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COPYRIGHT

Copyright on anything which does
not osrry the writers nase belongs

to Adventure Probe. Copyright on
all other (jtems liles with the
writer as Probe doesn’t pay for

contributions.
LETTERS
If you write in (it will be assumed
thet the letter is for publication
in the m@msagazine unless it 1is
clearly marked NOT FOR PUBLICATION.
if you require a reply other than =a
printed response in the magazine or
sent wvith the msagazine then please
enclose a S.A.E.
SUBSCRIPTIONS

Coples can be ordered wmsonlh by
month If you wish or you can order
up to 12 monthse 1in advance. Prices
Per copy are wshown below. Please
note there is no reduction for » 12
months subscription.

United Kingdom E1.50. Europe & Eire
£2. Rest of World (Surface mall)E2.
Rest of World (Airmail) E2Z,.50.

B ACK ISSUES

All back issues are still avallable

from Issue 1 (June 1886). There are
18 issues in Vol 1. Vol 11 started
Jsn 1988. Subsequent volumes begin
sach January (12 issues each).
Prices as nbove.

PAYMENT

All payments In pounds sterling
pleane. Cheques/Crossed Postal
Orders or International Giro
payable to Adventure Probe. Small

amounts may be sent {in stomps {f
you wish. Ordinary Ist and 2nd
class letter stamps preferred.
ADVERTISING RATES
Private ads in the IN-TOUCH sectlion
are free to subscribers. Trade
prices are: FULL PAGE £5. HALF PAGE
E3. LINE ADS 5P PER MORD,.
PLEASFE NOTE

Meedless to say that Adventure
Frobe cannolt vauch for Lthe
credentials of any entry in the
advertisemenl o In-Touch section
and if you respond you <do so at
your own risk. Flease nlso notle
that any mention either favourable
ar olherwviase of any cCOompany or
business whatsoever 1s puiely the
opinion of the writer of the letter
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or article snd that Adventure Probe
doea not endorse or recosaend any
particular establisheent in any
Any opinions expressed in the
pages of the magazine are nol
necessarily those of the Editor.

DISTRIBUTION ; :
Adventure Probe is distributed
during the first week of the month..

CoOPY DATE for contributions,
advertisements etc Ia 14th of the
previous month.
CONTRIBUTIONS

All conlributers sending in

matlerial belween iath of the
previous month and up to copy date
will have their names entered In
tha Hall of Fame for the subsequant
month. CONTRIBUTIDNS are ulways
needed and ALL readers are invited
to send in items for svery section.
Anything from a single hint or tip
to a full blown article are all
very welcome. Reviews of the
adventures you have played are
sspacially welcome. Please ocheck
firsat to see |f m review has
already appeared. Don't worry |(f
you cannot send in typed material
as handwritten is just as welcosme.
If you send in econtributions for
more than one wsection please use
different sheets and make sure you
include your name and computer. It

you do send in {items ready typed
then please use A4 with a nice
margin all round with text being

approx 70 chars across and 60 lines
per page. llems can be sent in on
disc (all discs will be returned?.
The Editor |Is able to print out
from Amstrad CPC6128B (Tasword or
Protexl), C64/128 on (Easyscript or
Minl Office 1I1) or Atarl ST (First
Mord Plus). Sorry no printer for
the Spectrum. If you wsend In |tess
for the IN-TOUCH seclion please
clearly mark which are adventures,
utilities, arcade etc.

POSTAL ADDRESS

Flease send all correspondence,
subscriptions elc to Lhe Editor:
HANDY RODHIGUES, ADVENTUHRE PHUBEF ,
6/ LLOYD STREET, LLANDUDNU,
GWYNFDD, LL30 2YFP. If writing from
overseas plesse add UNITED kb INGDLODH.
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Hy sincere thanks to the following readers who sent in contributions
during the past month: Jim Struthers, Joan MWilliams, Maree Walshe,
Mark Eltringham, Barbara Gibb, Hugh Walker, Alan Davis, June kowe, Nic
Rumsey, Paul Vincent, Sue Roseblade, Mr Stokoe, Chris Hester, Tony
Helville, John Schofield, Gordon Inglis, John Wilson, Margo Porteous,
Alf Baldwin, Paul Brunyee, Sharon Harwood, Hartin Leverton, HerC, Mike
Gerrard, Steve Clay, Neil Shipman and John Wildey.

Christmas cover by MerC and Mandy.
Illllllllillllﬂllllll'l’llllilllllllliillilllll!II!II!IIII..II!IHIIIII
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EDI TORI AL

Welcome to Volume 4, lssue 12 of Adventure Probe.

tou will notice that the December issue (this one!) has arrived in
Hovember, B8 little earlier than anticipated. Thas is because | am
going 1nto hospital for a small operation at the end ot November, and

| want to get everything ready and posted betore | go in. That way |
can relax and not worry about Probe ror a while. It 1s nothing serious
though, so please don't worry. Also, as wusual, | will be working on
the January issue of Probe a Ilittle earlier as I don't want to be
typing Frobe during Christmas. So 1if anyone has anything they would
like to send in for that i1ssue, please send them 1n as sS00n &8 YOou can
as this will make things a lot easier. Speaking of hospitals, | would
like to send good wishes for a speedy recovery to both Maurice Pancott
and Sue Hoseblade's friend, Jackie, who are both poorly at the moment.
| hope they will both be much better soon and that Jackie will be home
in time tor Christmas.

I was surprised when a couple or you wrote to me to express surprise
at the "Christmas Cover™ on the HNovember Frobe. |t was probably the
bright red colour ot the cover that did it. The cover picture was of
an Atrican hide shield, a skull and two decorated gourds. These were
not Christmas tree balls! The Christmassy cover arrives this issue as
usual along with quite a few festive 1tems to celebrate the season.
There 18 a Grand Christmas Competition which | hope everyone will
enter. Along with this issue comes an Adventure Frobe Calendar which
1s my way ot saying thank you and Happy Christmas to you all. It's
not much, but i1t is sent with all my good wishes. The 1880 Probe
index 1s also contained in this issue and | would like to express
specilal thanks to John Wildey for compiling this for me.

A couple ot readers mentioned that the odd page of the last issue was
printed wrongly (either upside down or back to front, I'm not sure
which it was). This makes me think that perhaps a whole batch ot 20
wieere sent outl "bugged" (they are photocopiled in batches ot 20 at a
time), so 1! anyone out there is suftering in silence with a "bugged"™
copy then please return it to me for a replacement. You are all very

patient with me and put up with an awful lot of my bungling, bless
YOuU. The last issue was dreadful ly late going out because the
photocopirer broke down again! Anyway, it was a good thing really,

because three repair men spent a week working on it, sometimes until
late at night, just to get it fixed tor me (such nice repair men to do
that for Probe), and they discovered and repaired a few things that
had been wrong with it for a few months. Now, |'m glad to say, it is
working better than it has done for 18 wmonths! | just knew the poor
old thing was trying to tell me something, but i1t needed to churn out
clouds of smoke to grab my attention! (honestly!). One of these days |
will have to 1nvest i1n a new one, | suppose, but |'m assured it will
do the job tor another tew years yet, poor old thing! (Sounds a bit
li1ke me!)

Anyway, | hope you all enjoy this festive 1s5sue of Probe and that it
will gave you a smile here and there. There are lots of interesting
articles this issue and another*very amusing Convention report by The
Waytarer. I would like to take this opportunity ot wishing each and
every one ot you both a really Happy Christmas and a very happy and
adventurous New Year. ']l see you all again next issue.

Handy



REVIEWS

THE MAGICIANS APFPRENT 1 CE
By Simon Avery, Marden Farm, Uld Exeter Kd, Chudlieigh, South Devon,
TQ13 ODR. Available for Amstrad CPC on cassette at £2.50 o1 disc al
E£.00 (if disc 18 supplied). .
Reviewer - MAKRK ELTRINGHAM pPlayed on Amstrad CPC 464.

Well surprise, surprise! A non FUL adventure trom the quilled fingers
of Simon Avery. The Output recently trom this author has been nothing
short ot miraculous, releasing Public Domain adventures at the rate of
about one per month (or more) and this one lacks none of the humour
and wit .of the other twelve PDh's already released.

You are Wuntsvor, apprentice to the wmagician Ebeneezum. Une day he
vanishes and your job is to find him. The puzzles are tairily

stralightforward - all the clues are scattered around the various
locations - it's the practise of tinding these clues that make his
adventures so retreshingly enjoyable. Talking to the squirrel (those
who have experienced his adventures before will know all about this
furry creature with sung lasses) as usual gives you no clues at all -
neither does trying to kill it, and talking to Norrie, Wuntvors

girlfriend gives veiled "in house" puns about the authors "partner 1n
crime™ Tony, Bill and Alan.

The biggest compliment | can pay to Hr Avery is that he reminds me ot
Richard (The Experience, D.A.A."nNn Everythin', Scarey Tales,
Stryptiche) Robinson in his heyday without those autul GAC'd graphics.
Buy this adventure if you want but | don't think Simon wi1ll be too
bothered if you don't - there will be no screams ot "| quit" echoing
around his cave - ever!

CRYSTAL. THEF'I" (A GULDEN DLDIE)
By Paul Wilson and available from WoW Sof tware, 78 Radipole Lane,
Weymouth, Dorset. For Amstrad CPC 464 on cassette for t1.50 and CIC
6128 on disc at £3.50.
Reviewer - JAY HONOSUTOHMOD

The objective of this adventure is to find a faster than light
communications crystal™ which is hidden somewhere in a Vegan temple
nearby. You play the part ot Field Captain Jonothan Harkham, and you
must guide him through dense forests, cave systems and many more weird
and wonderful locations, until you find the FTL Crystal. Then you must
return, with the crystal, to an awaiting ship.

| tound the puzzles in this game very, very hard (that's why, 1n order
to complete the game, | had to phone Hrs Joan Pancott many times tor
help!). On top of that, there is a time limit which inevitably makes
things harder! Actually | may be reflecting that the game is too
hard. Although the puzzles are ditficult, they are logical. Even
though it may be tough it is still a very good game indeed.

What really impressed me as soon as | loaded the game, is that the
whole thing is written in BASIC!' Take into mind that the game has over
60 locations, lots of puzzles and messages, and only 64K of memory to
use. | think that Mr Wilson has done an excel lent job! So, it you are
after a real challenge, then place your order today!

AAvearmntFrsrmea Demlhea Lia o F =



CADAVER from The Image Works - £22.99
Availlable for Atari ST and Amiga

Amiga Version reviewed by Faul Vincent

This 3-D i1sometric arcade adventure 15 the latest offspring of the
Bitmap Brothers. hitherto best known for arcade Blast-em-Ups such as
Xenon 2. Hence it comes as something of a surprise that this 1s a true
adventure. crammed with at least as many tricks, traps and puzzles as
the average text adventure!

Karadoc the dwarf finds himself 1n the caverns and dungeons underneath
Castle Wulf, charged with a mission to locate and destroy the evil
necromancer, Dianos. And what motivates him to attempt this perilous
journey? Ah well, there was some mention of treasure. LOTS of
treasure. Karadoc's favourite subject! But rirst he must find his way
out of this subterranean labyrinth and i1nto the castle proper.....

Each level of Castle Wulf consists of between 50 and 150 rooms. all
depicted 1in beautiful deta:l, 1N an 1sometric perspective view
familiar to anyone who remembers Knight Lore on the Speccy. long ago.
Numerous 1tems. both wuseful and wuseless. litter these rooms in
baffling profusion. and can all be picked up. examined. dropped.
dragged around. br 1inserted into other objects! Luckily our hero has a
capacious backpack which can hold up to J3Z i1tems, so all those keys,
potions., runestones and bones (!) can be safely stashed away until you
tfigure out what to do with them. Accumulated loot 1s simply added to
your ‘Gold' total - and unlike most adventures, you'll actually need
the gold. since saving your position costs rapidly-increasing sums of
money 1in this game!

As you explore each level a map develops. which can be viewed and
scrolled around at any time. This 1s a helpful feature, since the
cast le seems to have been designed by a mad architect!

Ooccasionally (well, OK, gquite often!) vyou will encounter various
monsters who'll be only too happy to drain your energy. In the
cellars., the only usable weapons are bags of stones. This low-tech
weapon seems to despatch most of the early beasties, but later levels
will reguire something more fearsome. such as the Magic Missile spell
you eventually find inscribed on a scroll (carerul though - 1t only
has 20 charges remaining!).

The heart of this game. however — and what li1fts it i1nto the realms of
true adventures - lies 1n the plethora of puzzles which need to be
solved in order to complete each level. In the caverns and dungeons
they are fairly simple and. thankrully. logical. To demolish a wall
requires a pickaxe. for 1nstance, whilst some puzzles have several
alternative solutions. This gives a nice flavour of non-linearity to
the game. Hints can also be found 1n old diaries. books and pieces of
parchment — most of which are cunningly hidden.

To sum up. I rate this as the most truly convincing arcade/adventure
hybrid 1've seen on the Amiga to date. An easy to use joystick control
svstem, combat which doesn't end up dominating the game., a consistent
magic system, and some wonderful puzzles: all these combine to make
this game a memorable experience. Try 1t, even 1f you're a diehard
text-only fan!
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THE HOUSE OW THE TOK

By Allan Davis for the Spectrum 481 /1781 at £1.99 (cassette!

Fublished by Zenob:i1 Software. -& Spotland Tops. Cutgate,
Rochdale, Lancs. 0OL1Z2 7N

When you, as John Fotherinuay, awole 1n the morning 1n the bedroom ot
your cottage in the peaceful villaue of Gringleton Ford, vou hoped to
spend another uneventful dav trying to get further than the title paue
of your masterpiece of literature.

We all know that the simple act of ocpening an envelope, particularly
one that lands with a thump when pushed through the letter-bo:, can
launch you into an adventure that mav chanoe your life for ever. Well,
John received such an envelope. It was from Hoggin % Budge
(Solicitors) and contained some keys and a letter explaining that his
Uncle Feter, declared "missing, presumed dead"”, some weeks ago. had
bequeathed to him his house "Deradawn® and its contents.

Fausing only long enough to collect the usual miscellany that
adventurers expect to use before an adventure is over, you head for
the railway station. Once inside the sparsely furnished House on the
Tor you begin to wonder what scientific project your uncle was working
on when he disappeared. Ferhaps you can find him' Until now the
locations have been recognizably contemporarys; now. in contrast. you
will find yourself in the realms of fantasy, and like all good
stories, it has a happy ending.

This is a Quilled text adventure i1n traditional stvle. A linear game
with a strong storyline and the sort of puzzles that onlv after
solving them do you wonder “"whv didn‘t 1 think of that days ago". No
doubt five years ago most of the problems would have been considered
difficult; nowadavs experienced players will deem some of them fairly
easy; however I'm ready to admit that at least four puzzles held me up
for quite a while - the simplest and best being "how to get the rope
from the dwarf". Even now, months later, I still chuckle when I think
about the answer.

The text is the best I have encountered in any Quilled adventure. It
1s truly user friendly as the authors affable and conversational style
of prose ensures that attention to detail is maintained without giving
too much help. My only quibbles are: an i1rritating but non—interfering
individual called Mr.Raven, and the character set which has a peculiar
"t" which looks more like a "c".

In the Dctober issue of "Adventure Frobe" the author, Alan Davis, savs
he wrote "The House on the Tor" in 1985 purely for his own enjovment
with no thought of it ever being published, and certainly not for any
personal recognition or monetary reward. I am very olad he has
relented on the first, and hope the second and third come his wa., not
as an inducement to write another adventure but just so that
adventurers can show their appreciation and support.

Reviewed by Barbara Gibb
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Avallable on varlious formats for £2.95 from:
Kiver Software, 44 Hyde Place, Aylesham, Canterbury, Kent. CT3 3AL.

Atari ST version reviewed by Paul Brunyee.

Recently released on the Atarl ST format, Rlver Software have

converted thelr 1latest adventure onto a 16 bit machine using the
STAC.

‘Into the Mystic' places you in a land which is being deprived of
it's magic by an unknown force. The people discuss it in hushed and
often worried tones, until a council meeting decided that Merlin
would be given the task of finding someone daft enough, er... bold
enough to go on the quest. The first you learn of this is when Merlin
knocks on your door and invites you to go on a lilttle errand for
him. ...

After a quick briefing by HMerlin, you don a simple disgulse
comprising a smock and sandals and set off into the depths of the
forest. After a short while where you find very little, you reallise
that you are hopelessly lost when you nearly stumble into the midst
of an Orc encampment. Fortunately, you remain unnoticed and are able
to explore the immediate area, but soon return to the camp where you
find that the Orcs are sleeping.....but even the slightest nolse may
awaken them!

The Orcs form the first of many puzzles which bear the River Software
mark - an adventure that allows you just enough clues and hints to
keep you moving from one puzzle to the next, with just a handful of
more cunning problems to overcome dotted around the scenario. Having
to explore very carefully is a must, as well as having to think
laterally for several of the problems.

