GOBLIN

GAZZETTE

ISSUE No 11 OCTOBER 1993

S,
%8
\
\
)

7 o0 \
ol

\ i




GOBLIN GAZZETTE INFO
COPYR|GHT Copyright on anything that

does not carry the writers name belongs to Goblin
Gazzette. Copyright on all other items belong to the
writer as Goblin Gazzette does not pay for
contributions.

LETTERS Gll letters will be assumed for

publication unless they are clearly marked NOT FOR
PUBLICATION. @anyone wishing a response other
than in G.G. Should include a $.6.E.

SUBS(R'PTIO“S Copies can be ordered in

single issue’s but it would be preferred that orders
of a minimum of 3 issue’s be ordered at any one
time. Price’s are:- £1.50 per copy in the U.K. Europe
please add £1.25 R.O.W. please add £1.75. dll
payments to be in pounds sterling. Cheques and
crossed P.O.s should be made out to pay L.Mitchell.

DISTRIBUTION cosuin GazZETTE is a Br-

MONTHLY fanzine and will be available and
distributed on or around the 15th of every other
month. From issue 11 back copies are no longer
available.

CONTR|BUT|0“S @Gll contributions are

gratefully accepted. |1 will be grateful if you can
keep me well supplied with adventure material for
all the popular computer formats. Send them to:-

10 TAVISTOCK STREET
NEWLAND AVENUE, HULL, HUS 2L)
Tel - 0482 - 445438



REVIEWS

CIVILISATION PAGE NO 5
WESTBURY MYSTERY PAGE NO 8
HANDFUL OF HAMSTER DROPPINGS PAGE NO 10
THE DARK GLADIATOR PAGE NO 13
NEW ARRIVAL PAGE NO 14

SOLUTIONS REVIEWERS THIS
CUDDLER "+ = - s s =i s > 17 ISSUE. &
THE BIG SLEAZE - - - - - - P 18| | Wynne Snowdon
TEMPLE OF TERROR - - - - P 22| | Jenny Perry
JACK THE RIPPER - - - - - - P 28| | James Judge
SHADOWS OF MORDOR- - -P 31| | Terry Taylor
SOAPLAND - --~-=-- -~ -- - P 34

Letters to the Editor = = = Page 37

INFORMATION

EDITORIAL

SHEER ESCAPISM
ORDERING DETAILS
ADVENTURE NEWSROUND
TELPHONE HELPLINE

.PAGE 2
PAGE 4
PAGE 43
PAGE 45
PAGE 46
PAGIE 48

Special thanks go to the following contributers.
John Barnsley. Dean Rees. Ann Castelow. Chris
Hester. James Judge. Many thanks once again to
Zenobi Software for the FREE supply of software.

See you all next issue I hope!
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eDITORIAL

WELCOME! to issue 11 of G.G. I have been asked to
give a special mention this issue to the
ADVENTURERS CONVENTION to be held on
OCTOBER 23rd which is the place where the MEGA -
POINTS competition is played. The prizes this year are
6 Months subscription to Adventure Probe or Goblin
Gazzcette or the chance to pick a couple of games from
the catalogues of the following Software Producers
ZENOBI, F.S.F. DREAMWORLD ADVENTURES and
AMSTRAD WORKSHOP. The entry fee for the

compectition this year is £1.00 which is 50p cheaper
than last years cntry.

I am desperately sceking a adventurer who owns a
Commodore Amiga. I have a number of Zcnobi games,
that comec supplied with a Spectrum Emulator, that
nced to be reviewed. Anyone who is interested in

undertaking this task should contact me at the usual
address.

