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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.







