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Gadzooks!
The King
has gone

berserk!

:

His SON HAS BEEN KIDNAPPED. THE GOVERNESS, WHO WAS WITH
HIM AT THE TIMIE, SAW HIM BEING CARRIED OFF BY A BAT-LIKE,
winGED CREATURE. WHLL THE YOUNG BOY BE ABLE TO LIVE
THROUGH THE HORRENDOUS TREATMENT OF THE BRUTAL TORTURE
MASTER?

His captor is a horrible demon called Amoniak. He lives in
faraway, distant land. In fact, it is so distant that it can onl
be reached by magic. Domenic, a powerful warrior and ruler

of this far-off land, has also been seized by the demon,

Amoniak.

Amoniak is seeking revenge against the noble King
Angoulafre, who defeated him fifty years earlier in hand-to-
hand combat. Now, Amoniak has made the Prince his jester!

Driven by despair, King Angoulafre rushes off to see
Modemus, the wise man, in the hope that he will be able to
find the child with his magical powers.

In the meantime, the King's son has been turned into a
Prince Buffoon. But, he is not the only prisoner. There is
a scientist who Amoniak has forced to build a shrinking
machine to punish Domenic. Domenic has been shrunk
and locked into his own armor. Although the scientist is
working for Amoniak, he is planning to gather up the
followers of the fallen Domenic in rebellion.

THIS WIZARD IS A FUNKY DUDE

The evil demon, Amoniak, has built a moat around the
castle and he decides who may come in and who may
leave. The wise man, Soka, is immune to the ill-doings
of Amoniak and meditates day and night to try to
exorcise the little village.

Since Amoniak took over the little world around the
castle, he's turned the good citizens' lives upside down.

Tom, the master clock maker, had his melodious clock
chimes turned into a harsh tick-tock. Kael, the walking



apple tree, is now permanently thirsty. And then there's
Vivalzart, the music-mad heron, who in an effort to cure his
insomnia, is looking for mushrooms that will send him to
sleep. The castle is guarded by a band of merry-makers who
are more stupid than they are dangerous.

All the inhabitants of the village, with the exception of a few
privileged individuals, are dying of starvation and thirst.

HELP WANTED: THE KING IS LOOKING FOR A FEW
GOOD ADVENTURERS

Who else would apply for this outrageous journey through a
corny cornucopia of crazy and silly situations than our two
misguided but talented gobliins, FINGUS and WINKLE? They
have completely opposite personalities, but they work
amazingly well together.

A TALE OF TWO HEROES

They are the best of friends,
they are the worst of friends.
It's not that they don’t like each
other, it's just that in spite of
their differences they usually
have to work together.

And, they're the only ones in the Kingdom courageous
enough (or crazy enough) to rescue the King's precious child
from the clutches of the cunning demon, Amoniak. FINGUS
is a serious, polite, and careful little fellow. WINKLE is an
oddball, a joker, and a reckless comic. The game begins as
they are summoned by the soothsayer, Modemus.

a4

STRATEGY
TIPS FOR

PLAYING
GOBLIINS 2

Gobliins 2 is divided into 7 worlds. Each world pnntains
several different interrelated scenes. Upon completion of all
the scenes the gobliins will journey to the next world.

The two gobliins are on the screen at the same time. You
control them individually and at times you must control
them simultaneously. Also, the gobliins share objects. There
is only one inventory for both of them, but each gobliin can
have a different object in his hand at the same time.

5



1. When you complete the adventure in one of the
worlds, save the game at that point. Under GAME
MANAGEMENT click on SAVE and give the saved
game a name. Sometimes there are particularly tough
sequences that you may wish to save before you
complete the entire episode. You have the option to save
over previously saved games.

2. Timing. Always keep in mind that the order of events
can be very important. That means you may have to
redo the sequence of events several times before you
get all the timing down just right.

3. The gobliins can't die and that is very good and bad.
It's good because you can keep trying a task over and
over until you get it right. It's bad (well, not really bad)
because the game designers took that into
consideration and you will be challenged to some real
teeth-gnashing sequences.

4. Positioning is often crucial. Play and replay a
sequence over and over while you observe the action
taking place. Develop a plan. Place the gobliins as near
as you can to where their duties will be quickly
accomplished and most convenient for their role in the
sequence. For example: In the first scene, after you've
spoken to all the other characters, you want to position
FINGUS near the bottle by the two old men before you
attempt to steal the sausage with WINKLE.

5. Whenever you enter a new scene, scan the entire screen
with your mouse and look for objects. Their names appear at
the bottom left of your screen. Once you become familiar
with all the objects, you can proceed to experiment with
them and see how they interact with other objects or
characters. Special note: Some objects or characters are not
revealed until you complete a task. Therefore, each time you
complete one task, search the screen for any new objects
that may have appeared. For example: In World 6, you must
figure out how to light the candle before the ball of wax appears.

6. Always keep in mind that Gobliins 2 is a fantasy
adventure. It's magical and bizarre. Let your imagination go
wild and try even the craziest leaps of logic. This game is
truly the tops when it comes to a challenge and the best part
of it is the humor and fun. Good luck my friend, I'll see you
back at the castle.




