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Sincere thanks to all the following readers who took the time and
trouble to send in contributions throughout the past month:

HUGH WALKER, BARBARA GIBB, MARTIN WESTWOOD, VINCE BARKER, LOL OAKES,
PAUL CARDIN, BARRY DURRANS, IAN OSBORNE, NIC RUMSEY, JEREMY SMITH, JIM
O'KEEFFE, JUNE ROWE, RON RAINBIRD, SHARON HARWOOD, MARGARET CREWDSON,
SIMON AVERY, DAVE ADAMS, SUE ROSEBLADE, STEVEN FLANAGAN, PETER CLARK,
DOROTHY JONES, DAVE BARKER, ALF BALDWIN, VICKY JACKSON, DENNIS
FRANCOMBE, KEVIN MURPHY, NEIL SHIPMAN, GARETH PITCHFORD, JOHN WILDEY,
ROBERT MELODY, STEVE CLAY and MARTIN FREEMANTLE.
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( EDITORIAL >>

Welcome tc Volume 5, Issue 12 of Adventure Probe.

You know, I have still not completely recovered from the Probe
Convention yet?! It was so enjoyable and exciting to take part in it
and to meet so many of you 1n person. My feet still haven’t quite
reached the ground since last month. This 1s the Christmas Special
Eaition and the Convention Special Edition all rolled into one so 1
hope you will forgive me 1f we seem to have tons of both festive and
Convention news crammed 1nto it. Of course quite a few of the normal
articles and sections have had to be either cut or reduced to make
room for 1t all, but I am sure you won’'t mind too much as there i1s so
much 1n the way of news to tell you this month. I hope that you will
find this special 1ssue enjoyable and 1i1nteresting. Any 1tems that
have had to be shelved for this month will return in the January 1ssue
as usual,

One 1tem of distressing news for me this month was that our Joan
Pancott has been very 111 indeed and has been in hospital almost since
she returned from the Convention. I am happy to be able to report
that she 1s much better now and, hopefully, will soon be home again.
I know, especially from all the anxious phone <calls I have had from
all her friends, that you will all join with me in sending very best
wishes for a speedy recovery. I know that you will all be extremely
delighted, as I was, to learn that her husband, Maurice has now
completely recovered from his 1l1lness and has been given a clean bill
of health from the hospital, and I can't think of any better news to
receive than that. Joan would like me to thank all of you, on her
behalf, for all the get well cards and good wishes she has received.
She appreciated them very much and they cheered her up no end. One
excellent piece of news 1s that Joan has given up smoking! There,
Joan, now 1t 1i1s public knowledge you Jjust have to keep 1t up.
Maurice has been working hard at WoW Software and, 1in fact, they
have expanded their list! A new Simon Avery, three part adventure
called A Thief's Tale is available on tape for £4 and disc for £6 and
a re-release of Microman is also available on tape for £2 and disk for
£4. The video of this year's Convention will be available by the end
of January at a cost of £12 and advance orders are being taken now.
In case you don’'t know, the address 1s 78 Radipole Lane, Weymouth,
Dorset. I have also just handed over all my Amstrad list from Atlas
Software to WoW so news of them should be coming to you from them
soon.

One of the most enjoyable parts of the December issue, for me, 1s to
be able to send Christmas greetings all around the world. Indeed, you
w11l be surprised to learn jJust where our l1ittie Probe goes to these
days. We now have readers 1n Iceland, Germany, Holland, Portugal,
Italy, Pacific Ocean, France, Spain, Norway, Denmark, Oman, United

States, Canada, Japan, Indonesia, Belgium, Switzerland, Sweden,
Finland, Australia, New Zealand, Cyprus, Greece and Austria as well as
all over the United Kingdom. Obviously I cannot send Christmas

greetings in ALL the languages but I will do my best tc include as
many as I can. So here goes: Felices Fiestas, Frohiliche Weihnachten,
Joyeau Noel, Bon Nadal, Gledelig Jul, Boas Festas, Feliz Natal, Buon
Natale, God Jul, Glaedelig Jul, Gellukkie Kerstfeest, Nadolig Llawen,
a very Happy Christmas and a Prosperous and Happy New Year to each and
every one. May your swords always remain sharp, your treasures be
many and long may your little brass lanterns shine. I will see you all
next month as usual, meanwhile, hope you all have a wonderful time.

Mardy
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<< REVIEWS >>

THE SPIRO LEGACY

By Ken Bond, 17 Adel Park Gardens, Adel, Leeds, LS16 BSN. Available
for the Amiga and priced at £3 inclusive of postage and packing.
Reviewed by The Wayfarer played on the Amiga

The conversion of any game between machines 1is always a potential
minefield. The Spiro Legacy was no exception for Ken Bond (Amstrad
adventure writer extroadinaire). The game was originally written for
the Amstrad CPC/PCW machines, when Ken bought his amiga he decided try
and convert it using the Hatrack II utility. Ken has a reputation for
well thought out puzzles and superb gameplay. His latest on the
Amstrad followed the others in this way, and now he has converted it
to the amiga and has brought all of the finesse and polish previously
exhibited to the new format.

The game had to be adapted to a different handling system hence
puzzles and maps of the Amstrad version do not always hold true on the
Amiga. Some completely new puzzles have been introduced in this
version, which will cause as many minutes of serious thought. 1In all
the game 1is as difficult as any of Ken's others, and handles
beautifully. A truly classic text adventure from a master writer of
proven ability.

On several occasions Ken had to go back to the utility writers and
indeed in one instance a revised version of the program cured a
potential headache. Buy as ever, Ken has demonstrated his able
mastery by producing a new version of an already well received
adventure.

S TS T TS T TN TS S S S S S e e e e ———————— R i i — i ——— i — ————
PSS i e e e e . e 2 i e s e e o e P —— S e A R R R R RN

AMI GA FPD

Thé wayfarer looks at the 1latest from the Adventure Probe Editor’s
software house. Atlas Adventure Software has branched out into Public
Domain and is offering the following Adventures and Arcade/Strategy
games at the special PD price of £1.50.

RINGS OF = O~
A shareware multi level arcade adventure in which you collect the
items/objects necessary to progress to the next level, whilst avoiding
various leathal nasties. It is quite unusual in its handling, but when
mastered quite enjoyable.

MIDNIGHT THIEF

Dylan Thomas’s text/Graphic adventure. Excellent pictures and a good
story line. A first attempt from a young man who really should write
more. As a first attempt it 1is good, I am sure that his subsequent
stories will be better. I recommend it for both experienced and
novice alike.

THE ISLAND OF THE NEPHOTONS

Classic text on the Amiga, it runs from CLI. The only complaint I had
was that it needed the window opened up on bootup, necessitating a
LOOK command first of all to redisplay the first location. If you
like text you will love this as it seems to be quite varied and a
large game.
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THE AMIGA ADVERNTURE

Well, it had to happen... someone has utilised the Amiga’'s speech mode
to bring a new concept to the o0ld Crowther and Woods game.
Fortunately the speech can be turned on/off by typing TALK or QUIET.
In quiet mode it is quite speedy 1in response, in talk it can only be
described as l1ike a tortoise.

WORLD/COLOSSUS / ADVENTURE WRITER

world i1s a Zork style large game with a SciFi flavour, plenty to see
and do. Much to map and recommended for both experienced and novice
alike. Colossus is more 1like Ccoclossal Cave than the Crowther and
Woods original. Fortunately it does not burble inanely at any input,

and seems to play quite professionally. Very good text adventure for
all levels of ability. Adventure Writer, well the name speaks for
itself... now you can write your own adventures and amaze Yyour

friends. 1 haven't tried this prog so any comments would be welcomed.
It seems to create only text adventures.

DRAGON CAVE
A multi-level strategy game using Dungeon Master style graphics. The
object is to place all the chests on their proper place. Fail and the
last thing on your monitor is a spout of flames heading towards you
from an enraged dragon.

e e e e e e e e e A  —— ——— ————————— ——— — T T o T 2
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EARTHSHOCK

From GI Games, 11 West Mayfield, Edinburgh, EHS9 1TF, for Spectrum on
cassette at £1.99. Cheques etc payable to Sandven Ltd.

Reveiwed by Mart irmn FFreemantle

EVERYTHING IS DARK 1s the opening message and had me pondering for a
while, so I decided to press I for inventory to see (no pun intended)
if this would throw any 1light on the problem. I discovered that
pressing almost any key will give the clue to continue for the next
few moves.

Earthshock is a re-released golden oldie but was a new game Lo me.
Set after a post nuclear catastrophe, Mother Earth has been invaded by
three-headed robots far below the surface. It is your job to hourney
below, try to defeat the robots and destroy their doomsday machine
before it is too late.

Sounds simple doesn’t it but not quite so as, in adventures, anything
is possible and this one 1is no exception. Disused shaft systems,
sacred ground, alien caverns and padded cells plus three different
quests in the middle of the game, two fantasy and one science fiction.

This is an excellent, but difficult game so 1is recommended for
adventurers with a few conquests under their belts.

Lastly, if like me, you didn’'t receive any playing instructions there
is a save to memory, STORE and CALL which is very much needed!

S S R S e S e T S S S S M — " —— o —— — — o —
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BARE BONES

Books of solutions available from Les Mitchell, 10 Tavistock St,
Newland Ave, Hull, HU5 2LJ.

Reviewed by AMaray

BARE BONES, is an A5 booklet, around 28 pages and contains full
solutions which can be used as a reference book to keep on hand for
whenever the occasion arises. As this is just issue one it looks as
if you could build up quite a reference library of solutions with Bare
Bones.

Les plans to produce B.B. every quarter or more frequently depending
on the response he receives. At present it contains solutions for the
Spectrum only but perhaps that will change in the future. Issue one
contains solutions to AFTERSHOCK, ALIEN RESEARCH CENTRE, ARROW OF
DEATH I, ARROW OF DEATH 1II, CASTLE ADVENTURE, CASTLE EERIE, COLDITZ,
DESERT ISLAND ADVENTURE, HIT, MYSTERY OF THE INDUS VALLEY, SHADOWS OF
THE PAST, STARWRECK, TEN LITTLE INDIANS and WIZARD OF AKYRZ.

Why not send off for issue one and see for yourself just what it is
all about.

——————-———————-—————--c__—————-----—————-..u.——————.—-..-_____.--_____—.-.._.______—.._
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THE TRAVELLER
Available from THE GUILD, 760 Tyburn Road, Erdington, Birmingham, B24
9NX for Amstrad CPC’s on disk. Available on special offer together
with a further three games of your choice on one disk for £10. See ad
this issue for full details. Cheques etc payable to Glenda Collins.

Reviewed by Torny Kimngsmi7i 717

Traveller is one of the many adventures just released by Tony Collins
at The Guild. The game is presented quite well and written with GAC.
The plot is simple enough, you are the traveller, completely broke and
with the worst luck in the world. But one day your life takes a sharp
turn, you find a coin! Could this be the start of something big?

Traveller is by no means the biggest adventure around with Just under
50 locations, however, this is made up for by graphics being present
at every Jlocation which is quite unusual, often due to memory
limitations. Most of the graphics are good by GAC standards and are a
pleasure to see. If you are not fond of graphics you can easily turn
them off. The puzzles are fairly logical and do not take an awful Jlot
of working out, but they have been well thought out. There is some
character interaction which makes the game more enjoyable. Characters
you’ 11 meet include a grumpy fisherman and a fishmonger, both near the
sea front (its a bit of a fishy game). Despite GAC's limitations I
felt the TALK command could have been used more to make interaction
even better.

An unusual part of the game involves you travelling in the sea to get
to some underwater caverns which are the final part of the game. This
1s the only game that I know of by this author but he has a talent for
adventure writing and I look forward to seeing more titles from him in
the future. Overall it is well worth taking a look at!

---l-d—————--—-—-—————n—u-————————-——————————————nﬂ—-—————.—-.“..._______-_‘_________——
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LY SIR RAMIC HOBBS AND THE HIGH LEVEL GORILLA A
by Gil Hilliamson
B Public Domain adventure for ST and PC computers

Reviewed by Neil Shipman on ST

"Being of sound mind <THAT'S A LAUGH! AFTER ALL THAT MEAD!> I, Sir
Ramic Hobbs <THAT'S YOU, REMEMBER> agree to retrieve Princess Anne de
Pea from the evil grasp of the High Level Gorilla <THAT'S HLG, A
FORMIDAELE CHAP WHO COULD, WITH TWO FINGERS, COMPRESS YOUR WIND-PIPE
TILL ALL YOU COULD WHEEZE WAS 'EEK'>, now resident at the top of The
Midden.

"Signed, Sir Ramic Hobbs."

S¢ runs the text of an agreement you've made on Octember 32nd in the
Kingdom of Trasch Khan, builder of the Dome where you've just had such
a good time. It's read to you by the disembodied voice of Wizard Prang
- the bits in capital letters are his comments!

Rt the start of the adventure you wake up in a smelly cave about
halfway up The Midden with your mead supply expired. You were meant to
bring a ransom with you but you left it behind, so you're going to
have to go back to the Dome. Occupying the cave with you is a rather
untidy owl known as Bloodcurdling Owl (or BO for short) who will
accompany you on your exploits and whom you can ask about various
things. Sometimes he'll be helpful but, more often than not, he
doesn't know much more than you do.

You can safely wander around half a dozen locations to get the feel of
the game, see where the Dome is (a long way away) and smile at some of
the descriptions. If you're to make any further progress, though,
you'll need to figure out how to get past one of the Midden's
inhabitants. I'm not giving anything away when I tell you this
involves a Chinese steam locomotive with, appropriately, instructions
in Chinese. Of course, you can't read Chinese!

Further on you'l]l meet Sir Fritz Tenshun waiting to take his pet snake
to the Vet's where you'll get an idea of how you're going to get back
to the Dome. You'll also find a method of transport here and, by using
this, vyou'll gquickly meet an Abdominal Snowman and the High Level
Gorilla himself. (If the author can help it, no name is left wun-
punned, especially at the end. But, perhaps I ought to say at this
juncture that it was only when looking at the adventure for the third
time that I realised what the title meant! I must be getting slower on
the uptake as the years go on but, 1in extenuation, I plead that our
cooker hasn't got 'em!)

There are over 60 locations, plenty of entertaining descriptive text,
amusing responses and lots of well thought out puzzles. If you get
stuck then Wizard Prang is always in the background with advice - just
hit HELP - and BO may have something interesting to say on the
subject. (1 particularly liked his discourse on the mating habits of
wire coathangers!)

I noticed a number of bugs, but none of these was serious and didn't
prevent me from finishing. What I did find annoying, however, was the
fact that when I got killed I was returned to the desktop and had to
boot the adventure again. It would have been more sensible if
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you were resurrected to your starting point as is done in many other
ACT adventures I've played. And don't get caught in the dark! If you
do then the ONLY thing possible is to Quit!!

Sir Ramic Hobbs and the HLG has a vocabulary of about 400 words and.
if you've seen an AGT adventure before, you'll know that the parse:
can cope with complex inputs. Especially useful are the pre-programmed
function keys for the most often-used commands and the ability to
input the main directions with the cursor keys.

Rll AGT adventures tend to look the same because most authors restrict
themselves to using the default colours of cyan, yellow and black for
the text, input and background respectively. For those of you who
haven't got the AGT Source Code Disk - or, if you have, haven't read
through the documentation - you might like to know that it is possible
to customise the screen presentation to suit yourself. Simply type
COLORS A B C (where R is the text colour, B the input and C the
backaround). As well as CYAN, YELLOW and BLACK you can use RED. WHITE,
GREEN, BLUE and LIGHTGRAY. COLORS MONO will give white text and input
on a black background and COLORS DEFAULT will! return you to cyan,
vyellow and black. PC adventurers can also chanae the colours of the
status line by using two more parameters D and E.

If you are playing on an ST with a double-sided drive and the
adventure came on a single-sided disk it's a good idea to transfer the
files to a double-sided one. You'll then have plenty of room for a
number of saved positions and you shouldn't experience any problems
with saving and restoring. Some AGT adventures can be a bit iffy about
saving/restoring to and from a disk other than the game disk.

And, finally, back to Sir Ramic. This is a fairly simple adventure
which had me occupied for a few days and, while I didn't split my
sides laughing, it did raise a chuckle or two. 1If you like comedy
adventures then this one is certainly worth taking a look at.

*#*******t***t**ttt*l**##****##*t**#t!***#tttx*lt*t#****#ttllt*!!*tt*#

TITLE TwWISTS
By Pawr 7 Caroi7rmr

THE CASE OF THE BEHEADED SMUGGLER
THE RAGGED CUT BLEEDS OF SHAME - EH?

ALIEN RESEARCH CENTRE AND HIT
A RENAL REACH INSIDE E.T. 'N RETCH!

FIVE ON A TREASURE ISLAND
FINED A SILVER AURA STONE

MESSAGE FROM ANDROMEDA
READS OF MARS' MEGA DEMON

ttt#**t****t***ttt********t**##tt*l*tt**#tt#**tttt*t*!ﬂ**tt*tttl*ttlt!
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THE 1991 ADVENTURE PROBE CONVENTION REPORT
By Manrndy
1t 1s difficult to say when exactly the second Adventure Probe
Convention started! Or, for that matter, exactly when it officially
ended. As a great many Probers arrived at the Royal Angus Hotel on the
Friday and stayed over until the Sunday morning. As I have already
received quite a few Alternative Convention Reports (!) I will safely
leave it to those authors to detail all the fringe events and will
confine myself to the main events of the day.