1t may be seen that the best types of puzzles from many of the
adventures around at the moment are combined here, but don't lose
sight of the fact that River Software have been producing adventures
for a number of years now. There's the maze with many directions to
take and identical descriptions which can be solved by dropping items
in each 1location to make each 1location unlique. There is also a
further maze described as a 'twisting maze with passages all allke'
where you could run out of items if trying to map it by dropping
them, and 1instead should 1look at the overall construction of the
puzzle. Even a scene from Alice In Wonderland appears where you can
shrink or grow 1In order to deal with the puzzle in hand and the
adventure even takes thls Into account at a later stage when trying
to access an object that is way beyond your reach if you are still
shrunk!

The usual short sentence input will be accepted together with RAMSAVE
and RAMLOAD. Actually, these memory save commands are very useful as
there are a number of routes you can take in 'Into the Mystic' which
have fatal consequences. There are solutions to these, but that is
one more puzzle for you to fathom out!

Into the Mystic contalns a good spread of puzzles from start to end
and should keep you occupled for several winter evenings. With all

verslons belng sold at the same price, the adventure comes
recommended.

Eonaoos A Adveantiira Prohe




LES HMANLEY [N - SEARCH FOR THE KING - (ACCOULADE)
Available for IBH-PC, Tandy and AMIGA (£29.99)
Reviewer - MAUREEN BARTON PLAYED ON IBM PC

You play the part ot Les Hanley a lowly employee of WILL, a television
network station who need to increase their mnetwork rating and decide to
sponsor a national contest of on millian dollars to anyone who can ftaind THE
KING, a former rock star,not seen tor years. The competition is not open to
employees ot the company so you decide to ge ottt in your lunch hour to find
him. The game comes on five discs which fortunately can be installed onto a
hard drive, but even then the game is quite slow to respond between
screens. Before you can start to play for the first time you need to £0
through a set-up procedure to run on your hardware - video mode, disk type,
input device and audio type. You control movement of Les either by mouse or
by cursor keys and sometimes this is quite precise. Exits can be easily
missed If Les is not quite on the exact spot. You direct Les to do things
or react with people by typing in the appropriate text and a text window
appears on the screen. Various keys are used as short cuts and this helps
speed the game. You can save up to 10 positions and there is also a quick
save/load routine. Copy protection comes in the form of a parts catalogue
of electroniec parts and their pPrices. You find the illustration to match
the one on the acreen by using red decoder glasses and tind the correct
price. If you get this wrong, you have to start the game again.

The puzzles are mainly solved by asking the wvarious people you contact
about other characters or by giving them various items you have acquired
Blong the way and otten this 18 very tllogical it you haven't asked them
the right question. Finding the American word for the English equivalent
was a major task. The animated graphic sequences were often amusing and
obviously on a VGA monitor rather than CGA would be greatly improved. It
was sometimes difficult to work out Just what various objects were using a
CGA monitor. Overall | felt | had to finish the game just to see it the

ending turned out the way I expected - unfortunately it did! Considering
the cost, definitely not a game that | personally would recommend.
!======!====!!=====';'=====z::::::======:====:::1—::::======::====::=====z-_-:::

ARNOL.D THE ADVENTURER
Reviewed by JUNE ROWE and played on Spectrum
This game, which is one of three on a compilation tape, is one of the
funniest games | have ever played. | found an open-topped barrel 1in an
alley, so naturally, | climbed into it - what else would an adventurer do*
The response to this action was "Arnold found himself cramped by the fact
that a hermit was crouching next to him."™ TALK TO HERMIT, and - "... the
hermit says "Because | smell like a rotten cabbage. | can"t go anywhere
because people would sneer. | wish | had something to combat this vicious
smell..." As Arnold just happens to have found a rotten cabbage, he gives
it to the hermit, who says now he can carry that around and people won't
think it is him who smells like one."

It wouldn't be fair to quote wmore of the amusing responses which are
trequent in this game, but when playing it, ¥You can be sure ol several
giggles. Besides that, it's what | call a player-friendly game - locations
can be explored and puzzles spotted, although solving them is not so easy.
For instance, there is a peasant who is skint, so when yu acquire a coin,
you might think that now you will be able to get i1nto his cottage. However,
if you give him the coin, he takes it, but still won't let you in. Whoops!'
NOW how do you get inteo the cottage?? Another problem is how to get past
the were-wolf which is guarding some steps. The response I had when |
solved this puzzle really tickled me. Not a difficult game, but lots or tun
to play, and with its companion games, makes "The Balrog's Box of Delights”™
very good value for money at £3.49 from Zenobi.

b AR L e L e I I I mmmTmmmTTTTT
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" FROM BEYONID - SPECTRUM ADVENTURE MAGAZINE *
Editor: Tim Kemp, 36 Globe Place, Norwich, Norfolk, NR2Z 2S5Q. z

Price £1.50 per issue. Reviewer - SHARON HARWOOD

From Beyond 1s a new bi-monthly fanzine aimed specifically at Spectrum
Adventurers, and is brought to you by the co-writer of PROJECT X-THE
HICROHAN and THE O ZONE, Tim Kemp. It consists of 50 AS5 pages packed
tull or Reviews, Adverts, Tips &and Adventure News together with a
regular Prize Crossword and DIY Adventure Writing series. lssue 2
being reviewed here, also contains the second part of an interview
with Jon Lemmon, A Programmer Profile of Jack Lockerby &Bnd an
introduction to the From Beyond Happing System.

The magazine begins with an Editorial and then moves on to an
explanation of the FB Review System which gives an outline to the
ditterent categories wused (ie Storyline, Fackaging, Screens, The

Adventure, Good and Bad, Conclusions). Each review is very in-depth
snd covers an average of 4 pages. Marks are given to each category and
the reviewer finishes with an owverall percentage, arter giving his

personal views of the game. The games reviewed in this issue include
INTRUDER ALERT, INVADERS FROM PLANET X, CRACK CITY, GORDELLO INCIDENT
and BEST OF THE INDIES.

The DIY series gives an insight to adventure writing and in this issue
deals with i1deas and how to develop them. | believe it will eventually
lead i1nto the programming of the game, but | found it most interesting
to start right from the beginning. Tim has &also chosen to include a
Video Keview in the magazine, in this case STAR TREK V, and although
this didn't appeal to me, it is at least in keeping with the Fantasy
and Science Fiction theme, and may theretore be viewed as a bonus to
some readers.

Hints and Tips, under the heading "Adventure Helpline"™ are provided in
the DRARREG EKIH style (ie backwords) and although there weren’t many
ot them, Tim did finish the section with a plea for contributions.

I tound both the interview with Jon Lemmon and the protftile of Jack
Lockerby very interesting reading, as personally, | think it enhances
the gawe when you know a little about the author (or perhaps |'m just
nosey!). | know from the editorial, that Tim has "shelved™ a few ideas
namely the "My Favourite Problem™ section and the "What HNaow?"

computerless adventure chal lenge competition, until the readership
picks up, but | think that, even as 1t stands, the magazine is well
worth subscribing to, especially if, like me, you never get enough of

"Frobe".
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— S1ITUATIONS VACANT o

Granola miner’'s widow (47) seeks enthusiastic young man with excavator
to work large mining concession. Strong heart and flashlight eassential
{tHusband #1 eaten by Grue!). Fartnership (business? marital?) a
possibility tor successful applicant. Please send photo of excavator.

Box 12/01.

Housemaid required, live in/out. Good looks essential. Persons of an
inquisitive nature need not apply. No pets allowed under any

circumstances. Apply Jasper Quickbuck. Box 304.
I AR RS SRR SRR RS R E R R R R R R R R R R R R R E R R R R N R E N E R E E YR R E SR RS EEEEECEDE

o

g R e o



W NEWS
L]

TOPOLIGIKA TO CONVERT THEIR ADVENTURES TO THE ATARI ST! %?(
Topaligika's latest press release inforas us that they are preparing Atari St conversions o
their excellent adventures. The titles will include COUNTDOWN T0 DOOM, RETURN TD DOOK, LASY
DAYS OF DOOM, PHILOSOPHER'S QUEST, ACHETON, KINGDOM OF HAMIL, AVON, HUJRDAC, HEZARIN and GIANT
KILLER. All these adventures are excellent. Topologika are renoun for their huge and intricate
adventures and it is great news for ST adventurers who haven't had the opportunity to play
these. Watch this space for further news as it arrives. Topoligika forgot Lo send me the press
release this time so wy thanks to Meil Shipman for thoughtfully enclosing it,

GUOD NENS FOR SPECTRUM ADVENTURERS!

Uur own June Rowe and Paul Cardin have got together to produce an adventure! This will be
something to look forward too. Paul has already written THE INNER LAKES and CAPTAIN KOOK, and
June has produced ideas for adventures for such companies as Level 9, so you can be sure this
Joint production will be excellent. June and Paul tell wme it will be called JESTER'S JAUNI.

Hopefully it will be ready around the middle of Janvary. Further details will be in Probe as |
receive them.

CHANGE OF PLAN FOR NEW RELEASE

Hartin Westvood of Interactive Technology tells me that his next release will not now be
OPALINE because of some design faults. Their next release will now be DEADFALL. This 15 a
folfow up to WEIRD TALES and it should be available in late Deceaber or early January 1991 and
will be for the Atari ST/STE only.

NEV ADVENTURE TO REACH WIDER AUDIENCE

In the fast issue of Probe you will have seen the review of FIVE ON A TREASURE ISLAND sent in
by Phil Glover. This was for the Sam Coupe only but now Phil writes to tell me that he has
heard from Enigma Variations who say they have nearly completed conversions for the ABk
Spectrum and the 120k Spectrus. Mot only that, but they are busy writing conversions for the
Aastrad CPC and are engaging another programeer to do the conversions for the 16 bilt machines
too. | have alvays been an Enid Blylon fan so an looking forvard to Lhe Atari ST conversion so
| can play this adventure myself!

ATARI ST PUBLIC DOMAIN

John Barnsley has written to inform me that he now runs a large ST Adventurer's Public Dowain
Library. John has sent me his latest catalogue which has been divided into ELEVEN sections io
help you find the particular group of prograss you want. These include GENERAL ADVENTURES, AGT
ADVENTURES, OTHER GAMES AND ENTERTAINHENT, MAPS ON DISK, SHAREVARE, ST ADVENTURE SOLUTIONS,
SPECIAL SOLUTION DISKS, GENERAL SOLUTION DISKS, DEMO'S, ADVENTURE RELATED UTILITIES AND OTHERS
and CHILDREN AND EDUCATION. This range of PD and Sharevare programs has been carefully selected
from libraries throughout Europe and the USA and will be updated every J months. Each FD disc
costs £2 but John is also offering quite a fev SPECIAL OFFERS so, why not write to John for the
latest information to 32 Herrivale Rd, Rising Brook, Stafford, Statfs, ST17 9EB.
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o7 7~ GRAND CHRISTNAS CONPETITION A\

All you have to do is to read through the following short story and see just how many adventure
Uitles you can identify hidden within the text. MNote that the titles can be split between
ditferent vords or sentences, i.e. ...as he looked at the AD. VENTURE seesed ideal so... The
vinners will be those who spotted the most titles. Software prizes will be avarded to the
vinners so please state vhich sachine you have when you send in your entries. Subscriptions to
Frobe will be offered to those whose sachines have no software available - so EVERYONE can
enter. Final date for entries is 14th January 1991 and results will be published in the
February issue of Probe.

FORGOTTEN PLEASURES

Angellque vas disappointed and very bored. She had planned a lovely holiday and had thought of
going on a Dallas Quest, or a visit to Africa Gardens but decided, one dark night, on a white
Christmas and when she tad received her pay off from work, she had booked for lee Station Zero.
But her flight vas now earthbound because of the bad weather and she had now missed the
deadline. 5She had so longed to see the width of the world. She poured herself a drink and sat
down in front of the fire. Lance, her brothet would be disappointed that she couldn’t make the
trip this year. She gazed at the picture of innocence, a photograph of her boyfriend, Demnis,
through the drinking glass and sighed, for he vas lost in the Amazon, the quest he had dreased
of had ended mysteriously and she had heard nothing since the day before her last interview
vith the Star reporter. Now the case of the wissing explorer, hunting for the lost city vas old
nat following the latest news of the trial of Arnold Blackwood. Her holiday to remember was
cancelled and staying at hose over Christmas vas alien to her. She tried watching the
television but found there were only re-shovings of old files such as Escape from Devil's
Island and The Saga of Erik the Viking. Should she stay in because of the blizzard? Pass the
evening indoors because of the dark stora? She longed for a bit of adventure, vas fed up with
tureaucracy and felt she was living on borroved time until the festive season passed, She had
really longed to exchange her life in Essex for the high life in the Golden Apple that year but
following a short stay in hospital, adventure had been the last thing on her mind. She had
caught a nasty virus but, thank goodness, she hadn't needed the operation. Berlin had been her
second choice but she hadn't got that job either. She valked restlessly through the open door
into the kitchen for another drink and thought of getting smashed. "Ronnie goes to Hollywood
next week to meet the Thoapson twins, Why was | uninvited!", she thought. Ronnie was her boss
and she called him the miser vith some venom. It seemed that everyone could runnaway except
herselt and she, most of all, longed for escape.  The traveller actually had the cheek to tell
everyone that the visit vas top secret, Feeling as if she was living in a haunted house,
Angelique decided to defy the elements and g0 for a walk into Hampstead. She opened the green
doar and stepped outside into the front garden which was is shadow. Gate stood open under a
sound of snov. She stepped through onto the lane and looked around her. It looked like 3
winter wonderland. A red moon hung suspended and shining from out of a dark night sky. A star
tuinkled as brightly as a super nova. The woods of winter in front of her house logked
beautiful with their branches laden down with snov, rather like the forest at worlds end. She
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vas Just starting to turn tovards the town when a snowball hit her full in the face and near |+
knocked her over. She turned quickly to see the small lurking horror, half hidden behind
tree."Bertie Molesvorth, you moron!™ she shouted angrily at the now cowering boy and feeling as
it she could hit his, "If you ever do that again 1'1] tell P.C. Matt Lucas and then you'll
regret it!" As the beast ran off, skirting past Stoneville Manor at breakneck speed (there had
been a murder at the manor a few years previously and all the village children thought it was
haunted), she turned and walked along tawards the village pub, the Red Lion, It has once been
called "The Smugglers Inn" but as there wasn't a smuggler's cove for miles around the name had
been changed some years ago. The breakers hit the shore many miles avay now. It looked as if
it should be the haunt of members of the underworld, The village church, Holy Trinity, with
[ts large white door was silent as she passed and came to the village school. Nightasre
meaories flooded back to her everytime she came this vay. She vividly remembered failing the
test and having lots of teacher trouble when she had become number & in the village school.
Something attracted her attention and she quickly gianced to her left towards the marshes. A
Will 0" the Visp floated betveen the trees and in the moonmist that played across the aarsh.
She was tempted to investigate but didn't want to end up in the pete bog and become stranded.
As she wandered along she thought of Dennis and how they had met during a journey one spring,
and remeabering their cuddles, his personality vas magnetic. Hoonlight shrouded th lane and
the grey stones of Castle Blackstar up on the hill between the trees. [t }eally made the
castle eerie and gave it the colour of wagic. 3he turned off the lane and made her vay through
the large iron gates onto the overgrown and snow covered path towards the castle and leaned
against the bast of the old black fountain as she studied the crusbling valls, trying to
imagine hov it would have looked in its heyday, as the Count sat in his great hall surrounded
by his family as they listened to the bards tale with the serfs bustling about amidst the
ballyhoo of the kitchens. Legend said that the castle was under the curse of Shaleth which had

sonething to do with the theft of a crimson crown, but she wondered if anyome had reall,

suffered beacuse of the curse, least of all the thiet. It was all probably a syth. The cld
pond was almost iced over now where once upon a lily pad a toad had croaked out his evening
sony. The changing seasons were a never ending story. She turned and looked along the downwacd
slope of the hill and saw the vhole village of Harboro spread out below her and the mnoniight
glistening on the snov covered playground where the cricket crazy kids played during 'he
sumper. Suddenly she felt an old urge come upon her, the calling of her computer! Of course!
That was the ideal way to spend her vacation! She hadn't played an adventure for ages. Oh the
joy of remembering the pieasure she had had whilst playing The Hobbit and discovering for the
first time what enjoyment an adventure could provide. She hurried back along the way she had
come towards her home, the littie house which had been a legacy from her uncle, which suddenis
looked more like an enchanted cottage than a haunted house. It felt like a return to eden. 3he
hadn't used her computer since the return of the joystick to the cupboard months ago. The
challenge ot a nev adventure would be just the enchanter she needed to bring her out ot the
black mood she had been in for hours. She felt as if she had discovered the secret of lite of
3 wishbringer. fes, that was the answer - she would load up 2 new adventure as soon as she
could. "1 wonder which one | will play:" she wondered happily to herself as she emtered the
varm and now welcoming house. She would be a dragon slaver once again and have a really happ:
Christmas!
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COMMING IN THE 20th CENTURY

By BOB ADAHS

Comsunications. Modeas. Protocol. Bits per second. RS232 interface. Downloading. Hacker. Mbx.
KF. PRAM's etc. Do any of these words / abbreviations, f1ll you with horror? Is this one of the
reasons why you have never considered connecting your computer to the wonderful B.T. (British
lelecon) telephone lines? Does it all sound too technical or 2ist century? Does the jargon
scare you oft? Do you not understand what all the fuss is about or why you should vant to join
in anyway? Would you like to receive free software?