Hey, | was trying to be nice, but when | tried to
pick up the bottle one of the old men whacked me
with his cane.

You need fo get their bottle, but you've found out s nat easy. Try this, hove WINKLE steol the
SOUSOQE.

WORLD 1

When | try to get the sausage, that old buzzard, the
Notable, slammed me with it.

Well, whot did you expect. Get into this. While WINKLE ties to steal the sausage, the Nofable
hits hiim and the two old men lough. Forget obout WINKLE and snofch the boftie with FINGUS
while the old men lough. Now go to the Fountain,

AT THE FOUNTAIN

| figured out how to get the Fountain to spray
water, but | feel like a wet noodle. What should |

IN THE VILLAGE do?
This looks like a nice village. I
walking around wﬁ FIN?SSI ::db:ﬂoEKL E, lsn't that o cute frog by the fountoin? That reminds me, did you hear what hoppened when
but | don’t know what to do. the frog porked next fo o fire hydrant? He got toad. (Ok, ok, bock o the hinfs.) Now, if you
recoll, FINGUS grobbed the bottle from the okd men. Now, you need fo give the bote fo
Be kind to your elders and go ond speak fo the Notoble. He's the quy siting on WINKLE ond hove FINGUS press on the fountain while you place the bottle under the jet of
the D{;éch- Then cortinue being poite ond have FINGUS ond WINKLE tak to the wotes with WINKLE,
two old men,



Should | have the gobliins drink from the bottle?
Or, should | just turn off my computer and croak?

You're on the right trock, sort of, kinda. Use the full bottle of water on the frog with WINKLE.
Pick up the stone under the frog, knock on the Wizond's door ond tokk to him with FINGUS
ond WINKLE.

Even when | try to bluff the Wizard, he says he's
too busy to talk. How can the gobliins get in to talk
with him?

Use the stone on the chimney and the window with WINKLE. Then, give the stone to FINGUS
ond have him use the stone on the chimney and window. It may seem like nothing is
hoppening, but you do this fo oggrovate the Wizard,

Now, use the stone with FINGUS on the mechanism. Get FINGUS to pull down the lodder rung
ond have WINKLE go up the lodder to the roof, Then send FINGUS up the loddet, Toke them
one ot a fime fo the window ond try to get in the Wizord's house. Hove WINKLE fry to go
down the chimney in the Wizord's house. The Wizard will finally give in.

IN THE WIZARD'S HOUSE

| tried petting the tiger

skin rug and it bit me!

What's going on?
Remember your manness. First, tolk fo the
Wizord with WINKLE ond FINGUS, Set
WINKLE near the figer’s toil and place FINGUS
by the tiger's head. Have WINKLE step on the
figer's toil. When the figer growls hove
FINGUS toke the matches in the figer’s
mauth, You must react very quickly.

What should | do with the matches? The fire is
going great and | don’t smoke.

Toke the matches over to the teapot on the stove and fight the bumer beneath it. You shoud
still hove your bottle, so pour some water info the kettie. As the feapot steoms it loosens the
poster on the wall ond it will fall portly off the wol

Ouch! | can see a key on the wall behind the poster,
but | keep getting burned.

“You con't chonge the lows of physics, Coptoin.” First blow the fire out under the kettie, ond
now if's safe fo take the spring key.

| can’t seem to find anywhere to use the key, it's
driving me cuckoo.

Hang on, it's stll eody in the odventure. Instead of you going cuckoo have FINGUS use the
key on the uckooclock. Position WINKLE undemeath the clock ond when the cuckoo comes
mﬂmrhthehrg key, throw the stone with WINKLE and knock the key down. Toke the big key
ond leove.

AT THE FOUNTAIN

I'm at the fountain again, I've been looking around
and | don’t know what to do.

Over fo the left you'll see o cellor door. Use the big key fo open it ond foke the wine.



I'm back at the village and | thought | did
everything there was to do here. What's next?

Take some fime to smell the flowers ond, while you're there, use the botfie of water on the
flowers. Be o good neighbor ond have FINGUS give a flower fo the Notoble. While the Notoble
is snoozing, ploce WINKLE on the porch platform ond have FINGUS press the switch. After
WINKLE is thrown onto the roof, have him steal the sousage. Then go to see the giont.

AT THE GIANT

| tried to get past the dog with both gobliins and he
won't let them by. Should | give him the sausage?

Well yes, you should give the dog the sausoge, but not in the way you think you should. Have
FINGUS use the sausoge on the lower pot hole and toke odvontoge of the moment to fet
WINKLE poss by the dog.

FINGUS really gave it to the dog with the sausage
and WINKLE got by, but how do | get FINGUS past

the dog.

WINKLE should jumg in the hole in the tree and burrow his woy through an underground
tunnel ond open up o passageway on the lower right side of the path.

Hey, that was easy except, now that | have both
gobliins by the giant, what should | do?

Toke each of them separately and fry fo wake up the giont.

