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 Imnformation * Information *
Copyright. 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 1If 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NOT FOR PUBLICATION.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. Europe please add £1.00 Rest 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 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 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

Page No 2 Goblin Gazzette



CONTENTS

Information All about G.G. Page 2
Editorial Moans and groans from the Ed Page 4
Reviews All the latest games Page S
Ordering Details Where to get em Page 15
Spellbreaker The Rise and Fall Page 16
Your Sinclair Tim spills the beans Page 21
Competition Page Prizes Galore Page 24
Solutions Finish that game Page 26
Give Us A Clue Help is at hand Page 39
REVIEWERS THIS ISSUE
Sharon Harwood Death or Glory Page 5
Mal Ellul The Golden Locket Page 6
Jenny Perry Cloud 99 Page 7
Terry Turner Lure of the Temptress Page 8
Sharon Harwood Beginning of the End Page 12
Sharon Harwood Jack The Ripper Page 13
SOLUTIONS THIS ISSUE
No6 In the Village. Intruder Alert. Sea of Zirun. Eye of
Vartan. The Test. Antillis Mission. Lighthouse Mystery.
Dracula. Puzzled. Ludiods.
Grateful thanks also go to the following for helping to
write this issue. Barbara Gibb. Tim Kemp. Mike Brailsford
(welcome back Mike). John Wilson. Neil Currie. Emma
Chambers. Tony Collins. Jack Lockerby. Richard Batey. Jon

Lemmon. Grasshopper.

Page No

3 Goblin Gazzette



Edi torial

This issue has really taken some getting together, due
mainly to the fact that since last issue I bave had to go in
to hospital and undergo a supposedly routine operation.
People who know me know that generally I am dogged by bad
luck. This bad luck unfortunately raised it's ugly head
whilst I was in hospital. My operation was ok but I got an
infection which meant instead of being in the hospital for 3
- 4 days | ended up being there for 10 days.

This infection is still with me even though it's now been a
month since the Op. | have been unable to have any prolonged
sessions at the computer (due to the pain caused by sitting
down), which means that this issue I have had to utilise
these sessions to type up contributicns sent in to me by
readers for inclusion in this issue. This means | have been
unable to review any games myself therefore, I apologise to
Walter Pooley and Tony Collins for not being able to include
any Commodore reviews this issue but, I hasten to add they
will be in the next issue.

This issue see's for the first time 3 prize winning
competitions which are quite easy to complete (I think!) so
I hope everyone will enter them. Prizes have been donated by
Zenobi Software, Sue Medley and Mike Brailsford to whom I am
eternally grateful. Also within this issue | have started to
introduce one or two items for 16 bit computers so please
let me know how you feel about these items being included.
If I don't hear anything then I will gradually include more
items in future issue's.

Lastly I would like to thank all those people who sent me
get well cards etc. whilst | was in hospital they really
cheered me up and of course all the people who rang to see
how I was doing.

Right on with the show! Happy Reading. LES
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DEATH OR GLORY
written by Martin Freemantle
played on a Spectrum

This game is the sequel to Martin's first adventure 'Dragon
Slayer'. Your quest, as Doug Thornton, is to retrieve the
Medallion created by the 'Circle of Nine' and return it to
it's rightful owners in Hayworth, and for those of you who
think youv'e already got the Medallion, from the end of the
last game, you are in for a shock...it would seem that you
were mugged on leaving the mountain!

The story continues on a linear basis, as with 'Dragon
Slayer', and it's easy to see that Martin enjoys the old
style Compass games. The influence is noticable within the
first couple of locations where a puzzle needs to be solved
before you can explore the surrounding areas. However, this
is not overly difficult to overcome and before long you are
able to visit the nearby village and survey the damage
caused by the evil Goblins. There is plenty to do around
this area and it will be some time before you discover the
way through the brick wall that blocks your entrance to the
Cyclop's Maze and can find your way back into the mountain
in the hope of retrieving the Medallion.

Part Two begins as you cross the swamp but it is important
that you do not lose a particular object from the first part
so | would advise that you wear anything that can be worn
before you attempt to cross the bridge. I must admit that I
preferred this part, as it seemed to contain a lot more
puzzles and took quite a lot of brain-power on several
occasions. I enjoyed bringing the stone troll back to life
and spent a fair amount of time attempting to get the rope
from beneath the scorpion

It was to my eyes, immediately noticable that Martin's

knowledge of PAW had progressed since he wrote his first
game. The whole thing has smartened up and the puzzles are
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DEATH OR GLORY

definitely more complex. Ofcourse, that's not to say that
‘Dragon Slayer' wasn't enjoyable..it was but it was also
recognisable as a first effort. This sequel looks good,
plays well and has plenty of atmosphere.. in my view, all
these things are of similar importance and Martin has kept
the balance well.

Reviewer Sharon
THE GOLDEN LOCKET
written by Keith Burnard
played on a Spectrum

Although I enjoyed this game I found it hard to get into as
the first problem to overcome is solved by something that
you can't see! You start off with a bear who is none to
friendly. You have to climb a rock pile and although you
can't see a rock you have to pick one up and throw it at
him! Once you've sorted the bear out you have time to
explore at your leisure and the game starts to improve from
here on in.

