Darrel]l Upchurch

[ - THE GARDENS

o [Kill the guy with veur bare hands and take his theompsen, the clip and
the vials

°o Run down the alley to the big statue off the anchor, push it and enter
the gardens. If vou make your meve fast enoudh, vou should be able e
aveld the thempson quyss

c There s someone [ust behind that corner Kill him frem the corner and
taks the picture.

o Turn rlght, get rid of the theompsen guy, take the clip and the vial. Go
where that guy came fromni,

c Take fthe rope, remember you saw & DIAMOND card.

° Go back where vou found the picture, walk o the crossroad. When vou'll
walk past the crossroad, ancther "hey you”™ will appear [Fill him with
lead and take fhe way o the top of fhe SCre@n,

°c Now that gquy is a real pain. Dont let him close on you, Stick to the
left wall and {fre vour thompseon &t hinn. If you Kill hir now, he wont
bother you again. ( that's the case of most of the bad guys in the
aardens, they sometimes track vou even if vou never “met” them). Go fhe
dead end and taks the cliv.

°c Go back to the crossreoad and ge to fhe botiom of the screen, There will
be anether tough quy in trench coat. Kill him and continUe YoOUr Wa)
untl] veou find the arapplin. Another "hey vou” will appear [f vou're
not fond of killing, step on the diamond card. If vou intend o step on
another card, well, save frst.

1= THE CAVE

o Go stralght forward and get rfid of that grecn guvs
° Go taks the vial and forget about the ladder for how. Go to the other
part of the cavae.




o Push the chest to make the altar raise. Watch outt fott the ghost]! Doni
worry, he's thempsonable, Take the pirate’s saber

o If vou have some "friends” walting for you &t the entrance (place with
4 cards on the ground), It would be a geod idea o use the mettalic
lack on the altar so yvou can escape via the ether trap. If not, forqet
about the lack and get out of fthe cavas.

100 = THE GARDENS AGAIN

o [f beth cases, yvou sheuld make your way e a 3-ways ihtesection. Go in
the L-path, be scared by the demenic face and turn left. Shoot the Fait
12=gauce wielding gangster and proceed. (net turning will get you baeck
near the crossroad, Jeez, You're so curious, trust me a [ittle moral).

°o Cutt the weaving branches with vour saber and SAVE! Seea that [ittle
brown spot behind the treas? That's Shorty Leg and he's quite tough o
kill, Best way o kill him is to hide behind the statue and use
evervihing vou've got, especially the revelver Dont Wworry about
spending all vour amme. Just kill himms

o Taks Hhe vial and use the grapplin. Use the grapplin again o maks the
statue’s arm move anhd eniten

IV = THE BASEMENT

c Darni No more weapons! Take everything yvou see (a nickel, a crank and &
paper bag).

c You can cry en Stryker's corpse if vou want but take his notes and the
pipe=pilck. (sorry, cant remember the rHght Wword fFor it noWss.). Pushing
Stryker offf the cliiff seems a bad idea but | never did it. Lemme now fif
it changes seomething later in the @ai@sss2)

° o open the locked door You heed to use the paper under the door then
the plick. You'll get the kev and vou'll get inside.

c There are two ways e get rid of that sitting quy : The "nica™ wa
Get behind the barrel, iust beside the lever Use the paper bag twice,
walt untll the guy reises T his feet and push the lever The "direct”
ways Tease {the quy, faht with himn and try o make him fall €he
@Il

c Take the shetaun, the book and the vial, Go riaht behind the
grandifather clock and use the crank to epen the Secret PaAsSsSar@, o
there and take the shotgun shells.

° o get rid of Musicman, just tear his pack( the paper you used to et
the kev), Dent foraet to take the hook,

o As you might hear now, there s some heavy shooting nearbv. Take the
beater and go te the deoor, DONT GO UPSTAIRS YETIIL

o o Kill those twe auys, stay in the deerway sheot the frst auy, ao
backward and walt for the ether quy te show up.

c These two guys were sheoting at some rotatine cards. Try e allan 4
diamonds to epen the deoor 90 degrees rotaltions are possible, you justt
have te be well positionead.

o [Kill that guy and get inte the cellar Get the vial (I never found amn
use to the whiskey bottle. HINT: save before drinking). Use the nickel
in the slot maching to get two tokens. You might alse taka the book in
the back of the Frooms




o Retyrn o the shootting gallery. Kill that guy and taks the bag. You can
alse try to get the bag w/e werryineg about the quy because he's so
drunk but he miqght shows up & while later..