Saturday morning arrived and the Convention proper started. It wasn’t
long before the room was packed with Probers. By now most of the
Conventioneers who were coming for the day or for the rest of the
weekend had arrived and the atmosphere was, once again, electric!
The Convention was held in the Wroxton Suite — sounds impressive? - it
was! We still managed to fil1l it though! A1l around the room there
were stalls and demonstrations. Going from Jleft to right round the
room from the door we had the Probe Stall and 3D Construction Kit
demonstration and a video recorder showing both the 3D Kit video and
the video of the last Convention for anyone who missed it. Then there
was the rostrum and dreaded microphone. On the opposite side of the
room was the Allan Phillips stall complete with Spectrum and Commodore
computers and printers together with software for sale and to try.
Next to this there was a stall where our June Rowe was able to
demonstrate her new game which went down very well. Then between
June's stall and the Megapoints competition we had the Adventure and
Strategy Club stall, Grue’'s Hatrack II demonstration, The Guiding
Light PC and games with the Jacki Wright team. The Megapoints
competition was a huge success as, once again, we were treated to a
preview of one of Larry Horsfield’s adventures - The Spectre of Castle
Coris, charmingly supervised by Jill Carter and her team of helpers.
Ji11 was bemused all day by everyone 1insisting on calling her Sharon
but bravely carried on despite all that! I, of course had my turn at
the Megapoints just after my welcome speech. It was quite a harrowing
experience too (not the speech, the Megapoints!) 1 was taking my turn
alongside Jay Honosutomo and his friend and 1t was extremely
demoralising to find - when I took a peek at their scores - to find
that they were way ahead of me! I then got killed off and had to start
all over again. Ok so I DID forget to RAMSAVE but how was I to know
that that blessed Spectre was going to Jjump out at me so soon?! I am
happy to say that I got along fine after that (ably abetted by a soft
whispered “Try Ale” when I was stuck trying to buy a drink in the
tavern. Thanks Jill! It wasn’'t cheating though as I couldn’t have won
anyway - what on earth would I have done with a free subscription to
Probe?). Alongside the Megapoints was the Zat Stall with a Sam Coupe
- the first I had ever seen, and most impressive 1t was too! HNext we
had the WoW stall with a bank of Amstrad CPC’'s which, once again,
proved very popular indeed. I get the distinct impression that there
was another stall next to the WoW stall but whatever 1t was was so
popular that I could never get near enough to find out what 1t was
because 1t was so crowded! Between this and the door we had Dave
Havard’s stall and Tom Frost’'s Amstrad PCW with The Lost Dragon which
did extremely well (well, Tom had to keep making more and more copies
to satisfy his eager customers all day 1long) and the Delbert The
Hampster software stall presided over by the delightful Scott Denyer.

Official business started with the dreaded welcome speech. This was
achieved despite the editor trembling sufficiently to ensure that the
video cameras (four of them this year!) would produce a film that
looked out of focus and the microphone playing up so that part of the
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speech sounded like an impression of Norman Collier! Thankfully it
was soon over so that I could relax properly and really join in the
fun. It was a delightful experience to be able to meet so many new
faces and also people I had met the previous year. Everyone was so
very, very nice and the atmosphere was so friendly - it was almost
like being at one big party!

The highlight of the event was, of course, the Adventure Probe Awards
Ceremony. The awards, nominations and winners were as follows:

Nominations received were: SYNTAK GI GAMES/FROM BEYOND, ADVENTURE PD,
MT SOFTWARE, SOFTVILLE PD, 17 BIT, GOODMANS, JOHN R BARNSLEY and THE
BIRMINGHAM PUBLIC LIBRARY (!).

Third place went to SYNTAX - Sue Medley. Second place went to
ADVENTURE PD - Debby Howard. First place went to GI GAMES/FROM BEYOND
- Tim Kemp and Gordon Inglis.

THE _BEST UTILITY/HARDWARE ADD-ON:

Nominations received were: PC SPEED, HATRACK II, SPECTRUM +D,
ADVENTURE PROBE (!), PAW, ATARI ST MOUSE EXTENTION LEADS, ADVENTURE
PD'S MAP CREATOR, SAMBUS, 3D CONSTRUCTION KIT, PC DITTO II and ADLAN.
Third place went to PC SPEED. Second place 3D CONSTRUCTION KIT. First
place to HATRACK II.

MOST HELPFUL ADVENTURER OF THE YEAR:

Nominations received were SUE MEDLEY, WALTER POOLEY, JOAN PANCOTT,
VICKY JACKSON, TIM KEMP, MARK ELTRINGHAM, DEBBY HOWARD, DAVID
ATTENBOROUGH (!), JACK LOCKERBY, BARBARA GIBB, LARRY HORSFIELD, JOHN
WILSON and JASON DEANE.

Third place went to JOAN PANCOTT, Second place to WALTER POOLEY. First
place went to BARBARA GIBB.

BEST TEXT ONLY 8 BIT ADVENTURE:

Nominations were: CAPTAIN KOOK, THE SPIRO LEGACY, THE DARKEST ROAD,
THE GOLDEN SWORD OF BHAKHOR, THE AXE OF KOLT, THE HERMITAGE, THE TEST,
DEEKS DEEDS, ROUGE MIDGET, INTO THE MYSTIC, BEHIND CLOSED DOORS II,
THE HOUSE ON THE TOR.

Third place went to THE GOLDEN SWORD OF BHAKHOR. Second place THE
SPIRO LEGACY and first place to THE AXE OF KOLT by Larry Horsfield.
BEST GRAPHIC/TEXT ADVENTURE 8 BIT:

Nominations were DIABLO, THESEUS AND THE MINOTAUR, BLOOD OF BOGMOLE,
EVE OF SHADOWS, THE HERMITAGE, FIVE ON A TREASURE ISLAND, ANGELICUS
SAGA, HOBS HOARD, JESTER QUEST and YARKON BLUES.

Third place was THE HERMITAGE, second place was EVE OF SHADOWS and
first place to BLOOD OF BOGMOLE,

BEST TEXT ONLY ADVENTURE 16 BIT:

Nominations were DEEP SPACE DRIFTER, THE HOLY GRAIL, PLANETFALL,
HAMMER OF GRIMMOLD, THE MISSION, CORTIZONE and SPELLCASTING 101.

Third place went to THE HOLY GRAIL, second place to THE HAMMER OF
GRIMMOLD and first place to THE MISSION by Jim MacBrayne.

BEST TEXT/GRAPHIC ADVENTURE 16 BIT:

Nominations were SPELLCASTING 101, DEMONS TOMB, DEJA VU II, THE MAGIC
SHOP.

Third place went to THE MAGIC SHOP, second place to DEMONS TOMB and
first place to SPELLCASTING 101.

BEST GRAPHIC ADVENTURE 16 BIT:

Nominations were LOOM, CORTIZONE OPERATION STEALTH and THE SECRET OF
MONKEY ISLAND.

Third place went to CORTIZONE, second place to OPERATION STEALTH and
first place to LOOM by Lucasfilm.

BEST ANIMATED ADVENTURE 8/16 BIT:

Nominations were THE SECRET OF MONKEY ISLAND, OPERATION STEALTH,
SWITCHBLADE and RICK DANGEROUS.
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Third place went to RICK DANGEROUS, second place to SWITCHBLADE and
first place to THE SECRET OF MONKEY ISLAND.

BEST R.P.G.8 BIT:

Nominations were HERO QUEST, BARDS TALE, BLOODWYCH, TIMES OF LORE,
LORDS OF CHAOS and DEMON FROM THE DARKSIDE.

Third place went to BARDS TALE, second to LORDS OF CHAOS and first
place to HERO QUEST.

BEST R.P.G. 16 BIT:

nominations were CHAMPIONS OF KRYNN, MIGHT AND MAGIK II, DUNGEON
MASTER, EYE OF THE BEHOLDER, CHAOS STRIKES BACK, HERO QUEST and BAT.
Third place went to EYE OF THE BEHOLDER, second place to CHAMPIONS OF
KRYNN and first place to MIGHT AND MAGIK II.

THE MOST HELPFUL SOFTWARE COMPANY :

Nominations were GI GAMES, WOW, ZENOBI, F.S.F. RE-CREATION RECREATION,
RIVER SOFTWARE, TARTAN SOFTWARE, LUCASFILM and DRAGONSOFT.

Third place went to WOW SOFTWARE, second place to ZENOBI SOFTWARE and
first place to F.S.F - Larry Horsfield.

MOST PROMISING AUTHOR:

Nominations were MICHAEL J ROBERTS, M WALKER, LAURENCE CREIGHTON, IAN
EVERLEIGH, JACK LOCKERBY, LARRY HORSFIELD, BOB ADAMS, MARGARET
CREWDSON, JASON DAVIES, DENNIS FRANCOME, JASON McHALE, ROB BUCKLEY,
TONY COLLINS, KEN BOND and STEVE MERETSKY.

Third place went to LARRY HORSFIELD, second place to LAURENCE
CREIGHTON and first place to BOB ADAMS.

THE MOST AMUSING BUG:

The one that got your editor giggling fit to bust naturally got first
place and that was as follows: In ROBIN OF SHERLOCK there was some
controversy about the inclusion of the word FART in the vocabulary.
The author removed the offending word and substituted BREAK WIND
instead. Unfortunately during play the player comes across a dusty old
window which he is told he cannot see through and cannot clean. Lying
beside it is a brick. The obvious 1input therefore upon obtaining the
brick is to say BREAK WINDOW - of course, as this was written with the
QUILL, only the first four letters of any input are recognised and so
the game promptly resets itself as a punishment for the player
SWEARING!

THE BUG WORTHY OF MENTION AWARD went to JACK LOCKERBY for TREASURE
ISLAND. If you examine the body you are told it is RED LEICESTER!!!

SPECIAL AWARDS
HONOURABLE MEMBER OF ADYENTURE PROBE 91: This is awarded to the person

who it is felt has done a lot for promoting the adventure scene in
general and/or helped others who have 1lost their way in games. The
award also covers a FREE LIFETIME MEMBERSHIP to Adventure Probe and
their name will be joined with the other Honourable Members (only 1 so
far which is Keith Campbell), this award 1is not voted for by the
membership as many people could come under this category but is picked
out for stirling work and effort where no reward is asked for. For
helping around 8,000 callers on the telephone helpline over the years,
and also for re-launching the Adventure Scene on the Amstrad CPC with
WoW Software this award for 1991 was awarded to JOAN PANCOTT.

A SPECIAL AWARD FOR A GRASS: This special award went to the person who
has been spilling the beans all year about what went on at last years
Convention, then had the cheek to write a bloomin’ game about it! This
special award went, of course to our TOM FROST.

THE DAVE HAVARD AWARD: Dave Havard announced a special award to STUART
WHYTE, conceding that he was the best player at Lords of Chaos.

THREE SPECIAL AWARDS were presented by Mandy on behalf of The Wayfarer
to ALLAN PHILLIPS, BOB ADAMS and THE GRUE! The last two were in
retaliation for the “Boot Award” at the previous Convention.
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THE LAST _SPECIAL AWARD was presented to THE GRUE by Lol Oakes on
behalf of the Bugblatters. A golfing trophy for attaining a "hole in
one” whilst playing PGA Tour Golf on his Amiga!

The Awards Ceremony lasted for two hours. The excellent MC was Allan
Phillips who did a wonderful job 1in preparing and printing the
Certificates, the golden envelopes (all agreed that he had used
superglue to stick them down!) and, not forgetting the nomination
forms themselves that were sent out with Probe some months ago.
wWhilst thanking people I would 1like to give special thanks to Vicky
Jackson for organising the venue so well and ensuring that we were all
comfortable. Larry Horsfield for getting us all there in one piece
with his excellent maps and directions, and for the tickets and badges
and 101 other things that went into it all. To Kez Gray for providing
the beautiful cartoons, not only for the Awards Ceremony but the
special cartoons that she so kindly prepared for various people to
present as special awards. A very special thank you must go to all of
you who attended the Convention, you made it so very special and a
huge success.

One of the highlights for me was to be able to meet so many of you in
person. You know, I sit at home, beavering away at Probe each month
and talking to you on the telephone but I don’'t know if you can

imagine my feelings on attending the Convention itself. I get a
terrific buzz just seeing you all! I say to myself "Gosh! These are
really Probe Readers”. Stupid thought maybe, but when you are all no

longer just disembodied voices on' the other end of the phone or names
on a database it really makes Probe, Adventuring and everything so
worthwhile and real for me! Meeting each and everyone of you was so
very special and I can’t thank you all enough for coming along and
making everything so perfect. I got the same feeling last year too
but this year I had an added bonus! With being able to take the
November issue along to the Convention I had the added thrill of
actually SEEING you READING Probe on the Friday night in the hotel
lounge! Everything went quiet for a time as you scanned the pages and
then you began to discuss the contents amongst yourselves. That was
another very special time for me.

One other point that I don’t think anybody has commented upon is the
fact that the Probe Convention seems to be the only event, that I know
of, that every kind of barrier 1is broken down. Where people of ALL
ages mingle, chat, exchange information and ideas, people from all
walks of 1ife share a common interest, it seems rather like one huge
extended family. As all Conventioneers will surely agree, it is an
experience that you have to be a part of to believe. I do wish that
more of you could have attended, although with a gathering of around
160 of us there were many more than Jlast year. One nice thing about
this year’'s event is that the whole event was recorded on video so
that all those who couldn’t attend in person will, at least have the
chance to see what we all got up to. I believe the video will be
available around the end of January and will cost £12 from Wow
Software. Order forms and further information will be in Probe when
received.

It would be impossible to fit in all the things that happened at the
Convention in this short space but I hope 1 have managed to tell you
about all the main events and to convey some of the atmosphere. A1l I
can end by saying is that the next Convention just can’t come quick
enough for me! Roll on next year!
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CONVENTIONAL CAPERS

(An_Adventure for Everyone.)

By Peter Clark
INTRODUCT IORN \
One day a brown envelope drops through your Jletter box. It 1s
addressed to your next door neighbour, the funny one, and has been
delivered to your house in error. As you pick 1t up the flap comes
undone and a small magazine drops out onto the floor. The name
ADVENTURE PROBE catches your eye and you cannot resist thumbing
through its pages. As you do so, a slip of paper drops to the floor.
It turns out to be an application form for tickets to a Convention to

be held later that year in Birmingham. As the location 1s not many
miles from your house, you make a note of the date and decide to go
along on the day to see what it 1s all about. You re-seal the

envelope and slip it through your neighbour’s door.

THE SCREEN CLEARS
You are standing outside a large hotel in Birmingham. A door faces you
to the North.

what now?... Enter Hotel.
You are 1n the Reception Area of the Hotel. In front of you to the

North, you can see the Reception Desk. There is an exit South,.
Wh ow?... Go North.
You are at the Desk. The Receptionist looks a bit bemused! On the wall
you can see a large notice. A 1ift is to the East and there is an exit
South.
what now?... Examine notice.

The notice reads, "ADVENTURE PROBE CONVENTION 1991 - Abandon hope all
ye who enter here.” There is a small picture of a ham ster stuck to it
with sellotape.

h now?... Get picture.
You take the picture from the Notice but, Jjust as you are about to
look at it, a large furry animal wearing a baseball cap rushes past
you and snatches i1t from your grasp.

what now?... Examine animal.

It has gone!

what now?... Examine 1i1ft.

The doors are closed. There i1s a large button alongside the doors.
what now?... Press button.

The button lights up and a recording of a Vivaldi violin concerto
begins to play.

wWhat now?... Press button.
Don't get impatient!
What now?... Examine 1ift.

The doors remain firmly closed but the 1ift button is still glowing.
what now?... Press button.

Nothing more happens... then, Just as you are about to kick the doors
to bits, the 1ift arrives and the doors open.

What now?... Enter 1ift,.

You are in the 1ift. There is a row of buttons on one wall numbered G
to 6. You notice, however, that there is no No.1. You can also see: A
small quantity of sand.

What now?... Get sand.

You pick up the sand and it trickles through your fingers back onto
the floor of the 1ift. Suddenly, a large furry animal wearing a
baseball cap runs into the 1ift carrying an empty Newcastle Brown Ale
bottle. It sweeps the sand off the floor 1into the bottle and
disappears out of the 1ift again. As it leaves 1t drops a postcard.
What now?... Get postcard.

You now have the postcard.
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What now?... Examine postcard.

It has on it, views of Ormskirk.

What now?... Press Button Two.

The 1ift rises to the Second Floor, stops and the doors open.

What now?... Leave 1lift.

You are at the West end of an East/West Corridor. Strains of a Vivaldi
violin concerto drift on the air. The 1ift is to the south.

wWhat now?... Go East.

You are in an East/West Corridor. There are two doors to the North.
What now?... Examine doors.

One leads to the Gents, the other to the Ladies.

What now?... Enter Gents.

You are in the Gentelmens Toilet. A row of cubicles line one wall.
They are all vacant with the exception of one where the door is firmly
closed. You can also see: A red tartan scarf.