Oh great, good hint, sheesh! The giant nearly
knocked the gobliins' heads off. What should |
really do?

What good is an adventure i you don't have some fun? Go back through the burrow with
both gobliins and toke them over by the chicken. While WINKLE fickles the chicken hove
FINGUS use the sousage to hit the chicken on the heod.

That's one way to get a
chicken to lay an egg. What
should | do with it?

Toke the egg with FINGUS. Go back through the
burrow to the giont ond light the wood pile with
the matches you got from the figer's mouth,
Ploce the egg on the fire with FINGUS.

Well, that woke up the
giant, but he still seems
uncooperative. What should | do?

Don't forget he is o giont ond he has o big ppetite. As you ore tolking to the awokened giant,
qive him the wine ond sousage. WINKLE ond FINGUS con now ext of the top.

13



WORLD 2

H_ L B LR D |

AT THE TRENCH
How am | supposed to get across the trench?

14

Whoa! There ore several things you'll have to do before you get across the french. Let's get
storted. Enter the small tower with FINGUS. After picking up the bomb with FINGUS, have
WINKLE light the fuse. The guard will explode. Enter the smoll tower with WINKLE. Once ogain
pick up the bomb with FINGUS and bight the fuse with WINKLE. The corpet will drop ond o
hand will cotch i,

| feel like someone pulled the rug out from under
me. What do | do now, wipe my feet?

f they're diry, yes. Try this: Enter the smoll tower with FINGUS ogain. This fime pick up the
bomb with WINKLE and tronsfer it to FINGUS to fight the fuse. The hand will drop the corpet.
Walk onto the cormet and talk fo Soka. He wil odvise you to go ond look for “the sand of fime”
50 YU ¢on cross the french,

AT TOM

Who's this little kid hanging around and what
should | do with him?

He's just o kid looking for some fun. Why don't you help him out? Use the stone on the ball
and when it drops, the fttle boy cotches it and goes to the window of o house.

| thought he wanted to play, but he went inside the
house.

Let's see what be’s up fo. Have WINKLE enter the door of the house with the boy in it. The
litle boy will disappeor ond reappear theough the doar on bottom right. During the fitl
boy's brief reappeoronce, FINGUS must go in through the door on the fop right 5o he can
come out behind the boy ond cotch him by the collor
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I guess the little boy didn’t want to play, he just
wanted to take the ball. FINGUS has him by the
collar, what should | do with him?

Take the ball from the kid and hove FINGUS give the bollto fhe basketball ployer, who thiows
it info the bosket. As the ball bounces, moke WINKLE jumg up into the basket ond hif the bl
with his heod, bouncing it into the moyor’s windaw. When the mayor comes out, tolk to him.

The Mayor was interesting, but a little weird. What
do | do now?

The Mayor's a poliscian, whot did you expect? Let's leave him and go over fo see Tom, the
master dock maker. His house is on the fop right. Speak fo Tom about the hourgloss. Doa't
forget there’s no such thing os o e lunch, he will demand o melody. Don't warry obout not
hoving o melody, you wil get ane later on in the gome ond come back.

AT KAEL, THE WALKING TREE

This game gets more
bizarre with every
click of my mouse.
How do you interact
with a walking tree?

If's ohways good to hug o free, but
in this cose it's nof necessary. First,
hove WINKLE use the botfle on the
nymph fo woke her up ond then go

over and give the free o drink. "
(limb onto the tree’s hond
with WINKLE.

While WINKLE i on the tree, ploce FINGUS on the rock under the branch. Use WINKLE fo
knock down o flower by shoking the bronch ond hove FINGUS ready fo cotch it

The flower is pretty, who should | give it to?

Sounds like you're between o rock and o hord place, so use the flower on the stone under
which the bees live. Then touch the stone with FINGUS. When o bee fies out, FINGUS gets
the honey, Put FINGUS on the big rock fo the left of the stone.

There must be more to it. Everyone is just standing
around. How do | get things moving?

Remember these goblins ohways work together. Use WINKLE on the stane and the bee wil
come out. Put FINGUS on the bee’s bock. When the bee fokes FINGUS neor the nymph, hove
him give: the honey to the nymph, who will point out the right mushroom fo toke.

She was a nice nymph. What should | do with the
mushroom?

Pck the musheoom and use WINKLE to knock on Vivolzort's door. Show him the mushroom
with WINKLE ond enter Vivolzart's house.

IN VIVALZART'S HOUSE
I'm inside Vivalzart's house. What should | do now?

Put the mushroom into the machine with WINKLE ond start it up with FINGUS. When the
maching starts, the Biquid is blocked by the dathespin,

17



| can’t get the clothespin out of the machine, what
gives?

Obviously the dlothespin won't, so toke o worm from the jor with WINKLE. Then place FINGUS
on the left rap door under the wulture. When you dick on the shelf button with WINKLE,
FINGUS will be tossed up to the vulture, While FINGUS s hanging, thow the worm to the
vulture with WINKLE. FINGUS will deop with o piece of meat,

What do | do with the meat?

