
Achieving Zero Deaths House of Ashes: A Practical
Guide to Survival Horror Mastery

A Different Kind of Horror Achievement
There is a certain pride that comes with finishing a horror game without losing a single
character. It is not about being better than other players. It is about understanding the systems,
the timing, and the hidden rules that govern every encounter. House of Ashes, the third entry in
The Dark Pictures Anthology, presents a particularly brutal challenge for anyone attempting a
clean run. The game throws environmental hazards, creature attacks, and quick-time events at
you with little mercy. But it can be done. I have done it. And I want to share what I learned from
countless restarts and failed attempts.

The first thing to understand is that House of Ashes does not reward recklessness. Unlike
some action games where charging in works, here it gets people killed. Every character has a
health bar that depletes from bad choices and missed prompts. The game also tracks
relationships between characters. When two characters dislike each other, they are more likely
to make selfish decisions that lead to death. Managing these relationships is half the battle.
The other half is knowing which choices actually matter.

I spent about fifteen hours on my first run. I lost two characters near the end. That is when I
decided to aim for a zero deaths house of ashes playthrough. It sounded impossible at first.
But after analyzing the branching paths and testing different dialogue options, I realized the
game is designed to allow a perfect run. You just have to know what to avoid.

Understanding the Threat Landscape
House of Ashes is set in the ruins of a Sumerian temple buried under the Iraqi desert. The main
threats come from two sources: the alien-like creatures that stalk the underground, and the
human tensions among your squad of marines and civilians. The creatures are predictable in
their attack patterns. They hide in shadows, they respond to noise, and they can be stunned
with light. The human threats are more subtle. One wrong argument can turn a friendly soldier
into a rival who later refuses to help you in a critical moment.

I found that the best approach is to be cautious with every dialogue choice. Do not antagonize
anyone unless the game clearly signals that it is safe. Some characters, like Salim, are more
reasonable and respond well to calm logic. Others, like Jason, are volatile and need careful
handling. The game tracks a hidden "relationship" score for each pair of characters. If that
score drops too low, one character might abandon the other during a chase sequence. That is
an instant death you cannot recover from.

https://www.youtube.com/channel/UCccKcb1HBhl7U9bY-Zwoh1w


Another major threat is the environment. The temple is full of collapsing floors, sudden drops,
and unstable structures. These sections require precise quick-time event inputs. If you miss a
prompt, a character takes damage. If they take too much damage, they die. The trick is to
memorize the timing of these sequences. I spent a lot of time replaying short sections just to
learn the rhythm of the prompts. It is tedious but necessary for a clean run.

Key Decisions That Make or Break a Run
Through trial and error, I identified five decisions that most commonly cause deaths in a
playthrough. Avoiding these mistakes is essential for a zero deaths house of ashes run.

Early confrontation with Jason. In the first act, Jason and Salim have a heated
argument. If you side with Salim too aggressively, Jason becomes hostile and later
refuses to help you escape a collapsing tunnel. Stay neutral or side with Jason in this
moment.

Missing the flare gun in the basement. The flare gun is a one-shot kill against the
creatures. If you do not pick it up during the first exploration segment, you lose a
valuable tool that can save a character from a lethal attack later.

Choosing to split the group. Around the midpoint, the game asks you to split into two
teams. If you send an injured character with the wrong group, they die. Always send
healthy characters into dangerous areas and keep the injured ones with the medic.

Failing the stealth section with Clarice. There is a segment where Clarice must sneak
past a creature. The path is narrow and the timing is tight. Use the environment to
distract the creature rather than rushing.

Ignoring the relationship between Rachel and Eric. These two have a strained
marriage. If you ignore their conversations, they become distant. Later, Eric might not
save Rachel from a fall. Invest in their relationship early by choosing supportive
dialogue options.

Practical Tips for the Perfect Run
Beyond avoiding those specific pitfalls, there are general strategies that make the run
smoother. First, always explore every corner of every area. The game hides collectibles that
unlock backstory and sometimes provide useful items. But more importantly, exploring gives
you more dialogue options. Some optional conversations reveal information about the
creatures' weaknesses or hidden paths. Knowledge is power here.

Second, save often and use multiple save slots. I know that sounds basic, but many players
rely on autosave alone. Autosave can trap you in a bad state. If you trigger a death cutscene,
the autosave might overwrite your last good point. I used three rotating save files and saved



after every major decision. That way, if I made a mistake, I could go back without losing too
much progress.

Third, practice the quick-time events separately. I found a YouTube video that compiled all the
QTEs from the game. I watched it a few times to memorize the sequences. This is not
cheating. It is preparation. The game expects you to react instantly, and your brain needs to be
primed for what comes next.

Why Bother With a Perfect Run?
Some players argue that death is part of the experience. They say that losing a character adds
emotional weight to the story. I understand that perspective. The first time I lost a character, it
felt impactful. But there is also value in mastering the game. A zero deaths house of ashes
playthrough is not about avoiding the story. It is about proving that you understand the game
on a deeper level. It is about seeing every piece of dialogue, every character interaction, and
every ending variation that only appears when everyone survives.

The game rewards you with a special ending if you keep everyone alive. That ending offers
closure and a sense of accomplishment that the default endings do not provide. It is worth the
effort. The satisfaction of seeing the credits roll with every character standing beside you is
something I still remember clearly.

Final Thoughts on the Challenge

If you are attempting this challenge, be patient with yourself. The first few attempts will fail.
That is fine. Each failure teaches you something. I died in the first act three times before I
understood how the relationship system worked. I lost a character in the final act once
because I forgot to pick up a key item. Those mistakes stick with you. But they also make the
eventual success sweeter.

Remember that the game is built around choice. There is no single "correct" path. The
developers designed multiple ways to survive every encounter. You just have to find the one
that fits your playstyle. Some players prefer aggressive tactics. Others rely on stealth. Both can
work if you commit to the approach and understand its risks.

In the end, a zero deaths house of ashes run is a testament to your dedication. It is not for
everyone. But if you love horror games and enjoy testing your skills, it is one of the most
rewarding challenges the genre has to offer. Take your time, learn the systems, and do not give
up. The perfect run is waiting for you.


