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Welcome to Vol 4 Issue 2 of Adventure Probe.

I start off this month. once again. vith some v;ords of thanks Firstty, thanks to Gordon Inglis who sent me the
lovely flag showing Garfield stuffing himself with a huge cream cake and shouting “Whal diet?" | have fixed i
on lop of my monitor to make me fes! befter when | am feeling particularly huge' Secondty to Floyd for the
large purple crayon A big thank you to Joan Pancoft for the lovely pholographs of Probe readers al the
Computer Show (I won't say who they are as | might v;ant to use them later In Probe) and. last but by no
means least to Tony Bevan for the beautiful pot plant. | am sure | didn't do anything much to deserve it Tony
because | couldnt answer your questions myself. but It v;as a delightful surprise and It really made my day

We have a greal new look letters section starting this month. Our new Letters Editor is Jim O Keeffe who has
kindty taken on this job to relleve me of some of the vsork. | think you vAll all agree thal the Letiers section |s
one of the favourites and deserves more attention so that i can be expanded | am sure that after you have
read the new DISPATCHES seclion you wll agree vith me that lim has done an excetlent job and that that
techion couldnt be in beller hands Actually. il puts the rest of Probe to shame so | am going to spend this
month evperimenting wAth Time Works. First Word Plus on the Atarl ST to see if | can Improve the rest of
Probe fo match! There vall be a Star Letter sach month, the writer of which will recewve a small prize for
his/har efforts so starl putting pen to paper as t could be YOU vho vrrites the Star Letter next month!

Ancther new section starting this month Is the Karlcon Kiues seclion by Kez Gray This was originally
infended for one of the Glossy mags but Probe has scooped firstt The first one s actually a small solution
but it v;as so unusual and original that | am sure nobody wiiil mind just this once.

A lew days ago | decided lo slart Dungeon tMaster all over again as | didnt gel very far last ime and | can
now announce with considerable pride that | have just killed off that “orribie dragon on level 14' | have also
been playing Space Quest il but cannot finish it | gol as far as the last arcade sequence (| hale those bits)
and my keyboard froze! Any suggestions (apart from throwing it out of the windov/)? | also had a go v/ith
Bloodwych so see vihat it was hke. | came face to face with a skelelon on the first level and following my
e«periences with Dungeon Master | prompthy zapped ft This ralsed a chuckle or h~o when | mentioned it to
readers in lhe know aboul Bloodwych. Apparently he wasn ( an enemy. he was one of my party of helpers!
Aren't adventures vionderful?

Nic Rumsey has senl me jome good news for Amsirad adventures who are looking out for Infocom
adventures K & M Computers (0695) 29046 have betvieen 15 and 20 sach of Enchanter Leather Goddesses
and Hitchhikers Guides at £19 99 each and Caslie Softsare (0732) 575043 have about 70 each of Baltyhoo.
Cutihroats and Hollyviood Hi-|inx al £6 each And Robin Mafthev/s has passed on a warning lo PC ov/ners.
llindscape. Star Trek V vAll not run on an Amstrad 1512 or Amstrad 1640 It needs an 30236 chip machine
18 XT compatibie to run As this game costs around £25 plus this word of warning could save vwashng time
and money

Well. | seem lo have run out of space yst again so L will see you all again next month as usual. | hope you
enjoy this issue




REVIEWS

HIPlLASH WA wWH
Avajilable for Atari STs from:
Zenobi Software, 26 Spotland Tops, Cutgste, Rochdale, Lancs, OL12 7NX

Normal price £7.49 inci

pLp
Special price to Probe readers

- ONLY £6.49!

You take the role of Johnathon Masterson hitching from state to state in
1958 America. Just as a sudden downpour begins to make itself felt, you
gladly accept a ride in a truck driven by a man calling himself McTear.

A roadsign announcing the village you enter looms into view and as you
read the word 'Hanstville' a shiver runs down your spine and the truck
splutters and rolls to a halt. :

McTear leaps from the truck, noticling

leaves you to decide the next move. Not being one to get stuck under a
sump, you walt for McTear's return, but after some time with no sign of
him you decide to have a look around for yourself.

a diner across the road, and

You bump into several characters almost strajght away who go
dally business. Hanstville seems such a quiet place - even
in the diner where you saw McTear head towards, an upturned chair and a
half full cup of coffee look out of place. The owner, an unpleasant,
brusque character named Georgio, denies all knowledge of McTear and
seems to be in quite a hurry to lock up the diner. The town sheriff

listens patiently to your story of a missing person, but seems content
to let you do the worrying - and searching.

about their
serene. But

In Whiplash & Wagonwheel there are many characters to converse with, all

of whom can offer information on various subjects - if you approach them
correctly.

The adventure contains

a usual half-and-half text and graphics screen
format,

although the graphics are digitized in part and are mostly of a
very high standard. From a hazy, tree lined avenue to the closeup of an
alleycat rummaging around the dustbins, it is clear that a lot of time
and trouble have been spent on the graphics. The image of Wagonwheel,

one of the baddies from the title, comes as quite a shock when you are
treated (!) to a detailed picture ot something akin to the zombies in
the

‘Day of the Dead' type horror films lunging from the screen towards
you.

The adventure starts {innocuously enough and graduvally builds upon the
sinister aspects of this gothic horror scenario by giving you odd pleces
of Iinformation every so often. Personally, I would have liked a little
more description and atmosphere projected from the text which at times

moves away from It's role of keeping you alert and inguisitive by
chastising seemingly innocent commands and injecting sarcasm into
particular replies.

The adventurc uses three additional windows which overlay the graphics
part of the display. These are used to display lists of objects, people
present and directions available and can be displayed or renoved Ly
single key entries. One niggling point is that by having these windows
display information which s not included as a part of the location
description, you have to specifically call up the windows to learn about
what else s present. Because the characters in the adventure walk

around, you can effectively walk by them without actually realising that
they are present.
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The adventure 1s distributed on two disks which can give you some idea

of the slze of the code |involved. Upon 1loading from disk one, a
digitized picture of (1 assume) the authors appears, a la Vidi-ST type
graphics - nothing like a bit of trumpet -blowing, eh? And then onto the

adventure proper with disk two. As you move around the adventurc, the
disk occasionally whirs {into action as it pulls in yet another high
definition picture.

The adventure can sometimes offer a clue through the use of the HELP
command but this 1is displayed in a coded form, just to make things a
little more difficult for you.

One feature that is just asking for criticism is the use of the EXAMINE
and OBSERVE verbs. How often have you strolled around adventures content
to cast a searching eye over objects and people with the use of the
EXAMINE verb? Well, in Whiplash you have to differentiate between
EXAMINing objects and OBSERVing people. If you try it the other way
around, such as EXAMINing people, you are simply given a 'nothing
special can be seen' type message rather than an indication that the
verb is being used in the wrong context.

Extra features found 1in the adventure are the OOPS take-back command,
memory save and load with MLOAD and MSAVE, and the ability to use IT for
the 1last object mentioned and ME when making requests of other people.
There are additional commands to control the displaying of the graphics
and windows, and you can also program the function keys to return
whatever text you want. I found this last feature particularly useful
for setting wup a key for "EXAMINE" which then saved me typing it in
every time.

Whiplash & Wagonwheel is not an easy adventure, and it's use of this
graphics/windowing system coded by Softel (or is it Ulterior Motlives?)

takes some getting used to but is very playable once you've spent some
time with it.

The text at times seems confused about how it should be supporting the
horror side of the story. On the one hand, the text shocks you with it's
'slimy, malodorous flesh' type 1lines, and then moves onto a more
humourous style with the characters Bent Willy and his sister Magg the
Slag - Jjust try observing Bent Willy to see what I mean. Overall,
although 1it's not exactly cheap by homegrown standards, the adventure
fits together well and contains plenty of knotty puzzles. Worth a look.

Reviewer - Paul Brunyee.




IT’S MAGIC from Central Computing
Available for the BBC Model B on cassette for £2.50
Reviewer - Neil Shipman

Back in the summer of 1987 Simon Maren of Central Computing set a
competition in Adventure Probe. What you had to do was come up with
the name of the friendly tree which would accompany you on your
exploits in his next adventure, IT’S MAGIC. Barbara Gibb’s suggestion
of "Witch Hazel" won her a prize, but nobody suggested "Woody" which
was what Simon was thinking of. Well, better late than never, good
ol’ Woody has finally made an appearance.

It’s the late 22nd century and the most popular career for ambitious
young school-leavers 1s that of a recognised magician. To become one
you have to be accepted by the International Magicians’ Union which
considers nominations for membership at its annual banquet, The
Magicians’ Ball.

In the first part of this two-part adventure your task is to learn 14
basic spells in order to become a worthy nominee. A colourful title
screen is displayed as the game loads and you then find yourself
coming out of school with your fellow students. A ceremonial burning
of your schoolbooks is first on the agenda and, as you haven’t got
them all with you, a quick trip home is necessary.

Once you’ve been to the bonfire party there’s plenty of time to roam
around. You’ll find that little seems to have changed outwardly in
the last 200 years and the action takes place in a fairly ordinary
town setting. But hidden away, mostly on little plaques, are the
names of the spells you need to learn. These are shown in capital

letters and once you’ve seen them you can cast them (although they’re
not all required in part one).

You’ll come across an innocent adventurer who will, with a bit of
unfriendly persuasion, provide some assistance before running off.
Save Woody from the chop and he could prove a life-saver as he and
your young friend, Diane, accompany you on your travels. You’ll need
help from Diane on more than one occasion and she’ll stick with you

right through the second part of the adventure too. Pity about poor
Woody though.....

Part two has a clever loading screen with an animated picture of a
magician which you can speed up or slow down by pressing the space
bar. Enter the password you’ve been given at the end of the first
part and you find yourself covered with a blanket of darkness,
dreaming about universal magic. You’ve gained nomination to the IMU -
now it’s a matter of getting to the banquet to see if you’ll be
accepted as a member.

All 14 spells are needed in this part, but universal magic will have
affected how some of them work. For example; BOUNCE doesn’t just put
a spring 1n your step — you can cast it at other things too; and the
GRAV spell is a bit dangerous to use in the open air' You’ll need to
experiment with them all to find out what effect they have and when

this proves to be useful.



You can’t explore as freely as in part one because this part is split
into three distinct areas and has a more linear solution. You begin
in a strange complex, complete with lunatic asylum and, if you can
avoid dying at the hands of the adventurer you encountered earlier,
you’ll progress through a wood to a brick building. A few simple
problems to solve in half a dozen locations here then it’s on to the
world outside and, finally, to the banqueting hall itself.

A lot has been squeezed into the meagre 32K memory of the Beeb in
this text adventure. IT’S MAGIC has 66 locations in the first part
and 42 in the second, all of them being described at reasonable
length as are many of the responses to your actions. I should have
preferred it to have been smaller and for the space saved to have
been given over to providing more information when examining things
and casting spells. Without more clues your actions tend to be rather
a matter of trial and error and some of the solutions to particular
problems are far from obvious.

Typing WORDS will give a list of the verbs you can use and you’ll
need this because some are fairly obscure and the number of synonyms
is very limited. The parser recognises GET/DROF ALL and the use of IT
instead of the last noun entered, and it also enables you to string
commands together, separated by a comma or full stop. A simple verb/
noun input is often sufficient but you can also CAST spells AT
something or ASK someone FOR something. The ability to STORE your
position to memory and then RECALL it is extremely useful and is
something which, although virtually standard on other computers,
hardly ever features in adventures written for the BBC micro.

The humour in this adventure brought a smile to my lips on quite a
few occasions. Simon Maren has a rather idiosyncratic style which
players of “"Mystery Of The Lost Sheep" will recognise. Remember the
infamous "Eat Prombles" action in that one?! In IT’S MAGIC, though,
it doesn’t (thankfully) come across as quite so weird - and the
ending has a particularly nice twist!

My review copy of the game was accompanied by very comprehensive
documentation including a complete solution. I found the adventure
quite difficult for the reason outlined above and had to refer to
this on a number of occasions. For your money you’ll get a "no
frills” cassette and basic instruction sheet - but be prepared to
send off for a question and answer help sheet giving all the
information necessary to finish - I reckon you’ll need it!

IT”S MAGIC is perhaps not to everyone’s taste but it will keep you
occupied - and frustrated — for a few evenings. And for only £2.50
it’s worth taking a look at.




THE ADVENTURER
A pure text adventure

By David and Sheila Gray of S.D.L.Adventures with the aid of STAC.
Atari ST. Price £5. Cheques/Postal Orders to:

D.Gray, 34 Hunters Hall Road, Dagenham, Essex, RM1O 8JD
Reviewer - Tony Browne

For

You start this adventure as Jason Kirkwood of Essex (well someone has
to live there). You have won through to the finals of a world-wide
competition. You are about to go on to Nation Cable TV on the "Worid
Famous Adventure™ programme to gel your chance of becomming "The
Adventurer of the Year"™ with the last quest. You are sitting in the
Green Room waiting to go on to meet the host Adam Venture.

On being introduced to the audience you are tested for the final time
before starting your quest. The answers are in the Green Room. After

answering the question you are transported to a new world via a

portal. This is the real beginning of the adventure.

You find yourself in a field by a wall and all you have with you is a
pink card, nothing else (and | mean nothing - no clothes, no tools -
nothing). On closer examination you find out just what your quest is
and what you need to get back to the real world. So read the card
careful ly! From then on it is moving around the area of this new
world, coullecting, buying, selling and swopping things which will be

of use to you and finding the thing that you will need to return to
the gawe host and collect your hard earned prize.

The first set of locations are fields of different vegetabies and a
river, also a grumpy farwmer. A deep dark forest which seems to be the
place where you end up when things don't go quite accourding to plan.
Then there is the farm from which you can obtain some clothes. There
is a village to be explored and this is where the main part of the
adventure takes place. You even get a trip

to the seaside in this
adventure! (and all for a fiver too!!)

The game is interesting enough for you to want to find the different

bits and bobs required to get back and will be a mapper's delight as
there are close to 200 locations. The atmosphere is just enough to
keep you happy. The descriptions are just right. Most items have a use
somewhere in the adventure.

I did find one or two problems (adventure type). Watch out for the
Bouby who can interrupt your progress somewhat it he finds you doing
something wrong! This could be permanent too. You cannot talk to

anyone or question anyone and as you have to swap or barter this is a

shame but if you look closer you can discover just what is required by
each person.

The scoring i1s interesting, for Arsenal fans! (Do they have any?).
There are nu hetlp prompts but | do not think you will need any with
this one. There 1s & telephone number to call if you are really stuck.
On the whole 1 really enjoyed this adventure. This is David and
Sher1la’s farrst adventure for the Atara ST and I certainly hope
isn't their last. | enjoyed the humour in this adventure which comes
across nicely. For a pure text adventure this should keep most people
very happy. So 1t you want a little bit ot magic for your Atari ST

then send for this.



Scapeghost

By Level 9 and available for most computers. Prices £14.95 & £19.95
Reviewer Dave Havard. Played on Amstrad CPC6128 Disc.

