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COPYRIGHT
Copyright on anything which does not carry the writers name belongs to Adventure
Probe. Copyright on all other items lies with the writer. (Adventure Probe does
not actually pay for contributions, although every effort is made to return the
favour as far as possiblel.

If you wish to reprint any article or other itea, please get in touch. Normally
there will be no probles ...... all you need is the witten permission of the
copyright holder. User groups especially are welcome to reproduce parts of the
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Readers whose work is printed in the magazine continue to hold copyright on all
paterial written by them, and are free to use it anywhere else ...... it still
belangs to thes!
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EDITORIAL

welcome to Issue 10 ot Adventure Probe, No apolegies this month, out jots of
thanks are due to various people.
Please don‘t think I've lost my aarbles but if The Kraken 1s reading another
stolen copy of Adventure Probe. Thank vou very much for all the solutions vou
sent in, They are greatly appreciated. Won't you come out of the closet and let
me thank you properly?

Mike Wade received a request for help from Pakistan - only one problem it was
written in the native language of the adventurer. Anybody know anyone who could
translate it? The only thing Mike was able to glean from the letter was the
title of the adventure giving all the troubie - 'Price of Magik'.

WACCI are offering a free introductory magazine in return for a large (R4) SAE,
so if you own an Amstrad then get your free mag., you'll enjoy it. (see back
cover)

Thanks to all the magazines that have sentioned Probe in some form or another
this month. See you all next month.

® Sandra
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THE PRICE OF ADVENTURES

In the beginning was the Word and the Word was text, 6Gilsoft moved upon the
world ang saw that the Word was oood, and said “Let there be the @Guill" and
there was the Quill, But Gilsoft then took the fruit from the Tree of Graphics
and saw that besides the Word, there was the Picture. Gilsoft saw that the
Picture was good, and said “Let there be The Illustrator® and there was The
Illustrator. But, Gilsoft were not alone in the world, and soon & new face
emerged with the Incentive to improve upon what Gilsoft had done.

Incentive saw that the Word and the Picture were one and said “Let there be the
Braphic Adventure Creator® and thers was the GAC. Very soon the GAC had made for
Incentive a million folds of green, a eillion circles of brown. They had
fulfilled their prophecy from an earlier work of theirs, coincidentally called
“Hillionaire” where the plaver had to make a sillion!

Bilsoft were saddened that Incentive would take over froa where they had stood,
and thought "We must make our own GAC, at the same price.” They had already
thought to compress the Mord, and with that thought and many others, 6ilsoft
created the new Word and the word was PAN.

Legend tells of other giants who bravely soved upon the world. One was called
CRL and brought forth GENESIS. But CRL had not foreseen the BAC and with both
brought forth nearly at once there was no need for & battle of words, for BAC
won,

An earlier legend even tells of a company called Dreassoft who brought forth the
Dungeon Builder (or was it Creator? - the legend seems too dim to recall). Alas,
little was heard of this since.

So now, although many Basic snails still move upon the world, there are many
giants besides Bilsoft and Incentive that keep their soft wares to themselves,
such as the mighty Level 9 and Infocos. Manv words are forged from their stables
and sometimes many pictures too.

Alas for the common mortal, the choice is more and more expensive. At first
Bilsoft offered their Quill for fifteen brown circles. five more than 2 normal
ware, but since this, Incentive offered their GAC for either tuwenty-three or
twenty-e1ght circies, depending on the choice, be it tape or disc.




pilsott out out the Illustrator for a turther fifteen circles, and other
products too for various amounts as additional parts to their whole svstem, If
the user could afford each one, that was.

In that respect, the BAC was complete, for less circles of brown, But now
Biisoft are releasing the PAW, but they are fools, for they are offering 1t at
the exact orice of the BAC. or perhaps that is a coincidence? Surely, anv eortal
being can see that to-otfer your wares at a lower price to another's offerings
will bring more sales. Even more so if one finds that your wares are better.

Whatever happenad to their limit of fifteen brown circles? Well, they tell you
that ‘s the price of sagik, but [ wonder. Take heed, all software cospanies, lest
vou should fall when an unseen David takes his slingshot and defeats you like
Boliath. You will be knocked down with better value, less circles. But who knows
the future of the world, in the hands of such giants? For now, each sortal aust
earn their brown circles and make their choice, but be warned: all that glitters
is not gold; the brown circle itself is proof of that,

Those with enough circles to have bought a Drive have a larger choice, for
Incentive do not rest, Soon they are to eserge again with a GAC+. But, the
question remains - for how many circles? | frust the answer be not too high, or
we could be sesing the first ﬁoliath.......... .....

Thus endeth this chapter.
Christopher Hester
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INCENTIVE SOF TWARE

GAC DWNERS' You can now buy the new supplement to the GAC handbook directly from
Probe for £1 inluding pkp, and save yourselt 25p.

ADVENTURES

APACHE BOLD - tape - CBM 44, Spectrum, Amstrad CPC - £7.95
WINTER WONDERLAND - tape - CBM &4, Spectrum, Amstrad CPC ang BBC B - £7.99

Incentive Sgftware, (Dept. AP). 2 Minerva House. Calieva Park, &loermaston,
Berkshire, RE7 40N



SOFTHARE REVIEWS
THE JADE NECKLACE - Jack Lockerbv - Price £1.75

There has been a burglary at the residence of wealthy socialite, Mrs. Bloria
Florence Bannister. Somecne has stolen her most priceless possession, a jade
necklace, a oresent from her hushand,

Can vou, Phil Mallow, recover the necklace, find your missing friend, H. Bogat,
and pay off 6. F. B.'s gambling debts to Big Fats, whose shadow weighs more than

you do'

The story has a strong flavour of the 1920°s era, as you visit casinos and
gamsbling ships; avoid the lethal machine gun fire of the local hoods; and

investigate seedy dives and pawnshops.

It's great fun, with plenty of interesting problems which f#it together like a
jigsaw as you slowly solve the case and its sub-plots,

Some of the two word input commands are a little cbscure but the author has
provided some help in most of the places where vou'r@ likelv to have difficulty.
[ found a lot of the city location descriptions repetetive, being of the “You're
on the corner of 35th and ist street” type, and felt that there could have been
sore variety in this area. Otherwise there is only the occasional spelling
mistake, and | did not encounter anv eajor bugs whilst | was cospleting the
game,

The Jade Necklace is a GUILLed, patched, text only adventure, from the capable
pen of Jack Lockerby, who also wrote the excellent ‘Lifeboat’ and ‘Hammer of
Grimmold’. It features redefined texts and ram save and ras load (which [ find
extremely useful).

I enjoyed the game and recommend it to all amateur sleuths. It's a gea with only
a few minor ¢laws, and excellent value at £1.75.

Reviewsr - PAUL SERBERT - Spectrum
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STRYFTISCHE Pt.1 - Richard Robinson

Your partner, Charles. 1s very interested in the occuit and experiments, so vou
aren’t worried when vou don't hear from him for a few weeks. Then vou recelve a
phone call from Charles telling you to listen carefuliv as he's discovered
something more - then his voice ends., You hear a ripping sound, then the line
goes dead. You want to know what he has discovered, but have you the courage to
go on? Your journey begins as you make your way to mis mansion, find Charles’
body and then you have to find out exactly what he discovered.

I enjoved playing this game as some of the puzzles were good and took a bit of
time to solve, it's a pity there weren't more of theas though. The descriptions
of some locations fooled me as well., | spent ages at some of thea trying
everything possible when I didn’t have to do anvthing. Then there was the part
where you couldn’t go in some directions, but I had to try didn't I? Yes, 1 got
killed, I aiso learned sose swear words (not from the game, but fros myself)
when [ realised ! hadn‘t SAVEd it and had to start apain,

I think I would class this game as a beginners, because of the amount of
locations and puzzles. All the sase, I liked plaving it. Watch out at the end
though, all is not what it sesss!

®
STRYPTISCHE Pt. 2 (House of Fun, House of Terror!

To be truthful, [ can't find much to say about part two, as [ was aquite
disappointed with it. There isn't much to do at all, and the things vou +ind
hold no puzzle. As soon as you find an object you know how or where to use it.
The map is a bit of a pig to do, and to top it all, just as you start to get
into the game ~ it finishes!

Unfortunately the only good thing I can say about this part of the game is the
descriptions of the hand and body, they are cood. Very gory, but good,

Reviewer - Sue Burke - Amstrad _
D R R e T S e T e

STRYPTISCHE PTS. | & 2 are available bv mail order onlv Price £2.99 on tape from
RICHARD RORTNSOM, 143 Nakfield Road, Wickham, Newcastle-upon-Tyne, NE1S SRI
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The ianmitor at Harridoes Department Store, driven mad by vears of low pay and
lack of recognition for his mind-boggling I.8., has ¢inally gone completely over
the edge' He has planted a number of explosive devices throughout the Store,
each set to detonate at a different time, so that, by the end of THE ELEVENTH
HOUR, all that will resain of this great institution is a pile of smoky rubble!
You, as bomb disposal expert extraordinaire, are charged with the task of
searching the Store, finding the bosbs, and defusing them before any damage can
be done. The only "fly in the ointment® (as they say) is that the Mad Janitor is
still inside the Store, wandering between the different {loors, and toting a
loaded shotgun! As you can probably guess, he is unlikely to help you complete
your mission ... quite the reverse, in fact!'!'!

Some people say cuestion the morality of a game like this ... bearing in mind
that real-life bosbs in real-life department stores occur only too frequently in
this day and age, with deeply tragic consequences., That is an argusent which I
have no wish to get in to. You will either find the scenario of this gase
scceptable or not. Either way it’s YOUR probles!!
@

The adventure is written using the Quill, Patch and Illustrator. RAMSAVE and
RAMLOAD are provided, as is the extremely useful "Alldrop" cosmand. The
character set has been nicely redesigned, although it can be a bit tricky to
read in uoper case. and good use has been made of colour in providing a neat and
clear screen presentation.

The expected spelling mistakes start appearing from the introductory screens
onward (I'm almost certain that writers do it deliberately in order to give
reviewers something to talk about!}, but thankfully, there aren't too many of
them. The agraphics, unfortunately, are very euch-of-a-suchness (mainly
variations on the theme of a oroup of ornate pillars viewed from different
angles'). They did nothing for me at all.

The sound effects however are worthy of a special mention. This pust he one of
the NOISIEST adventures ever! Not only is there a nice solid "Beep!" every time
vou press a key (wnhich 15 a teature ['m all i1n favour of), but every other noise
cftered by the Patch seems to have heen pressed into service - there are cirens
wailing, taps dripping, teiephones ringing, ciocks ticking, bursts of static,
and all manner of scratching and shuffling effects! My only comnlaint ie =~
there's ton much ot 1t' It gets boring after a while.

[«]




[t's also 3 shame that, like the oraphics, the sound effects weren’'t +1ved oo
that thev only displaved on vour first visit to a location. Havine tn endure 30
seconds w@worth of tickino everv time vou pass throush the Clock Departament
auicklv begins to et on vour nerves'!

The game 1tself involves finding and defusing 3 very different bombs. You have
660 name minutes 1n which to dn this (each sove counts as one came-aminute), and
that is plenty of time ... if you know where vou're going and what vou're doing!
So vou can expect the Store to cose down-around-your-ears several times before
you finish mapping and exploring evervthing' The map is large - but not vast.

The Store comprises & floors as well as a Roof and a Basement. Transport between
the floors is by seans of stairs or lifts - and sometises the 1ifts don't work
properly’ Just another little wrinkle to add to your sisery! Should vou run into
the Mad Janitor on your travels (and you will with some reqularity), he will ask
vou an [.0. guestion. Failure to provide the right answer will result in the
Janitor readily adding murder to his list of crimes - your murder!' How easy or
difficult vou 4ind the ouestions will depend upon vour ability to see
relationships between groups of letters and nuasbers (somewhat like actual [.0.
tests [ suppose) rather than your general knowledge or ability to solve puzzles.
I quite liked this part of the game. It made a nice change.
&

fnce vou find the hombs, the difficult part of the adventure starts - how to
detuse them? This requires the correct manipulation ot a nusher of oblects,
which vou will find around the Store, and the use of a series of very precise
inputs in the correct order. Each of the 5 bosbs is different and therefore
requires different objects and inputs, but all are very tricky indeed!

It may well take you longer to work out the correct defusing methods than it
does to complete everything else in the adventure! The oquestion is: will the
game sustain your interest for long enouch to keep you guessing and trying?
Fersonally, [ doubt it.

I found that. despite all 1t's oood points, the adventure really doesn’t have
enough atmosphere to gric and hold the plaver, There is no sense of being alone
in the deserted vastness 14 a oreat department store - there is no sense of
impending doom to sour the player into urgency - there is no sense of racing
aoainst tne clock in a lite-ang-oeath strucoie' The adventure 1s tog +lat, too
one-paced, and, ultimately, uninteresting.

9



The Store’s counters are filled to overflowing with loads of different stuff -
but trying to "Examine ... " any of it invariably produces *You can't"'! How such
better it would have been to have prospted *It's of no use to you." or "You are
wasting time" or “As you dilly-dally the clock soves ever closer to the soment
of destruction.” or even “You find sosething!" Such responses would have been
sore realistic and such sore involving for the player. "You can't.," is sisply
soul -destroying!

Also, I think that here was an adventure which cried out for an on-screen clock
(persanently positioned in one corner) to act as a constant reminder that the
player is in a race against time - and tise is short! Failing the pressnce of a
clock, the appearance of a regular "It is xx minutes since you bravely entered
the store. Only yy sinutes resain before the full fury of explosive destruction
is unleashed. You sust hurry." (or variations thereof) type sessage would have
done such fo kesp the player keenly aware that a relentless countdowmn is
occurring. As it is, [ didn't care such one way or the other.

THE ELEVENTH HOUR is an adventure which contains a lot of good stuff, along with
soee fairly original ideas, but, in the end, it just doesn't quite cose off.

Reviewer - Jim ('Keeffe - Spectrua
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THE ELEVENTH HOUR is available by mail ordar only froms:
TERRY ERAVERMAN, (Dspt. &), 23 Aragon Close, Kings Hedges, Casbridge. (B4 28U
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ADVENTURES FUR AMSTRAD A SPECTRUM

NYTHYHEL - reviewed in Issua 4 of Probe - Tape £2.99

THESEUS - reviewed in lssue 4 of Probe - Tape £2.99

TEACHER TROUBLE - reviewad in issue 9 of Probs - Tape £1.99
HIAMI HICE - Tape - £1.99

Anthony Collins, (Dept. AP), 17 Larch House, 37 Shawsdale Road,
Broaford, Birsinghaa. B36 806




FLOGK TWO - David Oya - £1.75

You are standing cutside a cave, ahead of you are the dreary sarshes. You wander
about aialessly, when suddenly Moovle appears. He reainds you that your aission
is to rescus Vile Mercilcrisis from Angralusa the Wiz and his assistant Joyce
the Profitable, stays long enough to give you a couple of tips, then disappears.

