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The Town 
How do I get the coins from the tip hat? 
 
 It's dark and hazy in the bar. 
 
 Maybe if you swapped the black hat with a similar looking one. 
 
 Have you found the brown hat in the shack? 
 
 Put the brown hat on the stage, then you can take the black hat. 
 
Should I buy a beer from Doyle? 
 
 Eventually, yes. But you need the coins for something else first. 
 
 How do I get into the bank safe? 
 
 Maybe if you make a deposit. 
 
 There's a deposit slip in the garbage can in the bank. 
 
 You can use the coins in the black hat. 
 
 Show both to Mr. Johnson, he'll walk to the bank and open the safe. 
 

Notably, he won't remember to take the coins from you so you can use them again 
to buy your Jeer Beer from Doyle. 

 
The Mausoleum 
How do I get the key from Muscle Zombie? 
 
 Zombies can be easily hypnotized. 
 
 Have you gotten the brooch out of the safe? 
 
 It's almost hypnotizing. 
 

Give or show the brooch to Muscle Zombie. He'll be harmless, then, and you can 
take the key. 



 
 What's the deal with the statues under the mausoleum? 
 
 Have you seen similar statues anywhere else? 
 
 Don't go any further until you've drunk the Jeer Beer. 
 
 Turn the same two statues that are smiling at you in your vision. 
 
The Mansion 
How do I get in? 
 
 Have you been to the back door? 
 
 There's a trellis there. You can climb it and enter the window above. 
 

The trellis won't survive the maneuver, though. Once you leave the house you 
can't get back in. 

 
How do I get out? 
 
 The doors are impassable, and you can't get out the way you came in. 
 

You may have noticed there are cellar doors on the east side. Maybe you could 
get out that way. 

 
 There is a dumbwaiter shaft. It probably leads to the cellar. 
 
 Getting into the dumbwaiter itself doesn't seem to do anything. 
 
 Maybe you could get on TOP of the dumbwaiter. 
 
 Don't continue unless you've found the bolt cutters. 
 
 There's an attic but the entrance is hidden. 
 
 Seems like haunted houses usually have a hidden room behind a bookcase. Have you 
 seen one? 
 
 Does the big hook on the wall in the study seem a bit conspicuous? Pull it. 
 
 Before you leave, don't forget to get the deed to the mansion out of the desk. 
 
Ok, I found the attic and the top of the dumbwaiter shaft. But, again, how do I get out? 
 
 What happens if you cut the dumbwaiter cable? 
 
 You reach the cellar, but you don't survive. 
 
 Maybe if you added some cushioning? 
 
 The big down mattress is soft and bulky. 
 



Put it in the dumbwaiter or drop it into the bottom of the shaft from the 
kitchen. Then stand on the roof of the dumbwaiter cab in the attic and cut the 
cable with the bolt cutters. You'll crash into the cellar, but the mattress will 
give you just enough cushioning to survive unscathed. 

 
 
The Midway 
What do I do with the Ferris wheel? 
 
 You could ride it, assuming you could get it to work. 
 
 Have you climbed up into the scaffolding? 
 

After you pull the metal flap out of the way (twice) you'll find a metal peg 
sticking out. 

 
 You should hammer it back in (again, twice) 
 
 Midway Zombie will reward you for your efforts. 
 
The Hedge Maze 
Ugh. Really? A maze? 
 
 Mazes are the worst. 
 
 They're a classic hallmark of a lazy game designer. 
 
 This isn't really a maze, though. 
 

You can map it if you'd like. But you'll find out that there's no way to reach the 
center of the maze. 

 
Better yet, using the hedge trimmers in the gazebo, you can just brute force 
your way into the center. 

 
You can simply cut your way in (i.e. "cut north/south/east/west wall with 
hedge trimmers"). 

 
Starting inside the maze entrance, do this twice heading north and you'll find 
yourself in the center. 

 
Ok. I've met Velma, a bizarre mermaid skeleton, in the maze. She doesn't seem thrilled to 
see me. 
 
 Have you found anything a mermaid might like? 
 
 She seems to like shells. 
 

Show her the shell you got from Midway Zombie. She'll give you something in 
return. 

 
 



The Garden 
How do I deal with the topiary monster? 
 
 You could try attacking him. 
 
 You could have at him with the hedge trimmers. 
 
 But you can't get past him on your own. 
 
 You will meet someone who can help you get by him. 
 
 See the section about Kevin below. 
 
The Cabin 
Help! I was ambushed and strange rituals were performed on me. Now, I'm locked in a 
cell. 
 
 You can't avoid it. 
 
 There's not much you can do in the cell. But you can reach a laser pointer. 
 

You'll need to take the pointer before Ulysses Renfro notices it sitting there 
and takes it. 

