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IMPORTANT

THIS MANUAL CONTAINS YOUR WARRANTY CARD!

In order to benefit fully from all our customer support services, you should return
this card asap. We can't help or support you if we do not knew who you are!

SIERRA Customer Services
- Technical Support
In order to provide you with the best possible service, we have two
hirtines and a direct technical support hotline where our specially trained
technical support team will be ready to take your call.
- Free subscription to the Sierra group’s very own magazine
In order to keep our valued customers better informed, our free of charge
magazine will provide you all the latest information on all our new products
as wel as practical advice and useful tios.

- The free SierraOriginals catalogue

The SierraOriginals catalogue contains details of all the forthcoming titles in
the range.

WE WOULD LIKE TO TAKE THIS OPPORTUNITY TO THANK
YOU FOR PURCHASING A SIERRAORIGINALS TITLE. WE
SINCERELY HOPE THAT YOU ARE COMPLETELY SATISFIED
WITH YOUR PURCHASE AND HAVE FUN PLAYING IT.



How to send us your warranty card

I. Complete the details on the warranty card {found on the last page of the
manual)

2. Cut zlong the dotted lines.

3. Send you warranty card (in a stamped envelope) to the following
address :

Sierra on-Line Ltd
Customer Services
4 Brewery Court
Theale, Reading
Berks RG7 54|

Custarmner Services Hotline 01734 303 171
Customner Services Faxline 01734 303 362

Dear SierraOriginals Customer,

You hold in your hands a part of computer gaming history. All these titles
have the original storyline and technological innovations that have helped
define and create the PC-Gaming industry as it appears today. Consider
these titles as pictures in a scrapbook - a snapshot of history that has
helped to evolve the computer gaming industry. All of the SierraOriginals
titles have been kept in their original form. No attempt to modernize or
improve the game was made with these titles in order to maintain the
sense of nostalgia.

Some of the CD's may contain a PATCH directory. To determine if your
program has a PATCH program, go to your CD-ROM prompt in DOS (i.e.,
your D:\> assuming your CD-ROM drive is labeled D) and type: DIR
(ENTER)If the directory listing has a [PATCH] option, then you will need to
add these patch files into the game directory after installing the game to your
computer. For example, if you installed King's Quest V, and you noticed a
directory called [PATCH], you would use the following command to copy
the patches into the KQ5 directory:COPY D: \PATCHV* *C: \SIERRAWKQS
((ENTERY))

NOTE: the above example assumes that your CD-ROM is labeled as
your D drive, and you installed the game to your C hard dive into the
directory \SIERRA\KQ5. Please substitute the correct path information
in the example above.



-

Windows '95 users may also have to play the game under DOS, since
many of the titles are true DOS games and were created before Windows
‘95 was released. When using Windows '95, you can re-start your
computer in a true DOS mode by clicking on the START button, selecting
the SHUT DOWN option, and selecting the "Restart the computer in MS-
DOS mode?" item.

Finally, many of these products were released before many of the high
quality sound cards such as the AWE 32, Gravis Ultrasound and
Ensoniq SoundScape have been released. When selecting an
audio/music option for the game, your best bet is to select the AD-LIB
option.

On behalf of Sierra On-Line, thank you for purchasing this
SierraOriginals product. We appreciate the opportunity to share our
history with you and your entire family!

Respectfully,

Quality Assurance Department.

& THE GOBLIIINS

START UP PROCEDURE

1) ATARIST AND AMIGA
Insert the disk in the drive. If the software has more than one disk. insert
DISK | Switch on your computer, the software will be a utomatical y loaded.

2) IBM PC and COMPATIBLES, HARD DISK

Insert DISK | in Drive A (or B) and type A: (or B:) and then press (ENTER).
Type INSTALL and then press (ENTER), follow the instructions on the
screen. Once the game has been installed all you have to do to start is to
get into the directory in your hard disk where the game has been stored
and type GO, then press (ENTER),

COMMENTS _

A/ If at a later point you wish to change the configuration of your PC (gra-
phic card, sound card, mouse, etc.), load the game by typing LOADER,
then press (ENTER).