This is a QUILLed adventure without graphics, the best kind in &y opinion. The
descriptive passages go froa the sublies to the ridiculous. "You are in an (ak
wood. To the west is 3 high wall. As the undergrowth is so dense this is the
only point along the path where the wall is accessible.", gives way to "You are
W a gua tree”. Even after I had cospleted it I went through again for the sheer
pleaswre of finding a wracked C3 with a sun filter saying:-

"ANBRALLIBA  JOYCE"

['s sure nobody could cose up with pictures to do it justice.

There were one or two nice little diversions which sesesed to be designed to stop
you rescuing poor old Rarcilcrisis - @ robot who kept asking the esaning of life
( 1 still think the answer is 42, hut he says I'e wrong) and 2 san {n a raincoat
who offered me a nice little earner ten grand for a platinue egq.

The vocabulary is perhaps a bit limited, but the syntaX is nice and sisple,
there is none of the "lean ladder against wall, clisb ladder® nonsense hare,
just type in *UP" and you are. The only thing I really missed was not being able
to use "IT",

Now for the bad bits, There's this maze you see. Now norsally I like a good
maze, bit of a challenge, chance of a bit of accurate mapping, just up my street
that is. This maze is absolutely ®#s#ss awful! What with bits of chalk and
useless thingys that disappear after you drop thes, and a great big orc (with
all the good looks and charm of Bernard Manning) who says "0y fink Oy's gunner
avta cut your head of® - well, it was all too euch for ee. If it hadn’t been
for Sandra the Helpful I might not have got through it at all.

I really enjoyed "FLOOK TWO®. It's asusing and really great value for money,
what asore can you want from life? At £1.75, or "2.95 for Flooks One and Two
together you can’t beat it.

Reviewer - LINDA FRIEND - Asstrad 464



BESTIARY - Author Perry Williaes - Amstrad - Price £2.30 on cassstte

#hat's this? Prologue? Playing instructions? Perry has taken a bit of tise over
the presentation of this gase, giving sose quite useful information and a plot
sussary on the inlay card. So what's it all about then?

Alas and alack, a terrible blight has fallen on the land. You are the King's
youngest son and decide to set forth to set the blight right. frsed with a short
hunting knife and a silver penny you set off on your travels,

Soon enough you come across your older brother who went out blight-bashing
before you. Unfortunately, he had somse bad luck and lies, with his hores, dead
on the ground. Ah well, never mind. | know - loot the body. No such luck. Okay
then, loot the horse’s body. Aha, a golden bridie. I bet that'll cose in handy.
And so we continue on our merry way, finding all manner of strange things,
mostly of the animal kind. Perry obviously likes animals, as the adventure is
full of then. Unfortunately, there really isn’t a great deal else (apart from a
virtually non-interactive witch and sorceror) and most of the puzzles revolve
around befriending or getting past them., This can all get a bit boring after
your third or fourth little furry friend or horrible ferocious beastie in twenty
minutes.

These beasties by the way range froa a penguin to a gryphon, which brings =e
neatly to my next point. The locations are put together in a very illogical
fashion, which rather destroys any realise built up by the good text
descriptions. For instance, three moves away from a tropical rain forest you
find an arctic waste. A bit silly that.

The graphics (mostly pictures of animals) are excellent. I usually dislike
graphics but these are very pretty and draw quickly, although they're not
essential to the game. Unfortunately for hardened graphics-haters you can’t turn
them off.

A clever little touch is that the background colour changes to match the local
scenery lgreen for fields, white for the city, vyellow for the desert etc).
Unfortunately, this creates some garish colour combinations at times, the sost
unpleasant of which is a really eye-straining red-on-green.




The vocabulary is small, and as far as [ can see not much use has been made of
the GAC's advanced features, which is a shame. Several standard adventuring
phrases are not understood.

So, on the whole, Bestiary is a pleasant adventure that will keep you
entertained but not for very long. Maybe a teensy bit expensive given the price
of recent efforts from, for instance, Plasma Touch.

Presentation - 15/20 Plot - 12/20 Atmosphere - 17/20 Interaction - 11/20
Value - 13/20 Overall - 14/20

Reviewer - DAVID OYA - Amstrad 664
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BESTIARY is available by mail order only on tape or disc (send CF2 + £2) from:

PERRY WILLIAMS, (Dept. AP), 12 Godesdone Road, Casbridge. CBS BHR
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THE ARCHERS - Level 9/Mosaic - Price £9.95

First of all let me come out of the closet. I listen to "The Archers" (an
everyday story of countryfolk) every Sunday morning when I'm peeling the spuds
and beating up Yorkshire puddings, (they fight back though). It's great! I don't
actually remember poor Grace getting burned to death but I've been listening for
years, and even join in when good old Uncle Tom sings "The Village Pump®.

Now for the review bit. The Archers is just like Adrian Mole except you have to
get more listeners, not peer group approval. (What does that mean anyway?) I'm a
great fan and know lots about the characters but I gave up after about 45
minutes, so you can tell how awful it must be.

At £9.95 it's the biggest waste of money I've ever had the misfortune to play -
get the picture? Oh, Level 9, how could you put your name to it?

Reviewer - LINDA FRIEND - Amstrad 444
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WISTOTIE SFRISE - dadee Bight - 6.0

RIGHTORIE are 2 now copany in the Swntue cotet. Ty tow St solems
their first teo adventures, and have alitios pims ¢ il this @@ oith
further releases before the end of the your. R crvet s embh
first part of two separate trilogiss - the "Qoratien Swries® o te
Sarios®. Both trilogies carry aprize of £300 for the firet emtew
cosplete thes,

H

OFERATICH STALLIDH
This is an illustrated text adventure in s parts and fostwes Jein Blalea

very special agant!

For aany emths now, large quentities of high guality heroin have besm flonding
inte Britain. Despite strenuous effarts, the aaly clum the Police have osnagsd
to wncover is that the brains behind the drug-emeggling ie samesns knem only &3
The Stallion. Further investigations, and a lucky break, lesd the isvestigators
to the conclusion that The Btallion is, in fact, one Chow Uing ik, o Chisses
businesssan. The Police sst cut to trap Kwok, but, every tias they cass closs, a
gystery aple within their investigating sguad tipped the crisinal aastersind off
«ss &nd he svaded thes! Stymied, but still determifed that Kmok should be
brought to justice, the Police pass the case over to an eltra-secret Govarmasnt
gapartaent ... with power to act outside the Law!!

The first part of the adventure is feirly straighiforward. You sigply havwe te
fins your way fros your own office, in a building scomdwere in thitshall, to
that of youwr Buss, in the ssee building and just one floor wp. Once there you
wiil bw briefed on your sission and told what you will be required to do. You
will than be allowed to prepare yowssl{ for your task by sslecting weepons and
equipasnt fros a large catalogue of 24 different itess' You will not ba allowed
to take thes all however, so you'll nsed to consider carsfully what is likely to
te of sost wse to you. You may have also found, in and around yowr office, a
large nusber of other itees. You aay wish to take some of thees into Part Tw
with you alsn! The choics is entirely yours!

in Part Two the sission starts proper ... and you are given just 17 howrs is
which to cosplete it! As eech and every move you eske is dosssd to cooupy
exactly 6 ainutes, you don't have to Be a sathesatical ganius to work out that
you have a saxicua of only 170 aoves in which to do the job ... o it's
curtaing!!




The gase has a whole host of “instant deeth/randes death” features, which eeans
you are guing to end up getting killed without sarning on more occasions than
you'll be ebla to comt. It domen’t help either that, each tise you are killed,
it's netsssery *o reload your eavad position #roe Part One, and/or a saved
position from Part Tem. This effectively kills the Rassave feature cospletely!

I yvou reach 170 eoves and run cut of tise, you are aot given the choice of
starting again ... the cosputer sisply rosets itseld! If you wish to try again,
you aust reload the gese (and your saved position fros Part One)! The author eay
have thought this was fairly clever of him ... | found it to be intensely
irritating!!

You will also find it nacessary to return to Part One every now and. agaih -in
order to exchange sues of your itees for others which you have previcusly left
behind ... unless you are lucky enough to pick cut all the really useful itess
first tias®! Boing thic requires you to resst the cosputer, load part One, load
saved position, re-select from the Catalogus, seve position, resst the cosputer,
load Part Two, load saved position from Part One, replay gass through to the
point where you wish to use the chject you have gone back for! Bloody tedious!!!

The adventure gperates on a set of very strict conditions. Failure to cosply
with the conditions fully will®sean that you will be denied further &Ccuss
within the adventure ... usually by the expedient mmens of an “instant death®.

For instance, the first tise you attempt to enter the Guards Washrooa froa the
Ventilation Vents, vou will probably find a Suard inside who will shoot you
issediately. For this Guard not to bs present, you sust first sake sose land
Pellets (by seslting pencil lead in a furnace), and then enter the Washroos only
after turning your Torch off! Likewise, there are other rooss accessible froa
the Ventilation Vents where, if you are cerrying a Tape Racorder, there will be
Buards there who will shoot you issediately you enter. If you do not carry the
Tape Recorder, thers will be no Buards ...' As you cen see, aeither the prodless
nor the conditions iepossd are entirely logical.

The alaost continual instant death, randos death, searching for the seans of
filling obscure conditions, and reloading of scaved positions, sekes this a
incredibly frustrating gase to play.

1o



THE CROBM -~ Wrightchoice

This is a text-only adventure which includes a cosbst routine shich, the author
claias, occupies ahout 17K of assory and doss not depand cospletely wpon the
generation of randoe nusbers. You choose your esthod of sttack from & eam of
thres - lunge, swing or hack - and then choose a defensive esnosuwe from
another senu - retreat, duck or dodge. Your oppoment then selects his soves, e
the result of the first round of hostilities i¢ displayed. You msy break off the
attack between rounds, or continue until either you or youwr adversary is desd.
The systea works fairly well, although I did notice a tendency for attacks by
both parties to “siss” sore often than not!

Anyway, The Crown is also a two part adventure ... but the second part will not
be released until June. This first part is lwtltllli “Jorney®, and the plot
goes a8 follows .....0

For many years the land of Tharg was ruled by the kindly King Rasselhague. His
evil half-brother, Chaleb, had tried to bring the powers of dariness into the
land, but Rasselhague had stopped, and then banished hie. The victory was
shartlived however, for Chaleb continued to study his black arts and grew oven
sore powerful, In return for this poser, he was forced to store his human
genetic coding in several horological stones, whichdhe then emunted in 2 goldan
crown and hid in the bowels of his Towsr, guarded by goblins. In dus course,
Rasselhague and Chaleb clashed again in a mighty, bloody battle. The good King
was killed and Chaleb seized power over the land. Luckily, Rassslhague’s wife
and baby son had fled into hiding before Chaleb could capture thes, There then
followed 21 years of Chaleb’s unbroken, tyrannical rule. The land suffered, the
peaple were cruelly exploited, all hope seesed gone. But now, Ragselhague’'s som
has reached sanhood, he has learned of the death of his father, and the evil of
his half-uncle. He is young, he is brave, he is angry ... and he is about to set
out on a quest to reclais his fathor’s kingdom as his own!! A new hope is born!!

Thankfully, this gase seess to be relatively free of “instant/randoa death®
features. However, progress will still depend on your ability to fill strict
conditions at certain tises. For instance, you will come across a pasmshop
fairly sarly on which seees to be continually “clossd for lunch®. Until, that
i, you discover a Purse which is well concealed on the body of a dead Buard ...
then the Pamnshop is siraculously open ... but only for one visit, then it
closes again!!!




This game plays such better than Operation Stallion and I found it to be fairl
atmospheric and involving. I liked the redesigned character set very such ... i

fits the adventure very neatly. There are also sces good puzzles here. You say,
for instance, find yourself limited to just the first three locations for quite
2 while, until you figure out the way of gettimg past the Bate Guard and into
the City. 1 also particularly liked the sequence featuring a Ses Chest, a
Sinking Ship, and several objects which say or may not disappear ... depending
on what you do with thea!-

hen I first laid eyes on these WRIGHTCHDICE gases, ! was very ispressad. The
adventure seesed to be very well plotted, very professionally presented and
packaged, and to possess a saall spark of originality into the bargain' I looked
forward to playing thes imsensely,

However, the author has employed nearly every device possible to disrupt and
destroy the adventurers enjovment of his gases. Where he has simply tried to
make the games harder ... he has merely succeeded in saking them infinitely sore
frustrating! I am almost sure that this is solely because of the £300 prizes on
offer ... you can't just give that kind of soney away, after all! In gy opinion
though, I think the author would have been better advised to have fargotten
about the prize soney, dropped the price of the gases by a couple of pounds or
50, and concentrated on trying.to pull the adventurer into the world of his
gases ... instead of eaploying every seans of kesping him out!!!

But, if you would like to take 2 stab at winning one (or both) of those prizes,
Wrightchoice have kindly offered a £1.20 reduction on the price of each
adventure to Probe readers. They are alsc cffering the 2nd part of the
"Operation Series" (scheduled for release in April) entirely free of charge to
the first 100 adventurers to purchase Part One. Full details of these offers,
and the address to write to, should be elsewhere in this issue of Probe.

Reviewer - Jim 0'Keeffe - Spectrua
R R R R R R S R B I MR S R I DB S S L E R DR B LR B HH 58

OPERATION STALLION AND THE CRDWM are available at the reduced price of £5.75 for
Probe readers, contact WRIBHTCHOIVCE at:

PO Box 100, 159 Welbeck Crescent, Troon, Ayrshire. KAIO 6BD

R R R R R R R R R S S R B B B R S S R R R RS B R B 5 0S
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FINDING YOUR WAY ROUND A WAIE ... Beginners Maze Mapping

by Paul Serbert
Mazes exist, whether you like thes or not, many adventures include one, or sore,
and it seess they're here to stay. So how would Dirk the Dusb go about
negotiating your Mr. Average Maze? Dirk tries stusbling blindly through and soon
becoses hopelessly lost, stuck in a rut. What's more, he eisses the all
igportant exit which leads to the roos containing the jewels, torch, gun and
kitchen sink.

Clever Eric, on the other hand, draws a sap. A lot of questing knights have
trouble eapping mazes, but Eric knows that all that's needed is patience and a
dash of common sense ~ pencil and paper are useful of course. Eric always draws
his saze on a separate sheet to the sain map, after all, mazes can get rather
messy with all the various routes and Eric doesn’t want to ruin his only sap to
the priceless treasure. Also, he always tries to be carrying as sany objects as
possible upon entering a labyrinth.

Let’s take the maze froe WAXWORKS as an example. Eric moves west froa the
lounge: ] N

' L OF i | 1 o l fF

His inventory shows that he is carrying: wooden beam, key, matches, coin, paper.

Eric drops the key in the hall of mirrors and soves north. Since he sees no key
here he knows he is in a new location - obviously - and consequently drops the

paper to act as another marker. His map now looks thus:
1

WAL OF HIRRORS N
(paper) /M
]

/r

~  HALL OF MIRRORS ~ <& L OUNGE
i (key) L |

What next? North again.




