Pajama Sam 2: Thunder and Lightning aren't so Frightening

Pajama Sam is back!  This time to help vanquish the scary denizens of the dark and stormy night.  The game begins with Sam watching his favorite cartoon, Pajama Man, and putting together a jigsaw puzzle.  A huge booming clap of thunder startles Sam so much he flings puzzle pieces everywhere!  He decides it's time to confront the weather makers and become Pajama Sam, intrepid foe of childhood fears.  

He needs to find his cape first, then "storm" the weather factory and make them knock off all that loud scary stuff. When Sam first arrives at the weather factory he accidentally causes a small disaster in the control room which disables the weather machines, but true to form he vows to put things right!  And he just might find all the puzzle pieces he lost too.  

Help Topics

World Wide Weather 
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Need Some Game Hints? 

What are Mini-Games? 

Saving, Loading and Quitting the Game 

The Screens
Once Sam decides he's going to check out the weather making situation, and make his complaint known, he must climb the ladder to his attic and beyond, into the clouds…

Outside World Wide Weather

Factory View:  

Once Sam reaches the top of the ladder to the attic he can see the buildings of World Wide Weather.  But, he can't get past the front gate so he'll need to find another way in.  There's a forklift moving crates from outside the factory through the front gate, perhaps Sam can catch a lift with him.

Entry to WWW:  

There are two entrances to the weather factory inside the front gate.  One goes to the main offices and factories, the other to the warehouse --which includes shipping and receiving, the mailroom, basement and rooftop, and requires Sam to walk through the hail room.


Lobby:  

This is the entrance to the offices, control room and factories of World Wide Weather.  Sam will meet the courtesy phone and find the ID processor here.  The waiting area for the main offices is up the stairs, the control room and factory are through the door on the left.  

Control Room:  

The nerve center of World Wide Weather.  Thunder and Lightning control all the operations of the factory here.  The door to the left leads to the separate weather machines.

These are the places Sam will visit on his search for missing machine parts.  Remember to click on everything you see.  You never know when an item might be a clue!

View of the factory floor.  

From here you can see all the machines which create the very weather Sam has come to complain about.  What an amazing place!

Rain/Sun:  

A catwalk runs between the rain and sun areas, the center path leads to the wind/snow junction and the path in the foreground leads back to the control room.  Keep your eyes open you may find puzzle pieces floating on a cloud!

Wind/Snow:  

Another catwalk runs between the wind and snow areas, the center path leads to the test room and the foreground path leads back to the rain/sun junction.

Test Room:  

A lab where you can experiment with combining different types of weather.  You can grow things in the chamber, make rainbows, etc.  Click on the control panel next to the steps to see how it works.

Snowflake maker:  

This is where snowflakes are shaped individually from cubes of ice.  Normally, the Snowflake Inspector would be controlling the uniqueness analysis, but since he's disappeared his supervisor, Langston, is checking the snowflakes manually.

Shrink Ray:  Snowflakes are shrunk down to size here. 

Radar:  This is where the sun's rays are collected and liquefied for canning.


Grate:  

There's a small drainage grate in the floor on the platform next to the U.V. filter.  

Canning:  

The liquified sun rays are canned for shipping here.  It's located directly beneath the U.V. filter, which is under the radar collection dish.

H2O Tanks:  

Large tanks of H2 and O combine to make water here.  But a piece of the machine is missing so it's not working.

Big Mixing Tank:  

Beneath the H2 and O tanks, the water flows into a huge mixer and then through a spigot into bottles.  


Packing area:  This is where the bottles of water are packed for shipping.


Fan:  This is the big wind generating fan.  It's pointing at a funnel below which captures the wind.

Funnel:  

The big funnel catches the wind from the fan and puts it into jars.  The controls for the fan are at the base of the funnel.

Lockers:  

This is where the factory employees of World Wide Weather store their things when they start their shift.  

Warehouse Area


Hailroom:  

The first room in the warehouse is where they store the hail.  Sam needs to go through here to get to the rest of the warehouse.  

Warehouse:  

The ground floor of the warehouse is next to the hail room.  The elevator to the other floors of the warehouse is on the right.  One of the crates here could make a good hiding place.

Elevator:  The elevator goes to:

3: Rooftop

2: Mail room

1: Warehouse 

B: Basement

Basement:  
All sorts of boxes are stacked down here.  There's also a broken crate of something here which just may come in handy.

Mailroom:  
A small, cluttered office where you'll find the computer used for keeping track of things in the Shipping and Receiving area in the basement.

