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For Pajama Sam in No Need to Hide when it’s Dark Outside, press….

Pajama Sam Darkness Main Menu  “MainMenu.wav”

For help finding or retrieving the Oars, press 1 (Go to 2.1.1)

For help attaining the Mask from the Room of Dancing Furniture, press 2 (go to 3)

For help locating the Magnet, press 3 (Go to 5.1)

For the locations of the objects Sam needs to transform into Pajama Sam, press 4 (Go to 1)

For help getting the Lunchbox, press 5 (Go to 2)

For help with retrieving the Nail, press 6 (Go to 4)

For assistance answering the “Water Meter” question at the Doors of Knowledge, press 7 (Go to 7)

For information on how to get all of these answers from the Help section on your game disc, press 8 (Go to 8)

If the help you need was not listed, please check out the Pajama Sam Hints document, available at www.atarisupport.com. 

To return to the previous menu, press the star (*) key.  (Go to Previous Menu)

1 Locations “1.wav”

Sam needs to find three items before he can transform himself into Pajama Sam - the world's youngest superhero. These are the lunchbox, the mask, and the flashlight. The lunchbox may be found under the water in an underground cavern, or sitting next to a wishing well.  The mask will either be stuck under a piece of furniture in Darkness' house, or the Carrot Freedom Fighter may be using it to conceal his identity. For the Flashlight, check the old riverside shack, or the boarded-up mine shaft

For help getting the Lunchbox, press 1 (Go to 2)

For help getting the mask from the Room of Dancing Furniture, press 2 (Go to 3)

If this information helped to answer your question, press 3. (Go to End Call Message)

If the help you need was not listed, please check out the Pajama Sam Hints document, available at www.atarisupport.com.

To return to the previous menu, press the star (*) key.  (Go to Previous Menu)

2 Lunchbox Menu “2.wav”

If the Lunchbox is in the Underwater Cavern, press 1 (Go to 5)

If the Lunchbox is by the Wishing Well, press 2 (Go to 2.1)

To return to the previous menu, press the star (*) key.  (Go to Previous Menu)

2.1 Wishing Well “2.1.wav”

Sam needs the Oars to get the Lunchbox from the Wishing Well. Once you have the Oars, ride Otto past the riverside shack and to the screen where you can see the Bucket going up and down. Click the Oars on Otto to climb the small waterfall and click on the up arrow to go up the Well, where you can find the Lunchbox.

If you need help finding or grabbing the Oars, press 1 (Go to 2.1.1)

If this information helped to answer your question, press 2. (Go to End Call Message)

If the help you need was not listed, please check out the Pajama Sam Hints document, available at www.atarisupport.com.
To return to the previous menu, press the star (*) key.  (Go to Previous Menu)

2.1.1 Oars “2.1.1.wav”

Go into the treehouse and through the Doors of Knowledge. Go into the Music Room and climb on the piano bench, then click on the chandelier. To make Sam swing wide enough to reach the oars you need to use your mouse and click on either side of Sam, further out each time. It’s just like pumping a swing with your legs. He'll start swinging wider and wider and eventually will get close enough to reach them.  At that point click on the oars and Sam will jump and grab them.

If you need help getting through the Doors of Knowledge, press 1 (Go to 7)

If this information helped to answer your question, press 2. (Go to End Call Message)

If the help you need was not listed, please check out the Pajama Sam Hints document, available at www.atarisupport.com.
To return to the previous menu, press the star (*) key.  (Go to Previous Menu)

3 Mask with Dancing Furniture “3.wav”

If the mask is in Darkness’ treehouse, it will be on the floor in the Dancing Furniture Room. The mask-like object on the lamp is a pair of sunglasses, not the mask. To get the mask, go into the kitchen and push the button to send the dumbwaiter down. Then go through the Doors of Knowledge. Go into the den, and go through the Secret Door behind the bookshelf. Go down the stairs and into the Lab. Click on the chair until it sits in front of the shelves, then pick up the blue formula. If the chair breaks, you'll have to use the hammer and nail to fix it before getting the blue vial. Click on the workbench and use the magic book to make an invisibility potion. Once Sam is invisible, you can ride the dumbwaiter back up to the kitchen, go to the living room, and retrieve Sam's mask. You'll need to hurry once Sam is invisible, since it only lasts for a limited time.

