URE S 0%
E ADVENI L
RR
r‘

he S¢ ity 3
[§ and Tng
5 >N
aihs
i
10




D=

0oo

OLSeLd,LLB08L

§=182-41148-0 NBST

EAN



" HINTBOOK




© 1995 Sierra On-Line, Inc. All rights reserved. Printed in the United States of America. The
Bizarre Adventures of Woodruff and the Schnibble and Sierra are reqistered trademarks of Sierra
On-Line, Inc,

Mo part of this publication may be reproduced, stored in a retrieval system or transmitted in any
form by any means, electronic, mechanical, photocopying, recording or otherwise, without
prior written permission from Sierra On-Line, Inc,

Published by Sierra On-Line, Inc.
Oakhurst, California 93644

@SlEERH‘

The Bizarre Adventures of Woodruff and the Schnibble « Hintbook



Table of Contents

INTRODUCTION - About Coktel Vision and the ........
creators of The Bizarre Adventures of Woodruff
and the Schnibble,

| WANT TO PLAY! - STRATEGY GUIDE
PARTONE - Find theboots ............cooviiunrnnnennan. .1l
PART TWO - Get SOme MONeY . .. .. .viiriieeinnnaenanenns. 25
PART THREE - Get hold of a bluxtre nut, then the bluxtre pulp. ...37
PART FOUR - Meet all the Wisemnen of the temple and elsewhere. . .61

PART FIVE - Get taken on at the factory, to get into the asylum, ...75
then High Morals Club.

PART SIX - Give all the syllables to the Wisemen inorder .. ....... 83
to form the council.

PART SEVEN - Fertility Wisemen, the Laboratory, and the Bigwig. . . 99

[ WANT TOWIN! - STRATEGY GUIDE ...................couts, 123
MEMORANDUM .. .corsnuuarmumerrmiamnadirsr st 145
TRANZPOBTOEDN ... .ovcvinmimniiiisiiirseiesisse s 148
WOBREDIN .oou0 s e s sl Gos s e e s 150
STOCKED INVENTORY SAMPLE . ................... ..o, 151
CREATEYOUROWNMAPS ..................... R —— 152
TECHCAL SUFPINTT . ..o s s nnnmm s s suss s s 162
CREDITS ... .. 164

Contents
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WHOOOWEEE! This game is smoking, or is it just my brain?!
Man, oh, man who came up with this crazy stuff? I consider
myself a buffed out computer game freak but, WOW! What can |
say? This is like tripsville, I'll bet, if you're like me, the time has
come to get down to serious game playing fun. I love playing
computer games and wringing my brain out over hippocampus
teasin’ puzzles, but when the brain strain is draining my
microchips, [ got to draw the line. My mouse looks like a bar of
soap that has dwindled down to a sliver of paper-thin plastic.

Ahhh, but we are stalwart men and women, and we will not
succumb to the devious designs of crafty game designers. We have
a weapon more powerful than the most clever programming code.
Now we can leap over large expanses of logic in a single mouse
click. We'll travel faster through the game than a burning Boozook
in a Transportozon.
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Imagine peeking inside of a secret civilization. Imagine the thrill
of exploring the Bigwig’s boudoir (well, cancel that), just think of
getting even. And, imagine deposing the Boozooks despicable
oppressor and becoming the hero of Truth, Justice, and the
Boozookian way.

I wish I could be sitting next to you on your adventure quest.
There are tales and puzzles ahead that will make your head CTRL
ALT DEL! But, never fear | have absconded with the secrets to the
mysteries of The Bizarre World of Woodruff and the Schnibble, and 1
am willing to share them with you.

First, let me briefly tell you of our adventures ahead. As a game
player dedicated to the obsession for having serious fun, I'd say
there are 2 different ways to enjoy playing this game.

1. | LOVE TO PLAY! You can play just for the sheer delight of
each screen and puzzle. Something is always happening and it’s
always funny to watch. You can get up from the game, have a
snack, do homework, clean the house, walk the dog, and the game
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screens will keep on showing little animated antics
until you sit down again to play. In other
words, you can play this game just for fun
anytime you feel like it. Winning
isn't always as important as
laughing, right? Just make sure
you always SAVE your game, so
the next time you play you can
venture into the next wild episode.