This takes him to another empty location, so he drops the beam as a marker. His
next move, which is also north, takes him back to the roos containing the paper.
Eric’s sap now looks like this:

~ WAL OF MIRRORS
o
T

=1 HALL OF MIRRORS
(nmfr)

T

-| HALL OF MIRRORS F <  LOUNGE
il:eyll

Clever Eric now decides to explore west. This takes hia to ancther eapty
location where he deposits the coin. Moving west again just returns his to the
coin room. Eric uses a crosseto eark on his map that this is a dead exit.
Eric’s sap now looks thus: N
; /|

e

N
- HALL OF MIRRORS |-
(h!ﬂ’| - i

‘ i

HALL OF MIRRORS | <——1 HALL OF MIRRORS |-
(coin) (pltliﬂ

—-!lI-ll.].{:ﬁr;‘lllﬂﬂﬁs1k (—4‘ LOUNGE \

X = Dead exit (leads nowhere)

By now you should have the idea; record each route from each roos and drop an
object in each empty, newly found location, until your map is complete.



-r_,_..-r"'""-’.-n—-_‘_“-‘-“""

Eric’s map of 'Waxworks' Maze eventually looks like this:

/ \
e ' N
4.(1 HALL OF NIRRORS [ R !x’*\
(matches) | |

Jd
N i3

(key)
p =

{ = Dead exit (leads nowhere)

Eric can now see that to travel froa the lounge to the airlaock he would move

You will have noticed that there are & rocas in the Hall of Nirrors and Eric had
only J cbjects. Luckily the agualung was present in one room. If there had been
say 10 rooss, Eric, after dropping his 5 objects, would have had to find his way
out of the labyrinth and return with 5 sore objects to continue eapping.
Obviously some mazes have sore than four exits per room e.g. Up, Down, Northeast
etc., but the same basic principles apply. Maving seen that maze maps tend to
get sessy and confusing keep plenty of space between locations and, if

necessary, split your sap into segeents.

If you are unlucky enough to stusble across a maze where somebody keeps stealing

your objects, ignore all you've read - you're in trouble! Eric’s solution, 1if

all else fails, is:- X

Dear King/Bueen of the Castle, HELP!!! Eric
By the way Eric doesn't like sazes.




THE FINAL QUEST (Continued)

We approached the solid tisber drambridge with sose trepidation, the moat looked
very deep, and Jis insisted upon testing it. He rumeaged about in the handcart
and case up grasping the greasy pole, I was impressed. Jia lowered the greasy
pole into the moat, but he objected viclently, so we put his back in the cart
and trundled on across the drawbridge towards the uninviting entrance.

We were now confronted by a sassive tisber door, which was wreathed in cobwebs.
In the centre of the door there was a huge ivory door knocker, carved in the
likeness of a husan skull. Jim grasped it firmly, and rapped three times. In the
distance we heard a bell begin to ring. The next few minutes were like a gothic
nightmare.

First we heard a slobbering sound, followed by heavy footsteps shuffling across
a stone paved area. Then to the sound of sore slobbering, we heard massive bolts
being withdramn from rusty sockets. By this tiee my feet were ready to do an
impersonation of the Road Runner in full flight. Jim gripped ay arm. “Steady,®
he suttered. Slowly the great door creaked open, and we were faced with one of
the sost hideous spectacles that we had ever encountered.

They were perched on the nose® of a decrepit old butler, who stood there,
blinking at us through the cracked and distorted lens. Jim swiftly bent over the
handcart and came up clutching the rimless spectacles without- lens. "Take these
old fellow®, he said. The butler accepted thea gratefully, looking slightly
besused, then he led us into the ancient hallway. Jim gave a thumbs up sign,
"People won't do anything for nothing," he said. We were in!

We were now alone in the Library, or so we thought, and resesbering the immortal
words of MIKE GERRARD we decided to examine everything. This idea was short
lived, because a sudden growling sound rose from behind us. I turned round, but
Jim was too petrified to move, "What is it?" he stuttered. “I'm not sure,” I
replied, "but I don’t want to be here if it gets hungry.® The words froze on ay
lips as the apparition padded into the doorway. "It's not your average urban
pet," I tried to say, but it's difficult to speak when your mouth is frozen.

Jim turned slowly towards the doorway, he gulped and said, "Leave this to me.” |
did not argue. He fumbled into the handcart for a few seconds, then he eserged
triusphantly wearing the hair net. The growl deepenad. “Daan,” said Jim, "I
thought that might work."

{ |
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The apparition displayed its perfect white teeth, and took one step forward. 1
sank down into ay boots, and peered out through a lacehole. | could see Jia
hanging from a chandelier, swinging to and fro.

We aight have remained in thiz ludicrous situation for ever, had it not been for
& sudden change of fortune. A long low whistle was signalled fros scaewhere in
the distance, and our friendly houseshold pet was suddenly gone. “We handied that
quite well,” said Jim, as he swung down to the floor. "Of course we did," ] said
pulling myself up to full height and staring him in the kneecap. Then we two
sagnificent liars beat a hasty retreat froa the rooa.

A few hours later, we could be seen exploring various parts of the huge
residence. Occasionally the sound of maniacal laughter drifted tosards us from a
distant corridor. I pretended not to hear it, and Jie was either deaf or
sensible, depending on your viewpoint. Finally we could ignore it no longer,
though God knows we tried' It was just a question of who would go first. It was
no problem, because just then we heard a familiar groml, and we left together in
a most undignified manner. [ would of course have volunteersd anyway, feet
permitting.

An hour or two later we were still exploring, and a: cart was stuck at a sharp
bend in the passage. Jim pulled forward, whilst I pulled backward, but for some
reason it would not budge. A small lasp flickered brightly above our heads, and
as we toiled, our three shadows were clearly outlined on the passage wall. It
took me about ten seconds to realise that there were only TWD of us. ke were no
longer alone.

She stood, mouth cpen, at the end of the passage. Looking like a fugitive from a
horror script. fs she emitted another burst of maniacal laughter, we saw the
solitary tooth which grew froa the centre of her upper gua. With practise, she
could have used it to spear an apple through a wire net fence. [ guessad that
she might have been nased Juanita, and Jie whispered that she had inbuilt
central eating. But it was no joke when she advanced towards us, with claws
extended.

As usual, my feet were quick off the mark, but for once Jim beat se to it, he
seeasd to have vanished into thin ai,\r. {Jim takes over the story here to explain
his absence.) When [ saw the thing coeing towards us, I knew that [ had to
frighten her away before she caused any dasage. I ran to the cart to find the
scythe. My plan went wrong as I hoisted the scythe over ay shoulder,




The blade hit a curtain rail on a nearby window, and the curtain fell straight
on top of me. 1 reseaber staggering round the cornser trying to untangle myself,
and when [ did, the creature had gone. (As Jim ends his explanation, I will
resuse the events that followed.)

The evil one was about to test her claws on ay face, when Jim suddenly
re-entered the passage. He was clad from head to toe in a black flowing
material, carrying a glinting scythe upon his left shoulder. The reseablance to
the BRIM REAPER was uncanny. The ancient one sust have thought her tise had
come, and she made a magnificent exit, the skid marks were at least three setres
long.

fs our nerves began to cala down, we continued out exploration. Our arrival into
the cellars was nothing short of spectacular. We were both pushing the cart up a
small incline, when Jim trod on my foot. "Not again®, I groaned, as I
somersaulted into the back of the cart. I tried to grab Jim's arm for support,
and he tumsbled in on top of me. As the cart careered crazily backwards,
gathering speed, we heard the greasy pole counting his rosary beads in the
corner.,

The cart paused only once, as it smashed through a flissy door at the top of the
cellar steps. I remember 1i%tle of the journey down the steps, except for the
screaming, which began when Jim got trapped beneath the gas cooker. The joy ride
ended when the cart overturned amidst a shower of sparks, and we were flung
headlong onto the cold stone floor of the ink black cellar. For a while we lay
dazed, then Jim slowly got up and lit the gas cooker, we could see! It was a
pity to waste the gas, so we had tea and biscuits, whilst we recovered our
strength.

Qur surroundings could best be described as cellar-like, the rooa was big, and
fairly dark, and in the corner there was a huge wine vat, which appeared to be
full. The only way out of the cellar was back up the steps, and as we turned to
leave, we saw the first of the eyes, They were everywhere, red, gleaming,
followed by thin tails, and backed up by razor sharp teeth. "Rats!® I screamed.
"Stop swearing,” said Jim reproachfully. His next utterance was more
appropriate, as several small teeth began to chew on his right leg.

It was then that [ made my major contribution to our quest. I rushed across to
the cart, and grabbed a sharp axe which I remembered packing. Then using my
awesome foot power, I souashed my way across the cellar, towards the wine vat.



With 2 mightv blow, I split the vat aleost in two, and the wine poured out,
flooding the entire room. The drunken rats floated happily aleng on the tide,

and we heard rodent type singing, as they vanished down the cellar drains. “Well
done", said Jim, as he dipped his helmset into the wine for the third tise. “Try
some of this.® So I did, and we went on our way a little merrier.

It was almost midnight when we discovered the locked room in the attic, soseone
was moving arcund inside, and we saw a thin strip of light beneath the heavy
door. “This is the place", said Jig nervously. And I knew he was right. I =
knocked firaly on the door. “Open up,® I shouted, but no one answered. ‘“Let se
try,* said Jis. He tapped softly, and said “Inland Revenue*, the door swing
open. Our first view of the legendary Adventure Author was beside a pile of
discarded notes, which were scattered across a large wooden desk. 4

He was muttering incoherently about his next deadline. He seesed to be haraless,
and there was nothing unusual about him, apart from the large crisson Parrot,
which was perched on his left shoulder. He was busy writing, and occasionally =
stuffing sheets of text into an overflowing waste paper basket, beside the desk,
He becase aware of us, when the Parrot suddenly screeched "Rape'®. He swung his
chair towards us, and I will never forget the sight for as long as I live. ’

9

As we stared at the Adventure Author, his glazed eyes wandered around the roos,
then he noticed that they had escaped. As he bit the end off another pencil, he
said, “1 aa not really here, you know." And I thought he was partly correct. "I
could use you two in ey next story,® he said, "have you had any experience with

Dragons?* My feet began edging towards a doorway. Suddenly a huge green serpent

slithered out from beneath a shest of text, the Author gazed at it blankly.
"Hiss off", he said, and it was gone,

Jim and 1 were petrified by now, a sudden flase belched up from a paragraph on
the desk, and the Parrot screeched, "Use two words only.” I did, but the Parrot
ignored thea. Another sheet of text fell to the floor, and a huge tentacle
snaked out and grabbed Jim's leg. “It's all in my aind," said the Author. a
sword appeared in his hand, and he hacked the offending limb away. Spikes began
to descend from the roof. "Help!" I shouted. A voice boosed "try exasining
things'. I could not think of a suitable reply. The Author began writing
furiously, and the air was filled with long forgotten spells, and magic potions.
A huge boulder suddenly appeared froa the roof, and it bounced off the desk onto
ay foot. I yelled in agony.




Jim was suddenly holding a lit torch, and I saw the inspiration flicker brightly
across his face. “Drop all"®, he shouted. The room was suddenly littered with
objects. "Inventory®, he commanded. At last ! caught on, "Gag Author", 1
shouted. And the room went silent. After that it was easy, a few more well
chosen commands had the situation under control, and we tied the Author up with
our sharp string. As an added procaution, Jim cut off the knot so that he
couldn’t escape, and we bundled him into the cart.

As we trundled homeward, across the drawbridge, we vowed to take up knitting as
our next hobby. At least we still had our subscriptions in tact. Ke had been
sustained throughout our quest by good health, and a sense of humour. Our health
remains strong, and we intend to keep our sense of humour, right up to the
beginning.

DEDICATED TO JIM O°KEEFFE, THE AUTHOR WHO STARTED IT ALL.
TO PAT AND GANDRA, FOR ALLOWING INSANITY TO PREVAIL.
TO ANY READER, WHO LAUGHED AT LEARST ONCE.

WIMBERLY, WAMBERLY, GRIMBERLY, GROM.

THERE ARE LOTS MORE STORIES WHERE THIS CAME FROM.

MALCOLM SERBERT. (ADVENTURE AUTHOR).

(JUANITA) IS PRONOUNCED (ONE EATER),

HEHEHHH R
ADVENTURES FOR THE COMMODORE 64 AND SPECTRUM 48K

Hameer of Grimmold - Reviewed Probe Issue &.
Lifeboat - Reviewed Probe Issue 7.

Jade Necklace - Reviewed Probe Issue 9.

Witch Hunt - Fantasy adventure.

Realm of Darkness - A Treasure Hunt.

The Cup - Nightmare in Cricklewood'

Mutant - Kill the Beast!

Matchmaker - Arrange a Royal Wedding - if you can!

Adventures {,3,4,5,6 and 7 all have Help routines for Spectrus.
Adventures 1,3,4,5,6 all have Help routines for Commodore.

All adventures have Ram Save on both machines except Lifeboat and Mutant.
All Spectrum adventures have re-designed character sets.

Each adventure costs f1.75, including postage froa:

J. A. LOCKERBY, 44 Hyde Place, Aylesham, Canterbury, Kent. CT3 3AL



LETIERS

Some of you Amstrad owners out there may be aware of the fact that Vidipix
released pts | and 2 of The Lost Phirious quadrilogy last year. In fact some of
you bought and played the gases. A few customers, however, tried to order the
adventures directly from us at the end of last vear but were informed that they
weren’t available for various reasons, As it's been a while since this happened
I feel that I should inform those as to the situation as it stands at the
mosent. Alsc read on if you're interested in buying part 3.

Due to various reasons Vidipix decided to get another cospany to market the
adventures, this was in August. In Septesber a cospany did show a great deal of
interest and a sus was fixed for parts | and 2. The sale of the Phiricus
prograss were stopped because a) they were being enhanced for re—release and b)
Vidipix didn't really own the rights to them by that tise. Since then the said
cospany has done absolutely nothing on the matter and have ignored any letters
sent to thes. Around Novesber another company showed an interest in the
adventures but there wasn’t much we could do about it, having already agreed to
a price with company A. Company A was given an ultimatus which they didn‘t
acknowledge ( and in fact still owe us the original disc!) and by January 10th
the programs belonged to Vidipix again. An offer was then made to company B who,
by that time, had lost interest. We ended up with no-one wanting the gases'

Since that time Vidipix have been in contact with other companies but at this
mosent in time (Fedb 12th) we've had no luck. It now looks unlikely that anyone
will buy up the Phirious rights and, if that's the case Vidipix will then revert
to the original system of selling thes ourselves. So to anyone out there who's
desperately waiting to order any prograss from us our apologies but it's not
really our fault. When the matter is sorted out we'll place an ad in the
Adventure Shop to let you know.

For those who are waiting for part 3, it is ready but due to the above reasons
it's launch has been held back. It will cost the same as the other progs, £2.50,
but it had to be produced with the Quill rather than GAC as promised. The simple
reason was that we ran out of memory using GAC. The play testers, one of which
is Sue Burke who mentioned TLP3 in a recent letter, have given a good response
to the program. Hopefully this neans‘gsinq the Quill has not degraded the gase
guch.



Anyway [ hope that this letter has cleared up any confusion regarding the
Phirious prograss. Keep a look out for the ad in Adventure Shop, by the end of
March the situation will be sorted out, cne way or another!'

NEIL SCRIMGEOUR, Vidipix, 125 Occupation Road, Corby, Northants. NN17 1EG
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Has anybody got started on 'Masters of the Universe’? I'd like to know the
significance of the ‘rusbling’ at the start, not being familiar with the TV
progranse.