B/ IF YOU DON'T HAVE ENOUGH RAM
(you will be informed of this on the screen).



You can increase conventional memory space, you can do this by:
- Decreasing the number of files and buffers in your CONFIG.SYS file. To
make changes to this file' consult your micro-computer manual. After using
the game it is imperative that you restore the CONFIG.SYS file to its
criginal state, _

- Creating a bootable system disk using a virgin disk. To do this follow the
instructions in your MS-DOS manual. Whenever you want to use this
game, insert this disk in the drive before switching on the computer.
Start the game in the manner indicated above,

C/ To make the most of your machine's capacities, compress regularly your
hard disk (e.g. by using a COMPRESS tcol).

CARRY OUT THE PROTECTION TEST

You have a small booklet made up of colours witn & letter and number on
them. The test takes place on the screen where you will see three displays
and a keyboard with coloured and numbered keys. A code will appear
made up of a letter and three figures:

e.g C 127, Take your booklet, find the colour corresponding to this code
e.g. Green. Press the number key corresponding to the saic colour. then
oress (ENTER).

3) CD ROM
Insert the CD in the CD-ROM drive. You have a hard disk. Get on to your

CD path (e.g. D), type INSTALL and follow the instructions on the screen.
o start the game aga in, all you have to do is get into the hard disk direc-
tory where it has been stored (COKTEL/GOB2). then type GOB2 and
press (ENTER).

COMMENTS

A/ If at a later point you want to change the configuration of your PC
{graphic card, sound card, mouse, etc.), load the game by typing SETUP
then press (ENTER) and follow the instructions on the screen.

B/ IF YOU DON'T HAVE ENOUGH RAM

{you will be informed of this on the screen).

You can increase conventional memory space, you can do this by:
- Decreasing the number of files and buffers in your CONFIG.SYS file,

- Deactivate the line which runs your microsoft CD RCM drive in the
AUTOEXEC.BAT file, This line usually starts with MSCDEX,

To deactivate this line write the word REM at the beginning of the line, then
reinitialise your computer.

To modify these files consult your micro-computer-manual, After using the
game it is imperative that you restore the CONFIG.SYS file anc
AUTOEXEC BAT files to their original state. '



GOBLIIINS |

THE STORY-LINE
CATASTROPHE | King ANGOULAFRE has suddenly become as mad as a
March hare | How can he be cured 7 You have to go and seek out the
irritable but talented wizard NIAK, only him mignt be able to find a reme-
dy for this mysterious iliness, which has left the court doctors scratching
their heads in confusion.
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 before left the comfortable security of
the kingdorn and all kinds of terrifying stories abound concerning the characters
and animals that live on the cther side of the kingdom's boundaries.
Here are some Of the things rumoured about the OUTSIDE:
NIAK the wizard doesn't like noise and won't open his door to 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. Qddly enough, this strange dog is fond of little pirds.
MNIAK grows carnivorous plants in his thatched cottage and in he hides his
magic potions and objects in the depths of his cottage. It is said that his
house has access uncerground where foul spiders and vile zombies guard
the much saught- after alchemic treasures,
Stories of SHADWIN'S reputation have also reached our ears. This
extremely infuential old rat has access to other worlds through doors in his
lair. He is strongly inclined to help those who work in the name, and cause,

of Good and his words of advice are precious. He lives under a field of car-
rots which provides his enly food-source. However he sleeps a great deal
and being as he is as deaf as a post it's really difficult to wake him up when
ne is deep in his own mysterious thoughts.

It appears that in a far-flung country there exists & huge fleating statue sym-
oolising Serenity, which destroys all Evil and regener ates Strength.
GEMELLOR the two-headed, fire-breathing dragon lives nearby. It's dificult
to get close to him but his magic flames have the power to consume even
the strongest curses and magic spel's. Even further away in his run-down
castle lives MELIAGANTE, z very, very sad giant. His only past-time is
reading the boaoks that his librarian writes for him. However since he was
bitten by a werawolf, BARBONEK only writes very desolate  stories in
which he laments the loss of his human condition. Consequently MELIA
GANTE has fallen into the deepest depression. ILis said, nowever, Lhal in
the ru ins of the castle is hicden the Secret Weapon which could destray
all evil powers...