The first thing to notice about
this adventure was the loading
screen. Very nicely done, giving
a hint of the graphics to come.
A pity then that as a disc
version, the title screen is
only shown for a matter of
seconds. | must say though, that
the graphics throughout are very
well done and atmospheric. A
good example of what can be done
by using disc access as this one
does. Once the game has loaded

simply invert the disc, and
graphics accompany many
locations, and even certain
incidents. Level e have
certainly "brushed up" their act
as far as graphics are
concerned, though as 1 have
already said, disc access is

probably the reason.

Onto the adventure itself. The first thing to do is to choose which

part, 1, 2 or 3 you wish to play. They are entitled November
Graveyard, Haunted House, and Poltergeist, respectively. Each part can
be played independently, so the o0id adventurers self-discipline is

required here.

You play the part of Alan Chance, an undercover narcotics agent who
got too close to the answer and was bumped off for the trouble. At the

same time, your girl is kidnapped, and you would have appeared to have
messed up completely.

Written in the style of Raymond Chandler,(he of the Big Sleep), you
find yourself at your graveside, witnessing your own funeral.

Sticking close to those who were closest to you brings quite a lot of
information. Whatever happened to the saying "Never speak ill of the
dead"?! Don’'t be afraid to wander around, things can't get any worse
can they! | found following some workmen around quite amusing, but
they are there for a reason, and nothing should be taken as just pure
humour. Before long, help arrives in the form of an old publican, and
jokes about spirits. In fact there is a streak of wry humour through
the whole proceedings, without it ever interfering with the main
storyline. Knowing the Austins, just what they intended.

The old chestnut aboutl character interaction is here again. Use must
be made of the many "shady"” characters you wmeet, butl they rarely
respond to anything but the correst prompts. Still, it rools along
quile nicely, and if you make a map of your proceedings, you will soon
be picking up a few ideas to try. 1 found the loucations mapped

logically, and all the exits tied in together well, and there are lots
of exits!

Several early problems include putting out a fioodlight, helping a
dog, entering a shed, and impressing your new neighbours enough to be

\Q




of some help. This makes for an original plot, well up to the best
Level 9 standards.

There is a time limit, that of daybreak. As you only have 3 nights in
which to complete all three parts. One frustrating point is the way
that apparently random encounters can destroy a lot of hard work. This
is so unlike Level 9 that | feel sure a logical, well thought out
approach will be able to overcome this.

Scapeghost includes Ramsave and Ramload, and the graphics mentioned

earlier scroll up and down a la Guild of Thieves. The whole thing is
done in mode 1, so the text is a bit biocky, but the graphics are nice
and colourful. All in all, weil worth the money, especialily as a good

turn out may encourage the Austins to stay with wus 8 bitters for a
while longer!

ONCE UPON A 1.1L.¥Y PAD

Available for 48k Spectrum from Global Games, 4 Kilmartin Lane,
Carluke, Lanarkshire, ML8 S5RT. Priced at only £1.99.
Reviewer - Margo Porteous

"What a lovely day to be a little green frog on @ larger green lily in
the middle of a muddy brown pond contemplating the verdant pleasures
of the forest around you. Not so hot though, it you are in fact a
terribly hunky prince cursed to like a froggy existance by an ugly old
witch in a fit of pique. well, there's only one way to remove the
curse and that i1nvolves a princess so, little froggy knapsack on yours
back, you hop off into the adventure..."

Once Upon a Lily Pad is a PAWed adventure, written by Andy Brown, and
obtainable from Global Games (Castle Thade revisited, etc). It has the
usual RAMSAVE and you can input GET ALL and GET MUSHROOM AND EAT IT
etc. The lettering is clear "Level 9™ type, white on black, with your
commands in yellow and other comments in blue or green. There are some
lovely descriptions, as per example:

"The pebbles are wet and shiny and are a wee bit slippy under flipper.
Despite this, you are able to muve up the bank away from the unstable
riverside. The forest overhands the river here providing a deliciously
green light which bounces from every pebble making them seem like a
million emeralds.”™ As the author says "very poetic!"

You don’'t get killed in this adventure, but the longer you stay in
your trog body the more like a frog you become. The attentions of a
couple of lady frogs have also been the source of anxiely, especially
Sally, the frogette, whose father has a habit of turning up with a
shotgun, and you are forced to go otf into the sunset with your froggy
bride-to-be, with no hope of returning to your human form.

| would have liked a little more time to explore my surroundings and
examine everything, s Sally's irate father catches up with you with

alarming rapidity (after about 10 moves), and I haven't yet tound a
way to evade him and escape the prospect of a shotgun wedding, but |
am sure there is a way - if only | knew...

Although 1'm not a lover of the "spoof ™ type game, | love games like
"Shymer™, and this kind ot humerous adventure appeals to me¢ and it

makes a nice addition Lo my collection.
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MISER
River Software,44 Hyde Place, Aylesham,Kent CT3 3AL Price £2.50

Reviewed by June Rowe.

Most readers will know the story of ™"A Christmas Carol"” by
Dickens, in which Ebenezer Scrooge, the miserly money-lender, is
visited by ghosts and shown the error of his ways.

This new game from River Software 1is 1loosely based on that
story- in the original, Scrooge is invited to Christmas dinner
by his long-suffering but loving nephew, Fred, but refuses on
the grounds that Christmas is “Humbug!"

In the game, you, the player, as Scrooge, must perform twelve
good deeds to redeem yourself, rejoin the human race and join
Fred at Christmas.

You can knock on the door of your nephew's house at any time,
but you will be told that there is so much merriment going on
inside that no-one hears you.

At certain locations in the game, exits are given as BACK and
FORWARD, which refer to time and take you into the past and the
future.

Certain items must be gathered from the past and the future, to
enable you to do good deeds in the present.

The good deeds are varied, but in this user-friendly game, vyou
will have no trouble figuring out what they are if you read the
text carefully. They can be performed in almost any order, so
there may be an infinite number of solutions, but this was an
aspect of the game which I liked - I find it annoying 1in games
to have to do things in a certain order to succeed. Add to this
the useful facility of RAMSAVE/RAMLOAD and the fact that there

is no maze in it, and you have a delightful game which is a joy
to play.

There are less than 50 locations in the game, but a map is
essential, because there is a fair bit of travelling around to
find the proper place to drop things if you are carrying too

much. You could lose something if it is dropped in the wrong
place!

" WHAT AN AMAZING
Comcmeluce WE/RE
'SoLpiers orF fne
PARK LoRDs! Too ...

T ER. HEH, HER!!!
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Spectrum 48K/128K+2-

TWO_GREAT NEW RELBASES FROM ZENOBI SOFTWARE !ttt

Zenobi Software are proud to announce the release of two new games ...

Written by MIKE JESSOP :
THE SLAUGHTER CAVES ceee £2.49

Written by LES FLOYD
PAWNS OF WAR 1 and 2 £2.99

NOTES

'THE SLAUGHTER CAVES' is an intriguing tale of monsters, demons and hidden
treasure in vhich you will need all your luck and ingenuity to locate the
priceless hoard of treasured artefacts and to wrest it free from the awesome
creature that guards it.

'PAWNS OF WAR 1 and 2' is a double 'A' sided tape, with 'THE INFILTRATOR' on one
side of the tape and the revised and greatly enhanced original 'PAWNS OF WAR' on
the other. Undertake TWO dangerous missions behind enemy lines and strike a blow
for freedom at the very heart of the evil 'war-machine'.

BOTH games are 'text-only' and were written by authors new to the art of adventure
writing, though ZENOBI Software strongly believe that their names will soon become
well known as the producers of quality adventure games.

ALL PRICES INCLUDE FOR 1ST CLASS POSTAGE AND PACKING IN THE U.K.
OUTSIDE U.K. PLEASE ADD 41 TO COVER ADDITIONAL POSTAL CHARGES.

All cheques/postal orders to be made payable to ZENOBI SOFTWARE and forwarded to ....
ZENOBI Software, 26 Spotland Tops, Cutgate, Rochdale, Lancashire OL12 NX.
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THE ADVENTURE THAT GOT ME HOOKED:!
By EMMA HEGGIE

Back in the days of 19#a2, when 16k Spectrums were still on the market,
I had just been given for my 14th birthday m®my very own computer, ‘a
gleaming 48K Speccy. Most of the first games | bought for it were such

arcade classics as Manic Miner and Atic Atac (remember them, anyone?),
but after playing them to death, | felt the need for something a bit
more intellectual. Going to my local software shop, now sadly defunct,

| was directed to a shelf which contained several largish orange
cardboard packs, containing such Level - 9 <classics as Colossal
Adventure, Adventure Quest and Dungeon Adventure. Handing over my
hard-earned pocket monwy, | rushed home clutching Dungeon Adventure

under my arm, and loaded it up on my Spectrum.

Several hours later | was still trying to penetrate the huge maze of
rooms in the dungeon, hampered because my torch kept going out and |
couldn’t find a replacement despite the fact that almost in the first
location | found a miners hat with an unlit Jamp on it. The adventure
had some marvellously stylish touches, including the roaring pillar of
flame, which could be seen flickering through the corridors two or
three locations away (spectacular way of lighting a torch), and the
entrance to the dungeon in the shape of an Orc’'s head with its tongue
as the bridge across the shark infested river. The fact that during
the adventure you could wander around the Orc's ears, nostrils and
walk around inside its head added a touch of inventive genius which
was evident in so many places in the game. One of the most inspired
inventions in the game was the packing case, which had an upside-down
dining room inside it which could be turned the right way up by

pulling the chandelier, and which could, although | didn"t realise it
for quite a few weeks, be carried around as a sort of portable safe-
house and treasure depusit. The game's unique transport system of
coioured pedestals and collars also had me biting my nails and tearing
my hair out until | hit on the obvious solution.

There were some horrible puns evident in the game - the rat that fled

from the rancid fried potato - or stinking chip, the octopus that gave
fllumination in the dark room because "many hands make light work"™,
the group of lions above the doorway before the pit, because "pride
goes before & fall”™ somewimes made me groan out loud because they were
so awful. The wide wvariety of puzzles, at wvarying degrees of
difficulty, kept me going for several months.

Some of the puzzies were real six cup of coffee jobs, as anyone who
has ever gone through the process of trying to escape from the Demon
Lord's pit will testify, as this was almust a game in itself. After
negotiating the hand room, the wvideo nasty, the black spheres, the
salt cellar, the gallows, the acid room and the executioner, the
player finally escapes only to find himself in the Wight house, filled
with (you guessed it) wights and zombies. Another classic was trying
to get across the mushroom cave - a real toughie! All the old
favourites from Colossal and Adventure (Quest made appearances,
including the Dragon, now extremely oid, Lhe spices, now rather pongy,
the fire pit from Adventure Quest and the clutching hands and staring

mask in the swamp from the same adventure, although the swamp had
dried up and Lhe hands kept crumbling i1nto dust by the Lime of Dungeon
Adventure. The Will O0O'Wisp from the same swamp was still around,
slthough shrunk to a couple of inches in height and floating miserably
beside the puddle that was all that was left of the soggy morass. One
of my favourite puzzles was escaping from the Roc's nest - Dungeon
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Adventure must be the only adventure to date in which you have to “hug
grub”™!

Despile the fact that there were no graphics, a very limited two-word
parser and none of the ramsave/cops facilities we now take for granted
in most adventures, the inventiveness, sheer size and variely of
Dungeon Adventure made it a classic and still immensely playable
today. | never did complete the adventure properly, and eventually had
to send off for a cluesheet to help me finish it, but from that point
| was completely hooked on adventures, and have been ever since.

-
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NEW YEARS RESOIL.UT I ONS
Confided to Probe by DAVE HAVARD

1) | will save my position regularly.

2) | will say hello to the wife before switching on the computer when
| get howe from work at night.

3) | will make a map as | go, not several weeks later by memory.

4) | will not look at any hints and clues for Lhe adventlure(s) | am
currently on.

5) | will stop treating work as a break from adventuring (well, 1°1}]
try anyway).

6) To write to Probe every month if I can think of anything
interesting to write about. (That's the best one yel'!...Ed)

7) To finally get round to writing MY adventure (®»see later).

8) To clear out all the Litles | know | will never get to play.

9) To stop boring people to death talking about how good Intocom
titles are (especially people who don’t know a Zorkmid trom a
paddieball)!

10)To try and reme¢mber the names of my two children without looking it
up on a datlabase first. >
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MORE FAMOUS LAST WORDS
This time from GORDUN INGLIS.

"1'm going to the loo ... don't touch that keybouard®
"Don't let the cal push agasinst the Multiface it will make it..... -

"1t should load the saved position at Lhe same volume level..."
"lI'm sure this was where | could JUMP ACRUSS last time..."
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PERSONAL COLUMN

A message from ANTCRUSHER for the GRUE!. He says, "| always thought
grue was what Chinese people used for sticking things together!

If you put a lot of grues in waler with some towmatoes and bouiled it
up, would 1t be called tomato group! Mmmmm Lasty!

What's thas special food that used to be served in Dickensian
ot phanages: 1t's usually 1eferied to as "grue ‘el ™. "

To WALTER POOLEY."] wouuld like to thank Waltler thiough FProbe, and so
thant him publically for all his kindnesc and his genciosily to me. "

From CLAUDIU BALZI, Vie Monte Amiata S, Milano, ltaly.

I E R R R R R N N N R N RN
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DIARY OF AN ADVENTURE PLAYER
By ANONYMUM

October 1

Package arrived from FLS, looks like Starshlp Quest, goody, goody -
I'1] have that completed in no time 'cos |'ve played Magnetic Moon. (1
still wish that |1'd entered the competition. |I'ms sure | would have won
it). Fed the family on muesli and carrots, dusted the carriage clock
then ltoaded SQ. Couldn’'t get off the ship so did the Telegraph
crossword instead.

October 2
Got off the ship, but forgot ¢to collect wmy flashlight, felt so
depressed so | took a valius and made myself a sardine sandwich. Fed

family on last weeks lasagne.

October 3
Bag of goodies arrived from Global today. Hid 1t from husband and
hoovered the duvet. Made progress on S5Q, loaded Global games as

husband and children munched crisps and mars bars.

October &

Felt defiant today and ate soft boiled egg, ignored pleas from
starving family and carried on with SQ., I'm too good for these games
88 | completed part one in no time. | expect ['m the first person in

the world to do so. Part 2 should be a doddle! Took a look at Thor
from Global, this looks easy.

October 5

HHave designed a conveyor system to stretch from Sainsburys to sy
kitchen. | need only to press a button and the food will be conveyed
atraight into the fridge freezer, it will save me heaps of time, am

trying to persuade family to stand open mouthed s0 that they can be
fed on frozen pess etc. Husband threatened to dismantle computer as he

thinks | spend too much time with fairies and wizards, | agreed with
him, which has unnerved him. | think 1°11 have to reply part 1 of SQ
as | appear to have forgotten something. I don't think Thor is going
to be a pushover - 1 reckon some adventure writers are deliberately
perverse, as soon as you get somewhere they kill you off.

