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sss COPYRIGHT wmuas

Copyright on anything which does not carry the writers name belongs to
Adventure Probe. Copyright on all other items lies wilh the writer as
Adventure Probe does not pay for contributions. HKeaders whose work is
printed in Lhe magazine continue to hold copyright on all

material
written by Lthes and are free Lo use iiL elsewhere.

It you writle to Adventure Probe it will be assumed that the lealter is
for publication in the letters pages unleass marked "Not for
publication®™. If you require a reply other than sent with the magazine

or the reply printed in the magazine, please enclose SAE as the
postage bill Is very high.
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sss SUBSCRIPTIONS #as

Copies can be ordered month by month i{f you wish, or you can order up
Lo twelve months in advance. Prices per copy are shown below:

United Kingdo® ............ E1.25 Rest of World (surface)...§2.00
Eurvpetincl S.lireland)..... £2.00 Rest of World (att)....... £2.50
All back copies are still avallable commencing with Issue 1 June 1886
Vol 1 Issues 1 to 3 - 50p each (Europe £1.00 R.O0.W. £2.00)
Vol 1 Ilssues 4 to 18 - E1 ° each (Europe E1.50 R.U.W. £2.50)
Vol 2 lssue | onwards £1.25 each (Europe £2.00 R.0.W. £2.50)
Seall amounts can be sent in stamps to save poundage if you wish.
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sga ADVERTISING RATES m=sa

Frivate advertisements in the In-Touch section are free to
subscribers. Trade prices are as follows:
Full page - ES. Half page - £3. Line ads 3p per word.

PLEASE NOTE

Neediess Lo say that Adventure Probe cannot vouch tor the credentials
of any entry in the advertisement or In-Touch section and if you
respond you do so at vyour own risk. Please note that any mention
either favourable or otherwise of any software house or company 1s
purely Lhe opinion of the writer of the article or letter and that

Adventure Probe does not recommend or endorse any particular firme or
establishment in any way.

ll'l'llIII!I.lIIJllll.illlllllllIl.IIIIIIIIII'HIIIIIIIIIllllllllll'lll

ADVENTURE PROBE is distributed during the 1first week o! each month.
Copy date tor contributions, advertisements elc l4th of each month.
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payments MUST be in pounds sterling. Cheques/P0's should be crossed
and masde pavable to Adventure Frobe.

EDITOR: Hundy Rodrigues, 24 Maes y Cwwm, Llandudno, Gwynedd, LL3U 1JE.

2




A

Editorial

............ *Esssbsciccsraanssssesnnac=x PRAgE &
BOVESWE . s o hahiiiansadiioldnita *tssecccnnnsascasacs Page 5
Prevleus..................;....-.......... ..... . Page B
FOSLE - COPNIOT. .o i, ailie iinaiiint olaininie dabe o dale o a'e e s Page 10
FERSion. o Aniule s gen tre cale R el Page 11
The Art Of The Maze........... secsscesesssssa--.. Page 13

Puzzle PREELLA LR EE AR . iaenna e et e +++.. Page 16
Paws For Thought........... WIRTPEE o dd e secsssese. Page 17
Letters. .. ..o & dele wie chassidaise s tenasa nans anas e Page 25
e PR NanEe, S s e sds s bl 2agd. ). 2po. -+:.. Page 28
In-Touch..... o i R S R B R s+s:2+.... Page 29
Writing Adventures.......... S s e P S Page 30

Objects And Their Uses.......c... S RA i ey sassssss PAge 32

Bugs And Amusing ResSponses. ..............0ouuo... Page 33

Precision Carner

........... Ssccssrasrassassecsas Page 34
Fishing For Red Herrings......... R T e PN Page 3a
HERAS aul WEPR. it iue s vaaanm. YOI Jopse +s+2. Page 35
Getting You Stasted. . uidiansaril i Pihiom o ol Page 37
Serlalised SolutlonS. .. viv. it iodnddiadome .. Page 39
Telephone Helplines..... B NS N e e ss2=2. Page A3
llll.lli.iIIIIIIIilﬂilllil.ll‘{!::!%kllIIllhlllllllhh!lllllilllf!illi

HALL 0D F F AME

L E XX & IIlII.I.IIlliiilllllllll.llll.'llll.Ili‘illllllliI.'.ll EEraEn

Hy sincere thanks to all the following readers who took the time and
trouble to send in contributions over the past month.
Allan Phillips, Paul Brunyee, Andy Nisbet, Roger White., Allan
Batchellor, Dicon Peeke, BHBrian Pell, John Ferris, Doraothy Millard,
Jenny Guthrie, Nic Rumsey, Carol Yeats, Claus Nygaard, Ron Kilbride,
FPhillp FPendieton, Paul Cardin, Anthony HMelvilile, Chris Wood, HMargo
Forteous, Pete Simpson, Gordon Inglis, Val Jesson, Larry Horsfield,
Alf Baldwin, Vince Barker, Barbara Gibb and June Rowe.

The lovely cover piclure this month is by Allan Batchellor.
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EDITORIAL

Welcome to Volume 3 |lssue 4 of Adventure Probe.

The very first thing | must do this wmonth is to happily eat my words!
In my last editorial | was bemocaning the fact that Tony Bridge wasan't
appearing in Compuler Games Weekly and saying how | would miss him but
| am delighted to see that he has his colusn in Popular Computing
Weekly. | am so pleased Lhat my fears were unfounded.

The letter from Roger Barrington in the Iast issue has generated quite
& response but {f you want to write to Roger, please address your

letters to 21 Sovereign Court to ensure they find hie. | forgot Lo put
the number under his letter.

This time last year | was all a-tremble with the prospect of taking
over as editor of Probe. It is amazing how time flies, it hardly
seems lwelve months. | hope | have managed to keep Probe going In the
way you wanted. | would like to thank you all for all your help and
support, without you | couldn't have managed it. With your continued
support and contributions | hope we can keep Probe going for years to
come. Don't forgel to send me your {deas and suggestions for Probe.
As | have sald before, this 1{is your magazine so please let me know
what you want and | will do my very best to oblige.

| am writing this whilst surrounded by =& hoard of Easter Eggs, Lhe
temptation is awful but so far i have managed to resist il. I keep
thinking that nobody would notice 1if the odd chocolate button went
missing bul my kiddies have eagle eyes and they are bound to count
every one of them! Everyone remembers my New Year's resolution except
me. Oh i1t isn'tL fair, one buttan just found its way into the dog!'

Think 1°1] retaliate by raiding the doggie choc drops when he isn't
looking.

Hy Commodore disk drive went phutt early this month and has gone off

for repair, John reckons It was playing Infocoms that wore it out.
He is only grumbling because | am making ralds on his drive when |
need something or other. I am® just grateful that | wmanaged to

transfer all the Probe stuff over to the Amstrad before it went Wrong
as | have found that it had been playing havoc with my disks before It
finally conked out. Whilst on the sub ject of poorly computers | would

like to wish Joan's Arnold a speedy recovery as | know she will be
lost without it,

To end on a very sad note this wmonth | have to announce the tragic

loss of one of our readers. Sadly, Rita Haloney died very suddenly
Llwo weeks ago. Rita was a subscriber to Probe for a very long time
and gave help and advice to many adventurers. A very kind and lovely
lady, she will be very sadly missed. | know you will join with me in
sending deepest sympathy to her family in this sad loss. As a very
small tribule | would like to dedicate this issue to Rita., Gud Bless.

Well that's all from me for this month. | do houpe thatl you all enjoy

this 1ssue.

bee you all again next montlh,

Mandy




SOFTHARE REUIEWS

THE BALRUG AND THE CAT
Available for Spectrum. See advertisement section tor details.

Reviewed by JUNE ROWE

A strange scratching noise at the ‘door caused the Balrog to
pause in mid-bite and as he put down the green-cheese sandwich,
brushed the crumbs off his lap and shambled towards the docr, he

could not help wondering as to who or what was causing the
noise.

Peeking around the edge of the door, he noticed a small ball . of
smoke lying on his doorstep. As he gazed in wonderment, the ball
suddenly moved and a voice said " Don't 3just stand there
gawping, you gonna let me in or not..."

Stuck for words, all the Balrog could do was to open the dcoar

and step to one side. The ball of smoke drifted past and settled
beside the small carpet.

To his great amazement, he found a small cat amidst all the

smoke and quickly snuffed out the fire burning at the base of
its tail.

"Thanks, fatso, the old bum was getting a shade warm just then"
purred the cat, beating out yet another blaze just behind i-:s

left ear. Settling down, the cat began to clean itself and when
it finished, it began its tale...

"I live with that old coot the "White Wassock™ and of late his
eyes have been failing him. In fact each time he casts one of
his stupid spells I usually end up on the receiving end. So far
this month, I have lost EIGHT of my nine lives and now to cap it
all, he's gone and transported me here! Geez, I wish he would
either improve his aim or buy some ?7?!!**?? specs."

For a moment or two the Balrog was quiet, then with a smile he

said, " An old gypsy lives on the far side of the bridee,
perhaps he might be able to help us..."

w* * % & & &

That's the introduction to Zenobi Software's latest gane -
anyone who plays adventures will know that Zenobi Software is
John Wilson of Rochdale and that John Wilson is "The Rochdale

Balrog™, a nickname bestowed on him by Mike Gerrard, many Tocns
ago,

to find the bridge and to discover that it is guarded by

rather ugly Troll, who won't let anyone cross without givirz F
at least one gold coin first.

There are several locations available, and it doesn't take 1=ng

a

im
Well, there isn't one in the cottage where you start - perhacs
you can obtain a gold coin by winning the cockroach race ycu saw
advertised in the "Goblin Gazzette™? That is, of course, if you
have found this newspaper, which the Balrog uses in his smalles:
room. Even that is hidden! Next, find your cockroach! Then ysu

have to train him, but you can't enter the race unless you fiad
a writing implement to sign the entry form...

B



And so it goes on, with puzzles coming fast and furious ....
what is the meaning of the mysterious word 1in the tatty
noteboock? Where is the donkey? Where do Lemin-Rats go, when they
jump over cli ffs? How do you cross the river?

There are clues, sometimes, in the text, with a HELP page built

in (if you can find it!) but the trick is to examine and search
everything.

True to form, there are a few red herrings, but they are so
cunningly disguised as genuine clues and useful objects that I

doubt if you will recognise them until after you have finished
the game!

This game ims well up to the standard we have come to expect from
Zenobi Software, and a worthy buy at the bargain price of £2.49.
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READ ALL ABOUT IT! READ ALL ABOUT IT!
GET YOUR GOBLIN GAZZETTE HERE!

That is, on the reverse side of THE BALROG AND THE CAT.
Not only do you get a darned good adventure game for your money,
but you get items of news which are for privileged readers only!

By the way, don't bother to guestion the extra "Z" in the name
of this highly amusing " newspaper™ - we all know that goblins
are queer folk, and have a language all of their own.

Talking about language, you also get a lesson in the language of
Lancashire on the first screen!

There are eight pages; news and scandal (what has Ekim Drarreg ,
the adventure reviewing dwarf, been up to in Greece? And where
was the Vicar, missing since last Friday, eventually found?). It
even containe the programmes on Trollovision, issued by the BBC

(Boggit Broadcasting Corp.) - are you watching "Beastenders™, an
everyday story of trollish folk?

You can find out all about the entertainmment laid on at “The
Dancing Ogre™, and yes, for those who just like to look at
the pictures, there IS a Page Three E1f!1!!

READ ALL ABOUT IT!
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- PYRAMID ATNYE.

Avallable for Spectrum 4BK/128K on Cassette at £2.00 from Walter
Pooley, 46 Exeter Road, Bootle, Liverpooi, L20 7BL.

Reviewer - BARBARA GIBB.

In this text adventure, written on Lhe Quill, your task is to cross
the desert to the oasis, enter Lhe pyrasmid, find the treasure, and

escape with it. Sounds easy! Don't be deceived; often the simplest
of storylines hide the most interesting adventures.

The desert and pyramid theme is a well-tried and tested subject for

adventures; it is the puzzlies that rejuvenate it and hold Lhe players
attention.

I wonder if Roger White and his disciples would like to try their hand
al mapping the desert? It takes four compass moves to get out and has
256 possible permutations. It was written as an exercise in how to
write a maze, use very little memory, and try to destroy an advenlurer
at the same time. Maze haters, don't despair - help is at hand.

When you find the oastis, don't forget to wvisit

entering the pyramid, as once inside you cannot
solved all the problems and found all

the tent before
escape until you'wve
the treasure.

There aren't many locations, but nearly every one has something of
impourtance and will keep most adventurers amused for quite some time.
The buvat and wall of fire are VETY interesting, also Lhe une way

sysiem of steps and chambers, and you must get the co-operation of the
inhabitants.

For those of you who can watch the screen during loading, there is a
stylised picture ot some pyramids before you are given an explanation
of the adventure ahead. Unlike some adventures I have seen lately,
you won't have any trouble reading the clear black print tor the
location descriptions, red for important names and compass directions
and green for Lhe treasures and objects, all on a white background.

SCORE gives your progress as a percentage, plus & move counter for
those who like to find the shortest possible solution. More useful,
to me at least, was the RAMSAVE and RAMLUAD.

| think this adventure is ideal for less experienced players, but
there is something for everyone. It you follow some basic rules of
adventuring you will soon be hooked on this one.

INGRID*S BACK - ATAR! ST VERSION
Level 9 Compuling - Price f14.95

Keviewer - THACY TATTUHM

The game is a follow-up to GNOME RANGER, starring Ingrid Bottomlow, 1t
staris when Ingrid has come home: 1o find that the landlord, Jasper
Uurckbuck 15 guing Lo demalish the Drabble Vailey and turn 1L i1nto
Gnorsegnome marinas and luxury masonettes and the local folk are being



evicted. S5So Ingrid decides to get together a protest petition.

Part one finds Ingrid 1in the Village Hall with &a petition and an
invitation. Flopsy, her dog is also there to help her. ingrid can
wander all over the town of Little Hoaning, trying to get people to
sign her petition. Some of the residents are a bit reluctant as to

whether they should sign the petition or not and 1t is up to you to
get them to sign it.

In part two Silas Crawley and a bunch of trolls are intent on

steamrolling Gnettlefield with their steamroller, as they have already
evicted the other residents of Dribble Valley. You must steal the
plans and stop the steamroller, although that 1is not all there is to

part two, as the trolls, one by one, come after you and you must find
a way to get rid of thenm.