Give the meot to the pironha who spits out the bone. Ploce either gobliin on the frash can,
Then toke the bone with the other goblin and give it fo Vivalzort. When he theows it info the
trosh con, the gobliin will bounce onto the shelf.

What's the shelf life of a gobliin?

It's not much of o life yet. Hove the gabliin on the shelf get the ‘kind eloxir’. Now you con toke
the clothespin blocking the pipe. The Biquid from the mochine will go into the containes. Use
the battle to give each goblin o few drops to drink. Watch the gobliins disoppear info o dreom.

ALL THAT JAZZ

Wow, where am |? This is a bizarre room. How do |
get these musicians to play?

They do oppeor somewhat lifeless, so le's get to work and see if they'll play. Put o hand on
the headlight with WINKLE to recover the drumstick. Next, have WINKLE put the drumstick on
the stocking cop fo create the net.

| successfully made the net. Should | try to use it
on the musicians?

Did you ever hear of o cotchy melody? Well, there ore several more things that have o be

token care of first. Jump on the spring with FINGUS and o bicycle pump oppears for o shor
time neor the drummer. Play fost now, during the brief pedod the bicyde pumg appears, put
WINKLE'S hand on the heodiight and put the bicyde pump in your inventory.

I've got the bicycle pump, now what?

Ploce o gobliin on the spring. With the other gobiin, jump on the spring. The gabliins will jump
together and o door on the left opens. Go through the door with either goblin.

The left door opened, but the way is blocked by a
water hose. It won’t budge, what should | do?

Here's how to put out the fire of
this diemme. Use the dothespin
you got ot Vivolzort's house ond
dlip it on the base of the hose
with the other gobliin. Then foke  §
him theough the bottom right hole
fo get fo the fop right. Speck o |
the guitorist with the first goblin..
He ploys and a note flies out at
the fop right. Capture the nofe
with the net.

Catchy tune, get it?




Excuse me, but this game is tough enough without
your corny humor. What do | do next?

If you can't name that tune in one note, here’s how fo get the rest. Have WINKLE use the
bicycle pump fo pump up the saxophone player. Have FINGUS get ready with the net ond
cotch the mosquito that comes out of the sax.

(Give the bicycle pump fo FINGUS and have him use it to pump up the sax player. Be reody
with WINKLE and cotch the note that comes out of the saox with fhe net.

What good is o melody without o beat? Use the mosquito on the headlight with WINKLE and
the drummer will ploy. Hove FINGUS reody ond catch the kst note with the net. Now you
hove o melody you con play with.

AT TOM

| don’t want this melody to be a sad song. How can
| make it a happy melody and use it in the game?

It may not be o clossic mosterpiece, but if you use it on the battom left door it will enter the
dock. Go see Tom ond he will give you the hourgloss.

AT THE TRENCH

Should | leave the hourglass in my inventory?

The hourgloss is your ficket out of this world. Use the hourglass on the french. Now go through
the opening and enter the castle and the next world. Sounds scory, but it's not. You'll have fun
there,

AT THE GUARDS

I've found the mayonnaise and the guards. Should |
make a sandwich with two guards, or hold the
mayo?

Well, | peefer Dijon mustord, but here’s what to do serously. Put the moyonnaise near
Gromelon. Toke FINGUS up on the shelf and hove him jump on the moyonnaise.



What a mess. Is that supposed to happen?

You're right, they should have given the goblins some sait and pepper. But, while Gromelon is
drenched with the mayonnoise, pick up the sword with WINKLE and then use him on Rustic.
Get ready with FINGUS becouse when Stalopicus” mouth is apen, toke his chewinggum with
FINGUS. Use the gum on the cupboard lock and make on imprint. Hold on! Make sure you
toke the mayonnaise before leaving,

AT THE FORGE
This is the smallest

seen. Can he help the
gobliins?

A big body does not o big man make.
(Give the dworf blocksmith the imprint
ond the sword. Although he is o good
blocksmith, he will osk the gobliing
for help with the bellows.

I'd like to help him with the bellows, but | can’t
seem to get up there . Should | use the
mayonnaise?

Forget obout the mayonnaise for right now. Use the stool with WINKLE on Otto to get him
mad. When he shokes his lonce, hang FINGUS on it. FINGUS con then jump on the bellows
ond the dworf blocksmith can forge the key. Toke the key from him.

All right! | got the key. Can | leave now?

Nope. It's fime fo use the miracle moyonnoise ogain. First, use the mayonnaise on Focus with
WINKLE. You'll see a slab of meat being lowered. While it is being lowered, use the stool with
FINGUS and take  piece of the meat. Too bod you don't still have the mayannaise, you could
have o nice snack. But, business first, toke the onvil before leaving.

AT THE GUARDS

My gobliins are back by the guards. | knew |
shguld'va kept the mayonnaise. Now what can |
do?

Listen, forget obout the mayonnaise, you won't need it amymore. Try this: Moke FINGUS use
the meat on Amidol fo get his folse teeth, befieve me you'l need them lofer. Now, open the
cwpboord using the key. Dive in ond toke a diving suit for each gobliin,

AT THE WELL
Well, well, well, what should | do at the well?