It you have just answered YES to any of the above questions, then | hope that some of what
follows helps you to understand a little more about the world of 'going on-line’ or
cossunications. For any readers that do not have a telephone, may | suggest that you go and
read the ten pages of Spectrum software adverts and we will catch up with you later. Okay? Bye.

Right, that's got rid of thes, nov we can carry on without interruption. What | intend these
article’'s to contain, is an easy introduction of how you can join in the great commumications
explosion, from the coafort of your oun living room. | will try not to baffle you with science
or use too such jargon without explanation. To anybody that is already 'on-line' | apologise if
| seea to be too basic but the problem with this type of article is, not knowing at what level
to pilch it. So for safety's sake, 1've chosen to aim it at the novice, or as Prestel put it so
succinctly, the virgin. Their word, not mine. All you need basically, is a telephone. As you
probably already know, il is quile possible to pick up a phone in say, Chipping Sodbury and
dial direct to the other side of the world. The fact that the other side of the world is a
place full of kangaroo's and that they also speak English, means that we can 'Comsunicate’ ie,
we can talk to them, they can understand what we have said, they can therefore reply and we can
understand what they have replied. Eureka! We have two-way comsunications. Hence the arrival of

"Neighbours' but that programse only goes to prove, that two-way comsunications is not alvays a
good thing!

Hov whal happens if the person in Bath (I've changed Chipping Sodbury to Bath as it was taking
se loo long type it in al two fingers per minute) just happens to be an Amstrad CPC computer
(houray!) and Lhe kangaroo in Sydney owns an Amiga ST 1040 Batpack Double Gizmo? (boo!) Well,
vould you believe that they can communicate in just the same way? Not in English though, but in
Binary. All computers understand Binary. It is their life-blood. Husans however, on the whole
du not understand binary, neilher do the telephone lines. Ham, seen's like we've got a problem
here, but why? Well the reason is, when the telephone system was developed back in the days
before even the Grue was born, all that was needed was a syslem of wires that vas capable of
Lransmitting the sound of the human voice over a known distance, ie, an audio (voice) signal.
Thal's what was designed and to a large extent, that's what we still have today. Enter the
cosputer. The computer as you may have discovered, (especially when playing certain
adventures), does nol understand English or any other type of audio cosmand.
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50 there we have it, or not, depending on your point of view. Fersonally, | felt the file vis
far too long for an advert about a mortgage loan but as they were paying me, it seemed churlish
to coaplain. Now onto the Canmes festival.... Sorry, bit of line noise corrupted our signal
just then. Line moise? I'1l come back to that laler. So there we have it. A telephone systen
Lhat is designed to transmit and receive voice signals and a computer at each end that wants to
send and receive binary signals. Can the tvo be' made compatible and will it be a happy
marriage, or will it all end in tears? Yes they can. Enter Barry Nora... no sorry, that should
have been, enter the MODEM.

Every other article that | have read about 'Copas’ alvays takes at least a paragraph to explain
that HODEM is an awalgamation of Modu... so I'm not going to. A far simpler approach is to say
that a Hodem is a bor of whizzo stuff that you connect to your computer and it converts the
binary message you want to send into an audio form thal is understood by B.T. This is sent down
the phone line as a 'voice' signal until it reaches the modes at the receiving computer's end,
where it is converted back into a binary signal and fed into the receiving computer, Okay?
Provided that the file or message you sent is in ASCII format, it doesn't matter if you are a
Spectrum talking to an IBM, or an Amstrad comnected to an Amiga and so on, Lhey will all be
able to be understand each other. The screen full of text appearing on your machine, will also
appear on the screen of lhe receiving computer and visa versa, even in Scotland! As it is in
Ascil, you'll be able to save to tape or disc and reload it al a later date into a word
processor and play around with and aiter it, to your heart's content.

So far so good, but the cynics amongst you are probably thinking, "Och, | can print out my tile
on paper and send it via the Post Office, so what is the advantage of using a modes, the noo:"

In one word, the answer is SPEED.

Let me give you an example. *Friends, this story is true for | was the idiot". | was working on
some files one evening, transferring from disc to disc and generally tidying up, when suddenly
ey disc with all the important stuff on it became corrupted. The damaged disc also contained my
favourite disc operating utilily, (NSWP). Panic! What could | do at 9pm on a Sunday night. Fop
out and buy a nev one? No chance. Wait till next Saturday or longer before a new copy arrived
in the mail and not use my computer in the meantime? Definitely out of Lhe question. So what
could | do? What | did vas, | rang a good friend who also had a moden and a CPC, told him what
files I needed (Public Domain by the way), and by the time ten minutes had passed, | had the
NSWP files safely stored again on a new un-corrupted disc, after he had sent them down the
telephone line to me, via our woden’s. By 9.15m | was back o sorting out my disc coliection.
|apressed?

Of course speed is not the only reason for using a wmodes, but it is very difficull to ignore
il. The reason | say that, is because | am finding it wvery difficult to think of any other
reason. | am trying to remember exactly WHY | decided to "go on line". | think the main excuse
| had, is that I have an in-exhavstible desire for knowledge. 1f I do not understand something,
then | either have to master it or pretend it's un-important. Either way, | have to give 1t a



try and the easiest way to learn is to have "“hands on" experience. This is how | got involved
tn cosputers in the first place and the learning process has never stopped. | hope it never
aoes,

As | mentioned 1n my original letter on this subject, if Adventure Probe had a modes and |
vanted to transeit this article direct inlo the computer sitting on the Editors desk, it would
be so simple. AL this point, ¥ , yep that "¥' just then, this article is about 7K long of Ascii
texl. That would take about 4 seconds to transmsit {from London to Wales. Do it after Gpm when
phone calls are cheapest, even at long distance rates, 4 seconds 1sn't going to break anyone's
bank 1s 11 (As long as you hang up before HMandy grabs Lhe line and starls chatting). Which
leads me onto the most frequently asked question | gel about Comss. Is it expensive?

Everylthing 15 relalive and whal | may consider expensive, you wmay not and visa versa. It all
depends on how often you use your phone nov and whether you feel that using your phone more in
the tulure lo gain knowledge is a wise investment or not. Eg: If you spent all week phoning
every help-liner you could find, in order to discover say, how to get past the hacker in
Lurking Horror and after 2 hours of total calls you finally learn the answer, only to get stuck
dgatn at the very next problem, would that be considered vorth-while expenditure, when you
received the phone bill? Or, if | told you the number of a Bulletin board that had the full
solutton to Lurking Horror, that you could down-load in about 10 seconds, would that be better
value? Of course, to be able to do it you would have to own a modem, probably an interface and
ol course, some software. Which is cheaper?

As | have already mentioned, everybody will have a different answer because we are all
ditrerent and have different opinions of perceived value. My good friend Terry Roberts has
already expressed his opinion that he thinks "going on line® is a waste of money. By the way,
or BIW as they say "on line®, | owe Terry an apology as he teels | slandered him, when | wrote
that he doesn't have a clue how to use his wodem. What | should have said of course was, *Terry
doesn't have a clue how to use his SON'S modes.” (kay Terry?

still on the subject of momey, if you, or a wember of your household, is into regularly
dialling one the thousands of 0898 numbers, whether for "recipe of the day’ or 'Kinky Tina's
dirty week-end' you'll know that these calls are charged at 25p per minute, cheap rate. For
25p. | vould expect to be on-line, using my modem connected to a local BBS, (Bulletin Board)
for 25 minutes and have gained some valuable information and at least down-loaded some files or
text, that | would find useful in the future. On the other hand, YOU may find Tina more useful.
ks | said, it's all relalive.

See you all here again for part 2? Great. Bye bye. Please hang up now........... .

I R O R I R
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THE ALTER-ALTERNATE CUNVENTIUN REPURT
The WAYFARER endeavours to put right a few misconceptions in the
alternative Convention report.

Having been one of the first to arrive in the hall, and being greeted
by several people with tears rolling down their cheeks. Not that they
were overcome with emotion at seeing wme, more they were crying with
mirth at the sight of in excess of 6°' of Sussex Pillock wandering
around clattering like a used ironmongery stall and wearing a cape
which made him look like the Phantom of the Opera. The firm | rented
it from were concerned that | wAS too tall for it... | ask you, it
reached my ankles, if | had been Bob Adams size it would have trailed
behind me and been like the entry of a royal bride. (IE the train
would have been longer than the commuter train to London!)

Hy initial nervous doubts that | had gone too far over the top were
soon dispelled... | had! Still, never mind, it was to get better
during the Convention. People started to arrive and it was nice to
meet so many who | had only spoken to on the phone previously.
Strangely most were as | pictured them, though there were a few
surprises. However, to set the record straight,

Firstly Vicky Jackson did suggest to Bob Adams that he use the side
entrance to the Hotel, Bob did not notice that it was the side
entrance to NEXT DOOR when he 1ignored it. My first meeting with Bob
was truly memorable. | was standing quietly, cloak shaking in time to
my knees, when this small figure appeared and started leaping up and
down in front of me. My tirst thought was that it was either Kevin the
Gerbil after my throat or a Gnome on a Pogo stick; neither was
correct, it was an Asster making titanic efforts to launch his
somewhat short-sighted eyes to a level where they could read my name

tag. | took pity on the rapidly getting puffed out Amster and lowered
myself to a more readable height.

After a short while a crowd erupted into the already burbling hubbub.
At first glance | thought they were a Ilynch party in hot pursuit ot a
wraith like, long haired person in a strange cap (which had menacing
eyes). A closer inspection revealed that the Gruemobile had docked and

this was the intrepid Grue and the Conventioneers he was giving a 111t
to.

About now | should say that Dicon Peeke was right when he said that
Grues were cute and pink and cuddly... however he got the wrong one.
It is the female of the species (not the male whose craggy features
were definitely etched with a 2a4-pin burin as claimed). BEWARE DICON,
for it may be a case, as Kipling stated, of "The fewale of the speciles
is more deadly than the male™. Certainly | enjoyed meeting a lady whom
| have had many a laugh with on the phone.

Bob was in error when he thought | had masonic tendancies, the trouser
leg was only rolled up because after 4 hours without food, Grue found
the considerable size of my leg too wmuch to bear. With a lightening
flash of a 24 inch fang he had split the seam, and was just about to
bite the hapless adventurer when Hrs G reminded him it was a
Convention not an Infocom. So you see Bob, the trouser was rolled to
stop the flapping material causing someone {injury, and the strange
walk is a result of falling awkwardly down the chute in the coal mine
in Zork 1. Also | think the Amster must be hard of hearing, when |
spotted him reading the ladies tags actually | said "Bob you've got
immoral eyes™, not as reported. | did drag him to the Probe stall,



but 1n an attempt to get him to buy an "| Love Grues"™ badge (at which
a tur ball seemed to stick in his throat, and he exited clutching his
wallet).

However full marks to Grue for compressing B8 feet ot slavering
creature with 24 1nch tangs i1nto a 6 toot, slim built human-suit, and

not a join showing. Also to Hrs G, however it must be said that it
would take any self-respecting, human-eating carnivore by surprise to
be called by his unknown name. After all "Grue" sounds menacing, but
SNUOKUNS. .. 271! :

As Lo chickens being rare in Birmingham, Penguins are even scarcer.
(Have you ever seen a Kentucky Fried Penguin shop?) Like Bob, | must
say @ special thank you to Lorna Peterson who forsook her breakfast to
point a lost traveller in the right direction. Also to Vicky who
exited to "stick one on Bob Adams", only to find someone else had done
it!! Last but ngt least to the Amster/Grue combine, and to assure them
Lthe boot 15 alive and well... AND ONLY LENT!'!

Footnote:
For me the "quote of the Convention™ was from Paul Rigby who asked,

"But who are you really?™ - Good question, | sometimes wonder whether
The Wayfarer or Nic Rumsey is the Alter Ego! P

IllllllllllIIIIIIIll!hhlihlllllllhlltllil!Iiilllliillililllll!l =
FISHING FOR RED HERRINGS y

MINDF 1 GHTER by MARK ELTRINGHAM played on Amstrad

Fenknite, Dead Rat, Harry, Robert, Cell 2 Canvas Bag, Moss, Steel
kod, Glass Fragment, Easel, Wardrobe, Soap, Towel, Everything in the
kitchen except the Kettle.

NOW A by JOAN PANCOTT played on Amstrad

Compass, Food Pack, Grenades, Knife, Moonrock, Nuclear Borer, Silver
Indentcard, Skinsheet, Spanner, Toolbox.

SECRET OF 1.1 TTL1L.E HODCOME 3
-.-:*fp By VICKY JACKSON played on Spectrum *‘
B = -

Piece ot Paper, Pistol, Pine Cone, Rat.

PENDANT OF L.OGRYN by DENNIS DOWDALL played on Spectrum

ked and Green Vial, Brown Jar, Sword, Clothes, Hat, Picture, Beer,
Spear, Gloves, Gold Knite.

Wil TCH HUNT (Classic Quests)
By VICKY JACKSON played on Spectirum

bmall Pot, Earthenware Jug with Leaves, Leather Purse, Fly Paper,
Brack.

EXCAL I BUR by VICKY JACKSON played on Spectrum

Crimson Fish, Piece of String.
IIIIIillllllil"llllﬂll'l.‘ﬂIIIII.I‘I-Illll'III'IIII*III'IQ.'II"'II*'IIII

Fage 18 Adventure Probe



CHR IS IT'MAS L1 STS
By STEVE CLAY
YOU KNOW ITS CHRISTHMAS WHEN:
Nine out ot ten adverts on TV are for toys.
The tenth is for batteries to put in them.
Adverts appear in the local papers decorated with little snowmen and
pieces of holly.
Shops make the heartbreaking decision to raise their prices.
Collection boxes spring out at every coiner.
Sons, daughters and other young relatives develop an illness known as
"l WANT FEVER™.
Auntie Doris from the Outer-Hebrides turns up on your doorstep.
< Slade are in the charts.
Old blokes smelling of scotch, dressed in baggy red suits and sporling
cotton wool beards pop up outside all the shops in town leaving you to
explain to your children why they can see tourty seven Father
Christmas' when there is supposed to be only one!
Stupid lists like this appear in otherwise sensible magazines!

CHRISTHAS WOULDN'T BE CHRISTMAS WITHOUT:
Toftee fingers out of Quality Street.
Turkish Delight (bits of sponge packed in talc).
Dates (Does anyone actually eat these things?)
Underwear/socks.
Relatives (Don't you just love 'em?)
Films: The Great Escape, Jason, Digby etc.
Walt Disney.
Turkey (Unless you're a vegetarian, then its Turnips.)
Queens Speech.
Wishing it was all over!

IlﬂﬂillﬂlllllﬂﬁliI.‘II!‘NIIIIIll'lllllllll'llllllﬂlllllll'lIlIIllIIlil

December is the perfect time

To write a silly Christmas rhyme,
So, pen in hand, | sit and ponder -
Is that Santa standing yonder?
Yoo-hoo! Santa! Please come here -
Let me whisper in your ear.

1 hope my wish is not too shocking:
1'd like an Amiga in my stocking.
Failing that, an Atari would do...

But | *spect 1'11" just get a game or two.
What do you mean, I'm too old to play?
111 have you know, [ do it all day!

June Howe.
III!IIIII!IHIIIIIIIIIIIlIlll!illllll!lllllllllllI!IIIIIIIII!IIII'II!II

HEL P WANTED
"Please can any Probe reader help me with THE CASE OF THE BEHEADED
SMUGGLER. How do | get into the attic, and how do | open the chest 1n
the cellar? If anyone has the full solution | would be most grateful."
PATRICIA NAYLOR, 40 Hanchester kd, Prescot, Merseyside, L34 1NG

=="‘""H===="“".'£':==-"_"====:2.‘=:=='—::=:===::===::t============‘_"===::::.—_:==?.'.'_"

"Please could anyone provide a "Getting You Started"™ for CASE OF THE
HIXED-UP SHYMER and WHIPLASH AND WAGONWHEEL. I'm hopeless as | just
sort of walk around the first ten locations 1in a state ot dazed
frustration.”™

GRANT WILSON, 1B Loudoun Rd West, Newmilnes, Ayrshire, KAIG 9JA
IIiiiillﬂl'*llllllﬂﬂIIIIIIIIII'I"IIIIlIII!I|IIIIiIIIIIlllﬂi!ll'lllli'



T L TILLE Tl -k ST
By JIH STRUTHERS

It you twist some of the titles of adventures arocund and trest them as
anagrams you can come up Wilh some interesting permutations!
BALROG AND THE CAT - AL GOB AND CHATTEK
RED HOON - DUUR HMEN
DOMES OF SHA - SOD OF SHAME
NECRIS DOME - DUONE CRIHES
LANCELOT - CELLO ANT
RETURN TO EDEN - NUT TREE DKONE
STATIONFALL - FAT STALLION
THE MISER - STEEK HIHM
TAILSPIN - TIN PAILS
THE |ISLAND - LITE HANDS
Thus inspired, here are some by HANDLY!
HAGICIANS BALL - BLAC HMAGI SLAIN
CULLOSAL CAVE - SELL COCU LAVA
DUNGEUN ADVENTURE - DOVE UNDER A TEN GUN
OFPERATION BERLIN - IN LAST ATE POUK LION
LOKDS OF TIME - FUOUL RED HIST
INFIDEL - FIND LIE
UNINVITED - DIVINE NUT
CASTLE HASTER - LETS SCREAM A1
LEGEND OF THE SWUORD - THE END OF LEG WUKDS
(Ferhaps other readers would like to try their bhand at this. The
runniest ones could even gl e - @ T et e ioay St n Sl O T - Mandy 1}

lll!ll!'l!lliiiliIIIII!II'IHIII!!!IIIIIIII!IIHIIIIIIIII'*IIIIlIlIIIIC!II

THE HAPPY ADVENTURER
A merry ditty sent in by KEITH BURNAKD

| love to go adventuring,
On my Spectrum 4BK.