JOHN BARNSLEY, 32 Merrivale Road, Rising Brook, Stafford, Staffs, ST17 9EB
FHHH O R R R R R R R R O R

I have an adventure called ‘Shrinking Professor’ by A & F SOFTWARE. I have had
it a year or two now, I find after doing mainly Level 9 that [ cannot think
simply. I tend to think there is more there than there really is, I just can't
finish it. .

Does anyone out there have it, or even have heard of it. I have never seen any
hints or clues for it. My machine is a BBC B, [ can't remesber if it was made
for other machines. I would like to see the back of it and finish it.

BARBARA BASSINGTHWAITE, 70 Coronation Avenue, Yeovil, Somerset. BAZ21 3DI
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[ once saw advertised a game called ‘Fahrenheit 451 - as I have read and
thoroughly enjoyed Ray Bradbury’s book, I would dearly love to get hold of a
copy. However, I cannot get a copy anywhere. Does it exist for the Cé4, or was I
hallucinating? Your readers are my last hope!

FIONA BISSETT, S0 Chelmsford Road, Southgate, London. N14 5PT
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27



IN-TOUCH

Has anvone got "Robin of Sherlock" to sell or swap, (Spectrum). 1 can offer
“Spiderman”, “Eureka", *Tir Na Nog", “"Lords of Time®, ‘Emerald Isle®,
“pdventureland®, (last three are originals, but not in original packing).

Other swap suggestions welcome. Please contact:

JOY BIRLEY, Eryl Don, Mona Terrace, Criccieth, Geynnedd. LLSZ OHE
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! sust recossend an Asstrad game to you, BESTIARY by Perry Williass. I norsaslly
dislike graphics and switch thea off, but this is the exception to the rule. The
pictures are of creatures you meet in the adventure and are excellently done. As
for the ending to the game, it's well worth seeing. It's so original, Without
reservation, I would say it’'s the best ending I've ever seen.

LORNA PATERSOM, 17 Ochil St., Tillicoultry, Clacks. FK13 6EJ

(Have you played an adventure that you'd like t8 recossend? ... Sandra)

D T e R e e R et ittt el

Can anyone help on Part II of Dodgy Beezers? [ have 'completed’??? part [ but,
as you must choose your gang and save part I to load into part II, I don't know
i 1've done it right, as once 've been through the sewers and on to the bank
roof 1 can‘t go any further. I will telephone anyone who can help.

I would like to buy the following adventures on Spectrum if anyone has thee for
sale: Emerald Isle, Worm in Paradise, 1111, Subsunk, Denis through the Drinking
Glass, Twin Kingdom Valley, Return to Ithaca, Aftershock, Pen and the Dark,
Winter Wonderland. Please send prices wanted to:

730 Sgt. JOWN HORE, c/o Sgts. Mess, RAF Wildenrath, BFPO 42
FEE IR EE R R R R A R R R R R R B R R B R R R R LR R A

Exchange Dun Darach (Amstrad 464) for one of Lords of Time, Valkyrie 17,
Gnowball or Red Moon. Please contact:

LON HOULSTON, 3 Pritchett Drive, Littleover, Derby. DE3I 7AX
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ORIGINAL SECONDHAND SOFTWARE FOR SALE

Minder - £3.00 Spy vs Spy - £3.00 Lords of Midnight - £2.50
Shadowfire - £ 3.00 Father of Darkness £1.00 Rifts of Time - £1.00
Philosopher ‘s Stone £1.00 Murder Hunt/Last Will and Testament £1.00

TERRY ROBERTS, Weodlands, Church Road, Harrietsham, Kent. ME17 1AP

BB R R R R R R R R R PR R R R R Y
All Spectrum: Classic Adventure (Micro Bold) £2, Dollars in the Dust £1.00, El
Dorado £1.00, Hacker £2,00, Here Comes the Sun £1.00, The Helm £1.00, The Hobbit
{orig. tape but in smaller cassette case) £2.00, Incredible Hulk (orig. tape but
in smaller cassette case) £2,00, Kentilla £1.00, Ludoids £1.50, Message ¢rom
Andromeda £1.50, Neverending Story (128K) £2,50, Noah £1.75, Planet of Death £2,
Quest for the Holy Grail £1.00, Randy Warner and the Aztec Idol £1.50, Return to
Ithaca £1.00, Seabase Delta £1.00, Ship of Doom £2.00, Sinbad and the Golden
Ship £1.00, Souls of Darkon £1.30, Spidersan (orig. tape but in smaller cassette
case) £2.00, Ten Little Indians £2.00, Twin Kingdom Valley £2.00, Waxworks £2,
Witches Cauldron f£1.50, Zacaron Mystery £1.00, Valhalla £1,75, Fourmost
Adventures (orig. tape but in smaller cassette case) £4.00, The Book - Guide to
playing the Hobbit by David Elkan £2,00. Cheques/P0's payable to:

Miss J. S. HOLT, 36 Eland Street, New Basford, Nottingham. NG7 7DT

FEE R R R R R R R R R R R R R R R R R R R R

I still have a few games left froe the list in last month’'s Probe if anyone is
interested........ Sandra

SPECTRUM: Id - £3, Kentilla - £1, Colossal Adventure - £3, GAC £12,

COMMODORE 44: Lords of Time - £3.

AMSTRAD: Warlord - £1.50, Forest at Worlds End - £1.50, Spindizzy - £3.30,
Imagination - £1.50, Escape from Khoshisa - £1.30, Terrormolinos - £3.00.
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If you have any games you have finished with you can advertise them in Probe
free of charge. Just send a list with prices, and make of machine.
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dvantage

ADVENTURES AND ASSORTED GAMES

Below 1s a selection of discs offered to subscribers of ADVENTURE
CONTACT and ADVENTURE FROBE at the specially reduced prices shown,
which include VAT and postage in the UK (Dverseas please add £1) Cash
with order or you can pay by ACCESS or VISA over the phone.

* FIVE ADVENTURES FOR THE CPC Blue Raider Parts 1 & 2, Island, Holiday
and Mission 1940 £8.93

* BESTIARY An adventure game specially written for the PCW £8.95

* BOR An imaginative sci-fi graphics adventure game for CPC's £8.95

CP/M Games Compendium for PCW & CPC £46.95. Colossal Cave Adventure,
Computer Chess, Othello, Golf Simulation, Life, Mastermind, Polish
Fong, Pressup, Awari, Noughts & Crosses, Word Search Puzzle Generator,
Maze Maker, Biorhythm Calculator, Calendar Printer, Large and Small
Banner Printers and Sorted Directory.

FOUR CLASSIC NEMESIS ADVENTURE GAMES FOR CPC or PCW £8.95. The Trial
of Arnold Blackwood (May confound many an experienced adventurer)
Arnold Goes To Somewhere Eise (You will need logic and a 1lot of
stamina), The Wise And Fool Of Arnold Blackwood (The definitive tour
of Rochdale) and Brawn Free (poking affectionate fun at the great
American West). Disc includes CHEAT files. “"A good challenge, lots of
hints and a good range of responses” - 8000 ?LUS Magazine, Jan 1987

THE FOLLOWING DISCS (each marked by an asterix) ARE FOR AMSTRAD PC1512

‘& IBM PC COMPATIBLES £7.95 EACH: -

# PC-CHESS A comprehensive game with many useful features and graphics

*# STAR TREK A superb new version of the classic game complete with
graphics. Disc also includes the original text version.

* COLOSSAL CAVE ADVENTURE The well-known main-frame game. Includes the
C source code for anyone wanting to get in and change things.

# TRIVIA QUIZ (Twe Disc Set) full of questions on four categories.

#* CAVE GQUEST You start as an Immortal, you choose your new mortal
attributes and are sent to Earth to seek out fame and fortune.

* NORLAND HANGMAN Select from a wide range of lists supplied or input
your own words. A well-presented version of this popular game

# FUNNELS & BUCKETS A learning game to improve a child’'s skill at
arithmetic by solving problems within a user—definable, time span.

* SPACE WAR A one or two player game space battle game '

* BEST GAMES - Space Invaders, Fackman, Bugs, Life, Castle {(a graphics
and text adventure game) plus others. -

“ ARCADE GAMES -~ 3—-Demon, Bricks, Fortune, Donkey Kong, Pango,
PC—-Golf, Pitfall, Pyramid (Cubit variation)

* ASSORTED GAMES - FPinball, Catch the Baby, Frogger, Multi-Maze, War

* ADVENTUREWARE Five new full size text-only adventure games

* AMULET OF YENDOR Multi-mode Dungeons & Dragons game

* OTHELLO The game of dramatic reversals

* MONOFOLY The classic board game.

* MORE GAMES — Airtrax (air controller game), FOREST FIRE, HOSTAGES,
LANDMINE, FACKGAL, FOKER, FARATROOPER, O-EERT

* GREATEST GAMES Flightmare, Jumping Joe, Solitaire, Spacewar, Striker

ADVANTAGE (sAN) 33 MALYNS CLOSE CHINNOR OXFORDSHIRE 0X? 4EW UK
Telephone 0844 52075



NEW Computer Adventures from Riverdale Software.

SUDS ~ An hilarious spoof which has you trying to wend your way through the sets
of British scap operas in a bid to reach the mecca of TV soaps - the East End of
London. The adventure comes in four parts on one tape (BBC/Electron) or disc
(BBC). RELEASE DATE: March Z3Ird. PRICE: £4.00

WHAT THE DICKENS - Ancther four-parter which crams Dickensian characters in a
Victorian adventure. Characters such as Oliver, Fagin, Mr. Pickwick, may help or

hinder you as you journey through the streets of London.
RELEASE DATE: Early June.

AMERICAN SUDS - The sequel to Suds - where you journey on to boost your ratings
by taking the Aserican soaps by storm. More details available in April.

RIVERDALE SOFTWARE is available from: 95 Printon Avenue, MANCHESTER M9 3HW or
phone 061 795 4349 (DAVID EDWARDS or CHARLES LOMAS).

INCENTIVE - [t seems very u&likely that GAC plus will materialise in the very
near future,

SPECTRUM plus 3 - Bood news for Speccy owners who are thinking of upgrading. The
new Spectrum plus 3 is expected to be available in the summer. It will have 2
Jinch disc drive and printer port and sounds like good news to me. Anyway, ['ve
started saving up. The price is expected to be about £199.

AMTIX - We have to say goodbye to Amtix, sad news indeed' Apparently Newsfield
Publications don't feel that there's any future for the Amstrad CPC 6128 as a
games machine, Bad news for Amstrad owners, me included!

ATLANTIS SOFTWARE - A big thank you to Atlantis for putting Probe on their
mailing list. ESCAPE FROM KHOSHIMA is available now for Amstrad CPC machines,
price £1.99. A text graphic adventure that’'s been written on GAC. Review in the
next issue of Probe.

GOLDMARK SYSTEMS, 51 Comet Road, Hatfield, Herts. ALIC 0SY  Tel: 07072 71529
I anvone wants to convert Amstrad tape to disc Goldmark have a2 routine £1 to
non-asembers of the Goldmark Club.



HINTS
SORCEROR OF CLAYMORGUE CASTLE - Allan Shortland
To open the stone door - SQUEEZE TOWEL, and cast the Seed spell.
The lava will dry the towel.
To find the unravel spell - Bo to the plain room and PULL WEST.
Throw the dust at the dragon to get a star then examine dragon.

ADVENTURE QUEST - Goldmark Systems

Do NOT eat the onion. If you do you will never finish the game. It is needed
towards the end to get rid of Dracula. Also, no point in going up Pinnacle,
reading scrill or getting stick. Throwing anything will get rid of wolves.

COLOUR OF MAGIC - David Heard :

Having a communications problem? - then TRANSLATE.

Don’t try and do a disappearing act with Twoflower ‘s money, you could end up
worse off!

Lost Twoflower? - TALK TO BUARD and leave the rest to the luggage!

CURSE OF CROMLEY MANOR - Chrissie Norris

To get handaxe and letter opener try - Make growth &kt plate of delicious food,
To open the rosemary chest - Undo screws with letter opener.

To find vial - Look driver in taxi.

When you are in the silver room - Drop crystal ball.

To find the crystal ball - Open desk in study.

Try - Chop plywood wall with handaxe.

To get past the monster be careful not to miss anything in your journey froa
Scotland Yard.

Having trouble with the growth - The growth must feed, you asust NOT!

Red brick room a probles? - You're missing an item, take a ride if you need to!
Need to go north from the crystal room? - Solve the South path first.

ESCAPE FROM TRAAM - Chrissie Norris
Dying in the icy river? - There’'s a path.
Can’t escape from the cell? - What may look like a problem is the solution.

IMAGINATION

Only a black belt will frighten the Jap.

Snow melting a little? - Help it along with something wara!

Lubrication will work wonders with the large gun - but make sure you've read the
plague in the bell tower before firing.

'!' |
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MORE HINTS
THE PAWN - Fiona Bisset
Use the alphabet decoder:

ABCDEFSHIJKLNM
LY XWVLTSREGPON

Trouble with a rock fall? - YORNY LEVI GSWN'!

Where is the lead? 3 - 1B BSV YLGBLN LU BSV DRUG HSIUS.

How to open the toses. - XIHG 1 HKVOD LM GSWN.

What about the rice? - TREV RG BL BSV 10XSVNRHEH.

Snowman trouble? - NVOG SRN DRBS BSY DSR&V

Khat about the whiskey bottle? YIRYV 65V KLIGVI I6 GSY WLLIH LU SVOO.
How can you get the devil to answer? - ZHP BRN IYLFG ORUV!

VERY BIG CAVE ADVENTURE (Part one) - John Barnsley

Say N0 to the bull ‘s question.

Insert a penny in the door.

Examine the spring to leave the building.

Wear the wellies in the Gulley.

Throw the bomb at the bull.

Say the "word" in the Debris room.

Get water at the stream (with the bottle),

Bridge the chasa with the log - step by step (i.e. DROP LAMP, GET LOG, W, IROP
LO8, E, GET LAMP, W, DROP LAMP, GET LOG, etc., etc.) '
To get the bird, open the can (and do it again for the Python!)

SEABASE DELTA - John Barnsiey

Wake the hen with a sticky bubble, after you've chewed it over,
“Walk plank" to use your seesaw right at the end.

Release the minisub before leaving security.

Make a pancake and cover the camera lens.

Play the cassette at the mike to keep sliding doors open.

KENTILLA - John Barnsley

Large key opens green and red doors.

Small key unlocks a chest.

Tie a rope to the stalaomite, PULL ROPE. It will break, so re-tie the rope then
CLIMB DOWN.

Kill the Buarg and carry it to Caradoom - the creatures there are scared away.
Examine the Cavezat's lair to find a torch.



OBJECTS AND THEIR LSES

SPHINX ADVENTURE - Gill Coppenhall

Stake Kills vampire,

Wand . Wave it in the Fairy Grotto for Mithril ring.
Bank vault - Say DIAXOS to open safe.

Matches " Light them in sea serpent.

Stilton Cheese - Feed mouse and take him to scare elephant.
MONSTERS OF MURDAC

Wig - Wear it to visit the dungeon a second time.
Plank - Throw it to cover the live wires.