You really have to search everything and even objects you
find can have another hidden 1inside them. Once you've
thoroughly searched and solved the problems of the first
five locations you're on your way across the plains. You
come across a man and if you do things right you'll soon be
gsitting at the fire. The man disappears for a while and
examining the camp will get you an object, just make sure
you grab it and leave the camp before the man returns,
otherwise he turns distinctly unfriendly!

Moving along nicely, you come across a hut. Before entering
this however, it would be a wise move to get the key from
the door otherwise you'll end up getting locked in and as
it's a pretty lonely
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THE GOLDEN LOCKET
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managed to get through the small maze and found some water
that was'nt poisoned ( as water hole I had visited had been!
) and eventually found myse4lf in a ghost town. I solved a
few problems but have to confess | am now stuck but I really
don't mind asit's the kind of game that keeps you coming
back for more.

CLOUD 99
written by Linda Wright
played on a Spectrum

Last night yu probably played too long on your computer or
ate too much cheese, because you wake up in the early hours
after a very strange dream in which Jack Frost was up to his
tricks messing about with weather halls on Cloud 99. Your
bedroom is bathed in a weird shimmering light so being a
typical adventurer you decide to get up and investigate. You
start the game in your bedroom and you need to explore your
rather untidy house thoroughly in order to find things which
could prove to be useful later on. After you find something
warm to wear you can venture outside and discover more
useful objects and a key to the gate of Cloud City. Then you
climb a silver ladder to the heavens.

At the top of the ladder is the grumpy old weatherman, who's
nearly lost his voice calling your name whilst you've been
busy down below - he tells you its up to you to put the
weather to rights, so you unlock the the gate enter Cloud
City. There are 3 sections of the city which you can reach
via a transporting device which needs the relevant coloured
card 1inserted. In the Rainbow section you will find a
rainbow fountain which has gone dull, a bank, art gallery,
bakery, tourist office, hardware shop and a launderette

Page No 7 Goblin Gazzette



CLOUD 99
which I fiddled about with for ages before it suddenly
dawned on me what I was supposed to do there.

The Grey section contains the weather halls which you must
put to rights. Jack Frost appears at random both here and in
the Rainbow section taking things you need, but don't worry

- you will find him later on and can then retrieve your
goods.

The Yellow section is full of people who will be helpful to
you, including Mother Nature although busy gardening will
lend an hand providing you solve their problems first.
Finding which objects to wuse in which place is quite
intriguing and you will love it if you enjoy word plays and
terrible puns. I got stuck right at the end because [ hadn't
looked under something (a hint). Its a timed game so its
well worth exploring the sections thoroughly and making good
use of the RAMSAVE facility. This is another brilliant game
with a novel idea from the authoress of Agatha's Folly.

(By the way Jack Frost got his final revenge. The weekend
after I completed this game we went camping with the Cubs
and it was freezing and wet the whole weekend).

Reviewer Jenny

LURE OF THE TEMPTRESS
by Virgin Games
played on a Atari 520

When you come to, you find yourself in a dingy cell what
happened? Slowly it all comes back...... You had ridden out
with the King's army to quella revolt in the remote village
of Turnvale - a revolt led by a sorceress by the name of
Selena. Approach to Turnvale was guarded by Selena's army -
hideous creatures known as Skorl. In the ensuing battle, the
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LURE OF THE TEMPTRESS
King was killed, his army routed, and yo were thrown from
your horse and knocked unconscious. You realise it's up to
you, Diermot, a lowly worker, to escape and destroy Selena.

The only light comes from a torch on the wall, and the cell
is empty save for a straw bed; outside it's thundering and
lightning; and every so often a Skorl guard looks in to
check on you. Armed, however with your wits, and 'burning'
desire to overthrow Selena, escape from the cell proves
relatively easy (not too bright these Skorl).

In the cell outside a prisoner is manacled to the wall. His
name {is Wulf, and he has been tortured because of his
invovliement in a plot against Selens. With his dying breath
(as always) he tells you to make contact with the
blacksmith, another co-conspirator; but he also warns you
that there is a traitor in the village - so don't trust all
you hear! In anothe nearby cell, fastened to the rack, is
Ratpouch, who will become your loyal servant once you've

freed him - he will also get you into some embarrassing
gsituations with the things he says! With Ratpouch's
assistance, escape into the village is a 'pushover', and the

quest can begin in earnest.

'Virtual Theatre' is how the game is described which means
that all the characters in the game lead their own lives,
and most will wander from location to location going about
their business, no matter what you do. Any person you wish
to question, therefore, you must seek out. You can also
eavesdrop on conversations by looking through windows,
cracks etc - indeed, in one instance, it is essential to do
so. Add to this the brilliant, detailed graphics, and
everything serves to give the game a very realistic feel -
even down to small, neat touches such as the reactions when
bumping into other characters - 'Excuse me' 1{f it's a
villager; 'Watch it uman' if it's a Skorl.
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