In part three, Ingrid has obtained a job

where the landlord Jasper |ives. You, along with your cousin Daisy,

who is supposed to help you, must collect evidence about Jasper that
will put him in prison for a long, long time!!!

as a maid at Ridley's End,

This is one of Level 9's most humorous adventures |'ve played yet!!!
And what 15 Seamus Sosmall doing in Mrs Tackhammer's wardrobe when you
break into her bedroom and find her lying on the bed red-faced?
Begorrah, he isn't having trouble with his teleport spells and being
somewhere he shouldn't be? As you leave the house together he
suddenly remembers he has left his wand upstairs and insists you do
not wait for him......

This is certainly the most enjoyable game |’'ve ever played from LO

Graphics 9/10 Playability 8/10 Value 8/10 Overall 8/10
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Contributions are urgently needed for the review section please! L]
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DEFINITION OF A GOOD ADVENTURE by PAUL CARDIN

An adventure which, after you load it in for the first time and type:
SLAY ORC
WAVE WAND
RUB LAHMP
WAVE CROSS/GARLIC AT VAMPIRE
DRIVE STAKE THROUGH DRACULA'S HEART
KILL TROLL UNDER BRIDGE
SET PHASER TO STUN
ZAP DROID

Responds with:

THEY DON'T EXIST!

Il.!l!lllll.!llllllillIIIIIIIIIIII.I!IIIIIIIIIIIIIIIII.III'I.IIIIIIII’
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PREVIEW SECTION

This month | have been having a sneak preview of two
to come your way. The Gordello Incident
Software (address in the advertisement section of Probe) absolutely
amazed me with its novel approach. | mentioned Gordello once before
in the editorial but this time | was able to play the completed part
one and boy are you Spectrum owners in for a treat! The intamsous
Gordello has produced two 'clones' of yourself and it is imperative
that he be stopped and the clones destroyed. Fortunately, via a
computer you are able to penetrate the clones brains and instruct them
via the keyboard. Your first task in this three part adventure is to
guide the clones into the Clonetron, all wvery well you might say,
until you discover that one of the clones is not doing what he should
be doing. In fact he has the annoying habit of doing exactly the
opposite! This really adds to the fun and enjoyment, especially when
you are in a situation where a quick move is essential - | got all
*fingers and thumbs’' many times. There are the most devious puzzlies
to be solved including a beauty at the very start of the adventure. 1
thought | had solved it loads of times and rang Tom to tell him so. A
chuckle on the other end of the line told me that | hadn't! That's
the trouble with playing an adventure written by such a clever
programmer who really does manage to anticipate your every move! In

adventures soon
by Tom Frost of Tartan

this adventure | got the definite impression that | was being led up
the garden path because everything | tried got a positive response -
none of that "You can't' business with Tom, more of a case of 'Well |If
you really want te...' This Iled me to become stuck in the most

humorous situations. The adventure 1is filled with the most unusual
ob jects but which are red herrings and which are useful? Just to make
life even more interesting the adventure 1is peopled with various
characters who seem to be a rather tidy Ilot and like to pick up and
pocket any odd item they see lying around and the clones themselves
socon get bored with standing around, they |like to explore and if you
don't make a move, after a while, they will decide to wander off
somewhere else. They also like to flash information to you on what is
going on around them and are even rude enough to interrupt you when
you are halfway through typing in an input! A very clever piece of
programming there. It usually happened to me just when | spotted a
key | needed and was just typing 'get key' when the message flashed on
the screen that 'someone had entered the room, that someone was
looking at the key' and, worse, that '"that person had plicked up the
key and headed off to the north!'"® 1l got round that one though by a
little foresight so that | was ready for the blighter before he
arrived.

The screen is divided up neatly into two sections so that you can see
exactly where each clone is at any time and transfer of instructions
to the clone you want is simply a matter of typing in either AB for
one clone or BA for the other. There are some wonderful responses and
loads of humorous remarks from the clones as they travel about, you
could, if you wanted, just sit back and watch what is going on around
you and still have loads of fun. I have never played an adventure
quite like this one before and | am so0o very glad | have tried (t. I

just can't wait for the other two parts to continue my quest. I had a
great time and so, |1'm sure, will you.

Another sneak preview | have had this wmonth comes from Patrick Walsh
who sent me the first part of his adventure *Sherlock Holmes: The Case
of the Beheaded Smuggler’', a two part text adventure for the Spectrum.
There is an introduction giving you the story, which 1s very cleverly
done, and part one itself was quite amazing. | was quite unprepared

9



lor the amount of atmosphere generated by the lengthy

location
descriptions. Patrick has cleverly managed Lo

capture the style of

the Conon-Doyle novels beautifully. Une thing that never fails to
give me a thrill is the discovery of hidden locations and in this
adventure you can, if you are diligent enough, discover loads. Clues

are hidden around every corner, if you manage to spot them that is.
It is quite a large adventure with over thirty locations in the first
part. Patrick says "Part one is really intended as an average level
where you as Sherlock Holmes are examining Lhe house and grounds where
the murder was committed. There are not so many problems here as there
are 1n part two.™ Al]l | can say to that, after discovering so many
problems in part one, is roll out part two - | canmn hardly wait.

Details about release dates and prices etc will be published in Frobe
when Lhese are available. Watch Lhis space!
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POETS CORNER

A compuler bereavement is terrible,

It effects the whole families lives,
Where is the cheery "Good Morning®™?
Where is Lhe sleepy "Gooud Night™?
Instead we've a cheery, "1've got it!
Perhaps | shoulo try this or that,

| dreamed out the whole solution,

And | know how to get shut of that rat."”
And then there's the sieepy mumbles,

Ut solutions tried and failed,

No "Goodnight GOD BLESS"™, just "I1'1l go right mot left,
Perhaps then we'll get shut of that rat".
Then all through the telly programmes

There's the rapid fire clicking ot keys,

And "Could you just tell me which way,

| go to get back to the Quays?"™

Turn off the telly, sew, read a book, do the ironing instead,
Draw out a plan for the garden and wall,

Course half way through there's an anguished call,

"Where's my dagger, ['m pinned to a wall!

No, it's alright, don't bother, |'m dead!'"™

Our friends when they call get roped in as well,

I bet they think life with ¢ computer Queen's HELL!

The best thing to do when an adventure is on,

Is to try to get in, while she flies through where she's gone,
"l'"ve done Lthis bit and |I've done that,

But 1 still can't get shut of that dirty old rat'"™

Who said the life of a family is dead?

Get shut of the telly, do adventures 1nstead.

By VAL JESSOUN.
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ADVENTURING I5... By HARGU FPURTEUUSLS.
A game that won'tL load - until you've only got 10 minutes left to play
ke Ur vyou spend on hour trying to luad a game, then pget so0 exciled
when vyou 1inally see 1L has loaded yuu pPress the wiung key and it

crashes!
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WHEN YOU"RE ALREADY GONE
Ev LON HMACLEOD

It was & sharp-edged night arter a blunting day. Thin shadows grew rrom my
tocvtsteps as | passed under the street lamps. | saw them pull me forward
Band seemed to teel them tug me back. It felt like a race, one | wWas not
sure | wanted to win. | had & suspicion that the prizes would be tawven, not
gl1ven: that | would 1i1nd myselt girtwrapped berore long. In a shroua. l
1elt better, almost happy. Gloomy thoughts will do that tor me EVely time.
It 8in't happened vet, that's my sustaining motro. When French Annie
me smiling she always smiles herself. "It will," she's saying.
talked rrom time to time. like runners in & long race will. She lert words
on the "net tor me this morning., &nd | lett words tfor her. NHot talking,
just an exchange ot words like business. "Sg what." | put. That's all.
But | was thinking. So what now, is what | was thinking. Her worde glowed
tuzzily on the smoke-dulled screen. "Joe the Horse has & new saddie,"
words said. He's riding it down in Storecity. "™ -

What now was Storecity. But not tor Joe, he was long gone. The
WETE EMpty. | dialled & clerk and it toid me French Annie wasn't just
blowing kisses. The clerk knew Joe all right, he'd filled an air duct here
so long vou could still smell him. No., he didn't know how & vineman could
have &ll that tin but as long as he had it., he could hand it over.

— Sure he can, | satid.

Clever work those clerks. know just the words to keep the customers hapgv.
The clerk called atter me. anxiocus to tell the whole truth, It
too.

— Joe lert in a hurry, it said. He had a call, here's the solid.

The plastic slid trom & slot in tne clerk. ] grabbea 1t. L TSl &
read, "better drop that bundle or taxe the weight. " The from was French
Annie's. So much for clever work: 1 left unhappy. Damn Frernch Arnie,

| went to Needletown. A stupld place for Joe to Eo and Joe was stupia.
Sure he told me some clever things but only other pecpie's clevers things,
and only his own until they were mine. He had some clever stutf now.

The funk was sajling in Needletcwn. Trere were plernt. of FasSsengers &s
alwavys. | found Joe the Horse in the Point, a bar on the whart. He looked
Saddlesore.

—DLid Frenchy send you? he asked, pitifully eager. I knew she'd see me,
| knew she'd sort it, | knew...

His volice stopped working. Something in me started a little. I think 1t
was then this sickness began, this feeling. Ferhaps French Annie could talk
me out of it. Ferhaps she had it too.

| made the feeling go away.

— Sort or, | said. What you got?

He gave It to me. It was & good saddle. It could take vou tar. It was
& million bucks that saddle and I'm not talking metaphor. 1 asked the
obvious question.

—Up in Delitown, he said. | was mining the bins, bellyflat, you know.
And there it was, a whole chicken!

He paused., waiting for & grin. | gave it to him,

— Course | coped it and offed to = satety of mine nobody knows. I was
cleaning it up @ bit when | saw this bit of plastie sticking cut, Some
freak's gone and 'waved the juicies too, | thought! Didn't know how Juicy
until | opened it!

— And this juice is too strong tor you, | said.

— That's right, that's right, he said. You're big. vou can take —are of
kit Tou know people, and...

sees
We've

her

malls

kriows me

— | know. | said. Take care of you too. Doen't worry, | wiil. But
you'll heve to otf turther than one ot your safetv's. There afe FIiETLY €Eves
with tongues attached. We don't know who saw you. or who they re taleing
to.

I boeught him a drink. and told him to meet me late near a satetvy oOf his
by ShShuttlieport Seven. He was not too surprised | knew about {t. | would
bring nim rull docs and some tin and he could moon it tor a while. i felt
hot ango sweatvy, something was lurching inside me. Frobably the rotten
Whaiter's rum, I would be all rient outsioe. breathing the naturai fonised
air. i let him have one moire Jrinve ana we left. | krnew Lhere wodld be a
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trall outside. that was all ri1ght, that was planned. Then th2 sick reel lng

swelled inside me. I had a bad attack of intuition. What | had planned for
Joe the Horse, it was just a bit ot elbowing Iin the race. Someone had to do
it. HNothing to get sick about. lHow It was different. When Joe and |
parted the trail stuck with me, not Joe. It was going to be nasty.

It was good. It | had not expected the trail | would have knoun nothing
about {t. As It was, all the way home | felt as if | was being measured for
my prize. 50 | was gquite cheerful when | waltzed Iin the door.

— It ain't happened yet! | yelled, and slammed the door.

— It will! sald French Annie.

Talk about timing. There's no-one quite like French Annie. She had a
couple of blades with her. Blg of course.

— | want my keys back, | said.

— I'm sure you can atford to install new locks now, she said. Word s

Joe paid up to you, bagman.
Bagman! Now that hurt,

— Search me in all your favourite places! | have nothing on me!

| was yelling again, without the same sang-froid it has to be said. |

= | knew, she said drily. Try and find something anyway, glirls, The
blades turned me out. In a tew seconds there was a plle of me on the floor.
All those little things that seem to multiply in pockets and pouches, and

one blg packet right on top of the pilile.

— That all seems to be in order., French Annie said.

Her blades glggled, as only blades can.

= Listen to me bagman. fou play your part. You do it well. Keep on
playing it, or stop. Eut don't ever think of trying another role. It would
never get past the first night.

It was a good speech. She had fun with {t. The audience was transfixed,
She lookeo at the packet and stepped over it with exaggerated care.

— Something valuable?

| thought | wae ralling into her huge dark pupils. My mouth opened.

— Ah, | said.

= Hever mind. she said. I'm sure you can manage to ad-lib something ir
your next little 1mprovisation.

—It's a two-hander with Joe the Horse, said one of the blades.

— We'll be the critics, said the cther.

— S0 get {t right bagman! they chorused.

When they left and | was alone on the stage the scenery began to shake.
| climbed the rolling tloor towards the tollet. | knew | wouldn't make |t
and | didn't.

Scene change. | know my lines. I tell myself it has happenad already,.
| have a very bad feeling It will happen again and again. As | begin to
reel quite cheerful | understand just what | am. And | think that is where
| started.

The shadows Or my steps pulled me rorward. Now | felt no backward tug at
all., | saw Joe crouched in an alley, waiting tor his prize. He ran to meet
me.

= | knew Frenchy would see me! Sald you were coming. She was rlght
here, said you'd play your part, Inspector.

=1 will, | said.

A glidecar slld around the corner and stopped. Shadows got out. Shadows |

with calculators: calculators that cannot add. only take away.
— |Is that my transport: Joe asked.

—7es, | sald. Tou can go.

He stared at me. Over my shoulder he saw the shadows coming the other
way as well. Joe looked at me and seemed to crumple until he looked like a
Wielked Car, a write-orr. His eyes went dead. There was water on my tace
and | could hardiy see him. His voilce came to me taintly trom a very great

distance,
— where can you 4o when vou're alreadv gone:

| put the saddie back on Joe the Horse and walked away. | walked, past
one ot Oof shadows into my own shadow as light tlickered behind me, not
teally hearing the sound of calculators subtracting. HNot hearing it at all,

HOTL Mearing 1L Now.
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THE ART OF THE MAZE 1V

BY RODGER WHITE

In my last article, 1 showed how to map & maze if vou have too
few objects to implement the classical solution in full. The method 1
outlined there was not essentially more than a simple amplification of
the classical solution. But such a8 method is only practicable if you
are only a few objects short - two or three, say. Once the
discrepancy between objects and rooms becomes large, then vou need to
make a radical departure from the simple model of the classical
solution. It is to this that 1 now turn. Can we, in fact, map a maze
with far fewer objects than there are rooms in the maze? This
question can, in fact, be given an unequivocal answer: 1t 1s possible
to map any maze whatever, given that we have at our disposal one
object. However, the method which 1 shall outline can become lengthy
for certain mazes whose structure is inimical to it. On the other
hand, those mazes will characteristically have a structure which makes
possible certain of the techniques of maze mapping that do not involve

object dropping, which I shall 1look at in subsequent articles: this
point will become clearer as we proceed.

