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Tne regnonze this month has been excellent. Thank you to everyone who has
form to the content of this issue. We have lots more

roadout another new section that will be introcuced

¢ ligt of maps/solutions every month, to keep
ently updates on the maps/solutions ‘Probe’ has

The number of pages has stayed the same but the content has grown. I've
widened the text anc pe d & few more lines to the pages so ‘Probe’ is, in10.

fact, bigger than ever this month,

Thie is my first issue as sole edito ry lI hope you enjoy it and look forward
to receiving your comments. Contributions are narticutarly nesder for the
‘Precision Corner’, ‘Bugs anc Amusing Responses’, ‘Objects and their uses’
ant ‘Hints’ sections.

love hearing from you. See you next month.

Sandra
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fne lates? frenc in tne com 7 BOVENTUrE WOris 1€ fo TRE more hUROUrous

ure, Borec of tne Ringe and Tne Bogolt are just two of the
veilgdig. In the PBT woric the tren, not new by all means, 1s

for gamez TO DE Dased On ONE Of TWD major scenarios, Fantasv and Sc-Fi,

rt

Tne Sr-f:F ario 15 a particular favourite of tne more establisned PRM

Companies, using this pooular anc entertaining form of adventure to great
tengtr as a basis for many of the more popular FBM games. I+ vou lnob at =

cnart of the top PBN games, 1t is oovious to see that tne Bc-Fi game 1s a

great favourite of PBmers. This month we look at some of the Sc-Fi games
available.

Frooably tne most popular of all is “Btargiobe” by Time Pattern Games. It
18 now 1nto its fourtn ‘launch’ and hes been running for several years. It

iv

os ClplomETy/war game, with each player commending a spac
st

pe

per

e
arship/fleet, The main aim of tne game is to conquer/control as many

systems as possible.

very spripus Be using precise scientific rules, As with
1 lav

& domineering role in all versions of the
However, you are npr reetricted to plaving

Many plavers ont to be pirates, others empire

care the most origing! feature of “Sarglobe". There are over
one hurorec of them at present, each one giving details of the many aspects
of the games. All in all, Stargiope 1s an excellent name, brilliantly run

its GMs Ken and Carol hulnoilanc, A ho it you are & 8c-F1 fan, Iti

costs £7 to join with future turns at £1.90 a round

Another populisr game 1s Vorcon Wers by Vorcon Games, This ic more @ planet
domination game, than space orientated, but is still a top class Sc-Fi game
In 1s own rignt,

You piay the role of 2 commander who has landed on the planet Vorcom. Your
aim it to become & nuclear superpower. Starting with very littie in the wav
of sophisticated weapons, you must build up both your armaments anc
scientific knowleoge.

“4 =



wll nt interesting teaturacg
ne gtL. In addition there are

afforded by the modern satellite. In manv respects it is more of
TE TNan &n agventure, a still invokes ¢ excellent atmosphere as

you try tC GEsIrov vour oboonents bases.

The print-oute vou receive with each turn are ey cellent, full of detail anc
fie: as complicates as vou might think. The ultimate sacrifice is to start a

ronolocaust. destroving vou, all vour opooments anc most of the
s well. If vou are into Sc-Fi based war games, vou won't get a
EY game. Surprising enough, it is also one of the cheaper PEM

gt £CJ] 30 to join, and each turn thereafter cost ing £1.00 -
excellent vaiue.

Thats about it for this month. So it just leaves me to say, “BEAM ME UP

Anthony (Mudrik) Collins
t vou woule like any more details about PBN, Anthony can be contacted at:iLarch Hause, 37 Shawsdale Road, Bromford, Birmmingham. B34 BIG)FERREEEEEEEEEEEHEEEREREEHER8

CVOToH En iSYSTEM 15000 - Janet Lovhan
Here are tne telephone numbers anc codes of some of the companies.

Le 7. FERRY - 457 5479 - INFRA and alsg VINIS
MIDMINSTER BANK - 225 7629 - MME FR

¢ ! - Account access code - AZRCO4MS

f. R. ROUTLEDGE = 930 726% - CCYRPASS
SEASTAR TRAVEL ~- 357 2104 = None needed
([CHARDSOR BOON - J48 [408 - TY4Y

VINCHETTA = 52 7001 Bh EZRA
ELKCCD-BROTHER = 010 1212 976 4868 - EBV1£S7
CILISY Bh 363 4017 - 673281
RES, MAN, BANK - OIC {212 97s 8757 - Mar

i {

= Transfer Code = TFTB24
CRAIG COMMS. - B37 109% - CRC
MILLS DYSON = 259293 - 6729
BIG APPLE = C10 122 ¢7¢ 5838 - p1PS37
SATATEL # 222 219% - 57421

orn



HAMMER OF GRIMMOLD - River Software - £i.75 - Spectrum Version

GRIMMOLL, mightiest of the htyVabimeby ale a Ban Lei = a ox ings, is ceeciy troubled. His
fanled nammer - svmbol of health anc

¢
fertility - has been stolen by the

gvil macician, VALKY In the wake of this castarcly cesc, great misery has
sgreac throughout all tne Land of the Dwarves. The King, in his
gesoeration. has turned to vou for assistance. He cnerces you to recover
the Hammer anc return it to its rightful owners.