Wel, that's o deep thought, Here's what | think you should do on the whole ('hole’, get it? |
should keep my doy gig, ¢h?). Enter the tunnel with WINKLE. He will press the button which
reveals o door info the monstes. Have WINKLE lift the hotchet to reveal o switch and press the
switch with FINGUS before the hatchet drops back. The monster’s door opess.



The monster’s door is open. Will | need a weapon? |
knew | should've kept the mayonnaise.

Erough obout the mayonnoise, if anything you should've kept the sword. Now you will need
vour wits ond speed. Enter the tunnel with FINGUS and when the monster storts fo speak,
dort theough the door with WINKLE, oct fost. The combination of the monster's maw moving
ond WINKLE's voice hos o stunning effect on Schworzy.

This Schwarzy is a nasty dude. What should the
gobliins do before he wakes up?

He thinks he’s o lot tougher than he s, but while he i stunned, use the stool on the hoist with
FINGUS and hitch Schworzy to the hoist. Use the false teeth with WINKLE o score Schworzy,
who'll hang there for o moment. Quickly throw the amil ot Schworzy before he comes up. He
wil go down forther and the cover of the welwilllftoff. Make sure eoth goblin uses the
diving suif 1o go down into the well. p

AT THE WRECK

This old wreck gives me the creeps, and it's so
dark in here. Should | just grope around in the dark
until | find something?

You must be thinking of o different game. Go on the lower deck ond through the door with

WINKLE to move the skull. Light the lomp with FINGUS ond o lomgrfish will amive. Next, catch
the lomp-fish.




How do | catch the lamp-fish? | don’t have any bait
or a fishing pole. | knew | should’ve kept that
mayonnaise.

Please, are you going to stort with the mayo again? FORGET ABOUT THE MAYONNAISE! I’
qone, kaput, no more. I's out of the gome, the only fime you'l ever need it ogoin is when
you make o sondwich. To cotch the Jompdish, ploce WINKLE on top of the mast. Once you

hove the lompish use it on the orea where you detect 3 question marks (72?) ond o chest

will oppear.

AT THE MERMAID
HEEEEY! | see a sea horse. Should | ride it?

NAAAAY! Use the stool on the seo horse. From now on, the gobliins wil use the sea horse
when they want to go up on the left. Go with FINGUS through the covity on the right. Use the
shel with WINKLE, who throws it up, and cafch it with FINGUS (nice catch). Toke WINKLE
theough the hole on the right and bring FINGUS down..

| clicked on the cavity and a hand came out.
Should | shake it?

Well that would be the chaice of o gentleman, but the gobliins are stil o lttle rough oround
the edges. Click on the covity with FINGUS. When the gloved hond comes out, it stops for 0
mament, Have WINKLE ready with the shell and drop it onto the hand while it is stopped. Pick
up the shell with WINKLE and toke the glove. There's o starfih inside. Sily me, | figured it d
be Chorlie the Tuno.

AT THE WRECK

What do the 3 question marks mean? Is it a code?
What secrets are behind the 3 question marks?
How do | use them? What are they for? Are they
dangerous? Will I....

Hold it ond chill. The 3 question morks ase just that, 3 question marks. They hold no secrets or
usefulness, they're just 3 question marks used os o point of reference. Sorry, but thot's the
best | can do for you, pal.

Ok, | believe you. Now what should | do about the
chest that appeared?

Ploce: FINGUS on the big shell. Now light the lomp with WINKLE. When the moray eel
oppeqrs, dlick on the rudder, This wil throw FINGUS over by the stotue.

That was a close one. But what about the chest?

Oh yeoh. Use the stodfish on the chest with WINKLE ond, while the chest is open, quickly dick
on the stotue with FINGUS to get the sword. Use the sword on the skull and pick up the
diomond,

AT THE

Yech! What should | do
with the blob?

lise the glove on the blab fo neutralize its
sime. Grasp the boftle with FINGUS. It
contomns o porchment with on “505”
message from Prince Buffoon. Now, grosp
the bottle with WINKLE. It confains o
pear, foke it




| have a pearl and a note and | don’t know what to
do with them.

Seek out the Mermaid. Don’t you just love mermoids? B nice to her, give her the pearl ond
then give her the diamond. The Mermaid will apen part of the passage. When FINGUS uses
the porchment on the octopus, another part of the passage will open. | don't envy you when
you come fo fhis next part. You have to go and refrieve the glove you used on the blob, Toke
the stool while you're ot it. Now you con exit thiough the passoge.

WORLD 5

AT THE STOREROOM
The swordfish looks like trouble, what should | do?

Don't be afroid. Cick on the swordfish with FINGUS ond take the solt. Lft the lorge pot cover

with FINGUS and, while he’s holding i, pour the salt on the ktfle guy with WINKLE. Toke the
file from the smoll pot with WINKLE.



| found a file in the small pot. Maybe | could use it
on WINKLE's nose...really, | don't know what to do
with it.