The key to mapping a maze using only one object is, identifying
the best room in which to drop our object initially. To make the
explanation of this intelligible, 1 shall take a concrete case, and
explain how we identify a suitable room for a definite maze. 1 will
once again outline a solution for the ENTHAR 7 maze, this time,

however, on the assumption that we are only permitted to use one
object in mapping it:

(N.B. Once again, the met hod is more complicated and
longwinded to explain than to CHrry out: it may help
interested readers, if theyv wuse & GAC, or uhatever, 10

programme in the ENTHAR 7 maze, so that you can actually
experiment with the procedures 1 outline. A maze only takes a
very short time to programme.)
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3 14!6!6:812:1:9:15:X:X.:
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s L=l R e MAP 111

¢ L ST e ¥ 0 2% g TN T X

7 .0 641 e, D gty g g oy I g T

8 !7!1:114i4:1:4:5i%X:!X: CLEARING
9 $1114:3:12:7:85:6:1:X:!X!  FLIPPER PLATE

Let us suppose, starting in a certain room in a maze, we
select some compass direction (NE, say) and move repeatedly awav from

the first room in that direction (i.e go NE, NE, NE, NE ...). It 1s
obvious that only three things can occur: either we eventually
encounter an exit to the maze, or ue eventually encounter the message
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THE ART OF THE MAZE IV

*You cannot move in that direction®, or we Keep moving around within
the maze for ever. Now consider what is happening in the third case:
the number of rooms in a maze is finite, so that sooner or later we
will be in a room we have already been in before. Once that occurs we
will have entered a loop - a set of rooms that we would continue going
round in for ever if we continued going NE. Thus, in the ENTHAR 7
maze, if we start out from room 1 going NE, we go first to 5, then to
4, then to 7, then to 3, then to 6, and from 6 into room 5 again.
From that point on, we would simply repeat going round the circuit
5,4,7,3,6. So, starting from 1 we have a tail consisting of the room
1l leading into a loop of five rooms.

We may now re-express the possible consequences of going
repeatedly in & fixed direction from a certain room: if we start at a
given room and move repeatedly in a given direction then:

either a) We eventually encounter an exit

or b) We eventually encounter the message *you cannot move
in that direction*

or €c) The room we are on 1is itself on a loop for that
direction

or d) The room is on a tail which leads into a loop.

(1 include here as a 1limit case, the case of a loop consisting of only
one room - i.e. a room such that going NE from A leads to A).

Now taking each of the compass directions in turn, we first
determine for room 1 which of these is the case, and if (c) or (d) the
precise length of the tail and loop involved. 1n the ENTHAR 7 maze,
there are, 1t so happens, no exits that we will encounter in this
way, and we also have no use made of what 1 shall call "barriers®, the
message “"you cannot move in that direction®. 1In fact, that makes the
method we are going to outline particularly well suited to this maze.
Mazes which make extensive use of barriers have an altogether
different character from those which don't - a maze which uses
barriers a lot, as 1 shall show in my next article, is typically
easier to solve than one that does not, but it is typically better
suited to techniques which do not involve object dropping at all. The
presence of barriers within a maze, although it does not make the
method of maze mapping 1 am here outlining impossible, typically
makes it much lengthier.

The first use we make of our object is to find out precisely
what happens as we set off from room 1 repeatedly in a given
direction, beginning with N. We SAVE our position in room 1, go N
four times and drop the object, then we go N four more times, stopping
if we find the object again. (If you 1look at the map you will see
that what we have actually done is gone from 1 to 2, to 3, to 4, to 5,
dropped the flower, say, then gone to 6, to 4 and then back to 5,
finding the flower again). We have reencountered the object, if we
had not, we would have RESTORED to 1 and repeated the process this
time dropping the flower 8 moves away from 1, then, if necessary,
repeated the process with the flower 12 moves away and so on. But,
in fact, in this case, we do find the flower again. What this tells
us is that moving N from 1 eventually leads us into a loop that is 3
rooms long. Next we find out where this loop begins. RESTORE to 1,
this time move N only half as far (twice) and drop the flower, now go
N 3 times: this time, we do not find the flower: this tells us that
the first three rooms are on a tail which leads to a loop beginning in
the 4th or 5th room. placing the object in 4th room and going N three
times tells us that the loop does indeed begin in the 4th room. (This
all sounds complicated and longwinded, but in practise, it is very
simple and the whole process can be carried out very quickly).
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Before we repeat this rigmarole for other directions, let us
reflect on the significance of what we have found out, to help explain
why we are doing it: we have now discovered i) six different rooms
within the maze - the first room, the room N of it, the room N of
that, and so on (let us call them 1700 "HNE, OR20.TYNG Y NG and
*N5*) - these must be different to account for the experiment with the
flower; ii) six rooms which we Kknow how to get to; iii) finally and
most importantly, six rooms that we can tell apart, in the following
way: if we place the flower in N5, 1 1is the only one of these rooms
from which we arrive at the flower by * going N five times, N1 the only
only from which we arrive at the flower by going N 4 times, and so on.

We can now record the result of our investigation of the N
direction as follows:

Ni= 1 => N1 => N2 => N3 => N4 => N5

(That is to say, starting from 1 and going repeatedly N takes us
through three rooms and then into a loop 3 rooms long).

The process we have just outlined only sounds convoluted, but
it in actual practise takes 1less than a minute to carry out :
provided, that is, that the game has a decent SAVE & RESTORE facility,
without which most advanced maze mapping can easily become tedious.

We now repeat the process we have gone through for the N
direction for each of the other 7 directions, where what we are
seeking is the direction which gives us the longest chain of rooms.
In fact, we have already found that the N direction gives us a chain
of as many as six rooms, which should be ample for all but the largest
mazes. However, it is worth while taking care at this stage, since if
we find the longest chain, that usually makes the rest of the process
very simple indeed. 1If, indeed, we are lucky enough to find a chain
which in fact contains every room in the maze, the remainder of the
task of mapping a maze 1s just as simple as the clessical solut:ion.
But, provided we can tind one chain which contains the majoriity of the
rooms in a maze, the rest of our task will be plain sailing: and this
will, with one major exception, almost invariably be the case. The
major exception is that, since barriers break up chains, in a maze
which makes extensive use of barriers, chains of rooms of the sort
which interest us will typically be much shorter. Because of this,
and because mazes which make extensive use of barriers can readily be
solved by techniques not involving object dropping, of a kKind 1 shall
explore in my next article, it is best to think of the method we are
outlining as primarily for mazes, like the ENTHAR 7, in which there
are few or no barriers, and explain it primarily for them.

The result of exploring each of the 8 directions may then be
summarised as follows (*C®" here stands for the clearing):

N (= 1=> Nl => N2 => N3 => N4 => N5

NE :— 1 => NE1 => NE2 => NE3 => NEd => NE5

E = 1 => E] => (.

SE (= 1 => SE]1 => SE2 => SE3

Sl sl B

SW = 1 => (C

W= 1 => W1 => W2 => Wy :
NW = 1 => Nwl

(This table should become clear if it is compared with the map, and
you check there the consequence of going from room 1 in any g:ven
direction.)

Now, we select one of the directions which give us the lonaest
possible chain - N or NE - giving preference , although this doesn't
really matter, to the one amonyg those which contains the longer loop
and the fewest designated rooms: here the NE chain which has a Loup

of five rooms, and contains no designated rooms. Next time I will show
how we can build that chain intc a complete map.




FUZZILLE FAGE
FROBE CROSSWORL: 3 by koschei
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Folitician took muddied tile

losing quarter when chased by an

editor getting loud (5}

<8 | have the engineer: 'Uch., whut
is it noo Captain?® L3,.6)

<9 Be she ranging or at home. gno

gnews is good gnews (5,

1 Middlie of a ripping three-
parter, NOT Jack's 116,.2)

- Argued terribly without
FPropriety (5)
3 Rising or falling. is this the
speed ot replicating DNA: (8
4 Crossed and wrecked - Rats!
ACROSS what a trek (4)
2 What every plavtester needs
1,11.8d VWarren warring? Sounds or they get troubled. lacking
2 little Jike (it t(3.2.6.5) some quarters: "Flease mate.
4 | serve bug Eyed Monster for a tea!’ tand that's not all)
long time in musical play (9) i3, 5.5)
<] Airy neon tor illumination? 6 "A e With the striznge
(5.4, device."” (Longtellow)
16 Goes with being up the creek! Ur Bruce (Shorttellow) LB
(o) 7 Me ! Me! Me ! (3, 3.3
11 GSee 1a =] See 1la
12 Intelligence, stamina, wisdom. 13 War treaty almost contused
ALty charm, oeaae. ' (B) sexy wet girl ftrom Melbourne
14 Religious students make music house of ill-repute (6,4)
about one scientific theory 15 Five point, it follows you
reversable in US state (1Q) have to justify (&)
16 Doctor. we hear, gets canal 17 Overturn desk. mixup - tlee!
backwards. God! (4) (9)
18 Hellene lost in home of 14 18 A magician's art is the
perhaps (a) downfall of many a programmer
20 Intrinsically sound, by 16! (8)
(1@) 21 Trouble charge for short
<2 5o some would have us believe Tating in charge (6)
computer games are, so vile << Briefly: IN. UF. NORTH.
yet without energy (4,4) NORTH, EAST...turn back...aoh
23 The last word in RFG? Not the boredom...EAST etc (5)
really (86) 24 Ingrid's tront got goling going
<6 Close to treasure one finds gone back - Jones appeared! (5)
listener engrossed Iin sacred 25 Active spy gets taken inside
book ta,l1) (4a)

CROSSWORD & SOLN

Across: 1 KILL LUST. S AFFAIR. 9 IN THE PEN. 10 FOCSZSET.
l< HURSE CLAN, 13 SUS Fl. 14 BORROWED TIME, 18 FRIED BANAWAS. 21 ELLEK.
«~ EGLANTINE. Zz4 READ AD. 25 GIVE CA3K. 26 MEET ED', 27 MERETSHY.

Down: 1 KNIGHT, Z LIT ERA. 3 LIEGE, 4 SFELL BREAKER. 6
FOOL'S IDEA. 7 ASSASZIN. 8 RETAINER. 1 SNOWBALL NINE. 15 ORDEFR GAME.

1
16 OFFER RUM. 17 MIND WAVE. 13 MIDAS'S, 20 GET KEY. I3 NO EVE.
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THE PROBLEMS, PITFALLS AND PERILS OF ADVENTURE PROGRAMMING WITH PAW

o
ys 1) (OR: PAWS FOR THOUGHT) ate

-
o By Larry Horsfield ‘;'.'. -

This month I thought I would give a few hints and tips on routines that
will, one hopes, improve any PAWed adventure.

The standard "I"™ or Inventory command with PAW uses the INVEN action,
which prints the objects you're carrying in a column, with any that are
worn having the system message "(worn)" tagged on. The alternative to

this 1is to 1list your inventory as a sentence, with separate messages
for those objects carried and those worn.

First of all, alter System Message (SM) 9 to read "You are carrying "
(not forgetting to put a space after the last word), and SM 10 to read
"You are wearing " (SM10 is redundant if you are not using INVEN, as is
SM11) The required Response table entry will utilise the LISTAT action,
flag 53, the "locations" 253 & 254 and the two altered messages, thus:

4L LET 53 64 SYSMESS 9 LISTAT 254 SYSMESS 10 LISTAT 253
CLEAR 53 DONE

Setting flag 53 to 64 makes PAW print the lists of objects as a valid
sentence, so when you press I, you will see something like this:

“"You are carrying a flashlight, a shovel and a bubble helmet.

You are wearing a backpack and a uniform."

If you weren't carrying or wearing anything, you'd 3just get "nothing."
instead of a 1list. You have to include CLEAR 53, otherwise if you

didn't, the objects visible in any location will also be printeéd as a
sentence.

You could go one stage further and have a message for when you are
wearing nothing at all. To do this, you must keep a count of the number
of objects worn in an unused flag - say Flag 11 - and if the adventure
starts with objects being worn, you must allow for this in Process
table 1. For example if location 0 is a title screen, with a keypress

to go to the first location, and you start the adventure wearing three
objects, the Process table 1 entry might be:

START * AT 0 ANYKEY GOTO 1 LET 11 3 DESC

You MUST also allow for wearing and removing objects, so in the WEAR nt
and REMOV _ entries in the Response table, you must include the lines
PLUS 11 1 and MINUS 11 1 respectively, e.g. WEAR _ AUTOW PLUS 11 1 DONE
Now, change SM1l to read (for example) "You're as naked as the day you
were Dborn!", putting an empty line underneath by pressing EXTEND MODE
then 7 then DELETE (what's known as an ESCC 7). The first Response
table entry 1is exactly the same as last time, except for one line:

1 _ NOTEQ 11 0 LET 53 64 SYSMESS 9 LISTAT 254 SYSMESS 10
LISTAT 253 CLEAR 53 DONE

If flag 11 is anything other than 0, the two messages are printed along
with the lists of objects carried and worn as sentences. Now the entry
for when we are carrying objects, but not wearing any:

I _ EQ 11 0 LET 53 64 SYSMESS 9 LISTAT 254 SYSMESS 11
CLEAR 52 DONE

Having seen how that's done, you could go the whole hog and have
another message for when you're carrying nothing, e.g. "Your hands are



empty”. However, this would entail FOUR different 1 _ entries, 1 for
when you're carrying and wearing things, 1 for when you're carrying
objects but wearing none, 1 for when you're carrying nothing, but
wearing objects, and a last one for when you're carrying nothing and
wearing nothing! You'd alsc have to keep a count of objects carried in
another flag, and put appropriate PLUS/MINUS lines in the GET and DROP
entries, as well as in the PUT _ and GET _ from container entries, etc.