And as | go adventuring

| try not to lose my way.

While | go adventuring,

Happing as | go.

Fighting Demons, Dragons and Orcs,
Killing them with one blow! :

N

Now that |'"ve been adventuring,

Great fumn it has been.

Getting helip trom friends afar,

Who also think it's their scene.

If you go adventuring,

With your knapsack on your back.
Please support the "Home Grown Games"™,
And buy them by the sack!

(Software)
Buy River and from Tartan and from Atlas and F.5.F.
From Stormbringer and Zenobi and any that | missed!

Chorus

IililillilliIllllllllllllllhllllllliillliI!hllllllilllIl"lll"l‘lllllI
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Zenobi Software

THE Secrel r'.'-”fll'h!j
O LiTTLE
HODCOME

It was quite a surprise when the letter
arrived informing you of your inheritance,
especially since you had long forgotten
about the distant relative who had left

it to you. However the idea of nice little
cottage in the country had a certain 'ring’
to it and you were looking forward to seeing
the place and looking it over.

For the next few days you busied yourself

in the local 1library, reading up on the
district of the country where the cottage

was and learning as much as possible of the
local history of the place. Though to be
quite honest you were a shade surprised to
find that very little seemed to be known about
the hamlet of Little Hodcome.

\
Eventually the morning dawned of the day upon ADVEHTURE

which you were to travel to Little Hodcome and
after a light breakfast of coffee and toast

you set out to meet the estate-agent, who had
promised to await your arrival at the cottage.

Spectrum 48K/1 28K+ 2+

NOTES

This program will accept all the standard commands such as EXAMINE, SEARCH, TAKE,

DROP, ENTER as well as the more unusual 'RAM SAVE' and 'RAM LOAD'. Use the latter

to save a game position to and from memory (instant recall) howvever always use the
more normal SAVE and LOAD in order to make a more permanent record to tape.

HINTS

If it is too dark to see you will either need a lantern (1it) or else you will simply
have to feel your way around. Also make sure you take note of everything that is told
you and that you utilise all you will learn.

Discover the source of the 'evil' force that pervades the hamlet of Little Hodcome.
Learn how to put a halt to its awesome powers and set free the villagers from its
grasp. Find the only man who can tell you the dark secrets you will need to know to
defeat the 'evil' force and cast it from the land .....

Zenobi Software
et 4 st | AOVCICUTRES | sy s /e




e SFELIL.BREAKER M e
SPFELLBREAKER! is Probe's "brother™ magazine and they are both produced
to compliment each other. SPELLBREAKER! is packed full of maps,
solutions, part solutions, hints and tips, and all sorts of adventure
help. SPELLBREAKER! is produced in the middle of each manth and costs
just £1.50 and is available from:
HIKE BRAILSFORD
19 NAFPIER PLACE, SOUTH PARKES, GLENROTHES, FIFE, KY6 1DX

ilIilﬂll!ﬂliIlIlillIIllIlllillIIlllllﬂlIIIIIIIIIlIIIIlﬂIIIlIIIIIIII*II

o SYNTAX e M
THE DISC HAGAZINE FOR ST ADVENTURERS
SYNTAX is a bi-monthly STE-compatible magazine for colour or mono
systems (please state version required when ordering), packed full of
reviews, solutions, hints and many other items of interest to the ST
adventurer.
SYNTAX costs £3.50 an issue or a year's subscription costs £20.
Cheques/Fostal Orders should be made payable to S Hedley
For more details or to subscribe contact:
SUE HMEDLEY
8 WARWICK ROAD, SIDCUP, KENT, DA14a 6LJ

IIIIIIIIIlli.llIIII!I'IIIIIIII!!Illllllﬂ!llﬂllIlllll.lllll'lilllllilll

ATTENTI ON AMSTRAD CPC USERS ! @

THE UNI TED AMSTRAD USER GROUP
set up by CPC users for CPC wusers. A bi-monthly magazine CPC USER
containing in-depth software and hardware reviews. Generous discounts
on hardware and software from 5% to' 35%. International membership,
competitions, member-to-member contact section. FREE PD Library, Book
Library and more. For more information contact:

TONY BAKER, 26 UPLANDS CRESCENT, FAREHAM, HANTS, P0O16 7JY

You won't be disappointed!

IIIIIllllllﬁllllliﬂlllIlllllﬂ!‘.IIIUIIIIIIIIIIhlll!l.liilil.iﬁll.lllll

o M M oOAS 1 S o M M
Do you feel that sexism is ruining the software market for women? Do
you feel angry when you see software advertisements which are
ottensive or degrading to women or men? Now you CAN do something about
1t! Join the Organisation Against Sexism In Software and help to clean
up the software industry. Every member receives the bi-monthly
news letter with all the latest information, news and views. Hembership
costs just £3 per year. For further details or to join, contact:
SANDRA VOGEL
45 RAVENSBURY COURT, RAVENSBURY GROVE, MITCHUM, SURREY, CRa4a aDW

lIlIII!lIII'HIII!IIIIIIIlIIIII!HIIIIIIIII*I!IIIlllllllllilll.llllﬂl.ll

SPLATT ! @
The zany adult cartoon magazine drawn and written by our very own
Crazy Kez Gray. Issue 2 MNovember-December 1990 is out now! More fun
with the usual shower! To order your copy make cheques/postal orders
payable to K.GRAY and send to:
CARTOON HOUSE, 3 ALDER CRESCENT, ORFORD, WARRINGTON, WAZ2 BAQ
Go on! Give yourself a treat!

(!'m reliably informed that we have a Probe Convention report in this
issue of Splatt!.. “only L1335 < . ... .n... A=A ek S e e e e . . Mandy)
!lllillilﬂlll!llllﬂjli‘lllII;!lll!Iill.l.iliﬂl'illlllllllIlllillli.lll
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nxa SFECIAL CHRISTHAS OFFERS FRUM swaw
ATI.AS ADVENTURE SOFTWARE

THE CASE_OF THE HMIXED-UP SHYMER: A lighthearted adventure romp through

the land of Nursree where things have gone wrong. Futting them righ!

can have hilarious resulls. Written by Sandra Sharkey. Availlable on
cassette for Specirum, Commodore and Amstrad CPC - £1.9Y9. Available on
disk for Commodore - £2.9Y9 and Amstrad CPU - £4.9Y9,

THE BLACK KNIGHT ADVENTURE: A two part text adventure set in the
golden age of knights, mystery and magic. Can you deteal the evi|
Black Knight and his minions and restore peace to the wvalley once
more? Written by Mandy Rodrigues. Available on cassette tor Spectrum,
Commodore and Amstrad CPC - t2.94. Available on disk for Commudore

£3.99 and Amstrad CPC - £5.99.

ATALAN: A light hearted, traditional, text only adventure. Casl away
on a mysterious island full of treasures and danger. Can you find al
the treasures and make good your escape! Written by Mandy Rodrigues.
Available on cassette tor Spectrum, Commodore and Amstrad CPU - §£2.4y,
Available on disk for Commodore - £3.89 and Amstrad CPC - t5.99.

HARBORO = ST JIVES = LOST IN THE AMAZUN: Compilation ot three text

only adventures written by Dorothy HMillard. Each ftull size adventure
contains enough problems and puzzles to keep you busy for weeks.
Available for Commodore only on casselte - £5.50 or disk - £b.50.

TROUBLE AT BRIDGETUN: You have been left in charge of BHIDGETUN
ASSYLUM for the atternoon but something is wrong'! All the patients

have walked out! Can you tind them all and persuvade them all to
return before the Hanager gets back and you lose your job?

Available for Commodore only on cassette - £2.50 or disk - £3.50.
SPECIAL CHRISTHAS OFFER! - UORDER ANY TW0 CASSETTES AND DEDUCT S0P EROUM

YOUR ORDER OR ANY TWO DISCS AND DEDUCT E1 FHUM YUUR ORDER!

THE GRAPHIC ADVENTURE CREATUKR FLUS by Incentive Software wilth disc
accessing for Commodore 64/128K. Now your adventures can be as big as
you wish. The new commands allow you to transport objects two and from
different parts ot your adventures. Advenlure size 1s now only limited
by the amount ot discs you have! Graphics now joystick operated. Disc
with full packaging £29.99 or send your old tape or disc together with
£10 for the new upgraded disk version and manual.

THE BEGINNERS GUIDE Tu ADVENTURING: Written by Dave Havard, this
comprehensive book i1s the ideal guide for the beginner to adventuring
and also contains many items that will interest the experienced
adventure too. Written in an easy to wunderstand way, wWith a whole
chapter devoted to guiding the reader step by step through an
adventure. This book is a must for only tJ.00.

CUOMPUTER ADVENTURES - THE SECRET ART: Written by Gil Williamson, this

comprehensive guide to all aspects ot adventuring and creating your
own adventure is a must for anyone interested i1n adventuring. Normal
price for this book 15 £7.95 - CHRISTHAS SPECIAL UFFEK - UNLY Eka.4b!

Cheques/FU"s payable to ATLAS ADVENTURE SUOFTWAKE and sent to:
Handy Kodrigues, 67 Lloyd S5t, Llandudno, Gwynedd, LL3U Z2YP.

Uverseas readers please add t1 per item to cover extra postage costs.



A VERY MERRY CHRISTMAS & A HAPPY
AND PROSPEROUS NEW YEAR TO ALL
ADVENTURE PROBE READERS, FROM
LARRY HORSFIELD OF FSF JLI)‘JIB;QﬁPIJ!Q!EE!

tttiltlttll‘llttttttttttttlltl!tttttl
As a Xmas present to all Adventure Probe readers, especlally those who
have not yet played any of our adventures, FSF presents the following
special offers! Normally, Magnetic Moon and its sequel, Starship Quest,
are sold on separate tapes, at £2.50 each, or £4.50 if you buy both
games. As a once-only special offer to Probe readers, you can now buy
both adventures on the same tape for just £3.00!! Please note that this
special offer will close on January 31st, 1991, so send your order in
NOW to avoid disappointment! Unfortunately, it is impossible to get the
128k versions on the same disc, so FS8F is slashing the price of the +3
disc versions of Magnetic Moon and Starship Quest to just £3.00 each!!
Agaln this offer is only open until 31st January 1991.

In addition to these offers, FSF would like to celebrate "The Axe of
Kolt®™ being awarded "Megagame" status by Mike Gerrard in his review of
that adventure in the December issue of "Your Sinclair™. Instead of the
normal price of £3.00 (tape) or £4 (disc), FSF will charge just £2.50
(tape) or £3.50 (disc) until 31st January 1991.

HMAGNETIC MOON + BTARSHIP QUEST - Both adventures on one tape = £3.00
128k +3 disc versions (sold separately) = £3,.00

THE AXE OF KOLT....... R 48k or 128k tape versions = £2.50
128k +3 disc version = £3.50

MAGNETIC MOON + BTARSBHIP QUEST + THE AXE OF KOLT (tape) = £5.00

(disc) = £9.00
Prices include P/P in UK; Europe add 50p per order, Rest of World £1.00
PLEASE STATE WHICH TAPE VERSION - 48k or 128k - YOU REQUIRE
S5end your cheque or postal order (made payable to FSF Adventures) to:
FBF ADVENTURES, 40 HARVEY GARDENS, CHARLTON, LONDON, SE7 8AJ

EXTRAIIIl All Probe readers who take advantage of the above offers will
also recelve a coupon giving them 50p off any future release from FSF!!I

Forthcoming Adventures from FSF in 1991:

THE SPECTRE OF CASTLE CORIS8 - This is the next adventure in the smseries
featuring Alaric Blackmoon, hero of "The Axe of Kolt". Created Duke of
High Jamack by the grateful King Kelson, Alaric decides to take some
time off to tour the towns and villages of his new demesne. Forced to
travel on foot when his horse goes lame, he arrives in the town of
Corwyn, to find that all is not well. What is the terror that has been
killing & driving away the townsfolk? Duke Alaric decides to find outl!

RUN, BRONWYNN, RUN - This adventure, already seen by those who played
the "Megapoints"™ competition at the 1990 Adventure Probe Convention,
features Princess Bronwynn, only daughter of the King and Queen of
Alizon, who finds out at her brother's wedding that her parents are
intent on marrylng her off to Prince Timothy of Karsten. No way is
Bronwynn going to marry that twerp, so she decides to do a runner and
seek sanctuary with her cousin, King Kelson of Hecate. Find out what
dangers and perils face Bronwynn in her race to escape the clutches of
the displsed Prince Timothy, and the wrath of her parents!

THE KRATY KARTOONIST KAPER - This adventure, written by Krazy Kez Gray,
the cartoonist, casts you as Cris the Dog, who sets off to rescue his
mistress, Kez the kartoonist, who is kidnapped by the 8.A.8.1 No, not
the Speclial Alr Service, but the Salford Art Saboteurs!! Watch out for
a couple of very well-known adventuring personalities, as you've never
seen them before, among the other zany characters Cris meets during his
quest. Unfortunately, this adventure will be avallable in 128k only. -

Fare 724 Adventure Frobe



ATTENTION SPECTRUM ADVENTURERS

Most of you who are reading this advert right now will
have heard of "From Beyond" - the new bi-monthly
Spectrum adventure fanzine. If you received a mailshot
~ (which most of you will have by now), but failed to have a
look at our latest issue, then let me tell you what you are
~ missing In the current issue... First of all there are some
excellent reviews (all three pages long - or more), a DIY
adventure writing. section, a prize crossword, adventure
help-line, news, Info, letters, a fully mapped gams, etc.
PLUS - as It's our Christmas issue there’s a free 9 x 2.5
inch vinyl car window sticker (with tasteful From Beyond
motif on it), PLUS - to help make your Christmas an
adventure filled one we have teamed up with five famous
adventure producers, (Zenobi, Compass, Tartan, Fantasy
Software and River softwaré) to bring you some
spectacular MONEY OFF and even FREE GAME
vouchers tool "What's the catch?" - there is no catch!
Simply buy "From Beyond" Issue three (the latest Issue),
cut out the coupons and send them to the participating
software houses for sensational seasonal savings like:
One Pound off the latest Tartan Software adventure -
"Gordello’s Demise.", or how about the Compass
Software buy one game, get another of your choice from
the extensive Compass Catalogue absolutally free! For
your copy of "From Beyond" issue 3, send a 1.50 cheque
or postal order (made payable to Tim Kemp) to:

"From Beyond".
36 Globe Place, Norwich, Norfolk. NR2 2SQ.

Adventure Probe Page 25



SPECTRUM ADVENTURES FROM... THE SILENT CORNER

capteasin kKool

The yesr is 2070 ed. Many light-years out, the Captaln, a
senior stellagrapher in the Sth Chrozon fleat is in dire
circumstances - his vessel is ablaze and hurtling around an
uncharted globe. By absurd misfortune, the cryogenic systems
have retained the greater part of his memory. And now,
unfeailiar with the ship's complexities, his problems seem
insurmountsble - to extinguish the fire; menoeuvre the craft
into & safe orbit; dispstch a distreas slgnal: collect the
required survival equipment end teleport down to the surface.
Should he succeed to this point, it is only the beginning...
How cen he survive what could be & hostile environment?

Cen he solve the mystery of Easter Island's stone statues?
Where Is the burlsl place of the vessal left by his ancestors?
Can he operate the ancient craft once more, snd return safely
to OChrozon and his wife and three Chrozlets?

CAPTAIN KOOK. A 2 part text-only adventure. Spectrum 48/128k

>>>>>COMPETITIONC((<( Solve the morse code message in part 1
end win £501'1!

the inmnmner lakes

The first fishing adventure. See Probe November 'B88 for review

Most anglers go fishing to wind down and escape from the
rigours and exertions of everyday life. To sample the tranquil
surroundings of the river-bank and the simple delights Mather
Nature has on offer. The remalinder don't. You are one of the
remainder end you have & task - to catch a record-slzed fish

snd overcome plenty of problams along the way, some of them
whoppers. No red herrings - guaranteed. :

THE INNER LAKES. A text-only adventure. Spectrum 48/178k

CAPTAIN KOOK - £3. 50 THE INNER LAKES £1.50

All parts have different loading screens.

Send cheque/po (peyable to Paul Cerdin) to THE SILENT CORMNER .