October 6

No 1 daughter offered to cook dinner, | record the event only for it's
rarety. Junior daughter was disgusted with the {idea and went out to
buy a Big Mac (whatever that is). | think there must be a bug in Thor
as | haven't completed it yet.

October 9

Went down with salisonella, it was either a bug in Thor or the soft
boiled egg. Went back to SQ@ and the natives got mse. In my present
state | was too weak to cope so | loaded up Once Upon a Lilly Pad from
Global. Jolly littie game it was too. Felt stronger as | cospleted it.
Refused to feed family as sight of food upsets me, husband is looking
thinner these days, daughters have vanished.

October 10

Good day today. SQ has 1}lved up to =y expectations. Thor has become
addictive so | flushed valium down the loo. Husband has tumsmy bug,
can't be anything he ate though, must have been the beer. Daughters
have threatened to leave home unless they get a proper mother. They
find it embarassing to be with a mother who keeps muttering "Where's
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the flipping lamp™ Iin the wmiddle of Habitat. Little package from
Compass today "Hobble Hunter". Told husband {t was a gift fros an
admirer. | didn't expect him to believe w=me anyway but he needn’'t have
laughed so loudly. Loaded up Hobble Hunter and got really hooked, will
make time for this one. SQ is proving to be quite a challenge.

October 12

Husband confiscated computer today and held it to ransom. He wanted a
good cooked meal. Opened can of beans and sausages for his and
explained how to use microwave. Am sussing out possibility of hiring a
cook. Daughters have gone missing. Thor 1{is quite a good game, once
I've finished SQ, 1'11 get back to Thor. Took a peak at Dreamare,
reckon 1’11l crack that one OK. Decided to have another go at Craldons

Creek, the game | won in the Probe competition. Must write to Mandy to
ask her if it was the booby prize as I cannot make head nor tail of
ft.

October 13

Found the daughters under a pile of dust, also found the cosplete
solution to Red Moon! Shudder to think how long it's been there.
Hoover went on strike at the sight of the dust, wonder if the cook
would do the cleaning as well! Well into part 3 of SQ now, | like
swinging on ropes, makes me feel young again. Husband typed rude word
on computer today, have threatened to chop his fingers off. Fed family
on cauldron of stew and fairy cakes. They're really super sy family,
never complain, |'s sure | would have heard thes if they had! Took »
look at No 6 In The Village from Global, it may be my age , but |
couild really relate to this and polished it off in a few hours.

October 14

Bags under my eyes today, sust have been the late night. Read YS,
threw away the freebie game, cut out Mike Gerrards colusn and used the
rest to line the rabbit hutch. Husband 1is looking peaky, as are the
girlis - 1 think they'd starve |{f ] wasn’t here to get their meals.
Loaded SET-UP, took ages to load, I'd done a line of washing whilst
waiting, then realised there was a tape loading error. Re-loaded, only
managed to see the first few locations before | fainted.

October 18

Feeling better today. Realised I hadn't eaten since the end of
September, Have put SET-UP in the “when | can cope drawer”™, alongside
Quest tor the Poorly Snail. Hooray, complieted SQ today, can't think

why it took me so long. Fed the family intravenously in order for me
to carry on with Thor.

October 20

Decided to be frivolous today and loaded up Cleric’'s Quest and Dark
Storm, both of which Ilook promising. Am thinking of writing to
Margeret Thatcher to see {if she can extend the day to 30 hours instead
of 24. Husband and girls have gone out to dinner thank goodness,
they've lefl me with a tuna sandwich and coffee. Completed part 1 of
Thor, §t only took me so long because I'ms forever having to feed my
family, cliean the house, work full time etc etc etc.

October 21

What a clever little game Thor is. 1 spent 3 hours looking for a
source of light - eventually found {t. Fancy putting it there! Tells
you a lot about what sort of person the writer of the game is...|'ve
finally solved the riddle of how to get out of the net in Rigel's
Revenge'! | don't know why | didn't think of it before - you just press
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the reset button on your computer. |’ve done it loads of times and it
always works! Bought the family a Black Forest Gateau to celebrate.

October 22

Got a big piece of blank paper today to sit down and play Retarded
Creatures and Caverns. Can't believe the amount of space 1've got

left. Could have used a ciggie packet. Must write to John Wilson to
congratulate him on this game, to get 8/10 from Mike Gerrard is a real
feather in his cap. | don't know how he does it. Husband doodled all
over remaining space and left message to the effect that | must have

missed something as my maps usually spread all over the desk, onto the
floor and out through the kitchen door. Went to bed feeling depressed.

October 23
Decided to go for the big one and play Bounty Hunter. All those

locations should satisfy husband, he knows very well that {if my maps
spread to the kitchen he's got a good chance of getting fed. I'm
obviously not going to finish Bounty in one sitting so | have made

enquiries as to the cost of having husbands jaws wired up, it will
save me feeding him. Daughters are hoping that Bounty Hunter will be
finished by Shrove Tuesday as they are partial to pancakes.

October 25

Don’'t think husband is too well these days, I think the wires in his
jaws have gone septic. | wish | hadn’t done it now ’cos | think his
brains are needed now that I'm playing Diablo. Daughters are too

embarassed to introduce me to their friends now... My family are so
antisocial!............
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THE CASE OF THE MIXED-UP SOFTWARE
By JIM STRUTHERS

I think it would be fun if some of the adventures that have been
released were written by other software companies or if the tapes had
two titles on the package that had interesting meanings. You can see
what | mean 1f You FERA Qi s sisiesie orelesis oo sis snaie sie s-ae o e e e o e s e sae e s

THE VERY BIG CAVE ADVENTURE/TWICE SHY by Virgin.
PANIC BENEATH THE SEA/FISH by Piranha.
VOODOO CASTLE by Melbourne House.
MANHUNTER by Sharksoft.
PROGRAMMERS REVENGE by Bug Byte.
SUBSUNK/MURDER ON THE WATERFRONT by River Software.
NEVERENDING STORY/KINGS QUEST 1°'2 3 & 4.
MAD JOCKS FAMILY by Tartan Software (sorry Tom).
TOP SECRET by Mental Image.
INFERNG/FAHRENHEIT 451. THE EXPERIENCE/ZZZZ
THE PAYOFF by US GOLD. WILL O' THE WHISP by Taskset.
LURKING HORROKR/FOR YOUR THIGHS ONLY. BLACK KNIGHT/LANCELOT.
THE DIARY OF ADRIAN MOLE/BOOK OF THE DEAD. WOLFMAN/THE CURSE.
HATCHET HONEYMOON/BEHIND CLOSED DOORS.
QUEST FOR THE VAMPIRE/ONE DARK NIGHT.
HITCHHIKERS GUIDE TO THE GALAXY/CLAWS OF DESPAIR.

You are ali getting the idea now aren't you. Are there anymore
classics out there that you would like to tell us about?

LA R R ER R R EE R R R R R R R R R R N R R E R R RS R R R R ]
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GRUESLAYER

or

The Triumph of Entharion

’Twas chilly, and the slavering Grue
Did graunch and grumble 1n 1ts lair:
And trembling were the venturers

In the dank, night air.

"Beware the deadly Grue, my son'

The claws that rake, the fangs that bite'
Eeware the Eloodworm too, and shun

The one-eyed Barrow Wight'"

He took his elvish sword i1n hand:

Long time the Ormshirt foe he sought -
Down staircase steep to dungeon deep,
His way with danger fraught.

And as he squeeted through mossy crack,
The hateful Grue, (cursed be 1ts name),
Came slithering up tehind his back

And gurgled as it came'

A thrust, a slice. and chippy-chop'

The flashing blade cut through to bone.
It screeched and fled, he thought 1t dead
And strode victoriously home.

"And hast thou slain the fearsome Grue”
Fast to the fayre, Entharion, Come'

0O ,oyous day' Hoorah' Hooray'

The dar}t, dread deed 1s done."

"Twas hot now, and the vanquished Grue
Did licl its wounds, deep 1n 1ts lair:
And happy were the venturers

In the bright sun’s glare.

by Wabewalker

(Wi1th apologies to Lewis Carroll - and The Grue')
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FICTION

QUAD PRO QUOQO

By ANTCRUSHER

Allov me to introduce myself. My name is PRO. | am an old
Viking, and would like to recount to you some of the tales of
our lands before they pass into obscurity.

Firstly, my name, Short for a Viking, | know. But then so am
I. | spent quite a while in France a few years ago, and
having tarred my hair, (as sailors do), the Frenchies called
me Pro le Tarry Hat. | didn’t like it though. It sounded too
working class.

The tale | ae going to recount for you here includes a great
old friend | used to have, called Quad.

it all began on the eve of an election for the villtage
leader. As you know, we Vikings favour roundness. Round
shields, round pointy hats, barrel chests, etc. The election
was to be decided by the two main protagonists rolling down a
hill. Hence the expression, electoral roll. The first one

wins, the loser Is burnt.

Anyway, Quad was the hot favourite. He was a8 huge guy,
standing about 15" tall, and nearly as high when he lay down.
His ®ain rival was a =san from Germany, called Munchen. He
always used Lo wear & t-shirt with a saliling face on the
back. We called him Munchen glad back.

| wss proud to be asked to second Quad, and another friend of

sine, Quo, was to second Munchen. Quo was a bit of a
revolutionary, always going on about rowing rates, limiting
water skilng to Sundays only, euch man having his own

drinking hels for health reasons, and so on.

As the two competitors lay down to begin the roll everyone
was nervous. The giant, Quad, was everyone's favourite, as we
all liked him. Munchen was a real misery guts. Always moaning

about something. A right sour-kraut.

As jt turned out, Quad won, Munchen was sacrificed, and we
all had a good time. Even Munchen made a joke as he died. We
called that Munchen’s gilad crack.

The next day | spotted Quo walking towards the church with
some flowers, wearing his horned beret. I called Lo him,
"where are you going?” He pointed to Munchen’'s pyre, then the
church, and called back, "Flowers to the steeple!™ As he did
this he ralsed his fist, a sign that he would meet me in the
pub at lunch timse.

¥ith Quad as leader we all knew we would soon be going
overseas, 8o we all started to prepare. Quad didn't have an
easy Lime of it. Like many huge men, he quietly accepted tLhe
incessant nagging of his wife. She was a Norsewosan, sworn
enemies of us Vikings, but fairly taken in a raid. She was
blind, but coped well and Quad loved her in his way. I heard
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her bereating Quad at the quayside as we prepared to sail.
"Bring me back a new sink™, she walled, looking in the wrong
direction. "1'm sick of the old one, 1t leaks, and the handle
is broken'™ Quad shouted back that he would, and then
promptly forgot.

Well, what a voyage thal was. We went everywhere froms Hull to

York and back. Hardly any casuslities, lots of new young
barmaids, and plenty of looting. As we were about Lo board
the longship for the Jjourney home, I reminded Quad of the

sink. "Lucius T. Thor on a skateboard'™ he bellowed. "I°’'ve
forgotten'" He dashed off the ship and headed towards a
nearby bullding site.

He returned just as we welghed anchor, (6lbs 70zs), and
sajiled with the tide. The sink was covered in hessian, and
all the way homse Quad refused o show us his new sink.

Whenever his true love's gitt was wmentioned, this giant of a
man blushed and gently smiled. Aahh! True love. (1 thought).

Ve returned homes safely to a joyous reception. | followed
Quad home after a late night showing the new barmaids how to
pull pints and things.

Quad carried the sack covered sink all the way up the hill to
his house. He kicked the door open and called out, "Hogface!
I'e home and !'w hungry'"”

To which she replied, "You filthy great cretin' You stink!'
Where's my sink?" Such endearments. Such devoted love.

"Shut yer gob”, he said, "l1've got yer sink. 11l put it in
the kitchen for yer®. He bade m®me follow hims, put the object
in the corner and uncovered {t.

| looked from it to hie, aghast! 1t was not a nice new shiny
sink, it was a bricklayers hod!

"But....but....butl...but t’s... iIt’'s a... "l stammrred. He
silenced me. As | came round, his wife, the Norsewoman who
was to remain blind all her Itfe, fondied her new sink witlh

loving care.

"| suppose it'll do", she said, and kicked Quad lovingly in
the shins.

As she bustlied out, Quad picked me up and carried me back to
the pub. He chuckled to me as he said, "Just as | thought, an
hod's as guod as a sink to a blind Nurse'"

Courtesy of Curly Canine Publications.

All correspondence to be addressed through
Dulux, Mameolh and Yak. PLC.
Literary agents.
C/0 Adventure Probe.

e\



Zenobi Software

COMPUTER GAMES

26 SPOTLAND TOPS,
CUTGATE.
ROCHDALE,
LANCASHIRE,

OL12 7NX

16-BIT GAMES

\ATARIST ]

sesecses TATEST ADDITIONS TO OUR CATALOGUE *sesvess

'WHIPLASH and WAGONWHEEL'

Written by ULTERIOR MOTIVES, this game takes place in the America of the 'SOs
and features some excellent graphics and very evocative text that both combine
to portray a fine picture of the people and places of ‘HANTSVILLE', the place
where the story unfolds. Play the part of JONATHAN MASTERSON and see if you
can discover the 'hidden' secrets of this small town.

'THREE OF THE BEST'

Written by JACK LOCKERBY, this compilation disk contains three of his best
tales .... DOMES OF SHA, HAMMER OF GRIMMOLD and THE MUTANT. Adacted from the
original Spectrum versions, these '16-Bit' versions have been greatly enhanced
and are worthy of a place in any enthusiasts collection.

‘THE JADE STONE'

Written by LINDA WRIGHT, this is a tale of love and friendship and of one woman's
struggle to overthrow the evil forces that hold captive her one true love. Assist
AMORA to locate the JaZe Stone and thus find the means to destroy MALLIMO and in

turn free GUY. Full of descriptive text and complemented with some lovely artwork,
this game is a joy to play.

Available from ZENOBI SOFTWARE at the realistic price of £7.49p EACH (Inc. DPSF)
Overseas orders please add an acdditional £1 to cover extra postal charges.

ALL orders to be forwarded to ZENOBI SOFTWARE at the above acddress and ALL cheques,
postal orders etc to be made payatle to ZENOBI SOFTWARE. All orcers will be dispatched
within 24 hours of receipt and all prices include for first-class postajye and packing.

“MAKE A CAT VERY HAPPY AND PURCHASE AN ADVENTURE GAME FROM ZENOBI SOFTWARE .... TODAY!'"