He wouldn't like that too much, even though he could use o nose job. Move FINGUS over fo
the rope on the right and have him hold on fo it. Toke WINKLE to the rope on the left ond dick
on it this wall pull FINGUS up onto the shelf,

Here's whot you do with the file; With FINGUS, use the file on the chain holding Colibrius fo
free him. He willfly off with his coge. Grob ane of the thumbtacks on the wall,

What's that smell? It looks like meatballs.

Man, s there no end fo whot computers con do? Anyway, salt the dish of meatballs with
WINKLE,

Who is this guy? He just grabbed the cook and he
won’t let go. Help!

Think fost. When Oumkopok's hand
grobs the cook, have FINGUS put
the thumbtock on the case under
the cook. When the ook, in poin,
throws the meotboll up in the air,
s the kind elixir on the meatbol
with WINKLE. Oumkapok is now
neutroized ond you can go fo the
Throne.

|
|

AT THE THRONE

| malrl'lt figure out how to get over the cornice of the
wall.

To get to the comice, use fhe stool with WINKLE and have FINGUS dimb up using his hands.
To get WINKLE up, press the switch with FINGUS ond hove WINKLE go through the door that
opens in the bottom right eye.

How do | get the crown?

Become o king. No, just kidding. To toke the crown, have WINKLE walk into the eqr. Quickly
dlick on the tongue with FINGUS.

This really bugs me. What am | trying to find?

| think you've answered that yourself. You wont to moke a cockiooch come out. To do this,
hove FINGUS walk info the eor ond quickly dlick on the tongue with WINKLE.

This cockroach is a frisky little devil. How do |
catch it?

The going gets  litle gross in this episode. | would just spray the thing with o con of bug
spray, BUT...you have to cotch the cockroach. To do this, use WINKLE on the left orifice, then
quickly use FINGUS on the right hole with the glove. Put the cocksoach in front of the right
hole ond pour kind elixir on it. Glotziok will eat it ond become neutrolized,



That was bizarre and I'm glad it's over with. So
what’s next, chief?

Wel, soery about this, but you have to catch another cockronch . To do this, make o cockroach
come out ogoin and quickly use FINGUS on the right hole with the glove fo toke it. Pick up the
epper, retum o the left side of the room ond exit out the door on the left,

AT THE ARMOR

OK, I've got the cockroach and the pepper. If the
next hint is that | have to eat it, this game is over
for me.

Oh, come on now, I've reod that cockroaches are very clean reofures. But wai, don't hit that
CTRL ALT DELETE, you don’t have fo eat it. However you do have fo make it look like o tosty
treat for Amonick. To do this, the cockroach must be disguised os a lodybug ond cooted with
the kind elixir. Toke the helmet feather ond dip it in the paint pot. Put the cockrooch in front of
the hoe through which the painter feeds the king. Paint fhe cockrooch red ond pour pepper on
it. Now pour the kind elixir on it

What's next? | still haven’t found the King's son.

You're very dlose. First, speak to the guy in the omor. To do this, cick on the stone fo help
vou up ond then click on the helmet. Give Domenic back his crown by putting it on the helmet
to return him to normol size.

AT THE THRONE

It looks like Amoniak has disappeared. But his two
goons are still here. How do | get past them?
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You've done an excellent job ond should be proud. Yes, Amoniok hos disappeored and his two
henchmen, Glotziok and Qumkopok, have sily smiles. (Personally, | think there’s something
wiong with them.) So, just go oheod and toke the BUFFOON.

AT THE ARMOR

| thought this was my mission, to get the Prince
Buffoon. You mean there's more to do?

Your mission is fo get the Prince Buffoon back and refum him to his futher, King Angoulafre.
Muster up your hero couroge and let’s get to work. First, toke the BUFFOON to the shrinking
mochine. Next, ploce the gobliins under it, one ot o fime. The BUFFOON starts the machine
ond both gobliins shrink. The BUFFOON then follows and all theee of them jump out the
scienfist’s window.




AT THE PARCHMENT

This game is really sharp, but what do | do with the
knife?

Bring FINGUS near the hande of the knife and foke WINKLE dose to the poiat. This fokes
good fiming. To move the kife, dick on the knife handle with FINGUS, and then quickly click
on the knite point with WINKLE. They will mave the knife slightfy, so you'l hove fo repeat the
rocedure. Next, ik FINGUS on the bookmark, ond have him use it on the condle.

| assumed the next logical step was to use the
match on the candle. It doesn’t work. How do |
light the candle?

Soon you will see the light. Toke WINKLE down the stairs and get the match, Use it with
WINKLE on the eye. Hove: the BUFFOON go over fo the eye ond kick it by dicking on it. It wil
breok the glasses. Pick up the shard of gloss and use it on the ray of light with FINGUS. Now
you see the light.

A gunky ball of wax fell off the candle. What
should | do with it?

Well, i you'd ke to remove the hair on your legs you could use it there. Howeves, in the
gome you should pick up the lump of wax ond use it on the seal, this makes an imprint. Use
the imprint on the keyhole, a seed will oppear. Pick up the seed, Jock, ond use it on the
villoge map, o beonstolk will grow. Now if you remember your fairy toles, you know whot Jock
hod fo do with the beanstok. Climb down the beonsak with the BUFFOON ond the fwo gobéins.