3 Lnnadale Villas
(overseas add f1 poatage) Wallasey

Merseyside LAS 4PG
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Bard's Tale 1 help for Amstrad version

Parties FREE with Beginners Guide £4.00 incl map Skara Brae

Tape series grown by Angela includes 24th level characters,
Dragon Special and 2 Archmages.

Disc parties by Chris Street.

Grey

Haps drawn by Chris:-

Wine Cellar 30p JCellar and 3 levels of Seuers £1.1@ set
Severs 40p per level: :
Catacombs 40p per level Set of 3 levels £1.00

Harkin's Castle 40p per level
Kylearan's Touer 5@p incl his message
Set of Harkin's Castle 3 levels & Kylearan's Tower f£1.30

For Parties ONLY send £2.0@ and tapesdisc in small nffy bag.

Send cheque or P/0 to Angela Allum, F.O.Boux 116, Bracknell RG12 4PQ
Allow 14-21 days delivery ]

Overseas readers please write for deta:ls.

DX PO DO BN BN Y 08

Ii****i*i**t**iiiit*t**ii**i*ii*i*t*ii**ii*ii******r

SECONDHAND SPECTRUM ADVENTURE GAMES WANTED!!

CLEAR THOSE DUSTY SHELVES OF OLD GAMES!!
. ALL. ADVENTURE GAMES BOUGHT(4Bk Spectrum only!!)

NONE REFUSED!! SEND DISPOSAL LIST(with sae)
' FOR OFFER BY RETURN POST!!

ORIGINALS ONLY!!
MRS ARG S SR EEE DR R L T R S AR OO

LOOKING FOR A PARTICULAR GAME??

SEND YOUR "WANTS" LIST(with sae)FOR INSTANT
RESPONSE WHEN YOUR GAME(S) ARRIVE!!

++++++++++++++++++++++++++++++++++++¢4¢+4++
or jJust send SAE forcurrent sales list!!

Gordon Inglis,1]1 West Mayfield,Edinburgh EH9 1TF.
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Taroekin,
Inn,
Tomptiter,

BSoftivare.......

Tis the season to be
jolly HO HO HO.

O CELEBRATE XMAS
ALL OF Y0oU WE AT
R N
ICE OF =
2:00p
ALSO WE STILL HAUE

£1:5Elp
TAFE | FREE WITH ALL ORDERS.
Tape I:

e = AME
T CH T Naicalkgame)

Tare 2:
RIFTS OF TIME. &

THE TRAVELLER.

Tape 3:
TIME OUJEST. &

CRYSTAL QUEST.

Tarpe 4:
URRUAHART CASTLE. &
THE GOLDEMN ROSE.

Tape 5:
SEfa OF ZIRIM. &
ETE OF UVARTAHN.

Tape B:
THE MOREBY JEUWELS. ¢
T0 THE MaMOR BOURHE.

Page 28 Adventure Probe

Tape T:
THE HEXAGOMAL MUSEUI. &

A TAHGLED TALE.

Tare 8:
THE WIZARDS SCROLLS. &
DRAGOH SLATER.

Tape 9:
ORC ISLaHD. &
THE SWAMP.

Tape 10:

ooy e A

Tafpe 11:
COMIMANDO. &
OFERATIOH TURTLE.

Tape 12:
ALTER EARTH. &
EARTH EOUMD.

Make cheques/P.O.
payable to

TICS Computer
software & send to :
TARDEKIN INN,
70,CAMPBELL DRIVE,
GUNTHORPE.
PETERBOROUGH.

P.E. 4, . 6.2.L.
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HOl‘t‘OI‘SCOpe

by SQUARE PEG

First, some idle boasting! Horrorscope is an adventure unlike any game
you've ever played before (probably). Travel ths Heavenly Highways and
Byways meeting legendary heroces and mythical beasts., Encounter mind
boggling problems, a variety of devastating wit and repartee - usuaslly
found only in BBC sitcoms and Sun editorials.
o0o

If you discovered that the Zodiac had been shattered - that thecre would
be no more horoscopes - that. Russell Grant would end up on the dole,
what would you do about it?

(a) Throw a party?

(b) Roll over and go back to sleep? .

(c) Send a cheque/postal order for £3.49p to SQUARE PEG for

HORRORSCOPE, and save the Universe froz a terrible fate.

Choose the correct answer and you will be able to explore a game of
manmoth proportions., Here are some quotes from some famous people =
and satisfied customers!

"Brillt" Albert Einstein.

*] was very amused." Queen Victoria.

“Veni, vidi, vieci." Julius Ceasar.

"It changed my life." Guy Pawkes.

"I used to be a wimp until I played Horrorscope.” Attila the Hun.

"Takes your breath away." A Car Salesman.
0Jo
Send a cheque/postal order made payable to: Square Peg,

gryneiddan Cottage, Panteg, Whitemill, Carxzarthen, Dyred, W.¥ales, SA32 THE
(available in 128k Spectrur only)

===000===
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_Zenobi Software _
Ny pw— Lfﬂ_l@\r’encu_nf& Mty , nuned | e

Once life had been grand, with no worries and even
less hardships, but the wise ones of the Shyre
had seen fit to introduce the dreaded 'POLL TAX'

and from that point onwards even the likes of A E d
BULBO BIGGUN were to find themselves rather short n Ve ry ay
of gold to squander in the many taverns that I I f

frequented this area. a e 0 a.

So it was that Bulbo found himself sitting by the SeeKer Of

dying .embers of his fire, with not a coin to his

name or a bag of gold to call his own. As he threw O
the latest reminder for his long over-due 'Poll Tax'

on to the flickering embers he recalled a tale that

his great-uncle used to tell him and a thought sprung

to mind as to how he would get himself enough gold to

pay not only his bills but also those of the rest of

the Shyre as well.

Legend had it that a large Dragon dwelt to the south and that this mighty beast was
the guardian of a rather large heap of treasure just waiting for some intrepid
adventurer to come along and steal it from under the nose of the Dragon. Now Bulbo
was never one to underestimate his abilities and he felt sure that if anybody was
able to steal that treasure then he was the one to do it! So it was that he gathered
together a few belongings and set out to locate the whereabouts of the Dragon and
the treasure, with the sole intention of parting one from the other ...

R R R R R

Accompany Bulbo on his quest for the fabled treasure of the mighty Dragon called SMOG.

On this epic journey you will encounter such famed travellers as 'GRAND ALF' and
‘THE DWARVES', not to mention the notorious and sometimes hungry, 'TROLLS'. You will
need to cross rivers, climb mountains and do battle with untold enemies but it will
all be worth it in the end ...... famous last words!!!!

ADVENTURE

This game will accept all the standard commands such as EXAMINE, SEARCH, GET, DROP,
LOOK and CLTMB as well as the more unusual ones such as BOARD, TIE and LOWER. Use

the commands 'RAM SAVE' and 'RAM LOAD' in order to save a game position to and from
memory but always use the more normal SAVE and LOAD to store a more permanent position
to tape.

NOTES

HINTS

The horn will come in very useful for summoning help ... provided of course that you
can locate it in the first place and make sure that you enlist the help of Bert in
order to kill the Dragon. The answer to Gullem's riddle will be found pinned to a wall.

Spectrum 48K/128K+2-




LLET  TERS

IT WAS YOU BOB!
I loved reading Bob Adams' report on the Convention, but, Bob, did you
not realise it was you we were swooning over in the lobby. In fact, 1
didn't even notice Mike Gatting was present!
Herry Christmas to each and every one of you.
SHARON HARWOOD, Southend-on-Sea, Essex.

S EEEESECS EEESEEEECES S EECSEEEEEEE S S EE S S S EEE S E S EEECE S ESSS =SS S S ES=ESC—So=EESESS===g=

MESSAGES FOR ALL

1/We would like to thank all our customers tor their support in 1990
and hope that we can find some newer deals for all adventurers in
1991. To Hr B (that's a BIG 'B') Adams... Humbug to you and all your
nice clean and tidy friends. You're probably the type of person who
dresses up in an Evening Jacket just to collect the morming post!!!
{only jokimng! | took yours - now you take this!) To Tom Frost and
Hike Brailsford: Please keep Andy Stewart to your own telly this
Hogmanay and no singing "Donald Where's Ya Trousers". And to everyone
out there in Santa's adventure worlid, a very merry Christmas and hope
to read a lot more people’'s names in Adventure Probe and Spellbreaker,
giving their ideas etc. Here's keeping the bar sparkling.

THE INNKEEPER & ALLAN, Tardekin Inn, Gunthorpe, Cambs.

F=============—.=============gt===============2==£==========2========:=t
HAJORITY ROOLS'!

How nice to see so many exciting and thought-provoking letters

appearing in November's Probe. The FPaul Rigby wvs The World series

looks good enough to run for a tew more issues yet and | would like to

thank Hugh Walker for making me roar with laughter. The sub ject of
the readership survey created a couple of letters that surprised me.
Both writers felt that although their favourite subject had got a big
raspberry from the Probe readers, it should still not be fgnored. Well
in that case, what is the purpose of having a survey? | can choose no
better words to answer with, than the editor's own fine prose that
accompanied the survey form in the July editorial, "™.,.. if you can let
me know your views | can ensure that the majority rules as tar as the
content of Probe goes."™ | don't suppose that there 15 a single Probe
reader who agreed with everything that the survey revealed, but that
was not its purpose was it? Dylan Thomas, who not only wrote one of
the above letters, also wrote that the B8 bit computer and all its
software is extinct (yawn..). I can't help feeling that Dylan has
become brain-washed by advertising hype. He appears to believe that
because there are now "superior computers”, with "superior built-in
whizzo's™ that we should all rush out and buy one and rumn "superior
whizzo software”. Dylan is a salesman’s dream. Reality for the rest of
us, is making the most of what we've gol or staying with the type of
software that we love, out of choice. We recently rented a new TV and
video player. ItL came complete with a white dustbin lid to receive
satellite transmissions. The collected control boxes have got more
buttons than the flight deck of Concorde. By wusing the latest
technology we can watch live cricket from Australia, view the latest
movies 24 hours a day and see Neighbours at 3am in the morning, it we
80 wish. So on the tirst evening with our new "super whizzo® TV, what
did we choose to watch? Casablanca with Humphrey Bogart! That's right,
good old black and white, and why not? It's not the machinery that's
important, it's the output. It's not the age that's important, it's
the quality. It's not the number of "whizzo'sg" that's important, it's
whether you enjoy it. So my message to Dylan is quite simple. 1'11 use
the latest technology where | can personally see a benetit but if not
111 happily keep using the stuff | enjoy.
BOB ADAMS, The City That Time Forgot, Herts.
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I FOUND HYSELF ANNOYED
What prompted me to put printhead to paper was Dylan Thomas' letter on
the "Graphics in Adventures™ debate. I found myselt annoyed not so
much by his views as by the muddle-headed nature ot his arguments.
Over and over again he stated that adventures should be wmore
"advanced”, and yet he never made clear what he ment by "advanced".
From the context, it seems he meant they should make more use of the
graphic and sonic capabilities of 16-bit computers, but in what sense
do enhanced graphics and sound make an adventure more "advanced™? They
certainly make the game look prettier when someone sees 1t for the
first time 1n a shop, or at a friends house, but it's at best
debatable whether or not they actually add any further depth to the
adventuring experience. Indeed, unless they are totally in keeping
with the general atmosphere and tone of the adventure, they can
sometises even reduce the depth of atmosphere 1in those cases where a
picture is used as an excuse not to paint a "word picture”™ ot
locations. In fact, (to use Dylan's own accusation in a different
context!) he is contradicting himself, when he claims that a text
adventure with added sound and vision FX is "... still the same text
adventure..". If it really is still the same adventure, then haw can
it simultaneously be "more advanced?"™ Finally, he tries to draw a
parallel with books which contain 1{llustrations that accospany the
text. This is =a red herring: after all, how many novels are
illustrated? Precious few, as a random scan of the shelves in any
bookshop will reveal. in fact, there &are proportionally tewer
illustrated novels nowadays than there were in Victorian times, which
seems to suggest that as far as publishing is concerned, text-only
fiction is a more "advanced"™ (in Dylan's sense of the word) torm than
illustrated fiction. Except ot course for children's fiction tooooh,

sarcasm!).Sorry if | appear to have been a bit harsh here, but Dylan
himself was pretty uncompromising, and | felt it warranted a response
in kind. | have nothing against graphic adventures (see my Cadaver
review for proof!), provided the graphics themselves are integral to
the gameplay. In this sense, the 16-bit machines do ofter the
potential for extending the scope of experiences available to

adventurers. That's "extending"”, not "advancing”, by the way. However,
sticking a few glossy pictures and sensurround sound onto a mediocre
adventure will not transform it by some digital alchemy into an
advanced state-of-the-art entertainment - it will merely be a porcine
lughole with delusions ot pursehood. (Work it out!).

PAUL VINCENT, Walsall, West Hidlands.

HE HAKES A VALID POINT
As the reader who asked for strategy and wargame coverage in the
readers survey, and being wunsure how well it would be received by
other readers, I'd Ilike to thank Bob Bates for his letter ot
encouragement. He makes a wvalid point about the glossy magazines
dropping various columns. Whilst owning &8 Spectrum 48K, CRASH was my
tavourite computer magazine for one wmain reason, it's well written
coverage ot a whole variety of computer subjects. Then in June 1989
they decided to go more tape orientated to the eftect that now it has
about half as many pages as it used to, and many of those are adverts.
They dropped the Adventure column and the excellent Strategy/Wargame
column called FRONTLINE which had it's own reviews, hints and tips and
letters page. Hy favourite Speccy magazine now i8 YOUR SINCLAIR mainiy
because of the wondertul Adventure column by Hike Gerrard. | have now
bought an Amiga 500 and have discovered as well as OFFICIAL SECRETS, a
very good 16 bit magazine called STRATEGY PLUS which covers Strategy,
Adventure, Board Games and Simulations. If anyone would like to try
some Of these games | would recommend the following: Faor Spectrum:
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DUOOHMDARKS REVENGE, VULCAN, DESERT RATS, AHRNHEH, SWOKDS OF BANE,

SAMURAI, REBELSTAR, REVELSTAR 11, LASER SQUAD, ANNALS OF ROME, LORDS

OF MIDNIGHT, and for the Amiga: IHPERIUM, BALANCE OF POWER, SUPREMACY.
NEIL ASHMORE, Stockport, Cheshire.

LET HE CLARIFY HY PUSITION
Having read and carefully considered the letters submitted to Probe
over the last couple of months that were sparked 1in part by my
comments in the September issue. 1 feel that the time is right to
expand on those comments in order to clarify my position somewhat.
First of all | must state that | am utterly guilty of being extremely
economical with the reasons | gave for wmy decision to pack it in.
Therefore, bear with me if you will as I explain turther and, at the
same tLime, offer a response to Paul Rigby's woefully ill conceived
remarks. Didn't anybody notice anything unusual about my last letter -
did it not seem rather abrupt, Bs if, perhaps, it wasn't all there?
Precisely. Admittedly when | wrote to Handy, I had a good blast off,
but the statement regarding a "waste of money"™ did NOT actually refer
to the cost of writing and releasing a game. No, what had actual ly
happened when | first released The Remix was that I paid in advance
for an advertisement in Probe, but didn’'t actually send in the ad
itself, instead opting to see if the reviews said anything favourable
that | may have been able to quote. However, the course of the
tollowing month is now history and well known, and to shift just four
copies of a game that had taken two whole years of full time etfort (a
tew days Hugh? Oh get real, please!) was something of a body blow;
having sent away a good many more than that absolutely FREE to anyone
who had purchased the original STREET PATROLLER back in 1886! So
therefore "bearing in mind the BBC readership percentage of Probe"”
tand that most of it had probably got the game one way or the other),
| decided that the intended advertisement would, after all, be "a
complete waste ot money". A reasonable decision, yes? So you may ask,
why didn’t | say that in the first Place? And the truth is that | did.
That letter was originally a personal one to Mandy where all it wanted
was a sympathetic hearing and that would be tLhe end of it. However,
Handy then asked me if | could approve publication ot the letter, to
which | agreed but ONLY it she thought it would help push people into
supporting (amongst others) the other three authors (see page 13,
August issue) who were considering retiring from producing adventures,
as my decision was already made. Do tell Paul, where is the selfish,
money-grabbing attitude that You so vividly portray in that? Or maybe
you just made a desperately inaccurate conclusion ftrom insutticient
evidence? No, surely not... Shifting forward to Paul's next comment,
regarding the pleasure of writing games, well this is where | AM
guilty. But, and I'm not sorry to disappoint you Paul, it's most
certainly not your Iink with money which causes me to stop and say
sorry, | made a mistake here. This is in fact the other mahor reason
why | decided to call it a day. You see, after completing THE REMIX, |
took up another completely different job at the start of this year,
thus immediately Cutting my programming time to almost nil. And so- as
1 will freely admit - | am too stubborn to fall back on any kind of
adventure “riting utility to speed things along, to continue producing
QRS 8L any acceptable rate would: heve. . meant me being tied to the
keyboard and associated Paperwork in all of my free time, therefore no

ﬂoci‘! lite, no nothing. It doesn't need an expert to tell you that
therehs nO Pleasure in that, just sheer masochism. Making sense?
BERRSRE it might. To avoid - this . lettes becoming too elongated, I'11

Jump straight g Faul'*
is what real ly Aannoys
prioritjesg:!

s final comments. And, to coin a phrase, "this
me”™ - Paul has the bare faced cheek to preach
Not please correct me if | am wrong, but shouldn't it be
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the TOP priority ot any good columnist to check the tacis before
Putting pen to paper? It's not that Paul just tailed to do this, but
what really narks is that he had the ideal chance to do so and chose
not to. Yes, | was at the Convention too, and would have been quite
willing to answer any questions that he might have wanted to put tqo
me. Faul, why didn’'t you challenge ®me? For a columnisl that | have
previously heaped praise upon (as owners of THE KEMIX will know), | am
really very disappointed in you. And tinally, may | thank all those
who wrote in to Probe last month  who were able to see beyond my
original brief comments and right through the folloiwing months comedy

show. To Jim HMacBrayne in particular,, | say excellently thought out
comments, and beautifully put - thanks matey. I do not wish to say
anything turther on this matter, and now that | am no longer

programming | hope to be able to ecatch up on some of ‘the excellent
games that | have missed over the years, and continue to be an active
member of Probe well into the future. Thanks for hearing me out.