( Zenobi Software) -

Written by LINDA WRIGHT

MGATHA's FOLLY (Parte 1 and 2) £2.99
cLoUD 99 ( 48x version ) £1.99
cLouUD 99 (128x version ) 21.99
THE BEAST (128x version ) 22.49
JADE STONE (Parts 1 and 2) cees £2.99

Written by ESSENTIAL MYTH

Dr .JEKYLL and Mr.HYDE ( 48x version ) cees 2.9
Dr .JEXYLL and Mr.HYDE (128x version ) £3.49
Dr .JEKYLL and Mr.HYDE ( Plus 3 Disk ) £3.99

Written by SHAIN McCLURE and IAN SMITH
ALIEN RESEARCH CENTRE and HIT ceee £2.99
(Both games on the one tape)

Written by SCOTT JORNSTON
LIGHTMARE ... the village of Delvhorn £2.49

Written by GARRY CAPPUCCINI
CRACK CITY (The first in the °‘SNOW-DOGS' trilogy) £2.49

Written by ULTERIOR MOTIVES )
NIGHTWING cens £1.99

Written by LES FLOYD

THE INFILTRATOR and PAWNS OF WAR cene 2.9
(Both games on the ane tape)

_ written by MIKE JESSOP
THE SLAUGHTER CAVES £2.49

Written by the 'BALROG®

Retarded Creatures and Caverns ceen L2.49
The Balrog and the Cat — £2.49
From Out Of A Dark Night Sky cees L2.49
Behind Cloeed Doors 3 sroiie £2.49
Behind Closed Doars (The Sequel) £1.99
Bulbo and the Lizard-King ccee 1.9
Fuddo and Slam ceee 1.9
An Everyday Tale of a Seeker of Gold — L1.99
The Secret of Little Hodcome L1.99

SPECIAL OFFER )
Buy more thin ONE game and you may deduct 50p fram the price of EACH additional game.

ALL PRICES TNCIIIDE POR 1ST CLASS POSTAGE IN THE U.K. .... No ‘hidden’' extras!!
OUTSIDE U.K. PLEASE AID AN EXTRA L1 TO COVER ADDITIGNAL POSTAL CHARGES ..

All cheques/postal orders to be mmde payable to ZENOBI SOFTWARE and forvarded to ....
ZFNOB] Software, 26 Spotland Tops, Cutgate, Rochdale, Lancashire OL12 ™NX

Spectrum 48K/128K+ 2+



(Zenobi Softwarg:

Latest additions to our catalogue ....

Written by LINDA WRIGHT

aouo 99 48x version vees £1.99
aoup 99 126x version cone £1.99
THE BEAST 128x version see £2.49
JADE STONE (in TWO parts) £2.99

Written by ESSENTIAL MYTH

Dr .JEXYLL and Mr.HYDE 48x version ... £2.99
Dr .JEXYLL and Mr.HYDE 126x version ... £3.49

Both versions of the above game come in three separate parts.

This game was voted "ADVENTURE OF THE YEAR" in the ‘mmil-order' category of
the A.C.L. *Golden Chalice*® awvards.

ZENOBI Softvare are proud to announce that they are nov the sole stockists of
the above adventure games, 80 please direct all enquiries concerning the games
to the address printed below.

All prices include for lst class postage and packing wvithin the U.K.
Overseas please add L1 to cover additional postal charges.

All orders dispatched within 24 hours of receipt.

Purchase sore than one game and you msy deduct SOp from total price of arder.

AUl chequesa/posatal oadeas to be made Fblc to 2ENOBI Softwane.
and fonsanded to ... 26 SPOTLAND TOPS, LUTGATE, ROCADALE, LAMCASAIRE, OLi2 7AX

Spectrum 4UK/128K+2-

ITS A SNIP

What is? Why, Mike Gernard's new
adventure book. of coursel ADVEN-
TURES ON THE SPECTRUM is a
128-page paperback all sbout. well,
Spectrum adventurer. Contaning dozens
ol solutions, lots of chapters. thousands
of sentences and even more words, 11's
the bargain of the year st only [4.95
{plus Sp postage il you're in the UK.
£1.05 postage eisewherel So send your -
theques. postal orders or international
money orders made payable o ‘Mike
Gerrard® to Mike himsell at PO Box 7,
Ramsey, Huntingdon, Cambs PEI7 2U)Z.
Oh yes.. don'l lotget your name and
address 1n BL.OCK CAPS — and «

best handwnting tool




{ADVENTURE}
{ HELPLINE |

1<

z Do vou play computer adventures ' A8
f Have vou ever been faced with o (8
8 scemingly impossible situation? [

WE CAN HELP
B | Our adventure rescue | §
team work 7 days and
7 evenings a week
and will be pleased to
answer your queries.
We offer help with
any games or any
computer - so if you
are tearing your hair
out ring this number
now!

0898 338 933

T M E Pic 10b Hulme Hall Road. Manchester M15 4L :




SPELLBREAKER

SPELLBREAKER! 1s the monthly magazine for all cosputer adventurers and
Ils packed tulil of solutlions, part solutions, maps, coded hintls and
tips, @szes and cryptic hints. SPELLBREAKER! costs just £1.50 per copy
and is evallabie fros:

MIKE BRAILSFORD
19 NAPIER PLACE, SOUTH PARKES, GLENKOTHES, FIFE, KY6 1DX

SYNTAX
THE DISC MAGAZINE FOR ST ADVENTURERS

SYNTAX 13 a bi-sunthly wmagazine for colour systemss, packed fuil of
reviews, solutions, hintes and eany other items of iplerest to the ST
advenlurer.

SYNTAX costs (3.50 an issue or & year's subscription costs £20.00.
Chweques/FU's should be made payable to S. Medley.
For eore detalls or to subscribe, contact:

SUE MEDLEY
® UARVICK KOAD, SIDCUP, KENT, DAla 6LJ.

SPECTHRUM ADVENTURES FHOM F S F AT NEV 1.OW PRICES!
Due to the deasnd for our adventiures, FSF 1s pleased to announce that
the price of both 3 parl gases Is being sisshed to jusl &£ 2. H O each!

BNAGNETIC NUON... The first Mike Eriin adventure, where your task is to
free your spaceship from Lhe grip of & sagnetic field that Iis holding
it on the surface of an alien wmoon, many light-years froe Earth. In
“Your Sinclair® magazine, Mike Gerrard said of Magnetic Moon: "Soee

nice humour, good charscler interaction and plenty to esplore ... |
don'tl think anyone who buys it will be disappointed.*”

eTANOHIP QULST... This is the new 3 partl sequel to "Magnetic Houon®,
and continues where MN.M. finlshed. Your eission is to get to the

solher planetl of Lthe wsagnetic wesoon and discover the secret o! the
“keys Lo the universe” that were glven to you by the beasutiful
priestess Jaclaine. The 128K version of Starship Quest hes msany more
puzzles, locations and messages, and an extended ending to the guese.

Both MAGNETIC MOON and STARSHIP QUEST sre avallable In ABK and 126K

verstons at just (2.50 each. However, ir you buy Lolh adventures wat
the same Lier, you gel an eslra 5SUp off the cumsbined price, J.e. bolh
fur only £4.50'' (Uverseas custlomvrs please add 5S0p per order for PaP

and send cheques, INU's Or cesh In ESterling only.)
All cheques wlc LU be made payable to FSF ADVENTURES and sent tou:

FSF ADVENTUHLS, 40 HAKVEY GANDENS, CHAKLTON, LUNDON, S1L7 UAJ
CURING SUUN'' A new 4 part fantasy adventure, "THE AXE OF KULI™, tor

the Lpectiue (e & 178K Tupe anly)
LA R R R RN ERENEENNERNENRENHEJSNEJR}N]



TEST

A NEW ADVENTURE FOR THE AMSTRAD CPC AND PCW
BY THE AUTHOR WHO GAVE YOU THE ISLAND & THE BASE
HAVE YOU THE BRAVERY OR THE FOOLISHNESS TO TAKE THE

IESH
CAN YOU SURVIVE AND TRIUMPH IN A HOSTILE ENVIRONMENT

TAKE THE {33 TODAY

DISC ONLY £4.50,CHEQUES PAYABLE TO KEN BOND
[T ADEL PARK GARDENS ADEL LEEDS LSI6 8BY

PLEASE STATE WHICH COMPUTER YOU HAVE.

E NIGHT SHIFT
UE STORY by JIM STRUTHERS

T
A

I was wondering {f other adventurers ever does anything like me. |

went to bed with a probleam and got up with what | thought was the
answer. | loaded up and typed in the 1nput but it didn't work so |
persevered until 3am then switched off as | was getting nowhere.
Finding mysell now wide awake | decided to go for a walk on the beach
to try and lLire myself out. Arriving on the beach | strolled along the
sands in the dark when suddenly | thought | heard a spouk! So | bolted
for the safety of the well 11t road. Running along | was suddenly
stopped by two burly policemen who demanded to know what | was doling
running aboul at that time of the w®morning. 1 told them | had been
playing an adventure on ay coasputer beftore I weéent to bed and got

stuck. To my horror one of thes said "C'mson son, you're nicked! Nobody
runs alang beach roads at tLhis time of the night. You've got a story
to tell me and it had better be the truth.” | was taken to the local
constsbulary to offer a satisfactory explanation. Having totd the
officers the same tale time and time again they decided to bring mse
home to follow up sy dubious story. The time was now 5.30as. lmagine
the lovk on my wife's face when she was woken up by two poulicemen
enquiring about mse. "l thought he was in bed'”™ says she (thanks luv').
"it isn’t unusual for his to get wup during the night though, {f he
thinks he can complete a puzzie."®

"Show me what you mean,”™ one of them said “"as | am getting sy son a
computer for Christmas.” So ay wite, two policemen and | end up
playing an adventure In ay living room at 6am in the morning' They
must have been convinced as they eventually left afler warning me not
to gou out during the night anysore, for my own satfety. My wife turned
to me and said "If you have a problem then talk it over with me first.
You can't be trusted to think for yourself'"” You know what, when |
became huoked on adventures | never knew that Dungeon Adventure would
almost turn out! to be a reality!

a7
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DISPATCHES

LEiTTIERSY SIECTION

A pew Jfoot for advenluredom’s briphlest! ketlers pages . . . bul still
retaining the same enlighlening and enfertaining mix of facl opinion
and comment. This month brings discussions oo Infocom, Leve/ S, the
state of the markel, homegrown wrilers, the Computer Shopper Show
and the art of making pood maps. A few olher lopics also mansge fo
sneak in . . . so ket’s gel lo /L, shall we ?

Infocom-ing, or going . . .?

M: R. Cousens. Vice President (Europe), Actvision
(UK) Ud

Dear Mr Cousens.

| have heard a number of rumours conceming the
conversion of the latsr Infocom adventures o
formats other than IBM or Amiga

As a keen adventurer, who has an Alarl ST, | am
writing lo ask you whether there are any plans lo
releass ZORK ZFRO. JOURNEY, SHOGUN,
ARTHUR, BORDER ZONE, SHERLOCK. QUARTER-
STAFF and BATTLETECH for this computer?

The adventure reviewer In October's ATARI ST
USER promises a review of ZORK ZERO next month.
Does he know somsthing that we lesser mortals
don™?

f've alto been fold that the decision on whether or
not to request infocom lo convert tities for a wider
range of computers rests in your hands. s this true?
¥ 20, would you please real this lefier as a plea for
conversion of all the above adventures so that they'll
run on the Atari ST?

Yours sincerely,

EIL R, SHIPMAN. 1 Heaih Gardens, Coalph Heath,
ristol, BS17 2TQ

Dear mr Shipman,
thank you for your leter.

infocom products are deveioped In the United States
Of America and are ftargefted a! the hardware
formats in that territory which are mosl appropriate to
support

(A

i

The Atari ST computer has d greater

in Europe rather than in America and, as such, it is
not always a consideration to produce Infocom tties
on this system.

This can be Influenced by projected sales levels in
Europe and, where It makes sense o do so, then
selected tems may warrant conversion. if this proves
fo be the case then. clearly, we shall make it widely
known in the computer press.

in the meantime, | cannot give you any commitment
beyond this, other than to say “keep In touch™

Your kind interest in Infocom Is much appreciated
and | hope sales develop to justify Alart ST
conversions and we are then able fo regard you as,
hopetully, a satisfied cust

Yours sincerely,

RODNEY P. COUSENS, Vice President (Europe),
Ictivision (UK) Lid, Blake House, Manor Farm Road,
eading, Berkshire, RG2 OUN

Wen, Nen, Dast pow wvery moch for posr
offorls, over several momihs mow, v alfempbng
Lo oslablish exacly whal was golng on rv.
Mwocom. Wy arv mos! gratelv/ ko pos for
Aveping us &1 Bve plchre.

& woskd soom Bval Achwsion (Mte mos! lpe
companies) ary gofe wNing R prodvce e
goods ... as long as Dey are syre Mal Mere /s a2
sgDstamtal pro/? to be made! Therviore, ¥ ST
ownery wan! fo see fioture /nfocom advenlyres
apopearing on Pelr machines, Bey migh! kike fo
wrtte fo Ay Covsens, & e abowve address. and
make Beir lfeelimgs wowrn Ao A N emoygh
Aolvry avTive on Be gemfiemans desk e may
avc/de Bere s money it e ST affer af.
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... going ...

Now hat we have seen M demise of Level 9
adventures, | cant heip but think thal, In a way, they
have brought R upon themseives. They say that they
wil continue %o produce text adventures onty I
SCAPEGHOST selis In huge quantities. | .don think
that this is likely to happen.

n fhe early days of adventuring, Lovel § wers the
best for a long Sme. Nobody sise could touch them.
The stories ... the stmosphere ... the nterd ... ey
were all brililan® So what happened? | can sum R up
In one word ... COMPLEXTTY!

Level § decided hat the way forward was fo have an
extra large parser and (worst of all) character
imeraction!

Now, | don go much for this “role playing character
Imeraction” business. | think hal, overall, i detracts
from the main aim of the adventure .. which is
soMng puzries! With character interaction, you tend
%o spend loo much ¥ime typing In commands only to
be rewarded by stupid, rivial or completely irelevant
responses. Who needs it?

So, by attempting o improve their games by creating
complex parsers, Ineractive characters, compiex
commands llke OOPS, REDO, GOTO, etc., | think thal
Lovel 9 have actually achieved the opposits and
mads hem worse.

K's not that | disiike Level §. R's just that | do belleve
that the games they produced in the early days wers
20 much befler! Perhaps, ¥ they retumed to produc-
Ing that kind of game, Level § might be suprised at
the volume of sales that resull. Who wamts RPG's,
characters, complex parsers and bugs, amyway?
Bring back the oid Leve! 9 that we know and lovell

MM STRUTHERS., 112 Disraeli Stresl Cowp
lQuay, Biyth, Northumberiand, NE24 1JB

Bouquet Box

| would like tc thank DOREEN BARDON
for all the help and advice she has given
me. Without people like her, beginners
jihe me would have given up playing
adveniures, and gone back 1o playing
arcade games. Many thanks Doreen.

SUSAN KAY

A big thank you fo NIC RUMSEY, GRUE,
VINCE BARKER and MANDY RODRIGUES
who have been very helpful and friendly. |
couldn't have done withoul them in my
adventuring times of despair

29

tiem

/ Snint por v ¥ 00 sl ow e bosd, Jiw. Lovel
& soowm & bave pald oo mech slivwbon &n Svw
past fo mbal B ghos sy mag pewdity “clatw ™ e

ey ...