Lamp - Switches on and off autosatically.

APACHE 60LD - Linda Friend

Blanket - Wear it

Barrel - Examine barrel, Take lid.

Lid - To repair wagon.

Squaw’s handbag - Scares off the crocodile.

Loose dirt - Put on fire to make smoke signals.

Spirit Stick
Pearly wigwam flap

To read smoke signals (cowboy tells you how).
Find sacred word from smoke signals.

Fern 3 SPREAD MANURE get moccasins with it at trading
post,

WINTER WONDERLAND - Linda Friend

Snowshoes - NOT NEEDED!

Scissors - NOT NEEDED!

Vacuum - Give to Mrs. Thompson for a bar of soap.

Cleaning fluid = POUR BOTTLE to get ski pass.

Rose “ PLANT ROSE in fertile valley TAKE POLLEN.

Bee = GIVE POLLEN, TAKE BANANA, EAT BANANA,

Banana skin - THROW BANANA SKIN (in igloo) TAKE MALLET,

Icicle, mallet and - HIT ICICLE, TIE ROPE TO ICICLE (at chasa).

rope

Dry martini a POUR MARTINI (at marshy area)

Beard B wear it to get into the aff-licence.

SOULS OF DARKON

Rabot . lap robot and get crystal from his arm.

Crystal - Put it in the fountain to find gold.
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PRECISION CORNER
THE PAWN - Fiona Bissett

Complete solution to the ‘paper room’ problem:-

Tear the paper wall with the trowel. Open the cupboard, tie the rope to the

hook. Climb down the rope. Drop the rope and go South.
HITCHHIKERS BUIDE TO TiE‘BﬁLﬂKY - Chris Hester

ALTERNATIVE UNIVERSE: The Bugblatter Beast of Traal.

Wait until asked your name, then... Beast, I am Arthur Dent, East, Get stone,
Cover head with towel, Carve Arthur Dent on memorial, Remove towel, Footnote 3,
West, Southwest, Get all....

ALTERNATIVE UNIVERSE: At the start again, but as Ford Prefect.
North, Cpen satchel, Give towel to Arthur, Go to Prosser, Prosser, Lie down,
South, West, Buy beer, Drink beer, Drink beer, East, North, Wait repeatedly.....

ALTERRATIVE UNIVERSE: At Arthur’s party as Trillian.
(Examine Phil), (Examine Arthur), Wait - until Arthur comes to you, Drop all,
bet fluff, Get - each object offered to you, then Phil will lead you out.

TEACHER TROUBLE - Sue Burke ®

To get in secretary’s office - HIT ALARM WITH MALLET.

To get rid of Mr. Dinsdale - DROP RUGBY BALL (Filled with concrete).
To get honey - FILL JAM JAR WITH HONEY.

To find cut what teachers want - ASK DILLON ABOUT MR. ...vuue

ICE STATION ZERD - Sue Burke

Natural cave - WEAR BGOGBLES.

Moving snowplough - REMOVE PIN, THROW GRENADE.
Pterodactyl - PRESS PLAY TWICE.

DROP SHOES at nest

AFTERSHOCK ~ Sue Burke

Utility room - SWITCH ISOLATOR OFF.

Filling station - CLIMP OVER RUBELE.

Sluicegate - FIT HANDLE TO SHAFT, LUBRICATE MECHANISM (need oil),
Derelict House - SUPPORT STAIRS USING BEAM.

Chasm - LAY RAMP NEAR CHASM, DRIVE CAR ON RAMP,

TE



SERIALISED SOLUTIONS

COLOSSAL ADVENTURE

26. G0 SOUTH, SOUTH, SOUTHWEST to the Secret E/W Canyon, DOWN, NORTH, NORTH to
the Swiss Cheese Room. GO NORTHWEST to the Oriental Room and DROP SANDWICHES. GO
NORTH and WEST to the alcove where you will find the emerald. The crack goes to
the Plover Room. TAKE EMERALD, GO NORTHWEST, SOUTH, SOUTHEAST to the Swiss
Cheese Room.

27. B0 WEST, WEST, DOWN to the bottom of the West Pit and WATER the seedling.
GO UP, WEST, UP, NORTH, NORTH to the reservoir and FILL BOTTLE with water. G0
SOUTH, SOUTH, DOWN, SOUTH, DOWN to the bottom of the pit and WATER the large
plant which grows yet again. Then 60 UP, EAST and DOWN into the East Pit and
FILL BOTTLE with oil. GO UP, WEST and DOWN and DROP BOTTLE by the plant.

28. 60 UP, WEST, UP, SOUTH to the Dragon. ATTACK DRAGON who runs away and TAKE
RUG. GO EAST, EAST to the Hall of the Mountain King, NORTH, NORTH, TURN OFF
lamp, SAY PLUBH, DROP RUG, DROP EMERALD, TAKE KEYS, SAY PLUGH, and TURN ON lamp.

29. G0 SOUTH, SOUTH, SOUTHWEST, DOWN, NORTH, NORTH,WEST, WKEST, DOWN to the
bottom of the West Pit and TAKE BOTTLE.

J0. CLIMB PLANT, WEST to the Giant Room and note the inscription FEE FIE FOE
FOO and the Golden Eggs. Leave the Eggs and GO NORTH to the Gigantic N/S
Passage, OIL the GATE and GO NORTH to the Magnificent Cavern and DROP BOTTLE and
TAKE the TRIDENT.

31, BO WEST, DOWN to the large low room and DROP KEYS. BO SOUTHEAST, SOUTHEAST,
SOUTHEAST to the Swiss Cheese Room, WEST, WEST, WEST to the Slab Rooa.

32. NORTH takes you to Bedquilt and the locations you end up in from Bedquilt
are at random. Therefore it is better to return to the Hall of the Mountain
King.

33. From the Hall of the Mountain King GO NORTH to the Low N/S Passage, DOWN to
the Dirty Broken Passage, WEST to the Dusty Rooms, DOWN to tiie Complex Junction,
EAST to the Ante-room and TAKE SPELUNKER'S BGazette. 60 EAST to Witt's End and
DROP SPELUNKED. To escape from Witt's End repeatedly G0 SOUTH until you reach
the Ante-roon.

36



Z4, G0 UP to the Complex Junction and NORTH to the Shell Rooa.OPEN CLAM (mith
Trident} and 3 pearl rolls out. Follow the pearl DOWN, DOWN to the end of the
cul -de-sac. TAKE PEARL and G0 UP, UP, SOUTH, UP to the Dusty Room, EAST, UF,
NORTH, TURN OFF lamp, SAY PLUGH, DROP TRIDENT, DROP PEARL, SAY PLUGH, TURN ON
lamp.

35. G0 SOUTH, SOUTH to the Hall of the Mountain King, SOUTHWEST, DOWN, NORTH,
NORTH, WEST, WEST, DOWN, CLIMB PLANT, WEST to the Giant's Room, TAKE EBES,
NORTH, NORTH, WEST, DOWN to the Large Low room and TAKE KEYS.

36. G0 SOUTHWEST and NORTH to the Southwest Side of the Chasm and DRUP KEYS,
Then 60 SOUTHWEST, DOWN, SOUTHEAST to the Oriental Room and TAKE SANDWICHES. GO
WEST, SOUTHWEST, NORTH to the Southwest Side of the Chasa.

37. B0 NORTHEAST and the Troll demands payment so BIVE him the EBES and TAKE
KEYS. B0 NORTHMEAST to the Northeast side of the Chasa.

38. G0 NORTHEAST, EAST to the fork in the paths, SOUTHEAST and DOWN to the
Barren Room with a warning sign about bears. G0 EAST to the bear room and FEED
BEAR, UNLOCK BEAR, TAKE Silver CHAIN and TAKE BEAR. G0 WEST, UP, UP to fork,
EAST, EAST o the Northeast Side of the Chasm. DROP CHAIN and GO NORTHEAST, ERST
to the fork. f

39, G0 NORTHEAST and EAST to the Small Chamber and TRKE rare SPICES.

40, B0 WEST, SOUTH, WEST, WEST to the Northeast Side of the Chasm and RELEASE
BEAR who chases the Troll away. TAKE CHAIN and G0 SOUTHWEST, SOUTHWEST, DOWN
SOUTHEAT to the Oriental Room. Then GO SOUTHEAST, SOUTH, EAST, UP, EAST to the
Hall of the Mountain King, NORTH, NORTH, PLUBH to the interior of the Hut. TURN
OFF lamp, DROP SPICES, DROP CHAIN.

41, SAY PLUGH, TURN ON lamp, 60 SOUTH, SOUTH, SOUTHWEST, DOWN, NORTH, NORTH to
the Swiss Cheese Room, then B0 WEST, WEST, DCN, CLIMB PLANT, WEST, WEST to the
Giant Room. Remember the inscription and type FEE (press return), FIE (press
return), FOE (press return), FOO (press return) and the Golden Eggs will now
re-appear. TAKE EGGS,

2. GO NORTH. NORTH, WEST. DOWN, SOUTHEAST, SOUTHEAST, SOUTH, EAST, UP, ERST,
NORTH, NORTH, SAY PLUGH, DROP ESGS.



ADVENTURE QUEST

31, SOUTH to a ¢loomy room, DOWN, DOWN, DOWN, DOWN to the south tower roon.
EAST to the small room and TAKE the ROPE. WEST, SOUTH to outside the south door
of the tower, DOWN to the stone staircase where there is a sign saying 'Keep
away or you will die’, DOWN onto the staircase where the path joins it.

32. B0 WEST, WEST to where the giant was. WEST, UP the nmountain, UP to the
sheep-track, UP, UP the sheep-track, UP to the stone steps where there are Orcs
and a pile of rocks, UP, UP, UP to the snowfield and DROP EYE, DROP ROPE.

33, DOWN, DOWN, DOWN to the pile of rocks, GO DOWN, DOWN to outside the north
door of the tower, SOUTH to inside the north tower room, SOUTH to the south door
of the tower room, DOWN to the stone staircase where there is a sign saying
'Keep away or you will die’. DOWN onto the staircase where the path joins it.

A4, DOWN, DOWN, DOWN, DOWN to the end of the wadi, WEST, WEST, WEST to the
dry canyon, SOUTH to the north edge of the oasis where there is a diinn.

35. OPEN BABG to scare the djinn away and 80 SOUTH to the oasis and TAKE the
oriental LAMP, IN to the oasis and TAKE TRIDENT, OUTY DRINK, FILL BOTTLE, NORTH,
NORTH, NORTH to the dry canyon.

35. B0 EAST, EAST, EAST to the end of the wadi, DRINK WATER, FILL BOTTLE with
pil, UP the side of the mountain, UP to a stone staircase, UP, UP the staircase
to where a track from the west is seen. WEST to the east west track, WEST where
the giant was.

37. GO WEST, UP the mountain, UP to the sheep-track, UP, UP the sheep-track, UP
to the stone steps where there are Orcs and a pile of rocks, UP, UP, UP to the
snowfield where there is an abominable snowman.

C) The cave and lake

38, ON LAMP and IN to enter the dark smelly cave. THROW BOTTLE, THROW BAS,
THROW TRIDENT, OUT, TAKE ROPE, TAKE KEYS, TAKE EYE, IN, THROW KEYS, TIE ROPE to
the stalactite, THROW EYE, OUT, TAKE MEDALLION, IN, THROW MEDALLION, OFF LAMP,
THROW LANMP, i



39, GO DOWN the rope to a ledge which collapses and vou are swept into a fast
flowing river, CLIMB UP and you are on a ledge by the side of a deep chasa. G0
EAST along the ledge where there iz a model of a lung-fish.

40, You will note that when you TAKE the LUNG-FISH you cannot breathe. Dropping
and taking the lung-fish will determine whether you can breathe on water or
1and.

41, GO DOWN to the rapids where you will be swept along. LOOK to see you are in
a guiet pool by a gravel beach. GO UP to the gravel beach south of the lake in a
volcanic crater and DROP LUNG-FISH, TAKE LUNG-FISH so you can breathe on land.
You will see everything you threw down from the cave plus a fishing net.

42. DROP LUNG-FISH, TAKE BOTTLE, TAKE TRIDENT, TAKE LAMP and TAKE LUNG-FISH, IN
to the lake.

43, GO NORTH to the lake bed by a clam, WEST to the lake bed, MWEST to the
drowned graveyard outside a church, NORTH to above a dark trench, WEST to
shal low water at the edge of the lake and UP.

44, DROP LUNG-FISH, TAKE LUNG-FISH so you can breathe on dry land. LIGHT LAMP
to see you are south of a hi®e door on the crater lake where lots of carved
heads glare at you. To the sast is a small black dot.

45. The small black dot is a teleport to the house.

46, 0OIL DOOR and FILL BOTTLE with water from the lake. DROP BOTTLE, LAMP OFF,
DROP LAMP. As vet you cannot go through the door. DROP TRIDENT.

47. DROP LUNG-FISH, TAKE LUNG-FISH, DOWN to the lake, EAST to above the trench,
S0UTH to the lake bed, SOUTH to the clam, SOUTH to the pool.

48, GO UP to the gravel beach and DROP LUNG-FISH, TAKE LUNG-FISH, TAKE KEYS,
TAKE EYE, DROP LUNG-FISH, TAKE LUNG-FISH, DOWN, DROP LUNG-FISH, TAKE LUNG-FISH.

49, G0 NORTH to the lake hed by a clam, WEST to the lake bed, WEST to the
drowned graveyard outside a church, NORTH to above a dark trench, WEST to
shallow water at the edge of the lake and UP.



RETURN TO EDEN

J1. The bug and cloak protect you. DROP STICK, DROP STEM and GO WEST, WEST to
the Hot House Forest and TAKE RUBBER BAND, GO WEST, WEST, WEST to the platform
and TAKE STONE, SEED, COMPASS, WISHBONE and GO EAST, EAST, EAST, EAST, EAST to
the patch of Clear Land to the northeast of the Observaticn Tower.

32. ATTAVH RUBBER BAND TO WISHBONE to make a catapult and SHOOT CHERRY, which
is a bomb and w.!l detonate the mines in the minefield ahead. Your score is now
500. You can now go EAST to the Clear Land, SOUTH, SOUTH to the Western End of
the Beach.

33. At the beach ignore the seaweed and WAIT until the autoscythe appears. When
it does ENTER AUTOSCYTHE, WAIT, usually twice until it is at the East End of the
Beach by the River. LEAVE AUTOSCYTHE.

34, WAIT until the weeder appears then WAIT one move for it to discharge its
load. ENTER WEEDER, WAIT whilst it crosses the Wheat Field. Any attempt to leave
the weeder in the Wheat Field is fatal. Three WAITS are required before the
weeder is in the north western corner of the Wheat Field on the banks of a wide
river. LEAVE THE WEEDER. b

J5. GO0 NORTH (EAST is to death in the Wheat Field) to the River. You will be
ewept along but as you have the stone and the seed you will survive,

3b. EAST, EAST, EAST, EAST, EAST, EAST to the Tunnel, TAKE CREDIT CARD, GO
UP, EAST to south of the River where you meet Graunch who asks you nine riddles.
You receive 100 creds for each correct answer making a total of 900 creds. It is
essential to obtain this money or you will be in trouble later on in the game'

The Riddles are:-

{. I's the genii in the box, I think but 1 am not. I have no arms or
legs and yet, I work until I'm hot. To talk to me you hit my head, and coffee
makes me fail. I have no mouth and so I must, eat my food through my tail?

