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1- THE STORY LINE

Three mischievous goblins have to set out on a journey to search for a remedy for their
King ANGOULAFRE's iliness: he's gone raving mad' The only person who may be able
1o help him is the clever but cantankerous wizard NIAK, and it's your job to guide them
on their journey to find him.

OUPS, IGNATIUS and ASGARD, three inseparable, daring and humorous goblins
prepare to set off in search of the miracle cure.

Unfortunately the goblins have never left the comforting security of their kingdom before
and have heard all manner of territying tales about the characters and animals that live
beyond the boundaries of their land.

Here are some of the things rumoured about the QUTSIDE:

NIAK the wizard doesn't like noise and won't open his door o just anyone...at least not
unless they pay! Luckily he lives close to a diamond mine. In his absence his bad
tempered guard-dog RAGNAROK guards the door. Oddly enough, this strange dog is
fond of little birds.

NIAK grows carnivorous plants in his thatched cottage and here he hides his magic
potions and objects. It is said that his house has an underground passage where foul
spiders and vile zombies guard his much sought alter alchemic reasures.

Stories of SHADWIN'S reputation have also reached our ears. This extremely influential
oldrat has access to other worlds through doors in his lair. Heis strongly inclinedto help
those who work in the name, and cause, of Good and his words of advice are precious.
He lives under a field of carrots which provides his only food-source. However he sleeps
agreat deal andbeing as he is as deaf as a post it's extremely difficult to rouse him when
he is deep in his own mysterious thoughts.
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It appears that in a farlung country there exists a huge floating statue symbolising
Serenity, which destroys all Evil and regenerates Strength. GEMELLOR the two-
headed, fire-breathing dragon lives nearby. It's difficult to get close to him but his magic
flames have the power to consume even the strongest curses and magic spells.

Even further away in his run-down castle lives MELIAGANTE, a very, very sad giant. His
only pastime is reading the books that his librarian writes for him. However since he was
bitten by a werewolf, BARBONEK only writes very desolate stories in which he laments
the loss of his human condition. G MELIAGANTE has fallen into the deepest
depression. Itis said, however, thatin the ruins of the castle is hiddenthe Secret Weapan
which could destroy all evil powers...

2 - THE AIM OF THE GAME

The Goblins have to cross these sirange countries strewn with
plots that they have to overcome by helping each other and by
each one of them using his particular, special talents.

ASGARD is a warrior who only uses his fisls - he hits everything
in sight and is strong enough to pull himself up ropes and still
continue to fight.

IGNATIUS is a magician who can cast spells at a distance.
Unfortunately, he’s not always able to completely control
their effects.

QUPSisthetechnician of the group, who deliberately collects
and uses the various objects he comes across on the journey. His weak constitution
allows him to carry only one object at a time.

Each scene is an original mystery punctuated with riddles which you have to solve whilst
conserving as much of your energy as possible.

There is an energy quota for the group which is reduced with each incorrect action you
take. Amongst the things that take up your energy are:

+falls

* blows received

* shocks

*loss of useful objects
+incorrect usage of objects




BEWARE: Certain particularly inept acticns make you use up alot of energy and will send
you back to the beginning of the scene. Total loss of your energy quota will bring an end
10 the game (GAME OVER). You can either quit or recall the scene with the help of its
code, revealed as you complete each scene.

3 - INTERACTION

The three Goblins are on the screen together but are manipulated one at a time. The
head of the goblin appears in the crystal ball as soon as he is selected and then puts
himself in profile on the screen.

In order to change goblins either:

« press space bar,

* place cursor on crystal ball and press left mouse button or

* place cursor directly on chosen goblin and press left mouse button.

3.1 - The Counter
The counter consists of 2 types of zones:
inter-active zones (select with left mouse button).

« a crystal ball which shows the selected goblin.
* a skull, used to quit or restart the game (or press ESC button).

neutral zones

* an energy line which diminishes with each energy loss.

«the name of the object in the technician’s possession.

+four magic objects which you shouldfindinthe course of the quest. Onceyouhavethem
they are underlined.