2. | WANT TO WIN! 1f you read each
hint very carefully, all the way through,
and you keep in mind the TIPS and
MEMORANDUM, and you draw MAPS and take NOTES...all the
information to get you from start to finish is contained in this
strategy guide. BUT!, some puzzles require timing and judgement,
I can't supply these crucial aids to you because every player and
computer is different. If you can, check your local and national
BBS services, sometimes you will find a clever “hint” from another

player.
Good luck and enjoy your game,

ABOUT COKTEL VISION

Coktel Vision is a member of Sierra
On-Line International that has
acquired a reputation for creating
some of the most fascinating strategy
games in the industry. From the wild
and crazy “Goblins” series to the
mystical “Inca”, and on to many
other adventures, their special blend
of exquisite graphics and unique
game-play styles have made them a trend-setting influence in the
Sierra On-Line family of top-quality games. Based in France,
Coktel Vision creates games that offer players the opportunity to
join in the global village of computer game playing enjoyment.
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An interview with Pierre Gilhodes and Muriel Tramis, the
Coktel Vision creators and designers of

The Bizarre Adventures of

WOODRUFF AND THE SCHNIBBLE

Editor’s note: Coktel Vision is located in France. The creative research
staff has been Kind enough to translate their responses into English for
their American audience. We were fortunate to get this “inside looking
out” interview and get to know our overseas friends.

Sierra: What prepared you to become game designers?

Pierre Gilhodes: | was forced. All these beings filling my mind
and wanted to get away at last. Since my childhood, goblins were
already dancing in the margins of my exercise books. I spent years
to develop my interior world and now I have a handicap: I don't
succeed in drawing serious things. 1 discovered the computers to
help my drawing and 1 decided to learn about infographics to give
life to all my fantasies. [ really appreciate this way of drawing
because the pixels don’t flow over the fingers.

Muriel Tramis: I'm a software engineer and I first worked in the
aerospace industry on very serious products like supersonic
missiles. But, my taste for games
and numeric images has driven
me to search for a job that
allowed me to create and to be at
the top of new technologies at
the same time. | am now a
product manager for multimedia
software products and I love
writing interactive stories. Pierre
created all the physical and
moral characteristics of the game
and I wrote the dialogue for all
the characters.




Sierra: How did you come up with the idea for
Woodruff?

Pierre: After seeing RoboCop 2 again. I got the image of a
superhero, who was physically and morally strong, and with an
intelligent look. Suddenly, Woodruff popped into my head. Look
at his fierce walk, his intelligent face and his energy. When you
see him, you know that he will win.

Muriel: There was the idea of Evil... since our life is a constant
battle between good and evil, Woodruff was a way to deal with
this crucial topic with humor. Stephen King in his novels and
John Carpenter in his movies make use of this same principle. In
fact, Woodruff, under comical and absurd aspects, is a modern tale
concerning liberty. The passive Boozooks, with all their wisdom
have been put in slavery by cruel and conquering humans. And
now, they are unable to free themselves. But, despite their
domination, the humans are not free themselves, they are crushed
by taxation, drastic employment conditions and insecurity. That's
Woodruff's goal, to be a liaison between humans and the
Boozooks, by giving them freedom and harmony.

Sierra: Do you mean that mankind is bad?

Pierre: It's not so simple in reality, but it's reassuring to treat this
vast problem in a Manichean (philosophical) way. If the Boozooks
are so passive, it's because they have found a way to close their
Evil in a Chprotznog, thanks to their ritual ceremonies and their
sacred songs.

In The Bizarre Adventures of Woodruff and The Schnibble humans
have extenuating circumstances because the Evil of the Boozooks
has possessed them. Since, unfortunately, the Chprotznog has
been found and opened by a human, the Bigwig, a man avid for
power, the Evil has just accentuated his natural tendencies.

P L 4 Muriel: Please note that it's a human, the Professor
== E, Azimuth, a scientist, which has the idea of stopping all of
i the conflict between the Boozooks and the humans. He
B becomes a dissident because of his subversive ideas. He has

been kidnapped by the Bigwig, and goes on trying even
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though he is in jail because he believes the Boozook
civilization must be safeguarded.

Sierra to Muriel: It seems that you have a certain
tenderness for the Boozooks.

Muriel: For sure. When you see a Boozook, you want to say,

“poor Boozook”, because they are not heroes at all. Their kindness
made them vulnerable to the cruel humans. When, they saw the
human army coming, they built a warrior statue to frighten them,
but the humans thinking they were warriors, exterminated them
without any discussion. Of course the Boozooks are naive, but they
are so full of good sense and wisdom too.

Pierre: Nevertheless, the error of the Boozooks was to not accept
their evil and keep it inside and try to close it up somewhere else.
Unfortunately, the humans found it.

Sierra: Why did you make the character of Woodruff
start off as a child?

Pierre: [ wanted the plaver to look at this futurist world with the
naivete of a child. As this child, the player doesn't know the place,
the vocabulary, the people, or the rules of the City. So when you

begin to play the game you start it with the intelligence of a child.