As mentioned earlier, you can alsc list the visible objects as a valic
sentence, anéd {f you wanted to do this as well as have it in the I

command, you'd need to include the LET 53 64 1line in the START *

entry in the Process 1 table, deleting the lines, plus CLEAR 53, from
the 1 _ entries.

One thing that occured to me only the other week, when I was going
through "Magnetic Moon", is when you turn on or off a source of light.

The way 1 originally did in all my adventures was to redescribe the
location when you SWITCH ON or SWITCH OFF the flashlight. However, it
looked a bit silly if the location was light anyway, sc¢ 1 included a
further two SWITCH ON/OFF entries to cover when you did this in a light
location. You have to take intc account whether flag 0 is 0 or 255. The
response table entries 1 put in were as follows (dark locations first):

SWITC FLASH PREP ON CARRIED 15 NOTEQ 0 SYSMESS 1% PAUSE 75
SWAP 1% 0 DESC

SWITC FLASH PREP OFF CARRIED 0 NOTEQ 0 SYSMESS 1% PAUSE 75
SWAF © 15 DESC

Those eggo-heads among you may already have sussed what the entries for
light locations will be, but for the rest of us, here they are:

SWITC FLASH PREP ON CARRIED 15 EQ 0 0 SWAP 15 0 OK
SWITC FLASH PREP OFF CARRIED 0 EQ 0 0O SWAP 0 15 OK

Theoretically, you could leave out the EQ 0 0 in both the last entries,

as PAW would ignore the first two if flag 0 was 0O, but it's safer to
put them in.

A couple of the guys who playtested "Magnetic Moon" for me, and,
indeed, one of the Probe readers who bought a copy, commented that they
couldn't read the character set I hacd selected for the adventure. This
was SET 3, futuristic computer-type characters that I considered to be
most appropriate for the science-fiction scenario. However, I like to
make my adventures as user-friendly as 1 can, and if the player can't
read the text, it's not very user-friendly after all! One of my friends
suggested that 1 offer the player the option to change character fonts,
as in many other adventures. ]I realised that this would be guite easy
to do with PAW, so 1 included a "FONT" option in the adventure.

Unfortunately, due to lack of spare memory, 1 couldn't include the FONT
option in the 48k version of "Magnetic Moon™ (Although it will be
standard in all my others), but easily included in the 128k version. I
decided to offer 4 different character fonts (includinc the computer-
type SET 3 already present), alithough it is pessible to have a total
of 6. Firet of all 1 enterec tne word FONT as a verb then the numbers 1
to 4 as adverbs. 1 found after a little experinentaticn that I needed
tc get PAW to "remember"™ what character font had beer selected when one
inaded in a SAVEZ or FAMIAVEC peosition, =n I used @ flag, =.g. {lav 1,
to store what Font had been selectec. This avoidec the player having to
re-select the desired Font every time he ‘she loaded a saved position.
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I had to put eéntries in the response table and Process Lable 1, and the
Response table entry for FONT 1 (the computer-type characters) was thus

FONT _ ADVERB 1 CHARSET 1 LET 13 1 DESC

The entries for the other three fonts were the same except for the
ADVERB number, CHARSET number and value of flag 13. The Process table 1
entry for FONT 1 was as follows:

%

* % ED-13.) CHARSET 1

Again, the other three entries were similar except for the flag 13
value and CHARSET number. There is one more FONT — entry you must put
in, and that is if the player just types "FONT" without a number. You
must insert a new message, e.g. Mess 15 "Please give a number from 1 to

4, e.g. FONT 1", and the response table entry, which must be the LAST
of the FONT entries, will be simply:

FONT _ MESSAGE 15 DONE

One strange thing that T did find, and which 1 couldn't find any way to
avoid, is that when you load in any SAVEd or RAMSAVEd position, other
than at the start of parts 2 & 3, i¢ you have selected FONT 2, 3 or 4,
the 1location description remains in FONT L, while any objects present
and/or messages are in the selected FONT. You have to redescribe the
location, by typing "R", tn restcre the selected FONT.

Now a tip about CREATING objects. Although you have plenty of flags to
use in PAW, you can use the conditions ISAT and ISHCTAT when you CREATE
an object. For example, if we have a locker which when examinec, causes
@ Shovel (object 10) to be found, the appropriate entry would be:

EXAMINE LOCKER ISAT 10 252 CREATE 10 DESC

"Location" 252 |{s where objects are if they are not-created, so if
object 10 "ISAT"™ 252, then the next line will CREATE it anéd thre the
location 1is described, with the Shovel now visible. If you tzy to
EXAMINE LOCKER again, object 10 is now created - i.e. ISNOTAT 252 - and
You get a message like "Ypu see nothing special". Now, if you are a
devious adventure writer (....like I am, so people tell me!), you might
want to put another object in the locker that can only be found if you
examine the locker a second time, after the shovel has been found. We
can call this object an Axe, object 11. The reguired entry would be:

EXAMINE LOCKER ISNOTAT 10 252 1ISAT 11252 CREATE 11 DEsC

1f object 10 is created, and object 11 is not created, then object 11
is then created and the location redescribed, complete with the Axe. By
the way, PRESENT and ABSENT would not serve the same purpose, because
these conditions only apply to the current location.

Incidentally, I made a slight error....about 5000 bytes worth....when I
mentioned the free memory available in the Spectrum version of "OQuill®"™,

in last month's article. On -cacing up, there are 29,831 bytes :ree,

not 25,000 as I stated. My thanks to "eagie-eye"” Walter Pooley for
Spotting this!

Finally this month, 1 would like some help myself! Firstly, I need to
know what interface 1 car hny that will enahle me to print out frr— PAW
On a 128k Spectrum ZX+ (the pre-Amstrad, black keyboard with "heazzink”
type). I have a Timex/Sinclair 2040 Thermal printer which I can use on
my 48k IX+, or the 12%% ZX+ in 4Bk mode, but T want to print ocu: ‘from
my 128k databases. 1 aisc have a Panasonic K¥-Pl0f: printer.
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Secondly, 1 have Jjust started to convert "Magnetic Moon" for the
Commodore 64, having bullied my brother into lending me all his gear!
I'm using the €64 version of "The Quill", due to the lack of a
Commodore version of P.A.W. (Gilsoft! Pull your socks up!!). I would
like some volunteers to playtest the C64 version of "Magnetic Moon"
when 1 finish all three parts, so if you are interested, pliease write
to me at the address below. I would like to keep everyone happy, and
avoid being labelled sexist, by having an equal number of male and
female playtesters. So, all you C64 users, get your pen and paper out

and write 1in now - Your Adventure Writer Needs YOU! Note that I would
prefer volunteers who have NOT plaved either the Electron/BBT or the
Spectrum versions of the adventure..... talking of which, 1'd like a

couple more female playtesters for my forthcoming Spectrum adventures
as well! Anyone mad enough, please write!

1f you have any problems, programing with PAW, please write giving full
details and enclosing an SAE, to:

PAWS for Thought, 40 Harvey Gardens, Charlton, London, SE7 BAJ

SOFTWARE
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s#s ADVENTURES FOR SPECTRUM ==»

Four great adventures on one tape'! MANSION QUEST, CASTLE ADVENTURE,
DESERT ISLAND and MISSIUON X. A greal bargain at just E5.00! Also
PYRAMID on a separate tape for just t£2.00!

Available from:
WALTER POOLEY, 46 Exeter Road, Bootle, Liverpool, L20 7BL.
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* s THE RUNESTONE OF ZAOBAB sx» »
L] ]
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This is an illustrated text adventure game for Spectrum computers.
Your quest will plunge you into the mysterious depths of the unknown,

in the evil land of Zaobab, where you must find a precious runestone
and escape wilh it.

With a FREE text adventure on side B, this game oflers superb value al 3
only £1.99 + 50p postage and packing from:
ERIC STEWAKRT (P), 18 VATISKEKR, BACK, ISLE UF LEWIS, PABGE UJS.
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11! NEW FROM JOHN WILSON OF ZENOBI SOFTWARE !!!

THE BALROG AND THE CAT
There was nothing a BALROG enjoyed more
than a green-cheese sandwich, especially

SPECTRUM!

one that had been left to "ferment” for
a week or two! But un-beknown to this
BALROG, such Jjoys were soon to be

brought to a sudden end - by a strange
"scratching™ at the door of his abode.
This noise would cause him to becose
embroiled in solving some very devious
problems. FREE copy of GOBLIN GAZZETTE
on reverse of this cassette. Price £2.408

BEHIND CLOSED DOORS (The seque
BALROG's quiet peaceful morning is upset
by a series of events that could possibly
lead to a fate worse than death or even
strangulation at the hands of the Troll
who lIives next door! FREE on other side
of this cassette {is JUST ONE OF THOSE
DAYS - blast anything that moves! Price
£1.89 inclusive.

Overseas please add £l to cover
additional postage and packing.

SPECIAL OFFER TO PROBE READERS - 50p off either of the above with an
additional option of BOTH on the same tape for the special price of
£2.868. Purchasers who buy the games separately will of course receive
the relevant "freeble®* on the other side of the tape.

Cheques/P0'e made payable to ZENOB! SOFTWARE and sent to:
26 Spotiand Tops, Cutgate, Rochdale, Lancs, OL12 7NX.

e A R R ey " ""MmMmMmmmmm™T
Have you plenty of free time:
Here's a game that will take 1t all away.

TIME THIEF P ICTURES HONE.

PROBLEMS : TOUGH.

Mvstery and detection in
Space and time, on the
trail ot a supernatural
thiet. A thileft whe steals
lives. Got one to spare:

A text aduenture on dist
leer CBMEu, £5. Cheques/FOs
Favacle to [ Macieod.

BIG Sk7T SUFTWARE WARNING:
35 OLD EJANTON ROAL Fersons ot a
DiNGWALL

nervous disposition may
find certain scenes and
events upsetting.

&USi‘EH]FE
Ivi1E Gk



SPELLBREAKER

SPELLBREAKER 1s a monthly magazine for all computer adventurers and |s
packed full of solutions, part solutions, hints and tips, maps and
mazes, and cryptic hints.

SPECIAL DFFEH.r. The first twenty-four subscribers (4 months) will
each recelve a free game from Zenobl Software.

First issue on sale froes 14th March, priced at £1.25 per copy, or why
not ayhicrlb- for four months for E5 and then you might recelve that
free game.

Send Cheques/Postal Orders payable to:
Mike Brailsford, 18 Napler Place,South Parks,Glenrothes,Fife KY6 1DX.

Ml s R R R Y R RN R EREEENRNENREEER R AR SRR AR R R R R R RRRRAERE D

L S FANTASY AND SCIENCE FICTION ADVENTURES PRESENT % r 8

MAGHETIC MOOH

* # » # &+ » ) NEW ADVENTURE FOR THE 48K & 128K SPECTRUM * * * = & #

In this 3 part, text-only, science fiction adventure, your spaceship
has been dragged down onto a strange moon by a tractor beam, and now
lies in the grip of a magnetic field, unable to take coff. Your captain
calls for wvolunteers to search for the source of the magnetic field,
and you are one of the first to step forward. To your horror, the
captain refuses you, telling you to stay on board to help with repairs!
BOR-RING!! You want to get in on the action, and decide Lo Jump sh
and search for the source of the magnetic field yourself. But first you
have to get past the captain and the scientific officer without them
seeing you!!

MAGNETIC MOON is available in both 48k and 128k versions. The 128k
version has the following features: Extra text, locations and messagesj
Useful HELP messages in certain locations; Choice of no less than !
different character fonts; A "VOCAB" command which gives most of the
verbs and otner useful words used in the acdventure.

MAGNETIC MOON is normally priced at £3.50 (inc. P/P), but as a specials
limited period offer to "Adventure Probe" readers, you can buy a copY
of "Magnetic Moon" for only £2.99!1! Send your cheque or P.0., stating
which machine - 48k or 128k - you have, to:

FSF ADVENTURES, 40 HARVEY GARDENS, CHARLTON, LONDON, SE7 BAJ

3
.

1 s TR . COMPIETITION ! * hHad s

Win one of 10 free copies of the forthcoming sequel to “Magnetic Moon™s
"STARSHIP QUEST" 4
Ari entry form will be sent with each order, so send your £2.99 - NOW! e



SPECIAL OFFER
Low Price TAPES

BLANK CASSETTE TAPES

Quality blank un-lakelled cassettes,
complete with library case, are
available at the following prices ....

C15 type £8.00 per 20

C30 type £9.00 per 20

C15 type £18.00 per 50

C30 type £20.00 per 50
AVAILABLE FROM .........

ZENOB1 Software
26 Spotland Tops
Cutgate
Rochdale
Lancashire

OL12 7NX

ALL prices include for first-class postage and packing.
ALL orders will be disvtched within 24 hours of recelipt.

w

BORDER HARRIER s Py P o

An original concept > the
A tale of mystery and first angling adventure - and
suspense set In léth century you don't have to be an angler
Scotland to enjoy it!
5 4 *Get your skates on...you'll
AL R A it I L g e E o P have a whale of a time. Just
the 4B/12BK Spectrum 1% now d6ALE FHEF  FE S0 9G0P GEE &
available from SOLE SOLUTION . haddosk
SOF TWARE, 2, KENDALLS CLOSE, - YOUR SINCLAIR
HIGH WYCOMBE, HP13 7NN Spectrum 48/128K. Only £1.99,
PRICE £1.50 (PKP incl) - Cheques/P0"s to Paul Cardin, 3
CHEQUES/PDs MADE PAYABLE TO Lonsdale Villas, Wallasey,
S.LORD Herseyside LAS 4PG

SPECTRUM ADVENTURES 4B/128B.

Buy THE DOMES OF SHA &k LETTER BOME for £3.93 and pick any tape
or tapes 4rom the list below $or £1.50 per tape.
Tape 1. THE CHALLENGE & DAVY JONES LOCKER.

Tape 2. WITCH HUNT & THE CUP. v
Tape 3. THE HAMMER OF GRIMMOLD &k MUTANT. -%w-
Tape 4. REALM OF DARKNESS & MATCHMAKER. g
Tape 5. THE JADE NECKLACE Lk LIFEBDAT.

Tape 6. THE ENCHANTED COTTAGE & JACK AND THE BEANSTALK.