ANSWER: COMPUTER

2. What goes on four feet, on two feet then three, but the more feet
it goes on the weaker it be?

ANSWER: MAN
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3. The rich man wants it, the wise man 15 sure of it, the +ool

understands 1t, but the poor man already has it.
ANSHER: NOTHING
4, Our blood is cold. We do not sleep cuiet whispers are our talk. We
are the giants who eat the sun, beneath our arme men walk,
ANSWER: TREES
S. This blind god conguers all, with a kind of madness. Foalishness
from wisdom, happiness from sadness.
ANSHWER: LOVE
6. You all know me, you don't trust me. Yet you give me life. Without
muscles, I am mightly, no man is my chief. You can’t see me, only hear me. I'a
the secrets’ thisf,
ANSWER: NEWS
7. A great healer, wanted yet kept by many. Beaten he runs out and
flies away. :
ANSWER: TIME
B. When I came, you didn’t feel me. I am here though you can't see me.
When I've left you, you won't miss me. No-one even knows what I'll be yet [ am
your most valuable possession.
ANSWER: LIFE
9. A pet to many fglk belongs, to welcome us he licks warmly. Hungry,
he eats with raging tonques, 2 dangercut playmate is he.
ANSWCR: FIRE

37, Having answered Graunch's riddles B0 WEST and DOWN to the Tunnel and SOUTH
to the North End of the Hall of Echoes. DROP the SEED, DROP the STONE.

38, GO SOUTH, SOUTH, SOUTH to the Massive Double Doors and GIVE the ROBOT your
CREDIT CARD. The Robot wiil now let you proceed SOUTH to the Cress Junction.
Your score is now 330.

39, G0 WEST o the Room with Twisty Roots and TAKE the CUTTERS and GO EAST and
DROP ROOTS. i

40, GO EAST 4o the Ventilator Junctions, WEST to the Blocked Vent and PULL the

PLUG to gisaole *he Big Robot. Go EAST and UP, UP to the Flat Roof ato TAKE the

§1. B0 DOWN, DOWN, DOWN ta the Cross Junction and NORTH to  the Double Doors.
TAKE CREDIT CARD which 1s immediatelv stolen.
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KENTILLA

Eive sword to chief (you know you can get this back!), Take rope, Exasine cavern
(note graphic), Take lit torch, W, Tie rope to stalagmite, Pull rope, (the
stalagmite will break), Tie rope to stalagasite, Pull rope, (this tise it holds),
Climb rope, Take crystal (you are told it's dull - in sunlight it glows and will
turn any Troll in the vicinity to stone'), Put crystal in sack, Give sack to
Elva, Bo Waterfall, Take lamp, Examine lasp (reading that it was stolen fros
Aladdin will tell you what to do), Rub lasp, (you'll need this Jinni later),
Give lamp to Elva, W, Climb rope, Untie rope, Take rope, Say Kentilla (to
retrieve your sword), W, (When you meet the rattling quarg - who is rendosly
allocated around this area), Kill quarg (Refer to map and proceed to the river
bank), Examine river, Take dasp moss, S, S, Drop dasp moss, Look, (the eoms is
now dried), Take dried moss, Bive dried moss to Elva (now @0 to where you killed
the quarg), Take quarg (it scares off the swamp predators - wsll they don't know
it's dead!) Make your way back to the river bank: (At this stage check your
score. If wound percentage is high then get the yellow scroll froe Elva and CAST
HEAL spell), Throw rope, (you will hang it from a tree), Pull rope (it will hold
your weight), Swing across river (you are now on the north bank of the River
Cara), N, (Elva now aakes a longbow and some arrows from an ela tree with the
knife you gave his (her?). If you get lost in Carawood, study the graphic - the
flower arrangesents are ALL different), N, W (you can now see the 'Carawpod
Oracle’), Say to cracle "Hello®, (the Oracle says "Brako can't be beaten without
Velnor ‘s staff), N, E, E, E, N, E, E, E, (you now see Timandra tied to a trem
and she should be ALIVE - if she isn’t then you have taken too long and will
have to restart as without her, Ielda the Dragon will not help you into Tylon's

mtle)ll.l.ll'lllIIll'll'll.lIII'IIIII'IIIIll.l.lll'...lll'll"lll.lllilll'll!.lll

Untie Timandra (she thanks you), S (Timandra now follows you), S, S, W,
(Timandra and Zelda exchange greetings and Timandra tells you she rescued Zelda
from a knight), Drop quarg, Clisb tree, Take mushrooms, D, GBive aushrooms to
Elva, Take green scroll, Read green scroll, (it is the FIRE protection spell and
you'll need some graphite to cast it), Bive green scroll to Elva, Bive large
keyu to Elva, Bive small key to Elva, Say to Zelda "Hello", (just chacking she’s
friendly'), Take quarg, S, S, (you will now be beside Tylon's Castle), WMait,
{until Zelda flies in with Timandra and accept her offer), Clisb up, fyou're now
at the entrance to the castle and Zelda and Timandra leave you), E, S, W, Open
drawers, Look in drawers, Take gold ring, Give gold ring to Elva, E, N, N, §,
Examine rags, (you find the talisman), Examine talissan (it's studded with
diamonds), Give talisman to Elva, E, Say to Elva "Give gold ring to me®.
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THE HELPER

Thaos still reigns''' | am writing this froa ‘north of the border * where I shall
be spending an ever increasing asount of tise as the weeks go by. The
countryside is beautiful and the wide open views and {fabulous scenery are
distracting me from adventuring. No doubt in the winter months when the rain is
heating down and the wind is howling around and finding all the cracks in owr
draft proofing ! may well be getting more imeersed in the old adventuring. Just
at the moment doing all those jobs which sisply have to be carried out in 3 new
home seems to be the priority, although the real essentials are catered for |
have aanaged to get one cosputer up and running and I ae hopeful it will not be
too long before the others are happily installed in their new homes. The only
snag encountered so far was a mains filter to cope with the fluctuating
vol tages.

0.K. T have to hold up sy hand and adait I sight have got somsthing wrong for we
have received a polite cosplaint froa Henry Mueller of The Adventurer’s Club
Ltd., who states that the Club is now well and truly back on its feet and oy
comments about it being in danger of ending were unfounded. The information case
fros a3 source which is normally very reliable. Unfortunately, I cannot always
check news like this first hand and so, after kicking my source of inforastion,
[ sust offer an apology to Henry. In sy defence, I would point out that it
subscribers were kept better Snforsed these rusours would not cossence. The A.D.
L. Dossier iz a good read but there sees to be a lot of pages of discounted
software which are very sisilar in each issue and [ always feel disappointed the
space is not taken up with an article, news, reviews, hints etc.

However, @y advice on checking clubs and magazines out before sending your hard
garned pennies is still sound, [ am pleased to note that I obviously have
another reader and it is nice to know the 'opposition’ reads Probe. Well, I read
the 4.D.L. Dossier (Nusber 14 has arrived but still awaiting the prosised double
issue!) and I quite unashamedly admit that I have picked up a tip or two here
and there from that source. So after the criticisa, which I hope is constructive
rather than destructive, thanks Henry for ancther source of reading matter for
those adventurers who have an insatiable appetite for such literature.

It seems that quite a few of you are beginning to ask who this weird Helper
person is - so far one person, who knows me well, has guessed, but the letters
written to Probe that I have seen or had my attention drawn to have been wrong
so far,



I am really quite flattered that sose of you think I say be one of the better
known columnists and I really sust point out that I aa not Tony Bridge. However,
1f Tony reads this and is not incensed at the thought that soseone say aistake
my scrawlings for his, I am quite sure I would be prepared to forfeit &y space
in Probe in favour of more honoured scribings. Seriously, if anyone out there
feels he or she would like to contribute soeething to the coluan - or to Probe
in general - no matter how large or small, please do write. Any news you can
give us, opinions on software you have, new software releases, tips, or indeed
anything printable on Adventuring will all be gratefully received. Probe has
some younger readers and I think it would be nice to print some of their idess
as well,

I expect you will all have read ‘Sue’s News' in issue B, Personally, I think it
was great and added interest and amusement to the magazine. So have a go
yourself, 1f not a full article even a snippet can be squeezed in sosswhere.
However, Linda, I really dare not reproduce your note as I think the editor will
censor it. I did find it highly amusing but I thought Sandra say decide it was a
bit too naughty for our erudite pages. (Sorry, I thought that was funny when I
wrote it!!)

As you can tell I will re-hash or quote anything you wlite that coses my way
(providing it is printable, is not libellous and is not in bad taste) because as
I keep on plugging I want to try and sake this your colusn not just ay
wanderings.

I feel we should take a positive, rather .than a negative attitude tomards
software houses, That is to say, I intend to plug good software houses who give
support to their customers, rather than to knock the bad ones - although an
adverse comsent here and there may sneak in. Well, as you will already have read
in Sandra’s patch, Atlantis Software have been very generous to Probe. They have
offered Sandra coples of their software for review, and advice in respect of
solutions etc, So, despite the fact that Sandra has already thanked Atlantis, I
will say thanke again for Probe could do with more software houses like this. I
must also point out that Incentive have been extremely supportive, so lets oive
thes what support we can in return. Please write in and let us know which
software houses have given vou good service and which have oroduced the bhest
adventures. (If any kind person out there would like %o give Probe a laser
printer or & photocopier Sandra would be eternally grateful and would probably
give you a free subscription to Probe. Sandra did not ask me to write that and
s0 it could well be edited out. Nothing like trying is there?)
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Sose more good news for BBC ocwners is that Incentive have produced a compilation
of the Ket trilogy for the Beeb - Mountains of Ket, Temple of Vraan and the
Final Mission, all for nine pounds minetv five pence. 0.K, so they are oldies
but 1f you have not played thea before, they are well worth having a go at, and
at about three pounds thirty each, it 1ien't bad value. WAR has also been
released for the BBC but as vet [ have not tried this out. However. | have tried
Crystal Castles from US Bold and can echo every review I have seen by saying do
not wast® your money oh what is a re-hash of a very old arcade game. It 1s not
an adventure by any stretch of the imagination as the title asight lead one to
believe. If you are desperate buy M.R.M.’'s Castle of Gess II for & fraction of
the cost!!'!!

Beoff Larsen has now forsed a software cospany and I have had the pleasure of
playing some of his gases - ¥hychwood, Prophecy and Return of the Harrior. As
far as 1 knou Geoff only writes for the BBC using the Buill. Toe Frost produces
an excellent compilation tape at a bargain price - Spy Trilogy on Spactrua.

Once again the excuse for Beeb bashing iz that the rest of the magazine contains
quite a few reviews for other micres and ! feel the BBC is rather neglected. |
would rather like to hear fros soseone with one of the less popular machines who
can update Probe on the latest releases for their microso I can kesp a fair
balance. I trust you will®ngte that the tips really do cater for every micro and

~ that Probe’s database and solution file is getting rather large. However, as |

cannot solve everything that coess on the market do please keep the solutions,
part sclutions, hints and maps rolling in, €0 we can pool our knowledge o help
lost travellers.

Here is a starter for Kayleth. I have enjoyed this saga and ! reckon it is the
best the Adventure Soft stable has produced to date, even though it is marketed
by US Gold. The parser understands some guite complex comsands but is a little
pedantic. It does have the facility to go back a move and Ramsave facilities.

You start off lying spreadeagled on a conveyor beit which 1is edging ftowards
electrified robotic clams.

BREAK CLAWS and the steel bends and frees vou, BET UP and you are surrpunded by
the convevors and complex sachinery of an android production unit. Alare sirens
are screaming out and a destrover driod heads towards you. Firstly vou must
deactivate the droid.

n



Imwediately 60 UP to the production control unit where there are flashing lights
and a small lever, FULL LEVER tc silence the sirens and send the destrover droid
to an A-down saction. G0 DOWN to the convevar belt and EXAMINE MACKINERY to see
a strip of tape.

TAKE TAPE which is a sealed strip of OPKAN ACID, sticky tape. 60 MORTH to the
parts supply annexe and TAKE the FUSE, B0 EAST to the warehouse where there are
hundreds of inoperative androids, ERST to the android conditioning unit where
there is a view port and a reclining chair. EXAMINE VIEWPORT to see an oribtal
view of Mother Zyron and EXAMINE CHAIR to find the knob. TURN KNOB and the chair
reclines to reveal a pair of gloves. TAKE GLOVES.

G0 SOUTH to the cartridge roos where there are filing cabinets and a reflective
sheet. EXAMINE CABINETS to see a micro cannister which has welded edges. TAKE
MICRO CANNISTER and G0 WEST to the corridor where there is a service aperture
with a blue sve on its side.

WEAR BLOVES, OPEN TAPE and the tape now begins to dissolve, STICK TAPE ON MICRD
CANNISTER (Canister will not work), REMOVE GLOVES, DROP GLOVES, the cannister
has dissclved to leave the contents (three pruqraq':artridgls - Masta, Serta,
and Dexta). TAKE ALL.

INSERT SERTA and you are prograsmed as a service droid. OPEN APERTURE and vou
pass through onto the outer hull of the cruise-ship Kromar orbiting Zvros.
EXAMINE APERTURE to see A.C. ROD.

I have deliberately given full location descriptions so you can judoe the
general flavour of the adventure and 1 am sure you will soon come to understand
the logic and the general type of puzzles this game oresents. There is an awful
ot more left for you to work out vourselves though'!!

Just a few more tips if you have made further progress - they are not in the
correct order to avoid spoiling too much of the game:-

The Bnuts are hi-bred pnut bresth {resheners' They are essential to pass
Dribble, Fire plassa at the steel door, exasine the shelves in the chamber and
go down to the skiamer where you should insert the fuse and drop the suit. The
phveem should be thrown at the rock oullet so that vou can get the coroma coat
and ride hoop. Rater the cospost. To snter the mine. insert masta and wear the
corona coat. When in the mine examine the sud pocl to get the photon cutter and

Ml

cut the ore in the Chromozin deposit.
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The ore should be placed in the chute in the re-processing plant so that it can
oe converted into a tube of C-£SIS. Spin the Bar to defeat the Mokki Rav. Cliab
the tree, exasine the door and after wearing the lenses from the ovxis open the
door. Exasine and break the tablet to get the AIAP CODE MKN. WHIRL ROS at  the
iemps. At the hall enter socie and Drop rod, cube and pyramid and visit the
lenron Temple. Examine the rubble on Yagmok's Island to find the trandnor which
can be cpened if you are wearing the key badge.

well, enouch of Kayleth for now. I gave it a bit of a hamsering as it is
relatively new and I have had a lot of people asking for help. Surely, | cannot
be the only clever clogs who has cracked it?

_ Unfortunately, my sail is a little erratic at the mosent and so if you have not

received a reply to your letter I proffer sy aplogies. Hopefully, your letter
will catch up with ee and will be answered in the not too distant future.

Here are a few starters for you to have 2 go at. Once again | have given 4ull
location descriptions so that you can judge the game for yoursels.

