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E Informatioxn * Information X

Copyright. Apything 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
ROT 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 inssues
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. Europe please add £1.00 Rent Of
World £1.50 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 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

Goblin Gazzette,

10 Tavistock Street,
Newland Avenue,
Hull, HUS 2LJ
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their contributions at such short notice. Jenny Perry, Anne
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EDITORIAL
PHEW?! ! ¢ ¢ ¢t ! made {t. Well surprise surprise THE
GOBLIN'S BACK. It's funny how things work out isn't it, one
minute it seems that 1t's impossible to continue producing
G.G. and the next someone comes up with an offer to produce
it even cheaper than I thought possible.

For those of you who didn't receive THE letter and your
subscription money back, and, for those who don't subscribe
to Red Herring let me explain. Soon after producing Issue 7
I took a long serious look at the costs of producing G.G.
and came to the conclusion that I could no longer continue
to subsidise it out of my own pocket, and as such returned
cheque's and letter's of explanation back to subscriber's.

As | had used up all the cheque's in my cheque book and
whilst waiting for another cheque book to arrive I was
informed by a friend that he knew of a company who would
probably be able to produce the fanzine far cheaper than I
was able too. So with fingers crossed I rang the company and
you are now reading the result of the telephone call.

So another quick letter back to subscribers to say that G.G.
will continue. However, in the meantime it was too late to
stop the announcement being made in Red Herring. For those
of you who aren't aware of the current number of
subscriber's {t's 41. I am hoping that the recent write up
in Sinclair User, and advert in Adventure Probe might swell
this number or at least get one or two more.

Quite a few of you wrote and said you wouldn't mind paying a
little extra for each issue and although I appreciate your
offer I won't be increasing the price YET! All I ask is that
you spread the word whenever you can to fellow adventurers
about the fanzine's existence.

IT'S GOOD TO BE BACK THE GOBLIN.

“
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#*REVIEWS # REVIEWS #% REVIEWS#*
DRAGONSLAYER
written by Martin Freemantle
played on a Spectrum
In this game you play Doug Thornton, a young dragonslayer,
whose mission is to kill the Silver Dragon, reclaim the
Medallion of Immortality from him, and return it to the
Circle of Nine in Hayworth.

You start underneath a ledge which you cannot reach at first
but 1is worth returning to later. Soon you find a sword
wielding black goblin blocking your way. Once you,ve sorted
him out you arrive at a hut which Securicor would be proud
of as there appears to be no way in. Abandoning any ideas of
a career in burglary you continue along a mountain track,
and after clearing some nearby rocks you can really get
cracking.

Later in Part one you will encounter underground passages,
snarling wolves, a seven headed serpent and a friendly elf
amongst other pitfalls and perils. When, exhausted, you
stagger into Part two you will meet an extremely stubborn
mountain goat, a man eating spider and the dreaded Silver
Dragon.

I enjoyed this adventure apart from getting stuck on one or
two obscure commands. I made full use of the Ramsave
facility as this game is the product of a devious mind and
it is very easy to complete the puzzles in the wrong order,
thus being unable to find objects vitally needed later on.
There is a useful map of the first 7 locations to get you
started and handy vocab and story sections. This {s the
first game in a trilogy. I'm looking forward to playing the
next two if they are as enjoyable as this.

Reviewer JENNY
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THE DARKEST ROAD
written by Clive Wilson
played on the C64
As the great sadness spreads over the land and the darkness
draws ever closer the whispers of the BLACK WANDERER. Far to
the north over the Darkten Moor and beyond the Eagleshorn he
dwells within 'The Pinnacle' dispensing his awesome magicks
of which the spreading is but one.

As the sky grows greyer, a Mysterious Stranger enters your
vilage and tells of the BLACK WANDERER and of the darkness.
He tells how he may be defeated, of the SILENT SONG and the
bearer of this power - YOU!

The SILENT SONG was a gift from your father, an elf from
beyond the forest of forgiveness and your mother, Sharra, a
princess of the winged elves from the South shores. For many
hours the Stranger instructs you in it's use but warns you
to use it with care. You must now take the DARKEST ROAD and
seek out the BLACK WANDERER and then use the magic of the
SILENT SONG to send him back to the festering pit that
spewed him forth.

The above 1is the introduction to the latest Spectrum
Adventure (reviewed Ish! 4) to be converted by Pegasus
Software using GAC+ to the C64, and what a good job they
have done. I,m not going to say too much about this one due
to the Spectrum version being reviewed in an earlier issue.
However, if you like devious puzzles which get harder and
harder as the plot unfolds, then this one will fulfill your
craving. All the atmosphere and tricky puzzles of the
Speccie version are here and, i{f like me, your a member of
the Clive Wilson appreciation club and spend your spare
time crushing cockroaches and playing adventures then you
won't go far wrong buying this.

Reviewer LES.
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THE LOST TOMB OF ANANKA
written by Jon Lemmon
played on a Spectrum
Jack Foswell, after months of deciphering the strange
hieroglyphics on an ancient Egyptian stone tablet, is
galvanised into action by the meaning of the ominous warning
it contains. But before he can move, word is received that
the colleague who sent him the tablet has been killed in a
landslide whilst attempting to enter the until now
undiscovered tomb of Ananka, in the Valley of the Kings.