This issuc has less solutions than usual. The reason
being that the ones I have included are BIG. You will
also notice that the GETTING YOU STARTED section
is missing as wecll. The reason for this is - I am going
to include a bumber cdition in the CHRISTMAS
ISSUE. So if you have any tips for any game, and it
doesn’t matter how small they arec send them in and I
will include them. Come on show some Christmas Spirit
and help out your fellow adventurcrs. You never know
they might just be zble to help you too!
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Civilisation
written by Sid Meir
played on an STe

Hoorah! After an epic struggle (mainly from the St Format readers)
ST owners can now 'Build an empire to stand the test of time’ on the
whopping life sim from Microprose, THE masters of simulations.
Civilisation is the latest game to come from the now famous Sid
Meir who gave the worid Railroad Tycoon. It puts you in charge of
a small empire with a whole world to explore, conquer and exploit.

Will you be a ruthless leader, driving your people into deep misery or
will you make peace with your neighbours, building your own lands
up and making your followers as happy as can be or will you be the
inventive one, discovering the secreis of invention, the wheel and
other such scientific advances? You start the game encased in
darkness with a lone settier group under your control. They are the
beginnings of our empire and so you must find them a proper place
where they can build your capital city.

Don’t worry, you can move your palace to another city fater on in
the game but first you must build those other cities As your settlers
move around the world they gradually uncover more and more of the
terrain, whether it be plains, desert, mountains, tundra, jungle or
swamps. Soon you must build that first city so you've got to tind a
suitable site, preferably near a river (which will generate trade),
some game (which give you a nice lot of food), a hill (which can be
mined) but access to plenty of plainsor grassiand (which you can
build roads (and later railways) on and irrigate). Once you've done
this you must start the city building items which will {(a) protect it
(phlanx and militia), (b) improve it (granaries, barracks and wonders)
and help you spread your empire and conquer other empires (other
seftlers, diplomats and a plethora of attacking trocops).

As the game progresses you will no doubt come across other
civilisations, all ruled by famous persons from the history of
Earth_.The English (hoorahl) are ruled by-good queen Bess the first
while the Romans are ruled by none other than Caesar. You can
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CIVILISATION

make alliances with these rulers, make war on them or ignore them
totally (which is hard to do as they will be pestering you for
knowledge and treaties as well as threatening you and your beloved
cities). If you make peace with them that's it, you don’t attack them
and they won't attack you, or so it is meant to be but come off it,
who has EVER kept a successful aliiance? No-one | know of.

If you make war on them they will take every availible opportunity
to destroy a city or five, do away with the settlers who were building
up a network of roads for you or get another civilisation to try and do
the same! Yes, that's right, you can pay oft one civilisation to attack
another. It's quite hilarious when you’ve got two civilisations attacking
each other on your say-so while you sit back and wait to take over the
weakened cities (thus breaking the alliance but the two empires will
still be at war with each other and serverely weakened).Apart from
worrying about cities and opposing empires you must make sure your
people are happy by giving them entertainers and luxuries (which
takes chunks out of your budget), protecting them from disease and
barbanan attacks and giving them new governments when the citics
expand becyond a certzin point you must give your sciemtists tasks
to do such as inventing the wheel, religion, automobiles and,
finally, fusion powcr which will allow you to reach the stars.

The game cnds in many ways. The first is if you make a complete
muck up of it and get conquercd by an opposing race. The second
is when you beat seven shades of sushi out of your opponents and
arc the only race left in the world. the final and most difficult is
to win the space race. Once a certain point in the game is reached
all the civilisations start to make spaceships as fast as possible,
perfecting them so they will carry as many people as possible to
the stars where they start up new colonies. The first to get to a
new world with the highest amount of pcople is the winner. The
final way is if the timc rums out.

The game starts at 4000BC and goes on until 2100AD. This gives

you 6100 years to make your mark. To start with cach turn takes

20 years but when you reach about 1000AD it goes down to 10 &
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CIVILISATION

years per move and continues to decrease until it is 1 year a move.
This means you have a long time to make your mark. When you do
finish the game (in any of the above ways) you are treated with a little
sequence and then given a graph which plots all the civilisations
power and how it has differed throughout the game. it is rally nice to
see your line arching above the rest. You are also given a percentage
rating and ranked (Dan Quayle is the worst) and you can save the
leader board to disk if you want (the top ark I've got is 38%, 20% off
the top). Also throughout the game you can access a
demographics screen which gives you your rating (out of seven) on
things like literacy, pollution and family size.