° Open the bag and put on the Santa sult,. Okay, vou look silly, but aft
least that [Ittle pest upstalirs wont alarm EVErvon@s,

V = THE FHOUSE

c Turn right and make yeur way te the kitchen, Watch eut for the statual
Tiry 50 walk near the doonk

c In the kitchen, take the fFrving pan and get near the eges. Listen te
what =Bone tells yvou and et ready to fiaht himm. The pan is the best
wespon because it will block incoming darts.

° Take the wineg from the stove and the poison beside the dumbwalter Use
the polisen with the wine,

°c Get near the deoor In frent of the statue and drop Vour specizl wines
Wait for results,

o 3ig Evil Hint s To et rid of that littlle pest walking down the hall
and o remove any danger from the statue, walt until that [iEle fellow
walks betore the statue and start running te trgeer the trident. Duck
in the Kitchen and walt for result, Voilal

° Go through the deoor you opehed with the wine and use your twe tokens in
the luke-box in front of the statue., The golden token will make &
doublon appear and the wooden token will open the deoor

c Get In tThe new reeom and take all the war material (bulletproof
vest,clip, Thompsoem).

°c Neow g® [ust beside the statue with the trident and take the crown, Now
o upstairs. (I know, § know, there are sl two doors left closed,

Moere on then 18ter).

o [Kill that lavuahing zembie first. Best way to deo it is too close on him
and punch, close again, punch, ete, He'll always miss you with his eumn
and you wont have any problems getting rid of himm (Tt will take some
time though). Open the deor and get in the hall. Open the deor in the
middle hall.

o The guy will throw a derrfihger Takse it and use It quick, Taks the
sword, There are a scroll and a book te find in the beoekshelf, Get back
in the hall and epen the nearest deor (the other door &t the end of the
hall is the bathroem, ne heed to ge thera).

o The two ghest arms are protecting the other half of the scroll. It Is
not required te get the scroll but strengly suggested f vou want o
selve the next puzzle by yvourselt. Use the swerd to Kill the arms, sta
right beside the window, hack, get back, hack agaln and S© GR.

o CHESS AND MAGIK (the riddle) s Use the crown on the white statue, Go in
the magic room and take the amulet. (the door In the magic room s
another bathroom).

o Two things o take, a vial and & note. Open the deoor and go immedistel
to the left and take the thompseon with the clip. Stay riaht where you
are and get ready te thompsen two baddies. If vou still have yeur
bulletproof vest, there s no preblenn, otherwise, try te make the
gangster fire on the karateka, (remember to USE you bulletproof vest
thewelh)

o Taks {the grenade and the key. Dont open fhe door vet,. Get in the open
room and use the doublon in the jack-in-the=box., Taks the pPomMpPen.

c Now open the deor and get inside the room. The only way te aet rid of




tthe clown s o threow the pempen threoudgh the archway. The righit
position is difficult te find. Lat the clown ge after the pompoen and
use the grenade in the chimnev. SAVIEI, Go down,

c The grenade Killed two of the baddies but there are still & lot of
people down here. The best way to Kill then all is to get out as fast
as you can aned wait for them in the kitchen or the lebby. Slash thenm
when they ge through the deern The beater s one of the belt weapon
becayse It's so fast: You could try the Sants sult adain but i°'m hoft
sure it will work, If someone find an easy way, et me KnoWs.s

o Taks he red ball from the christmas ree and go upstalrs again in the
o] FreOM;

c Use the ball on the big box with holes, Use Hhe key on fhe door aned o
Inside, Walt for result and dent paniec.

o Listen to what Jack tells vou and when he's done, use the hook to et
out of heres,

c You can trv anvithing vou want but veu'll always get capltured O
Elizabeth. The wisest thing to do s to ge downstairs and walk toward
the Kitchens,

Wi - THE CUTE PART 3 PLAY AS GRACE SAUNDERSEEE

o I you havent ngured out that you're now Grace, well...First dhing to
do s te trv all these cute moves (na ana ana ana). Now push the plank
S0 you can get out. Go near the parret, take the seeds, the sandwich
and the pepper Give The seeds to the parrot if vou want a clua,

o Get outt of the room and IMMEDRIATELY ge e veour lef Hide in the small
niche until the pirete stops walking. Go back to the ladder as fast as