AT THE PLANT

The gobliins made it down to the ground ok, but
the BUFFOON won't come all the way down.
What's his problem?

He's not colled o BUFFOON for nothing, believe me. He's hungry ond he doesn’t want fo come
down.

What can | feed the BUFFOON to get him down
from there?

Kin't ke grond? One person won’t cooperate ond you hove fo do off kinds of things to
compensate for their inoction. Wel, here goes. Koel the tree i o sport and offess his opples,
but o contoiner is needed. Go through the hole in the vine with WINKLE and ry to get

to the BUFFOON. The BUFFOON reacts viotently ond o bean drops from the vine, 35



This next part s ricky, 5o get the goblins in pasiion first, Bring WINKLE on one side of the
stone ond FINGUS on the other side. Click on the stone with WINKLE ond o mole oppears, use
the beon on fhe mole. While they siuggle, toke the mole’s cop with FINGUS. Use the match
on the opples with WINKLE ond, while the opple is bouncing, use the cop on it with FINGUS.

It's impossible to catch a bouncing apple in the
cap. Is there an easier way?

Honestly, he answer is yes and no. Have WINKLE kit the apples with the match severol fimes
ond note the pattem the apple bounces in. Theee is one stoir whese the apple bounces several
fimes, that is where you should posifion FINGUS. Give the apple fo the BUFFOON.

| tried to give the BUFFOON the apple and he just
bopped me on the head. What's wrong?

| wouldn't bring this up i it didn't hoppen to me several fimes. FINGUS catches the opple, but
WINKLE must give it to the BUFFOON. Then hemasdumwdm‘nsmemﬂle’mmm
ond varishes. Have each of e goblins eat the mushroams, they vanish and you'll enter the
land of Toys.

AT THE TOYS

I've always liked playing with toys, but FINGUS just
got his head smashed like a pancake by the cymbal
player. Sure, it was funny, but what am | supposed
to do here?

(o info your inventory ond get the butfer and syrup fo put on FINGUS” pancake heod. Just kidding.

Toke coreful note here on the procedure, you have to use it more than once. First put WINKLE
near the stor on the right, then use FINGUS on the bowding pins. As the bowfing boll croshes
inio he pins, put WINKLE on the right star. He'll ry to jump on the ball ond infescept it this
could toke some proctice, Toke the bowding boll with WINKLE ond place it on the lid on the left
ond ploce im on the lid too. Click on the bottom flagstone with FINGUS, The safety pin drops
and londs on the umbrello.

What did | do wrong? The safety pin is stuck on
the umbrella and | can’t get to it.

Cotch onother bowding ball. Put it on the iid and this fime place WINKLE on the cotopult ot the
bottom left. Cick on the battom flagstone with FINGUS. Use WINKLE on the feeler and moke
him jump on the bubble. The bubble will float down with him on it over to the kd. You must
dick on the bottom flagstone with :

FINGUS ot precisely the right fime
of the bubble will burst and you
will hove to repeat the previous
procedure. When the bubble is

safety pin con be token by
WINKLE.

All right | got the
safety pin. Now can
we rescue the Prince
Buffoon?

Why tush things, relax ond bow! some more. Catch another bowfing bollin the some monner
0s you did before. This time put the bowling ball on the lid and WINKLE on the cofopult ogain
and click on the bottom flogstone with FINGUS. Ploce FINGUS an the flagstone near the
rainbow’s end. Now have WINKLE go up ond dlick on the top flogstone.
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| can't get FINGUS to go past the cymbal player AT THE MOUNTAIN
back to the bowling pins. What's up?

f necessary, FINGUS can be retumed to he bowling pins by using the cotoputt. Put him on the
cotopult ond hove WINKLE jump from the stor on the left onto the cotoput,

I'm at the mountain, where’s my climbing gear?

Gobliins don't need gear, they are small enough to fit anywhere. Ploce one of the gobliins on
the upper platform. Hove the other goblin lift the stone and the first gobliin will place it on the

Ind level. Repeat the operation to put the stone on the 3rd level.
Wow! This game doesn’t mess around. | must've
put a thousand miles on my mouse roller ball

during that sequence. What's next? Sheesh, that was a lot of work. Does it get easier?
You may need retreads on that rolle balcfter this sequence. All | really con do s el you the Hordly. Now poce o goblin on the fion. With the othe goblin, hiow the stone from level 3.
wemise of the scenari.The fiming ond skl wil hove to come from you. Boscal this is the When the firt goblinis on the giont’s right shouides, click on the red head, it will ol off.
sequence: You'l dick on the switch with WINKLE to moke the BUFFOON foll. Inthe shortfme Come down ond foke the stone folevel 2. Ths fime ploce WINKLE on the ion and throw the
he's in the bubble maker's circe, quickly use FINGUS on the feeler fo make the stofue biow o stone from level 2 with FINGUS. WINKLE s now on the gionfs et shouider. Go thiough the
bubble with the BUFFOON enclosed. Get WINKLE over to the rainbow fost ond burst the shoulder hole and bing him near the follen ed head. Ploce FINGUS on the ion ond dick on
bubble ith fhe sofety pin o fee the BUFFOON. the heod with WINKLE. FINGUS il lond on the levituting rock.