What now?... Get scarf.

As you pick up the scarf, the cubicle door opens and a large furry
animal wearing a baseball cap rushes out, snatches the scarf from your
hands and runs out of the room mumbling something about Frost. You
wonder to yourself whether it is cold enough outside for frost to be a
problem!

What now?... Inventory,

You are carrying: A picture postcard showing views of Ormskirk.

What now?... Leave Gents.

You are in an East/West Corridor. Two doors face you to the North.
What now?... Enter Ladies Toilet.

As you open the door, there is a scream from inside. A lady wearing a
red suit rushes past you shouting in Welsh. As she leaves, she drops a
small envelope.

What now?... Get envelope and open it.

You pick up the envelope and 1look 1inside. You discover a small
quantity of sand which runs through your fingers and onto the floor.
wWhat now?... Get sand.

Just as you are about to pick up the sand, a large furry animal
wearing a baseball cap runs up the corridor. It sweeps the sand into
its cap with a red tartan scarf and rushes off again.

What now?... Enter Ladies Toilet.

The door appears to be stuck.

What now?... Look through keyhole.

As you place your eye to the keyhole, the 1lady 1in red runs up the
corridor and hits you on the head with her handbag. You decide that
keyhole peering is not for you.

What now?... Go East.

You are in an East/West Corridor. There is a door to the North.

What now?... Go North.

The door is closed.

What now?... Open door and go North.

You open the door and go in. The room is filled with people, who all
seem to be moving tables about. As fast as one group sets them up in
one corner, another group comes and moves them! Alongside the door
there is a table covered in lapel badges. As you stand there looking
around helplessly, someone grabs your arm and says “Where's your
ticket?”

What now?... Give Ticket.

You have no ticket!

What now?... Leave.

You are in an East/West Corridor. There is a door to the North.

wWhat now?... Go East.

You are in the Lounge area, just West of the Bar. Arm chairs are
arranged neatly around small circular tables. Exits are East and West.
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You can also see: A lapel badge on a table.

wWhat now?... Get Badge.

You get the badge.

What now?... Examine Badge.

The lapel badge has “Probe Convention” printed along the top and the
single word "GRUE" printed underneath.

wWhat now?... Wear Badge.

You are wearing the lapel badge.

What now?... Go East.

You are in the bar. There 1is a serving counter to the North. The
remainder of the room is filled with tables and chairs.

wWhat now?... Buy Beer.

No sooner do you approach the counter than the barman looks at your
badge, takes the top off a bottle of Newcastle Brown Ale and hands 1t
to you.

wWwhat now?... Inventory.

You own: A picture postcard showing views of Ormskirk. A Lapel Badge
(worn). A bottle of Newcastle Brown Ale (opened).

what now?... Go West Twice.

You are in an East/West Corridor. There is an open door to the North.
wWhat now?... Enter.

You are in the Main Convention Suite. As you enter, a large furry
animal wearing a baseball cap rushes up to you. It snatches the lapel
badge from your Jjumper and grabs the opened bottle of Newcastle Brown
Ale. However, in the confusion, you manage to slip guietly into the
crowd unnoticed. There are stalls to the North, East and West. To the
North-west there is a stand with a microphone on 1it. A door leads
South.

What now?... Go North,

You are in Megapoints. Three panic stricken people sit facing TV
monitors. They hammer relentlessly on their keyboards, pausing only to
mumble oaths and to look over each other’'s shoulders at score lines,
At frequent intervals, the three people Jleave their seats and are
immediately replaced by others who continue the procedure.

what now?... Examine Monitors.

The monitor nearest is being used by a gentleman sporting a tee-shirt
with the head of a fox on 1it. Across the top of his screen 1t says.
"The Spectre approaches..... you die!..... Do you want to play
again?... Your score 1s 13 points.”

what now?... Go East.

You head in an Easterly direction, you ¢trip over an empty Newcastle
Brown Ale bottle. Picking yourself up from the floor you are suddenly
aware of a lady in a wheel chair bearing down upon you at a great rate

of knots. You think to vyourself, “WoW! She's moving fast!” You can
also see: A Witches Hat.

what now?... Get Hat, Examine Hat then Wear 1t.

You pick up the hat. It is black and pointed. The label inside reads
"Six and seven eighths - Made in Weymouth.” You put it on. Suddenly a

large furry animal runs by. It takes one Jlook at your hat and starts
to giggle uncontrollably. After a short while two of those present
take him by the arms and lead him away in the direction of the bar.
wWhat now?... Go East.

You are at the East End of the Room. Several monitors flicker along
the length of a table. Alongside the table, 1in a wheelchair, sits a
lady with a small canvas bag. She hands out small packages to those
who approach her in exchange for handfuls of coins which she drops
into her bag. You can also see: A Floppy Disk. A Price List.

What now?... Get All.

You get the Floppy Disk. You get the Price List. You cannot get the
lady in the wheelchair. As you try to get her Canvas bag, she hits
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you with her handbag!..... Quch!!

What now?... Examine Disk.

It is a three inch Amstrad Disk. The Jlabel reads, "Hounds of Hell, a
text adventure by Peter Clark for all the Amstrad Computers."” (OK so
its a blatant plug but I had to get something out of all this typing!)
What now?... Examine List.

It contains a list of the other titles available from WoW Software. It
is a valuable document.

What now?... Wait.

You wait..., Suddenly noises are heard from the other end of the room.
The lady in red is banging the microphone with her handbag with the
express intention of jolting it into action. It appears that the
opening speech is about to start. The microphone packs up!!

What now?... Ask someone to repair microphone.

A man with short, dark curly hair Jleaps to the rescue and, after a
period of thumping and banging, persuades the equipment to function
correctly.

What now?... Listen to speech.

You hear yet another great speech from Mandy, the beloved editor of
Adventure Probe. (CRAWL CRAWL!)

What now?... Go West.

You are at the West End of the Room. This 1is where Mandy has been
hiding. There is a computer here.

What now?... Examine computer.

It 1s an Amiga. One of those 16 bit Doo Dah's. Not a patch on the
CPC's or Speckies. While you are inspecting it, Mandy shoves a disk
in the drive. “"Just you 1listen to this," she says. It makes great
music! Suddenly you are approached by a Dungeon Master. "I can do
better than that." he says. Reaching into his pocket, he produces a
hamster. The Dungeon Master drops the hampster as it bites his finger.
It scutties off into the crowd! Reaching 1into his pocket again, the
Dungeon Master produces a floppy disk which he stuffs into the drive
of Mandy's Amiga. The sound of Dire Straits wafts across the room and

then abruptly stops. "It worked at home,"” said the Dungeon Master as
he wandered off in search of his hamster.
What now?... Go South.

You are in an East/West Corridor. There is an open door to the North.
What now?... Go East Twice.

You are in the Bar. Exits are East and West.

What now?... Go East.

You are in the Restaurant. It is full of tables and chairs. An exit is
to the West.

What now?... Sit at table.

You sit at a table and, after a short wait, a waitress arrives and
asks you what you want.

What now?... Ask for a Menu.
You are given the Menu.
what now?... Read Menu.

YOu look at the prices and nearly have a heart attack. Luckily the
waitress is attending to another guest and, while her attention is
distracted, you leave the restaurant. You are in the Bar.

What now?... Examine Bar.

Standing at the bar are a couple of gents with Scottish accents. They
purchase large quantities of beer and head for the 1ift, mumbling
about rugby football and the English! They were seen later in the
evening in a much subdued state.

What now?... Leave hotel and eat at "Greasy Spoon."

You find a cheap cafe not too far from the hotel, fill yourself with
cheeseburger and chips, walk around for a while to get some fresh air
and then return to the hotel bar.
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What now?... Look at watch.

It is nearly 10.00pm. The bar is fairly quiet as many people have gone
for a meal in Birmingham Town Centre.

What now?... Wait.

You wait for a while and, as time goes by, more and more people arrive
back at the hotel. There are Balrogs, Dungeon Masters, Grues and many
more happy people. Although one lady must have upset a witch or a
wizard as she appears to have lost her voice and spends the remainder
of the evening waving her arms about and trying to regain her voice by
lubricating her throat with various potions available at the bar.

What now?... Think!

You think and realise that your neighbour had the right idea after all
and was not so mad as you first thought.

what now?... Go home and send a subscription to Probe.

You are home in your Living Room. You open your desk to get your
cheque book. As you do so, a large Sand Viper falls to the floor and
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\ EXTRACT FROM THE UNUSUAL CHRISTMAS GIFT BOOK
\ ) PAGE 314: Gifts for the adventurous!

By Steve CTay

This year we have on offer many varied and delightful gifts for the
adventurer in the family:
SMALL RED BRICK BUILDING: This wonderful building is an exact replica
of that most famous of adventure Jlandmarks. Not just a decoration 1t
can be used as a summer house when the weather is clement.
MAGIC MAP PAD: These pade contain paper that guides your pen to where
the centre of the map will be, thus avoiding “off the edge” syndrome.
The pad contains a free set of stickers depicting doors and other
adventure features,
FALSE CHEST: Beautifully made by Taiwanese craftsmen. This chest has a
hinged 1id and 1inside 1is a collection of real-looking gems and
jewellery. Complete with ornate lock and strange looking key. (Note:
for other types of flase chest, please see "Plastic body parts”
section.)
DELUXE VERSION OF ABOVE: plays "I did it my way!" when 1id is opened.
BRIBEFINDER: A handy little device that scans the person or thing that
bars your way and automatically knows what they want. No more giving
all your treasure to the old lady who only wants her gate fixing.
SECRET ROOM: For the expert adventurer out there. This room comes with
no doors or windows and there is a limit of ten attempts to open 1t
before it self-destructs.
SKELETON KEY: Made from genuine bone and opens most non booby-trapped
locks. It also opens doors on the latest Ford Chariot.
WHAT'S WHAT GUIDE: The book no adventurer should be without. No more
wondering if that yellow-spotted spider 1s poisonous and if not, the
best way to cook 1t.
TORCHES: Always lost in the dark? Keep breaking your neck? Suffer no
more! We sell traditional adventurers torches by the gross complete
with matches 1n waterproof pouch.
RAMSAVE MATS: A sensational invention! Just drop the mat before you
attempt anything risky, then 1if that chasm was too wide, a simple
ramload will return you alive and kicking to the nearest ramsave mat.
Please note that to use the ramsave mats you will require a RAMLOAD
PENDANT. The only one in the known world is currently residing at the
bottom of Scrogg the really nasty dragon's treasure hoard.

A Merry Christmas to all our readers, may all your purchases last
until the warranty passes.
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AN _ALTERNATIVE REPORT ON THE 1991 ADVENTURE PROBE_CONVENTION

By Sharormn Harwooo

It was a quiet Friday afternoon 1in the City of Birmingham. The staff
at the Royal Angus Thistle Hotel were preparing for the arrival of a
select group of Computer enthusiasts. It began slowly - people seen
roaming the corridors with boxes of software and computers tucked
under their arms, a gentleman in the 1ift with a monitor in each hand,
a whispered comment on whether this person or that person was part of
it, a greeting as old friends met, the rumour of a gathering in the
lounge... the second annual Adventure Probe Convention was under way.

The circle of chairs in the 1lounge grew larger and the noise got
louder - who was that talking non-stop? Larry Horsfield. I thought he
was "a very quiet person”. Badges were distributed (Apart from mine,
which larry left under the settee at home... Ed) and Vicky suggested
pizza, someone had seen a place "a few minutes away'. The meeting was
in motion (to Pizzahut, of course). Meals were partaken of whilst Bob
Adams demonstrated how to open a small carton of milk and produce
enough to shower the whole booth. Will he use it as a problem in his
next game? What will Sue Roseblade do with her "doggy" bag? Will Anne
Borland find another young man to escort her back to the Hotel?

The gathering in the lounge had grown substantially and staff began to
stare. Strangers had taken to crawling under our chairs in order to
pass and people could be seen waving to each other across the great
expanse. Mandy was offered a seat in the middle but declined and the
Management began to make surreptitious visits. It was only a matter
of time before we were asked to re-organise the furniture.

The following morning brought bleary eyes, hungover, adventurers to
the hall and equipment was set up for the main event. Allan Phillips
attempted to show everybody up by wearing a suit for the big occasion
and everyone was aware of Chris Pancott preparing her video cameras.
Before long the hall was alive with the sound of clicking keyboards
and exciting conversations. The sight of Bob with glass in hand told
us that there was no free coffee to be had and the thought of waiting
20 minutes for a £3.20 sandwich brought much stomach rumbling, Stuart
Whyte eventually surfaced amongst rumours of an all night Lords of
Chaos competition.

The Awards Ceremony started and, for the first time this year, Lorna
wasn’t disappointed with me! I must remember not to stand near Larry
Horsfield next year as nerves caused him to tread all over my feet
whilst Sue was busy trying to open the little gold envelope. 1 do
believe that there would be a new award next year - for he/she who is
most adept at avoiding the video camera. This year's award goes to
Allan Phillips and Jil1l Carter for mingling in so well with the
wallpaper and gliding so gracefully along the wall, from one side of
the room to the other.

The day was coming to an end and there were many long faces as friends
old and new departed, but the night was still young for those of us
staying at the Hotel and many of us made arrangements to meet at
reception and descend once more upon the eating holes of Birmingham.
The Hotel was, once again, full of people roaming corridors with
computers and monitors.
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On arriving at reception it was no surprise to find a large crowd of
diners gathering. Where were we heading and how were we going to find
somewhere that would take us all? We decided to "wander” and it was
really rather lucky that we all have different opinions on what the
word actually means. The crowd gradually diminished as groups marched
on ahead and we became seperated. The restaurants and burger houses of
Birmingham were filled with odd groups of people discussing the
kil1ling and maiming of an assortment of strange beings.

On returning to the Hotel, a large group of Adventurer’s could be
found 1n the bar (were we banned from the lounge?) and the jovialities
continued into the early hours. A small crowd was gathering around Sue
Roseblade. Was she relaying a particularly tasty piece of gossip? No,
too much talking had caused her to Jloose her voice and she had taken
to whispering sweet nothings into the ear of Bob Adams. Watches were
put back an hour giving the perfect excuse to hang around for another
hour (or two).

Morning arrived far too early and a photo session caused uproar as
everyone gathered in the bar (again). Jacki Bennett took another lot
of "dar” photo’'s as she continued to have trouble with her flash, and
a very nice waiter hopped over the bar in order to fit us all in (to
the photo, that is!). Sue continued to write messages on her pad and
the hunt for her voice is to be continued next year.

A1l that remains of the 1991 Adventure Probe Convention are terrific
memories, a couple of questions and a piece of advice: Did Larry
Horsfield remember his way home? Did the Mistress of the Hunt loose
her voice as a result of shouting “Tally Ho!" whilst chasing Bob
Adams around the Hotel? and the advice... 1if, next year, Kenny
Kennington starts to tell you about the practical joke concerning a
meat pie make your excuses and leave quickly, Uggghh!

¥,
Aasy

One more question, when do we start planning for next year? :d:
4

t#t******t****#**#*3#*‘#*"*!#***#**##¥¥*¥*##*#*******K*l#**f(

)

BUGS AND AMUSING RESPONSES

METHYHEL
By T &armn Osbor rie played on Spectrum
At one stage in the game, you have to give a rosary to Reverend Jones.
what would a Protestant Vicar want with such a Catholic artifact?

STARSHIFP QUEST
By Jeremy Sm7 t/ played on Spectrum
In the old building, near the start of part one, there is a hole. If
you sWwitch on the flashlight and examine the hole, you can go down.
BUT you can also CLIMB DOWN to enter a blank location from which there
1S no return.

DEADLINE
By Jeremy Sm7 t#hH played on Commodore
One day, whilst playing this game, I thought "I know, if I take the
ladder out of the shed at the start of the game and go and knock on
the front door, Mrs Robner will drag me into the house, ladder and
all...” And 1t worked!!

CONTRIBUTIONS ARE NEEDED FOR THIS POPULAR SECTION PLEASE
33 K 0K 3K 3K 3K K 30 K 0 K K K 2 K 0 KK SR K KK K KK K K 3K KK 0K 0K K K 0 3K KK K K R K K K K KK
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ChISTILD 470 COTETARG PUD0 DAGHT,
OVER 60 REASONS WHY YOU SHOULD SEND OFF FOR IHE fULL SloCK s

17 Lost Souls, Adull 11, Aalidote -1, Base, Besliory, Bew Bews, Blue Rarder 1-11]
foredon, Cacodenon, Con | Chosl Dosih 7 Caves, Cave Capers, Classic Advenlure,
Mick-td, Oovalords 1-111, Duageon, (scape [rom Aliea Spaceship, [scape: Flanel Of
Dealh, Cve OF YArdows. Fivestone, fovy, €EAost HKovse, Nuvnled Kovse, Kolidsy, Novsie
Oul OF loxn, 1slind, Jason dnd The Argonsuls, Kidnspped, Labyriath, (sdprinth Ks)),
losl Shadow, Losl FAiriovs Tedlogy, Nell, Kile ine, Quady, Race, Kiver, Roog, Rovge
Nrdgel, Sesrch for largo Grann, Sesrch For Nithrillive,  Socrels Of Ur, Shades,
Spacy, Steipey, Storm Nountain, Supastore, Iitpan lord O Ihe Jungle, Iryeel,
Ireasvre, lulgey Koods, Underground, Use Your losf, Kelladay,

For only £l you will gel o disc/Vape full of advenlures,

Just send » Slasped Addressed Envelope, and a full stock 1igl wil) be sond lo you
the same day the PO recelves L.

