


E 3 Information Information

Copyright. Anything that does not carry ‘the authors name
belongs to Goblin Gazzette. Copyright om all other items
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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NOT FOR PUBLICATION.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 vouch 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
Computers will be gratefully accepted
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Editorial
WELCOME to 1993 and best wishes to everyone. At the time of
writing this I am still suffering the effects of too much
alcohol and food. I say the same thing every year 'Never
Again', but sure enough as soon as Christmas comes around
there I am with an everful jug of ale and a plateful of

grub.

Father Christmas was ever so kind to me this year, he
brought me an Atari STE with 4Mb of memory, which I have
been trying to get to grips with since about the 15th
December. Who knows if I do get the hang of it, and if I
ever get TIMEWORKS DTP to work with my printer I might start
producing G.G. with 1it. If anyone knows of any good
adventures that are available for this machine I'd
.appreciate some advice.

So what does 1993 mean to G.G. Well if I continue receiving
Subscriptions at the present rate, I'm afraid that the
magazine will have to remain Bi-monthly, which is a shame
really because I was hoping that this year I could have made
it a monthly publication. G.G. will continue to be 8 bit
dedicated and will continue to improve issue by issue as
well as containing more of everything. Hopefully every issue
should have at least 48 pages, which at £1.50 has got to be
value for money. I am also hoping to include one or two
prize winning competitions (If anyone has got any ideas then
send them in).

Once again I would appreciate any contributions that you are
able to make to the magazine. Any adventure related material
such as solutions, articles, hints and tips, letters,
reviews, software/hardware for sale/wanted. No contribution
is too small, remember without your help this magazine would
not be possible. If there are artist reading this then why
not design the front cover of the magazine. Any suggestions
for improving the magazine are always welcome. Les
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CORYA THE WARRIOR SAGE
written by Tony Collins
played on the Commodore 64

— —— —— o ————————— — - ———— — -~ — — — — S S 1 S - ———

Upon the holy mountain of Tanel~An-Uthen stands the citadel
of the Ancient Ones. A fortress impenetrable by normal
means, within the few are taught the way of the Warrior-
Sages. Taken from their families when young the new priests
of the Temple of Wisdom would learn the virtues of wisdom,
the prowess of the warrior and the power of the sages. As
they reached manhood they took the final test, the trial of
Cutar, the death-walk. To perish now would mean oblivion for
their soul, to survive would earn them the title of Warrior-
Sage.

Seldom would a priest venture forth into the world of man,
but this is the tale of one such man, of Corya the Warrior-
Sage. Having left the mountain Corya travelled within the
realm of Tannen for many years. Knowledge of a Warrior-Sage
leaving the mountain spread 1like wild-fire throughout
Tannen, but seldom was he seen unless the need was great and
he would appear, always where only he could help.

You are Corya looking down on the fire ravaged village of
Ermahal. Attacked last night by a fire breathing Dragon, the
villagers have gathered together in the Great Hall to mourn
the dead and to pray, to pray for help and for a miracle to
rid them of the Dragon once and for all. You are the answer
to their prays.

Pressing 'I' shows you are in possession of a Spell Book, a
quick glance at this will show that you have knowledge of
four magic spells. The spells are all self explanatory and
shouldn't cause too many problems as to their uses or
indeed when to use them.

Your first port of call i{s the Great Hall where you receive
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CORYA THE WARRIOR SAGE

an hostile reception, the villagers are frightened and they
don't trust anyone or anything. You will need to win their
trust to learn of your quest and to receive a vital object
to help you along your way.

You will also need to locate Auran the missing blacksmith in
order to repair your trusty sword, before finally setting
out in search of the Dragon. Travelling through the Great
Forest you will soon reach the banks of the seemingly
impassable River Courseborne. However, doing the obvious
will soon see you cross this problem.

Having crossed the river you will eventually catch sight of
four natives who have taken prisoner an old man by the name
‘of Chen. You'd be advised to keep out of sight at this point
for you will need to locate the location of their wvillage,
in order to rescue the old man.

Learning the location of the village will see you completing
Part One of this three part GACed adventure. Take heed of
the passwords given at the end of each level which will
enable you to access Part Two and Three.

In Part Two you will have to rescue the old man Chen in
order to learn of the location of the secret entrance to the
Dragon's Lair. You will also learn of three magic words that
will aid you in completing your task. Part Three finally
brings you face to face with the Dragon and either Victory
or Failure.

This game is excellent, not only is it a great adventure but
the volume's of atmospheric, scene setting text make it a
pleasure to read. Okay so it might be a little easy in
place's, but nevertheless {t's a masterpiece. If you own a
Commodore then buy this. You'll be mad not to.
Reviewed By Les.
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LIFE OF A LONE ELECTRON
written by Gareth Pitchford
played on the Spectrum

This game has you playing Edmond, an accident prone electron
who has crash landed in the city of Elektronz and you are
trying desperately to get home. As is usual with Gareth's
games, humour plays a big part. You come across quite a few
characters, including a 'QUARK'!