To & covlalny axtos( & wos'd soow 8ael Sy rv
20W dodeg A /| mvsh Bdom all Sve ey best for She
Aorw By Seanty for af Bv plesssry By Saw
Pew see &y Be pasll Ber / canv? bolp Dev fool
Bat HUGE prodedly mou T be hope, avd Bal we
Asvw soow e los! of Lovel § Be av scheetrivg
AT £ DO rOCADNOT .

As Level 9 seem certain not 1o release any more text
adventures, I'm sure that most PROBE readers would
agres with me In saying hhat R would be great lo see
them release their writing system on a commercial
basis. Any chance, Level 87

| siso noficed hat afhough you sent seasons
greetings out in a variety of languages, you missed
this one out ...

“Noflalg Math agus Blladhna mha U™

Transiated from the Gaslic as "Merry Christmas and
a Happy New Year"

ERIC STEWART, 18 Valisker, Back, isle Of Lowis,
PABS 0JS

Somewow, / st Bat wo arv ever MReY b sov
avy of Lowl 88 progvavweiwy fools refessed
for padiic comssmplion. A-Codew iz prodadly
L0 ONT BOW ... BVT BVON Proseont syvlem soems
oo procce Moy bogs Ban avwiwg ofse.
HHardy a rectpe for commercial swccess’! Actw-
oo sevy Wod/om Y marke! &Y

Howwvwr, 83 Foay oid CoRy oeryenvws, me sewd
prvetiogs Nowm DNSPATCHES & owr Mood
Orofhrers scross Bve border ... avd Bamt pow for
Dot brief lashe of Be “awid fowgoe” Can?
Aaivw Sow Bbe EMor cosld Seve missed &
o

- . . but not forgotten |

| have read with great interest some of the lefters
which louch upon the piracy issue. and | have a point
fo ralse on this mysel.

| can see that with so many authors of advemures
gracing your pages, fhere is bound to be a lot of self
Interest In stopping piracy and. iIndesd, when | inally
gel my adventurs finished, | shall doudbtiessly join
you. This is not to say that | condone piracy at the
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moment, becauss | don'¥ | feel hat ¥ you want a2 and, after all, ey are only games!

game, and I can be bought, then R should be.

This raises a problem with deleted Ses, such as
infocom, however. Does the pansi think .. thal R is
O.K 1o copy infocom Ses as they are such rare
gems? Some NBes appear o be unavallable any-
whete for he Amstrad. Infocom themseives have
absolutsly no intention of ever re-relsasing them, so
thers wouid be no loss of sales Invoived, and N
wouid be criminal fo deny peopis the pieasure of
axperiencing them. So, what do people think? Would
R be airight?

Then again, piracy Is piracy .. thefl and all thal
Patience s a virlue ... all things come o he who walts
- money can buy anything (¥ you have enough) ...

So, ¥ anyone knows where | can gel hoid of
PLANETFALL, WISHBRINGER, ENCHANTER,
SPELLBREAKER, MOONMIST, TRINITY, DEADUNE,
STARCROSS and SEASTALKER would they piease
ot me know, as | wilt be happy o pay a good price
for originals with full documentation (all for CPC
6128). | suppose this could even be called “piracy”,
as buying sofiware secondhand s denying he
author the price of an original?

IDAVE HAVARD, 21 Beivolr Close, Farsham, Hants
PO16 OPJ

Ab. Davel Yoo gvw 2 sow st b s lowg-
antvg owdake. Pacy /s Befl ... agreed ...
Sonwvwy, /s B pacy ¥ yos capy soffvary miich

lComment Box

bown here al DISPATCHES, we spend some of
jour spare time, al weekends, answering calls
jon a lelephone adventure helpline. This is a
Rerrific way of making the acquaintance of other
advenlurers and discussing lols of adventure
related topics - and we enjoy every minute of it

Must a few weeks ago, we had a call from a
lyoung man asking for some help on LAST
NINJA 2. Well, we tried o dig out the informa-
tion required. but had no luck. So. we explained
to the caller that we were very sofry but we
were an “adveniure” helpline and didn't really
cater for arcade games.

“Oh!" came the cheerful reply, “What's an
adventure game then?"

Well, we opened our mouths to clarity matters
... then closed it again ... then opened It again ...
then closed It again!

We thought about telling him thal adventures
were games that required you to type com-
mands in al the keyboard, but realised thal
there were a number of games avallable which
didn't meel this crileria (e.g. THE UNINVITED,
SHADOWGATE and DUNGEON MASTER).

We thought about telling him that adventure
games were usually sel In fantastic fantasy
scenarios ... then realised that the scenario set
for the average shool-em-up made most
adventures look abou! as ordinary as an epl-
sode of “Terry and June''.

We thought about saying something about the

emphasis being on ‘“‘cerebral dexterity” In
adventure games, butl on “manual dexterity” in
arcade games. But anyone who has played a
SIERRA game will tell you thal “‘manual dex-
terity”” Is not only heipful In completing these
quests, but, at times, absolutely essentlal!

We finally mumbles something about there
being “problems to solve’ in adventure games.
“Yeah!" game back the reply, quick as a flash,
“LAST NINJA 2 has got a lot of problems In It
too!” We couldn’t help but accepl thal this was
probably so.

Eventually, the young man went away, undoub-
tedly convinced that the person he'd been
speaking to suffered from some severe mental
debliiftation (probably from playing too many
adveniures)! However, his question continues
to bother us ... mainly, because we still cant
answer it!

“What's an adventure, then?"

What is It that tells you tha!, when you sit down
to play LEISURE SUIT LARRY 2, you are sitting
down to play an adventure .. but when you sh
down to play LAST NINJA 2, you mos! certainly
are not!

We were, and still are, unable to define that
“Indefinable something'? We wonder if any of
the PROBE readership might have handied the
answer befter. How aboul i folks... anybody
care to make an attemp! at telling us what we
already know ... but can't put Into words?

We look forward o hearing from you.
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7 obverwise unoblainable?

Legally, were nol surw ... bDul instinct Rells us X
prodbadly Is. Morally. we see o roa/ Narm in X
mobody Is losing & sale ... 8ve Drevad /sn?
belng laken out of e programmer's movll), so
fo speak ... s0 where /s Bre Drefl”

We 're prodadly onr very dodgy ground Mere ...
and e next mstalment of DISPATCHES may
ww// Do wrillen from & FAST prison cell ... bt
were fust mol! sure on Ws ome. K would De
Aoteresting lo Near Dve opinions of otver PROSE
readers?

Howevers, we're fairly cerlain Bral re-selling an
autrentic copy does ro! constiiute piracy. Wnern
JOuU DUy your copy, you acguire &/l rights lo bral
copy, Mcluding Dre right fo resell /¥ &t a later
dale.

Homegrown 1

On the “AMSTER's” plea for more Amstrad home-
grown conversions, | do sympathise. but | must
agree with Tom Frost and Jack Lockerby that It Is not
practical for them to convert games across several
formats. | think that PROBE’s ofier to act as “honest
broker” between parties in order to get other people
fo do the conversions Is an excellent compromise.

if Bob is keen to play the Spectrum ones, then he
can, as suggested. pick up a cheap machine. But this
does assume that there will be a steady, and
continuing, supply from existing sources. Those who
have been let down by Activision/infocom know how
frustrating it can be to see supplies drying up (thanks
fo Neil for keeping us up to date).

The markel seems {o be ciearly polarising between
text-only adventures (limited to 8 bit machines) and
the more fancy stuff on the 16 bits! Still, Jack is
supporting the ST, as are a number of STAC users. it
seems a mystery as o why some machines are well
supported by the homegrown authors. Having sald
thal though, the answer mus! have something to do
with pricing policy. ¥ homegrown games are In the
£1.50 to £3.00 range (whether tape or 3.5" disk) then
sales must surely follow. But when priced at £5.00
plus, prospective buyers may think twice!

| can only encourage the adventure writers to
continue producing the goods (even K it Is for just
the one machine) as. in the majority of cases. they
offer such good value.

TERRY ROBERTS. Woodlands, Church Road. Har-
Fietsham. Kent ME17 1AP

Were gol lo agree wit? youv aboul the price of
Aomegrown soffware for e sivieen bIf

3\

machines. Quite frankly, N's kvdicrous! We are
g wr/ling fo risk & couple of guid on baying
& homegrown game wiich may &rm oul fo be
Lola! rnbO/Ish ... bt we are ceriainly mol witling
P risk £5, £8 or more in order fo find out ¥ a
Aomegrown game /s worth e money’

e price of sixteen DN soffware /s grossly
Milaled, and Dval inflafion /s mainiained by e
soMmvare companies (Just Me e price of music
on compacl disc /s Avpl artiicially high by e
record compan/es) m order fo Mre Delr pock-
ols. Some o & doubiledly worty bes-
ween K20 and £30, bul hese arw few and far
Dehween. The vas! majorily are wordy mowhers
mear dal price and, moeed, are Mie belter var
Belr o/ght DN counterparts.

This policy of mfialting prices wilf eventually
Dackiire on She soffware houses and somebody
wrll make & hoge killing oul of markebing sixteer
b soffware af accepladle prices (remember
how ey =i/ laughed when Mastertromic /aon-
ened a £1.89 range ... Bey didn? laugh for
Jlong, bhowever) ln e meanlime, e Nome-
Growm producers are being enbelievably naive
& facking up Meir prices jus! b Me g

/s for tre ST and mol bre Spectum. FProple
simply will nol pay above Dve going rafe ... ¥
you want! your game fo SELL keep I on or
Delow the £4 lovel, otherwise ... forgel ¥

9000000800000 000C00OCGCOORS
Homegrown 2

| was recenty disturbed by a ietter from Larry
Horsfisid telling me that | was only the second
person to order the 128k version of STARSHIP
QUEST. In my humbie opinion, MAGNETIC MOON
was the best adventure writien for Spectrums In 1989
(closely followed by BOUNTY HUNTER from Jack
Lockerby). and the follow-up looks just as good. |
urge Spectrum adventurers who have nol yel played
these games lo ignore Mike Gerrard's review In
YOUR SINCLAIR and order them!

I'm not too familiar with adventurss avallable for
other micros these days. but | do know that, following
the publication of Level 9's last game, Spectrum
owners will be almost entirely dependent upon
COMPASS SOFTWARE. F.S.F. ADVENTURES. RIVER
SOFTWARE. TARTAN SOFTWARE and ZENOBI
SOFTWARE for producing reliable. quailty games In
future. Please support these people. or we shall soon
be reduced o playing games like CLERIC'S QUEST
(2 two part game which can be completed in 18
moves). or finding another pastime!

=
LJOHN SCHOFIELD, 33 Westfleld Avenus. Skeiman-’
fthorpe. Nr Huddersfield, West Yorkshire HDE 8AH |
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Hroa conlinnivg sowrve of pride lo ss Bal
PROBE was sctvely sopporsieg e homegromw
albor long before A becawe fasbiosadle fo do
20. mmwmmmmx‘w
Bos dn Bekr Aanmd's (ww probabdly won? see mary
BT commercial Rt redeases) bt X cowds?
roaly be in beller Sands, cosid X?

00000000000000000000000
Artistic Interpretation

PROBE readers may have seen an advert from lan
Brown for his game THE MENAGERIE, quoling me
a3 saying that | thought R was “very well done -
fhicely laild out”, and so on. Anyone who goes
looking through their back issues of YOUR SINCLAIR
¥ying lo find the review of the game in which | made
thess remarks might be a Uthe puzzied, as | havent
actually reviewsd Rt No, lan isn't doing a Masson (!
fink adventurers everywhers should now adopl that
phrass for any dublous actvity), but he Is being a
Wte economical with the Wruth, and | think readers
should have the full picture. | did, of course, make
he remarks atiributed to me, but they were In a letler
1o lan returning his game and were, at the same time,
accompanied by several criticisms | had about the
Qame, along with an explanation as to why | didn1
think & was good enough to review in the pages of
the magazine.

Full marks to lan for entsrpriss, then, but I's a iitle
like the adverts for films which quote a newspaper as
saying “.. excellent acing ...", when what the review
acually said was “This is the worst film to be
released this ysar. #s only redeeming feature being
s excelient actng, but I's hardly worth seeing for
that reason alone.” Anyons buying the game might
wonder why | apparently praised k so much - now
you knowi

Maybe I'm just feeling a Mile sensitive about my
reviews al the moment. as Barbara Gibb has just had
a really good go al me for only giving MAGNETIC
MOON 6710, when she thinks R worth much much
more. Well, we're all entitied to our different
opinions, and everyone who plays adventurss knows
hha! hose opinions can be very different indeed
(why, Kelth Campbell even gave a good review lo
NOT A PENNY MORE, NOT A PENNY LESS which
overyone knows s the worst adventurs ever
released), but | should point out thal my review did
&lso say thal | didn't think anyone buying the game
would be disappointed. Hardly a damning comment!

While writing, 'd ke 1o wish PROBE all the best for’
e 1990's, and | hope we'll all stiil be agreeing and
a/guing In the letters column ten years from now.

MIKE GERRARD, Your Sinclalr, Rathbons Place)
london W1P 1DE

The Adventure Prebe Letters Section

Wo mecerstand pour prodiem, Mike. Aough
BOL 85 ORIRORL 82 pONION, WU Rave S96R sOMS

MarROlOT B0 8o Dos! possiDie KoL Det we can?
Molp bud foel Sbal laling scovaciage Ske 8 is &
B 280/ T3/ONN0d. ASTor 8N, B0 aslvor may wawl
avolber gamre reviened someday?

As for “doivg a Massow”, please NO’ WBy phve

ay Bied of recogaiion o a4 mans mbose omly
clatow fo Jawe /s ol be owce bebaved Avcre-

G0N 28mpiaY? (OF awd, Dy e way, mbo's 8iNs
Kolty Campodel person?)

0000 000COIOIOCOIOOOOOOOOOS
Quote Box

The cal was sitting at the edge of the
clearing, perhaps a dozen fee! or 3o
away, walching him. Ben had no idea how
long the cat had been there. He hadn‘t
seen It until now, but  was keeping per-
ffectly still, so It might have been occupy-
ing that same spol for some time. The
cal's eyes gleamed emerald In the moon-
flight, H's coal was silver-grey except for
black paws, face, and tall. It was a sien-
der, delicate thing. seemingly out of place
In the forest wild. It had the look of a
strayed house pet.

“Hello,
smile.

cat,” Ben ventured with a wry

“‘Hello, yourself " the cal replied.

THE BLACK UNICORN by Terry Brooks,
1887. Published In paperback by Fulura al
£2.99

Rendezvous-ing

On November 26th, | ventured down to Alexandra
Palace for the Computer Shopper Show, but prior o
this, having read Bob Adams’ ietter in November's
PROBE, | got In touch with him about possibly
mesting up a the show. Bob Informed me thal a
group of PROBE readers were planning the journey
fo the Show, and tha! Joan Pancoft was behind some
of the organising.