THE AIM OF THE GAME

I'he Goblins have to cross these strange countries strewn with plots that
they have to overcome by helping each other and by each one of them
using his particular, special taleénts.

* ASGARD is a warrior who only uses kis fists - 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 distarce. Unfortunately,




he's not always able to control their effects completely.
* QUPS is the technician of the group, who deliberately collects and uses

the various objects he comes across on the journey. His weak constitution

only allows him to carry one object at a time,
Each array is an original mystery punctuated with jokes 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

- Incorret usage of objects
BEWARE: Certain particularly inept actions make you use up a lot of
energy and will send you back to the beginning of the scene. To tal loss of

your energy quota will bring an end to the game (GAME OVER). You can -

either quit or recall the array with the help of it s code.

INTERACTION

The three Goblins are on the screen together but are manipulated one 2!

a time. The head of the elf appears in the crystal ball s soon as he is put -

into action and then puts himself in profile on the screen.
In order to change goblins:

- Space bar

- Place mouse on ball and press left button

—

- Place mouse directly on chosen goblin and press left button.
1) The counter
The counter consists of:
# Inter-active zones (press left button of mouse directly on them).
- A crystal ball which shows the goblin in use.
- A skull, to cuit or recharge the game (same result odtained by pressing
the 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 should find in the course of the quest.
Once you have them they are underlined.
2) The cursors. They change shapes when the right-hand bution on the
mouse is pressed.
# The arrow serves to move things around. Press the left button of the
mouse to designate the spot or the object to be moved.
* The fist: serves to instigate an action, The lefi-hand button on the mouse
should be pressed to indicate the place or the object to be activated
The actions differ according to the goblin operative in the chosen spot:
- The magician casts a spell ether benind him or at his feet,
- The warrior takes a blow: when it involves a rope he hangs from it.
- The technician uses the object in his possession either
* on himself
e randomly
* on a precise spot on the screen or



* on another character
* The hand: this only appears with the technician. [t serves to collect or
deposit objects. In order to pick up an object, place the cursor directly on
it and press the lefthand button. In order to deposit the object, place the
cursor on the ground and press the left-hand button. As the technician can
only have one object in his possession at a time if he should collect a
second object, it will be exchangec with the first.
3) Quit or re-load
The safeguard is automatic. At each array the code of the following array
will be displayed. In order to quit or re-load the game, place the mouse on
the skull icon, press the left-nand button anc choose your action. If you
want to reload an array enter the corresponding code on the keyboarc.

SOME ADVICE

Your aim is to find the wizard and get your hands on the remedy that wil
cure the king, But this task won't be easy, you will be hi ndered by nume-
rous obstacles or ilintentioned characters, This begins with the wizard
himself wha won't allow you to get too close too easily.
A word of advice to put you on the right track - in the first array try to get
your hands on a pickaxe in order to extract a diamondfrom the mine. With
this in your possession the wizard will deign to receive you... In addition .
- Give a lot of thought to the usage of each object.
- Use the magician o transform them.

Den't forget that the warrior climbs and hits,

GOBLIIINS 2

THE STORY

WHAT A TRAGEDY | King ANGOULAFRE's son has disappeared | The
governess, who was with him at the time, saw him be carried off by a
winged creature,

Has he been kidnappec ? Will he, still so young and confident, be able to
resist norrendous treatment at the hands of the infamous torturer 7 Driven
by despair, ANGOULAFRE rushes off to see MODEMUS, the wise man,
in the hape that he with the aid of his magical powers, will be able to find
the child. It was true - the Prince had definitely been kidnapped. His captor
is a horrible demon called AMONIAK from afar, distant land, a land so
distant that it can only be reached by magic. DOMENIC, & powerful warrior
and king of this king dorm has been seized by the demon who now rules cver
the-starving subjects of this land.

