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3 Information Information

Coézright. Anything that does not carry the authors name
belongs to Goblin Gazzette. Copyright on all other items
lies with the writer as GG does not pay for contributions.
Letters If you write in it will be assumed that the letter
is for inclusion in the fanzine unless it is clearly marked
NOT FOR PUBLICATION. If you require a response other than in
the fanzine then please include S.A.E.

Subscriptions Copies of G.G can be ordered in single issues
but it would be preferred that orders of a minimum of 3
fanzines could be ordered at any one time. Subscription is
£1.50 per copy in the U.K. Anywhere else please add £1.00.
No reduction is given for yearly Subscriptions. All payments
to be in Pounds Sterling. Cheques / Crossed Postal Orders or
International Cheques should be made out to Pay Les
Mitchell.

Notice Please note that G.G cannot wvouch for the
credentials of entry in any advertisement appearing in any
section of G.G and if you respond you do so at your own
risk. Any opinions expressed in these pages are those of the
writer of the letter or article and not necessarily those of
the Editor.

Distribution. G.G will be available and distributed bi-
monthly on or around the 15th of every other month.
Advertising Rates Trade all I ask is for OFFICIAL SOLUTIONS
and GAMES for REVIEWING otherwise advertising is FREE
Contributions Any contributers sending in material between
issues will be acknowledged in the fanzine. All readers are
invited to send in contributions for all sections of the
fanzine. Reviews, Solutions, Hints, Tips, Letters and
anything" to do with Adventuring on any of the 8 Bit
Cocmputers will be gratefully accepted

Goblin Gazzette,

10 Tavistock Street,
Newland Avenue,
Hull, HUS 2LJ
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*» EDITORIAL # EDITORIAL *

It feels an age since I last wrote an editorial, mainly down
to the fact that Issue S5 went out early because | was sent a
review for a game called ESCAPE TO FREEDOM which I wrote up
for G.G. and included it in Issue 5. Shortly after the
magazine was multi-copied I received Adventure Probe and
found that the same review by the same person was featured.
So please if you are going to write a review, please ensure
that it does not or has not appeared anywhere else FIRST.
This ensures that the magazine stays original.

This Issue sees reviews from G.G.s resident reviewers namely
Mal Ellul, Sharon Harwood, Scott Denyer and Les Mitchell
whom are all well known names on the Adventure scene with
the exception possibly of the latter who is someone I've
never heard of. Also this Issue marks for the first time a
Sam Coupe page written by John Guthrie who volunteered to
take up the invitation offered in Issue 5 ( 3 Cheers for
John the mad fool ). 1 am sure other Sam Coupe users will
give him a lot of support. If there is anyone producing
Adventures for the Coupe why not send him one or two games
to review. Wynne Snowdon is back with another article about
the trials and tribulations of a novice Adventurer. Last but
not least Edward J Wyatt continue's in his quest for the
perfect solution with part 2 of Sherlock.

You may have noticed that this Issue is bigger than usual.
The reason for this is, as I have no FREE GAME to give away
to my loyal supporters I thought I would give you the only
Christmas present I can afford at this moment in time which
is to include more of everything inside this Christmas Issue
as a present from me to you.

Now I must apologies to the SOFTWARE COMPANIES who sent me
adverts to be included in this issue. I'm SORRY, but to
enable me to give my loyal readers a little extra this issue
I have not been able to include the full page adverts that
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* EDITORIAL » EDITORIAL *

you sent for inclusion in this 1{issue. However, I have
included all the new additions to your catalogue's in the
NEWS section. I hope that you understand the reasons for
this. I promise they will be included in the next issue. 1
would 1like to thank the following for their continued
support ZENOBI SOFTWARE, THE GUILD SOFTWARE, THE NORTHERN
UNDERGROUND, DELBERT THE HAMSTER SOFTWARE, DREAM WORLD
ADVENTURES, TARTAN SOFTWARE for all the games received so
far for reviewing in the pages of G.G. I would be honoured
to have their continued support in 1993.

A special Christmas wish goes to fellow Editors_ everywhere
known and unknown keep up the good work and may your
subscription lists grow ever bigger. Without your efforts
where would Adventurers be today. Thanks also for the free
adverts within the pages of your fanzine's. I will return
the compliment.

I received the sad news regarding the demise of DELBERT THE
HAMSTER SOFTWARE on FRIDAY THE 13TH NOVEMBER. Scott blames
an ever—increasing workload for the closure, but assures me
that he will still be involved in the Adventure Scene in one
way or another. I am not sure yet whether Scott is able to
carry on reviewing for G.G. but whatever his decision is 1
personally wish him the best of 1luck, as I'm sure all
Adventurers everywhere will. I also hope that ARNOLD 1I1I
won't be the last game written by Scott as his brand of
humour and originality will be sadly missed by all his fans.