Cheques /Postal orders to J.A.Lockerby 44 Hyde Place Aylesham
Canterbury Kent CT3 JAL.




oM SPECIl1AL OFFER PAGES ==

FOR SPECTRUM ALVENTURERS FROM TARTAN SOFTWARLE #»»

THE TARTAN FIVE - USUAL PRICE £7.B5 - OFFER PRICE £5.5@!
Skipwreck, Castle Eerie, Prince of Tyndal, Crown of kamhotep &
Prospector

THE TARTAN SEVEN - USUAL PRICE £E9.75 - OFFER PRICE £6.9%5!
Comprises the Tartan Five + Tartan "2z in 1"(Green Door & Red Door)
THE TARTAN ELEVEN - USUAL PRICE £12.80 -OFFER PRICE £9.5@!

Comprises the Tertarn Five plus the Tartan "6 in 1"iCompilation)
THE TARTAN FIVE PLUS TWOD USUAL PRICE £11.75 - OFFER PRICE £7.95!
Comprises the Tartan Five plus Double Agent & Escape.
THE TARTAN SEVEN PLUS TWOD USUAL PRICE £13.65 - OFFER PRICE £8.85!
Comprises the Tartan Seven plus Double Agent & Escape.
THE TARTAN ELEVEN PLUS TWO - USUAL PKICE £16.75 - OFFEK PRICE £11.50!
Comprises the Tartan Eleven plus Double Agent & Escape.

Any other combination from the current Tartan Catalogue. Prices on
request.

Send Cheques/Postal Orders to:
TARTAN SOFTWARE, 61 Bailie Norrie Crescent., Montrose, Angus,
Scotland, DD1Q@ 9DT.

'I‘.'l'l".lil!'IIi'.l'lllli.ﬂll*ﬂ"l.ﬁl'.llII'll-'lﬁllillil.IIIIII‘.I'II

# = & MARLIN GAMES PRESFNT *» & &
A NEW VERSION OF *"THE JADE STONE'
# ® 8 FOR THE ATARI ST = a »

Our best-selling Spectrum adventure NOW AVAILABLE FOR THE ST!!!

Contains most of the pProblems, = characters and locations that
made the Spectrum version such a success. But there's more: more
locations, more problems, longer text and new (improved graphics.

Features include two text modes, an AGAIN coamand, Ramsave/Ramioad,
the ability to swap between graphics and text-only wmodes, X for
examine, X ALL. There's no fancy packaging, but we aim for a return-
by-post service, and also offer hints for those who get stuck!

So order your copy of the ST version of THE JADE STONE without delay

NORHMALLY PRICED AT E£B8. HOVEVER, AS A SPECIAL OFFER TO PROBE READERS,
YOU ONLY NEED TO SEND £7.50 TO THE ADDRESS BELOW!!

FOR SPECTRUM ADVENTURERS, the following games (TAPES ONLY) are
available:

THE BEAST (12BK ONLY): Track down the Beast and earn yourself an
exclusive story!! RRP £4.50 #» CRASH SMASH'!! &z 91% in the December
88 CRASH »# " . _represents a ma jor achievement in homegrown
adventures™ (CRASH gquote).

CLOUD 88: 4BK and 128K versions on one tape. Save the wealher - |{f
Jack Frost will let you! RRP §£2.95.

THE JADE STONE: 4BK version, in two parts: Find the Stone and rescue
your fiance. RRP:£2.95. 3

& # SPECIAL PRICES FOR PROBE READERS (Spectrum games) & =
The Jade Stone/Cloud 99 - only £E2.50 each: The Beast - only t4.00.

All prices include PAP. S5end cheques/P0's to MARLIN GAMES, 19 BRIAR
CLUSE, NAILSEA, BRISTUL BS19 1QG.




LETTERS

- Having almost finished my text adventures for the Dragon (except for a
few of the role playing, combats/strength etc factors which I dislike)
and then reading Don Macleod's article (Feb B9) has thrown me into a
depressive trance.
1 still have a few MSX and all the Atari 5T Infocom (except Deadline)
to go at, then nothing except graphics. These latter type adventures
do not impress me, and a return to full text (preferable wverb/noun)
would be a welcome return to sanity. Some Dragon adventures 1 frigged
(accepted computer term) to rid them of random killings (hate ‘em so Il
cheated — don’'t care what you think, Sunshine!)
A few adventures for the Dragon 1 would like to obtain -
Waxworks/Golden Baton/The Count/Shenanigans/Mystery Funhouse/Franklin
in Wonderland, and if anyone has these for sale then I'm all ears (DK,
some of you who know me are thinking *all mouth too - if you could see
it for his nose'" well mind your own business, 1 didn't write this
letter to suffer your insults!)
In your January issue Clive Swain complained of bad service from Mail
Order Companies. Well 1°'ve referred my complaints against such firms
to the Trading Standards Officer and may need to take legal action.
Only if complaints against mail order firms are made known will we be
able to pick the good from the bad (and 1n some cases the ugly). For
instance, if you order by post your bank/credi1t card account will be
debited before you have finished spitting the taste of the stamp from
your mouth. Even worse! - order by telephone. Well, Einstein’'s
theory is wrong' Your credit card account will be debited at four
times the speed of light (it is not wunknown for a salesman to be
rushed to hospital after colliding with himself on the return trip -
in his eagerness to fleece the next sucker).
The items you order will take a little longer - like months to almost
never, depending on whether or not it 1s in stock. We all know that a
salesman never lies (1 used to be one') - CUSTOMER "Do you have such-
and such in stock?" SALESMAN - "0Of course sir! We do have one of those
in stock"™ ASIDE "Although it's already been allocated to twenty other
customers, er, twentyone now."
So you complain-
By telephone? - Never happened once the receiver has been replaced.
Normal post? - These letters have the wmysterious property of never
arriving at their destination. '

Recorded Delivery? - These letters cannot be deciphered unless
accompanied by the original Rosetta Stone.
What? Who's bitter?' — 1 enjoy being conned - its the only hobby 1°11

have left after the demise of the text adventure!
RON KILBRIDE, 265 Gibson Lane, Kippax, Leeds, LS2S 7JN.

=--=l.——==I========.—_=l==-====--===-l======-==—‘_===‘======I-_====—-ﬂ-l==-.-"'===-==

1 was very interested to read FKoger Barrington’'s letter in the March
edition of Probe as I too have had difficulties with Mail Order firms.

1 freely admit that 1 have received several adventures qguite
satisfactorily by this method but the problems seem to arise when
there 1s a query and it is necessary to go back to the firm. In my

case 1 was not happy with one of the games 1 ordered but despite
several letters, received neither acknowledgements nor reply.
Low prices are not an excuse for bad service.

PR MO ETON = Pritchett Drive. Littleover, Derby, DES 7AX.



Many thanks for the March issue of Probe - the story by June Rowe was
especially delightful. I've been playing Ingrid's Back, really superb
run from the Austins. Also Lancelot 1{isn't really all that bad. But
Oh | wish Time Thief would come out on the ST.

NEIL TALBOTT, 31 Chadcote Way, Catshill, Bromsgrove, Worecs, BG1 QJU.

==:====tl===3====:=====:====t====:=============:====::====z=== ————————

THE GRUE CHALLENGE

| am pleased to see my little article on Infocom created a little bit
of indignation and | would like to respond to my critics (how dare
they).
First MR GRUE! ['11 happily accept your challenge with wands at ten
paces but with my ramsave and ocops weapons 1'll have you ZORKed in no
time at all, and judging by other letters ['ve read |'ve no doubt Mrs
GRUE will act as my second and manager so with all this against you |
SUSPECT you'll have the LURKING HORRORS.
Your comments were quite fair though and as you guessed | am a Level O
fan, and as you also suggest | could find faults with their games but
with all B bit machines compromises have to be made so it's a question
of which compromises we each prefer to live with and whilst INFOCOM
have better descriptions and parser | still feel happier with the
Level B trade offs. We'll have to wait until 10 years hence when
we've all got our Super duper 100 Heg talking machines then nobody has
got any excuses.

Who's next. Yes, young Nic Rumsey (well he must be younger than me)
Well Nic | think you took me 2 little bit out of context, not only did
I not complain about the length of descriptions in Leather Goddess |
did say they were very good and one of Infocom's strong points. Vhat
| did say is that long flowery descriptions don't always mean a good
game, they're very good the first couple of times round but when we
get to the real puzzie solving it's pictures off (no matter how good)
exits off, superbrief or whatever, at least they are with me. I'"ve
Just spent an hour tonight trying to get past this shark and the last
thing | wanted was long descriptions no matter how good. As | said
before, if | want atmosphere I'l] read Lord of the Rings not play the
game, It's finding the right level Nic because as Yyou suggested {f
all the location descriptions were Micky Spillane stuff they would be
very boring.

INGRID 2 - ARTHUR DENT 0

PETE SIMPSON, 5 Kelstern Close, Leven Park, Yarm, Cleveland, TS15 8s5X.

Well the day is drawing near. It's coming, the great Amiga. This
must be my last chance at noreality so | felt | must write to thank
whoever was so kind as te send me the lovely bouquet of flowers. The
Grue was only allowed one quick look as, of course, any lingering
glance from him would have withered them in minutes. They were really
lovely and greatiy appreciated.
It anyone would like to make further donations, light bulbs would not
B0 amiss as |'m fed up bumping into things it's so dark in the house.

On a serious note | should alse like to express my sympathy at the
death of Rita Maloney. I mwmet her through the Grue and apart from

adventuring she also read books and we had quite a few swaps. The sad
loss of a very nice lady.

MRS GRUE, 6a County Road, Ormeskirk, West Lancs, L39 10QH.
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| was a bit dubious about getting MAGNETIC MOON,

when it was
advertised as SF, because | thought it might be filled with
incomprehensible SF Jargon and names for objects, but | decided to get
it anyway, and I'm glad | did, because {t has

Eiven me hours ot
playing and brain-batting. it's a Player-friendly game - lots ot

clues in the text and in the EXAMINE responses, but some of these are
cryptic, which gives you another Puzzie, figuring out what it means.
There is humour, too - i1 you EXAMINE the theodeolite you can find in
the equipment store, you are told *It's no gcod to you - you daon't

know how to work {t." Or, on examining the extension lead -
"Someone's pinched the plug off the end'"

There are lots of objects to be picked up,
S0 the highiy-expandable backpack is a necessity, then you have to
find a helmet and an Oxygen supply before you can leave the ship.

That is, if you have figured out how not to be caught by the
scientific officer to help in the engine room.

The first really 'Dh-heck-hnu-un-enrth-c-n-I-da-that?'
after landing on the surface of the pilanet and entering a wrecked
space-ship, which you have to gO through to progress. Picture this
you are in B doorway high above the hold of the ship. If you move to

port, then aft (or west and south to earth-bound land-lubbers!')
are told that the deckhead plates above

enough, if you go aft again, they fall
the hold is a girder, which you couid use to prop the plates, yes?
The only trouble is that to get down into the hold, you use (as a

ladder) & broken handralii, and Yyou can't climb back up Carrying the
girder. So what now?

in the first few locations,

Puzzie comes

YOu
you look loose, and sure

and crush you. Now, down in

Solving this puzzle takes a bit of thought and precise Liming, but it

gives you a wonderful feeling of "1 did it'™ if You manage il. This
is only one of many well-designed puzzies - I have had to appeal for
help froe FSF adventures, but this was forilhcoming with alacrity on
receipl of a stamped enve lope. | am now stuck halfway through part
three and still enjoying the game, and | shan't at all begrudge the
cost of another stamp to appesal for more help. Anyway, | think game
producers enjoy this sort of feed-back on their Eames. Hope they do
anyway - they get a2 lot of it from me! | bought this game for the

original price of £3.50 and think it's worth evVery penny. Now that it

is advertised at a special offer Price of £2.89 to Probe readers, |
would recommend it as &z very good buy!

JUNE ROWE, 46 Hurdon Way, Launceston, Cornwall, PL15 9HX.

=====Ilﬁ==ll'—'===‘—"I"—'=::::t==‘t==I==8====tt==t===:==t=t=t====‘ ----------

Thanks for the latest issue of Probe -
to each month. It seems as
solutions still goes on so |

agailn something to look forward
though the argument for and against full

thought | would take this opportunity of
getting my views known. | personally are for thes and agree with John
Ferris regarding using full solutions to get through a game, you' ve
Just paid good money for, in a few hours, E; like many others,

invariably get stuck during a game and
phoning or frustrating sending letters in an attempt to "get ocut™ of
these predicaments. A perfect example being 2 game | am invoived with
now called Udyssey. I have spent a small fortune phoning round trying

it can prove quite expensive

Lto solve a particular problem | have at Present and still no one can
help. Maybe the solution to the Problee 1is instead of having tull
solutions available why not have a list of objects, their uses and
where they can be found for each Eame

(as you have featured in Fiobe

from time to time). This way the game will still have to be played



but reference can then be turned to, the objects ete, when barriers
are met. | started off adventuring with Level B's Lords of Time and
because | was new to this adventuring world | duly sent off for their
hint sheet. | found this to be a brilliant piece of work in itself,
helping you out without giving too wmuch Away. In fact, with Level 9
clue sheets finding an answer to & probles is really like a mini
adventure itself. These kind of hint sheets are an exception to the
rule as a great deal of work wmust go into providing them so they are
really out of the question for every game but it proves there are ways
of helping adventurers without giving a full step-by-step solution.
Keep up the good work - looking forward to the beginning of April.

VINCE BARKER,4 Brae Head, Eaglescliffe, Stockton, Cleveland, TS16 8HP.

bR e L R R R R Y S SR R E S R s I
HELP WANTED

"In LABOURS OF HERCULES, what do you do when you find the Minotaur in
the centre of the Labyrinth. I have tried playing the Lyre but just
end up getting killed. In HAMMER OF GRIMHMOLD (PAWed version), what do
you do with the Sleeping Orc and where is the onion | need to get the
dragon's scale? If you can help me | would be grateftul."

TONY FLECK, 17 Queens Ct,Stanhope St,Newcastle-u-Tyne,Tyne and Wear.