The game is viewed using a Sim City/Railroad Tycoon type overhead
map which is split up into squares (although you can’t see the dividing
iines). Each square has a seperate terrain type and can be built upon
or irragated. Loads of diifferent icons stand for different units from liitle
wagons for settlers to row boats for Triremes. You control everything
via the keyboard (using the numeric pad mainly) and mouse. The
graphics are very good. Mainly the screens are sfatic (when you meet
opposing leaders, for instance) but there are a few animated scenes
(revolutions and celebrations are a couple) but, on the whole, the
graphics are goed.

The map looks like a map and you can see what all the Small icons
are.Sound is average. Each civilisation has it's own liftie ditty which
play when you meet with the leader or they do something imporiant
(build a wonder or take over a city). There are three fighting sounds,
each representing a different type of force. If a legion (armed with
swords) wins a battie you hear a clash of swords, if a cruiser (armed
with many canons) wins a baitie you hear a great big BOOOM and
there is one in-between for those mediocre in power units. The tune
at the start of the game, during the long, CK opening sequence is
completly annoying with just a few chords being repeated over and
over with a little four bar melody playing in the background (which is
also repeated over and over).

I must say that this is the best game I've ever played. After a week of
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CIVILISATION

constant empire building and busting and anything up to ten hours a
day spent on it the game still calls me back to it (in fact I'm eyeing my
backups right at this moment). Anyone with a meg of RAM and any of
the three computers should buy this, you won't be dissapointed. With
five difficulty levels, fourteen civilisations {o choose from, random or
custom worlds to choose from or the ability to play on Earth you
shouldn’t find much to quibble about All | want to know now is when's
Civilisation - The Sequel coming out?

Reviewed by James

{7 THE WESTBURY MYSTERY
Ny “ written by Dorothy Millard
\\\b played on the Commodore C64

In this game you have fo recover 5 stolen rings. You start off in a rat
infested cellar in 2an old abandoned house. The walls are damp; there
are nasty puddles on the floor as well as the rats and you'd like to get
out of there as soon as you can however, you hear creaks and a
blood-curdling scream from upstairs so you may be better off where
you are. Finding your spirit of adventure and a scrap of courage and
creep upstairs to the hall - all seems quiet but you see an ominous
predatory shadow in the glass kitchen door.

Deciding it may be better to explore in other directions you find a
study and a library with animal heads whose eyes seem to follow your
every move...maybe upstairs will be less creepy. You tiptoe up the
stairs and find a blood splattered room. Looking carefully you discover
a torch but you are hit on the head as you leave and the torch is
stolen. Another bedroom is full of cobwebs and a closet door which
has a nasty habit of shut(ing you in until you find a way of keeping it
Goblin Gazzette Page No.8



THE WESTBURY MYSTERY

open. A third bedroom has a light on, unfortunately there is also a
headless body on the floor so you flee. Perhaps you can escape in
the attic? What a shame, the stairs disintergrate as you rush up them,
so you're trapped | hoped you RAMsaved before you went up them.

Maybe the terrifying shadow has disappeared from the_.. kitchen
door, good it has. You explore the kitchen finding useful objects, then
venture into the garden where there is a revoliing slimy fishpond, a
selection of weeds and a shed whose door will not unbolt as it's rusty,
perhaps you will find a means fo oil if.

if you can get rid of the rats you may discover a hidden underground
passage leading to a nearby village. There are a pub, bookshop,
general stores and an old chiurch complete with belltower. [t is raining
hard and if you don’t move wuickly the bridge to the village will be
swept away and you will be stranded and your task untfinished.
Perhaps you can buy a book to fitl the gap in the library - there are so
many that it's difficult to choose which one; a littic knowledge of local
history may be of use here. You return to the old house and can now
open the shed - | hope you have the right equipment with you as you
wiil get locked in with no means of escape. After escaping from thie
shed you can go {ishing.