3.2 - The Cursors

They change shape when the right mouse button is pressed.
+The arrow serves to move things around. Pressthe left mouse button to designate the
spot or the abject to be moved.

CODE SHEET
Alslc]o [ale]c]p alelc]o
1 27 53
2 28 54
3 29 55
4 30 56
5 31 57
6 32 58
7 33 59
8 34 60
9 35 61
10 36 62
1 37 63
12 38 64
13 39 65
14 40 66
15 41 67
16 42 48
17 43 69
18 44 70
19 45 71
20 46 72
21 47 73
22 48 74
23 49 75
24 50 76
25 51 77
26 52 78




CODE SHEET CODE SHEET

AlBlc|D AlBlc|p Ale]c]p Alelc|D AlBlc|p NAER
79 105 131 157 183 209
80 106 132 158 184 210
81 107 133 159 185 211
82 108 | 13 160 186 212 it
83 109 135 161 187 213
84 110 136 162 188 214
85 111 137 163 189 215
86 112 138 164 190 216
87 113 139 165 191 217
88 114 140 166 192 218
89 115 141 167 193 219 5
90 116 142 168 194 220 |
91 117 143 169 195 221
92 118 144 170 196 222
93 119 145 171 197 | 223
94 ¥l 120 146 172 198 224
95 121 147 173 199 225
96 122 148 174 200 226 E
97 123 & 149 175 201 227
98 124 150 176 202 228
99 125 151 177 203 229 B
100 126 152 178 204 230 | |
101 | 127 153 179 205 231 B
102 128 154 180 206 232
103 129 155 181 207 233
104 | 130 156 182 208 | 234




CODE SHEET
Alelc]p] [Al8]c Alelc|p

235 259 283
236 260 284
237 261 285
238 262 286
239 263 287
240 264 288
241 265 289
242 266 290
243 267 291
244 268 292
25 | ] 269 293
246 270 294
247 271 295
248 272 296
249 273 297
250 274 298
251 275 299
252 276 300
253 277 301
254 278 302
255 279 303
256 280 304
257 281

258 282

+The fist : serves to instigate an action. The left mouse button should be pressed to
indicate the place or the object to be aclivated.

The actions differ according to the goblin operative in the chosen spot:

- The magician casts a spell either behind him or at his feet.
- The warrior punches with his fist: when it involves a rope he hangs from it.
- the technician uses the object in his possession either

on himself

randomly

on a precise spot on the screen or

on another character

*The hand: this only appears with the technician. It serves to collect or deposit objects.
Inarderto pick upan object, placeth directlyonitandp! ft mouse button.
In order to deposit the object, place the cursor on the ground and press the left mouse
button. Asthetechnician can only have one object in his possession atatime if he should
collect a second object, it will be exchanged with the first.

If using the keyboard, move the cursors by using the arrow keys.
The cursor's shape canbechangedby pressing the ESC key. Toactivate acursor, press
RETURN.

3.3 - Quit or Re-load.
Atthe end of each screen the code of the following screen will automatically be displayed.
In order to quit or re-loadthe game, place the mouse on the skull icon, pressthe left-hand

button and choose your action. If you want to reload a screen, enter the corresponding
code on the keyboard.

4 - A WORD OF ADVICE

Your aim s to find the wizard and get your hands on the remedy that will cure the king.
But this task won't be easy, you will be hindered by numerous obstacles orill-intentioned
characters.

This begins with the wizard himself who won't allow you to get too close too easily. Ahint
to putyou onthe right track - in the first screen try to getyour hands on a pick-axe in order



to extract a diamond from the mine. With this in your possession the wizard will have to
letyou in....

In addition:

» give a lot of thought to the use of each object.
« yse the magician to transform them

+don't forget that the warrior climbs and hits.

5 - START UP PROCEDURE

In the centre of the manual you will find a colour card which serves as an anti-piracy
protection device. Keep your manual in a safe place, it will be necessary at each start
up.