SIHON HAREN, Tamworth, Staffs.
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A WARM SENSE OF ACHIEVEMENT
October’'s Probe has made me reach for the wordporcessor again! The
heated debate in the letters Pages about the state of the adventure
game scene caught my eye (well, reached out and grabbed it, actually).
One day, many moons ago, ({says I leaning on my walking stick) |
bought a copy of GAC for the C64 and set about writing an adventure.
It was a conversion/upgrade from a game | had written for the VIC Zz0.
Two or so months of feverish programming later | handed the game to ay
brother to play(test). He was so impressed that he wrote & game tor
me. So there we were, with two reasonable games and the question

"Could we sell them?" So we put an advert in CLVG one month and
promptly torgot about 1t. | was with great delight that we received a
tew orders for the games, two on one tape. That was a big thrill, so

we finished writing another game and advertised that, including a
Hailshot to the people who had bought the original games. To our great
surprise, a few of them bought the second tape! That meant they I|i1ked
the first games! Sop what? Well, for me | felt a great thrill when the
customers actually bought the second tape after playing the tirst. We
made a little profit but not enough to cover the time spent writing

the games. As far as | was concerned, my relatively briet froray i1nto
the adventure market had been a success. Fame? Fortune? No, but that
warm sense of achievement. Paul Rigby's letter was quite a blow or

steam! He wrote some valid, down to earth points about the attitude of
adventure authors concerning sales of their games. Paul said about
plastic model lers "The principal reason... love tor the hobby... want
to share and display their skills... bask in admiration™ etc. How does
the author share and display his/her skills? Well, they could write
for ADVENTURE CODER, they could exhibit their games at conventions and
they can sell their games. For the love of it maybe, but it nobody 1s
interested, why bother? Where does the admiration come from 1t nobody
wants to play the games? They feel insulted because they tfeel that the
customer has turned his back on them. The problem is that the customer
is entitled to do so, it's called freedom of choice. John Wilson's
letter is an excellent example of how to wmake a business work. He
proves the classic business equation; CAPITAL + TIHE <+ .EFFORT =
SUCCESS. If you are successtul then you builld upon that success. Well
done, John. It’s interesting to see that Jim MacBrayne has chosen to
market THE HISSION himself. I shall be ordering this game in due
course, | wish Jim every success. He's made a stand for text games and
| hope he isn't "lett Standing all alone, disk 1n one hand, morals 1n
the other.™ Jim's morals are definitely not for sale! Anyone who has
the programming skill (let alone the ilmagination) to write thaose games
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deserves success. Why do authors write adventures? Initially it might
gimply be for the challenge of writing one. Where does the incentive
come from when that challenge is gone? Selling games and making a
protit is the next obvious incentive. In Lthe old days, the challenge
of writing a game using a utility and getting a good review was enough
in itself. There was a sense of fun and er... adventure (sorry) in
writing adventures. These days the aura seems to be fading to be
replaced by a group of jaded programmers who can't see a reason to
CARTTry on. What the s8scene needs is an influx ot new talent to
revitalise it. Go on, write a game today!

JOHN FERRIS, Potters Green, Coventry.
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FOR _WHAT IT'S WORTH, HERE 1S MY TWOPENNYS WORTH
The letter section in the November issue was pretty lively and

revolved mainly around the state of the homegrown market and the
attitudes of the producers. Well, for what it's worth, here is my
twopennys worth. It is common knowledge that the profita that are
derived from selling your own games is, to say the least, very small.
Especially when the time spent is added to the equation. Nevertheless,
in spite of all this, there 1is great satisfaction to be gained from
being in at the birth of the idea to the fruition of the completed
adventure. Yes, it's nice when your game sells more than you had
anticipated, we're only human after all! But if the sales are small,
s0 what! It’s back to the drawing board to create another flop! Let's
face it, it's only a hobby whether You create adventures or play them.
| would just Iike to answer Sue Roseblade when she pleaded with us not
to turn all our games over to Zenobl. Well, | for one am very grateful
to John for taking over, the most boring &aspect of selling your own
games, and that is the copying. Such a waste of time when it is done
one tape at a time when | could be, either in the garden or just
messing around on the computer. | remember a couple of years ago when
Mike Gerrard kindly offered me a chance to sell some games through a
special coupon offer in YOUR SINCLAIR. When the issue came out | was
on holiday and when | arrived home there was a veritable flood of
envelopes on the door mat, awaiting inspection. | almost threw in the
towel and frankly | was relieved when the orders dropped to a trickle.
| dispatched over 550 tapes on that occasion over a period of 6 or 7
weeks. But | was offering 10 adventures for £8.50!

JACK LOCKERBY, River Software, 44 Hyde Place, Aylesham, Canterbury.
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WHAT 1S PROBE ABOUT?

Ils Probe a magazine {in which adventure writers bemoan their
impoverished game sales and quibble over whether writing adventures is
a hobby or not? Or s it a magazine in which such writers exchange
useful hints and tips on the creation, development and writing (and
all other aspects) of adventure games? As a keen adventurer (both
player and writer) | would like to think it 1s the latter, yet the
Past few issues of Probe has made me think otherwise. Please do not
misunderstand me, it is not that | disagree with debating the future
of home-grown adventure games and the notion that this future somehow
depends on the readers of Probe becoming less thrifty and (perhaps)
less choosy. |n fact, in moderation such debate is a good thing. But
surely enough is enough! | am presently writing my first adventure
game. The process ig challenging and more importantly, enjoyable. When
the game is finished | intend to sell it. If the game sells | will be
gRSased “(naturally), If §t doesn’t” 1 will put it into the Public
pomain. In either case | will be satisfied, knowing that the game is
not just sitting around idle but is in fact being used for what it was
originally intended. That is, being played!

MICHAEL FLETCHER, Pantymwyn, Mold, Clwyd.
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I HUST CLARIFY SOME POINTS
It was very nice of you to give me a mention within the News secltion
of Probe (October issue). However, | think | had better clarity some
of the points made about the mags | write tor betore | incur the
combined wrath of halt a dozen rampaging editors! The only magazines |
write a regular column for are RAZE (aka The Games Machine), YOUK
COMMODORE, YOUR AMIGA, STRATEGY PLUS, FORMAT (a mail-order serious
speccie mag), a couple of American mags and I'm very triendly with a
new guy at ZZAP magazine named Hugh HMyashirowv {cough, cough) who's
just started to write the adventure section (more coughing). Actually,
I've known him for some time (col lapes in a fit of coughing). | only
write occasional articles/reviews tor the following magsazines:
CONF IDENTIAL, CRASH, PC TODAY, CU AMIGA and AHIGA COHMPUTING. | do not
write for ST Format. Okay Eds, you can call otf the dogs now! (FPhew!)
As far ‘as CRASH and the absence of an adventure column goes. Hy advice
echoes that of Mandy's. Please write and hassle the editor. He won't
move unless there 1is a demand and yes each letter does make a
difterence. To adventure authors, I would ask that you send your
latest creations (and any old games you'd like looking at - for that
matter. A Golden Oldie slot is not an impossible thought) to the
editor ot CRASH. HMark the package for my attention and say that you
would like the game to be reviewed in CKASH. You could also mention
that, "Oh by-the-way, isn't it about time we had an adventure column
in Crash? | remember the days when...". You get the general i1dea.

Basically, i1f you don't make the etfort, nothing will happen. | can’'t
promise miracles, but there \is nothing like a well organised
conspiracy to get things moving.

| notice that Larry Horsfield has addressed all of my criticisms after

my review of AXE OF KOLT in Probe. Version 3.0 is the one to look for
(ls that right, Larry?) as it corrects all of those irritating design
taults | mentioned. | can only praise and applaud Larry for taking the

trouble to correct these errors, well done that man. As a result, AXE
OF KOLT shoots to the top of my list as the best adventure |'ve played
this year - destined to be a classic if there's any justice.

PAUL RIGBY, Tuebrook, Liverpool.
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TEXT OR .GRAPHICS?
Text or graphics? That is the question. Who really gives a monkey? One
mans (or womans) joy is another mans (or womans) poison. You see,
authors and players who think text-only adventures are the cream will
be matched, no doubt, by a similar number of authors and players who
think graphics are the bees knees. Either way, if adventures are being
produced, what does it matter? Now when there are no adventures being
produced then the time to moan has arrived and everyone will be in the
same l|leaky boat. In the end, though, authors will write what they feel
is best and people will buy their favourite game style, be it text-
only, graphics, westerns, fantasy, detective, Sc1-11, horror or
whatever, anyway you look at it someone, somewhere 1s going to find
the latest release not to their taste. Unless someone releases "Ned
Kelly Versus the Trolls of the Dead Planes of Hars! A Whodunnit?" |In
two versions one with graphics and one without. Even then someone
would pipe up, "Er... well actually | don't like adventures with silly
titles." So why not just enjoy adventures in whichever format you
like, they might not last much longer.
STEVE CLAY, El lesmere Port, South Wirral.

A _TOUCH OF NOSTALGIA
A mammoth clear out of desk and associated storage areas this week
turned up a full set of Adventure Probe. I'd forgotten what a good
read it is! For the last couple of years my attention has been
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diverted from pure adventures to RPG's (especilally DUNGEON HASTER,
POPULOWS, SIH CITY and DRAKKHEN) so it was pure nostalgia to re-read

all the reviews, hints, articles etec. of all the games which hooked me
on adventuring in the first place. S0 nostalgic in ftact that 1
promptly borrowed some Infocom games from Sandra (Sharkey...Ed) and
have spent the last tiwo days tearing my hair out with TRINITY (Grue...
where were you when I needed you?!). Incidentally can | nominate
myself as Frob material? Three hours I spent looking ftor a silver
coin! First of all | forgot that 2U0p is "silver”, then remembered and

spent an hour trying to have it accepled as legal tender. Next hour
was spent attempting to blow the thing up to transtorm 1ts appearance
to make it acceptable. Third hour was spent trying to get into the

second part of the game with a 50p coin instead. Finally Mandy came
Lo my rescue with the location of the offending article. | wouldn't
mind but | had done EVERYTHING to that »"4$n!'fk%!' body EXCEPT looking
in a very specific feature. As HMandy put it, there should at least

have been a (death?) rattle to give me a clue in my trantic
manipulations. Ah well... talking of rattles and sore ankles... "What
now?", Next on the agenda are LURKING HORRKUOR which | began but
abandoned some years ago and HOLLYWOUD HIJINX, to be followed by
PERSONAL NIGHTHARE. At the same time | will be looking at Jim
HcBrayne's new game, MISSION (Amiga 1lmeg only) which currenlly has me
totally flummoxed. Unlike his other games which were released as
shareware, HISSION will be on sale around the time you read this, for
£E7.50 direct from him at 27 Paidmyre Crescent, Newton Mearns, Glasgow,
G77 5A0. Jim is currently converting his games (including THE HOLY
GRAIL and THE GOLDEN FLEECE) to ST, but as far as | know they will
again be restiricted to i1meg machines due to the vast size of the data
involved. Being vociferously "anti-pretty-pictures™ and believing
graphics "positively detrimental to the game™, Jim feels that "the
ma jority of modern adventure games on the market spent too much time
and energy developing pretty pictures at the expense of a strong story
line". He also feels an element of humour to be absolutely essential.
These strong beliefs are reflected in the scope and nature of his
games, Having played graphically slanted RPG's for the last few years
| found no difficuilty reverting to text-only due to Jim's "graphical"
descriptions. The difficulty | did (and do) find is actually solving
the devious puzzles he sets! Thanks, Jim, for some very enjoyable
games. For those of you with Amigas who like Infocom stylesstandard
text-only adventures, look out for WORLD in the PD Libraries, it's
both difficult and tun... one of those games which reveals its secrets
most readily to teams of solvers. Anyone interested in writing
adventures might like to get in touch with Mandy as she should shortly
be in possession of ALL the copies of ADVENTURE CONTACT ever published
by both myself and Colin Page (has anyone heard from him?... my
letters have gone unanswered) and will be able to sell them in aid of
Probe funds. (Perhaps to be put towards future Convention costs?) A PD
(or shareware?) adventure creator for the ST which came =may way
recently is AGT which looks interesting but | haven't yet had time for
a proper look. Accompanying the wutility came a couple ot adventures
written with it. First impressions of the games are of unweildiness

and long.waits for disc access - reviews shortly if | can get any
further into them! Whoops! Better stop here betore |l begin to out-
Hester Chris! Time to get back .to TRINITY - | have to find a

screwdriver before the end of the worlid!

PAT WINSTANLEY, Wigan, Lancs.
(! have received the Issues of Adventure Contact that Pat has kindly
donated to FProbe to help funds. (Thanks, Pat, it is appreciated).
There are 19 Jissues and they should cost £l each. lf anyone is
interested please let me KknOwW.......u0004s e e ai AR R Handy)



IN-TOUCH

AHSTRAD CPC software wanted: Cassette wversion of RETURN TO EDEN
required for Amstrad CPC. Please write with price required to JIM
HAZLETT, 24 Walnut Close, Thornaby-on-Tees, Cleveland, TS17 8NQ.

AHSTRAD CPC software for sale or swap: MINI OFFICE Il (Disc), TASWORD
6128 (Disc), GRAPHIC ADVENTURE CREATOR (Disc), THE CODE MACHINE -
Amstrad Assembly Language Course. All at E5 each. MANDRAGORE, SEABASE
DELTA, SUBSUNK (all adventures) at £1.25 each. BOB ADAMS, 81 Uplands,
Welwyn Garden City, Herts, ALB 7EH.

AHSTRAD software for sale: HOLLYWOOD HI1JINX, LURKING HORROR,
STATIONFALL at £10 each. PAWS (for CPC and PCW) with graphics upgrade
at £10. THE EXPERIENCE (Tape), THE HOBBIT (Tape) and TIME AND MAGIK at
£8 each. Everything with original packaging. Please telephone for
availability: N.S5.RAVAT (0533) 666562 after S5pm please.

AHSTRAD software for sale: MINDFIGHTER with 160 page novel £5. KEN
DEAN, 16 Swonnells Court,Haltsters Way,Oulton Broad, Lowestoft,NR32 3PY

AHSTRAD software wanted: BARDS TALE | required for CPC on disc. FPlease
write with price required to ANGELA ALLUM, 22 Point Royal, Bracknel |,
Berks, RG12 4HH.

IBM software wanted: Intocom adventure BUREAUCRACY by Douglas Adams
wanted, please write with price required to GEOFF FORSYTH, 3 The
Green, Low Worsall, Yarm, Cleveland, TS15 BPJ.

ATARI ST software for sale: CASTLE MASTER, THEME PARK MYSTERY £10 each
including postage from: LON HOULSTON, 3 Pritchett Drive, Littleover,
Derby, DE3 7AX.

SPECTRUM software for sale: THE FOREST (Phipps Ori1enteering Simulation
(never used) - in video case with handbook. £4.50 ono. HARGO PORTEOUS,
1 Harina Drive, Sponden, Derby, DE2 7AF. Tel (0332) 665010

COMHMODORE 64 software for sale: TREASURE 1SLAND {Hastertronic),
KENTILLA, KOBYASHI NARU, QUEST FOR THE HOLY GRAIL, VENOM, HMYSTERY OF
THE INDUS VALLEY, ZZZZ at &1 each. STAINLESS STEEL RAT SAVES THE
WORLD, COLOUR OF HAGIC, STAR WREK, SHARD OF INOVAR, SOULD OF DARKON
£1.50 each. AHMANDA OLIVER,7 The Hassocks,Waterlooville, Hants,P0O7 80QG.

IlllllllIllllllllllilllﬂliiliﬂlIIIIIIIIllllil'ﬂlillllllllllIlllillllﬂl

LATEST SOLUTIONS RECEIVED

30p each to cover costs.