©U CAMN, the wavy, it's the ladder at the end of the hall, not the

middle ene. You dont have much tine until the pirate starts chasing you

agalin so make it quick,

°c Dont tease that pirate and climb the other ladden

°c New vou're goine to play hide and seek with the crew. You must find &
saffe way to the open hatch witheut anvone neticing vou., Go behind the
sittineg auwv. Make your way te the edage of the ship and et behind the
boxes. the way, for s cute moment, try to fall inte the Start trap.
Before golng dewn, take the Aint&steel on the decks

mmmmmmmmmmmmmm

| Boxes | [ Bnd
[
[
Mast | X Mast

[ X
| X
|

[l [ Boxes

Star:

c Take the small cannenirom the chest, the vase from the shelf and the
stick next to the beds,

° Now, positdon Yoursalf Hght In front of the dook put down The cannen,
use the pepper on the cannen. TThrow the vase, walt untll the pirate




comes close and use the Aint&steel on the cannon. Thke the bell and
et out the reoms.

° Go through the deor in front of you, Take the chicken's foot get near
the blue plate, ring the bell and get inside the dumbwalter Take Ehe
ke

°c Use the key on the locker in the Kitchen and get the molasse and the
freezer, When vou'll try to get eut of the kitkchen, vou'll hear &
famillar "hey voul™, Get back in the kitchen and use the freezer In the
doorwavs

°c Go upstalirs and do the same thing with the meolassa. Go o the peel
reen. Get the token If vou want (havent the sliahitiest ldea of what o
do with ). Go Inte the room with the cell and use the stick behind
the desk with the broken plate in the corner of the reom. You'll fnd
the key and ancther book,

o The deor to the chamber and madgic room wWill now open. Get into the
maalic room and use fhe stick on the plate, Get back in the kitchen and
hope you placed the ice at the right spot. Go next to the dumbwaiter
and ring the bell again.

° Captured agdaimass.

Wil = BACK AS CARNBY & THE REVENGE]

o Get the key to free vourself and Kkill that pirate with vour bare hands.
Taks the the sword, use it and follow Grace outside. Dont werry If vou
lose rack of Grace, Kill anvihing vou encovunter

o The guy outside will leave the fuse behind, Get it and go through the
door in front of vou. Kill the two guys and get: the fire-iron and the
pliers as well as the key in the corner of the roonm., Get oult,

° Go through the deor next te the niche where Graca hid, kil the guy and
take all his stufff (qun amme.chainmail.vial,aun).

o Push the barrel to the left and get the chalnmail.

°c Go throuagh the deor at the end of the hallwayv, close eon the pistel
pirate with your swerd, take the amme and the vial. Dent let anvene get
in veur way te the locked deoor on that deck, Use the key o get inside.

c You're in the qunpowder room. think ftwice before frine your gun. Use
the sword te kil the swordmaster, get the book and the gunpowder
barrel. Get on the upper decks

c Open all the doors you camn, there are twe rooms you can cnten A
sleeping room (dont stay Inside too long because you dont Want to wake
those pirates) and & room with @ cannen. Kill the guy sleeping next to
the cannon and use the pliers o free the cannon. Now PUSH {fhe cannon
o the left (this move is difdcult, the right pesition is hard to
ind). Drop the barrel anywhere in the sleepineg room( Carnby always
places the barrel next to the wall).

o Use the fuse on the cannon and use the fre-iron for & nice sShoWs...

° Go Inte whalt's left of the sleeping reom. Take the vial and the geld
pleces,

o Use the geld pleces near the locked doors and kil fthe two dwarves, Go
where they came from, take the vial,. Go Kill the cook behind the door
taks the metallic diamond card and use it on the last locked door

c Enter and fall (agalin) under Elizabeth’'s spa@lls..




Wil - GRACE AGAINS

o And Grace saves the davk..Use the stick on the statue, et Intoe the
reoeon and use the chicken's foot, @ Bye [Elizabelthl

12X = BACK AS CARNEBY 3 THE ENDY

o [Firs, FLEE! that ghest Is way teo feouah for vou. Climb the ladder to
get on the main deck,

o Kill evervone on the bridge. Get the hook and climb up the mast. Walt
for the guy, hit him eohece with your sword o maks him f&il. Use the
hook on the rope. Kill the karateka. ump down and take Nichol's sword.

o Free Grace with the pliers. Run to the cannens o stop the fuse. Now
kill One=Eve Jack] bont foraet to use Nichol's sword and watch out: for
faks deaths!

°c Guess what? THE ENDI