If you need help acquiring the Nail, press 1 (Go to 4)

For assistance with opening the Secret Door, press 2 (Go to 6)

For help passing through the Doors of Knowledge, press 3 (Go to 7)

If this information helped to answer your question, press 4. (Go to End Call Message)

If the help you need was not listed, please check out the Pajama Sam Hints document, available at www.atarisupport.com.
To return to the previous menu, press the star (*) key.  (Go to Previous Menu)

4 Nail & Magnet “4.wav”

The Nail is in a Pool of Lava near the Water Meter in the Mines. Sam will need the Magnet to retrieve the Nail from the Lava. The Magnet is on the back of the Secret Door in the Den in Darkness’ House.

If you need help obtaining the Magnet, press 1 (Go to 5.1)

If this information helped to answer your question, press 2. (Go to End Call Message)

If the help you need was not listed, please check out the Pajama Sam Hints document, available at www.atarisupport.com.
To return to the previous menu, press the star (*) key.  (Go to Previous Menu)

5 Lunchbox – Underwater Cavern “5.wav”

If the Lunchbox is in the Underwater Cavern, Sam will need a Magnet to retrieve it. The Magnet is on the back of the Secret Door in the Den in Darkness’ House. 

If you need help obtaining the Magnet, press 1 (Go to 5.1)

If this information helped to answer your question, press 2. (Go to End Call Message)

If the help you need was not listed, please check out the Pajama Sam Hints document, available at www.atarisupport.com.
To return to the previous menu, press the star (*) key.  (Go to Previous Menu)

5.1 Magnet “5.1.wav”

To get the magnet, go into Darkness’ treehouse. Then go through the Doors of Knowledge, into the den, and open the Secret Door behind the bookshelf.

When the Secret Door is Open, go down the stairs to the entrance to the mine. Hop on King the Mine Car and go back to the main mine entrance. Go back into the treehouse, through the Doors of Knowledge, and into the den. The magnet will be hanging on a hook on the back of the secret door, if Sam needs it in this game path.

If you need help opening the Secret Door, press 1 (Go to 6)

For help passing through the Doors of Knowledge, press 2 (Go to 7)

If this information helped to answer your question, press 3. (Go to End Call Message)

If the help you need was not listed, please check out the Pajama Sam Hints document, available at www.atarisupport.com.
To return to the previous menu, press the star (*) key.  (Go to Previous Menu)

6 Secret Door “6.wav”

Read the Book on the Pedestal. Figure out which color completes the rhyme: Red, Green, Blue, or Yellow. Push in only the Books that match the color clue. Now you can get through the Secret Door.

If this information helped to answer your question, press 1. (Go to End Call Message)

If the help you need was not listed, please check out the Pajama Sam Hints document, available at www.atarisupport.com.
To return to the previous menu, press the star (*) key.  (Go to Previous Menu)

7 Doors of Knowledge “7.wav”

To get the answer to the “Water Meter” question at the Doors of Knowledge, go out of the treehouse and into the mines. Click to the right and go one screen past the washing machine. The silver box on the wall is the water meter. Click on it to get the reading and go back to the Doors of Knowledge. Answer the water meter question and you’ve done it!

If this information helped to answer your question, press 1. (Go to End Call Message)

If the help you need was not listed, please check out the Pajama Sam Hints document, available at www.atarisupport.com.
To return to the previous menu, press the star (*) key.  (Go to Previous Menu)

8 General Tips “8.wav”

On a Windows PC, press the F1 key while playing to bring up the Help File, which should have all the information you need. On a Mac, you will need to bring up the readme file before starting the game.

Remember, there are several game paths in most Humongous Entertainment games. This is so that you can play many times without getting bored. It is important to remember that you will not need all the items in every game path.

If this information helped to answer your question, press 1. (Go to End Call Message)

If the help you need was not listed, please check out the Pajama Sam Hints document, available at www.atarisupport.com.
To return to the previous menu, press the star (*) key.  (Go to Previous Menu)

