
SOLUZIONE ALAN WAKE: THE WRITER 

 
You start at the gate with Barry on the other side. Turn around and run to the valve on the 
right. Thanks to it, you'll be able to rotate a pole. You have to swing it, trying to point it to 
the right to light up the word, which will create a hole in the wall. 
 
Go through the hole. A flashlight will appear in the distance - go and get it. When you turn 
around, you'll see a word by the wall of small building. Watch out, because when you 
activate it, you'll be attacked by a possesses object. 
 
Inside the shed you'll find words adding batteries, ammo and the ladder (climb). Exit the 
shed. Next to it you'll find a ladder. Climb up the ladder and then walk over the edge. 
 
You'll enter a maze. Turn right next to the statue and you'll reach the exit and Barry. 
 
Enter the yard in front of the building. On the right you'll find ammo and weapons and on 
the left you'll find fireworks. Activate them to keep the light which will drain the darkness 
from your enemies. But you have to shoot them too. The fight is not easy, but if you stay 
close to the fireworks, you should survive. 
 
When you get rid of all of them, go inside the building. In the living room you'll encounter 
flying possessed objects, but they will disappear after a while, thanks to Zane. Go to the 
balcony to talk to him. He will give you another manuscript page, with several helpful 
words. First of all, you'll reveal your target, which is the lighthouse (clear). Start 
activatingrocks, to create a path. 
 
Create also a boat, which can be disconnected from anchor buoy by lightning the chain. 
Once you heading forward, light up a path (float) visible in the distance. Jump onto it and 
move forwards. Create a house (cabin) and get inside. 
 
Cabin will start rotating. Note arrows on the walls, which inform you where to go. When the 
cabin positions itself in a way that you can leave it - do it fast. 
 
A whirlwind will appear. You'll also get another manuscript page with words bridge. It is 
best to activate them all. You have to jump onto one of the activated bridges and them 
jump to the path on the other side (first you have to activate it too - word path). 
 
Watch out, because one Taken will jump out from behind the shed. Keep going over the 
stairs. Again jump on some platform and activate a path on the other side. Jump onto it 
and then climb up the ladder to the very top. 
 
Watch out for a barrel which appears in the middle of the train car. Use rocks to create a 
further path. Walk inside the big log, picking up useful items on your way (batteries, ammo 
and flares). On the other side walk over the tree to further area. 
 
You'll encounter many words creating explosive barrels (roll). Do not spare them in this 
case - as soon as you see Taken, activate barrels to blow them up, sometimes creating 
nice chain reactions. 
 
Keep going until you reach a tree. Move over it further. Now keep going on the path, until 
you get to the pit with word hole and fireworks. You have to use flare here and drop it into 



the pit. When it lights up a word on its bottom, a metal pipe will break down and you'll be 
able enter it. 
 
A way inside should not cause you trouble. You'll encounter few groups of Taken there. 
 
Prepare for crazy part of the level - literally, as you get to the giant Ferris wheel. You have 
to go through all rooms, trying to keep pace (remember not to accelerate too quickly). 
 
Eventually you'll reach the Well-Lit Room, where you can get to the elevator. You can rest 
there and heal dizziness. 
 
You'll find yourself on the gas station. Leave the room and go outside. The area is full of 
explosive words, but there are many Taken too. Try to create large chain reactions, to 
destroy everything you can. Head to the left. 
 
Use the log to go further. Light up all words connected to electric wires (wire) following 
them to the left. You'll have to create also a bridge on your way. When you finally connect 
a generator with the button, start the generator. 
 
Go back to the button. Now you can control the log lift - try to create a bridge. 
 
Walk further over logs, until you get to the large red lit bridge. Keep going until you reach 
the stairs. Go up the stairs, eliminating all danger on your way. At the top prepare for real 
hard work. There are plenty of enemies there, but you can count on help of 
words crumblewhich crumble part of the bridge. Try to light it up and activate in the 
moment, when many of Taken are close. 
 
At the end of the bridge Zane will help you. He will create descend from the bridge to the 
ground, using a log. Run forwards until you get to wooden catwalks - move quickly over 
them. 
 
You'll reach bridges and reflectors hanging in the air (flash) - try to activate them as soon 
as possible because they will help you in the fight with Taken. Watch out for birds 
attacking you. 
 
Keep going up the stairs toward the lighthouse. At some moment it will turn off. Do not 
worry and keep going. Again you'll have to walk over moving wooden catwalks. 
 
You'll reach a room, where you can see a conversation between Alan and a doctor. After a 
while you'll have to listen to the recording. When the conversation is over, light is back on. 
Go to the exit. 
 
Move forward inside the cave, until you get to the damaged plane. Turn left and go up over 
rocks. Use word tremor to lower down plane wings, so you can reach them. 
 
Prepare for a small fight - a good place for that is plane interior, where Taken can reach 
you only from one side. Once you get rid of them (or not), run to the Safe Haven, where 
you'll meet Zane again. 
 
You'll obtain another manuscript page with memory and ignite, which reactivates light in 
the lighthouse. Next to it you'll find a bridge. Prepare for a last part of your journey. On 



your way you'll encounter a word clear, which removes rocks. Thanks to that you'll reveal 
Taken on the ground to a light from the lighthouse. Keep going towards a lighthouse, 
removing more rocks. 
 
Finally you'll reach the lighthouse. Go inside and run up the stairs to its top. Activate a 
"return" ladder (return) and climb it to the very top. 
 
After a short cut-scene you'll find yourself back next to the cabin at the lake. Create 
abridge and go to the cabin. At the end of the bridge you'll encounter Barry with an axe. 
Defeat him. 
 
Right in front of the cabin you'll find ammo and batteries, as well as pump shotgun. Dr. 
Hartman will be your first enemy, but you should have no problems defeating him. Be 
careful though, because he is very fast. Then you'll have to deal with Odin and Thor and at 
the end prepare for fighting Barry three times. Once you "free" the cabin, go inside. At this 
moment your journey with second DLC is over. 
 
 
 