SOLUTIONS ON A DISC AL_ELPER SELECTION, (Ploasq g end Dlse, Jiffy Baq and Poglage)
0L 0

) Wooks In Paradise, Aflershock, Boredon, Brawn Free, Castle Dlacksler, Colossal
Advenlure, Colour Of Magle, Crlspin Crunchy, Doonlords =100, Tirestens, Hellywood
Hi-Jtnx, Hitehhikers Quide To The Galaxy, Lancolol (1 Maps), Lurking Nerror, Robin

0f Shirlock.”iorturlr, Spacy, Irfal Of Arnold Blackwood, WNarlord, Welladay and
Wishbr inger,

Adult 11, Advenlure Quest, Angelique A Griel [ncounler, Ballyhoo, Bestiary, Blue
Retder, Boggil, Burlough Caslle, Cacodemon, Cave Copers, Can | Cheal ODeath ?
Dungeon, Enarald Island, Escape from Khoshima, Esplonage Ieland, Foolbal) freney,
Forest Al World's-tnd, Glory Or Gold, Haunled House, Hunchback The Advenlure, Jason
And The Argonauls, Kobyash| Naru, Knlghl Ore, Lealher Goddess Of Phobes, Lesl
Phirfous, Lifelern, Lords 0Of Iine, Hoonalst, Moulalns Of Kel, MHystery Of Indus
Valley, Necris Done, Never fnding Story, Nile Iing, Rigel's Revenge, Roog, Seas 0f
Blood, Shadow Of Mordor, Smashed, Souls 0f Darken, Star Wreck, Subsunk,
lerrornolinos, Tlapan Lord 0f [he Jungle, Top Secrel, Underground and Withis.

AUL SOL SELECTIONS CONU WITH 11°S OWN PROGRAN  [HAT NILL LET YOU YIEW 10 THT SCRECN
OR PRINT OUT 10 THC PRINTER, ALL SOLUTIONS ON []'s INDEX,

Wrile To: Advenlure PO (AP) 10 OVERTON ROAD, ABBEY H000, LONDON, SE2 950
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THE SPIRO LEGACY

| A\ TEXT ADVENTURE FOR THE AMIGA
BY KEN BOND

| £3.00 POST FREE IN UK. MAKE CHEQUES &

il POSTAL ORDERS TO KEN BOND

} 17 ADEL PARK GARDENS, ADEL, LEEDS
| LS16 8BN




RIVER SOFTWARE
presents
T he El1lisnore Diamond
A new adventure for the Spectrum and the Atari ST

During the English Civil War, the Ellisnore Diamond was given
te Sir Roger Durwood by King Charles the First as a reward
for hiding the king in Carisbrooke Castle. Sir Roger also
known as Blackbeard ( because of his full black beard, coppery
face and evil eyes), thereupon denounced the King to the Round
—-heads. After the kings capture,suspicion fell upon Blackbeard
and he was removed from the governorship of the castle.
He returned to the village of Moonholm and lived in seclusion.
weighed down with guilt, despised by all until he died.

But even after death he could not rest; for men said that he
had hidden the diamond and that not daring to reclaim it, had
let the secret die with him and thus his ghost walked at
night trying to find it again, for he had vowed shortly before
death had claimed him to sell the diamond and spend the
proceeds on the poor of the parish.

After a long discussion with the parson it was decided that
you would complete EBlackbeard's task, thus releasing his ghost
from eternal damnation.

Atari & Spectrum versions both cost £2.50.

DO b gk ok o o o b ok s st gk ab o ok gk o o o o o b s ob w0 b o ok o 0 0 B OE 3 0F W 0k o 3k b 3F o 0 0 ob ok ok ok b ok ob b ok pF F o o b

A Christmas bonus for Commodore 64 owners. Pick any two tapes
for £2.95 or any 2 disks for £3.95.

Tape 1. The Hammer of Grimmold & Lifeboat.

Tape 2. Reaim of Darkness & Mutant.

Tape 3. The Jade Necklace & Matchmaker.

Tape 4. Witch Hunt & The Cup.

Tape 5. Domes of Sha & The Miser.

Tape 6. The Challenge & Jack and the Beanstalk.

Tape 7. Into The Mystic.

Tape 8. Bounty Hunter. ( Map & Hint sheet ).

Disk 1. The Hammer of Grimmold - Mutant - Matchmaker.
Disk 2. The Jade Necklace - Lifeboat - The Challenge.
Disk 3. Realm of Darkness - The Cup - Witch Hunt.
Disk 4. Domes of Sha - Miser - Jack and the Beanstalk.
Disk 5. Into The Mystic.

Disk 6. Bounty Hunter. ( Map & Hint sheet ).

Please make out your cheques/postal orders payable to
J.A.Lockerby and send them to:-
44 Hyde Place Aylesham Canterbury KENT CT3 3AL
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Gl GAMES, 11 WEST MAYFIELD,
EDINBURGH EH9 ITF.

EXCLUSIVE SPECTRUM ADVENTURES
£1.99 EACH POST FREE IN UK

THE EXTRICATOR : ENERGEM ENIGMA
CASTLE ADVENTURE : MISSION X
MANSION QUEST : DESERT ISLAND

FOUR MINUTES TO MIDNIGHT : PYRAMID
ICE STATION ZERO : FAERIE
A HARVESTING MOON : EARTHSHOCK
THE WEAVER OF HER DREAMS : H.R.H.
RONNIE GOES TO HOLLYWOOD : CUDDLES
IN SEARCH OF ANGELS : QUANN TULLA

SECONDHAND AND SPECIAL OFFER LISTS  SEND SAE)

CHEQUES TO SANDVEN LTD.
PAYMENT BY ACCESS/VISA WELCOME
PRICES POST FREEINUK
OVERSEAS ADD £1.00 PER GAME
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THE FERGUS McNEILL COLLECTION

Gl GAMES ARE DELIGHTED TO ANNOUNCE THAT THEY HAVE
PURCHASED THE RIGHTS TO THE FOLLOWING CLASSIC
ADVENTURE GAMES FOR THE SPECTRUM...

SHERWOOD FOREST
THE DRAGONSTAR TRILOGY (3 PARTS)

QUEST FOR THE HOLY JOYSTICK

RETURN OF THE JOYSTICK
BORED OF THE RINGS (3 PARTS)
ROBIN OF SHERLOCK (3 PARTS)

THE BOGGIT (3 PARTS)
THE BIG SLEAZE (3 PARTS)

£1.99 EACH. EVEN THE MULTI PART ONESH

THESE ARE OFFERED AT THE NORMAL PRICE OF £1.99 DESPITE MANY OF THEM BEING
MULTI-PART GAMES. .. JUST PART OF THE GI GAMES INTENTION OF MAKING

AVAILABLE CLASSIC GAMES FROM THE PAST AT THE BEST POSSIBLE PRICES!! POST
[REETOO! (IN UK ONLY)

CHEQUES TO SANDVEN LID.
GI GAMES, 11 WEST MAYFIELD, EDINBURGH EH9 1TF.
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THE GUILD ADVENTURE SOFTWARE

TITLE: AUTHOR: TAPE:
£

SPECTRUM

THE LAST BELIEVER PAUL LUCUS 2.00

ALSTRAD PAUL BULL 2.00

DUNGEON DF TORBAR SIMON M.LANBAN 2.00

JHOTHAMIA & DAVID EDBAR 2.00

PUZZLED TONY MARSH 2.00

DEATHBRINGER TREVOR WHITSEY 2.00

THE SOUL HUNTER (2 PARTS) TREVOR WHITSEY 2.50

THE FORBOTTEN PAST TREYOR WHITSEY 2.00

THE CAYSTAL CAVERN HARRY CAPELING 2.00

HOMICIDE HOTEL JAMES BENITLEY 2.00

THE ELEYENTH HOUR TERRY BRAVERMAN 2.00

CORYA - THE WARRIDR-SABE PEEASUS SOFTWARE 2.50

THE ISLAND (128K) KEN BOND 2.50

THE BUILDMASTERS Vel.l YARIOUS ARTISTS 4.00

(INTO THE MYSTIC, CAPTAIN KODK (2 PARTS), NYTHYHEL

(2 PARTS), MABNETIC MOODN [3 PARTS), BOOK OF THE

DEAD (2 PARTS) )

SPEC-BAC-ULAR Val.l YARIDUS ARTISTS 3.00

(CROWN JEWELS, USE YOUR LOAF, THE FORBOTIEN

PAST, BEHIND THE LINES)

QUILL THRILL Vell VARIOUS ARTISTS 3.00

(LDOST IN THE DESERT, TREASURE., RESCUE FROM DODM,

MALICE IN BLUMDERLAND)

QUILL THRILL Yel2 VARIDUS ARTISTS 3.00

(MERHOWNIE'S LIGHT, THE SCODOP, THE ISLAND OF

CHADS)

OuT OF THIS WORLD Vel.l VARIOUS ARTISTS 3.00

[JHOTHAMIA 6, SURVIVAL -THE GAMES PTl-, ARLENE)

FLIGHTS OF FAHTASY Vell VARIDUS ARTISTS 3.00

(DRAGON OF NDTACARE, TALISMAN, ROYAL ADVENTURES

OF A COMMON FRDB)

COMMODORE

NYTHYHEL [2 PARTS) PEGASUS SOFTWARE 2.00

DANCE OF THE VAMPIRES (3 PARTS) MARTYN WESTWOODD 3.00

THE AMULET/THE SCOOP STEVE KEMDALL 2.50

AMSTRAD

INTD THE MYSTIC» RIVER SOFTWARE —

DAYY JDMES LOCKERe RIVER SOF TWARE R

DANCE OF THE YAMPIRES (3 PARTS) MARTYN WESTWOOD ———

THE HERMITABE+ PEEASUS SOFTWARE ———

BOOK OF THE DEAD (2 PARTS) ESSENTIAL MYTH S

CURSE BE THE CITY INCANTATION ——

e Thasa titlas require CPM+.

PLEASE MAKE CHEQUES/PO PAYABLE TO - GLENDA COLLINS.

THE GUILD, 760 TYBURN ROAD, ERDINGTON, BIRMINGHAM, B24 SNX

TEL:021 748 2585 (9AM-9PM) ... PRICES INCLUDE POSTAGE WITHIN

OVERSEAS CUSTOMERS PLEASE ADD £1.00/0RDER.
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THE GUILD PICN'MIX BONANZA

For SPECTRUM {Cassette Oaly)

Alstrad lhothamia 6 Arians

Last Baliaver Nythybal (2 PARIS) Eleventh Hour

Dungeen Of Torgar Beok Of The Dead (2 PARTS) Royal Adveatures Of A Common Frog
Crown Jawals Saga Of A Mad Barbarian The Amslat

Bahind The Lines GBrasn Ssaja Sceepl

Use Your Leaf Moan Magic Tha Spers

The Forgottan Past Sporgas Merhowniaa Light

Malice In Blunderiand Survival-The Gamas Ptl Dome Treepar

Puxziad A Shadow On Glass The lsland (128K)

Last In The Dasert The Seul Huater [2 PARTS) isisad Of Chaos

Dragon Df Notacars Deathbringer Corya - Warrior Sage (2 PARTS)
Traasurs Tha Crystal Cavern

Rescus From Deem Homicide Hotel

Choase any FOUR games from the above fist and we will put them on one cassette for just £5.00 (a minimum saving of
£3.00)

For SPECTRUM (Disk Only)

Alstrad Rascua Frem Doem Arlane

Last Beliaver Nythyhal (2 PARTS) Elaveath Hour

Dungson Of Torgar Survival-The Gamas Ptl Doma Trespar

Dragon Of MNotacare Daathbringer The isisnd (12BK)

Treasurs Homicida Hotal Corya - Warrior Sage (2 Parts)

Choose any FOUR games from the above fist and we will put them on one 3° Disk for just £8.00 (a minimum saving of
£6.00)

For AMSTRAD [Disk Only)

into The Mystice Datactive Dia You Vicious Fish
Davy Jomes Locksre Crowa Jlawals Tealand

The Hermitags (12BK)e Hero Salact Travel [2 PARTS)
Tha Harmitage Bahind The Lines Deadanders

Taacher Trouble Kay To Paradox Tha Travallar

Tha Bouwnty Huntar Warawell Simulator Astral Plain

Dance Of The Vampires [3 PAATS) A.RENA. Curse Ba Tha City
Last Baliavar [12BK) Jdolly Peppa Down Escapa Frem Kheshima
Federation Druids Moon The Busrdian

Crash Landing Ichor Morgans Saal
Journey To Death Al-Strad Tha lnner Lakes

Thae gamas marked with a = require CPM+

Choose any FOUR games from the above fist and we will put them on one 3" Disk for just £10.00 (a minimum saving of
£6.00)

Pleasa make chaequas/P.0. out to Glanda Collins
THE GUILD, 760 TYBURN ROAD, ERDINGTON, BIRMINGHAM, B24 SNX

TekO21 749 2585 (SAM-SPM) ... PRICES INCLUDE POSTAGE WITHIN THE UK
OVERSEAS CUSTOMERS PLEASE ADD £1.00 PER ORDER.
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THE LOST DRAGON (For AMSTRAD CPC6128 and PCWH series)

The AWARD-winning advenfure (do NOI' ask which award)
Avarlable NOW (Hho caid “dAf long lasit!")

from TARTAN SOFTWARE... £3.95

For some considerable (ime i({ bad Bbesan suggested (hal s "galhering" of
subscridars fo ADVENTURE PROSE would be a good rdesa.  Hell, {(hroungh {the
afforts of a few, who for (ke monmneal shall renmsin nameless, (his
"gathering” eventually took place as THE ADVENTURE PRUBE CONVENTION st (he
STRATAALLAN ROTEL in Birningham on 15(h Seplenber 1990.

4 few thought that ¢ would Bs spproprisie f{o maks & special preseslalion
fo Mandy. Some monsy was collecled and a cerlaio playlesier was chargad
witlh the n?ansxhhfy of buying a "ORAGON" from a well-ksown shap 12
B1ACEPIOL. ut of course, baing a playtesier, the (ask had to be performed
fhe hard way and (he figqurine was evenfually oblsvoed {o KIRKALDY! [a fact
twa "DRAGONS" were bought, as a preseatation to Sandra had now been addad
lo the arrangeaents.

Soas of (ke covvenlioaneers who were {ravelling from afar were scheduled fo
arrive oo the previouns eveniog and fhe ffi yiaster (alright i{ was Lorna
Palerson) was supposed (o masl up with fthe Wilch of Wesssx (Josn Pancott)
al & certain time on lhe Friday afternaon. The KWilch walled and walled and
wailed (sven forcing a driok on TARTAN TAN io (he nmaantins!), dutl na sigs
of Lorns. No wonder! She bad arrived early and was “resling” worri{edly in
her roox 20d by (he {ine (hat she evenlually (sheepishly) appesared Ifn (he
Lounge {he Witch Rad gone {o HER room ta change for dinnar!

Wiy shespisbly? VYoen may wall sask! After checking o (AND NOT NEETING UP
WITH THE HITCK), Lorna praceedad fto ber rogm via f(he lift. Straage Liff ia
this Hofel (hought (he Bald lass. NO THIRD FLOOR BUTTON! No nmatler, as
Aar room was oo (he £ifth flaor, buftoc oumber 5 was pressad and (he [ir(
aoved upwards.

On (hs averdead (ndicsfor avaber I !{{ {emporartly, f(heo number i lhen ....
Lights flasked on sad off sad in puff of smoke, a white-besrdad WISARD
appsared and purlorned Msadv's "DRACON" from Lorna's haaddag. He sload
glaring si Loros and tald ker that he wauld bave been wnable to take (he
"DRASON" if (ke Witch bad previously touched i¢, BUT 1f could be ratrievad
in time for (ke PRESENTATION CEREMONY (f any Bdrave soul was prepared to
safer bis Magical World (open ONLY oo Saturdays) on flaor 1 af the Hafel,

No prices for guessiuag who must now accapl! (his challenge in ths AMSTRAD
advenfure THE LOST N34:70X.