Al the Show, | met Joan and her husband, Maurice
(hard to miss Joan with her specially made ADVEN-
TURE PROBE badge!), but unfortunately missed the
others who went Stil, K was pleasant meeting Joan
anyway, as we had been in louch early on in the year
and s always nice to be able to put a face 1o a
name.

The Show was ineresting in so far as being able o
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shop around for the best discounts on software and
hardwars, bt | canl help thinking thal last years Alari
Show had a greater variety of stands to browse
sround. Anyway, | picked up ZORK 1 lo see what the
Grue really does o you, as well as POPULOUS
(whal? not an adventure?). A friend has this game as
well as an Amiga, and we plan o Nnk the two
machines through the serial port and have a
resi-ime game against a real opponent!

PAUL BRUNYEE, 17 Campion Closs, Narborough,
Leicester, LES SWQ

# swoms Bat aw sV Jol of PROBE resders
BONT MR Lo pot Logether I order fo pu & few
focer fo sawes. A aopeary Nalf wew Doen
Lalting fo each oher Brough Mese pages for
BP0, DoV Rave mover Mol INSPATUHES woeld
cwaryy loww Lo romedy BNs sMuelion &2 MWe. So,
& amyDOTy MIeg R cOMMNDg Nelavce oF
Sawchostor andor Boom wosld Miw ko gof
LBopeher o7 8 SpO oF NP rofre shvwent (pavely
DeHNcirn) avT &8 Loot of Svertvwy LLaN-lele
vy, Ses wriv b and Al &z Amow avd e W
oy fo gor somemg orpamised

Finding Your Way

I was very inferested In reading the jefters concemn-
ing mapping as this Is one aspect of adventuring
which | enjoy. After reading June Rowe's lefter, |
thought | wouid add a couple of suggestions of my
own, based on the way | do things.

Firstly, forget about the High Street shops, and find a
good commercial stafioners. The two | use sell
damaged A4 pads of 200 sheets of good quallty
blank paper for under £1. By damaged, | mean
fipped covers. These | use for rough mapping as |
go along. When | have completed a section of the
game (Le. inside of the casfle, or route through the
mazs), | ransfer the locations to a "master map' on
AJ size paper. This It duplicating paper from the
same source, and the supplier is happy fo spiit a box
and sell §0 sheets at a ime. Again, for under a £1,
This may seem expensive al 2p per sheet, but used
&3 & master map, you only use one or two shests per
[ B

Secondty, forget! about baltpoint pens and. again al
the commercial stationers or an artists supplies shop,
look around for graphic liner pens. These are the
ones used by graphic artists, and they write very fine
and very clsarty without running or smudging. so you
can get more map kro less space! They cost about
70p or 80p each, but are well worth ! | think | use
#wee colours (red for direction, biue for location
description and green for whal you see there. This
makes the map very clear. | aiso use a very fine

pencll with replaceable lsads when rough mapping,
and sl each location, | write the 8 compass points
plus vout and up/down. Then, when | have checked
each direction, | erase X from the square, and not
until. This way, when you arrive at a dead end, by
studying your map, you can check thal you have ried
all possible exits from all locations, since not all exdts
are always listed In the location description.

1| hope that ihis proves 1o be heipful to someons.

MILL ORTON, 66 Main Steel Broughton AsBey,
Lsicester LES 6RE

krmmbwumwm
5O 8OO BNl SVORUWING SCHVVes, Avd com-
DTS SoWvs. WeTw ssve loly of readers mil Aeve
Doon bofped Dy boarivg adost yow medods,
N and we Sant pou for lativg Sbe Srosdl o
ShEE PoE WY §8

For oevvehws, we profer lo ose Ad siwd
rguarvd paper (avalable rom WH Smitvs of
adoet £71.28 for 58 sheels) for oor maps. We
SOMOLy shch shoety logotrer Wil FYTsSch e
v map peofs oo big. This works wolk for &s.
HNowerer, mw yse fine fol-8ip pews for mrivnmg
ard we realy arva? foo plessed wilh Sese.
They food fo smudpe, and Sve wiltng gefs loss
‘Yiew " 8o mory e pes ls wsed Magy Sravts
Bow for B S adoat Bve graphic Meer pews. We
shat oy Svose ok

Reward Box

Each month DISPATCHES will award a
small prize to the sender of the lefter
which appeals 1o us most ... for whatever
reason.

The prize will be a iree Issue of PROBE
or, if the winner prefers, the equivalent
ivalue In  “‘full solutions” from Mandy's
exiensive archives.

... bul a heartfell one!!

it is therefore with greatl pleasure that we
award the very first of our WRITERS
REWARDS to JiM STRUTHERS for
his efforts In aftempting to analyse just
where Level 9 wen! wrong. and for being
brave enough to swim against the tde In
saying he dislikes RPG's!

A small token

Congratulations, Jim ... and thank you"

(Bs sure to let Mandy know which prize
you would like)

3%
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Credits Box

Dispalches is produced on an Atlari
520STFM computer, wusing Timeworks
Deskiop Publisher, 1sl Word, Fonlkil plus
2, and a variety of public domain fonts

and cliparl, and then oulpul on a Slar
LC10 9 pin dot malrix prinfer Several
galions of slrong, black coffee helped

lubricate the process!t

The Adventure Prebe Letters Section

reader to all the others who've sent something in,
however small, over the past year Happy New Year
to everyone - and may ADVENTURE PROBE go from
strength to strength in 1990

PS. to Floyd - i you're really intent on capturing a
Grue, try baiting your rap with Newcastie Brown -
they can't resist it!!

NEIL R. SHIPMAN, 1 Healh Gardens. Coalpht Heath,)
nistol. BS17 2TQ

Rip Off Corner

| see that our “freind", Henry Mueller has re-
surfaced and Is now frying lo sell a re-vamped
version of the Adventurers Club L1d. for which he i
asking a further £6 00. In addition to any money he
already owes | personalty will not be joining and |
suspec! thal very few others will either | have only
one regret and that is the los:s of the GOLDEN
CHALICE awards. which were worthwhile and which
| would like to see conbnued under different
management

1
|
!

|;‘v-m. DARKE, 244 Beaulisu Gardens, Blackwaler.
{_Cambomy, Surrey GU17 0LQ

Now. tot us make Wiz qutte cloar

Amyvody who Has amytving lo do with Henry
Muetter or The Acventurers Clud LId. is mol in
need of & brain transplani ... because Mey don?
Aave & bvavr’ ... wha! ey Nave inside Bveir
Hoads /s & sack orf polafoes (and probadh mo!
Aing Ehvards erther) Keep wwl/ clear of s
man and N/s schemes ... Be cares e abou!
acventurers or aovemurnag ... all e wanls Is
Jour money .. and omce Mes go! X Me
becomes very flexible adov? wha! Me supplios
o return. DO NOT TOUCH WITH A BARGE-
POLEW

It"s That Man Again!

Ive got every PROBE right from the very first issue
and they've all been most enjoyable - but the last two
were particularty good Wwh a great mixture of
reviews. articies. siones. interaews. funnies, puzdes.
hints 'n° #ps and sertalised solutions there s some-
thing there to sult everyons Bul apart from all the
contributions sent in by readers H's the large and
Iively letlers section which shows just how many
people realty care about their adventuring (and thelr
fellow adventurers) The Interesting lefiers In the last
two ts3ues alone cover a wide variety of topics and
It's this fesdback wiuch help. lo ghe the magazine
Hs umque friendty character A big “well done” for
all your hard work. Mandy ... and thanks from one
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A rouch of he “1ve started. so Il finish " Ners, /
Bvirrk Adany Mamks for your Aind commrenmts Ne//,
and [ would echo your senliments Mwofold wel/
done. Mandy’ Well doms, everyons’! ADVEN-
JTURE PROSBE has mow entered As fourt?
volume, and Mere's Jofy of Ne in I yw! Slck
N S ... pou WonYregrel Y

Aoy we also say el we Nere &f DISPATCHES
are fainfy parnal fo Newcasle Brown ourseives
MWhy wasle If on Grives, who are wel/-known for
Paving very Hie lasle ... afler &/l Mey 1l eal fus!
adoul anydody?!

Last Box

The best part of advenluring is the shar-
Ing of knowtedge, ideas and experiences
between fellow adveniurers. This is how
on get to know each ofher, how we get
to make new friends, how we learn lo
overcome the tough spots! By pooling
our resources, we add o the pleasure
each of us recelves from our hobby

DISPATCHES Is YOUR Letter Section In
YOUR Magazine! Withou! you. nellher
would exist So, please, write In to us at
the usual PROBE address.

|

We are walling to hear from you'

TSy T T Y. ",
e STl R::t'.‘:(:':'-)

i |




HELP WANTED

"Even wilh the clue sheet and full solution ['ve been stuck on KNIGHT
ORC for the past six months or wmore. Despite follosing the solution
faithfully | cannot get the glittering card from the mousehole. Every
time | type in "Eye look in hole"™ no card is seen and "Take Card”™ only
produces "You can't see a glittering card™. What must | do, please, to

get this card? Piease could somebody help me - before | tear out ALL
my hair?2!'"

BARBARA WAKLEY, 3 Acre Cottages, Stoke, Plymouth, PL1 4QS

"Could someone please help me to get back to the harbour in IN SEARCH
OF ANGELS? 1 have just armed the missile warhead and the alarms have
alerted the guards. I've instructed Chantille to go and pull the green

lever (is this correct?) but the guards keep killing me as | try to
escape. ™

ROGER DOWDALL, 14 Dawley Green, Sth Ockendon, Essex, RM15 5LW

"Please could you print a plea for help in the next issue for a game
called THE CODE by Soft Concern Ltd (1984). A full solution would be
ideal but any help . at all with this game will be greatfully received."

SIMON JOHNSON, 29 Langford Way, Kingswood, Bristol, BS15 2PD

"1 have sent off to Jim McBrayne for his shareware adventure, GOLDEN
FLEECE. The adventure really is excellent, but untortunately | keep

getting squashed by a piano, and seem to be stuck. Could somebody
please help me?"

EMMA HEGGIE, 16 Riverbourne Rd, Milford, Salisbury, Wilts, SP1 INS

"Could someone please help me to find out if EYE OF BAIN, GOLDEN
APPLE, GOLDEN BATON, INVINCIBLE 1SLAND, ORACLES CAVE, .PERSEUS AND

ANDROMEDA, TEMPLE OF VRAN and VELNORS LAIR are available on the
Amstrad please?"”

DAVE HAVARD, 21 Belvoir Close, Fareham, Hants, P0O16 OPJ
IlIIIlllllllﬂlllllllllIIIIIlillilllllllllllIl'!ll!lilllllIlilllilllli.

KINGS AND QUEENS OF THE CASTLE
ROGER DOWDALL, 14 Dawley Green, Sth Ockendon, Essex,
KM15 5LW is willing to give postal help on Magnetic
Moon, Starship Quest, Nightwing, Demigod, Lighimare
Ptl1 and A Legacy for Aleric. )

ROUBIN MATTHEWS, 44 Fairwster Grove West, Llandaff,

Cordift can give help on Lhe tollowing (update to S“‘ e
last list) Wizadry IV and Wizadiy V.

lI'I.II.I.IIIIIII.I'lllllllllIl.lll.IIIIIIIIIIIIII!.II'.'.
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IN TOUCH

SOFTWARE FOR SALE

FOR CUMMUDURE 64

Tapes: JACK THE RIPPER £3. LAP1S PHILOSOPHURUM £3. PORTAL £2. THREE
MUCKETEERS £2. INGRIDS BACK ES. KNIGHT ORC £7. LANCELUT £7. GNOME
KRANGER £3. MORDUNS QUEST 2. ZIM SALA BIM t2. SHERLUCK (Melbourne
House) t2. EUREKA t2. SECRET MISSIUN (Scott Adems) k1. VUODUU CASTLE
(Scott Adams) £1. QUEST FUR THE HOLY GKAIL t1. BOUKED OF THE RINGS 1
HEROES UF KARN t1. SECRET DIARY OF ADRIAN MOLE tt. TEN LITTLE INDIANS
t1. VERA CRUZ t1l. VERY BIG CAVE ADVENTURE £2. WINTER WUONDERLAND t2.
KENTILLA El. FRANKENSTEIN 3. SNUW WQUEEN £3. Disks: I'HE PAWN £5. CASE
OF THE MIXED-UP SHYMER £1.

FOR AMIGA 500
LEGEND OF THE SWORD £7. SCAPEGHOST £7.

SHARON LOWNDES, 5S4 Blackberry Lane, Four Marks, Alton, Hants, GU34 SDF

FOR AMSTRAD CPC
PANIC BENEATH THE SEA £1.99 tape £4.50 disc
CITY FOR RANSUM £1.99 tape t4.50 disc
PROJECT ANNIHILATION £2.50 tape(text only) or £4.50 disc(graphics)

JOHN PACKHAM, 60 Hightown Towers, Warburton Rd, Southampton, SU2 GHH

FOR AMSTRAD
AMX ACTION REPLAY - £10
But would prefer to swap for JEWELS OF DARKNESS or INGRIDS BACK
(both for Amstrad)

DAVID EVANS, 3 Dalkeith Close, Bransholme North, Hull, HU7 SAS

SOFTWARE WANTED

FUR SPECTRUM E
ERIK THE VIKING. CUSTERDS QUEST. EXCALIBUR. MATT LUCAS. MURDER OFF
MIAMI. ROBIN OF SHERWOOD. SERFS TALE. MONSTER. NEVER ENDING STORY.

Please write with price required to:
FRANK GRAY, 25 Richhill Cres., Belfast, N. lreland, BT5 G6HF

FOR AMSTRAD CPC 464
GNOME RANGER. INGRIDS BACK. SMUGGLERS COVE. QOR. BOOK OF THE DEAD.
SNOW QUEEN. HUNCHBACK. PROJECT VOLCANO. QUESTPROBE 11l. SOULS OF
DARKON and JACK THE RIPPER.

Please write with price required to:
JIM STRUTHERS, 112 Disraeli St, Cowpen Quay, Blyth, Northumberiand,
NE24 1JB
I..I..I.'ll"lll'll'lIlll..'ll'll.lIlllII.'.IIII‘IIIIIIIIIIIIIIIII.'IQ
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BUGS & AMUS 1 NG RESPONSES

WIEREWOILLF
By JIM STRUTHERS played on Amstrad
In part one you come to a coffin in a network of caves:

Input: HIT COFFIN.
Response: ITS COAL BLACK EYES FLARE RED WITH RAGE.
I AM NOT STRONG ENUUGH FOR HIM!
Input: KICK COFFIN
Response: IT GROWLS SPATTERING YOU WITH HOT SLIME!

You've got to admit these coffins are a bad bunch - meaner than a
werewolf!