Rooftop:  A nice place for a break and some fresh air.  The lookout glasses provide a little fun too.

Office Area


Reception:  

The waiting area outside the executive offices of World Wide Weather is guarded ably by the main receptionist.  He won't let Sam past without an appointment.  

Hallway:  

The long hallway leads to the offices, board room, supply room, lunchroom and executive washroom.  Depending on the game path the office of the V.P. may not appear.  

Executive Washroom:  

The executive washroom is a very fancy place indeed.  Unfortunately, the key isn't available to just anyone.

Lunchroom:  

A nice place for lunch with a vending machine , water cooler, trash can, and more.

Supply Room:  

A tiny room, where the supply clerk provides office supplies, but only after receiving the correct forms.  He's got some other interesting things on the shelves too. 

Board Room:  
A fancy room where the members of the board meet to discuss important things.  The key to the Executive Washroom is here sometimes, but Sam won't be able to use it without answering some questions first.

Personnel:  
The personnel clerk has a file cabinet full of personnel records but Sam can't get to them.  How will he find Foster Boondoggle's birth date?

Vice President's office:  

The outer office of the V.P. in charge of Paper Clips and Rubber Bands is occupied by his secretary and her pet-rock paperweight.  Depending on the game path this office may not appear.


Clipboard:  

When Sam tripped and fell against the control panel he caused some minor damage to each of the weather machines.  He's trying to be helpful by finding the missing machine parts and returning them to the machines where they belong. 

Thunder and Lightening give Sam a clipboard with a list of the parts he's looking for.  There's an outline of each part on the list, as well as a picture of the machine it belongs on, and as Sam finds them the parts fill in.  

Automated Snowflake Inspector:  

A mechanical device whose job it is to inspect each snowflake for uniqueness.  He feels as though the hard work he does goes unappreciated (his supervisor, Langston, gets all the credit) and he runs away when he gets to feeling bad about it.  This happens so often that there is a special piece of equipment designed solely to track him down.  


Velocimomometer ("Velo"):  
The part of the Wind Machine which monitors and controls fan speed.  Velo is meek and gets lost easily.  He's wandered off the factory floor and Sam needs to find him soon!

Wingnut:  
A tiny wingnut who's part of the Sun Machine, attaching the alignment bar to the solar collection dish.  He's a bit of a loudmouth and thinks the Sun machine couldn't possibly run without him, which is partly true.

Y-Pipe:  
A Y-shaped piece of pipe through which two parts hydrogen and one part oxygen are combined in the Rain Machine to make water.  Without the Y-pipe there won't be any rain and without rain there won't be any plants so Sam needs to find him quickly. 

Characters

Sam will meet some or all of these characters while searching for the missing machine parts.  Some of them are helpful and others, well, others need a little help themselves! Depending on the path you're playing you may not see some of these characters or you may not need to interact with some of them in order to solve the game.

Board Members:  

Their names are Larch, Birch and Splinter and they used to work in the Land of Darkness, but found better jobs at World Wide Weather.  They're working on questions for the Employee Quiz.  

The Carrot:  

He has infiltrated World Wide Weather to expose their shameless exploitation of workers.  He has no particular evidence of exploitation, he simply assumes that such things are inevitable in companies of any significant size or success.  He's undercover and needs help getting around.

Chairman of the Board:  

He's leading the board members in some important strategizing… thinking up questions for the Employee Quiz.  

Courtesy Phone:  

The phone in the front entryway of World Wide Weather is courteous to a fault.  He's very useful when Sam needs to get through to the executive offices.

George Someone, Personnel Manager:  

Mr. Someone thinks that apples are the supreme example of perfection in the universe.  He may be right but Sam needs some information from him and won't get it until he satisfies Mr. Someone's apple craving.

Langston:  
A dapper snowman with a meticulous fashion sense.  He dresses in very bright colors but insists that things match one another.  He's not happy that his nose doesn't always seem to match, or that his employee the Snowflake Inspector has disappeared.

Mother Nature:  

The President and CEO of World Wide Weather, the Big Boss.  She's on vacation but knows when something's up!

Receptionist:  

He's the keeper of the executive office waiting area and he won't let Sam in without an appointment.

Rock:  
A paperweight with the behavior of a frisky little dog.  You may recognize him from the first Pajama Sam title.

Rhoda Dendron - The Secretary to the V.P. of Paper Clips and Rubber Bands: 

She's a gum-chewing, nail-filing assistant who's not real interested in Sam's mission and won't let him place the blank supply form in the In box.  Sam will have to be tricky here.