While searching for the "DRASON“ all of lhe asvenls of the CONVENTION will
ba ravaaled. ... sans for lha vary first {ina’

TARTANY SOFTHARE, ol, Sailie Norrie Crascant, XJINTROSE. Scatland DDl 90T

Page 28 Adventure Probe



Lde oraa
snbuay
A SO INOWN
‘Ja90s91) IriioN Irrreg ‘rg
FJAYMILIOS NY. LY.L

-0} 06 °ZF A'INO PuUas puw .0 Tbnorg; um) XS0TIYL AdS 70 Adoo mof 10y

ji@31393 [wer w Lq pajsajderd IoN sam goigm puow woy3d[idsSap SIFFIPp gorgm wwb
sagoq ¥ TIYJ A[2mJosqe burpnjouy jnq (;jasridms v jegm) am3juaspw pred 331} ¥

L90Trdl ids

‘ATLIIINT JIATC AITICI ¥

sjaasazd

Lds oraa
snbay
ASOHFILNON
‘3U20S917 riION FITIVG‘I9
A YTMILIAOS NY.LIY.L

Adventure Probe Page 23



TITLE

BOOK OF THE DEAD (2
ASTRAL PLAIN
TEACHER TROUBLE
NYTHYHEL (Z parts)
THE HERMITAGE

MIAHI HICE

THESEUS (2 parts)
CRASH LANDING
JOURNEY T0O DEATH
CROHN JEHELS
DETECTIVE

HERO SELECT

BASE

CASTLE WHARLOCK
FEDERATION

KEY TGO PARADOX
HEREHOLF SIHULATOR
A.R.E.N.A.

JOoLLY POPPA DOHH
DRUIDS HOON
TRAVELLER

ICHOR

AL=-STRAD

DIE YOU VICIOUS FISH
TEALAND

TRAVEL (Z parts)
DEADENDERS

BEHIND THE LINES
ZED

HONSTERS OF HURDAC
ESCAPE FROHM KOSHIHMA
THE GUARDIAN
HMORGANS SEAL
CURSED BE THE CITY
ISLAND OF CHAQS
REVENGE OF CHAOS
LORDS OF HAGIC
ALIEN PLANET

P.K. COMPUTER GRAPHICS

AMSTRAD ADVENTURE SOFTHARE

AUTHOR

parts) ESSENTIAL HYTH
LYNN EVANS
TONY COLLINS
TOWY COLLINS
TONY COLLINS
TONY COLLINS
TONY COLLINS
SIHON LAHGAN
SIMON LANGAN
ALEX GOUGH
ALEX GOUGH
ALEX GOUGH
KEN BOND
KEN BOND
MIKE HHITE
CHARLES SHARPFP
CHARLES SHARP
CHARLES SHARP
CHARLES SHARP
CHARLES SHARPFP
HMIKE STANHORTH
LEE JOYMES
PAUL GILL
PAUL GILL
DAVE LEWIS
DAVE LENWIS
CAROL SHARP
LEE HARTIN
PAUL ROBSON
JON PARTINGTON
JOHN BETTERIDGE
JOHN BETTERIDGE
JOHN BETTERIDGE
INCANTATIONS
TONY KINGSHILL
TONY KINGSHILL
TONY KINGSMILL
TONY KINHGSHILL

ALL PRICES INCLUDE POST & PACKING HITHIN U.K.
PLEASE ADD £1-00 PER ORDER

PLEASE MAKE CHEQUES/POSTAL ORDERS PAYABLE TO K.KNOHLES

TAPE ONLY

£ p
2-50
2-00
2—-00
2-50
2=-00
2-00
2-50
200
Z2=00
2=00
Z2=00
Z2-00
2=-00
Z2=00
2-50
2-00
2=00
2=00
2-00
2=00
2=00
2=00
2-50
2=-50
2=00
2-50
z2-00
2-00
2-00
2-50
2-00
Z2=00
2-00
=00
2=00
2-00
2-00
2=-00

OVERSEAS CUSTOMERS

P.K.COMPUTER GRAPHICS,153 STANDHILL CRES,NEW LODGE,BARNSLEY,

SOUTH YORKSHIRE.ST71
TEL: (0226) 292141

ISH.
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Atlas Adventure Software
'"Probe’'s very own software house
PRESENTS:

For the Amiga priced at only £2.50!

GRUE-KNAPPED! - At last... The Adams hilariously funny adventure 1s
available on 16 bit. Converted by THE GRUE himself using Hatrack II,
all the humour of the original version (but with subtle Grue
interjections of humour as well!). You cannot afford to miss such a
bargain, at so small cost.

For Commodore 64,/ 128K available on disk only:

THE CASE OF THE MIXED-UP SHYMER by Sandra Sharkey £2.99
THE BLACK KNIGHT by Mandy Rodrigues £3.99
ATALAN by Mandy Rodrigues £3.99
TROUBLE AT BRIDGETON By Dorothy Millard £3.50
HARBORO * ST JIVES * LOST IN THE AMAZON by Dorothy Millard £6.50

THE MILLION DOLLAR GREAT JEWEL HEIST latest by Dorothy Millard £3.50
THE GRAPHIC ADVENTURE CREATOR PLUS (upgrade) £10.00 or new pack £29.95

For Spectrum <4 8K on cassette for only £2.99 each!
THE CASE OF THE MIXED-UP SHYMER by Sandra Sharkey
THE BLACK KNIGHT by Mandy Rodrigues

Atlilas Public Domain
ADFILE - A database by Hugh T. Walker for Spectrum on cassette £1.00

ADFILE - A database by Hugh T. Walker for Atari ST £1.00
THE KITGAME Demo adventure from 3D Construction Kit for Atari ST £1.50
BARNEY BROWN & THE CHICAGO CONNECTION Adventure for Commodore £1.50
Disk 1 - MORIA Adventure for the Amiga £1.50
Disk 2 - WORLD Adventure for the Amiga £1.560
Disk 3 - 5 TEXT ADVENTURES ON ONE DISK for the Amiga £1.50
Disk 4 - HACK Adventure for the Amiga £1.50
Disk 5 - MIDNIGHT THIEF Adventure for the Amiga . £1.50
Disk 6 - RINGS OF ZON Adventure for the Amiga £1.50
Disk 7 - MEGABALL for the Amiga £1.50
Disk 8 - WORLD/COLOSSAL ADV/ADVENTURE WRITER for the Amiga £1.50
Disk 9 - EXCALIBUR Adventure for the Amiga £1.50
Disk 10 - THE AMIGA ADVENTURE Talking version! £1.50

Disk 11 - THE ISLAND OF THE NEPHOTONS Adventure for the Amiga £1.50
Disk 12 - THE KITGAME Adventure from 3D Construction Kit (Amiga) £1.50
Disk 13 - DRAGON CAVE Addictive strategy for the Amiga £1.50

(1f you have any PD adventures for Amiga or Atari ST to build up the
library for Probe readers they will be most welcome indeed!)

Boolks:

A BEGINNER'S GUIDE TO ADVENTURES by Dave Havard £3.00
COMPUTER ADVENTURES - THE SECRET ART £4.95
ADVENTURE CONTACT by Pat wWinstanley (first 18 1ssues) £19.00

Overseas customers please add £1 per item to cover extra costs

Cheques/Postal Orders/International Giro etc payable to:
Atlas Adventure Software
67 Lloyd Street, Llandudno, Gwynedd, LL30 2YP

NB Amstrad owners please note that all the Atlas range of Amstrad CPC

adventures on cassette and disk have been passed to WoW Software.
Please contact WoWw for full list of Amstrad Adventures available.
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?/ The Adventure & Strategy Club

17 SHERIDAN ROAD, LONDON E12 607 Telephone: 081.470 B563

ARE YOU LOOKING FOR A CLUB DEVOTED ENTIRELY TO ADVENTURES,
ROLE-PLAYING GAMES, STRATEGY GAMES AND SIMULATIONS 7?

The PRdventure & Strategy Club ie  run by a team of experlenced
adventurere, and covers al) types of computer.

Members wil)l be able to bulld up a Reference Book of Adventure
from bl-monthly packs of nev and updated materlal, Iincluding
nevs, revievs, solutions, hints, Jetters and articles.

They vill also have free access to the Club's helpline, by
mal) or by telephone, and the opportunity to purchase =a
selection of softvare at discount prices.

Subscriptions cost €24 per year (£14 half year). Binder £7.95
Why not send for a SPECIAL SAMPLE package, vhich contalns a
representative sample of pages from recent Issues. HNow on

SPECIAL OFFER to Probe readers for only E4.00 |

Contact Haze)l Miller at the above address for detalls.

* DEAD END - A 'Forties detective thriller featuring Philip Marlowe
“The whole package 18 so well executed and presented...” - C&VG
“Dead End... is a credit to Interactive Technology.” - Zzapl
"Why 18 the text in this game so ubuo1utuir wonderful?"- B8inclair User
"Hours of enjoyment,..A bargain buy.” - Atari{ ST User
“Get your shabby raincoat out the cupboard...” - ST Format
* A DARK 8S8KY OVER PARADISE - A nightmariah scl-fi atory
“... The plot,.., is fascinating.” - TGM
“Al1l good clean fun.” - Sinclair User
" An intense. atmosphere...” - ST Format
This is not to be missed.,” - Confidential

* WEIRD TALES-Three stories of Murder Mystery Horror and Weird Science
“... The descriptionts are so evocative...” - ST Format
“The stories are all grippingly told...” - Confidential

.This game is an absolute cracker...” - Raze

DEAD END and A DARK BKY OVER PARADISE are both priced at...

* Atari ST £4.99 = CBM 64/128 £2.99 * Spectrum 48/128 £2.99
WEIRD TALES * Atari ST E4.99

Interactive Technology, PO Box 148, Shaeffield, S13 7TY
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( LETTERS >>

Dear Marnday

Just a note to say how much 1 enjoyed the second Probe Convention.
The Hotel was harder to find than last years venue. 1 decided to walk
from New Street station, since I 1like to think my navigational skills
(on foot, not in car!) are quite good. (No, I'm not too mean to use a
taxi!) Anyway, I thought I was doing okay until I found a roundabout
with more roads than the map gave 1t credit for. So 1 asked a
policeman. The helpful officer showed me where I was. Somehow I had
managed to double back on myself. Mazes 1n adventure games are bad
enough but in real life they’'re a pain! Plus 1 hadn’'t got a large
inventory of items to drop to mark the locations. Anyway, you can get
done for litter-dropping these days. If the same hotel 1s used next
year, then my advice to pedestrians i1s to follow the signposts to the
law courts, or even the hospital. Navigating back to New Street 1s
simple enough. The Convention was good fun, Jlots of games to be
tried, people to talk to, video cameras to dodge and the odd technical
discussion to boggle at. One of the main delights of the Convention
for me is to try all these 8-bit games which us poor 16-bitters can
only read about in Probe. I was 1impressed with the ANGELICUS SAGA on
the WoW "stand”. With some advice on pockets I quite enjoyed myself.
Another game was "EVE OF SHADOWS". Somehow I don’'t think I get on
with Amstrads. Last year 1 crashed Vicky Jackson's machine whilst
playing GUILD OF THIEVES. This year 1 crashed EOS after about four
moves. GO TREES was the guilty command. I seem to be learing a lot
about resetting Amstrads. Once reset, 1 read the instructions and
fared a lot better. 1 spent a Jlot of time looking "next door”™ where
Joan Pancott and friend were going through a game with Hedgepigs,
jumping signposts and examinable camel dung. Joan - I'd risk turning
into a frog any day! Nice to see The Grue! again, surrounded by Frobs
and golfing enthusiasts. I thought the only reason a Grue went on a
golf course was to lurk down the holes waiting for golfers to reach 1n
to pick the balls out... Anyway, I'd like to say a big well done to
all those who organised, helped out and won awards. See you next year!

Jobhrwrm Ferr 7s, Coventry.

Dear Mandy

As suggested by Bob Adams, I am sending you an alternative report on
the Convention. This 1s a bit of a contradiction in terms, due to the
fact that you haven’t published a report yet, but I've taken it for
granted that you will be writing an official one. The weekend was
even more fantastic than last year, if that’s possible. It was great
to see everyone again and what a pleasure it was to talk to people
about my favourite subject without their eyes glazing over. It’'s Jjust
a shame that it's over so quickly. I hope everyone got home safely
and look forward to seeing you all again next year.

Sharorn MHarwood, Southend-on-Sea.

Dear Marmday

Hi there! Before 1 start, thank you for organising the Convention - it
was quite superb. My only complaint was that the booze was so
expensive! Still, thanks to the discount on the room 1t wasn't too
bad. It was really great to see face to face all the people I've been
writing to for all this time. Also it was nice to see people playing
DAAW on Joan's stand. Damn shame 1 missed your speech though, I1'11
probably order the video from Joan. Ho hum, see you next year!

S Tmor Avery, Chudleigh, S Devon.
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Dear Mandy

Just a few lines to say “thank you" for the Convention. It was a real
pleasure to finally put names to faces and to meet some of the "big
noises” in Adventuring. A great day, I'm already looking forward to
the next one! You did a splendid job, and I particularly liked the
"faulty microphone” sketch during your speech! (only joking). Please
pass my thanks on to everyone who was responsible for making it such
an enjoyable occasion. If anyone mentions Butlins, Hi-De-Hi or Ruth
Madoc impressions, send 'em up to me!

Dave Adams, St Helens, Merseyside.

You know, Dave, when I showed my mother the photographs of the
Convention she sard "my goodness, you do look 1ike Ruth Madoc 1n that

red suit!”, so vou are not the only one who thought that. I must say
that I am extremely flattered! Next year I'll put on my very best
Welsh accent at the microphone and shout "Hello campers!”........ Mandy

Dear Marnndady
A big thank you to everyone for making me feel so welcome at the
Convention and especially to Isla Donaldson for her company on the
journey! I'm now going into hibernation 1in order to play all the
games 1 acquired at the Convention!

Nancy Firnm7gfAarr, Helensburgh.

Dear Marmndy

Firstly let me thank you and all the others involved in the
organisation of this year's Probe Convention. Andrew and 1 had a
marvellous time and are looking forward to next year already. I am
trying to persuade my wife to come along as well even though she 1is
not an adventurer. 1 have ordered a video from Joan and I am sure that
when it becomes available, I shall enjoy living all those happy hours
again. Once again, thankyou and everyone else for all the work that
you put into the Convention.

Peter CTark, Ipswich, Suffolk.

Dear Mrs Rodrigues

As Chambermaid at the Royal Angus Hotel, Birmingham, I felt it my duty
to inform you of a number of items found in the various rooms of your
companions. 1 would be grateful if the owners of the following could
contact myself so that arrangements can be made for their return, on
receipt of a small fee: 1. A Status Quo Record- this is believed to
have been played very Jloudly in the wearly hours. 2. A Doggy-Bag
containing a slice of congealed pizza. 3. A number of copies of
Amstrad Computer User, glued open at The Dungeon Master page, that
seem to have been scattered haphazardly around the Hotel. 4. The
voice of a woman, this was found abandoned under a bar stool. 5. A
Bunny Outfit! 6. A copy of a golfing computer game with the highest
score being attributed to “Grue”. 7. A thing!!! 8. A bird shaped from
a black dustbin bag. 9. A number of Infocom hint books bought by a
lady who couldn’'t resist the temptation. I look forward to hearing
from the persons concerned.

The Chambermai7d

Dear Marnndady

Congratulations on the Convention, we as a family had a smashing time.
Half way home Caroline said “roll on next year”, and Luke, well, even
at four months old had a whale of a time. His Auntie Isla gave him a
Barney Bear, on the way home we had a pit-stop. Barney sat on the
table and Luke told him the whole story. Everyone was so nice and
friendly, no-one could have felt 1left out even had they been a bit
shy. Thanks to everyone.

Dorotbpry Jornes, Blyth, Northumberland.
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Dear Mandy
I just couldn’t let this edition of Probe go by without saying how
much I enjoyed the Convention and would 1like to praise everyone
concerned who made it such a huge success. There was a lot of hard
work involved. I must also mention the dedication of Chris Pancott and
her friend Gig who put hours of work and entertaining diversion into
filming the whole "goings on”. 1I'm sure the video tape will be worth
buying when it 1s released! On a personal basis, I was very surprised
and much honoured to be 1included 1in the nominations for awards and
would like to thank Lorna and Joan for all their work, advice and
encouragement on my behalf, not forgetting of course, Mike for putting
up with me and my wierd conversations, helping me with ideas and the
endless cups of coffee.... Anyway, to all Probe readers who did not
attend the Convention either last year of this, I urge... please try
to come next year, you will enjoy it 1 am certain. Everyone gets on so
well together. Friendships already made are strengthened and many new
ones found. LONG LIVE THE "ADVENTURE PROBE" CONVENTION!
Margaret Crewdsorn, Cumbria.

Dear Marndy
Wasn't the Convention fun? You said we’'d have the times of our lives
and you were right! I must say that the organisors did a wonderful job

of... erm... organising it, so many thanks go to them! 1It’'s a pity
that certain people (or a certain person) didn't/couldn’t show up but
then you can’t have everything. 1 had a fun day chatting away to

various Speccy owners, bribing reviewers, and trying to flog copies of
MICROFAIR MADNESS (1 personally think that the excuse "I can't buy
your game as I own a Commodore/Atari ST/Amiga”, etc is a poor one -
but certain people gave it! Oh well, we Jjust coated them in gold
stickers). Already I eagerly await next years get together - who
knows what will happen then!

Gareth FPitchfford, Ellesmere Port.

Dear Manmndy

I must say how much I enjoyed myself at the Convention last month, it
was fun meeting all the people who before were only voices at the
other end of a telephone, 1 am already looking forward to next year.
I nearly forgot! Also find enclosed your badges, 1 forgot to leave
them behind at the Convention, in fact I only remembered 1 was wearing
mine halfway up the M1 when I called 1nto a service station for some
petrol and the young lady behind the counter called me by name, and
there 1 was trying to remember where I met her before. I mean I don’'t
know that many dolly birds, well not at my age anyway. 1 thought I had
clicked then she pointed to the badge! Oh well, I can dream can’'t 17

Peter Krnow Jes, Barnsley, S5 Yorks.