AVON, CHRONDQUEST 2, DEATHBRINGER, DIABLO, EARTHBOUND, - FAI RGROUND,
FLIGHT 191, FUSEHAN, THE HERMITAGE, HOUSE ON THE TOK, LITTLE WANDERING
GURU, LOOH, HEDIEVAL ADVENTURE, HIDNIGHT THIEF, RING OF DREAMS,
SHELLSHOCK, STALKER, THEY SAY THE WORLD WILL DIE IN FIRE AND ICE,
TOURIST TROUBLE, TROUBLE AT BRIDGETON, TUNNEL ADVENTURE, UNDERGROUND
ADVENTURE, WARRIOR'S RETURN.

Please send SAE if you require the full list of sclutions available.
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ARE TEXT ADVENTURES DEAD OR HMERELY LYING LOW?

A continuation of the premature postmortem.

By TED BUGLER

There can be little doubt that virtually all of us were introduced to

computers tor some reason other than in order to play adventures - in
my case, as with many others | suspect, it was in order to play
"games"” although | tried to kid myself that it was to keep one step
ahead ot my children’'s education! Having thus aquired a computer tor
such spurious reasons, we all somehow got sidetracked somewhere along
the way to the extent that we are all now adventure-treaks, or at
least | assume that this is why you are reading this article (unless

of course you stumbled upon Probe in Hugh Walker's waiting room where
I'm sure it makes better reading than most dentist’'s reading material
other, of course, than the mandatory copies of Funch).

What then was it that caused us to be sidetracked from the "real"
reason for having a computer? Quite simply, jJudging by all "The
Adventure That Got Me Hooked" articles, it was in 99 cases out of 100
none other than... a text adventure! In the case of the 100th reader
it was of course Transylvanian Tower by Richard Shepherd Software, but
then there's always one, isn'"t there? So given the formative
int luence on our adventuring of the dear old "textie™ as Australians
doubtless call it, are the pundits correct to write off text
adventures, or is there life after graphics after all? Does it really
matter? Of course it does! Silly question! So what do we do?

Quite simply we do not go around muttering "text adventures are dead"™,
we go round to our local shop and ask "got any text adventures in this
week, John?". In short, we buy all the text adventures that we can lay
our hands on, to boost demand and prove the pundits wrong, heh heh!
With one qualification! We don't subsidise rubbish. If we allow some
of the more pathetic games currently available to be publicised as the
sort of game we want to keep alive then we deserve everything we get,
including Chronoquest V. We must sing the praises of the good authors
but be prepared to be critical of the dross. Which, in a rambling
sort of way, leads me to my conclusion, and indeed the very point of
this page-filler - it's not that text adventures are dead, it’'s that
"good"™ text adventures are, if not dead, then at least struggling to
survive.

How could a company that wrote Dungeon Adventure and published Lords
of Time produce Lancelot? How come the creators of The Pawn and Guild
ot Thieves went on to make Corruption and Fish? Much is currently
being made of the Hagnetic Windows design system, but will the games
it supports be any good? How could the highly original and humorous
Fergus Hacneil write Hindfighter? What on earth induced the authors of
the excellent Legend of the Sword to work for over two years on the
sequel and then come up with Final Battle? How could Infocom, of all
people, accept responsibility for Nord and Bert? If you can answer
these questions, and countless others just like them, then you may be
nearer solving the wmystery of the terminal text adventure. In my
opinion, the authors are in many cases themselves to blame, aided and
abetted of course by misguided publishers and gullible, uncomplaining,
customers, but ultimately it is the authors themselves who have
allovwed their talents to be redirected or wasted.

But now, at least, one author, Jim MacBrayne no less, has decided to
stand firm - good on him! Let those who criticise his stand agalnst



tame and fortune the easy way realise that if a few more quality
authors had held firm against the "demands ot the markel™ a few years
ago then pretty pictures, teeble beeps and arcade sequences (a real
turn-oftf, that one(l/ couldn't agree @more...Ed)) would never have
appeared! Just think, Leisure Suit Larry in purple prose, role-playing
games 1n which you move your party around by typing °"N" or "S-,
although of course there would be the odd high price to pay - Future
Wars without the graphics would be a bit natf, |'m bound to concede!
Come to think ot 1t, it's pretty natt with the graphics! Food tor
thought eh? Your comments, please!
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CHARACTER INTERACTION

By HUGH T WALKER

In the October issue ot Probe, June Rowe posed the question, "What is
Character Interaction?" and she appeared to conclude that whatever it
is, 1t is something which she can do without. That this attitude is
fairly widespread is not surprising when one reflects on the many
misconceived attempts at its ilmplementation, or the equally,
pProliferent false claims that it has been included i1n a particular
game. Frogrammers seem to be as confused as adventurers over what
constitutes Interaction. For example, however innovative The Hobbit
may have been, and disregarding the wunfulrilled promises or future
delights which that game offered, it was the likes of Thorin sitting
down to sing ot gold for the hundredth time which gave Interaction a
bad name. By definition, Interaction is "to act upon one another” so,
in order to throw some light on what it is and what possible usetul
purpose it may serve in adventures, 1t may be a worthwhile exercise to
consider what interaction is not!

We are all familiar with the ubiquitous locked door which may i1mpede
our progress in the traditional puzzle adventure. This may require a
key, or even a particular type ot key chosen Irom a selection on
otter, and the possession of that key may have 1nvolved a sequence of
actions on our part in order to secure that goal. Here we are then,
contronted by a locked door which stubbornly rertuses to go to lunch,
however long we wait, and in possession of a vast array of keys ot
varying metallic content, and so, depending on the intelligence ot the
pProgrammer and the complexity of the parser, wWe may proceed Lo open
the door with inputs ranging from a simple "OPEN DOOR"™ to a whole
series of finger/brain-numbing commands in an attempt to convince the
game that an open door was our hearts delight rather than, perhaps, a
delightfully potted palm, all the while regaled by edifying responses
which may (or may not!') indicate that we are nearing our desired

condil tion. More often than not, the door, once opened, has simply
ceased to exist but, just occasionally, we can have a simply territic
time opening and closing or locking and wunlocking the door (you can

test the i1ntelligence of the programmer by seeing what happens 1t you
lock the door while it i1s open').

No ane 1n their right mind would suggest that this 1s Iinteraction, so
why do so many people have the idea that giving the door legs and a
warty nose creates Interaction? Whether it is a boring old door or an
alcoholic goblin-guard, just waiting for that jJug of drugged wine
which we bought from the Gypsy, using the money which we earned by
saving the princess... lor whatever) 1t remains no more than a barrier
which prevents us from turning the page to reveal the next stage ot



the story (assuming that there is one - which also depends on the
intelligence of the programamer!) Consider the guard at the top of the
stairs who will consider going to lunch, but only if we type "WAIT" at
the landing below (ie. before we know (s)he is there!)... this is no
more Interaction than the exils which refused to appear in the worst
outpourings of Rod (look-around-and-wait) Pike wuntil we had ... er...
looked around and waited. It is also extremely irritating if it
requires us to replay from the last saved position (or worse... from
the start!). The only difference between the inanimate door and the
character in our path is that the door is less likely to hit us on the
head! Consider the aforementioned gYPsy! this character gives the wine
in exahange for the money. The illusion of a transaction is ephemeral
and if the Gypsy has no other role than (s)he might just as well have
been a locked chest or other container secreted behind that closed
door .

So, If any character could be replaced by an inanimate object then
this precludes any pretentions towards interaction. A further
confusion is caused by animation in text adventures. For example, we
may have a guard who doggedly plods around a sel route through a
series of locations and whom we must avoid by timing our movements or
finding somewhere to hide. | don't think this is Interaction any more
than if that flaming door opened and closed in a set sequence of
turns... but the game is getting that little bit more interesting and
we are having to modify our actions in accordance with some on-going
events in the game which are outside our immediate control. The
solution may be for us to perform some feat which alters the pre-set
pattern of the game. Perhaps we might drop an object along the route
and scurry off to do our own thing, meanwhile the guard stops and
picks it up, thus gaining for us a spare turn in whieh to perform some
vital action and still leave or hide before the guard enters our
location and terminates our adventuring. Naturally, the object dropped
would have to be something which we can do without (unless our next
quest is how to retrieve it) and should be innocuous enough not to
alert the guard to the pPresence of unwelcome intruders. At this point
| am having great difficulty convincing myself that this is not
Interection! It is, of = sort, I suppose, but it is indirect. The
guard remains unaware of our presence - which, afterall, would be the
whole point of that scenario.

To recap, our character is not interactive {if it is a cunningly
disguised locked door (I really am getting fed up with this door!) and
it 1t is not aware of our presence. What else? Well, in his book, Noel
Williams describes an alternative to the straight combat routine which
includes a conversation module in which vyou may bribe or atteapt to
®ollify the monster by your erudition. With some randomsization, you
may either so charm the beast that it gives you its gold and bids you
adieu or you may annoy it until ferocious combat ensues. Is this
Interaction? Haam? Primitive, perhaps, but it looks as if it might be
§€tting close. By my rules, a truly interactive character requires
knowledge of our presence, a sequence of movements/actions to perform
in our - absence and the ability to react to wus favourably or
unfavourably according to our own demeanor.

I think Alan Davisg used a system " where each character has a flag-
variable which controls its response to you and which increments or
decrements according to what it thinks of your behaviour. |If the
variable jg negative then it won't help you and may even have a go at
you but 1t 3¢ g pPositive then you have a friend for life (the length
of which dependsg on how many negatives surround you). Presumably,



neutral characters with zero would happily stand by while YOU were
torn l1mb trom |imb. Alternatively, your character could have one
variable to which Lhe others react according to their alignment. Thus
you might upset the works by making yourself bosom chums with all the
bad guys. Just think of the programming required to accommodate your
antisocial tendencies! Hang on though'! Fel low adventure-geriatrics may
recall that Legend's Valhalla did something very wmuch like this. Is
anything really new in the HMystic Realm?!

| cut/broke my reviewing teeth on Alan Davis' interactive "The
Journey™ and, believing that Interaction was a four-letter word, |
savaged it quite wunjustifiably in Bodger Garret's Adventureline
News/etter (later remaned The Guiding Light). I was very cross when
the EIf, whose favour | had successfully curried, would randoamly
insist on taking an unscheduled break and wander otf to get i1tselt
killed just before | needed it to pertform a certain action in the
game. When | considered the complexity of the Programming invaolved to
achieve the game-mechanics and when the wisdom of hindsight set in, |
realised that a reviewer needs to be at least as intelligent as the
programmer, that to go off in a huft is not a reasonable forme of
transport and that he who stands on his high horse is in no position
to control the reins.

However, | remained unconvinced about the use of interaction, until |
Played Terrors of Trantoss and became enraptured over the sequence
where the two brothers perform coordinated, sSeperate actions in

different locations to achieve the desired result. (This is the game
which becomes unplayable on the Spectrum once you have saved because
it keeps interrupting to ask if you want to save, won't take no for an
answer and takes over a wminute to save! e a this is also the game
which Amanda Barrie said had no bugs and that if I didn"t like
Ariolasoft’'s games then | didn't have to play them and she wouldn't
send me any more to review... but then Paula Byrne had said much the
same about Lord of the Rings and Helbourne Mouse's games!)

The exact chronology of the following has become confused by the mists
of time, but further nails in the coffin of my anti-interactive
prejudices were hammered home by Tom Frost's Double Agent and Level
B8's Gnome Ranger. | loved the ability to coordinate the actions of
seperate characters and Flopsy, from Ingrid’s Back, remains my all-
time favourite supporting cast. Ferhaps being able to get these
characters to do what | want appeals to wme so wmuch because it is
Something that | can never get my wife, kids and rabbi1t to do!'... but
it doesn’'t always work out as planned,

For example, in Gnome Ranger, Ingrid is supposed to return a pot of
gold to the Leprechaun, thus earning the latter's undying loyalty.
What | (as Ingrid) did was to ask the Gnymph, who had the gold at the
time, to give it to the Leprechaun, which she did ... with the result
that when Ingrid needed the Leprechaun's help, that worthy soul didn't
want to know. Presumably it was the Gnymph to whom he owed his
allegiance. To write this off as a bug would be a grave injustice
since the game mechanics are working perfectly, illustrating the
perennial course ot programming which 1is that computers do what you
tell them to do - not what you HEANT them to do!

So is Interaction the ability to give Iinstructions to other characters
in the reasonable hope that they will be executed (before you are!),
Bccording to the response created by your previous actions? If so then
it is unfortunate that both Tom Frost and Pete Austin then succumbed



to the "Ir one aspirin cures a headache then let's see what a bottle-

full will do™ - syndrome and took an overdose in "Gordello™ and
"Lancelot”™ and "Scapeghost”™, respectively. However, at this point in
the narrative, | am no nearer to any clarification of what Interaction
actually is. In fact, | am further away from it than ever as | am
continually beset by contradictions and exceptions to the general
rules which | am trying to draw. i think that the main problem of

coming to grips with the nature of Interaction is that it is a whole
philosophy of game design and not just one single concept which can be
neatly categorised. In fact, it may be a falal error to consider
Character Interaction in isolation from the overall design and that we
should mourn the loss of B0 many babies which our prejudices have
thrown out with the interactive-bathwater.

What 1t, 1Instead of just individual characters reacting to our
behaviour, we had the whole game remodelling itself around us? Any
such attempt would be almost unplayably cumbersome on an B-bit,
cassette-based computer because of the need for multiple.loads to
cater for all eventualities... {(prove me wrong, please!). However,
given enough memory and disk-access this could open up a whole new
experience which was hinted at by Infocom's FPlundered Hearts where, as
you progress towards one of the possible end-game-messages, one of a
number of alternative, but ultimately convergent, scenarios unfolds
according to the directions and actions taken by your heroine. The
result is a relatively smal]l game-area, by 16-bit standards, which is
difficult to play the same way twice. This game presented a
convoluted story in which wmany scenarios were mutally inaccessible.
Instead of criticising this apparant waste of memory, we should have
halled It as a break away from the linear puzzle/solution constraints
imposed historically on text adventures "because that fs how they have
always been". (1 am continually amazed by the luddite tendencies of us
adventurers. We crave new scenarios and fresh chal lenges but turn on
innovation as non-conformist deviations.)

Returning to the B-bit machines for the moment, | am equally amazed by
sy ability to contradict myself as it occurs to me that this sort of
sultiple-possiblility-scenario does exist in Lords of Midnight and
Doomdark’s Revenge. | have had many, many hours of enjoyment from
these games on my Spectrum, with that extra tingle-factor of a
tangible experience of "being there"; but the dedicated adventurers
vho read "Probe may cry "Foul!™ as the absence of text input precludes
them from consideration as "adventures™. 1t this is 8o, then what
about Runestone? This has text-input as well =as an enorsous playing
area in which the good guys (male and female) go about their business
unless you interfere, whilst the bad guys definitely do not have your
best interests at heart. This was a sadly neglected game and few of
you will have experienced the thrill of leading a rescue party to save
one of your people who has been kidnapped.

As for "being there”... | fell in Ilove with the heroine! (pure and
platonic, of course ... but, alas, unrequited).

(I am delighted to have found someone else who was "smitten”™ with
Flundered Hearts. | thought | was the only one, until) today. Flease
Hugh, referring to the previous article, paragraph 1, if you would
like an extra copy of Probe to pop in your waiting room, please let me
know. It will be good for Probe and will really take your patients
minds away from the forthcoming treatment!...........v.... cs=e0.Mandy)
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GETTING YOU STARTED

GOL.DSEEKER
By HMARGO PORTEOUS played on Spectrum
You start with MATCHES and LOOSE CHANGE. You won't need the latter so
DROP COIN (it won't recognise LOOSE or CHANGE), EAST, GET LALDER,
NORTH, SOUTH, GET TOOL, WEST, NORTH, DIG SAND, GET LAHF, SOUTH, SOUTH,
ENTER CLIFF, SOUTH, USE TOOL, WEST, NORTH, NORTH, DROP TOOL (this is
needed near the end and the best place to pick it up is here), SOUTH,
ENTER CLIFF, GET BOTTLE, DUST BOTTLE, READ LABEL, FILL LAHMP, - SOUTH,
ENTER TUNNEL, USE BATGH . o « e BB IR NS o s v B i

CHRONOQUEST 1 1
By NIC RUHMSEY played on Amiga 500
You tind yourself in a strange land: ADVANCE (to the beach), TAKE
ANCHOR, SEARCH BEACH (to find some coins in the bottom right ot the
picture), GET COINS, ADVANCE (to the village, where all the
inhabitants are just sitting about ignoring everything. It i1s the
village of the Lotus Eaters, a place where the People only wanted to
eat the lotus fruit and ignore the rest of lite. You can examine
everything but this fruit, touch it and You will die.) PICK UP THE
JAR, PICK UP THE TRUNK and then RETREAT, RETREAT (to the Explora. |f

you examine objects 1n the Inventory with the reactor open you will
notice that the time scale along the top of the picture gives and
indication of the time zone that the object will take you to from your

current location (eg it would take you from 1 to B8, indicating a +7
value in time travel terms. There are also minus values)). USE COINS
ON REACTOR (and you are transported to the deck of a ship in the land
of Laestrygonians, a cannibalistic people who caused a lot of trouble
to Odysseus and his crew), ADVANCE (to the bow ot the ship where a
golden lion is), EXAMINE LION'S TAIL (to find a spear head at its
tip), GET SPEARHEAD, EXAMINE RING (on the right side of the boat), GET
RING, Do not advance turther than the bow or you will die when the
boat is sunk by a boulder throwing giant:..icceoiiaoencss SLT TP S - TF e

FAIR GROUND
By TONY HELVILLE played on Spectrums
SE, E, GET HAT, WEAR HAT, S, GET BAR, N, W, N (in Hall of Mirrors),
BREAK MIRROR (with bar), DROP BAR, GET CROSS, SW, S, E, E, E, GET
ROFPE, S, GET WATER, N, W, W, S, E, S (only with the cross as YyOuUu scare
the Vampire), GET MAP, READ MAP (a map of the islands), UP, E, GET
BOOK, READ BOOK (the key to problems is "RAZIDA™), S, E (in Crystal
Room), PULL LEVER (for a surprise), DROP BOOK and CROSS, N, S, S, GET
SPADE and SWORD, N, N, N, S, E, E, STRIKE SKELETON (with sword to see
B passage south), DROF SWORD, DRINK WATER (as you are thirsty), W.....