if you've done the correct thing with the book you will find a secret
passageway leading to a crypt with a very ugly effigy and useful
object. Do remeber to turn off the torch as soon as you can, it's owner
has’nt heard of long-life batteries. The lighthas now been switched off
in the bedroom and the body has been moved by unseen hands. You
find a flea-ridden matiress and start to scratch. Going outside to the
balcony you see a courtyard beiow. You had something to tie to the
balcony and start your descent, Whoops! it wasn't long enough and
you break your feg and die a slow lingering death. The RAMsave
facility comes in useful in this adventure. Later on you find a
greenhouse and one of the rings - oh dear! a bird flies away with it
right before your eyes.

You decide to return to the village to explore the church and other =
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THE WESTBURY MYSTERY

places you didn’'t have time to visit previously. You find another
entrance to the underground crypt you've already visited. You still
haven’t completed your quest however, so you decide to go back to
the house to tackle the attic. If you are fortunate you have found some
of the rings and can escape the house of horrors for the final time.

I enjoyed the game, although the end was an anticlimax. The
atmosphere was suitably scary and you can get killed oft if you ignore
the warning signs. All the objects that | found with the exception of
one zall had to be used. Any objects that were stolen from you could
be re-discovered. By the way tin snips are metal cutters;. | had
thought they were metal filings until Les enlightened me.

This is the first Dorothy Pdillard game | have played but, | can honestly
say that | am looking forvrard {o playing others written by her_J

Reviewed by Jenny.

A HANDFUL OF HAMPSTERS 1
Written by Scott Denyer
played on a Spectrum

Aunt Velma is arriving for tea on her birthday. She is your favourite
aunt and will expect a present from you. Luckily, you've already
bought the gift. While seeing to your personal hygiene (having a bath)
you suddenly remember the present is locked in the wardrobe in the
spare room - and you've lost the key. Not for you the easy answer of
breaking the wardrobe door - espescially when you have one and half
hours to to search the entire house and gardens for the elusive key.
Nor are you deterred by the blown fusebox and the dark area you
won't be able to search until it is fixed.

You start in your bedroom where, to save the blushes of yourself and
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A HANDFUL OF HAMPSTERS |

others, you really must get something to wear. Then, the usual pattern
of searching rooms, the garden and garage for items to help you
mend the fusebox then find the key. If you manage it all in the time
aliowed you make your aunt happy. If you tarry to long - watch out.

This is a short adventure which is scmewhat easy. Most objects are
quickly found and the answers to the problems are fairly predictable.
Not much of a challenge, but a nice lead into the rest of the coliection.

DESMOND AND GERTRUDGE

The age oid story of boy meets girl, boy is a slob, girl’s father is king
and isn't keen for his daughter to marry poor slob so locks her up, boy
and girl decide to elope, meet in a secret cave and live happily ever
after etc. etc. etc. Gosh I'm getting really cynical in my middle years!

Your task is to help Desmond and Gertrude arrive safely at the secret
cave and, as they travel seperately, this involves two different sets of
problems. Gertrude has to escape from the palace into the
countryside to find something of use. She returns to the palace and
travels to her ultimate destination through rat infested underground
passages - rather her than mel

Desmond begins the journey in his gutter home and needs to find
cbjects to help other characters in the adventure. They, in turn,
sometiimes help him on his way. Desmond cannot reach the cave
without a little help from Gertrude. There is only one place where this
help can be given and you recognise it easily.

While this game is fonger than Aunt Velma, it is not too difficult.
Again, the problems posed were somewhat basic and items were
easy to find. Even so, | quite enjoyed it. Perhaps it brought out the
“romantic” in me.

BRIAN AND THE DISHONEST POLITICIAN

In this two part game you play Brian Ramsbottom, a politically aware
young man who realises that the local candidate, Gareth Piichfork, is
not altogether honest. In fact, you are so against him that you decide
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