ASSASSIN (Robico)
 § You comence the adventure in the entrance hall of the deserted railmay
station where there are thelve locations to explore initially.

2. 60 NORTH to the waiting room and GET the tin of floor POLISH. A strange
man appears but ignore hia as he will not bother you providing you do everything
correctly.

Se 60 SOUTH to the entrance hall, WEST to the corridor outside the
telephone booth. If you have not met the man in the mackintosh you can enter the
booth by IN and TAKE TAPE RECORDER, PLAY RECORDER and the following information
will be revealed:

“Agent Hanson, this is Control. General Barantz has gone too 4ar this
time' He's threatening to nuke the lot of us if we don't comply with certain
demands he's making' You've gotta stop his' Assassinate him, Rick, it's our only
chance' Stay the night at the tavern in the next viilage and wvou'll receive
further instructions. Good luck! Hey Rick, I nearly forgot, this tape will zel$
gestruct almost immediately'®



4. THR(MW RECORDER and OUT. However, if vou take tiee to olay the recorder
it is likely that vou will miss the train later on, If vou try to play the
recorder after vou have met the man in the mackintosh he will kill you.

From outside the telephone booth G0 WEST to the sunlit corridor, NORTH
to the buffet and GET the pork PIE. SOUTH to the sunlit corridor, WEST to
outside Platform one, UP the flight of iron steps, NORTH to the bridge, NORTH to
the steps, [OWN to Platform two, NORTH to the concrete slab, EAST to inside the
workmen's hut and GET SPANNER,

s, G0 WEST, SOUTH, UP, SOUTH to the bridge and JUMP. If you have delayed
too long you will be killed but you should land on the roof of a Guard's Van.
Immediately 60 DOWN to inside the Buard’s Van and KILL BUARD WITH SPANNER and he
falls out of the van. '

Ts B0 OUT to the siding, DOWN the staircase, DOWN the gravel path,
SOUTHEAST, SOUTH, SOUTHWEST, WEST, NORTHWEST along the gravel path, NORTH to the
outskirts of a small village.

8. G0 WEST to the cobbled street, WEST, WEST along the street. GET IMPI,
WEST to the village green, SOUTH to a cobbled street, WEST along the street and
GET RATOR.

. B0 EAST, EAST, EAST, EAST along the street, SOUTH to the long alley,
WEST, WEST, WEST, WEST along the alley and SOUTH to outside a smoky tavern.

R R A after completing steps 10 - 41 inclusive you can finish the
adventure by:-

42. 60 EASE, SOUTH to the computer control alcove where there is a numeric
keypad. TYPE either 18970 or 10145 according to the code on the hymn board 1n
the church. The door to the south now slides open.

43, B0 SOUTH to the central control room. The route up 1s just an
unnecessary diversion so G0 SOUTH to the missile command - room where General
Garantz is.

44, KILL GARANTI WITH RAIOR and the final message now appears:
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It = all over, Garantz®, vou say, and pulling back hig head, 'ou araw
the razor across his throast. The Beneral 's bocy slumps to the figor in a pocl o
plood. You have succeeded in vour mission, but the taste of victory i1s not
T ®ell done! You have cogpleted the gare.”

ERI¥ THE VIKING {Level Nine)

There are 32 cbjects and people, each of which score 25 points, 100 points for
defeating Fenris the Wolf and freeing Erik’s family and 100 for winning the gase
giving a grand total of 1,000,

FANTASIA DIAMOND _
g You commence in a pleasant garden with a gnoee fishing. Take the rod
tros the gnome and cast it until you catch some fish. Eat fish and give rod back

~ to gnome.

E o OPEN DOOR and B0 SOUTH intc a long passageway in a small house. 14 you

- EXAMINE PICTLRE it shows an orchestra, conductor and viclinist which is & useful
 clue later on.

e B0 WEST into the front roca and OPEN CUPBOARD, EXAMINE CUPBOARD and

' TAKE BATTERY.
'l.I:;'. = b
A 60 EAST and SOUTH into the main living roos. OFEN SIDEBOARD, EXAMINE

| SIDEBOARD and TAKE SANDWICH, EAT SANDWICH then OPEN DOOR and B0 EAST into the
. store.

e 5. There 1s a toy robot in the store. OPEN ROBOT and PUT BATTERY INTD
~ ROBOT.

& G0 EAST, (ensure robot follows you) NORTH, NORTH into the garden and
- OPEN GATE. GO EAST, NORTH, NORTH onto the curving yellow path. Going north twice
takes you to the river. As yat it cannot be crossed.

B Froa the curving yellow path GO EAST to a roadsign. EAST, where you may

© peet a wise old man and EAST into a comfortahle little house, TAKE FOOD,

8. OPEN the areen CURTAIN and GO SOUTH. There is a manhole here and ensure
robot 15 with you, SAY 10 ROBOT "UPEN MANHOLE".
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9. G0 DOWN 1nto a3 compley of dark caves.

10. You will be captured by the Ugly Pixie. In the prison ceil take the
saall key to unlock the door. If the key ic not on the floor there S4Y TO green
ELF “BIVE ME THE KEY®,

i1, B0 SE, SE until you are in the dark tunnel underneath the trapdoor,
UNLOCK DODR with the small key and GO UP.

12. OPEN CHEST and get the glass and wine. RUB the GLASS to break the
window,

i3. B0 NE and OPEN the arched door and the Iron Door but not the curtain.
Boris will follow you. To open the Iron Door get Boris to kill the Guardian for
you or use his gun yourself.

14. Once you are in the corridors beyond the arched door you will probably
be captured again and this tise you sust wait until the door is opened......

This month ! have concentrated on thres adventures in more detail, although I a2
beginning to get very close to a breach of editorigl policy in terss of printing
step by step solutions!!! However, 1 thought that it would prove useful to those
cf you who are still battling with these golden oldies. It never ceases to apaze
@& how many people really are still struggling with adventures that seea to have

OLD FATHER TIME

To get into the cave, find and wave the rod in front of the cave. Before you go
in make sure you have the bag of coins. Once in, oo to the damp cave and dig
three times to find the key to the wecoden door. Type OPEN DOOR MITH KEY to
unlock the door. To get 2 light keep going north until you get to the catacosbs
and type GET and you will find 3 lamp in your hand.

Do NOT go through the beam of light. After you have the lamp go back through the
door and go into the west cave then turn the lasp on and get the mirror, then go
back through the door and read the writing on the walls by following the wall
round. You wiil end up with the letters A, 0. N, 6, £. 60 NORTH, NORTH to the
beas of light and say EDUILIBRIUM and walk through. The girror will refiect the
bear and you find yourselé in a cvlinder like roos. The letters are an anagram
of OMEBA. Turn your lamo off and say OMEBA.
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When you are at the end ot the pascage wave vour rod with vour lamp oft and
follow the passage round until you berose visible. Now turn the a0 on sno tioe

LO0K and you have exits north, east or south to foilow.........
PYRAMID OF DOOM J
. You start off in the desert by 2 pool of water with an unlit flashlignt

and an empty canteen. There is a lona pole by the poal.
2. B0 PODL and TAKE LARGE KEY then EAST and GET WATER and GET POLE. (In

reality this is a shovel). Bo WEST, NORTH and DIG. TAKE SMALL KEY, GO SOUTH, GET
STONE.

3. DIG and G0 HOLE., There is tiny door. UNLOCK DOOR, UP, UMLOCK DOOR (of
pyranid) and G0 DOCR to enter the pyramid.

& 4, LIGHT FLASHLAMP. You are in a rocky entrance and you can see amouldy

bandages a pistol and a closed sarcophaqus. The pistol is used to shoot the
~ nosad if he becomes troublesoee, but in most cases ignoring the nosad is safe,

~ DROP SHOVEL, DROP KEY, DROP KEY, OPEN SARCOPWAGLS, DROP STONE.

~§3f 8 G0 SARCOPHAGUS then either GO STAIRS or GO DOWN intc the burial rooa.

© Here there is a aueay and%urning tanna leaves.
é. POUR WATER ONTO LEAVES and DROP CANTEEN, You have killed the sumay and
can get the antique tapestry. The alcove is now visible so B0 ALCOVE............

 To finish this month I conclude with starters for three real. oldies from Kansas,
" It is rare that one sees tips for these adventures so I hope you find them of
& ~ interest. The adventures are not very challenging.

" REVENGE OF IR
. You start the adventure in the siddle of a deserted castle courtyard. There is a
watch tower vicible. SEARCH the COURTYARD to see the rope and TAKE ROPE. ENTER

~ TOMER and there is a dead quard and some mouldy sandwiches. FRISK GUARD and TAKE
 silver WHISTLE. G0 DOWN and NORTH to the castle kitchens and TAKE MATCHES. EC
 SDUTH, WEST. WEST to the throne room which has recentlv been destroved. There ic

2 torch on the wall, PULL TORCH to reveal a tunnel and PULL TORCH and TAKE
TORCH. GO TUNNEL to the secret underground chasber. TAKE the rusty SWORD and
THROW ROPE and PLLL ROPE to reamove the grating. TAKE ROPE and THROW ROFE again
and CLIMB RUPE to the huge green field..... R BTR BG SRR R s e o ;



RING OF TIME

You commence the game in a vast open plain, 60 SOUTH, SOUTH, WEST, WEST, NORTH,
G0 COTTAGE, and UP to the bedroom. TAKE PENKNIFE, GO DOWN, SOUTH, SOUTH, SOUTH,
EAST, EAST, NORTH, NORTH to the vast open plain,

GO NORTH, NORTH, EAST and B0 STABLES, SEARCH STABLES to find the jug TAKE JUS.
KILL DOG, CUT DOG, TAKE MEAT, TAKE CANDLE. SOUTH, WEST, SOUTH, SQUTH, EAST, &0
SHED, SEARCH SHED, TAKE MATCHES. SOUTH, WEST, SOUTH, SOUTH, EAST, EAST tc the
courtyard.

G0 MONASTERY, NORTH, NORTH, EAST, TAKE PARCHMENT. WEST, SOUTH, SOUTH, SOUTH,
EAST, EAST to the intersection and SOUTH, SOUTH, EAST to the opening. G0 DOWN to
the damp grotto and LIGHT CANDLE. BLOW CANDLE to extinguish it,

The difficult part of this adventure is ensuring vour light lasts long encugh so
you must not waste any moves. Where possible BLOW CANDLE to extinguish it and
give you aore tige. It is just possible to coaplete the adventure without
blowing the candle out, providing you make certain moves in the dark. Too many
moves in the dark is disaster. Usually one is peraitted.

Bo SOUTH, SOUTH to the shores of the lake and THRUW MEAT. The crocodiles all go
after the meat to the other side of the lake. POUR WAX to plug the hole in the
jug and FILL JUB with water. SWIM and the candle goes out....cceavravanceersnans -

FIVE SPHERES OF GOLIATH

You start off in a cell on a prison ship. SEARCH CELL to discover the bed and
SEARCH BED to discover the mattress. TAKE MATTRESS and TEAR MATTRESS. TRKE PIN,
DROP MATTRESS, GO BED. SEARCH BED to find the panel and PRISE PANEL to expose
the wiring, PULL WIRING and the door opens. Keep the pin as it is required later
on. GO DOWN, GO DOOR to the corridor. B0 EAST to the cell and SEARCH PRISONER,
TAKE RATIONS and EAT RATIONS, TAKE YELLOW disc. WEST, SOUTH, SOUTH, EAST to the
office. SOUTH to the Green corridor, EAST, EAST, 60 LIFT.

In the lift PRISE PANEL with spring and DROP SPRING. GO OPENING to the secret
chasber and TAKE BLACK sphere. GO UP to the lift and PUSH UP, PUSH UP, LEAVE
LIFT at the second lpvel, GO WEST, NORTH, SEARCH SCIENTIST and TAKE SCREWDRIVER,
TAKE FUSES, 60 WEST to the workbench and TAKE BLASS. B0 EAST, SOUTH, WEST, WEST
to the Prep room and TAKE CABLE, 60 EAST, EAST, SOUTH to the chemical lab and
TAKE BOTTLE. SEARCH LAB and TAKE ORANGE sphere. B0 NORTH, EAST, G0 LIFT and PUSH
UP. LEAVE LIFT at the third level and you are on the observation desk.
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BIVE BLASS of water to the Captain and he dies. SEARCH CAPTAIN and TAKE KEY. GD
LIFT, PUSH DOWN, PUSH DOWN and LEAVE LIFT at the ground level. GO WEST, MWEST,
NDRTH, WEST to the crossroads and DROP BOTTLE, DROP ORANGE sphere and DROP BLACK
sphere, NORTH, EAST, EAST, SHOW DISK, GO DOOR to the office. SEARCH DESK, UNLOCK
DRAKER, DROP KEY, SEARCH DRAWER, TAKE RED DISK. G0 NORTH, DROP YELLOW DISK.

WEST, WEST, SOUTH, WEST, WEST and SHOW RED DISK, &0 DOCR, GO DOWN to the engine
room. SOUTH, SOUTH to the generator and REPAIR BENERATOR with cable, fuses and
screwdriver. NORTH, NORTH, UP, GO DOOR, EAST, EAST, DROP RED DISK........... cans

Before | sign off 1'd best mention a few of the latest pleas for help.
Unfortunately, | cannot answer the queries yet, so perhaps someone will drop
Probe a line with the answers so we can put these lost travellers out of their
misery.

Sgt. John Moore, who is now becoming one of the sost regular correspondents is
stuck in Dodgy Geezers. He writes, "Can anyone help on Part Il of Dodgy Geezers.
I have completed??? part I, but as you must choose your gang and save Part I to
load into Part II, I don't know if I've done it right as once ['ve been through
the sewers and on to the bank roof | can't go any further. I will telephone
anyone who can help." If anyone can help John, his address is 730 Sgt. John
Moore, c/o Sgts. Mess, RAP Wildenrath, BFPD 42,

Lorna Paterson is playing Island of Riddles bv Redbeard and wants to hear from
anyone who is playing this gase. Lorna has reached the oasis but is stuck there.
She would like to know if anyone has entered the competition or, more
pertinently, whether anyone has won it!

Well, I really must cign off now - those ¢abulous hills are beckening but
someone keeps on waving a paintbrush about and then there is the garden which
seems to be very fertile if the weeds are anything to go by, and [ suppose I
really ought to do something sbout fixing those shelves up. Oh well!!!

Bveespepeee'!!
B e R iR aatass s e e R R ns 2

I¥ you require help in an adventure then write to The Helper c/o Probe and I'll
pass vour gueries on. [f you want a personal reply then please don’'t forget to

gend a2 SAE...evsees Sandra
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TELEPHONE HELPLINE
LINDA FRIEND, Westiand House, Front Street, Chedzoy, Bridgwater, Somerset.
Tel: 0278 428641 Monday to Friday - 10 a.a. to 5 p.m.

Rftershock, Apache Gold, Classic Adventure, Dungeon Adventure, Emerald Isle,
Erik the Viking, Fantasia Diamond, Flook 2, Forest at Worlds End, Hacker, Heroes
of Karn, Jewels of Babylon, Lords of Time, L'Affaire Vera Cruz, Message from
Andromeda, Mindshadow, Mordon’s fQuest, Return to Eden, Robin of Sherwood,

. Snowball, Subsunk, Terrormolinos, Warlord, Winter Wonderland, Worm in Paradise.