Supply Clerk:  

A frightened guy, he's deathly afraid he'll get in trouble if he breaks any of the rules.  Especially the one about not giving out supplies without the correct form.  

Thunder & Lightning:  

Sisters who run the controls at World Wide Weather.  Lightning is the nervous type, runs hot and cold and freaks out at the drop of a hat.  Thunder is calmer, bookish and thoughtful, but very loud when she wants to be.

Vacuum:  
A vacuum cleaner with the personality of a big floppy dog.  He munches up dirt and dust like there's no tomorrow.


Items to Search For

While searching for the missing machine parts Sam will have to find and use other items to help him.  He'll be looking for some of the things below depending on the game path you're on.

Apple - George Someone, the Personnel Manager, loves apples and may be craving one right now.  

Apple Core -  The seeds in this core might be useful.

Appointment Number - Everyone at World Wide Weather must dial the number on this memo (found in the control room) to make an appointment, otherwise they're not getting past the receptionist!

Banana - This banana might come in handy if it matches Langston's ensemble.


Birthday Combination - Foster Boondoggle's birthday may be the key to the combination lock on his locker.

Bottle - Wingnut may have to spend a little time in this bottle if Sam finds him in the water mixer.  Once Sam figures out a way to get the bottle open he can take Wingnut back where he belongs.

Can of Earthquake - Wow, what a mover and shaker this is!

Can of Sunshine - SID could sure use a dose of this pure energy to get him back on track.

Can/Bottle Opener - This should come in handy for opening cans and bottles.

Carrot - He's infiltrated WWW to check out the situation for the employees and he's undercover as Langston's nose!

Cheese Snacks - These are Sam's favorites so maybe someone else would like them too.

Coins - These will work in the vending machine in the lunchroom.

Crank - This crank would be useful for turning something big.  Hmm, wonder if Sam might need it?

Crowbar - What a convenient tool to have around for opening things.

Cucumber - This cucumber might come in handy if it matches Langston's ensemble.

Eggplant - This eggplant might prove to be useful if it matches Langston's ensemble.

Hardhat - The hail room is a hard hat area so Sam should have one of these.

ID Card - Foster Boondoggle sure is absent minded sometimes!  He's left his ID card on a table but maybe Sam can return it to someone in WWW.

Key to Executive Washroom - Sam can't use it until he becomes a Member of the Board and he'll need to answer some questions to do that!

Ribbon - Employee of the Month ribbons.  What a nice way to recognize an employee's hard work.  The supply clerk has a thousand of them!

Rubber Band - Sam will need one of these to fix the water mixer.  But he'll need to get a supply form signed before the clerk will give him one.

Potting Soil - Hmmm, this seems to be in the right place but could Sam use it elsewhere?

SID (Snowflake Inspector Detector) - Sid's out of energy when he first meets Sam but as soon as he's revived he sure is helpful finding the Snowflake Inspector.

Supply Form - This is form P-76/Z.  It must be signed before the supply clerk will provide any office supplies.

These game hints 

are meant to help you out if you're completely stuck and just can't seem to figure out what to do next or how to use something you may have picked up.  We think it takes some of the fun out of the game to know all the answers but we realize it can be frustrating when you're high and dry!

We've tried to give you enough information to send you on your way in some instances and in others (because some of the puzzles are so complex) we've given you a virtual step-by-step walk-through.  We've left information out though, since we want you to discover some things for yourself!

Game Paths

As with most Humongous Entertainment Junior Adventures there is a random element to Pajama Sam in Thunder and Lightning Aren't So Frightening.  This means you will play the game once through to the end and the next time you visit you'll have a different puzzle to solve!  We call these game paths. 

The game path will be randomly determined when the game begins, but this won't change until you've played the game to its conclusion.  Depending on which path you're playing some of the puzzles will not be available, so some of the locations, items, clues, etc. will not appear or may not be of use to Sam.  Remember to explore everywhere and just keep clicking on everything you see!

No matter what path you're playing in T&L Sam needs to find the same four machine parts but the items he needs to use or the characters he needs to interact with will change.

Automated Snowflake Inspector:  To find the Inspector you'll first need to find SID, the Snowflake Inspector Detector.  SID is fairly easy to find.  You'll stumble across him as you explore the weather factory.  But SID is out of energy and needs some pepping up!  Once you've recharged SID he'll tag along in the inventory at the bottom of the screen.