Make acopy of the program. By using a copy you avaid any risk of damaging the original.
Do not write protect your diskettes during use.

NOTE PC USERS: If you wish lo use a mouse please ensure that a Microsoft mouse
driver is installed by:

1 - Locating MMOUSE.COM on your hard disk, then

2 - Type MMOUSE and press RETURN

or refer to your user guide.

6 - LOADING FROM THE FLOPPY DRIVE

ATARI ST and AMIGA

1 - Insert diskette number 1.

2 - Switch on the computer or reboot 1. The software will automatically load itself.
3 - Select language.

4 - Complete the copy protection test described on page 8.

IBM PC and COMPATIBLES (VGA 16 colour, EGA, CGA version)
1 - Switch on the computer or reboot it

2 - Insert diskette number 1 in drive A (or B)

3 - Type A: (or B) then press RETURN or ENTER key

4 - Type GO, then press the RETURN or ENTER key

5 - Using the keyboard, select the appropriate language

6 - Confirm graphics and mouse configuration
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7 - In order to bypass both loading screens, press ESC at each ane
8 - Complete the copy protection test described on page 8

Installation onto Hard Disk
(IBM PC VGA 16 colour, EGA, CGA version)
- At C> prompt type:
cd\ (RETURN)
md GOB (RETURN)
cd GOB (RETURN)
- Insert disk 1 into floppy drive
- At C:A\GOB> prompt type
Copy A" (RETURN)
4 - Repeat for each disk

w o

7 - INSTALLATION OF HARD DISK VERSION
(IBM PC 256 colour VGA)

1 - Switch on your computer and boot DOS.

2 - Insert disk 1 into drive A (or B)

3 - Select floppy drive by typing A: (or B:) then press RETURN
4 - Type INSTALL and press RETURN

5 - Follow on-screen prompts

To load game:
1- Type CD\GOB and press RETURN
2 - (a) Type GO if you intend to use a mouse
(b) Type GOB it you intend to use the cursor keys
3 - Select language
4 - Select sound

Inorderto by pass the 2 loading screens, press escape twice and then protection screen
will appear.

Froceed through copy protection test (described on page 8).
WARNING: You must have at least 540K of conventional RAM memory available,

excluding extended memory. To check available memory in your computer prior to
loading the game, type CHKDSK then press the ENTER key.



NOTE: If you have a version of MS-DOS 4.0 or higher, you should boot your computer
with a system diskette that you have made. This procedure is in section 2 below.

1-The copy protection test

The test takes place on a screen showing a jackpot machine alongside a keyboard
having coloured and numbered keys. To start the jackpot spinning, press any key. A
code composed of a letter and a three figure number will be displayed. For example
ciarn.

Using your colour card note the colour of the square indicated by the code number. For
example, green. On the numeric keypad of your computer, press the key having the
number corresponding to this colour, then press the Enter or Return key to confirm your
choice or click the appropriate colour on the screen. For further help, press the F5 key.

Should you make a mistake, a message will be displayed on the screen, followed by the
help screen. You will then be able to perform a second test. If you make a second
mistake, you will have to repeat the whole start-up procedure.

2 - If you possess DOS 4.0 or higher (PC and COMPATIBLES
only).

You need to make a system diskette:

1 - Before using the program, insert a blank diskette in drive A (or B) after having started
up the computer. Format the diskette, either from your hard disk (C:\>) or from your A
or B drive, by typing FORMAT AJ/S (or FORMAT B:/S). Confirm it by pressing the
RETURN or ENTER key, then follow the instructions on the screen.

2 - When the operation is completed, reboot your PC using this new system disketle.
Leave itin the drive and reboot by simultanecusly pressing Cirl-Alt-Del, or by resetting
the computer.

3 - Remove the syslem disketie from the drive. The game is now ready to be used
according to the star up procedure previously described on page 6.

For all further use, on diskette or hard disk, first boot your PC using the new
system diskette you have made.

NOTE: If after having booted your PC with new system diskette the keyboard is
improperly configured, consult the manual accompanying your computer.
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