SUE BURKE, 122 Glenwood Drive, Middleton, Manchester, M24 2TW.
Tel: 061 633 0003 - Monday to Sunday - 10 a.n. to 10 p.sm.

Aftershock, Al-Strad, Beerhunter, Bored of the Rings, Brawn Free, Castle
Adventure, Desert Island, Espionage Island, Flook 1 & 2, Forest at Worlds End,
Heroes of Karn, Ice Station Zero, Inca Curse, Jewels of Babylon, Klondike OGold,
Mafia Contract, Mansion QOuest, HMessage from Andromeda, Miami Mice,
Microman/Project X, Mission X, Lords of Time, Hindshadow, Mordon's OGuest,
Mystery Mansion, Nythyhel ! & 2, Planet of Death, The Hermitage, The Hollow
(Text), The Hollow (Text/Graphics), Theseus { & 2, Seabase Delta, Ship of Dooa,
Smuggler ‘s Cove, Souls of Darkon, Spytrek, Stryptishe 1 & 2, Subsunk, Teacher
Trouble, Terrormolinos, Trial of Arnold Blackwood, Karlord, The Wise and Fool of
Arnold Blackwood,

ALF BALDMIN, 1, Bybrook Gardens, Tuffley, Bloucester, BL4 COHO.

Tel: 0452 500512 - Monday to Friday - 10 a.m. to 3 p.a.

Adventureland, Adventure Quest, Aftershock, Arrow of Death 1 & II, The Bogoit,
The Castle, Circus, Classic Adventure, Colditz, Colossal Adventure, Devil's
Island, Dracula, Dungeon Adventure, Escape from Pulsar 7, Espionage Island, Evye
of Bain, Fantasia Diamond, Feasibility Experiment, The Final Mission, Gauntlet
of Meldir, Bolden Apple, Golden Baton, Greedy Gulch, Ground IZero, Herces of
Karn, Hobbit, The Hulk, Hunchback, Inca Curse, Invincible Island, Kentilla,
Jewels of Babylon, Knight's Quest, Magic Mountain, Message from Andromeda,
Morden's Quest, Mountains of Ket, Odyssey of Hope, Perseus and Andromeda,
Pharoah's Tomb, Planet of Death, Quest for the Holy Grail, Rebel Planet, Red
Moon, Robin of Sherwnod, Se Kaa of Aessiah, Seahase Delta, Secret of St. Brides,
Secret Mission, Ship of Doom, Sinbad and the Golden Ship, Sorceror of Claymorgue
Castle, Temple of Vran, Ten Little.Indians, Time Machine, Twin Kingdom Valley,
Urban Upstart, The Very Big Cave Adventure, Winter Wonderland. Wizard of Akyrz,
Woods of Winter.



TELEFHONE HELPLINE (CONTINUED)

ALEX AIRD, 139 Bromford Road, Hodge Hill, Birminghas. B34 BHR.
Tel: 921 327 5046 - Monday to Friday - {0 a.m. to 5 p.a.

Colossal Adventure, Forest at Worlds End, Heroes of Karn, Message from
Andromeda, Red Moon.,

MIKE WADE, 18 Woodford Walk, Thornaby-on-Tees, Cleveland County. TS17 OLT <
Tel: 0642 763793 - Monday to Friday - 6 p.m. to 7 p.a.

Adventureland, Adventure Quest, The Boggit, Bored of the Rings, The Castle,
Castle Colditz, Circus, Classic Adventure, Colditz, Colossal Caves, El Dorado,
Emerald Isle, Espionage Isiand, Eureka, Eye of Bain, Fantasia Diamond,
Feasibility Experiment, Final Mission, Forest at Worlds End, Galaxias, Ghost
Town (Virgin), Golden Apple, Golden Baton, GBreedy Guich, Grealins, Hampstead,
The Hela, Herces of Karn, Hitchhikers Guide to the Balaxy, The Hobbit, The Hulk,
Ice Station lero, Inca Curse, Invincible Island, Jewels of Babylon, Knight's
Quest, Lords of Time, Mafia Contract, Mafia Contract II, Magic Mountain, Marie
Celeste, Message from Andromeda, Morden's Quest, HMountains of Ket, Neverending
Story, Perseus and Androseda, Peter Pan, Pharoah’s Tomb, Pirate Adventure,
Planet of Death, Price ofgMagik, Project X/Microman, The Buest for the Holy
brail, Red Moon, Return to Ithaca, Robin of Sherlock, Robin of Sherwood, Seabase
Delta, Secret Mission, Sherlock, Ship of Doom, Shrewsbury Key, Snow Oueen,
Sorceror ot Clavmorque Castle, Souls of Darkon, Spiderman, Subsunk, Teample
Terror, Temple of Vran, Ten Little Indians, Terrormolinos, Tower of Despair,
Urban Upstart, Valkyrie {7, Very Big Cave Adventure, Velnor's Lair, Voodoo
Castle, Warlord, Waxworks, Wizard of Rkyrz, lacaron Mystery,

(Mike would also like penfriends, his hobbies include listening to good music
apart from playing adventures. He'd also like toc swap games and tips etc.)

Ry s s )
If you would like to volunteer for the telephone helpline then send in a list of
completed adventures, your name and address and the days and times when vyou
would be available. .

It you do telephone one of our volunteers then please make sure vou ring at the
times shown. Even adventurers need time off to eat and sleep.
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KINGS/QUEENS OF THE LASTLE

TOM FROST, 61 Batlie Norrie Crescent, Montrose, DD10 90T, has completed the
tollowing: -~

Alter Earth, Castle Adventure Crystal Frog Crystal Quest, Earthbound, El Dorado,
Eureka, Espionage [sland, Eye of Bain, Final Mission, OGolden Apple, Greedy
Bulch, Hexagonal Museum, Holy Grail, Inca Curse; Island Adventure, Jewels of
Babylon, Knight ‘s Quest, Legacy, Mafia Contract, Marie Celeste, Magic Mountain,
Mansion Buest, Mission X, Mountains of Ket, Operation Nightingale, Pharoah's
Tomb, Prospector, Rifts of Time, Se Kaa of Assiah, Sea of liron, Ship of Doom,
Spy Trilogy, Subsunk, Teaple of Vran, The Helms, The Traveller, Time Guest,
Urquahart Castle, Warlord, Zacaron Mystery (Pt.1), 1942 Mission.

MALCOLM & PAUL SERBERT, 171 Kings Road, Harrogate, HGl 5JQ offer help on the
fol lowing:-

Arrow of Death (Pt.1), Bored of the Rings, Circus, Colditz, Crowley Mancr,
Feasibility Experiment, Fools Gold, Golden Baton, Hampstead, Heroes of Karn,
Hobbit, Hulk, Inferno, Invincible Island, Lords of Time, Mindshadow, Moriana
Quest, Perseus and Andromeda, Quest, Return to Eden, Ship of Death, GSnowball,
Spiderman. Subsunk, Ten Little Indians, The Pen and the Dark, Time Machine,
Urban Upstart, Valley, Waxworks. "

PETER BROWN, S7 Ropers Avenue, Chingford, E4 9EG offers help on the following:-

Adventure Quest, Arnold Goes to Somewhere Else, Beerhunter, Bored of the Rings,
Brawn Free, Castle Dracula, Colossal Adventure, Dungeon Adventure, Emerald Isls,
Erik the Viking, Espionage Island, Forest at Worlds End, Gremlins, Herces of
Karn, Hobbit, Hunchback the Adventure, Inca Curse, Jewels of Babylon, Lord of
the Rings, Lords of Time, Message from Androseda, Mordon's Quest, Neverending
Story, Planet of Death, Price of Magik, Red Moon, Return to Edem, Robin of
Sherwood, Seas of Blood, Ship of Doom, Snowball, Sculs of Darkon, Spytrek, The
Lost Phiricus Pts, 1 & 2, Time Search, Trial of Arnold Blackwood, Warlord, Wise
and Fool of Arnold Blackwood, Worm in Paradise.

NMEIL TALBOT, 31 Chadcote Way, Catshill, Bromsgrove, offers help in the
following:-

Adventure Duest, Africa Bardens, Espionage [sland, Fantasia Diamond, Golden
Apple, Hobbit, Knight's Duest, Lords of Midnight, Mountains of Ket, Return to
Eden, Sinbad and the Bolden Ship FE. i, Snowball, The Inferno, Urban Upstart,
Velnor ‘s Lair, Warlord
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¥ INGS/QUEENS CONTINUED

M. TYLER, 12 Longmore Road, Hersham, W-0-T, Surrey, KT1Z 4NU, ofters help in the
following:-

Circus, Espionage Island, Golden Apple. Invincible Islang, Planet ot Death,
fuest for the Holy Grail, Seabase Delta, The Count, Valkyrie 17,

JANET LOXHAM, 7 Newbury Street, Fulwell. Sunderland, Tyne & Wear cffers help 1n
the following:-

Espionage Island, Hampstead, Heroes of Karn, The Hobbit, Lords of Time,
Mountains of Ket, Robin of Sherwood, Sherlock, System 15000, Temple of Vran,
Terrormolinos, Urban Upstart.

A. McCRANN (MAC), Taunton School, Taunton, Somerset, TA2 4AD offers help in the
following:-

Adventure Quest, Emerald Isle, Erik the Viking, Fantasia Diamond, Forest at
Worlds End, Heroes of Karn, Jewels of Babvlon, Lords of Time, Message from
Andomeda, Morden's Quest, Red Moon, Warlord,

JONATHAN WILLIAMS, 116 Westmead Road, Sutton, Surrey, SMI 4JH offers help in the
following:- ®

Jewels of Babylon, Message from Andromeda. Limited help is also offered on
Castle Blackstar, Dungeon Adventure, Herces of Karn, Redhawk and Warlord.

J0Y BIRLEY, Eryl Don, Mona Terrace, Criccieth, Gwynned offers help in the
tollowing:- '

Blade the Warrior, Bored of the Rings, Emerald Isle, The Hobbit, Lords of Time,
Quest for the Holy Grail, Sinbad and the Golden Ship, Time Guest, Z711.

GEQFF WING, 17{ Beadlemead, Netherfieid, Milton Keynes, MK& 4HU, offers help in
the following:-

Gremlins, The Hulk, Return to Eden, Seabase Delta, Smowgueen 1 & 2, Spiderman,
Subsunk, Terrormolinos, Valkyrie 17.

COLIN READ, 80 Beech Bardenc, Rainford, St, Helens, Merseyeide, WALl BDN, offere
help 1n the following:-

Doomdark’'s Revenge, The Hobbit, Invincible Island, Lords of Midnight,
Pyjamarama, Seabase Delta, Seas of Blood. Subsunk, Terrormolinos, Urban Upstart.



KINGS/GUEENS CONTINUED

730 SBT. JOHN MOORE, C/0 Sgts. Mess, RAF Wildenrath, BFPO 42, offers help in the
following:-

(Spectrum and Dragon)

Adventureland, Arrow of Death I & II, Circus, El Diablo, Escape from Pulsar A
Feasibility Experiment, Final Mission, Forest at Horlds End, Ghost Town, Golden
fpple, Golden Voyage, Hampstead, The Hobbit, The Hulk, Knight's Quest, Lords of
Time, Magic Mountain, Mountains of Ket, Mystery Funhouse, Perseus and Andromeda,
Pharoah’s Tomb, Pirate Adventure, Pyramid of Doom, Savage Isiand I, BSeabase
Delta, Sea Guest, Secret Mission, Se Kaea of Assiah I & II, Shennanigans,
Smugglers Cove, Snowball, Temple of Vran, Ten Little Indians, Terrorsolinos,
Time Machine, Touchstones of Rhiannon, Urban Upstart, Voodoo Castle, Waxworks,
Wizard of Akyrz.

DEREK DIGBER, 7 Bigbury Lanme, Wilden, Stourport-on-Severn, offers help in the
following:-

Bored of the Rings, Brawn Free, Emerald Isle, Forest at Worlds End, Gems of
Stradus, Ice Station Zero, Message from Andromeda, Microman, Neverending Story,
Planet of Death, Quann Tulla, Ship of Doom, Subsugk.

JARCKIE HOLT, 36 Eland Street, New Basford, Nottingham. N97 70T offers help in
the following:-

The Boggit, El Dorado, Galaxias, The Helm, Heroes of Karn, Hobbit, Incredible
Hulk, Ludoids, Message from Andromeda, The Mural, Neverending Story, Noah,
Planet of Death, Project X/Microman, Guest for the Holy Brail, Randy Warner and
the Aztec Idol, Return to Ithaca, Seabase Deita, Sinbad and the Golden Ship,
Sorceror of Claymorque Castle, Souls of Darkon, Spiderman, Ten little Indians,
Thompson Twins Adventure, Waxworks, lacaron Mystery.

ALVAR SVERRISSON and ULFAR ERLINGSSON, Hverfisgotu 53, 220 Hafnarfiroi, Iceland
offer help in the following :-

Ballyhoo, Enchanter, Hitchhiker's Guide to the 6alaty, Infidel, The Pawn,
Planetfall, Seastalker, Sorcerer, Starcross, Wishbringer.

If you would like to offer your services as a King or Oueen send a full list of
all the adventures you can offer help in to ADVENTURE PROBE, 78 Merton Road,
Wigan. WNI &AT




H.A.L.A. (The Hints Archive for Lost Adventurers)
Everyone knows how desperately frustrating it can be to come to a problem 1n an
adventure that seems to have no solution. Or to run out of locations atter
visiting the first half dozen. Well, H.A.L.A. was founded to help you at those
most annoying ecments.

H.A.L.A. are trying to become the foremost leading reference service for the
serious adventurer. No membership fee is required, all they ask is that if you
have an enquiry could you please include clues and/or maps for any adventures
that you have fully or partially completed. They also ask you to send ina list
of all your completed adventures for future reference and, as no fee is
required, an enclosed SAE would be appreciated and would speed up the reply
service considerably.

The clues/maps you send will contribute to what they hope will become the
largest and most extensive adventure users service in the country. Another
branch of the service is to put adventurers having problems with the same game
in touch with each other. If the answer to your particular problem is not to be
found in their archive, then all possible efforts will be made to acquire the
eolution you need and it will be sent off to you as soon as it is available. If
this situation arises you will be advised immediately so that you can proceed
with another game in the interim,

I you would like further details of H.A.L.A. then write (enclosing & SAE) ta:
Sonia Briffiths-Glover, H.A.L.A., (Dept. AP), 38 Bellfield Drive, HWell Lane,
Willerby, E. Yorks. HUIO &HR

B R R R R R R RS R R R R R R R
HALL OF FAME

Thank you to the following readers who have sent in contributions during the
last month.

Al§, Baldwin, John Barnsley, Fiona Bissett, Sue Burke, Derek Digger, Mihail
Evans, Linda Friend, Terry Gray, Chris Hester, Jackie Holt, John Hunter, Jack
Lockerby, John Moore, Jim O'Keeffe, David Oya, Ron Rainbird, Neil Scrimgeour,
Paul Serbert, Malcolm Serbert, Allan Shortland, Mike Wade, Jeff Walker, Edward

Yoong, The Helper, and The Kraken.
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