"Please could someone tell me where the cliff
TERRESTRIAL INTELLIGENCE as | can’t find 1it.
but still cannot find it?"

is in SEARCH FOR
1"ve tried mapping it

JAHES DONALDSON, Connelly, 132 Stamford St,Barrowfield,Glasgow,G31 4AU

]====t::=======I='IIE'_"::=I====‘t‘lIl========lﬂ€2:-============'lﬂ=========‘

"l would be very grateful for help with the following adventures:
POLICE QUEST-1 have stopped a car with a drunken man but do not know
how to get any further. What do | have to do to the man? SPACE QUEST-
| have tried to pick up a translator 1in a cave but everytime | try a
creature is treating me like a ball! DETECTIVE(Argus Press)-| do not
have the key for Bentley's room (the man strangled with the tie). The
Cook, the Butler and the guest who murdered his wife and the crazy
Major are the only persons left! What is my next move please?"™

CLAUS NYGAARD, Adventure Posten,Vestergade 25A, 4930 Maribo, Denmark.

lIilllllllllllliilllIIIIHIIIIllIﬂllililliillillll!IIIIlIIIlIIIII!I!III
ssx CONGRATULATIONS #=s=s

To Perry and Jill Simm: Many congratulations on the birth ot your

son, Hitchell. Hay the silver dove of happiness watch over him an

life's long voyage. Forever in our hearts and minds.

With much love.

Abe Perelman and Emily Warren, Frobneil Gardens, Rockvil, Dakota.

R o oW o m W &k & & R R
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IN-TOUCH

ATARI ST SOFTWARE FOR SALE
ADVENTURES:

Deja Vu £6. Legend of the Sword £B8.
ARCADE: A

Skull Diggery ES.
SPECTRUM 4BK/12B8K SOFTWARE

Mint condition P.A.W.S. The Professional Adventure Writing System E10

MR D GRAY, 34 Hunters Hall Rd, Dagenham, Essex, RM10 B8JD.
Tel:01 517 01980

- =

AMSTRAD CPC CASSETTE ADVENTURES FOR SALE

Silicon Dreams £4.99. HMessage from Andromeda £1. Seas of Blood §1.50.

Warlord £1. Price of Magik £2. The Experience £i. Lord of the Rings
£2.50. Seabase Delta £1. Necris Dome £1. Subsunk £1.

Flease add 40p per tape to cover postage.

JOHN PACKHAM,60 Hightown Towers,Warburton Rd,Southampton,Hants,S02 G6HH

PADDED ENVELOPES FOR SALE

Jiffy Mailmiser bags, gold coloured, size MMOO (145mm x 250mm)

10p
each plus carriage. | have 150 of them for sale.

ALAN COOK, 272 Mearns Rd, Newton Mearns, Glasgow, G77 S5LY.
Tel: D41 638 1308

ek kT O ——
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WANTED

ZX81 plus Ram Pack (With or without Wobble) plus games.

Phone DICON PEEKE with price wanted Tel: 0407 730881.

LA R R R R R SRR R R R R R R E E R E R E S R SRR E R R E R T T EECRECEYNEEIYECETYT

SILLY SECTION!

The God of Thunder took a ride

upon his favourile filly. "1'm Thor'"
he cried. The horse replied,

"Forgot your thaddle thilly!"™
IIIIIIIIIIIIIIil'I"Illllll’lilIIIIIIllil’ll"ll'lIIIIIIIIIIIIIIIIIIII.I
CONTRI1BUT I ONS
Contributions are badly needed for all sections of the magazine.

Please send in something for FProbe as soon as you possibly can.
HMany thanks...... .. -Mandy.



WRITING ADVENTURES
By JOHN FERRIS

As Probe appears to be taking a greater interest in adventure
writing I thought | would put pen to paper (finger (') to keyboard) and
write a few lines on the subject. Since the demise of Adventure Contact
the subject has been neglected., Actually the best reference material far
anyone thinking of writing a game 1s the back copies of Contact, which are
generally full of articles. I don"t know i1if back copies are available but
1f not perhaps some of the authors would consider submitting some material
to probe. MWithout, of course, treading on anyones toes, if you see what I
mean.

Okay, if you are like me, you sat down in front of a empty computer
on a dark winters night and thought"”l know! 1°1]1 write an adventure game'"
You then spent the rest of the evening staring at the cursor wondering
what on earth you were supposed to do. To be honest | gave up after ten
minutes and loaded in an arcade game'

You may have realised by now that I like to ramble on for a few
pages before making a point, ramble a bit more and make another point and
sO on.

First thing you need to write a game is an imagination. Some of us
are blessed with wonderful imaginations, some with not so wonderful ones.
Generally, judging by the standard of some games that have appeared on the
market (both adventure and arcade, especially the latter) imagination and
originality are not vitally important. (They are if you want your game to
be remembered.)

Okay, so your fertile imaginations are firing away on both cyliders
so think of a story! Any story' Actually for your first game the smaller
the better! How about a very simple two location game to start? Yes, okay
I know the computer has progressed a lot from the ZXBl in eight years but
1t ' s best to learn wusing simple examples. Choose a story that uses a lot
of object manipulation, like finding objects inside each other, open and
closed doors and someone who follows you about! The latter is not hard to
program.

Right, you have a story, now try to write out all the steps,
counters markers and programming steps for all the problems in English on
paper. It helps to be neat. This i1s quite hard to do at first, but as vyou
write more games it becomes easier as you familiarise yourself with the
utility or whatever language you are using.

Now, turn on your computer and load your utility/language and take
a deep breath. Hopefully vyou have some i1dea how to use the utility, 1f
not then read the manual. Incidentally, 1 ve heard that the best test of
user-friendlyness of a program is to try the program without using the
manual! Don't try this with GAC, PAW or whatever or else you will end up
playing arcade games.

The rest 1s quite straightforward, in theory. Following the manual
for the correct procedure for programming, Qo through each problem,
possibly in the order in which they appear, reading from your handwritten
notes. Don't try too much too scon. Do one or two problems, then save
and quit for the session.

At this point there’'s not much point in thinking about masses of
text, mind-blowing descriptions and suchlike. Wait for the next game, it
should be bigger, but not big enough for sale. Run through some classic
problems from byegone games, like the plant in Colossal and others that |
cannot think of! When you feel that yOu can program confidently, then go
for the biggie! Incidentally, your test games needn’'t just sit there and
gather dust, try getting them into a Public Domain libary. This way vyou
spread your name about for free' Don't ask me how to get into a libary,
as | haven t tried. Perhaps a reader would enlighten us all'

That' s about 1t. Yes, I know there wasn't much to it but that's
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the basic outline of what you do. As ] said before, there’'s a wealth of
information 1in Contact, if i1t can be accessed. Anyway, if any of you
adventure authors out there can think of a better way for someone to start
writing adventures then let Probe or me know!'

To sum up, start small then let the games grow with your experience.

-

SENSATION!!
GRJE AWARDET FROE OF THE DECADE

The Grue has not given the comslete story in the March Frob of the
Month, Whilgt 1 agree that it doesz display a remnarkable degree of
Insane Advernturing to sit in a cabinet and wait for a crushing
experience, the cat:inet provides a way of thwarting the Guards if one 1s
unwige enouzs to not have mensorisel the Elorple spell. Frow the cabinet
you can both lock the cabinetl and Rezrov the cell door before Elorpling
tc the san? cube to tackle the ucper room problen, 1f you try to
Elorple out before solving the zzle you will cdie exactly as if you
were in the cell, However you can sit in the cabinet and watch the
Guarcs leave the cell not having found you,,, they do, however, return,

Fia's mistale was 1n staying i1n the cabinet! awaiting ertinction, Grue's
was in assuming that you cannot Elorple from the cabinet, or at least 1n
nc! telling her to try doang so, Eoth are equelly erronesus!! HNice Lo
see that even an epert can gei it wrong somelimes isn't 1t folke?

On penzlf of The Editor, and his peers, The Wayferer hiés sent The Grue a
Frob of t~& Decade of hie own as a reninder tha!l even Brues aren't
imnung from making what is knowr on TV as & "kKickup",

Goad Oddverturing,

The Wayfarer

Solution to Dungeon Cell,
points).

Frem Sand Roca, D, LEARN BLORPLE, G, G. LEARF LISKON, GET
KEY FROM ZIFPER (1f 1t is in there), UNLOCK CABINET YITH
XEY. OPEN CABINET., GET VELLUM. PUT BOOK 18§ CABINET, GET
BYRIN FRCM ZI1PPEE, LISKON ME. CLIMB 1IN CABINET, CLO=EE
CAEINET, LOCK CABINET WITH KEY. REZROV CELL DOOR. BLORPLE
(however you have named the Sand Cube), FROTZ KE, U. GET
SACK, OPEN SACK, GET FLIMSY SCROLL. WRITE GIRGOL ON FLIMSY

SCRCLL. EMPTY ZIPPER INTO SACK, PUT FLIMSY SCROLL IN ZIPFE

CLOSE ZIPPER, DROP ZIPPER. BLORPLE (however you bave nazed
the magic cube).

You are now in the Magic room with a score
of S50 out of 600, and the normal ending gives you a final
scare of 500 gut of 600.

up to end game (490 to 550
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®bjects And Their Esrs

WITCH HUNT - OBJECTS AND USES. (BY A.W. BALDWIN).

1., Bones Search them to find THE RED BOOK.

2. Bottle Turn it to reweal an opening. Cive it to Sorcerers
Apprentice.

3. PBroom Sweep the chimney to find torch battery.
Ride it to escape from the Vast Cavern,

4. Bush Examine it twice to find broom and sunglasses,

5. Butten Push to raise and lower chandelier,

6. Cauldron Put potion in it, add pellet and stir rapidly with

wooden spoon to magic up the wand.
7. Chair and Settee Relax in them to mee a floor safe.

8. Chandelier Search it to find a knife.

9. Climbing boots To climb slippery path to site of old tin mine,
10. Coin Give it to the Sorcerers Apprentice.

11. Dial ' Fit it to the safe and turn,

12. Dresser Search it to fimd large key.

Move it to reveal passage, Move it twice more to
find Witch's hat.

13, Xey (tiny) Unlocks wooden chest at dead end,
14. Xey (large) Unlocks front door.
15, Key (rusty) Unlocks tin bex in hut,
16, Kid Cloves Needed to carry potion safely,
17. Knife Opens stuck drawer in bedroom,
1%, Matches To light fire on beach.
19, Mirror look in it to see yourself on the beach. I
20. Nails, hammer, Fit shoe to limping horse.
horseshoe.

2l. Rags Exanine them to find a spade.
22. RED BOOK Throw it at the witch when you meet her in the Vast Cavern.,
23. ROPE Tie it to the railing to climb down dry well,

Tie it to the stump to climb down wet well.
24. Sack Contains the dial and will hold many objects,
25. Spade Dig three titmes at dead end to {ind torch.
26, Sunglasses Wear them to see the coin in the pool.
27. Tomahawk Use it to chop wood for the fire in the woodshed,
28, Wand Dimapels illusiona, Wave it at the indian and at the

shapes in the marquee,
29, well (dry) Get loose brick, when it falls it breaks to reveal a pellet,
30. Well (wet) Vave Iron bar (magnetic) to attmact some nails.
31, Waterproof sxiin Enables you to swim in the sea.
2. Witches Mat and Keed to wear hat to pass the cat.

Cloak. Need to wear hat and cloak tc pass the Sewersaurus,

33. Wood For fire on beach,
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Bugs And Amusing Responses

APACHE GOLD by JIM DONALDSON

Did you know there iIs a short cut to completing Apache Gold? After

being caught take blanket, wear blanket, east, south, south, say
Honigore, sit on log, north, push boulder hard - and that's {t° Game
over! As you can see you don't have to go and find everything but
it's not as exciting as doing it the way it should be done!

===:::====-_-'===-T—:'—'==It’=:::====.."=====3====t:::::::::::::::t::::: --------

INGRID'S BACK by Philip Pendleton

When playing Ingrid's Back | Ltyped "Examine House™ to which |

received
the response, "You can't see Mr Underlay™!

"===--""===_“::-——H————+-—----—___—__¢._________—_-__-_

MUTANT by STIJN SCHUTT

Try for once, not to escape the crocodile in Hutant but

to get eaten
by it. Makes you feel fine on a cold winters day.

(Amusing response).

r_--:::-'—"'-==--""—F----————-A—..__-—-._.___._________._._-___—._._____._..-_

AHUSING RESPONSES by LORNA PATERSON (Amstrad)
RED DOOR

Examine Carpet. Examine Velvet. Examine Skeletoun. Listen
funeral pariour). Examine Walls (in the 5 sided room) .
Examine Concubine. Examine Plants.

tin the
Examine Spider.

GREEN DOOR

Examine Scap. Wash Hog. Get Umbrella. Sleep in Cave.

R 5 5 B O O O B B B
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BUGS by LORNA PATERSON (Amstrad)

BLACK FOUNTAIN

Kiss Witch. This crashes the game with "Hessage not found” error.

VILLAGE OF LUST SOULS

Put Gauntlets in Sack. But you cannot get Lthem ocut again’

LR R R R F 5 B 1 F T

BEHIND CLOSED DOURS (THE SEQUEL) by MANDY

Input 5 tew rude words tor some fantastic responses and please don't

forget to kiss the frog! AtLacking the rhubarb with something sharp
brings a wicked response lLoo!

.llIllll.IllllllllllllIllllIllllIIIIIIIII.II‘I.IIIIIIIIIIllllllllllllll

CONTRIBUTIONS ARE NEEDED FOR THIS SECTION PLEASE..... -Handy.
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Precision Corner

VILLAGE OF LOST SOULS

By LORNA PATERSON played on Amstrad.

To find a hidden door in the buttery

L]

THUMP THIRD BARREL WITH MALLET

In Lord"s laboratory - BREAK STAFF, GET CHALK, DRAW
PENTACLE WITH CHALK, then SAY
AZAPHAS.

At the well near the arbor - DROP MATTRESS (which falls

down the well)

- TIE ROPE TO WELL

- DROP ALL (anything you wish to
take with you)

- DOWN, DROP ROPE (land safely
on mattress)

At the bottom of the well - GET LYRE, PLAY BAGDAD, DROP
LYRE, WEAK GAUNTLETS, OPEN
DOOR, DROP GAUNTLETS, GET
CHALICE, THROW WATER, GET ALL,
IN

To gain entry to the arbor = SHMELL CHEESE, IN, GET ALL, OUT

To stay alive in the crypt = CUT CHAIN (with pliers) D, D,

EAT GARLIC (Vampire 1is wvery
disgusted when he bites you.