Click on him as you move around World Wide Weather and he'll give you clues to the Inspector's whereabouts.  When you're in the right place move SID around until his light beeps and you've found the Inspector!

Velocimomometer ("Velo"):  You should be looking for Velo's cord.  It's a little like a tail, sort of dragging behind him, wiggling now and then.

Wingnut:  To find Wingnut you'll have to be very observant.  One of the places he could be hiding won't be obvious and you'll have to click on everything to uncover him.  

Y-Pipe:  The Y-Pipe is a playful little fella but his playfulness has gotten him into a bit of trouble this time.  Although one of the spots he may be in is fairly visible the other is not.

Mini-games

Pajama Sam in T&L contains nine mini-games that provide loads of entertainment all by themselves.  While playing the mini-games isn't always necessary to finish the game they are a lot of fun, so give 'em a try!

1. Employee Quiz 

2. Courtesy Phone 

3. Grate Drain Maze 

4. Pajama Man Puzzle 

5. Rooftop Telescope 

6. Shipping and Receiving Computer 

7. Flaker Maker 

8. Test Room 

9. Weather Board 

Keys:

<S>
Save the game.  Press the 'S' -- cursor will turn into a snapshot of your game; 

move the snapshot to a slot and click the mouse button.  

Now type a name for your game and press Enter to return to the game.  

Or, click the large arrow in the corner of your screen to exit without saving.


<L>
Load a game. 'L' on keyboard and the Load Game screen will appear.  

Click a stored snapshot to return to the point at which you saved it.  

Click the large arrow in the corner of your screen to exit without loading.

NOTE:You can also Save and Load games from the Computer icon in the onscreen inventory.

<Spacebar>
Pauses the game, and opens the pause dialog box.  

To continue, just click the Play button.


<Alt><F4>
Quit the game.  Or press the Spacebar, then clicking the Quit button.


<Esc>
Fast-forward through the current cutscene.

<Period>
Like <Esc> but skips only the current character's -- not the entire scene.

<F1>
Displays on-line documentation.


<Shift><F5>
Toggles game between full-screen and window.


<Shift><F8>
Increase/decrease display if your resolution is 1280x1024 or higher.  

The Options Screen

Settings may be customized through the options dialog box, which is accessible at any time by pressing the Spacebar, then clicking the Options button.

Learn more about the options screen by clicking anywhere the hand appears.

Mouse pointer shapes:

Clear arrow = standard pointer -- mouse not pointing at an object that can be activated.

Solid arrow = standard pointer -- mouse pointing at an object that can be manipulated, or activated.

Large arrow == you can go in the indicated direction/ or exit from puzzle or mini-game. Click to send Sam there 

Sam's Inventory

Drag mouse to bottom of screen to see inventory: These are objects Sam has picked up during his adventure.  

To use an item, just click on it in the interface.  If it can be used in the current scene, the mouse pointer will change to a small representation of the item.  Now, click the pointer on an object or character in the current scene to use the two items together.

The puzzle box is where Sam stores the puzzle pieces he finds along the way.  Click on this to play with the pieces he's found. 

The clipboard has a list of the items Sam is looking for.  You can refer to this whenever you like by clicking on it.  

Computer icon -- control panel lets you: 

1. save a game, 

2. load a game, 

3. exit the game or 

4. play a mini-game, 

5. roll the credits or 

6. customize the game setup.  

Click Save: the Save game screen will appear and your cursor will become a small snapshot of the current game.  Click in one of the boxes to save the game and then type a name for it if you like.  To exit click the arrow in the upper 

corner.  

To Load a game, click on Load and then click on the game you want to play.  To exit the game click on Stop and then confirm the action.

Click Fun button: goes to the Weather Board mini-game.  

Choose your game piece and click on the spinner.  

Move a piece to the color indicated by the spinner and wait for the computer to take its turn.  

The object is to get all your pieces into the matching weather picture in the middle of the board.  For instance, if you pick the umbrellas you want to get them around the

board to the rain picture.

The Game Setup button will allow you to choose the game path you play.  You can choose a specific path, choose two or more paths for the computer to choose between or let the computer choose completely at random. 

Looking for Click Points

Sam's world is full of all sorts of objects which spring to life at your command.  Send them into action with a simple click of the mouse, then watch the fun and surprises unfold!

Try clicking objects more than once too.  Many click points have multiple actions associated with them so click several times. 

Also, keep your eye out for extras, like Sam singing his version of the song YMCA when he's got the hard hat on.  You'll have to wait a moment after he's put it on but you won't be sorry!
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