Well nearly time for me to end another Editorial, so I will
take this opportunity to wish everyone.....................
A VERY MERRY CHRISTMAS
AND A PROSPEROUS 1993
Remember keep those Letters, Solutions, Articles Games and
Reviews coming in they are all gratefully appreciated.
Byeeeee LES
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#* REVIEW #% REVIEW % REVIEW
PAROLE
written by Kane Conway
played on the 128k Spectrum

Poor Jacknell had foolishly double-crossed Mafia Boss
Antonio De Forenzo. After seeing his whole family murdered,
the police department had mysteriously discovered two kilos
of cocaine in his apartment and he had been sent down. Now,
four years later, Jacknell bhad secured his parole and was
out for revenge.....

The game begins in the prison lobby where, after collecting
an important item, you, Jacknell, are free to pick up the
strings of your life. There are only a few locations open to
you at this moment in time but, be assured, there is plenty
to do before you will be able to find your way back to your
apartment. From here on in the pace quickens and regular use
of the Ramsave facility will be vital as you try to glean
valuable information and a much needed weapon, before
planning your route to the Don himself. All hell will let
loose as you make your way slowly but surely, towards your
ultimate goal.

This PAWed game is full of atmosphere and there are some
pretty stick puzzles, to boot. I particularly liked the
problem surrounding the Taxi right at the very begining of
the game and travelling through the sewer was fun too (!!).
There is a sting in the tail which I enjoyed but I must
admit that I did feel a little disappointed after completing
it. I couldn't be sure whether it was because I1'd enjoyed it
so much or because things had seemed to get a little to easy
as | neared the end. A lot of the end play seemed to consist
mainly of carrying out your actions as quickly as possible
to avoid getting blasted. There was also a random element to
contend with, or am I wrong? Why did | manage to make it
across the gap on one occasion then fall on the next?
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* REVIEW % REVIEW s REVIEW

Why did the henchman shoot me as soon as I entered the
location? he didn't last time.

So to sum up...If you're a gangster fan, as I will admit to
being, then you'll probably love {t, as indeed 1 did!
However, even {f you're not a fan I'm sure you'll find
something in there that will get your braincells working.

I played it constantly from the moment it arrived until the
moment I completed it, pausing only for sleep and to get the
kids off to school (better not forget the one phone
call!)... but perhaps thats why I was a little disappointed
when 1 did complete 1{t!! A great game that I would
thoroughly recommend.

For an amusing response try going North on the roof of your
apartment block, or the second floor, or the first floor for
that matter! One that slipped through the playtester's keen
eye.

Reviewd by Sharon .

The Khangrin Plangs
written by James Murphy
played on 128k Spectrum +3
For many years the civil forces of the Sanquar had attacked
the territory of Sorgon. But all is not lost and the power
of the Sanquar is fading and freedom for Sorgons is near. In
a last ditch attempt for victory the Sanquar have designed a
super-ship capable of overpowering anything that the
Sorgonians have produced...in a few weeks the construction
of the ship will start and after that it is only a matter of
time before the Sorgonians fall to a superior enemy.
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- —— ——— —— — o ———— — —— t— ——— - ———

Not surprisingly you play a Sorgonian agent in this PAWed’
tale and must attempt to steal the plans of the super-ship
to prevent its construction. The plans are stored on the
ravaged planet of KHANGRIN a small planet in the heart of
the Sanquar system. Unarmed, and unaided YOU must travel to
KHANGRIN and retrieve the plans. You have been informed that
there is a friendly agent on the planet, but you have no
idea what the agent looks like only that you must identify
yourself to him by saying the name of your planet.

You start inside your ship, soaring through the vast gulfs
of space. Tastelessly decorated in the latest fashion of
shining metal panels and hardly containing the most up to
date technology, it nevertheless packs a formidable punch as
you should find out early in the game.

The game features graphics that range from being simply
functional to 'okay', but never stretch to a point where you
would feel lost without them. Certain objects have a
graphical representation but the graphics are mostly
reserved for locations. Your ship has about six locations.
There's the command room where you'll find the computer,
though you'll need to use the communicator to receive
information from it. SWITCH COMMUNICATOR ON doesn't work,
but TURN COMMUNICATOR ON does and will enable the computer
to contact you as you waltz round the ship.The first thing
your chirpy electronic buddy will say is, 'UNKNOWN SHIP
APPROACHING...NOT IN RANGE FOR COMBAT'. A quick look at the
scanner in the weapons room shows a nice little blip on the
screen. Pretty soon this nice little blip turns into a nasty
enemy space-craft which seems intent on blowing you out of
the sky! A few quick button presses will see it destroyed,
though.
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