To get the holy water = INSERT CHALICE IN FONT
l‘llllﬂlllll'IIIIII!I!II‘IIIII‘*IIIIIllIIII!IIIIIIIIIll"ﬂilllllllllll
FISHING FOR RED HERRINGS

III'IIII'IIIIIIIIIIIIllIhIIIIII'IIII!IIII!llllll!lllllii..llllIIIII!II

COHMHANDO by CAROL YEATS played on Spectrum

Ignore the lorry, log, bread, books, picture, chair, beds,
window, chest, wine, cows , gate, bush, cups, BUgs,
plates, racks, rope, gun, hut, haystack, tanks, BOUSE,
stubble, sand, anti-aircraft gun, net, barbed wire, bath, box,
chocolate, driver, newspaper, empty boxes, ammunition,
guages, ledge and dust!

It seems ages since we had some other "Fishing tor Red Herrings"
Probe. Anyone got any contributions to revive this section?

IIIIllli'llllillilllIIIIIIIl.!Ili'll'llll!llllllllllllIlIIII.lﬂIIIIIII
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HIHTS aiHD TIFS
VILLAGE OF LUST SOULS by LORNA PATEKSON played on Amstrad

¥hen the bird appears in the sky, drop all your possessions, move in

any direction and then return to colilect them. It it does manage to
steal an object from you, it can be

top of the bell tower.
Feed Lhe pack of wild dogs wilh Lhe hams.

To get key from the crack under
To extinguish the fire

To light the forge,

f ound in the crow's nest at the

the bench, rub the rod with 1 leece.
in the hut throw holy water at it.
wave the staff and connect the bel lows.

LANCELOT PART 3 by TRACY TATTUM played on ATARI ST

To get rid ot the maiden that ofters you 'cakes make the sign of the
Cross. You can also do this Lo the preacher.
When you gel to the stage where there is a maiden being chased by a

dwarf to the south and vyour brother Ector being taken north by some
knights, you MUST save the maiden tirst.

COHMMANDO by CAROL YEATS played on Spectrum

You will need to dispose of the dinghy Letore leaving the beach.
Don't start shooting 1n the pill box.
bon't drink Lhe coftiee.

The Guard can be bribed.

Find a route around the soldier who won'L let you pass.

RS R omr o omm omm o ommommoee s —  a m Es EE E E  E E  E E EE E E E W aE wm = A am am o=
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YELLOW DUUR by CHRIS BANKS played on Spectrum

Solarium - Stuck in here? Dial for help!
To get ET you need spring and just spring up!
Take hail from Weather Room and hail various statues In Museum.
To make rocket you need rock and ET!
Safe combination - Examine sundial.
Boxer - Give him some traditional English food.
Wear Sunglasses to go inle Dazzle Roon.
Dazzlie RHoom - Drop Lhe various rays here.
Boulder - Examine the pan in the kitchen.

e e e e e === ==
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A FISTFUL OF BLUOUOD CAPSULES Pt 1 by ANDY NISBET

Fire gun at 1 luvor.
Give vest to Bonehead.
Wail for the gang to rescue Gl ingeo.
Tuo ge”. key trom chastily belt - wear gloves and pull straing.
Wear Hat in Saloon.
Kemove mask (when Gringo goes Lo the loo)

Swajp Guns.
Give sugar lumps to horse.



LIFE TERM by JACKIE HOLT played on Spectrum

Send out an S.0.S.
To trap the pilot bolt the storeroom door.
You need dolls hair & glue to make a beard - dig top of refuse!
Bribe the officer with the money from the safe.
The pirates lock you in the hold - pick the lock with wire.
The wax is for your ears.
Operate the generator to get rid of the pirates.

Save a mans life to clear your name.

CLAWS OF DESPAIR by JACKIE HOLT played on Spectrum

You need all the cubes in the temple, take them in this order

- Red,
Violet, Yellow, Blue and Green.
Strangle the woman in the mire.
The combination of the safe if 781189.
Smear potion before taking the wand.
======t:==========:t==================t========ﬁt-===============ct=_-

JINXTER by JACKIE HOLT played on Commodore

Make sure Jannedor is distracted before you enter

her sanctum.
Take the crystal ball

and hide up the chimney.

EEEEEEEREE =E========

JACK THE RIPPER PART THREE by MIKE BRAILSFORD

Climb the column to find the key then open egg to reveal
Wear the wooden mask to pass the Ghoul.

Don’t drop the pyramid or it will shatter.

Examine the fountain to find the gold ball.

golden yolk.

- e m= =

FROM OUT OF A DARK NIGHT SKY by ANDY NISBET

Stuck in car? Feel dashboard twice!
Pull bonnet catch from inside car.
Examine a sign for nails.

In boot - 1ift carpet.

Stand pipe - search nettles.

EEEETEEEESESS=SSSEESSESSSSESSSECESSEESESSEES S SEC S ECEEEEEESESSEEEEEEESEEEEEESEEEE

SEARCH FOR TERRESTRIAL INTELLIGENCE by ANDY NISBET

Just take walking stick, silver nuggets and glasses from plane.

In the chemists melt silver.
Get bowl!l from restaurant.
the raincoat for some smelly cheese.

read the eyechart for code Lo read green book.
Wear riding hat and crash helmet tor a reinforced hat.

To pass pole in road wear reinforced hat and ride horse.

Examine
You need a lens to

" S ittt r s s ser e R R R R R R R R R R R R R R R R DD
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&etting Pou Started

JACK THE RIPPER PART THREE by MIKE BRAILSFORD

Kerugma, S, climb column, get key, examine key, D, look in crack, N,
N, examine carvings, examine arch, open door, N, look through gate, W,
examine statue, read lettering, E, N, examine statue, read lettering,
S, E, examine statue, read lettering, move statue, examine cavity,

examine object, close egg, open egg, W, examine pedestal, put yolk on
pedestal, take mask and examine 1t.............

------ LU B B B B B O R R R .
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SKELVULLYN TWINE PART 1 by JOAN WILLIAMS

Start at Skerrig Green: W, W, N, take armour, N, examine window, take
shard, examine cupboard, cut rope, take jar, examine pig, break pig,
take coin, 5, 5, E, E, N, buy sickle, S, S, S, wear armour, stroke

hedgehog, S, S, take bouk, read book, drop book, read parchment, S, U,
SW, SE, say hello

LI I I ™

SKELVULLYN TWINE PART 2 by JOAN WILLIAMS

E, E, exam stumps, chop stump, E, E, E, fill bowl, W, throw water (to

free beetle), E, E, E, E, E, E, exam pfrump, light pfrump (you will
then be surrounded by fire. The beetlie you saved will come along),

ride beetle, U, U, chop wall (to get firewood), chop skeleton (to get
cloak), D, W, N, light fire

R N I T T T R
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FISH by SHARON LOWNDES

ENTERING SMOOTH WARP TO CLEARING:

SE, SE, E, open cage and cupboard, take hammer, tongs and crucible, W,
NW, NW, wait until Mickey leaves, take disc, S, S, E, E, take mould,
wear gloves, put disc In crucible B T ey O A e

ENTERING SHMALL WARP TO LOUNGE:

(You will be continually interupted by producer yelling for coffee
when he does go to loounge and ask Rod to make coffee). Look in
waste bin, take ferric cassette, W, W, turn on switch, open wooden
door, S, look in tape bin, take chrome and metal cassettes, N, open
secondary door, N, open cupboard, take cleaner.......«...

ENTERING JAGGED WARP TO BACK OF VAN:

Wear jeans, S5, search rubbish, take torch, E, E, E, S, take pew and
turn off torch, N, N, drop pew and turn on torch, D, S, yes, move iid,
D, examine altar, take cord, U, N, u, stand on pew, W, tie cord to
gargoyle, D, pull cord, take gargoyle and untie cord......



Getting you started by Sam Dart.

AF TERSHOCK

Start - In Your Office. Take chair and radio, e, ®», examine li1ft, drop
chair, climb on chair, remove panel, climb out of li14t, d, s, w to
Utility Room, switch off isolator, examine bench, take torch, e, e, e,
up to Alley, e, s, e, n, &, e.

loo Entrance. N, e, s to Park Area, examine bin, take bottle, n, w, s,

W, N to wrecled tanker, {111 bottle with o0il, s, w, s, s, & to Scott
Street, d.

Storm Drain. Switch on torch, e to Sewer, s, e, e, take handle, n, w,
w, s, %1t handle to sluicegate, lubricate mechanism with o0il, open
sluicegate (the water 1n the underground station tunnel will now drain
away), drop bottle, s, n, w, n, up, n, d.

Cook Street Underground Station. E, up to Byron Square, s, e, s to
Filling Station, enter kFiost, take screwdriver, n, climb over rubble
to Waste Ground, take beam, w (the looters see the radio and leave you
alone), drop radio, w (soldiers searching for looters), s, open gates,
loor, w to Garden, open door, look, w.

Hallway of Derelict House. Support stairs with beam, up, w, n, w, S,
w, up to koot of Old Buirlding, climb down to parapet, Jump onto roof
{hpartment Rlock), d, s, e to Castle Road, drop torch and screwdriver,
tale buns, w, n, up to roof, Jump onto parapet, climb up roof, d, e,
n, e, s, e, d, e, ¢, n, ¢, @, climb over rubble.

ssssTsIRrIIISIYTERRROBREORGEISEROISCITIEOIEOIGSIRIRGESIGULGGS

tstisitrrrerazizras:
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NOTE. Often the command “read" will pick up the object you wish to
read, so some "get" commands have been omitted. Sleep when prompted.

Start - Twisted Forest. Inventory (you wake up in bed and 1t 1s pitch
black), Frotz me, inventory, read Spell Bool, get out of bed, w, read
note (1t is from Frobar), drop note, s, s, w to Store Room, get Ochre
Vial and matchbook (the calendar is not needed), examine matchbool ,
read i1t, examine Ochre Vial, read it - BERZIO Potion, open Ochre Vial,
drink potion, drop Ochre Vial, e.

Lobby. Open brass receptacle, put matchbook in receptacle, n, n, w to
Belboz ‘s Quarters, examine desl, open drawer, examine bo:, open box,
get magic amul et (you are now wearing i1t), examine amulet (Jewel 1g
dark), examire journal, e:amine wall hanging, lool behind 1t, get Frey,
open journal (with the key), read 1t (malke a note of the random code),
e:amine infotater, drop ley and journal, e, s, w.

Helistar ‘s Duarters. FRead shiny Scroll - GASFAR Spell, Gnusto Gaspar,
e, s, e to Library, read dusty Scroll - MEEF Spell, Gnusts Mesf, w to
Lobby, open receptacle, re~d Orange Vial - VILETI Fation, d to Cellar,
(read the 1nfotater 1ncluded 1n vyour game paclage), push huttonz 1n
the cor-ecl order to match the code i1n the Journal , read mold,; Soroll
= AIMFI? Spell, up to LobLy, A1mfi- Eelbo:r.

ISR S RN RN
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SHARPES DEEDS

By EMMA HEGGIE played on the Amstrad

PART TWO

Back at the narrow lane | ignored the road to the west and walked
soutlh. The quiel country road seemed peacetul until | was stopped by
an angry hissing. Blocking my way was a large and angry swan. Every
time | tried to get past it flapped its powerful wings and hissed even
more |loudly at me. In desperation | threw the bread | had saved for
breakfast at it, which the bird snapped up and then waddled happily
off to the river to the south. At that point the road turned
southeast, and ended on the northern river bank. A path ran east to
west alongside the river, and | walked along to the west for a short
way. The path ended at an old wmill. To the south | could see the
swan | had fed earlier swimming happily on Lhe river. Trying to
forget how hungry | was | entered Lthe mill to the west. Inside was a
dusty room with flour sacks thrown ontoc the floor. A hammer lay Lo
one side. | took the hammer and before | left | poked around in the

old sacks. Underneath them | found a torch, but 1t was of litlLle use
as it had no batteries.

| returned eastwards along the path, and continuing east soon arrived
in a soggy marsh. Treading very carefully Il travelled north, Lhen
east and south. On a small hummock in the centre of the marsh was a
clump of bushes. As | searched through these | found an old car half
hidden under the leaves. Taking this | retraced my steps back Lo Lhe
northern bank. It only took moments to inflate the dinghy using the

bel lows. With the oar to help me I ecrossed the river, but as |
scrambled out on the other side the boat slipped away from me and
sa)led off downstream. I threw down the

oar in disgust and dropped
the bellows before continuing on my exploration.

| followed a rough track southeast and came to the end of the track
With a field to the west and a high wall to the east. In the field
was a sign which read "Beware of the Bull®™, As | could see nothing in
the field | opened the gate and went west towards some woods in the
distance. Hy eyes had deceived me, however, as there was a bull in
the field which was now pawing the ground and preparing to charge!
Remembering the stories about bulls being altracted by the colour red.
Il took out the red flag from the siation and waved It tor all | was
worth. The bull charged towards me and | barely managed to jump out
of the way in time. The bull, however, was going tou tast Lo stop and
fell headlong into the river! The way was now clear for me to cross
the tield into the dark and creepy woods on the olher side. | walked
Soulh, wesl, west, north and west until | came to Lhe old ruined tolly
I had read about in Lhe guide book, A pile ol rubble lay beside the
folly, and as | kicked it arcund | tound that someone had dropped a

key there. Taking this | returned through the woods to the wall | had
Seen at Lhe end o! Lhe rough track.

The wall was too high to climb, bult underneath the

| tound a gate. I carefully opened this and went east onto an
bvergrown drive. To the east | cCould see & large griey stone house,

Which looked very neglected. Nearby o the south | could see somve
obut houses. and decided Lo Invest igaote Lhem lirat.

Ivy Lhat covered it
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| walked south into what seemed to be the stable yard,
near-derelict stable buildings. To the east was a8 sagging old barn in
which | tound a length o! rope Lhat did not seem too rotten. Back in
the vyard | went southwest, but all | found in that direction was an
espty paddock. To the south of Lhe yard was the msain stable building.