 
 Have you tried examining the mattress? 
 
 If you pull it away from the wall, you'll find a hole. There's a dead mouse in a trap 
 inside. 
 
Now there's a cat here? 
 
 You've seen cat videos, right? 
 
 Cats love to chase the dot of light from a laser pointer. 
 
 Point the laser at the key. 
 
 The cat will knock the key off the hook and bring it into the cell. 
 
 He won't drop it or let you have it, though. 
 
 Drop the dead mouse and he'll drop the key. 
 

As you leave, make sure you take the bolt cutters and gather up all your 
possessions. Once you leave the cabin you can't get back in. 

 
The Cemetery 
Am I supposed to do something with the grave? 
 
 There's a helpful ghost sitting on the grave. 
 
 You won't be able to see him until you get the spirit goggles out of the attic. 
 



He was a hunter in life. He can tell you all kinds of useful information about 
calling and luring alligators. 

 
He mentions a special alligator whistle which is probably still in his grave 
below. 

 
 But he won't let you paw through his grave for free. 
 
 Have you seen anything that a hunter might be interested in? 
 
 Don't continue until you've found the rifle in the mansion atrium. 
 
 It has his initials, and he seems quite attached to it. 
 

Give him the rifle and he'll give you his blessing to dig around in his grave 
(using the shovel from the stables.) 

 
 Eventually, you'll dig up an alligator whistle. 
 
The Waterways 
I immediately die if I swim in the surrounding waters. 
 
 Yes. Yes, you do. 
 
 How do I get the wooden mallet floating on the lake? 
 
 You already know you can't swim after it yourself. 
 
 Don't continue until you've been given the magic swim cap by Velma. 
 
 It seems to let you walk on water. 
 
 You could use that to get the mallet. 
 
 But there's also a steamboat offshore that you may need to get to. 
 
 Have you met anyone who might get the mallet for you? 
 
 See the section below about Kevin. 
 
 How do I get to the steamboat? 
 
 The magic swim cap will work nicely. 
 

But beware. The magic ends, and the swim cap disappears as soon as you take it 
off or step out of the water.  

 
Kevin! 
You need the little sentient statue's help in three ways. 
 

1. While walking around he will at some point randomly supply you with a 
lighter. 

 



2. He will talk to and reason with the topiary monster, allowing you to pass. 
 

3. He will fetch the wooden mallet floating in the lake for you if you point to 
it. 

 
Tiny 
Is it possible to call him? 
 
 Blow the gator whistle and wait. 
 
 This will work from either of the Lake View locations, the Riverbank, or on the 
 steamboat. 
 

It also may work from the top deck of the steamboat but only if the deck has 
somehow been brought down to water level. 

 
 What do I do with the gator nip? 
 
 Tiny will enthusiastically seek it out. 
 
 Don't have it on you after you call him with the whistle. 
 
Dr. Ulysses Renfro 
Who is he? 
 
 He's the bad guy. He and his henchman are turning people into zombies and using 
 them for nefarious purposes. 
 
 He also appears to be an expert on the occult and voodoo magic. 
 
The Steamboat 
How do I get on the boat? 
 

If you're wearing the magic swim cap you can simply walk south from the 
riverbank. 

 
It's a one-way trip, though. Once you leave the water the swim cap will 
disappear. 

  
Where are the bad guys? 
 Ulysses Renfro is in the washroom of his cabin on the second deck. 
 
  His henchman Albrecht and Lafayette Gentry are lurking around. 
 
 What's the significance of the smoking jacket? 
 

Tiny will seek out and home in on the gator nip. If only you could get him to 
target Renfro. 

 
 Put the gator nip in the smoking jacket while Renfro is in the washroom. 
 

Then hide behind the decorative screen. Renfro will come out, put on the jacket 
and go upstairs to join the others. 



 
The bad guys are up on the top deck. How do I get Tiny all the way up there? 
  

You can't. But you can bring the top deck down to Tiny. 
 
 Did you find the dynamite in the grotto? 
 
 Maybe you could use that to partially sink the boat. 
 

Put it in the right spot and light the fuse using the lighter you got from 
Kevin. 

 
If the explosion isn't contained, though, it'll either blow you up with it or kill 
you with shrapnel and debris. 

 
Inside the boiler on the lower deck is the perfect spot. Make sure  you close 
the hatch after you light the fuse or the blast will just dissipate 
ineffectually. 

  
 Once the boat starts to sink, head to the rowboat off the port deck. 
 

Once the boat sinks, blow the gator whistle. After a short wait, tiny will come 
barreling in. If you've successfully planted the gator nip on Renfro, Tiny will 
target him like a missile, and you've won! 


