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or thousands of years the two kingdoms ruled
by Queen Xina and King Bodd have competed
fiercely to be the first to conguer the labyrinth
in the bowels of Mount Foliandre. According to
legend the goblin who manages to come
through all the tests in the Labyrinth of
Foliandre will win eternal benefit for his people.

So far, all those who have tried their luck have
returned completely insane, and a river of bitterness
continues to flow from the Mountain through the two
hostile kingdoms.

For many years this ancestral struggle has captivated
the attention of the greatest historians and especially
the readers of Goblins News. Blount, one of the most
talented journalists of the newspaper, has dreamed of
obtaining a sensational scoop for a long time.

But recently there have been new and alarming
developments. Behorn, the guardian of the Labyrinth and the
only person who can guarantee that the tests have been
passed fairly, has just died of old age. This is bad news, plus
the disturbing discovery that the key to the entrance has
disappeared! Even maore serious, Behorn's daughter, Wynonna,
cannot be found!

Has Wynonna been kidnapped? Is she is in danger? Without
the key, how can the champions try to overcame the
obstacles of the Labyrinth? Has one of the monarchs stolen
the key to be ahle to explore the Labyrinth, despite what the
rules say?

Blount wants to find the answers to these questions, He has
made up his mind. He will go to the two kingdoms and
interview the two rivals. While he's there he'll try to draw
their portraits since nobody has any idea what the two hostile
manarchs look like.
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JOURNEY

lount starts out by boarding a flying

vessel, far Mount Foliandre is in a

very remote reglon. But when he

leaves his cabin the following day he

finds that the captain, the crew and

even the rats have abandoned the
vessel which is now being bombarded by huge
rocks, Great holes have already appeared in
the hull and the nose is slowly but surely
submerging. Blount must get off this ship
before it capsizes completely.

This is anly the
beginning of a long
series of hair-raising
adventures for
Blount. Very soon he
finds Wynonna
being mistreated by
King Bodd's hench-
men, and he immed-
iately intervenes. As
a result he comes up against a fierce wolf who
leaves him for dead and possessed of a
Werewolf personality which reveals itself any
time he Is exposed to the Moon!

Blount has to find a means of transport and then concoct
weird potions in the laboratory of an alchemist, potions
such as the speedixir or growthixir which will enable him to
reach the kingdoms of Xina and Bodd. He is late for the
story!

Thanks to his double personality, he might have a chance
to try and overcome the obstacles of the labyrinth and
become the champion of both Xina and Bodd. Maybe he will
also be able to resolve the conflict that divides the twe
kingdoms.




THE AIM OoF THE GAME

lount must get into the castles of
bath King Bodd and Queen Xina. His
adventures take him through small
worlds made up of two or three
connected scenes. Fach world
contains an enigma. The pieces of
the solution to the puzzie are
scattered about in the different scenes that
make up the waorld.

Blount sets out on his own, but he meets other
characters in the course of the game. These
include Chump the parrot, Fulbert the boa-
constrictor and Ooya the sage. Though you

can select them and make them move like Blount, they
will not pick up objects and their actions are few and
selective. Blount can only succeed by combining his
actions with those of the characters who accompany him,

For example: while Fulbert swings the candelabra,
Blount can hold on ta it. In this case timing is all
important. To succeed, you must make your move
exactly right, neither too early nor too late.