On arriving in Egypt, and now knowing that the tomb can be
approached from another direction, Jack begins the adventure
on the ledge of a cliff, with his dead and broken bearers
who have suffered a fatal fall, below him. Left with just a
rope, he knows that he will die like his colleague. Rolf
Sorinson if his attempt to penetrate the tomb fails.

Jon Lemmon has certainly done his homework on Eygptian
mythology, archaeology and artefacts. Even the hieroglyphics
( which must be deciphered for clues before progression can
continue ), seem authentic.

Each problems i3 logically solvable with the {tems
available, with subtle clues in location descriptions and
hieroglyphics, so that you are rarely left with handfuls of
hair all over the keyboard after a playing session. Which is
not to say that it's too obvious a game: text is terse with
basic location descriptions, but there's lots of examining
and some searching before complete information is obtained.

I became quite attached to my Mummy, Horus, who, following
me through the adventure, protected me from dangers. He
moaned a lot especially when told to do things which was
physically impossible, but some mummies are like that aren't
they?
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THE LOST TOMB OF ANANKA
Accompanying the cassette is a little envelope with the
instructions 'not to be opened wuntil told to by the
adventure'. A nice touch in memory saving, a nice touch
anyway.

Whether it was the fact that 1 was successful in solving
most puzzles ( a real ego booster after a previously abysmal
record ), or because this adventure has a certain drawing
power puzzle-wise which compelled me to keep returning, is
difficult to say. Whatever I would recommend it whole-
heartedly, especially to the not-too-sophisticated player.
You'll be rewarded with a warm glow of achievement.

One word of warning: say MECTA, not ZONTI to make the Mummy
follow you. Unless my review copy is the only one with the
instructions the wrong way round!

REVIEWER ANNE

MINES OF LITHIAD
written by Jack Lockerby
played on a C64
Long ago the powerful and evil Master ordered the
destruction of all the much loved dragons. Cavilan, who was
laying her egg in a quiet spot, was accidentally spared.
When the Master discovered this, he sent a select band of
orcs to find her but they only succeeded in finding her egg.

They hatched a plot to hide the egg in the mines of Lithiad
in the hope that Cavilan would attempt to rescue her unborn
child and they would have the chance to kill her. However,
the bird brained orcs didn't think their plan through
because Cavilan is far too large to enter the mines herself.
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MINES OFfF LITHIAD

Knowing this Cavilan enlists your help to recover her egg.
Cavilan takes you to Kalem Woods in the Valley of the Lost
Souls. Exploring the woods you chance upon an old man dying
of thirst and a well house where you find a bucket with a
large hole in the bottom. Once youv'e sorted this problem
out and found yourself a source of light you are ready to go
down the mine.

After crossing a crumbling bridge which collapses preventing
any turning back. You travel along a giant wormhole, finding
useful objects around the tunnels, you eventually make your
way to the shore of an underground lake inhabited by a giant
turtle.

The fun really starts here as there is a back entrance to
the mine works near the lake and you have to work out how to
get through it. When you do get in you must dodge the evil
orcs and find Cavilans egg. Don't start this game if you've
only got half an hour or so to spare. Once I loaded up I was
completely hooked.........

Reviewer JENNY
THE BIG SLEAZE
written by Fergus Mc'Neil
played on a Spectrum
I have to be honest and admit to not being a great lover of
the older games. I've never quite been able to figure out
whether this is a direct result of having been introduced to
Adventuring by the more modern PAWed games or whether it has
something to do with the fact that the older games don't
seem to go anywhere near as user friendly as they tend to
nowadays. Either way, I can't help but feel a slight dread
when faced with reviewing a re-released 'Golden Oldie' and,
despite the fact, that I do my best to keep an open mind
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this was pretty much how [ felt whilst loading this game...

I'd heard good things about this game and I'd heard bad.
There are a lot of Adventurer's out there who are still
atracted to the 'old' games and just as many who hold a
strong dislike for 'spoof' games. Myself, I found the fact
that it was a 'spoof' an advantage. 1 thoroughly enjoy a
good, serious game but I find that humorous games serve as a
fun distraction from the everyday slaughter and toil..This
game fitted the bill exactly!

I was Sam Spillade, Private Dick. I ran my business from a
first floor office in the heart of New York City and was a
pretty dumb guy, actually I was a VERY dumb guy, but that
doesn't quite sound the same does it?

I wasn't quite sure what 1 was supposed to be investigating
so I decided to have a bit of a look around first...it
wasn't long before I had a couple of visitors, both bearing
cheques, and was able to start the gane with vigour. As is
quite normal when I first play a game, I didn't give it my
full attention and was immediately blown up by the leader's
of a 'school-dinner racket' 1I'd uncovered recently. I
persevered and, despite getting a little aggravated by how
little I was able to carry, actually managed to get quite
along way quite quickly. In fact it wasn't long before I was
saving my position and continuing my investigation in
another part of the city.

Things started to take shape, Schplat at the Police Station
wasn't very helpful or at least he didn't seem to be at the
time, then the Dame nagaged to stick everything together and
things took a surprise turn. The librarian threw me out for
talking too loud and I foolishly ventured into Central Park
during the night, but things were really hotting up and I
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