Dear Mamndy

My son-in-law, Roger and I both had a most enjoyable time 1n
Birmingham. It was great meeting people who had, up until then, been
only voices at the other end of the phone, 1n person. We were most
impressed with the amount of alcohol consumed by T.F. In fact as soon
as 1 got home 1 swapped all my Telecom shares for Allied Breweries! 1
have framed my RED HERRING award although there was a slight error 1n
the wording, the offending statement only appeared after attempting to
GET DEAD BODY not EXAMINING IT. Being a programmer yourself you know
how these little things do get Jleft 1n games and although I blamed
poor June Rowe, the fault was all my own, because the swapping of the
responses was done after she had playtested the game. In conclusion I
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would like to thank you and your co-workers for organising a splendid
day out.
Jack Locker by, Canterbury, Kent.

Dear Marndy

Just a short note to thank you very much for my Adventure Probe award.
I've got it sitting just at the side of my computer in an attempt to
give me inspiration and to stimulate me into further efforts with
"FRUSTRATION"! 1 was really sorry to miss the Convention, but at
least it was worth it 1in that I had a good time in the Dublin
marathon. 1 had been aiming for 3 hours 10 minutes and that is
exactly what 1 achieved. It’s all stops out now for under three hours
in London in April. Happy Adventuring!

JTm MacBrayre, Newton Mearns, Glasgow

Dear Mandy

Just a short note to let you know how much the Probe Convention was
appreciated. I know lots of other people were involved and worked so
very hard (including your husband, John who was admirable - and your
"babies”), but by thanking you as the core, as it were, I've
indirectly thanked everyone. This apart, if you were not there, it
would never have happened in the first place. What a magical weekend
it was - I'm still coming down to earth, wondering if there's such a
thing as post-Convention depression! Everything was so perfect and
the people so nice. Thanks so very much for making it all possible.
'Twas lovely meeting you.

Arnrnne Bor Tarmd, Canvey Island, Essex.

Dear Marmndy

Just thought I would drop you a line to give you some of my thoughts
on this year's Convention, which 1 enjoyed very much despite the
absence of Nic Rumsey. But he was adequately deputised for by Baby
Luke. In fact he seemed more than happy with his part. Amazingly, he
was also able to produce the exact gurgling sound made by the Grue!
This was promptly followed by Luke’'s Mother deciding that a nappy-
change was required (for Luke of course!). Sue Roseblade entered into
her part as Mistress of the Hunt with full gusto. uUnfortunately she
had forgotten to bring her hunting horn and had to gallop up and down
the corridors shouting "Tally-Ho" at the top of her voice. This
resulted in an attack of laryngitis and a big smile on the face of the
Amster. Tom Frost is planning the follow-up to THE LOST DRAGON. It is
likely to be called THE LOST VOICE. Baby Luke surprised everyone
further by winning the Mega-points competition. The office of the
actors union Equity, was swamped on the Monday following the
Convention, by Conventionalists applying for union cards. Negotiations
of video fees will be on the next agenda. Jim O'Keeffe surprised
everyone by appearing without his “Regal” moustache. What were the
most popular games being demo'd at the Convention? At 4pm, Bobby
Rodr igues was spotted playing TURBO OUTRUN, Michelle Rodrigues and Kez
Gray were battling with BATTLECHESS and The Grue! and Jim O’Keeffe
were playing GOLF. True adventurers, all! Is truth stranger than
fiction? Consider this. Twenty of adventure's finest went out
together to find a restaurant on Saturday night. They only had to walk
about a mile which included a “maze-like” subway. Within minutes,
they were in four seperate groups and totally Jlost! A few people
thought that they saw the owner of a certain Spectrum games
distributor at the Convention but it turned out to be just a bird
shaped dustbin liner. All in all, a great day! Before 1 close 1
would just like to send my best wishes to Joan Pancott, I hope she
soon fully recovers.

Bob Adams, Welwyn Garden City.
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Dear Marndy

1 was helping with a coffee morning yesterday 1n a room in our local
Methodist Church Hall, here 1in Launceston. As I sat by the door,
taking 35 pence from each entrant, 1 observed that i1t was a larger
room than the one we had for the Convention, that it had a big kitchen
at the side, complete with crockery and all the facilities. 13 tables
(each seating eight) were set up with still plenty of room to move
around. When I talked about it later with my daughter, Fran, who was
also there, dispensing teas and coffees, 1 asked how much 1t would
cost to hire a room like that. She said it would probably cost around
£50 for a full day. 1 thought it might be nice to arrange local mini-
Conventions in similar rooms 1in different parts of the Country, in
between THE annual Probe Conventions 1in Birmingham. If such a mini-
Convention took place here 1n Launceston, for instance, Iin the Spring
or Summer, maybe, it would be easy for adventurers in the South-West
to get here, and if people 1included the date in their holiday, there
are places like Plymouth and Exeter within easy visiting distance, and
the sea is only 18 miles away. It could be done very cheaply, and we
could even do our own catering for tea, coffee, sandwiches and cakes,
with shops and cafes almost on the doorstep for those who wanted
proper meals. For overnight stays, there are Jlots of private B & B
places, as well as hotels. Imagine mini-conventions taking place at
different times during the year, about five of them... in the South-
West, 1in the South-East (Ipswich or Colchester), Midlands (Shrewsbury
or Nottingham), North (Ripon or Harrogate), and Scotland (Selkirk or
Motherwell). A1l of these places (which are only vague suggestions)
must have adventurers living 1in or near who could find a suitable
Church room or Village hall and organise the event, and all would have
local places of interest to visit, 1if conventioneers wanted to make a
short holiday of it. I would imagine that more people would go to a
local mini-convention, if it were available, than were able to get to
Birmingham, while those who could afford it could go to all of them,
if they were so minded. What do you think about the idea? You have
all the addresses of Probe readers, which could be sorted into areas
to give some idea of how many would attend, if such mini-Conventions
were arranged. These events would, of course, be under the Probe
banner, but the organisation would be up to those who volunteered to
do it. Maybe if you print this Jletter 1in Probe, you might find that
several people would be willing to organise them, in different parts
of the country. These arrangements would, I would think, be
advantageous to those readers who couldn’t manage to get to
Birmingham, which, although central, i1s 200 miles for me and probably
even further for your Scottish readers. Angie and I, for instance,
would not have been able to attend 1if I hadn’'t been fortunate enough
to have a sister a few miles away, because there was no way we could
afford to stay in the hotel.

Sdrmne ~Rowe,
46 Hurdon wWay, Launceston, Cornwall, PL15 9HX.

well, June, I think 1t 1i1s a great suggestion. To start the ball
rolling, I've printed yvour full address so that anyone 1n your part of
the country who 1s Interested can get in touch with you to start
swapping 1deas on how to get your minil convention under way.
Actually, there are gquite a few groups of Probe readers who do get
together regularly to meet and chat. The famous (i1nfamous?!)
Bugblatters meet 1n the Manchester area about once each month. There
are groups 1in the Cleveland and London areas that met regularly too.
If anyone needs my help in any way to organise these 1n their areas
then please let me know = I'm all for 1t!...... i inisncrisnnsans Mandy
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T Probers

It's your old Sand Viper back out here again with his nose to the
grindstone (or sand). Well! It was great seeing all of you at the
Convention, that baby sure did 1look marvellous dressed up in his
Adventurer's rigout and you, Mandy, looked terrific in your red suit
(what was that conversation 1 overheard about red shoes and hats?).
Although I was only able to stay a couple of hours I did enjoy it as
everyone else appeared to be doing. 1'm sorry Mandy for not revealing
all as promised, only I have a big yellow streak, (I'm surprised you
didn’'t see it), unlike my namesake who is sleek and deadly, Sandviper
the person is fat, lazy and a coward. Thinking of nick-names, we have
a few out here, like Drambuie Alex, Widebody (speaks for itself),
Potty Bob, Jabber and Mr Grouse, just to name a few. Well I'd better
go now as 1've some catching up to do before going out tonight (yet
another party), see you!

Sarnayv 7 poer, (Back in the desert).

Dear Sarndviper

Re your last letter about ENCHANTER. Don’t kiss the frog (weird
fellow, must be a desert type hang up), talk to him, then look under
the 1ily pad. To get a dagger to cut the ropes on the box, you must
survive being sacrificed, use correct spell and it's as easy as
surviving a midnight picnic with The Grue. Get the Adventurer on your
side, then make friends because he may help you to open a door, if not
you can always share a chocolate snack with him. In the hammer room
it helps if you speed up the Turtle and then give him exact
instructions.

Morn Goose

<< PERSONAL COLUMN )

To everyone who voted for me, and not forgetting those who didn’t,
many thanks. The Grue kindly delivered the certificate and shield. The
shield was nice and shiny, and the certificate pancake flat - he must
have gone to great lengths not to fold it and it is ideal for covering

a crack in the wall. Thanks again...... i R i ST LR .....Barbara Gibb

To Tom and Danny... Never mind about the rugby....! Long Tlive

"foot,foot” and “the Martian visitors!” .......... ....Margaret Crewdson
'Ear, 'ear!...... Mike

To John - Zenobi Software - Thanks for the special disk conversions

vou did and for the "Freebie” to make up for the difference in the

value of my order........ S e T I A Paul Avis, Poole

To Indiana Arkwright, I hope my furry friend makes an appearance 1in
"Butners of Bringly”, regardsS. ... .cceseevssssosertssransnnsnsas Troy 11

To Joan Pancott. Hope you will soon be well again and are back home
from hospital in good time for Christmas. We miss your voice on the
other end of the phone and are all getting quite lost without you. We
are all thinking of you and sending our good wishes. The get well
cards may have died to a trickle now but rest assured that we haven't
forgotten you. Best wishes from.............. .. all the Conventioneers

To all Probe readers, I would 1like to wish you all a very Happy

Christmas and a Prosperous New Year.......uouoeuwueennes . ..John Rodrigues
x*K*ttttt!##!#!l#t*###*####*ttxtttt*t###ﬁ*#*t#**tt#tt#tt!#lt********#*
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<< HeLr WANTED >>

“Please can anyone help me with the following games: FISH, I'm stuck
in the dark warp, looking for the cylinder. It seems to be a random
type maze. FRANKENSETIN PT 2, I've got to the tower room, there's a
monster there, he’s chasing me! So back to the gallery - Jump over
gallery - and THE GAME CRASHES! Any 1ideas or help would be
appreciated.”

Perwa ] Av 7s 49 Hewitt Rd, Hamworthy, Poole, Dorset,BH15 4QB

"Do you have any help, tips, clues, solution, anything, something, to
help me get to grips with Tom Frost's YELLOW DOOR. 1 really need help.
1 would be very grateful.”

Dot vawgthrar, 104 Tangmere Dr,Lordshill,Southampton, SO1 8GZ

“Could anyone please help me with a game called NIGHTWING? I have
gotten to the final part with the supercomputer but can’'t work out the
clues to enter the correct data and complete the game. Many thanks 1n
anticipation of the help I'm sure 1’11 recieve from your magazine and
readers.”

Jorrrn Symirngtor, 5 Cherry Cl,Twinbrook,Belfast,BT17 0JS

"1 would be very grateful for some help on the following: RIDDLERS DEN
(Electric Dreams, 1985), how do 1 stop the 1light blue dragon from
killingme when 1 try to get past 1its tail? How do I get Trunkie
through the solid wall in the middle of the room with the bag of
money (after crossing the river of lava)? What do I use the two halves
of a coin (both coloured green) for? How to I attach the light blue
dragon statue to the light blue plinth (assuming that 1s possible)?
In MOON MAGIC (Crash comp.mag 1991), how do 1 get past the thirsty
robot in the space station that blocks one route? How do I fill the
can with 0i11? In FOR GOLD OR GLORY (Alternative Software), what use 1s
the policeman? Do I need to talk to him at all? To whom do I give the
milk (which appears to be drugged)? What does the character who keeps
popping up and saying "Gritbotna” mean? I have discovered that this
translates to "Defect” but I'm no wiser. My computer is a ZX Spectrum
+2A. I do hope I will hear from someone soon.”

Geofrffrey FFPaysor,4 Gawain Cres,Staveley,Cumbria, LA8 SNF

“"No sooner had I bought some adventures for my ST, than I found myself
stuck in every one of them! Adventurer of the year? Can I ask please
for some help in the following? ELVEN CRYSTALS II, how do you get past
the Yeti? EAGLESTAR, how do 1 avoid getting killed by the droid?
FUTURE WARS, how do I avoid getting killed when I get the documents
from the photocopier?”

S Tm FKFi71isher,43 eEarn Cres,Dundee, Scotland,DD2 4BS

"I would be extremely grateful for some help with HEROES OF KARN. I
have completed the Amstrad version, but can you give me any l1dea how
to get out of the dungeon on the Commodore 64 version?’

Kernn Chamber =s,84 Dulverton Ave,Coundon,Coventry,CV5 BHE
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JOKE OF THE MOKNTH
By Jeremy Sm7thkh

Wwhat i1s an adventurers most important object?

The phone book!
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<< IN-ToUCH >>

ATARI ST - PC SWAPS: Is there anybody who can help me? 1 have an Atari
ST which I am thinking of selling at some point and replacing with an
IBM compatible machine. The problem 1is that my treasured range of
Infocom adventures is for the ST and will be useless on a PC. Is there
anyone in a similar situation who would 11ke to swap their IBM disks
for my ST disks? Or, would anyone be willing to sell their IBM disks?
any offers considered as I wish to build up my IBM collection, Please
write if you are able to help, or Jleave a message on my answerphone
and I will get back to you. Please contact LIZ AHMEDZALl, “"Pern” 37
Birch Drive. Lordswood, Chatham, Kent, ME5 B8YU Tel:0634 666755.

PC SWAP: Help! 1 need a copy of GNOME RAMNGER, SCAPEGHOST or LANCELOT
in exchange for MINDFIGHTER (PC disk). Contact ROBERT on 081 668 8525
between 5pm and 7pm.

SPECTRUM_SOFTWARE WANTED: For Spectrum 48K, CRASH MAGAZINES ISSUES 1-
10, FRANKENSTEIN (by CRL), JACK THE RIPPER and PASCAL COMPILER FOR 48K
SPECTRUM. Please write or phone with price required (all letters

answered) to PETER GREGSON,28 Irton Rd,Southport,Merseyside, PR9 apy.

FREE AMIGA SOFTWARE: I have WISHBRINGER by Infocom on the Amiga. Can
anyone find a good home for it? Admittedly it is only the Mastertronic
re-issue, but it's in perfect nick and all 1 am asking is ready-
stamped packaging so 1 can despatch it on receipt of the first
request.. SIMON MAREN, 61 Beech Rd, Gillway, Tamworth, Staffs, B79 8QQ.

ADVENTURE GAMES REQUIRED: Have you written a game that you would 1like
reviewed for the Spectrum (not +3). If so, then send a SAE (if you
want your aame returned) to SPEC-POWER, Mr P Doggett, 13 Ives Rd,
Norwich, Norfolk, NR6 6DY. Please bear in mind that all the games may
not be reviewed but even so, if they are of high enough standard they
will be mentioned and all addresses etc will be given.

AMSTRAD CPC ADVENTURES FOR_SALE: LURKING HORROR, THE PAWN and JINXTER
at £9 each, DUNGEON ADVENTURE and ADVENTURE QUEST (464 only) THE
FOURTH PROTOCOL at £3 each and MYTH (tape) at £4. Contact TOM LEAHY on
061 202 2452 or write to 88 Holtby St, Blackley, Manchester, M9 1AR.

HARDWARE FOR_SALE: HP 2624B HEWLET PACKARD MONITOR AND COMPUTER (PC).
Any reasonable offers. Please phone Kez Gray on D925 445153 after 6pm.

HARDWARE FOR SALE: BBC MODEL B COMPUTER, WATFORD 40/80 TRACK D/S DISK
DRIVE. MICROVITEC 14" COLOUR MONITOR, TAPE RECORDER and now a STAR
GEMINI 9-pin dot matrix PRINTER. Complete with Manuals, User Guides
and Cables. Printmaster (Star) ROM, 4 volumes of Beebug manuals, 40
Beebug Cassettes and 25 disks including EASYWORD word-processor and
some adventures. Also on disk: ACHETON, COUNTDOWN TO DOOM, AVON,
MURDAC and ELITE. Ideal for the adventurer whose children use a BBC
Micro at school! Only £250 including pé&p. Prepared to split and open
to offers. Contact NEIL SHIPMAN, 1 Heath Gdns, Coalpit Heath, Bristol,
BS17 2TQ. Tel: 0454-773169.