AT THE PLANT

This statue’s giving me the evil eye. What should |
do, ask him, “Hey! what are you looking at?”

Wmthit,Heni;htwresmrdwith,”ﬂawwmﬂynukwlmslmkimmw;wifm
weren't looking of me!” S, here’s what to do. Ploce e BUFFOON on the cotpult, ten
mﬁnhﬂmﬂmmwdrhegnlixs.\'ﬂwnmmcmmunufﬂmm‘sm,d{k
unmemplhiﬁﬂmﬁwrmﬁn.hsmeBUFFGﬂﬂismwmup,hewiqmbmekw
and be token off by o bird. Exit of the rear to go fo the mountain.
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Hey, this is like surfing. Should | ‘hang ten’?

Cowabungo, dudes ond dudettes! When FINGUS lands on the levitoting rock, move him o the
rock's “center of balance” by the 3 exclomotion marks (111), they're just o point of
refecence. When he storts jumping the rock will descend. When it gets to WINKLE'S level,
make him jump on it. The rock rises. Use WINKLE on the small rock neor the bird cage ond
quickly moke FINGUS wolk over him. Use the fl on the coge with FINGUS ond get bock the key.

AT THE PLANT

| feel a stupid answer coming to this stupid
question | need to ask. What should | do with the
key?

Excellent peediction. Use the key on the door.

AT THE LAB

This looks like a mad scientist’s laboratory. Should
| have the gobliins create a troublemaker potion?

I'd 0 thought you'd know by now that these gobiins don't need any help making trouble. Try
this: Use the fountoin woter on the BUFFOON. An evil creature will foke him fo the Kingdom of
(Ghoom and Doom. Toke the pencil ond use it 3 fimes with WINKLE on the blockboord. Then
foke the sponge thot the furious magicion throws ot him. (Remember when feachers used to
throw blackboord erosers ot kids who were tolking?) Hove FINGUS use the pencil on the
mogicion’s portrait. While he’s being hit by the boomerang, jump on the ormchair with
WINKLE to catch it in flight.

l a1




The magician seems a bit angry, what should | do?

Have WINKLE use the mug on the magicion who will bang on the fable, knocking  toothpick
to the other side of the room, While the toathick is bounding, hove FINGUS throw the
boomerang of it.

Use the toothpick with WINKLE on the skeleton to open the rib coge. A bottle will smash on
the ground leaving a puddle. Use the sponge on the puddle. Click on the pipe with WINKLE
ond use the wet sponge on the smoke with FINGLIS. When the door to the Kingdom of Gloom
ond Doom apes, go frough it with the gobliins.

AT THE KINGDOM OF GLOOM AND DOOM

Uh-oh, this place looks like trouble. Will the
gobliins get out alive?

That depends on your magnificent mouse manipulation, of in other words, you've got fo be
fast ond right on. Here goes: Ploce FINGUS on the bottom right eye and WINKLE on the bt
edge of the top right platform by the 3 exclomation marks (111). WINKLE jumps ond FINGUS
is thrown. Pick up the mouse. Use if on the mud and quickly jump on the cocodile’s head,
he'll throw the gobliin up fo the fop.

Help! Amoniak caught the gobliin. Is it curtains for
the little guy?

No, try the whole sequence agoin, But this fime, os Amoniok reaches to cofch the gobiiin, use
the boomerang with the other goblin on e feeth. The BUFFOON will foll. Quick now, before
the fitle demon can send the BUFFOON bock to Amoniak, hove ane of the goblins jump from
the 3 excomation marks (111) on the top right platform. The eye will pap out and hit the
ittle demon.

What do the 3 exclamation marks (!!!) mean?

We've come this for, 5o let's just put those questions behind us ond get to wark (octuolly they
re used fo mark on area that hos no othes significont point of reference). Place the spange on
the rock ond then move the BUFFOON onfo the eye on the floor fo the lower right. Toke
WINKLE up to the top right platform and have him jump from the 3 exdomation marks (111).
This throws the BUFFOON onto the sponge which wefs the rock. Usa the pencil with FINGUS
on the rock while the water is flowing.

| keep having FINGUS use the pencil on the rock
and a door appears, but it only lasts for an instant.

Since this is your lost hint, I'm going to tell you exactly how to do this. First, have FINGUS

close to the right of the rock. Bring the BUFFOON down to stond on the eye ogain ond have
WINKLE go to the top right platform and jump from the 3 excomation marks (111). As saon
os the BUFFOON londs on the sponge and wets the rock, have FINGUS use the penil on the
rock, he drows o door. Quickly bring WINKLE over fo the door and grob the hondle. When the
door opens, the three heroes go out the door ond you have successfully completed the game.
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