MY TH
By OLAV REINERT played on Spectrum +3
Here is a fascinating littie debate | had with the (in)famous Magnetic

Scrolls parser about getting out of a shack (it was equipped with a
door):
: Input: LEAVE SHACK
Response: THERE 1S A WALL IN YUOUR WAY
Input: GO OUT
Response: WHAT DU YOU WANT TU LEAVE
Input: THE SHACK
Response: THERE 1S A WALL IN YOUR WAY
Input: GO OUT THROUGH DOOR
Response: i THINK THERE 1S A WOURD MISSING IN THERE SOMEWHERE
Input: W
WOODEN JETTY.....

S0 much for advanced parsers that can’'t deal with expressions working
with Quilled adventures!

THE CASE OF THE MIXED-UP SHYMER
By HUGH WALKER played on Atari ST

Input: REPAIR BOAT
Response: THE PLANKS ARE TOO LONG
Input: CUT PLANKS
Response: YOU MUSTN'T CUT THAT!
Input: DROF PLANKS
Response: YOU SHURTEN THE PLANKS OF wWOOD
Input: GET WOOD
Response: YOU CAN'T DO THAT FOUR ONE REASON Ok ANOTHER!
Input: GE1 ALL
Response: YOU PICK UP SOME WOOUD

SORCERER
By DAVE HAVARD played on Amstrad

I am reading with 1nterest the solution to Sorcerer, as | completed it
just before Chiistmas, and would like to see if | missed anything. OUne
point to mention is that although the river bank can be fatal, if you
cast i1zyuk, you can avoid it altogether. Just as was suggested for the
drawbiidge. Some more funnies for the game, which haven't been
mentioned yel ase: Try mixing potions, drink the flazo potion, and

cast Yomin on various N.FP.C's.

I EE B E R E EE R EE EEE EE RN EE R R R R R R R R A R R R SRR R E R R E R R E R R R E R RN R RE RN
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OBJECTS & THEIR USES
ORC 1 SILLAND
By MARGO PORTEOUS

ITEN LOCATION USE
ACID- o ccmmm oo COPPER PIT-==--=--===== THROW AT HILL TROLL
ARMOUR-=-====- === === oo ARMOUK SHOP-=-------==-=- KILLING ORC KING
AXE- === mm e e AT PILE OF LOGS--------- CHOPF ING TREE
BARREL OF GUNPOWDER----IN MINES(GOLD PIT)------ LIGHT IN LOCKSMITHS
CLUAK OF INVISIBILITY--LUCKY CHARM SHOP--------TO PASS OHC & GREMLIN
COIL OF ROPE------=----- STONY BEACH-------===--- TIE TU TREE,TOP OF MINE
SHAFT (OLD MINE)
GEM-==mmeommeme e IN DOOR OF HOUSE-------- TO FIND WHICH GRAVE TO
(PRISE GEM) DIG
GOLD PLATED SKULL------ GUARDS DORMITORY-------- TU COMPLETE SKELETON &
GET STAFF(FIX SKULL TO
SKELETON
HAMMER AND NAILS------- IN HOLE NEAR----=-====-- REFAIR BRIDGE
BROKEN BRIDGE
L R GLASS CASE LOCKSMITHS---LOCKED DOOR WEST OF ORC
: KIN'S BEDROOM
KNIFE-===---=-=ccceue_— PEPPER STREET----------- TO GET GEM FROM DOOR
LEATHER BAG------------ EAST OF GRAVEL PIT------ TO CARRY WATER
LOGS--===m==mmmmmmmom oo CHOP TREE IN DARK AREA--TO MAKE RAFT
MAGNET-----==~===oemuu- ATTIC/MINERS HUT-------- TO GET HAMMER & NAILS
MARSH BOOTS------==-==-- IN BEACH HUT-----=------ WEAR IN MARSHES!
MEAT - === ===mm e e BUTCHERS SHOP---------—-— TU PASS LION AND GET
TINDERBOX (FEED LI1ON)
MINERS HELMET---------- BOTTOM MINE SHAFT------- PROTEXT HEAD IN MINES
ORB OF POWER----------- STRONG ROOM-------—-——-- FOR STAFF
ORC UNIFORM-=-=--=-=--=---- GIVEN BY THIRSTY-------- WEAR TO PASS ORC GUARD
BEGGAR IN BLEAK LAND AT VILLAGE GATE
RING OF ILLUSIONS------ CAPTAINS CABIN ON SHIP--WEAR TU AVOID CAPTURE -
CASTLE MAIN GATE
SHOVEL---==--==~-===o-= GRASSY FOX TRAIL-------- DIG AT GKAVES
SILVER COINS-------=--- LONELY FOREST PATH------ PASS KINGS DINING ROOM
STAFF-===m—mm e CEMETERY YARD(SKELETON--NEED TO COMPLETE GAME

WRIST BAND
WROUGHT IR

WILL GIVE IF SKULL 1S
FIXED ON SKELETON

D BROOCH----- SMUGGLERS CAVE---------- SCARES KRAKEN IN MARSH
------------- MARSH OF KRAKEN---------TIE STRING TO MAGNET
————————————— IN GRASS NORTH OF START-TU KILL URC KING
------------- WEST BANK OF RIVER------TU LIGHT SUNPOWDER
------------- WATER HOLE--------------GIVE TO THIRSTY BEGGAR
------------- GUARDHOUSE---~----------WARNING-SAFS STRENGTH!
ON CUP------- WOODMANS CABIN-------~-- TO CARRY ACID

THE CASTLE
By JACKIE HOLT

STICK-~~=sssccrrcnaana TO MUVE THE ROCK
HEAD----~~cccccrecccn o TO GET 0OUT OF THE CHASHM

4 o R e TO OFPEN THE THRUNE ROUOM DOOK
SHIELD: ==s==srconsmmen= CARRY IT IN BLACK CHAI'EL

JAR= == = mmmim i i i TO CARRY THE INSECT AND THE LIQUID
KRIFE--~=~=so=cs snmaeas Tu REMOVE EYES

SHOVEL Fs=Es S mimimeei#e] DIG TU FIND TORCH IN THRONE ROOM
HARMER = s s il e TU OPEN THE CHEST

LR R E R R R R R R R R R R Y S R R R R R R EEEERY
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H 1 NTS ANL TIPS

DUNGEON ADVENTURE

By EMMA HEGGIE played on Spectrum (A Golden Oldie!)

To avoid the thief, carry the mirror to reflect his sleep spell, then
sneak up on him and steal all his equipment.
Throw things at the tree until it runs out of arms.
Shake the pod to frighten the bird, and to
young girl's song.
Take the thief's die up to the hilltop to survive the Rakshasa!
To avoid the goat, fill the cracked pot with slime and drop it by the
goat. You will then be able to steal the horn.
Leave no stone unturned to enter the mossy cave!
The carnivorous jelly will be kept happy with a corpse!
To get rid of the skeletons, wave the skeleton staff!
To avoid the rolling stone from the hilltop wmake
gully when it passes.

Blow the stick to open the door of the tower.

deafen yourself to the

sure you are in a

REBEL. PlLANET

By GRAHAM WHEELER played on Amstrad CPC

Hints on how to leave the ship: examine lincon, note it has four
buttons: IH - Inner Hatch, OH - OQOuter Hatch, PS - Personal Status, SS
Ship Status. Go to the airlock. Press IH, enter and ask the Valet
tor help, you will be given a Card, Ticket and Ampoule, leave airlock.
Fress IH, go to the dispenser and Insert card into dispenser, this
will give you some foud, next say NO to the message asking if you wish

to take evasive action, then collect the Lite Kube and the Sword. Next
Drup Sword into Kube so that it is not seen when you land, now wait to
land, then go to the airlock. Press IH and enter airlock. Press IH to
close it and then Press OH to open the outer hatch and leave the ship.

SCAPEGHOST
By ANNE ROY played on Spectrum

Violet Conwy may be blind, but she’'s not deaf!
The Vandals are scared of a light!
Not an art lover? Hit the statue!
Topple a2 wall to hide the dope!

EAERIL E
By GEORGE KERSEY

Tie the wood and rope together to make a besom to give to the witch
for the Spell Book and a treasure.

In the attic (and the Witches Chimney), you will need the box to be
present, but nol carried, before going up.

Do not take the fairy gold until the Score Monster is in the cave as
you can't drop il anywhere else.
To enter the Underworld you will need the boots, a lit lamp, the

sweater and the knife. Search rucksack for the knife. Do not take the
sand ring, water glass or the Black Queen into the Underwor ld.

The Sandman cannot touch you if you are wearing his Sand Ring!
Suy Checkmate to the Game Mauster. Drop the rook at the Quiet Place on
the board for a treasure.
In the Underworld, you will need the leaf Lto go both up and down the
chasm.

Give the lump of coal to Lhe Snowman.
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GU11.D OF THIEVES
By DAVE HAVARD played on Amstrad

in the junk room, move the junk to make a new exit. It leads to the
moat, where there is a night safe. You can put the caslle's valuables
in it without having to gel them past the gatekeeper.
While at the moat, if you have the wmaggot, (from the tim, under the
gatekeepers bed), the billiards cue, and the needle and cotton, (tfrom
the sewing box in the small bedroom), then tie the cotton to the cue,
put the maggot on the needle, then lower the needle. This gives you a
fish with which to feed the bear.
Before you feed the fish to the bear, sprinkle {t with rat poison
found in the kitchen cupboard.
The rat poison isn't needed to kill the rats. Simply hold the pipe at
the top of the cellar, behind the door, and it will break. Open the
valve to drown the rats, close the valve when the water is getting a
bit high.

When inside the caves, the bars are easily broken.
Go as far as you can past the bars and lower the rope ladder you find
there. It will help you later. Make sure you do this before you.......

VILIL.AGE OF 1.0ST SOULS
By JEAN BORLAND

The solution sheet provided by Probe gives a final score of 1100/1200.
To get the final 100 points you must return the last two objects to
the altar. Here's what to do: After getting the Gauntlets in the

Barrel, go out, out, Es (yuu fall in the pit), drop all, wear
gauntlets, push stone, remove gauntlets, wear band, in, get circlet
and sceptre from Manor Treasury, up, s, take circlet and sceptre to
altar, put them on aitar - Scoure 100 points. Now continue the game lo
the ornamental well as in the help sheet.

CL.OUD 99
By JOAN WILLIAMS played on Spectrum

NOT "MUSHRooM " 'eg
'S THeRe ....7 g

Undo hook in garage.
Clean card with water.
Use collander to sift sand.
Give spring to Father Time.
Don’'t forget your anorak.
Give tilm to Tourist.

The garden needs fertilizer.

DEMON_FROM_ THE DARKSIDE

By JOAN WILLIAMS played on Spectium

Examine slime and you'll tind a mask.
Wear mask and light torch.
Break stair to enter chamber.
Kill Dragon with sword.

At oak door, say help.

Take owl with you tu get coin.
Throw bune at Cerebus.

Give sword to spirit to get root.
Call sid to crouss bridge.
Freeze moat.

Use charm to enter boiling water.

LA R E R R R R R R R R R R R R R R R R R R R R Y
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GETTING YOU STARTED

3

e/

\ X
= A_GUIDE TO ACHIEVING BLOODWYCH ‘\
v/ By JASON DEANE played on Amiga

Select Huflnck, recruit Zothen, then leaving Blodwyn and Astroth for

®

the time being, recruit all other Bloodwych in turn. It's a nasty
trick but relieve them of their food, keys and money then dismiss
them. Don’'t kill them - you might have need for them later. Anyway,
save your killing instinct for the real baddies. There are enough of
those to satisfy anyone's blood-lust. Complete your party of four by
finally recruiting Blodwyn and Astroth. You should now have 80 keys,
160 gold and enough food to feed an army, s0 leaving your fellow

Bloodwych behind, open the main doors from Treihadwy! and begin your
quest for the four Crystals of Storing.

Buying weapons and armour from the shop is unnecessary as you'll find
plenty if you stay alert and observant. The t1oodseller is preventing
you from finding the key to open the bronze door, so waste him and
take ft. Next you find another bronze door also locked so open the
wooden door at the top of the keep and kill the occupant. DOn the shelt
among other things you'll find the key you need. When you unlock the
door the Amazon that comes at you won't be as easy a kill as the two
men. So here’'s the time to practice a fighting technique that will
enable you to defeat practically any adversary Zendik throws at you.
It you stand eyeball to eyeball with any creature and try to defeat
him, her or it, and they are tougher than you, they're going to win
every time. So what you have to do 1s get them off their guard.

Retreat to an area where you have four clear squares. They will follow
you as their instinct to kil is even greater than yours. Now by
moving quickly around and behind thew, atitack from all sides. Nimbly

step out of their line of fire and you should be able to deteat them.
Just don't get surrounded it there are too many of them. When this
happens use "terror™ to thin down the numbers or fight them from
behind a portcullis or door.

After the Amazon has been killed the next obstacle you encounter will
be the locked iron portcullis. Su retrace your steps and scout the
area to find a pair of locked wooden doors. Open one and off the
skeleton. Pressing the grey and red buttons you will discover removes
the walls blocking the two passageways. You will need a bit of space
to defeatl the small army of tough blue guards behind the last set of
double doors. When you're ready open one of them and engage them in
battle. Defeat them all and this section is secured. Locate the swmall
bedroom and there on the shelf is the iron key. Press the yellow
button and this opens @ shortcut to the forge and the iron portcullis.
Unlock this and kill the two men then the crab that lurks in the
chamber beyond. Ahesd you find a wooden door. Unlock this and you
guessed {t - more bloodietting. Ignore Lhe warning on the tapestry and
step on the green floor pad. This triggers a switch that opens the
black portcullis and releasing the blue meanie. Dance with him a while
then slit his throat. In his lair you will find the key necessary to
exit this chamber and a flask of serpent slime. I{f you drink this
(ugh!) when your vitality is low it will increase it to maximum...

THIS GETTING YOU STARTED WILL BE CONTINUED NEXT 1SSUE!
Meanwhile if anyone needs help on this, Jason will be happy to help.

The number is on the telephone helpline page.
LA R R A R R R R R R R R R R  E E E E E E R R SR R R R R RN R R L]
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The Waytarer's guide to SORCERER

............... continued.

LEARK FVEEP, G, G, G, G, E and you will see why it is esseatial to know
Fweep tc have any clance of success. If you do not become a bat you will
never find your way through as you have no built in radar.

The maze is a cubic srea of 3 spaces by 3 spaces arranged over 3 floors.
The exact layout makes it a cube of three spaces. This gives a total of

27 rooms arraaged as this before rearrangexzent on arrival at the other
side.

'D |D DU fuD U l v
U )
! to 4 + to 1 Berore
L. Toliow outsidel 1 - ——
1D | DIV | vt ot
L1 Lo I

Tep Level Middle Level Bottom Level

U=up, D=down, o __ = gl2ss panel

The way througk to the other side is as follows: from the outside of the
glass arch, FVEEP ME, E, K, E, S, G, V, D, E, G, B, VAIT, G, (you return
to normal after 12 moves under fweep, so make sure that you are over a
floor when it happens). FVEEZP ME, ¥, U, G, S, E, and you find that you
bhave arrived at the hollow and gain 20 points. Simply WAIT until you
become normal (ycu cannot take the scroll as a bat.