INFOCOM_SWAP 'N' BUY: This month: MR M KEILEN, 9 Cridlake, Axminster,
Devon EX123 EBT, Tel: 0297 34615 (after 6pm). Looking to buy or swop
MOONMIST for Amstrad 6128. Also MRS LIZ AHMEDZAI, Pern, 37 Birch
Drive, Lordswood, Chatham, Kent, ME5 8YU 1is Jlooking for any I1BM
Infocoms, (I'm afraid that I'm not sure which disk size she is using,
nor the DOS format).
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{ HiNnTs AND TIPS >>

THE SPIRO LEGACY
By RFober t Me 7oy played on Anstrad
To get BONMZO Spell, bo to the bathroom and stand on toilet, Look 1n
Cistern and get the tin. Look 1n the tin and you will find a disk. Gc
to the Estate Office and turn computer on. Put the disk 1n computer
and LOAD PROGRAM.

ITNGRIDS BACK
By Fober t mMe 7Toody played on Amstrad
In part 3: Try dialing some of the phone numbers that appear 1n the
Faxofile but NOT in the office! To get the Faxofile - Si1t on the
Sunbed and hide behind 1t and wait for Jasper. He will go 1nto the
Changing Room, come out and go for a swim. You can then go 1ntc the
Changing Room and get the Faxofile.

SPY TRILOGY :
By T arm Osbor rie played on Spectrum
THE KNIGHTS CHALLENGE
32, 51, 12, 53, 61, 82, 63, & 83, 62, 81, 73, 52, 31, 12, 33,
, 43, 24, 45, 64, B5, 66, 74, 86, 65, 84, 76, 55, 34, 4z, 21,
28

11,
41,

29
13, 25, 44, 56, 75, 54, 46, 217, 16, 23, 35, 14, 26, 18; 37. 16,
36, 17

. a8, 8&7.
THE RIDDLES
Say: ANGLING, BOND, SMALL, PARACHUTE

TRD
By Dave .Adasms played on Amstrad
Dance to the music to get the starling.
Plant the tape and fill the hole.
Buy the sunglasses.

DANGER ADVENTURER AT WORK
By Dave Adgdams played on Amstrad
Look behind the Dragon.
Get out of the way when you've 11t the dynamits, ana wait.
Take the pills before riding the pony.

HOOT
By Dave Adams played on Amstrad
Full the tigers head.
Turn the rail in the wardrobe.
Carry the birdcage 1n the cellar.

KRAZY KARTOONIST KAPER
By Kewv 71 Mirro/Fry played on Spectrum +3
Howl quietly to Joe.
Dr Wot reguires the ring i1n exchange for the brick he 1s eating.
Use the brick to break the window.
The Rose will dispose of the Beholder.
Use the coiln for James and the credit card to buy the snroud,.
Smash the barrel for a Poclaroid camera.
The horse 1s fed up of vegetarian food.
The axe and rope will provide a way over the river.
Give the Bells whiskey to the mad Vicar then play organ 1n church.
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CORYA — THE WARRIOR SAGE

By Garethh PITEtchFfor o plaved on Spectrum
To rescue the man from the hut vyou need something to prop up the roof,
try looking where the villagers have moved the beams from the Council.
The Forge's heat won’t be enough to mend the sword so provide some
fire of your own.
The sword 1¢ quite good at chopping wood though vou'll need the
stalilon to move t,
Mate a fire before you camp for the night - dangerous things lurk 1in
the waters,

DEATHBRINGER
By Gareth Pi7Ttch¥for o plaved on Spectrum
Examine the display screen.
Wear the badge to pass the spy eye.
Get the ciobe to follow vou.
Use tne personel carrier to climb a long slope.

NIGHT OF THE ALIERNS
By DorotfFry M7 7 Tarof played on Spectrum

Dorn’t open the door at the start until vou have founc the gun and
rereased the safty catch!
Enter the zar. fasten the seatbelt then start car. Go west until vou
ram the pclice car and shoot the alien twice.

The arenade is in the basement,
Ir the jai1l area. when you hear voices coming from the south, pull the
rin on the grenade and throw 1t through the door.
wear the aliern space suilit and the translation device before entering
the space shio then shoot the alien.

Push the areen button and cancel 1nvasion to complete the game.

PHILOSOPHERS QUEST
By Barbara Bassitrmngthlhrwa 7g/lrte played on BBC
Take the dogs tec the old lady.
vear the aas mask when you go to aget the cheese, 1t has a very strong
smell!
F111 your bottle in the 1nk pool.

RING OF TIME
By Barbara Bassimrngthrwa1Taghhte played on
Cut the painting to reveal a safe.
Feed the aligators the meat.
Seal the holes in the jug, then fi111 1t with water,

EARTHBOUND
BEv JSoarm w7177 7ams played on Spectrum
Tarow mug of water 1n cell, Get uniform and wear to make progress,

® e ok O o e O e e o e i b om o ok ok b o 2k o ok ok ke ok ok e i ok ke ke ok o o Dk Ok o ek o b ke ok ke i e 0 ok ke i i Ok e ke ke R ok ok ok ok ke

IDEAL GIFT FOR THE ADVENTURER!
STUCK FOR CHRISTMAS GIFT IDEAS

Why not buy an Adventure Probe Gift Subscription Voucher? The ideal
gift for all adventurers whether existing subscribers or not!
Available at 6 month (£9) or 12 month (£18). Voucher comes in
Christmas Card style complete with seasonal greetings and space for

you to put your own greeting!
x Order early in time for Christmas! 2
Apply to Probe at the usual address. l

8. —

e
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(( GETTING YOU STARTED >>|

CONQUESTS OF CAMELOT

By Rorn ~Ra& 7mb 7 ro played on Amiga
From centre of Camelot Floor Plan, go West to Author's (King's) Room.
Get dressed, not forgetting your Armour and Sword. Get Purse. Leave
and go to the Queens Bower, north of King's Room. Ask about Lancelot,
then go to the Rose Bush and pick the FRose. Ask about the Rose.
Depart and go East to Merlin's Room. Study the map of England. Ask
Merlin about map. Study and examine everything. Go to the chest,
open it and get the lodestone therein. Ask Merlin about each
individual Knight and the Holy Grail. Leave and go South to the
Treasury. Give your purse to the Treasurer and ask him to fill it
with Gold, then Silver and finally Copper. Don't leave without taking
the now-filled purse. Go North, then West and South to the Chapel of
the Two Gods. Examine Altars and go to Christ’'s Altar first. Kneel and

give a Silver Coin and then a Gold Coin. Wait for response, then
arise and go to the Altar of Mithras where you should go through the
same procedure as for Christ's Altar. After being given some

information and receiving a blessing, leave the Chapel and go South to
the Courtyard. Mount Horse, ride towards nearest Guard and ask him
about Galahad. Give him a coin - you need not be too generous! Ride
out - the Mule wi1ll automatically follow. Follow the road until a map
1s displayed. Choose Ot Moor as your destination. Go east to the
North Edge of the Lake. Dismount, walk to the edge of the Lake and
recite the Message of the Rose, "Love is my Shield”. Rose petals will
start to fall showing a safe path across the thin ice. Stay within
the petals as you walk and you will eventually arrive at the Ice
Palace. Be warned - stray outside the protection of the Rose Petals
and you will fall into the icy water and die! In the Ice Palace,
speak to the Ice Maiden who will give you a task, then magically
transport you back to firm ground and your Horse. Head back to Ot
Moor and the map of England. This time choose the Forest Perilous,
and now your troubles really start. Give a copper coin to the
Widdershins Shrine, then go West until you see a Hunter. Offer to buy
his spear - 1t is worth a gold coin. Travel West (with the Spear)
until you meet 3 boars. These you will have to kill before YOou can
proceed further. Save the game Jjust prior to this battle. When you
have defeated the boars, go Northwest...... R 08 R ) MR B AT B e i e mcmnces

HOUNDS OF HEL L
By S7mori Avery played on Amstrad

GET SUITCASE, LEAVE, N, RING BELL, ASK RECEPTIONIST FOR ROOM, SIGN
REGISTER, GET KEY, N, W, ASK MAN ABOUT DOGS, GET PHIAL, E, E, UNPLUG
AERIAL, BEND AERIAL, W, U, E, E, PICK PADLOCK WITH WIRE...............

WEAVER OF HER DREAMS
By Dernnmnis Francombe played on Spectrum

EXAM TABLE, EXAM DRAW(sic), SEARCH DRAW, GET DOCUMENTS, SEARCH DRAW,
OPEN CABINET, GET BOOK, READ BOOK, I, UP, UP, SE, S, WAVE STAFF, S, S,
EXAM ARCH, E, SEARCH DUST, GET RING, W, S, EXAM ARCH, N, D, CAST
CRIZP, GET STONE, GET SMALL STONE, D, EXAM STALAGMITE, D, U, U, U, U,
u, U, E, W, U, W, W, DROP RING 1IN FLAME, CAST HYDRO, W, CAST LEVI,
EXAM SO0T, E, §, GET GLOVE, WEAR GLOVE, N, E, W, W, CAST LEVI, N, EXAM
PLATE, W, EXAM GARGOYLE, I, E, S, JUMP, JUMP, S, U, U, U, U, W, GET
GREEN RING, EXAM GREEN RING, E......... A R W R e B R e B
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DAVY JONES LOCKER
By Mart1mrmn Freemart ]e played on Spectrum

GET DOG, UP, GET HOOK, THROW HOOK, THROW HOOK, THROW HOOK, THROW HOOK,
GET SOCK, GET SUIT, WEAR SUIT, GET EEL, EXAM BIKE, GET PUMP, DROP
HOOK, GET DOG, DOWN LADDER....... SR ETE e A TR R R R R B L

MICROMAN (PROJECT X))
By S7mosrr Aver ) played on Amstrad

GET LIGHTER, CLIMB SEATBELT, TURN HANDLE, WIND HANDLE, JUMP, S5, S, U,
DROP LIGHTER, N, GET BUTTON, S, GET LIGHTER, D, S, E, N, E, PULL
BELT llllllllllllllllllll & @ 8 & @ @ 4 8 & & & &4 8 8 & @ 0 B F NS E e @ & & & 0 e s

SORCERER
By Rormn Ra 7mb 7o played on Atari 800XL

Start by casting FROTZ on the Spell Book, then get up and go West.
Take and read the note then drop it. Go south twice then go west. You
will see an Ochre Vial which you should take and open so that you may
drink the contents. When you have done this drop the vial, pick up the
Matchbook and travel east to the Receptacle. Open it and put in the
Matchbook, then close the Receptacle. Go east where there is a Dusty
Scroll. This is the MEEF spell. GNUSTO the MEEF spell and go west,
north and west to lay your hands on a Shiny Scroll. This is the GASPAR
spell and again it must be subjected to the GNUSTO technique.
Sometime about now, the doorbell will chime and when it does, go back
to the receptacle. Open it and get an Orange Vial containing the
VILSTU potion. Go north, north and west and Shake the Hanging. A key
will be revealed which will open a drawer in this location. Get the
Box from the drawer, open it and take the Amulet from within. Reat the
Box and then drop it. Get the Journal and open or unlock it with the
key. Read the Journal and note the current code. Go east, south, south
and down. Press the buttons for Code Sequence as shown on the
Infotater. Get Mouldy Scroll from the Trunk = this 1is the AIMFIZ
Spell. Drop the Journal, drop the key and cast AIMFIZ BELBOZ..........

THE LOST TEMPRPLE
By Martirrn Freemarmnit 7e played on Spectrum

S, E, TALK TO TELER, SEND TELEX, PAY TELLER, W, N, N, BUY REPELLENT,
S, E, BUY KNIFE, SPADE, FOOD, W, W, PAY PILOT, BOARD HELICOPTOR, APPLY
LOTION; SE.. s e siossinese T T e e e B TR e R R R W B ¥ e e . 555

THE HERMITAGE
By Mar-tirmrmn Freemarnt 7e played on Spectrum

N, U, N, W, W, SE, SEARCH BED, SEARCH TABLE, GET BOTTLE, GET BLANKET,
E, E, E, E, EXAM FURNITURE, EXAM ARCHBISHOP, GET DAGGER, W, W, N, E,
FILL BOTTLE, N, EXAM PULPIT, W, W, S, EXAM PEWS, E, S, §, D, S, S, W,
WET BLANKET . ... .. iivevenvnsnansnnnnsnsmassonsonsevs Sie s WhE e EEE AV WO Wod AT s .

TOTAL REALITY DELUSION
By Lormna PFPatersor played on Spectrum

N, N, DANCE, GET STARLING, EXAMINE GHETTOBLASTER, UNPLUG GHETTO-
BLASTER, LOOK GET TAPE, S, S, E, DIG, PLANT TAPE, FILL HOLE, GET
CHATNSAW v w5 v on s aaaess o o) e o & 6 S8 SUsiati <% s 508 @ &ia e R Rl es e .
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OBJECTS AND THEIR USES

£5 NOTES
FLOORBOARD
PONCHO
SPADE
MORTAR & PESTLE
ROPE LADDER
GOLD PIN
RECORDER
REED
MATTOCK
LANTERN

BUCKET OF WATER
KEROSENE
BOTTLE OF WINE
BRONZE KEY
RUSTY NAIL

SILVER COIN
TRAMP
MONOLITH
VIAL

IRON BAR
PLANES
PAPER

SAFE
SCIENTIST

BARREL
DOG WHISTLE
HINT SHEET

BERMUDA TRIANGLE - SPECTRUM 48K
OBJECTS AND USES - BY ALF BALDWIN

To buy kerosene for lantern and bottle of wine,

Place it across chasm to form bridge.

Keeps you warm on icy ledge and puts out fire in shop.
Use it to dig up rope ladder in garden.

To grind vial of liquid into potion.

To climb up to icy ledge. Give it to bird to carry up.
Insert it in the hole in the console.

Flay it to hypnotise the snake.

Insert it into the recorder. i
Use it to loosen the scil round silver coin.

Needed in caves, down well and in barrel. Extinguish
it when not needed, oil will last for only a limited
number of Mmoves.

Too convenient, ignore it, the bucket has a hole in it.
Fill lantern with it.

Give it to the tramp,

Turns off force field.

Infects your foot. Head straight for the doctor after
turning off force field.

Cross the gypsy's palm with it.

He will give you an everlasting match for the wine.
Read the runes and do what the message tells you,
Grind it with pestle and mortar.

Replacement for missing rung on ladder in well.
Useless.

Code to open safe.

Switch inaide to turn off laser beams.

After inserting pin in console, search him to find
a dog whiatle.

Carries you over the waterfall,
Blow it to shatter the spider's web,

You can use the rope ladder to get to the bottom of
the chasm but you won't learn anything except that
you can't get back up again, What did you expect?.
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A CHRISTMAS CROSSWORD
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ACROSS: 1. Synonymous with take. (3) 3. That which glitters is not gold. (6)
f. Use the end of yvour loaf and begin to add for something that may not last.
13) 7. King Wenceslas' level outlook? (4) 8. Looking in your pillow has the
same effect as overeating! (3) 10. You may look like this as a result of 8
across. (3) 11. An adventurer might do this with the right tool to give you 18
down. (3) 13. The turkey doesn't need these to face up to the stuffing! (4)
15. Sheperd's female friend? (3) 16. Nativity transport. (3) 17. She competes
with a climber using sharp tactics for a crown? (5) 19. Do vou really need
your key now? Nope! (4) 20. You've got the proof when this is gone! (7) 22.
The "knack" of doing 1 down? (3) 24. Do you don this after being crackers? (3)
25 & 26. See 2 down.

DOWN: 1. Care is needed with this if you want presentation to look nice. (4,8)
2. Angels brought ------- of 25 across =-=--- 26 across --- to the shepherds.
{7,5,3) 3. Time to end the celebrations. (7.5) 4. A lone song for Christmas?
(4) 5. Keep your light source in this condition when Grues abound! (3) 9. 1
wish all adventurers a Happy --- ---- starting Jan. 1992!' (2,4) 11. We all

know a lot of nice people who give lots of this all the year round! (4) 12.
Us! (2} 14. Half a song is better than no carol at Christmas! (2) 18. Eat it
or burn it! (3) 21. A fruit that sometimes forces adventurers to live in a

normal world! (4) 23. Plaything for young and old alike? (3)

Solve this crossword and then rearrange the letters that have a star in their
box to make the name of an adventure game appropriate for a Christmas present.
All correct solutions will be put in a hat and the first one drawn will recieve
a prize. Don't forget to include your name and address! Please send your entry
to: Margaret Crewdson, 11A,Main Street, Egremont, Cumbria. CA22 2DW to arrive
no later than January 14th 1991.
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( NEWS SECTION >>

GI GAMES

News from Gordon Inglis of GI Games this month 1s that they have EIGHT
new re-releases to add to their 1list,. These are the St Brides
Collection and will comprise THE SECRET OF ST BRIDES, THE VERY BIG
CAVE ADVENTURE, BUGSY, JACK THE RIPPER, THE SNOW QUEEN, THE WHITE
FEATHER CLOAK, SILVERWOLF and THE DOGBOY. A1l eight games should be
on sale before Christmas for the Spectrum at the usual bargain price
of just £1.99 each. For further details contact GI Games, 11 West
Mayfield, Edinburgh, EH9 1TF. Great to see these classic adventures
being made available for new adventurers and for those who missed them
the first time around. Keep up the good work, Gordon!