Muriel: Have you noticed the role of the father? The child is not
totally alone, his father helps him by the means of messages here
and there. But the mother of Woodruff is absent. Maybe you
should interview Pierre’s psychiatrist on the place of his parents in
his subconscious. (Pierre laughs)

Sierra: Is the character of Woodruff based on any real
life situation?

Pierre: Many people have told me that they have met Woodruff
in their neighborhood, or among their relatives. Not me. [ am
sorry for those who are physically like Woodruff.

Muriel: Everybody in the office says Woodruff and Pierre have
the same walk, and there is something similar in their features.
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For me there is no doubt,
Woodruff and Pierre are the
same character, a small child
lost in a unknown world.

Sierra: And what about
the other characters?

Muriel: Who hasn’t met a
Bureaucrat in his life? Or
blind and deat censors? And
a stupid Recruitment
manager? They are all
around us, they are the
constraints of modern life.

Look at the commander who is so proud of his victories, and the
mad professor in his lab, they are so real, aren’t they?

Sierra: Is the storyline based symbolically on any real
life situation?

Pierre: The story is real because | invented it.

Muriel: [sn't the City, with the poor people at the bottom and
the rich on the top, real life? Haven't you ever been told that to
rise in life, you have to work? Or to succeed in life you have to

stick to an image?

Sierra: And what about the idea of the Schnibble?

Pierre: Nobody has seen the Schnibble, nobody knows what it
(or who he) is exactly, but everybody believes in it (him).
Everybody has a Schnibble in his mind, even you. And
above all, you can tell somebody, “you Schnibble face”
without much danger.

Muriel: What pleased me with Pierre’s idea was that he
wanted to show how people can create a myth, a religion.
As a scientist, I'm a skeptic person, but I've always been
fascinated by the tendency of people to believe in what
helps them to rise over their sufferings.
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You've watched and listened carefully to the
legend of The Bizarre Adventures of Woodruff

and the Schnibble, in the opening, right? If not,

do it now, you’'ll need all the twisted logic you can get. There'’s a

new world order and you, and Woodruff (with a little help from

the Schnibble are its only salvation).

AZIMUTH’S
HOUSE

I watched as the
nasty Bigwig shot
Woodruff’'s cute
little teddy bear to
pieces and I'm so
mad I could do the
same to him.

* You may get the
chance but as with all bigwigs it's tough to get a hold of them.
And, you have a much higher and noble goal, you have to help
return truth and justice to the new world.

Yikes! Woodruff’'s been zapped into adulthood and he
says he can’t remember anything. Either this is the
fastest game I've ever played or there's plenty of ground
to cover. How do I get Woodruff's memory back?

* Try to imagine what it would be like if you woke up one day

and couldn’t remember anything, not even your own name.
What would you do? Where would you start?

#* We can learn a lot about ourselves from the people around us.
* Talk with the ONLOOKER (remember that when you talk to

someone to keep clicking on them with the left mouse button
until they repeat themselves).
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The Onlooker didn’'t know who Woodruff was, but he did
say some interesting things. Should I just go and explore
the other areas to the left and right of the screen?

* Sure, go ahead and look around.

¥ While you're looking around, scan each screen for any item or
person that is identified in the lower left-hand portion of your
screen (the dialogue box).

* Look around Azimuth'’s house for a button and a boot.

* Do you remember that button? It was the eye of Woodruff's
teddy bear. For now pick it up as a keepsake of the little
precious bear.

I can’t get the boot off the roof.
* Keep the boot in mind and let’s go on.

* On the left of your screen is Stairs Street,
Howewver, a police roadblock prevents
Woodruff from exploring it for the
moment, write it down or map it, it may
be important later. (Do this with every area
VOU COITE across.)
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THE SAD BOOZOOK STREET

Sheesh, the Sad Boozook Street has seen better days. Is
this my fate? Is this where I'm going to end up? Please
tell me no!

* Scan the screen carefully and add this room to your map.

¥ Talk to the Sad Boozook.

* Talk to the woman.

* As long as you have hit the skids here, go on to the
Bridge of Slums.

Hints
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BRIDGE OF SLUMS

What's so bad about this place, there’s a beggar sitting
next to a river?

* Why not talk to the beggar?

Yowza! That wasn’t funny, the river is full of some kind
of toxic waste.

* (Sorry about that, I just love to see the look on Woodruff's face.)
He needs boots for his bare feet,

But I can’t get the boot down from the Professor’s roof,

* Check under that crate in the middle of your screen. Have
Woodruff pick it up.

#* Take the nut you find.
* The beggar thought it was pretty funny when Woodruff burned
his feet so let’s throw (USE) the nut at him. Heh, heh, that gets

him so mad he throws a boot at Woodruff.

¥ Pick up the boot and go back to Azimuth’s House.
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