Vien dack to norzel then LOOK around and spot the chimney to the stone
but you have already found. You cannot carry the scroll and fly like a
bat so GET SCRCLL and DROP SCROLL INTO HOLE in the chimney. FVWEEP ME as
a large Dorn beast appears. He only appears when you take the scroll,
and you must keep ahead of him through the maze going back until ke
falls to bis deatk, or his eyes will paralyse you and you will be
killed. (A cheat, and the easy way back, is to let him kill you after
you put the scroll down the chimzey. If you Gaspared before entering you
will be resurrected outside the maze entrance with your scroll in the
fireplace in tke hut.

DD Uivu {D
' 1 _1_ ‘_ HFT“
I To + + D to |
]| _i_bollow outsjde | 1 RM
D |F] wo[ 1up U
! 1 1 1
Top level middle bottom
U = up, D = down, = glass panel

For those who wish to kill the DPorn beazt, ¥, ¥, S, E, at thiz pcint the
heast plunges to its death. D, D, the remains of the beast are visatle
here, ¥, ¥, U, U, B, VAIT until the spell wears off, FVZEP ME, ¥, I, E,
S, E, §, D, V, S, ¥V, U, V, to the outside cf the mace.
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VAIT until your spell wears off, GET ALL, S, S, to the end of the
highway. E and you are in the stone hut where your scroll rests in the
fireplace. GET PARCHXENT SCROLL and READ PARCHNENT SCROLL and you find
that you have tbe swaczo spell to exorcise an inhabiting presence. You
also have 25 points for getting the scroll from the fireplace.

GFUSTO SVAYZO and as you are starting to feel tired, SLEEP. ¥, V, V to
the toll gate where the fat old Grome is still sleeping soundly. SEARCH
GICXE as you will need the Zorkaid coin again elsewbere, V, ¥V, SV, G to
the crater once agaia. This time take the passage which lesds S to a
windiag tuzcel, SV to the erctrance to an acusement park. V and you
bouace off aa iavisible barrier. A Gacme in a gaudy plaid outfit appears
and demards a zcrixmid eatrance fee (lucky you got your coin back wasn't
1£?). GIVE CCIN¥ 70 GYOME and you are free to pass. You are now at the
east end of Yicdway. ¥ is a haunted house, south is a flume ( a sort of
waterchute ride). V and you are at the west end of Midway, ¥ is a
rollercosster, S is an arcade. For the mcaeat go V.

You are in the Casino, with a coin-op machine which pays 1 zorkaid coin
out on average every 16 goes (but caly {f you haven't opened the toll
gate). Every 54 pulls (rougkly) it gives you 3 gold pots and buries you
in wealth. E, S, to the arcade (which is the only essential place to
visit assuzing that you Rave cpened the toll gate). You are offered the
chazce to tirow a ball at scme zechanical busales to win a prize. GET
BALL. OPEF AQUA VIAL, DRINK AQUA POTION, you feel your muscles ripple
voder the eflezt of the potion. THROV BALL AT BUNYY and you win a
gilittering scroll as a prize. Alsc IC poizts for the score, which should
be about 215 out of 400 at this point.

RZAD GLITTERING SCROLL and you find ¢hat it is MNalyonm, a spell to
anizate objects. GNUSTO MALYCY, and it {s copied to the spell book. ¥,
E, E, FE tack to the windinz tudnel. ¥ow go S to a hall with carvings on
the walls. The =cst i{mpressive is that of a dragon. LEARY MALYONY, YONK
NALYCE to iccresse its power, MALYON DRAGOE. The dragon comes to life,
but instead of being grateful for its reiease it rears its head to
breath fire at you. It really is just as well that the ungrateful

creatire re-solidifies before it canm, leaving a tremendous hole in the
cavern wall.

At this point it is very important to sleep before coptisuing. Ia 2 non
totally fresb state you camnot complete the mext part of the game as it
limits you to time. If you are not sleepy you would be well advised to
wait until you are. Als0 you would be very wise to save before goiag on
as timing and possessions are critical after passing through the hole.

SLEE? ard you are ready to ccmaeace the end-gaze. S and you find you are
in a socty roos, which is ap azdexe of a coal mime. E acd you are in the
ccal bin ros3, snd an avalancke of rock las tlocked the exit to the w.
You ave po cption but to go on! The air is very bad and it wil! not be
long delcre you pass out thrcugh lazk of Oxygen, but remeater the axber
vial the zesseager left in exchacge for *de -atchbook at the Guildhall?
OPZF AMEER VIAL, TRINK PCTICY, at ttis ;sict a person looxiag remarkably
like you eperges from the upper chute.

To be continucd.
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SEKRIALILSED SOL.UTIOUNS
ihe Waytarer's puirde to YALLYHUU, ITnrtocum. Pluved un Amstrad

............... continued.

it belongs to Andrew and chases bim away in a rage. U, to the wardrcbe
closet, GET COMBINATIOF AND CCNBO. EXAXKINE CONB:BATIOE, LOOK 1¥ POCKET
which you discover. GET VEIL. U, §, V to the nidway ectracce S, SE to
the mensgerie nook. The old front is not all it seems, so PUT TICKET
UEDER FRONT, a secret panel opens allowing you to go E.

You bave entered an illegal gastling room called the Blue room. GET
TICKET, BET $2 and follow the instructions until you efther win or lose,
OPEN DOOR (10 points for getticg in and out safely the first time). V,
BV, SV to near the white wagcn. Thumb taps your foot again babbling in
bis pative toogue ard pointing back to the Blue room. He obviously

thinks you should go back and look under the table. Igaore it for the
moment.

EXAMIFE TRAILER to find a ladder leacing on to the roof. DROP ALL, U,
the office door opens and the <he cwner lcoks out. You can see a pacel
and a crank bere so, ROTATE CRANK (or OPEN PANEL), KECCK OF ROCF and tkhe
owner steps out, closes the dcor and walks off into the darkpess. Time
is stert now so, CLINB IF VAGON, LOCK DOOR, EXAXINE DESK to reveal a
spreadsbeet. GET SPREADSEEET, MOVE DESK UNDER PABEL, U back onto *he
roof (10 points, 150/200 at this time)' just in time to bear entry be:ng

forced below. D, GET TICKET. NE, SE, PUT TICKET UNDER FRCET, E asd you
are back in the Blue room.

LOCK UYDER TABLE. GET SUITCASE, OFEN DOOR, but you are overpowered and
the suitcase is taken away by one of the thugs. ¥V, U, U to on the ten:,
st1ll being pursued by tbe thugs. E, E, F across the tent to where an
elephant prod is thrust through the canvas at you. GET SHAFT, PULL
SHAFT, this causes the thug to fall off his ladder and fnjure himself
(leaving you free to escape and with a further 10 pcinots.). D, D, ¥V,
SV, GET ALL. V¥, READ SFREADSHZET.

The spreadsheet appears to be the wages of scmecne called Eddie
Smaldcoe, ASK HARRY ABOUT EDDIE and you Jearn 1t is Chuckles real raze.
V. S, E, Chuckles is staanding here outside the aluminium trailer SHOV
CARD TZ CEUCKLES. SHCV RIEBON, SHOV WOTH, SHOV SCRAP, SHOV SPEEALSHEET
TO EDDIE. (FB if you just SHOV SPREADSHEET or SHOV SPREADSHEET <0
CHUCKLES be simply denles it and waiks away.) VEAR COMEIBATIOB, VZAR
CCMBO, VEAR VEIL, ¥¥OCK OF DOCR

The occupants mistake you for Andrew, and invite you in (10 points, E),
CLCSE DOOR. GET CROVEAR, KOVE MOOSE WEAD which drops to the floor
revealing a Lole. This hole 1s too small for you, so you must find Thu=d
and get his help. CFEN DOOK, ¥V, V, LOOK. PRY DOOR VITH CROVRAR S, GET
THUNB. B, E, E, PUT THUMB 1IN HOLE, VAIT and when you can see ber, GET
GiRL (10 points, 180/200)

V. B, E. FE, where Mabler in true KING KONG fashion gra®s the girl and
beads for the high wire B, to miivay entrance. GET RADID, V., B, B, V to
the licas' den. DROP ALL BUT KADIO, GET STAND, B, DROP STAED. CLAP BASDS
to bypactise the roustabout (10 potuts) . KOUSTABOUT, GET BET. FEXCVE
CCMBO, FENOVE COME!NATICN, KENOVE VEIL, DROPF ALL BUT RADIO GET POLE.
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GET OF STAND. U, U to the rigging above the Vest platfors. This actionm
drives Mabler and the now unconscious girl to the Bast platfors. Mabler
does not seem soothed by the classical music coming from the radio, E,
E. B (with bim mmking threatening moves at each step), suddenly the
anpouncer {oterrupts the classical music to remind the listeners that
*bis {s Pledge Veek on VPDL and that she will pot play a Vivaldi Plece
until someone makes a pledge.

V, V. V, V back to the platform, DROP RADIO AND POLE. D, S, S, S, E to
the office to use the telephone. CALL VPDL, V, ¥, E, §, GET OF STAND, U,
GET ALL, B, B, B, B, E, fortunately you are close enough to Mahler that
the music can sootbe him. Nabler drops the girl who falls into the net
and you are left hanging from the wire (having gained the 10 points for
rescuing the girl). LET GO and you fall iato the net, having gained a
perfect 200/200 score.

Poin®s for actiona:

i0 points each for:

Successfully walking the tightrope. Exanining the garbage. Getting the
ey (with the pole). Vaking up on the hypnotist's couch. Getting the
radio/cassette recorder. Inhaling the belium (and passing the guard).
Getting the scrap of newsprint. Getting the stool and whip to the lion
cage (with the meat). Getting the cigarette case from under the stand.
Catching the mouse. Stampeding the elepbant, Sootbing Mahler and opening
tbe trap door. Showing the cigarette case to Jeony. Getting in and out
of the blue room. Getting into the white wagon. Defeating the man with
the elephant prod (the sbaft). Entering Katzengammer's trailer. Getting
tbe girl (with Thuadb's belp). Hypnotising the roustabout. Rescuing the
girl from Mabler (up 1o the rigging).

Total score 200 out of 200. (20 action at 10 points each.)

ADVENTURE COMPLETED:!

THE LURE OF THE ADVENTURE
By JIM STRUTHERS
In the not to distant past | used to play platfore games but in the
end | had to give thes up as | found | could not get past Level Y.

Tien | found my salvation, yes, the adventure' When | first started to
play adventures | was not very good. When | became stuck | lacked the
Incentive to continue but then | discovered the helpliners were on
hand to help people |like myself. The lines were run by adventurers who
were Capable Reliable and Level headed, unlike we. So | used to spend

a lot of sy time ringing people up ftor help on my Infocom. Now | am
beginning to get the hang of adventuring and don't spend so much time
as | used to doing this. However, Just when | seem to be gelting the
hang of it 1 find out that Awmstrad adventures are starting Llo
diseppear llke the lost city of - Atlantis, all because of the need of
softlware houses and their never ending search for Double_Gould. | now
believe that these people are Piranhas ‘and don't think that Sharks can
be SUft! | now have a large collection of mags, letters, notes, hints,

tips, solutions etc, where on earth will ] Put 1t all? | might think
of buying a bigger Melbouine House. Just a wainute, I can hear the
postbox rattie ... yes, ft's the postman putting another Hagnetic
Scroull through the door!
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TELEPHONE HELPLINES

ALF BALDVIN 0452 500512 MON TO SAT 10AM TO SPM Spectrua.
JACK HIGHAN 0825 818631 FR! TO MON 7PH TO 10PM Spectrus.
WALTER POULEY 051 B331342 ANY REASUNABLE TINE Various.
DOREEN BARDON 065 382 S080 NON TO FRI 6PM TO 10PM Spectrus.
WEEKENDS ANY REASUNABLE TINME
MIKE BRAILSFORD 0582 757786 SUN TO SAT 10AN TO 10PM Varlous.
MERC 0424 4342314 ANY REASONABLE TINE Atari ST.
JASON DEANE 0AaBZ 622750 ANY REASONABLE TINME Amiga.
JOAN PANCOTT 0305 764155 SUN TO SAT NUON TO 10PM Aastrad.
1SLA DONALDSON 041 9540602 SUN TO SAT NOUN TO 12PN Asstrad.
NIC RUMSEY 03212 2737 SUN TO SAT 6PN TO ©OPMH Various.
REG LILLEY 0382 215521 TUE TO SUN 6PM TO 11PN Comssodore
BARBARA
BASS INGTHWA IGHTE 0835 26174 SUN TO SAT 10AM TO 10PM BBC.
BARBARA GiIBB 051 7226731 ANY EVENING FROM 7PN BBC.
DAVE BARKER 01 732 1513 MON TO FRI ’Pn TO 10PM Various.
STUART WHYTE 061 9804645 ANY REASONABLE TINME Amsstrad.
ROBIN MATTHEW 0222 568115 ANY REASONABLE TIME 1Bn PC
SONZ i 0482 654036 MON TO SAT 10AM TO 11PHM Various.

® » s THE ULTIMATE INFOCOM HELPLINE @ o @

It you need help with an Infocos adventure then who better to
help you than A GRUE! Ring GRUE on 0685 573141 between 7:30pms to
Opes Mon to Fri. Or write to 64 COUNTY ROAD, ORMSKIRK, WEST LANCS,
L38 1QH. Please note that GRUF will give help on INFOCOM ONLY'

MANDY'S HOTLINE

iIf you need to contact Probe please telephone 0402 77305.° | will
be available at all reasonable tises but please try to telephone
between 10a®s and 10ps. It you are telephoning for help on an

adventure then please try to phone during office hours as the
solutions are on hand during that tise.

PLEASE MAKE SURE THAT YOU ONLY RING AT THE TIMES SHOWN




TOP QUALITY
31/2" DS/DD

-DISKS CERTIFIED 100% ERROR FREE . Low Frice - Qoality Disks §

NOW AVATILABLE

Top quality 3.5" DS/DD 135 tpi floppy discs at the following prices ......

1-10 80p each
10-50 75p each Further discounts are available on orders in excess of 100
50-100 70p each ’

Top quality CF-2 3® DS floppy discs, to suit Spectrum +3 and Amstrad computers.

1-25 £1.99 each
25-100 £].89 each Further discounts are available on orders in excess of 100

All orders will be dispatched within 24 hours of receipt.
Please add the following amounts to cover all postage and packing charges .....

1-20 éiscs Ll
20-50 discs L2 All orders in excess of 100 units are 'post-free'.
50-¥0discs £3

All cheques/postal orders to be made payable to ZENOBI Software and forwarded to .....
26 SPOTLAND TOPS, CUTGATE, ROCHDALE, LANCASHIRE, OL12 7NX.

( Zenobi Software )