To take revenge against the noble ANGOULAFRE who had defeated him
fifty years earlier in nand-to-hand combat, AMONIAK has made the Prince
his jester | What else is there to do but o cal upon several daring adventu-
rers, ever-ready to corfront a ferocious dragen in the name of honour and.
glory 7 Who should show up but two talented gobliins, as diferent as they



are complementary to each other, ready to rescue the delicate child from
the clutches of the cunning demon. FINGUS is a serious, polite and careful
Iittle fellow. WINKLE is an oddball and a joker, cheeky and reckless.

THE AIM OF THE GAME

After passing through strange lands the gobliins have to get to DOMENIC'S
castle which is being held by the demon AMONIAK, rescue the Prince
Buffoon and bring him back, The places which are passed through are
divided into small worlds made up of 2 - 5 screens which are connected
to each other. Each world has a mystery to be solved and the clues are
hidden in the screens which go to make it up. The gobliins are blessed with
an extraordinary vitality, they cannot die. They can only successfully carry
out the key actions by working in unison,

E.g. FINGUS works the fountain whilst WINKLE fils the bottle. Timing is
therefore essential. In fact, in order to win you have to act at precisely the
fight moment - neither 100 soon nor too late. Towards the end of the
game you will acquire a tnird character, the Prince Buficon. Even though
he can be selected and moved around like the others, he cannot collect
objects and seldom acts

INTERACTIVITY

t

The two gobliins are on the screen at the same time and can be manipu-
lated simultaneously. The orders have to be given alternately by activating
one gobliin at 2 time. When the gobliin is put into action he appears on the
screen in prefile. To change goblins, dlick the left button of the mouse
directly on him. The gobliins share objects, there's one inventory for the
two of them. But each of them can have a cifferent cbject in his hand. We
can change gobliins, even if they are holding something, by dlicking on the
other cne.

THE SCREEN is divided into four zones:

- The information panel which appears at the top of the screen when the
cursor arrow s placed on the top part of the screen.

- The central part where the adventure unfolds.
The dialogue window.
[he help'line or bottom line.

. THE CURSOR'S ROLE:
? When you move the cursor arrow apout the screen it corres
% ponds to the act of investigating. A text appears on the help line
when you move into a special zone.
This allows you to find:
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- Special places or objects.
- Characters: you can show them or give them objects or allow
them to express themselves,

- Exit: the cursor "arrow" changes into a "door”.

When you click the cursor "arrow":

- On the ground: the gobliin goes to the chosen place,

- On an active zone: the goblin moves up to the place indica-
ted and carries out the corresponding action. E.g: en a button,
he presses it. ‘

- On an object: the goblin moves towards the object and picks it
up. This will cause the "object” cursor (a barred arrow) to appear.
I'his means that you are folding the ooject. The phrase "USE (name
of object) ON'" appears on the help Iine. The object can be put into
immediate use or placed in the inventory.

THE USE OF OBJECTS:

Once you have the cursor on the object, you can:

- Put it in the inventory. Press the right button.

- Use it in a zone. If you mave the "object” cursor into an active zone "USE
(name of obiect) ON" appears on the help line followed oy the name of
the place or character chosen by the "objact’, cursor, If you press the left
outton you will be able to use the object in the chosen zone e.g. "USE key
ON lock". The action is determined by the ooject, the gobliin moves and

carries out the action,

- Personal use: If you use an object anywhere outsde a special zone the
gobliin moves to there and uses the object on himself. If you dlick on him
he carries out the action on the spot,

THE INVENTORY: ;

When you press the right button of the mouse on the cursor arrow the
inventory of the objects in your possession appears in a window. Choose
the object by putting yourself on the correct line and pressing the left but-
ton. Thus you can "USE ON" or "PUT BACK IN INVE NTORY" (see pre-
vious exarmple). To close the inventory press the right button or the left
button outside the inventory window.

THE INFORMATION PANEL: Access:
Place the cursor at the top of the screen.
- Click on the desired symbols.

There are seven symbols. According tc your need choase a function
oy pressing the left button on the required symbol,

D 1) GAME MANAGEMENT: a menu 'SAFEGUARD',
I "LOAD", "QUIT".
- Safeguard: there are |5 positions for safeguarcing your



place in the game onto the hard disk or an external disk.
Select a line, write the name of your safeguard.