Do you possess the courage to take on this task? Can you outwit the Hooded
Men? Dare you face the Gigantic Orc? And now will you overcome VALK

himsel4? AL] this ... and more ... awaits vou!!

Thic ic & text-only GUILLeC adventure with a very professional looking
tation. The screen Gispiay - white lettering on & black backgrounc -

comes through crisp and clear and easy to read. The redesigned character
set (sguerish, blocky letters) fits in well with the atmosphere and “feel”
of the acventure.

In adcition, sone items are highlighted with & veiiow flash which helps to
breal up the disolav end make if appealing to tne eve (it also serves as an
indirect hint towards tne HEEay, as hi

grad phic items ere bound to have
some imooriance - aren't tnevT). Both RAMSAVE and RANLOAD (called STORE and
RECALL) are supported, and most welcome thev are toc! I begin to wonder how

I ever manage! before these ‘features appeared!

m\iwr bse =fk few sound effects are dotted about - and it's amazing how much

extra sh these little touches can give to the final product. I spotted

: elimistake in the fourth word of the very first screen, and one
ore later on inside the INN, but apart from those the text was faultless.

f sure sign that care has been taxen!

fo
i3

&TI 0,

On the minuc side ... a couple of bugs {surprise! surprise!). One fairly
SMma.s CRE .., &NC One great 01g whobper.

The small bug ... there is a TRAPDOOR in the game. You find it by moving a
bedy ... and every time vou move the body, you find another TRAPDOOR ...
anc you can move the body as often as you like!! A whole room full of
TRAPDOORS mav well be possible!’



afyWay . hii 2UTERSTE

rEzpahusl Bob, es hells
m= to YTHROK R

Well, 0 much for all tne tesmmical bits... whet about the adventure
itemi fTited

re irmead’ Tne tent
areRrpe gutencsive in places! generate a

If pullec along by the game
i

g br

Ae ig to be experied, vou will need to EXAMINE anvthing and evervihing if
you are {o discover fhe items and information vou will need to complete

your quest, Previems and chstecles cron up fairly regularly and - for the
io soive one prodles (or set of problems) before

you can move on to the nent. The problems are generally fair and well
thouchl out, But there ars @ cousie of instances where only a precise form
of words will produce the desires result. The TRAPDOCR mentioned earlier is

i LEher
SRAMIND nor SZARCH will reveal the presence of
ant neither PUSH, PULL ner anything other than
revea. the TRAPDOOR to you!

it

Having saic inal however, [ have to admit thal the occasional precise input
can probasly be forgiven because ... the answers are given to vou if you
fuzi type HELPID Which brings me to the coded messages © mentioned earlier,

tiear Cty cond
produce two different ii
be experiencing trousle
number cor respondling ic

. be

g of 9 items/persons/locations with which you may
1f not hair-tearing rE Then enter the
our particular problem and uo comes a simply coded

io!

Simple, but cle «sand oh! so

With the solutions to IE problems at your fingertips, it is possible to go
a long way in this acventure in a very short time ... and it is very hard
to resist taking "just a little peek". However, on balance, I think the
nciusion of a HELP command like this is good thing, and I salute the



Summ yee pp ymer 1eau YOUVE GTURS

~ ama ge .
: & 4

wher inzllv workes it out! For
whole adventure = and made the

By the time I reached climax of thic adventure, 1 fzund myself thinking
of the Moho OF THE DAY in the RESTAURANT AT THE EXL OF THE UNIVERSE. As

those who are fans of the HITCH-HIKER series will know, there was an animal
who actually WANTED people to eat 1%! I feel thal HAMMER OF GRIMMOLD is an

1adventure that actually WANTS people to osolve it)

jet]Not anly does it have that extensive KELP command, there are also & number
of other hints, clues and messages written, scrawled ant carved onto
various surfaces throughout the locations for the alert adventurer to fing.
This makes it almost perfect for the novice adventurer who will receive

j cit every step of the way. Bo, forget about
the Artic series, and the early Int itl
product which :
Beets pub THEwim WL

wm =3 mM a= 3 oa AL ig= m 3 + wr 3 TL ow ae or jo) £ wr « 0s or

v

V5 te

fz for the more experienced adventurer - there is something here for vou
too! Trere is nothing new aboui this game, nothing particularly innovative

spectacular ~ just stendard, meinstrean adventuring, So, if vou prefer
your adventures "cordon blew" {looks good, but little substance) then wail
for the next Melbourne House mega-hype! However, if you're intc "meal anc

potatoes”, you could do worse than send Mr. Lockerby a couple of quid!