I wondered into an apartment and caused a baby to start
screaming in the nursery - this is were you discover that
parents are very protective in Elektronz. There are quite a
few locations to wander around in, including a park complete
with bandstand. You can even join in with the trumpet, but
it didn't seem to get me anywhere. | also came across a
nightclub but haven't actually managed to get in yet!

Everything has to be examined and searched and it is all too
easy to overlook something the first time round. However,
you do have a RAMSAVE facility, so it is quite easy to
progress without getting killed off too often. I eventually
worked out how to get across the lake and found myself
inside a laboratory but I haven't actually done anything
worth mentioning inside!

All in all a very enjoyable game, if a bit on the hair
pulling side.

On the B side of the tape is the game GET ME TO THE CHURCH
ON TIME, the sequel to First Past The Post. Again, you have
to search and examine everything. You start off with a
massive hangover and an unconscious best man. Things aren't
exactly getting off to a flying start are they? Once you
find some pills to get rid of your bhangover things start to
look up a bit.
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GET ME TO THE CHURCH ON TIME

You can now start to look around the house and garden and
start gathering the necessary equipment needed to to enable
you to catch the bus. I'm still trying to gather everything
together and find it an excellent game. Definitely
recommended.

Reviewer Mal.

THE FOUR SYMBOLS
written by The Grue
played on a Spectrum

Hands up all of you who remember this game winning the Best
16 Bit Adventure at the recent Adventurer's Convention.
Ummm. . .yes, | see that many of you do! Now hands up those of
you that are thinking ' but this is an 8 Bit
fanzine'...okay, so you're right! Well, let me tell you that
us humble 'speccy' owners have now got the chance to play
this game thanks to the PAW of Larry Horsfield and a pretty
good game it is too!

The action starts in my local village where strange things
are afoot. Mograms house has mysteriously been razed to the
ground and the crops have failed. The locals are restless
and, to top it all, the ducking stool has not been used for
gome time...Wandering into the church I notice that a
casket, that had previously held four objects, is now laying
empty and, thinking fast, guess that those four objects are
the Four Symbols...No problem! I'll just wander about and
see what I can find to help me on my journey...... aaarrhh!
what's going on here...

Finally, having worked out where I went wrong, I blindly
volunteer to recover the Symbols and am immediately
transported to the outskirts of the village where my quest
gets under way. I trip over a brick, find a nice comfy.....
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THE FOUR SYMBOLS
coffin and then set about deal ing with the
graverobbers...that's no easy task I can tell you, but the
solution provides a giggle in addition to a valuable item.
Then it's off to the cemetery where things become a little
macabre and I find myself the victim of a rather violent
gravedigger. ..

Finally ready to cross the bridge, I pay my toll and enter
the forest (and part 2 of the 48k version). Here I meet a
very strange little chap who goes by the name of Fidget.
Fidget is a collector of Curious Curios and will only be too
happy to swap items if he thinks I can offer him something
strange and exciting...Then i{t's just a case of finding a
way to cross the moat and enter the great castle (!!)...

I think that is enough to whet your appetite without giving
too much away. This is a game that contains humour but is,
at the same time, serious. A game that will have you tearing
your hair out and giggling out loud. A game that is both
logical and a little odd.

It's easy to see why this game won the award, especially
when you take into account the fact that the text-adventure
scene for the 16 Bit isn't as strong as it is on the 8 Bit.
Definitely a game to get your teeth into.

Reviewer Sharon

THE SPECTRE OF CASTLE CORIS
written by Larry Horsfield
played on the 48k Spectrum

The village of Corwyn is living in fear of a deadly spectre,
rumoured to be the ghost of Lady Alicia, wife of Baron
Coris. Knowing the occupants of Castle Coris to be good
people, you, Alaric Blackmoon, set out to find the truth of

Page No 9 Goblin Gazzette



THE SPECTRE OF CASTLE CORIS

the matter. But first you must contend with the spectre,
which proves very tenacious. Horribly evil, it will not
leave you alone for long even when you discover the
safequard. Once you've found that, though, you should be
safe - for a while.

Your search for the truth takes you through the village,
asking questions of all who will talk. Most are frightened
or too glum, but the Innkeeper is very helpful. From there
you may visit a little church which, once a pleasant place
of worship, has been badly vandalized.

Finally to the castle itself. Timing is quite crucial here -
and being very fit! There are many rooms, nearly all with an
intriguing purpose, and searching and examining (sometimes
closely) reaps dividends. In the kitchen resides a pompous
butler with a flaw. Finding his weak spot will bring a rare
smile to your face.

Only by vanquishing evil in the castle will you be able to
leave and when you do, how pleasant it feels to be in the
cool, fresh air. There are still other matters to laid to
rest , but you're nearly at the end of your quest.

I never regretted upgrading from a Spectrum to Amiga so much
as at the 1991 Adventure Probe Convention, whilst helping
out in the Megapoints corner, and sampling this game. Since
acquiring another little 48k, I have not been disappointed
with the potential of the game.

The puzzles are logical and there are plenty of things to
examine and search, so nothing can be taken at face value.
Most of all, the story line is absorbing and has lots of
atmosphere, it 1is literate, well programmed, constructed,
and playtested, with not too many objects to confuse; all
have a purpose. You are informed if using the wrong objects,
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