- Load: each of the |5 positicns can be callec up. The game
will be as vou left it.

- Quit: allows you to leave the game.

2) JOKERS: you have saveral jokers available per stuzation,

which will give you extra clues should you be really stuck.

3) NOTE-PAD: type the clues you want to remember
Press the right-hand button of the mouse in order to quit.

. 4) INVENTORY: another way of entering the inventory.

.. 3) OBJECT EXCHANGE: z wzy of passing objects from

one gobliin to the other without using the inventory.

1 | 6) MOVEMENT: this menu will allow you direct access to

"worlds" you have already visited without geing back through
all the intermediary screens.

. 7) OPTIONS:

- Tyoor allows you to change the character font in the dilogue window
" - Music; allows you to control the background music.

- Date: allows you to see the time anc date.

- Help: allows you to see the names of the active zones.

SOME ADVICE

- When you get to a new screen, start by picking out the important zones
and objects.

- Don't spend too much time in a single screen. Explore the nearby screens
to find clues.

- Use the objects (anywhere or on a gobliin} just for curiosity's sake, to fry
out their uses.

- You needn't wait for a gobliin to finish an action before activating the other
one. They can act simultaneously.

- There are no stzle-mate situations; the key objects are inexhaustible. As
the goblins cannot cie, you just have to start the action again if an action or
series of actions fails.

- Don't forget to try each gobliin on each zone: they don't always react in
the same way, and can give you different results.

- Use the objects often on the zones, even in the most far-fetched combi-
nations, with each of the gobliins. Don't forget that they like joking.
Advice before beginning:

Distract the OLD MEN's attention by getting WINKLE to steal the
NOTABLE's salami : wile they're laughing, try to get FINGUS to pincn the
oottle.




INTERNATIONAL
TECHNICAL
SUPPORT &
CUSTOMER
SERVICE

U.K. CUSTOMER
SERVICE/TECHNICAL
SUPPORT

Sierra On-Line Limited
Customer Support

4 Brewery Court

The Old Brewery

Theale, Reading, Berkshire
RG7 5A]) United Kingdom
Phone: (44) 1734-303-171
(M-F, 9:00 am - 5:00 pm)
Fax: (44) 1734-303-362
Modem: (44) 1734-304-227
(Disk/CD replacements in the
UK are £6.00, or £7.00
outside the UK.

FRANCE CUSTOMER
SERVICE/TECHNICAL
SUPPORT

Coktel .Vision

Parc Tertiaire de Meudon
Immeuble "Le Newton”
25 rue Jeanne Braconnier
92366 Meudon La Forét
Cedex

France

Phone: 16 (1) 46-01-46-50
(7 jours sur 7 de 9h a 21h)
Fax: 16 (1) 46-31-7172
(Disk/CD replacements:
Call for information)

GERMANY CUSTOMER
SERVICE/TECHNICAL
SUPPORT

Sierra Coktel Vision
Deutschland
Robert-Bosch-5tr. 32
D-63303 Dreieich

Germany

Hotline: {06103) 99 40 40

Fax: (06103) 99 40 35
Mailbox {49)6-103-99-4041

UK HINTS

New Sierra Hint Line:

For adventure games released
after January |, 1993.
Charged 39p/minute cheap
rate, 49p/minute at other
times. Maximum call length:
7.5 minutes. Maximum charge
cheap rate: £2.92, £3.67 other
times. Must have permission
of the person who pays the
phone bill before calling (line
available UK only).

Cld Sierra Hint Line:

For adventure games released
up to December 31, 1992,
Calls are charged at normal
telephone rates.

New Games Hint Line:
(within UK only)

(0) B91-660-660

Old Games Hint Line: (within
UK): (0) 1734-304-004

Old Games Hint Line (outside
UK): (44) 1734-304-004
FRANCE HINTS

Hint Line: {(33) 1-36-68-46-50
Costs 2,19F la minute; tarif
en vigueur au 20 mai 1994
(France métropolitaine
seulement.)