UNDERGROUND ADVENTURE
By TONY HELVILLE played on Spectrus
In this adventure there is a Gargoyle, when you see it, input THROW
AXE, GET AXE and save quite often. From the start: GET TORCH, GO
SOUTH, GO SOUTH, GET MATCHES, GO SOUTH, LOOK, GO EAST (it's dark),
LIGHT TORCH, LOOK, GET STAFF, GO WEST, GO SOUTH (by a chasm), WAVE
STAFF (a bridge is appears), DROP STAFF, GO SOUTH, GO SOUTH, GO EAST,
GET AXE, GO NORTH, GO NORTH, GO WEST, GO NORTH, GO EAST, GO EAST, CHOPFP

TREE (with axe), LOOK: .56 « 55 oo e ansnsns e T T L R AR
CONTRIBUTIONS ARE URGENTLY NEEDED FOR THIS SECTION PLEASE!' | HAVE
NOUNE AT ALL FOR THIS FAVOURITE SECTION FOR NEXT HONTH - HELP!'....MANDY
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HINTS AND TI1IFPS

SCAPEGHOST
By C. STOKOE

Put foiln in lamp to fust lights.
Freeze water to get 1D.

BARDS TALE 1
By HAREE WALSHE

Create the team that you want - re-rolling where necessary to get the
best state. Leave the Adventure Guild with 4 or 5 of the A-team ie,
the made-up party that comes with the game, making up the balance of
the party with two ot your own <characters. At first explore close to
the Guild, coming back &at night. As the characters become more
experienced explore further staying near a temple at night. This means
you can be healed between battles. As your own characters reach Level
2 toxr . A), gradually replace more of the A-Team with your new
characters, until the entire party is your own choice.

ESCAPE FROM HODGK INS® MANOR
By JUNE ROWE played on Spectrum

lf you open the front door,

You'll never go through it,

Examining all

Will soon show how to do it.

The dog is friendly -

A paper-boy hater.

You won't find a bone for hims
Until much later.

You'll meet 2 French chaffeur
Somewhere 'en passant’ -

How to get rid of him?

Give him a croissant!

MYSTERY OF MONROE MANOR
By GEORGE KERSEY played on Spectrum

Try to shift the cases. Break the cases with the pike.
You can repair the stairs with the hammer and timber.
When you insert the mace into the armour it reveals a secret!
There is a door behind the wmummy.
UOnce past the mummy there is a platform above you that is too high to
reach unless you have some ladders.
The wardrobe is locked from the outside.
Twist the ring in the door once you'ce taken the coins and gone south.
Light the candle and insert the ankh in the sarcophagus.

THE CTWO PART ) HERM I TAGE
By MARGO PORTEOUS played on Spectirum

GAHBLING ROOHM: No matter what the instructions on the screen are, the
only input that works is "BET ON (COLOUR) BIRD"™ - it doesn't seem to
matter which colour you bet on! IN THE CRYPT: It isn't enough to have
the crucifix, you must hang it on the nail on the door.

By the way, don't try to row the rowing boat - you have to "SAIL"™ it!-



AURAL QUEST
By JACKIE HOLT played on Spectrum

To find the phone - LIFT CDVERS.
Need a Lawyer?! - Buy coftee.
Stuck 1n hospital? - Ring Accountant.
Take Joe to Tokyo.
To enter a closed door, wear a watch!
To enter a gate you need a token.
Australians like Fosters!

THE GOIL.DEN VOY AGE
By RON RAINBIKD played on Atari B800XL

Wear sandals when walking ashore.
Sai1ling procedure: Weigh anchor, sel course, climb mast taking

telescope, look telescope and if land sighted, go down and drop
anchor. 1f no land sighted, repeat climbing procedure. Hake sure the
anchor has been dropped betore leaving ship, otherwise vessel wi1ll not

be there when you return.

REVENGE OF ZOR
By BARBARA BASSINGTHWAIGHTE played on BBC

Blow whistle in the forest.
You have a rusty sword, to make it magical, put bat wing, tooth, frog
leg and phial in bowl, after spell is mixed, put sword in.
In the Kings Bedroom, kick cabinet to reveal a secret drawer.
In VasL Cave, rub ring to destroy Hydra.

LORDS OF T IME - GOLDEN OLDIE
By STEVE McLAREN played on Amiga

Can't get across stream? Tie planks together, drop plank.

Can't pass Narcissus? Give Glass and you will receive the Lodestone.
You cannot take the silver coin until you give the fairy a tooth.
When you meet T-Rex, go west four times and he will follow return and
keep going until he meets an Al losaurus. They will ftight and leave you

to get on with the game.

CASTIL.E EERI E
By LOL DAKES played on Spectrum

Extend Ladder then span hole in stairs.
Give the haggis to the dog.
Hang the coat over the TV monitor.

———tmpafasr AL. 1 EN RESEARCH CENTRE
By JUAN WILLIAHMS played on Spectrum

In the airlock - wear suit, hold rail, open hatch. Smash grill with
axe. Stab maggot. Cut cable with pliers.

AFTERSHOCK
By JOAN WILLIAMS played on Spectrum

Throw bun to elephant. Climb onto chair in lift. Connect handle to
shatt. Carry TV and drop it in right place. Support stairs with beam.

Jump onto roof from parapet. Drop ramp by chasm and drive car on raap.
I R R R R R N R R R R R R R R R R R R R R R R R R R R RN R RN AR S
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890 SHIP OF DODOM NOV
80 THE TEST JUN
80 THE THIEF JUN
80 TRACER SANCTION SEP
80 WITCH HUNT APR
90 WIZ-BlZ APR & MAY
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FUL.L. AND SERIALISED SOLUT 1 ONS
AVON | From OCT 90 THE LOST CITY
BALLYHOO From JAN 90 HYTH
KINGS QUEST From JUL 90 SORCERER
LANCELOT From JUL 90

OBJECTS AND THEIR  USES
AGATHA'S FOLLY JUL 90 FUTURE WARS
THE BEAST OF TORRACK MODOR NOV 90 GOLD I1CON
BEHIND CLOSED DOUKS 3 JUN 80 HMAGNETIC HOON PTS.1 & 2
THE CASTLE FEB 90 ORC ISLAND
DAVY JONES LOCKER JUN 90 PYRAMID
HINTS AND TIPS

THE ADVENTURER JUL 80 LIGHTHARE
ADVENTURE QUEST OCT 90 LOCKS OF LUCK
AGATHA'S FOLLY PT1 HAR JUN S0 LORDS OF TIHE
AGATHA'S FOLLY PT2 JUL TOD SEP 80 LUCIFERS REALH
APPLETON SEP 80 MAGNETIC HOON 1 HAR, HAY &
BARDS TALE JUL 90 HMAGNETIC HOON 2
THE BEAST JUL 80 MINDFIGHTER
BEHIND CLOSED DDORS3 JAN & JUN 80 HISER
BEYOND ZORK APR OCT 890 HAJIK
BLI1ZZARD PASS OCT 80 MYSTERY OF MONROE HMANOR
BLOOD OF THE MUTINEER NOV 80 HMHYTH
BOOSE UP SEP B0 NINJA
BOUNTY HUNTER NOV 90 NOB IN THE VILLAGE
CASE OF THE HAD MUMMY NOV B0 NOT A PENNY HORE NOT A PENNY.
CASTLE MASTER JUL.AUG & OCT 80 ONCE UPON A LILY PAD AUG TO
CASTLE OF HYDOR NOV 80 ONE DARK NIGHT
CASTLE THADE REVISITED OCT 90 THE PAWNS OF WAR
CHAOS STRIKES BACK APR TO JUN 90 PENDANT OF LOGKYN
cCLouD B89 FEB & JUN 80 PHANTASIE 1
CUTTHROATS JAN 90 PUZZLED
DALLAS QUEST AUG S0 PYRAMID
DEHON FROH THE DARKSIDE FEB S0 PYRAHMID OF DOOM
DOHES OF SHA HAR JUL 80 QUANN TULLA
DRACULA (2) AFR S0 REBEL PLANET
DRAKKHEN JUN 80 . RETARDED CREATURES/CAVERNS
DUNGEON ADVENTURE HAR 80 RICK HANSODN
DUNGEON HASTEK HAK 80 ROBOTS OF DAWN
THE ENCHANTED COTTAGE HAR 80 RUNNAWAY
THE EXTRICATOR NUV 80 SCAPEGHOST 1. JAN TO
FAERIE JAN, FEB JUN 80 SCAPEGHOST 2. HAY TO
FANTASIA DIAHOND OCT 80 SCAPEGHOST 3. HAY TO
FOREST AT WORLDS END AUG 80 SHADOWS OF THE PAST
GNOME RANGER SEP 80 SHARD OF |INOVAR
GUILD OF THIEVES-FEB, HAR HAY 80 THE SLAUGHTER CAVES
THE HERHITAGE JAN 90 SOULDRINKER
HOUND OF SHADOW JUL AUG 90 SOULS OF DARKON
ICE STATION ZERO SEF 80 SPACE QUEST |
IHAGINATIDN NOV 80 SPACE QUEST 11
INSPECTOR FLUKEIT JUN 80 SPIDERMAN
THE 1SLAND(KEN BOND) JUL 80 STOWAWAY
J INXTER JAN 80 TEMPLE TERROR
KING SOLDMONS HINES JUN 80 ULTIHA &
KNIGHT ORC JAN BO VALKYRIE 17
LABOUR OF HERCULES AUG 90 VENOH
LEATHER GODDESSES/PHOBOS AUG 90 VILLAGE OF LOST SO0OULS
LEGACY FOR ALARIC JAN SO0 WITCH HUNT

Sincere thanks to JOHN

WILDEY for compiling this
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A CHRISTHMAS WISH

|l wish you a happy Christmas and a happy new year,
Hay every good wish fill you all with good cheer!
All the hard work sending Probe out each month to you,
Becomes a l|labour of love when you become friends tago.
This year, especlally, a year of cheer and invention,
And remembered by wme as the year of the conventlion!

| owe each and everyone of you a great big thank you,
For putting up with my mistakes In the nice way you do,
And for sending in all the great contents of Probe
Which are greeted with delight when they reach my abode.
1f the pages are spotty, or slurred and a bit grotty,
They don't make you cancel your subs and go potty!

The letters you send full of our adventuring madness,

Make Probe much more interesting and fill me with gladness,
The pieces of humour from friends |like Amster and Grue,

Hake me split my sides laughing ere they're passed on to you.
The serious pleces from friends like Alan, Hugh, and Ted
Have me thinking, and agreeing and then nodding my head.

1l won't mention Getting You Started, not this time,

Cos it caused me no end of a problem with the rhyme!

Oh dear, my cheeks are now all rosy, red and burning!

Shows an editor like me néver ever stops learning.

Like when | stupidly said "Silver™ at the end of a line,
There's an idea for a competition! - just get that to rhyme!

Probe's readership isn®"t big as I'm sure you'll agree,

It's rather cosy and friendly - like a big family.

But with all you friendly people, you.readers out there,

My heartiest greetings for the season |'1]l share.

I hope the atwosphere of friendship you have for each other
Would spread through the world, each nation like a brother.

I hope Lthat when you gaze at the lighted Christmas tree,
Hay the presents beneath be all that you hope them to be!
Nol hankies, nor socks, nor perfumes nor ties,

That make you groan inwardly and flll you with sighs.

May they be full of adventures and soflware galore!

And make your Christmas this year be a top one for score.

May your swords remain sharp and your lanterns give light,
And in Lhe darkest of mazes it always shines really bright.
Hay you always find a small key to fit Lhat locked door.
And when faced with a dragon, your aim be always sure!
Hay your pencils be sharp, your map never run offt the page,
And may your love of adventuring bloom and never age.
A happy Christmas Lo you all!
And may all your troubles only be found in adventures!

Handy.
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ALF BALDVIN 0452 500512 MON TO SAT 10AM TO SPH Spectrus.

JACK HIGHAM 0825 8198631 FRI TO HON 7PM TD 10PHM Spectrum.

WALTER POOLEY 051 8331342 ANY REASONABLE TIME Various.

: DOREEN BARDUN 0653 628509 MON TO FRI 6PM TO 10PH Spectrums.
WEEKENDS ANY REASUNABLE TIHE

HMIKE BRAILSFORD 0592 757788 SUN TO SAT 10AM TO 10PH Various.

MERC Da24 434214 ANY REASONABLE TIME = Atari ST.

JASON DEANE 0492 622750 ANY REASONABLE T1ME Amigs.

JOAN PANCOTT 0305 784155 SUN TO SAT 1.PH TO 10PM Amstrad.

ISLA DONALDSON - 041 9540802 SUN TO SAT NOON TO 12PM Amsstrad.

W L .
NIC RUHSEY 03212 2737 MNON TO FRI 6PM TO ©OPH Varlious.
BARBARA

BASSINGTHU!iGHTE 0935 26174 SUN TO SAT 10AM TO 10PM BBC.

BARBARA GIBB 051 7226731 ANY EVENING FROM 7PM BBC.

DAVE BARKER 071 7321513 MON TO FRI 7PM TO 10PM Varlous.

STUART WHYTE 061 9804645 ANY REASONABLE TIME Amstrad.

ROBIN MATTHEWS 0222 569115 OR 0642 781073 I1BH PC
EVENINGS AND WEEKENDS

® # & THE ULTIHATE INFOCOM HELPLINE & » &

It you need help with an Infocos ndvcnturg then who bettler to
help you than A GRUE! Ring GRUE on D695 573141 belween 7:30pms to

9pm Mon to Fri. Or write to 64 COUNTY ROAD, ORMSKIRK, WEST LANCS,
L339 1QH.

ADVENTURE PROBE

It you need to contact Probe please telephone
0ag? 7305, 1 will be avallable at all
reasonable times any day spart froms Sunday, and
Honday afternoon, hut please Ltry to telephone
between 10am and 10pm. if You are telephoning
for help oan an adventure Lhen daytime only

please!Bul please try tLhe helpliners for help
first as above.

PLEASE MAKE SUKE THAT YOU ONLY
RING AT THE TIMES SHOUWN




Zenobi Software
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#4444 NEW RELEASES ##*##+

Spectrum 48/128

THESEUS AND THE MINCTAUR
(Greek mythology .. TWO parts)

METHYHEL
(Two part Fantasy tale)

THE LAMBERLEY MYSTERY

(Sherlock Holmes tale .. THREE parts)

THE GOLDEN SWORD OF BHAKHOR
(Fantasy tale .. THREE Parts)

ATARI STFM

OORTIZONE
(Futuristic tale .. TWO disks)

BORDER WARFARE
(Fantasy/Futuristic tale)

THE MAGIC SHOP
(A 'mouse-driven' graphic adventure)

L IET T NEW ADDITIONS tttas

Spectrum 48/128
THE MENAGERIE and BOG OF BRIT

ZZ72

BALROG's BOX OF DELIGHTS
(A compllation of THREE new games)

#+4++ PRICE REDUCTIONS #*###+

The following ATARI STFM games have ALL been
reduced in price to the LOW figure of £3.99 each.

Written by A.Collins

Written by A.Collins

Written by I.Eveleigh

Written by D.Francombe

Written by High Voltage

Written by N.Clark/G.Tonner

Written by J.Taylor

Written by I.Brown

Written by C.Wilson/L.Hogarth
Various Artistes

Crofp——

£2.49

£2.49

£2.99

£2.99

£3.99

£3.99

£3.99

£1.99 each
£1.99
£3.49

ALL PRICES INCLUDE FOR FIRST CLASS POSTAGE WITHIN THE UNITED KINGDOM ... OUTSIDE U.K.
PLEASE ADD ONE POUND (£1) EXTRA TO COVER THE ADDITIONAL POSTAL CHARGES

ALL cheques/postal orders to be made payable to ZENOBI SOFTWARE and forwarded with your
order to ... ZENOBI SOFTWARE, 26 SPOTLAND TOPS, CUTGATE, ROCHDALE, LANCASHIRE, OL12 7NX

... THANK YOU.