THE GUILD

Tony Collins tells me that he is expanding all the time with new games
coming in every week. From now on there will be a new batch of games
released every three months. The next batch will be released on
January 1st and will include DOME TROOPER, FIRELANCE, FORTRESS OF
KELER, CURSE BE THE CITY on Spectrum, HOTEL HELL, STOWAWAY, CURSE BE
THE CITY on Commodore and THE BOUNTY HUNTER, THE MUTANT, THE MISER,
CAPTAIN KOOK and JEKYLL AND HYDE on the Amstrad. More excellent news
from The Guild. If you want further details contact Tony at The Guild
at 760 Tyburn Road, Erdington, Birmingham, B24 9NX.

COVER TAPES GETTING ADVENTUREOUS!
Great news this month that most of our favourite glossy monthly
magazines are concentrating on adventure related cover tapes. Shortly
we should see NYTHYEL on Zzap 64 (probably the Jan/Feb issue),
MAGNETIC MOON on Crash within the next three months and the current
one should have MOON MAGIC and SPONGE. Not only that but Incentive
have given GAC to Amstrad Action, Commodore Format and Your Sinclair
and they should appear as cover tapes shortly! Looks like we could
have a massive amount of GACed games appearing next year.

ZENOBI SOFTWARE

I have recently received up to date lists of all the Zenobi adventures
and a massive list it i1s too. Far too many titles to include here. I
have counted a massive 117 titles comprising Spectrum tapes, Plus 3
Disks, 128K Adventures, Compilations, Atari ST Adventures and Public
Domain. John also sells blank cassettes and disks at discount prices.
For complete 1i1sts and full details contact John Wilson, Zenobi
Software, 26 Spotland Tops, Cutgate, Rochdale, Lancs, OL12 7NX.

ACCOLADE
Accolade have sent me information on their forthcoming releases. THE
TAKING OF BEVERLY HILLS 1s an arcade style adventure based on the
explosive action movie. Urban terrorists are attempting the heist of
the century 1in the richest city of America. This will comprise
digitized pictures and sounds from the movie, stunning graphics and
animation, 120 different screens, dozens of objects and weapons and
multiple perspectives. It will be released 1initially for the IBM
PC/AT/XT and Tandy and will be available 1in December 1991, They are
also releasing HOME ALONE a strategy type game 1in November 1991.

Other releases will be BIG DEAL II (December 1991), LES MANLEY IN:LOST
IN LA (January 1992), ELVIRA I1 (January 1992), JACK UNLIMITED GOLF
VGA 256 (January 1992). For further details contact Alan Welsman 1n

the marketing department on 081 877 0880,

MORE UP TO DATE NEWS IN THE NEXT ISSUE
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POET’'*S

"Twas Christmas Eve in the kennels
And all the dogs asleep;

Dreaming of tomorrow's grub,

'Cos they'd all paid their keep.
Not a sound did any make,

Except one, waking, howled,

As past the darkened cages,

A stealthy figure prowled.

It halted as it heard the noise
Then paused 'till all was quiet:
It knew that, if detected,

It soon would cause a riot.

On silent padded, creeping paws,

It moved across the yard,

With whiskers twitching, nose
a-sniff,

Alert to sense a guard.

A shaft of moonlight caught it -

It hissed in Irish brogue:

"Twas Ginger Tom, the feral cat,

A sneaking, thieving rogue.

THE PROBE

TOM™ S CHRISTMAS
By Juwurne ~Rowe

CORNER

i It jumped up to a window -
His nose said he was right,
He scrabbled through a tiny gap
He knew he’'d eat this night.
A sweet aroma drifted by
And led him to a fridge.
'"Twas overhead, but undeterred,
Tom made a chair a bridge,
He opened grasping pawing claws
Soon opened up the door,
And there before his gleaming

eyes

The feast he'd hoped and more.
Chicken, 1liver, beef and pork,
And sausages and bacon -
But hark! a footstep at the door
Still, Tom would not be shaken.
He grabbed a lump of tasty steak
And from the room did crawl.
The keeper seeing, said "Oh well
"Tis Christmas, after all!”

CONVENT ION

By Jwrne ~RFowe

At the annual Probe Convention,
There's a great time to be had.
But if a stranger entered,

I'm sure he'd think we're mad!

The talk is all of dragons,
And trolls and caves and keys,
Interspersed with mention

Of the Balrog’'s hairy knees.

There's magic in the
Through organised en
So three cheers for
And may Probe go on

There's more than one queer name too
There’s Mangy and there's Vicar:

A Grue may come and talk to you -
He'll find a Frob and kick 'er!

An ’'amster roams around the room -
BEWARE! if you're alone...

He's been known to eat folks whole,
And spit out one small bone.

air this day,
deavour,
adventurers,
forever!

RUDOLFPH

By Ke 7 hH
Rudoliph the red nosed adventurer
Staggered through a mountain pass
Took another drink of whisky
And fell down heavily on his....!
Up he got and struggled on bravely
Killing dwarves on the way
Making him feel happy
Even though he wasn’'t gay!

Christmas comes
Goodwill to all
This means to a
Especially the
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At the inn he rested

Fell asleep and started to dream
About pretty damsells in distress
Tied up naked to a beam.

The next day onwards did wander
Walked into a large house

Came upon the naked damsells
Thought to himself “No you louse!”
but once a year,

mank 1nd

11 God’'s beings

ones you find.




:-",. THE 1991 PROBE TITNDEX Q::
- Kindly compiled by Johtim Wi iloey
The numbers following the adventure titles represent the i1ssue number.
REVIEWS

ADVENTURE/ZEEBEDEE GONIG 9 ICE STATION ZERO 9
ADVSYS 8 IN SEARCH OF ANGELS 10
AL-STRAD 5 INVADERS FROM PLANET X 5
THE ANGELICUS SAGA 7 KEY TO PARADOX 7
ASTRAL PLAIN 11 KRAZY CARTOONIST CAPER 10
AUNT VELMA/COMING TO TEA 7 LAST BELIEVER 8
BEGINNERS GUIDE (BOOK) 4 LEGEND OF FAERGHAIL 7
BEHIND THE LINES 8 THE LOST DRAGON 3
BEST OF THE INDIES II 6 LOOM 1
BOUNTY HUNTER - MAGICIANS APPRENTICE 6
CAMELOT 8 MAGIC SHOP 4
CAPTIVE 1 MANSION QUEST 10
CAVES OF LORE 2 MEAN STREETS 10
CHAMPIONS OF KRYNN 8 METHYHEL SPECIAL EDITION 11
COLDIZ ESCAPE 9 THE MICRO MUTANT T
COMPUTER ADVS/SECRET ART 3 MIDNIGHT THIEF 1
CORTIZONE 5 MIGHT AND MAGIC II 2
CRYSTALS OF ABOREA ) MISSION X 10
CUDDLES 8 MORE BIG DISKS FROM BALROG 10
CUTTHROATS I ONE OF OUR WOMBATS/MISSING 3
DANGER ADVETURER AT WORK 1 OPERATION STEALTH 2
DIABLO 2 ORB QUEST 5
DRAGONFLIGHT 6 PD ADVENTURES FOR AMIGA 11
ECLYPSE 1 PHEONI X 10
ELVIRA-MISTRESS OF THE DARK 6 POWER CURSE 10
ENERGEM ENIGMA 1 PRISON BLUES T
ESCAPE FROM HODGKINS MANOR 2 11 RONNIE GOES TO HOLLYWOOD 10
ESCAPE FROM PRISON PLANET - SECRET OF MONKEY ISLAND 5
EVILUTION 8 THE SMIRKING HORROR 7
THE EXTRICATOR 9 SPIRIT OF EXCALIBUR 2]
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H.R.H. 11 YARKON BLUES 3
ICHOR 11
OBJECTS AND THEIR USES

APPLETON 3 THE LEGACY 1
BEHOLD ATLANTIS 5 THE LOST TEMPLE 6
CROWN OF RAMHOTEP 3 METHYHEL 10
DOMES OF SHA 3 RIGELS REVENGE 3
ECLIPSE 4 SHIP OF DOOM 3
GOLDEN PYRAMID 11 THE STALKER 2
GOLDEN SWORD OF BHAKHOR 8 THE THIEF 3
JEWELS OF HONOUR PTS 1&2 10 VALKYRIE 17 3

Advantiire ProobBba Dmos 40



GETTING

ADULTIA

ADVENTURELAND
ADVENTUREQUEST

AL STRAD

ANGELICUS SAGA

ARROW OF DEATH 1

ASTRAL PLAIN

BEHOLD ATLANTIS

BLOOD OF BOGMOLE

BOG OF BRIT

BOOK OF THE DEAD

BOOK OF THE DEAD 2

THE CALLING

CASE/THE MIXED-UP SHYMER
CASTLE EERIE

CASTLE OF MYDOR

CODENAME ICEMAN

CONQUEST OF CAMELOT
CORTIZONE

CRISPIN CRUNCHY

CUSTERDS QUEST

DETECTIVE

DREAMARE

DREAMARE 2

ECLIPSE

ELVERA-MISTRESS OF THE DARK
ENCHANTED COTTAGE
ENCHANTER

END DAY 2240

ESCAPE FROM PRISON PLANET
ESPIONAGE ISLAND

EUREKA

EUREKA 2

EVILUTION

EXTRICATOR

FILES/OCCULT - NYTHYHEL 1
FIVE ON A TREASURE ISLAND
GNOME RANGER

GODS OF WAR

GOLDEN BATON

GOLDEN PYRAMID

GOLDEN VOYAGE
GRUE-KNAPPED

GUILD OF THIEVES

THE GUARDIAN

HELVERA MISTRESS OF/PARK
HOUSE ON THE TOR

HOUSE OUT OF TOWN

H.R.H.

HUNCHBACK

INGRIDS BACK

INFILTRATOR

INQUISITOR

INTO THE MYSTIC
INSPECTOR FLUKEIT

JEWELS OF HONOUR

JOURNEY
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YOU STARTED

10

KINGDOM OF HAMIL
KINGS QUEST 5
THE LADY IN GREEN

LEATHER GODDESSES OF PHOBOS

THE LEGACY

LIFEBOAT

LORDS OF MAGIC

LORDS OF TIME

THE LOST TEMPLE

THE LOST DRAGON
MAGICIANS APPRENTICE
MORDONS QUEST

MORGANS SEAL

THE MURAL

MYSTERY FUNHOUSE
MYSTERY OF INDUS VALLEY
MYSTERY OF THE LOST SHEEP
MYSTICAL

ONCE UPON A LILY PAD

ONE OF OUR WOMBATS/MISSING

OPERATION STEALTH

THE OPPRESSED LAND
ORB QUEST

PANIC BENEATH THE SEA
THE PAWN

PENDANT OF LOGRYN
PERSEUS AND ANDROMEDA
PIRATE ADVENTURE
POWER CURSE

PRISON BLUES

PUZZLED

PYRAMID OF MUNA

QUEST FOR GLORY I1I

QUEST FOR GOLDEN ORANGE PEEL

ROBO CITY

ROYAL QUEST

SCARY TALES

SEARCH FOR MITHRILLIUM
SECRET OF UR

SECRET OF MONKEY ISLAND
SHARPES DEEDS

SMIRKING HORROR
STARSHIP QUEST

STORM MOUNTAIN
STRYPTISCHE

SUSPENDED

TAMORET

TARK

TEACHER TROUBLE
THERMONUCLEAR WARGAMES
TREASURE ISLAND
WISHBRINGER

WITNESS

WIZ BIZ

YARKON BLUES

ZED

ZORK I
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HINTS AND TIPS

ADULTIA

ALIEN

ARNOLD THE ADVENTURER
ASTRAL PLAIN

ATALAN

AXE OF KOL1

THE BARDS TALE

BEHIND CLOSED DOORS
BEHOLD ATLANTIS

BLOOD OF BOGMOLE

THE BOGGI1T

BOG OF BRI

BRIAN THE BOLD

CADAVER

CASE/BEHEADED SMUGGLER
CAN 1 CHEAT DEATH?
CASTLE FRANKENSTEIN
CASTLE MABTER

CASTLE OF RIDDLES
CASTLE WARLOCK

CAVE CAPENS

CAVE MAN

CLOUD 94

CODENAME TCEMAN
COUNTDOWN TO DOOM
CRACK CITY

CRASH LANDING

CURSE OF THE SEVEN FACES
THE DARKEST ROAD
THE DARK ROAD
DEEKS DEEDS
DIAMOND TRAIL
DRACULA ISLAND
ELVERA MISTRESS OF
ENCHANTED COTTAGE
ESCAPE FROM HODGEK INS MANOR
ESCAPE FROM PULSAR 7
ESCAPE TO ZANUSS

EYE OF INCA

EYE OF ZOLTAN

FLOOK ONE

FOOLS GOLD

THE GODS OF WAR

THE GOLDEN FLEECE

GOLDEN SWORD OF BHAKHOR
GEMS OF STRADUS
GRUEKNAPPED

HEROS QUEST

HOUSE ON THE TOR
HAMPSTEAD

HELVERA MISTRESS OF /PARK
HAMMER OF GRIMMOLD
HUMBUG

IMMORTALITY RULES OK

THE INNER LAKES

IRON LORD

THE ISLAND

JOURNEY TO DEATH

JOURNEY

DARK
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JASON AND THE ARGONAUTS
JADE NECKLACE

JADE STONE

KRAZY KARTOONIST KAPER
KINGDOM OF SPELDOME

THE LOST TEMPLE

LORDS OF THE RISING SUN
THE LAMBERLY MYSTERY
THE LEGACY

LEGEND OF CRALDONS CREEK
LEGEND OF FAERGHAIL
LORDS OF TIME

MYSTERY FUNHOUSE
MAGICIANS BALL

MEAN STREETS

MYTHYHEL

MESSAGE FROM ANDROMEDA
MIGHT AND MAGIC I1
MYSTERY OF MUNROE
NEVERENDING STORY
ONE OF OUR WOMBATS/MISSING
PERILS OF DARKEST AFRICA
PUZZLED

PYRAMID OF DOOM

PYRAMID

POLICE QUEST

PAWNS OF WAR 2

QUEST FOR GOLDEN EGGCUP
QUEST FOR PICKLED CABBAGE
REVENGE OF THE MOON GODDESS
ROBIN OF SHERWOOD

RUNES OF ZENDOS

SECRET OF MONKEY ISLAND
SPELLBREAKER

SECRET GARDEN

SACRED CROSS

STAR FLAWS

STATIONFALL

SHIPWRECK

SLAUGHTER CAVES

SCARY TALES

STALKER

SWORD OF VHOR

TEMPLE OF VRAN

TALISMAN OF POWER

TREASURE ISLAND

TEACHER TROUBLE

THE WIMP GAME

WINTER WONDERLAND

WHATS EEYORES

WIZARD OF AKYRZ

WAXWORKS

WAR IN MIDDLE EARTH

WHERE EVIL DWELLS

XANADU

YARKON BLUES

YELLOW DOOR

ZIGGURAT

ZORK ZERO

MANOR

Adventure Probe

7
2
2
10
3
2 3
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11
4 6
6
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1 2
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FULL/SERIALISED SOLUTIONS

THE AXE OF KOLT 5-9 THE MAGICIANS BALL 1
DARKNESS 1S FOREVER 4-5 MAFIA CONTRACT 1 i-2
THE HERMITAGE 3-4 QUEST FOR THE GOLDEN EGGCUP 1-2
IMAGINATION 4 TREASURE ISLAND 6
LEISURE SUIT LARRY 11 11 WHISTLE 1=2
LOOM {1-continuing.
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A NAME FOR US ALL!
Some interesting ideas fpr a collective name for adventurers have been
received ready for voting on at a later date!

First one received is from IAN OSBORNE who suggests we call ourselves:
A COMMAND OF ADVENTURERS

Next we have some ideas from PETER BERGMANN from Germany who suggests
we call ourselves:

ADVENTHUSIASTS!
OR:

THE HOOKED BUNCH!

B0 o R oo o o ok R i o o o e o ok o o o O Kok o ok ok ok ok ok ok o K ok ok ok ok
A RANSOM NOTE!

One or two people have been ringing me for help on ROBIN OF SHERLOCK
and have mentioned that they didn't receive the Ransome Note. If they
input EXAMINE or READ NOTE they are told to check the packaging. I
am not sure if it is essential to the gameplay at all but, for those
who are lacking in the said note, here it is!

YE_OLDE_RANSOM NOTE
We (Design, Design) have Toto the Dog. Unless you give us the Great
Space Race, £220,000 cash and a digital watch we shall remove his most
prominent protrusion and sent it to you through the post!
Take the ramsom to the Great Oak, Leafy Glade, Sherwood Forest and put
it in Deposit Box 357. Unless this is done Toto will pay the
consequanceas! !
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NOTES ON THIS AND THE NEXT ISSUE OF PROBE

Because there is so much in the way of SPECIAL material for the
Christmas issue and Convention Special issue some items have had to be
left out of this issue. From January 1992 these articles etc will
continue as normal. Please also note that as Christmas week falls
exactly at the time that 1 should be preparing the January Probe there
may be a slight delay in getting this out to you. 1 apologise in
advance for this and assure you that normal service will resume with
the February issue. Meanwhile, may I take this opportunity, once
again, of wishing each and every one of you:

A VERY MERRY CHRISTMAS
AND A HAPPY AND PROSPEROUS NEW YEAR!
AMar oy



