	a	pile	of	objects,	and	use	the	invisible	crouch.	The	shadow	will	walk	past	you.	Grab	the	chair,	break	through	the	brick	wall,	like	you	did	in	act	1.	Put	the	chair	down	far	away	from	the	metal	fence,	and	double	jump	over	the	fence.	Open	the	exit	door,	and	keep	pressing	the	space	bar,	and	run	down	the	hallway,
where	you	were	getting	chased	by	the	neighbor	in	act	1.	The	door	doesn’t	have	any	locks	on	it,	so	open	it,	taking	you	to	the	act	finale,	or	if	you	prefer	calling	it	act	4.	Act	Finale	Look	through	the	window,	and	let	the	giant	neighbor	smash	the	building,	Just	like	beta	3.	Double	jump	on	the	platforms,	and	press	the	red	button,	like	you	did	in	act	3	while
turning	on	the	train.	Throw	a	box	at	the	giant	light	switch.	It	opens	the	toaster.	Jump	on	the	flashlight	and	radio,	and	double	jump	into	the	toaster,	like	you	did	in	the	double	jump	minigame	in	act	3.	Leap	on	the	platform,	and	flip	the	light	switch.	Go	to	the	smaller	platform,	and	jump	on	the	lift.	Break	the	window,	and	flip	the	light	switch.	Quickly	grab
an	umbrella,	and	float	to	the	red	house	that	the	train	smashed.	Grab	a	candle,	and	light	the	firework	and	crossbow.	Roll	a	baseball	into	the	giant	apple	shooter,	and	jump	into	the	toaster	once	more.	Float	into	the	house	on	the	giant	neighbor’s	back,	and	open	the	door.	Find	the	exit	in	the	missing	poster	room.	Wait	for	the	game	to	load,	and	you’ll	find
the	player	from	act	1.	He	will	walk	to	the	window,	and	panic	as	he	sees	the	giant	shadow.	Find	the	young	player’s	movement	pattern,	or	watch	a	youtube	video	about	it.	When	you	complete	it,	look	in	the	house,	the	neighbor	will	be	in	one	room,	and	the	shadow	will	be	in	the	other	room,	banging	on	the	door,	go	to	the	exit	door,	and	the	outro	cutscene
will	play,	as	the	player	moves	his	boxes	inside	his	new	home.	The	weird	thing	is,	the	player	only	packed	2	books	and	an	apple,	and	his	key.	The	ending	credits	will	show,	and	you	beat	the	game.