IT IS ILLEGAL TO MAKE
UNAUTHORIZED COPIES
OF THIS SOFTWARE

This software is protected under
federal copyright law. It is illegal
to make or distribute copies of
this software except to make a
backup archival
purposes only. Duplication of this
software for any other reason
including for sale, loan, rental or
gift is a federal crime. Penalties
include fines as high as $50,000
and jail terms of up to five years.

copy for



Sierra On-Line, Inc. supports the
industry's effort to fight the
illegal copying of
computer software.
Report Copyright Viclations To:
SPA, 1730 M Street N.W. Suite
700, Washington, D.C. 20036
(202) 452-1600

personal

This manual, and the software

described in this manual, are

copyrighted.  All  rights are
reserved. No part of this manual
or the described software may be
copied, reproduced, translated or
reduced to any electronic
medium or machine- readable
form without the prior written
consent of Sierra On-Line, Inc. ©
1995 Sierra On-Line, |nc. ®
and/or ™ designate trademarks
of, or licensed to Sierra On-Line,
Inc. All rights reserved. Bellevue,
WA 98007. Printed in the USA.

YOU ARE ENTITLED TO USE
THIS PRODUCT FOR YOUR
OWN USE, BUT MAY NOT
SELL OR TRANSFER
REPRODUCTIONS OF THE
SOFTWARE, MANUAL, OR
BOOK TO OTHER PARTIES
IN ANY WAY, NOR RENT OR
LEASE THE PRODUCT TO
OTHERS WITHOUT PRIOR
WRITTEN PERMISSION OF
SIERRA. YOU MAY USE ONE
COPY OF THE PRODUCT
ON A SINGLE GAME
MACHINE, COMPUTER, OR
COMPUTER TERMINAL.
YOU MAY NOT NETWORK
THE PRODUCT OR
OTHERWISE INSTALL IT OR
USE IT ON MORE THAN
ONE GAME MACHINE,
COMPUTER, OR COMPUTER
TERMINAL AT THE SAME
TIME.
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SIERRAORIGINALS WARRANTY CARD TO BE RETURNED (Please complete in capitals)

Here are 3 great reasons why you should refurn vour coupon today:

= Any faulty disk is guaranteed for 20 days and will be exchanged within that period of time.

* Our Customer/Technical support - tel: (077341 303 171 - will answer all your questions form Monday to Friday
9 ant o 5 prm) and will solve vour technical prablems.

* We will regularly notify you of new releases, special offers, and competitions.

SURMAME ||| | | Sl b L] EUSTOMER NO* I N Y
FRsTMAME Ll | | L4 b bbb L L | DATEOFBIRTH 1M I I
ADDRess LI | | | | | | 1 I | (= i I B | i By e |
TOWN Y S N S A s e e & Il 1 1 postecope L 1 | |
countey L L L 1 | | | IISE TEL N | e ]
*Please indicate customer number if you already have one
COMPUTER OPERATING SYSTEM PERIPHERALS
PC O MAC MSD0OS O WINDOWS QO COROM O PRINTER O
052 3 OTHER. Q MODEM 10 SOUNDCARD 2
TITLE OF PRODUCT PURCHASED: ||| | | | | P F 1 A S 1 O N il EX|
DATEOFPURCHASE: 1 | | | 1 | | | | Farmat: FLOPPY 11 CD ROM O
* Mame of the store where you purchased the gams: City: -
» How did you hear about this praduct?
1 Press O Sierra Catalogue a TV/Radio 3 Friends J Store Other —

* Type of product most alten ourchased.
Adventare T Strategy 0 Arcade/Action 0 Simulation O Sport 71 Educational Games 01

= SierraOriginals purchase programme schecule
Less than one per month O One per month 0
= Which magazines do you read regulary ? (in order o
COMPUTER-CAMING MAGAZINES

taore than one per month O
T preference)
OTHER MAGAZINES

1 — 2 —— 1 —

i 4 — 3 -
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SierraOriginals
|
ierra, the recognized leader in interactive entertainment, proudly presentss
'SierraOriginals". Our most excitin'g titles are now available at an amazingly
low price. Each title offers outstanding value for money. §
So Experiencé the Excitement, Enjoy the Challenge, ‘i
and Discover the Value.
5480022006227
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