As | entered | could see a ladder rising into the hay loft, but my
path was blocked by the stable's occupant, -1 large stallion that
reared up every time | came near it. Leaving the stable for the time
being, | returned to the yard and went southwest. This was the
orchard, and on the ground underneath the trees lay some apples, blown
down by the wind. | picked these wup as | still had not had any
breakfast, but closer inspection showed that they were cooking apples,

and not eating apples. | took them along anyway and went back to the
yard. To the west was B shabby tennis court and an old tennis ball

lay on the cracked surface. I picked wup the ball, and bounced it a
couple of times, but it fell to bits in my hand, leaving me clutching
a hard object that must have been hidden inside. It was an Amethyst,

the first of uncle Ferdinands twelve treasures! Delighted by my find,

| returned to the drive and continued east towards the house.

surrounded by

| soon stood outside a wooden door. A plague beside the door
confirmed that this was Sharpley Court. Uncle Ferdinand's home. The
door was locked, but | quickly opened it with the key from the folly,
and went easl into the main entrance hall. The hall was Iin need of
redecorating, and had a scruffy appearance. To the north of the hall
was the dining room, the table riddled with woodworam. | went east
trom there into the music room, which seemed to have survived quite
well. In the centre of the room was a piano, and nearby stood a Lyre.
| sat down &t the piano and let rip with a few bars of Chopsticks, but
the tone ot the music was rather stringy. Opening the piano to see

what was wrong, | found the cause - & string of pearls, the second
Lreasure.

Taking the Lyre | returned to the dining room and went north, into the
kitchen. An antique range dominated one wall of the kitchen but in
the centre of the room, blocking my way ahead, was the cook, a rather
plusp lady. Thinking quickly, | gave her the cooking apples from the
Orchard, and smiling at me, she wvanished 1into thin air! Feeling a
shiver run up and down sy spine | went east into the pantry. There
was nothing suitable for my breakfast iIn the larder. In fact all
there was to eat were some sugar cubes, 1 picked these up and put
them Iin my pocket, and went east back into the kitchen. From there |
returned to the entrance hall and dropped the two treasures | had
found betore lesving the house and returning to the stable yard.
Going south into the stable, | fted the sugar lumps to the stallion,
who neighed and cantered otf into the paddock, leaving the way clear
for me to climb the ladder to the hay-loftL. Here | found a huge pile

of straw. | dug into this with =y hands and found something hard and
cold. Pulling it out, | found It was a2 gold ingot!

| returned to the entrance hall and dropped the ingot with the rest of
the tressures. Then | went south into the living room, where the
wal lpaper was peeling from the walls with damp. lgnoring the door Lo
the south | walked east into * the library. The shelves were empty

apart from two books. The first was a bible which had an

inscriplion
Saying lhalt it belonged to the Vicar ot

Sharpley. The other was a

copy ol "The Wind 1n the Willows™, | took the bible 1n case | ran
into the Vicar again  and wenl soutl h through L b lisbrary 1ntu Lhe
study. All there was 1In this room was an old wooden desk which |
opened tu tind a shopping list and some battleries. The list read
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"apples, sugar, walnuts and cider™. I had already found the apples
and sugar, and | made a mental note to Jlook oul tor the other two

items, especially the cider! | took the battleries and put thes i1n the
torch and returned north and west to the living room.

This time | went through the south door

cozy room, with an unlit Iireplace_ Iin one corner. The ftlreplace was
surrounded by panels, and as | leant against these to try to work out
my next move, | heard a grating sound, and & door opened in the back
of the fireplace! | carefully crept through Lhe tiny doorway Lo Lhe
west and found syself in a Ilittle room containing only a wall sale
with a dial. | turned the dial and to ey surprise Lhe sate opened to
reveal an ivory elephant. Wishing that all safes were as easy to open
| took the elephant and returned to the entrance hall where | left it
with the other treasures. | went back north to the kitchen, and then

into the parliour. This was a

wenl eastwards into the conservatory. The only plant lefl was a
rubber plant in a pot and that was dead. Il also noticed some steps
leading down to a cellar, but decided to - leave this until later.
Picking up the pot, | returned to the entrance hall.

Having explored the ground floor pretty thoroughly, I climbed the

slairs to the first floor to the landing,
stood. I went south along the landing
doors to the west, east and south. 1
found a8 bedroom with a mirror and

where a suit ot rusty armour
to A& narrow corridor, with
checked Lhe wvast doour tairst, and

a pailr of shoes. After checking 1n
the mirror that | was as beautiful as ever, | examined the shoes,
which had special non-slip soles. They seemed to be 1n By size

{coincidence, huh?) so | slipped them on and returned Lo the corridor.

The south door led Into a green painted bedruvom, which contained an

old dresser. | tried to open the dresser, bul il was firmly lucked.
So | lett it and went back north to the corridor. The western door
opened onto a bright yellow bedroom. A bed stood in the centre ot the
room, and as | examined it carefully | found a Diamond Necklace hidden

between the sheets, ] returned to the landing and continued north
into a red painted bedrooms. To the west was a balcony. from which |
had a good view across the river to the village in Lthe distance.

| tound nothing eise so | returned to the landing and climbed the next
flight of stairs to the second fioor. To the east of this landing was
a blue bedroom, but this had a portrait of my uncle on one ol the
walls, | looked closely at the picture and found a note tucked into
the frame. This read: "Such Caplital Treasure". Pondering on this |
returned to the landing and went north into & purple bedroom. Wweird!
There was an alcove to the west which contained a seat and the Sharpe
family crestl. Under the seat was a note which read "Diopping from
hefghts has a shattering effect™. This fave wme a sudden idea, and |
rushed down the stalirs and went north to the room with the balcony.

Standing on the balcony | threw the pol with the dead plant onto the
drive far below. Then | rushed downstairs, oul through the ftront door
and west onto the drive. There lay the smashed remains ot Lhe pot,
the dead rubber plant and a gleaming emerald. Taking the emciald, |
relurned Lo Lthe enlrance hall and dropped all the Lreasures | had

found then went north to the kitchen and east Lthiough the cunservalory
onlu Lhe terrace.

To be continued.
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HE AVY ON THE MAGICK

The First Exit to Philnsnphus-ﬁrade. By Jay Gee - Amstrad

NOTE - To reduce journeys to some areas items have been collected
while passing and then dropped at a convenient spot for later use.

“Door, ELEVEN, n (EXIT), s, e, ne, s, @, e, e, N, N, Nw, S, W, N, r,
examine jar, pick up jar, examine object, pick up shell, w, s, Sw,
drop slat, pick up flask, n, n, ne, e, ne, s, e, n, n, nw (Agile Stair
Level 1), s, n, sw, w, examine rock, drop shell, pick up egg, e, ne,
se (Agile Stair Level 2), sw, S, W, W, S, S, W.

Start. S (to centre), drop nugget and garlic, r, examine table, pick
up key (COBALT), e, n, pick up clasp, s, wW, W, s, e, Sw, e, drop
flask, call Apex, “Apex, water (answer i1s, "Talk Down To It), "Ape:,
thanks. "Water, fall. E, e, examine table, drop key (COBALT), n, e, s,
e, "Guards, door (answer is, “"Seel Fire Bird To Enter Door), w, n, w,
S, W, W, "Water, fall. W, ne, w, n, e, r, Invoke ASTAROT. *“Astarot,
Nidus. S, e, n, se, sw, w, call Apex, "Apex, Phoenix (answer 1s, Ta A
Full Nest Say The Name), examine nest, drop egg, "“"Apex, thanks. F,
"Nest, Phoenix. "Phoenix, door (answer is, "Laca" To The Door), e, ne,
NwWw, B, S, W, SW, N, W, W.

Start. E, n, drop clasp, w, NWw, w, ne, nw, e, ne, e, blast Wraitt, r,
e:xamine object, pick up snake, w, SW, Wy ne, e, e, pick up key
(MAGNUM) , w, w, w, pick up key (BRONZE), w, se, w, blast Wyvern, 1,
examine object, pick up MANTIS, e, sw, se, e, se, e, 8, w, 1, eiamine
table, drop mantis, w, drop key (MAGNUM), 1, drop key (BRONZE), e,
pick up mirror, pick up key (NICKEL)y, w, 8, 2, 8w, e, pick up {laszi,
"Water, fall. E, ¢y n, ®, 5, ® "Door, Laza. N (PRACTICUS), s, w, n, w,
S, W, N, NwWw, & (Hydra), e, se, e, SW, NW, NE, W, SW, S5, W (Medusa) ,
W, n, examine table, drop key (NICKEL), s, e, e, nw, ne, picl up bag,
SW, SB, W, W, N, NE, W.

Chasm. W, w, ne, e, ne, n, examine table, drop bag, s, sSw, w, Sw, se,
s, e, "Water, fall. E, n, nw, pick up key (BRASS), e, e, se, e, Sw,
NW, Ne, W, SW, S@, W, W, N, N, W, W, W, NE, €, N, N, N, NW, piclk up
bone, w, blast wyvern, w, sw, s, s, s, ne, examine table, drop key
(BRASS), n, e, ne, pick up bone, s, s, w, call Apex, "Ape:, Rabal
(answer is, “Talk to Rabak), "“Apex, thanks. "Rabalk, water. Sw, sw
(Crypt), 1, "Buards, door (answer 1s, "No South Door What A Shame Seel
Erlstone For The Name). Ne, ne, "Rabak,water. E, n, n, Sw, w, s, sw,
n, n, n, ne, ¢, 2, s, S, Sy SW, W, SW, s, S5, drop flask, mirror and
snake, ne, w, n, e, r.

Start. Invoke MAGOT, "Magot, Erlstone {answer 1s, "Seekt It In The
Fit). E, ny, n, n, &, N, Nne, se, n (Agile Stair Level J), s (Agile
Stair Level 4), w, s, &, pick up key (IRDN), s, s, pick up bone, n, n,
W, n, e (Agile Stair Level 4), n (Agile Stair Level ), sw, n, w, pich
up key (LITHIC), e, e, pick up key (ALUM), s (Agile Stair Leve! 1),
SW, S, W, W, S5, S, W,

Start. Drop key (LITHIC), w, 1, pick up key (BRONZE), e, e, n, n, n,

e, n, ne, se, s, S, SW, SB, W, NW, W, nNw, e:xamne tahle, dror ey
(BRONZE), n, sw, s, sw, drop key (IRDN), s, pic} up bone, =, e,
e:amine table, drop key (ALUM), n, se, e, r, “"Guards, door (answer 1,

"The Great Sign 1 In Free!. Use the sign that you copied to find the
password, "Door, Soronoros, n (FHILOSOFHUS).
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sss MANDY'S HOTLINE sss

If you have any queries about Frobe. subscriptions or would just |like
to chatl then give me a ring on 0ab2 77305. | will be availabile
at all reasonable times but please try to telephone before 10pm.
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TELEFHOHE HELPLT}JF"-‘-‘

-l e e b’

SPECTRUN

Alf Baldwin - Tel: D452 500512 Mon to Sat 10am to Spa
Hike Wade - Tel: D642 763793 Mon to Fri 6Gpm to 7pm
Jack Higham - Tel: 08925 B19631 Fri to Hon 7pm to 10pm
Walter FPooley - Tel: 051 89331342 Any reasonable time
Doreen Bardon - Tel: 065 382 5089 Sun to Sat 3pm to 10pe
Mike Brailsford - Tel: 0582 757788 Sun to Sat 10am to 10pm

ATARI ST
Herc - Tel: 0a2a 434214 Any reasonable time

=
AMIGA

Jason Deane - Tel: Da92 622750 Any reasonable time

AMSTRAD
Doug Young - Tel: U1 BBl 5U68 HMHon to Fri evenings

Sat Lo 5Sun anytime
Juan Pancott - Tel: 030% 784155 Sun to Sat Noon to 10pm
Isia Donaldson - Tel: D041 9540602 Sun to S5al Noon to 1Z2pm
AMSTRAD & COMHODORE

Nic Rumsey - Tel: D3212 2737 Sun to Sat 6Gpa to Ype

COMHMODORE
Reg Lilley - Tel: 0392 215521 Thu to Tue Gpm to 12pm

BBC

Barbara
Bassingthwaighte - Tel: 0935 26174 Sun to Sat 10am to 1Upe

Barbara Gibb Tel: 051 7226731 Any evening trom 7pm

THE INNKEEPERS HELPLINE

The Innkeeper together with his slave Allan will help struggling
adventurers on a rota basis. Telephone 01 482 6209 times as fol iows:

-

W P o INNKEEPER ALLAN
%Ff?f“ﬂh‘; Mon B8:3Upm to 10pm Tue Bpm to 10pm
@ o g V4 Wed Op=m to 10pm Thu bpm to 10Upm
":i“if Sun B8:3Ups to 10pm Sat apms to 6Gps

& Bpm to 10pm
Plvase do not ask the Innkeeper or Allan for full solutions.

1! THE ULTIHATE INFUOCOM HELFLINE ''!

it you need help with an Intocom adventure then who betler Lo
than a GRUE! Ring the GKRUE on UGYS /3141 between /:30pm to Ypm Mon to
Fri. i1 write 1o 64 County Hooad, Drisk|rk. West Lancs. L39 1UH.

Flease remember Lhat the GHUE wiill give help on INFULCUH UNLY!

he l | vou

FLEASE MAKE SUKE THAT YOU ONLY RING AT THE TIHMES SHUWN

L |



iNncentive

GAC PLLS
FOR THE COMMODORE 64

After considerable public pressure, [ncentive Software have rewritten

and released the classic Graphic Adventure Creator (GAC) now to allow

“stand alone” Disc Accessed Adventures to be written.

GAC Adventures can now be of an incredible size, limited only bv the

number of Discs.

Graphic Adventures created on GAC+ can also be published without

further permission or parment to Incentive!

The new "Disec Access’ UAU+ 18 veleassd 10th April 1989 at £29.95 on

isc complete with Manual.

Existing GAC owners can up€rade their GAC by returning the original

tape or disc only with £10.00,

Availabhle from EXCLUSIVE diatributor: Mandy Rodriguey
24 Mnes Y Cwm
Llandudno

Gwyvnedd LL30O 1JE
(0492) 77305

Commodore 64 Disc RPP £25.95
Upgrade £10.00
Release 10th April 1989

iNncentive

SOFTWARE LT

Zephyr One, Calleva Park, Aldermaston, Berkshire, RG7 4QW. Tel: 07356 77288 [Fax 07356 6940)

Regisiered Company No 1725468 Regisiered Othce 64 S1 Marys Bunts Reading VAT No 362812850