aeLia

I plan fc make the December issue az festive as possible, but to do so Iux

nest the help and support of readers. Any contributions with a Christmas
Adventuring theme would be most welcome, e.g. poems, articles, letters etc.
Contributions must he received by ist December to guarantee inclusion. So

don your thinking caps and get out your pens, I need your help .... Please!
Sandra
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She mage bons
- Ly miemm wie we

mi Trlmens ay Ship

pf Gmveriyre, conveying ae it does with brilliant tevt, » setting of
$yine deray ang inevplizenle unpaee + pach corner anf donWAY gt mm

ruined Castle

The authore, Dave Lehline and Mark Blank, who also created the ‘To-l’
teilore have, 1 feel, written e chory with shades of HP. Lovecraft, in
which some thinnge zre lefd pore to othe imagination. such es what ghanes

originally covered the bones left on the plates after 2 phantom banouet, IBEL PREY BY wl ow ~ SUE» .

almnst folz that I'd rather not know!

Thic gtmpsnhers ic waver into an excellent story which, for all the implied
horrpe g4i11 rontaine some great humour: dest listen to the topics of

in
=x

conver ation between frogs in a swamp when you have cast the correct spell

me abound with really satiefyvine splutipns, there are no
hoof reiief), whilst the mission dispenses with the

g ; treasures anc concentrates on searching for spells
and learning how and when to cast them. I could not ask for more in an

adventure of this type.

rrtext tha El

Beiboz, Head of the
urgently, because annchenters, hac summoned the Council

ancient orochecy regarding the arrival of an
al

omnipotent being named

Krill has come true and it will need the Council's combined strength to0]

keep him al bay. Nothing too original so far I ali but read on.

ial
me

0
— 3 oO

~

mn

PE

[

Belbor holce the original scroll foreseeing this situation which advises
>

1 guotel "To send a powerful Enchanter is ill-omened. It would be
ruinous to reveal over-soon your full powers". Belbco casts & spell - anc

you appear!

Belbor explains that he has interpreted the Scroll to mean that a Novice
Enchanter, with but a few spells in his Spell Book, must find Krill in hi
hidden lair in the Castle, which he has overthrown, and learn his secrets,
with which you may destroy him. No prizes for guessing who the Novice is
going to be. I came ic the conclusion that said Novice was a "cat's paw" tc
mislead Krill into thinking his opponents were beneath notice and would&

hopefully be lured into & false sense of "I'm alright, Jack". So off you

go.



os rie Ab = Pfs Ee We 3 mits Saks£ cresiems © have chosen the following as representative of

~ - ~~ a Pm em heyy ete ree Yoo -d -. pm "mde =?There is & Door, guarces by several built-in creatures of various lethal
ah Eh 03fp SIFY 2 Zh A saw Th Pap, ae £ Shs 1 aattributes, all proof against magic, The sciving of this probler alone is
5) meh medsalmost worth the ~EE ERa

ERfawliniwe WE

victim
dagger

|
plunging + owards you, una

You fing 2 spiral gheircese ¢wa aL LaDy ne » destination, either up

ne my favourite probler in the game. In a

some Thing described az “The Terror" was
killed, If released and allows” tr escape to
Council and, presumably, anyone else working

humanity would be destroyed. Unfortunately a very
important Scroll was sealed up with The Terror and somehow must be obtained

t releasing the unknown horror upon the Kingdom.

[= = mm

The g was that as [ could never see The Terror, each time I

gttempted to get the Boroll I released the Thing and could not contrel it.
Toa Con & Company fled the country and the game endedul

oc Civilisation" and given
5 pouek wh Rms om . - " «rm &aorustly with my being designated a "Menace

0ea Ed Lil T 1 {Rl Bs A J

=fiNUS . Eventually, I solved this teaser [ felt as good as
booms 1 -e - a. mmm yap m1 - &though 1 had recel ver ¢ Paols wir (well, almost),

41
ded



dcHBiea bi Wide Fead
} ne , be dpe “Lom ... 7, ch a

= Ba en AGTH Capel ibiimt, wwe oo Lal&h « 3day WOE 1d {Ea Ol
rEVEALLrD sansthing importantFEVER.LOL BGRELNING 1AD0rLA

Only ONE Sh with 'Enchanter’ and I'm probably being tos
bul, to me, it lg2great pity thal the came is interruptec each
Water susily ut and & trip has to be mace for a refill,

involves leaving gstie. Thic became e¢ bit of e bore and tended
to dilute the adventur ird atmoschere. I have found this sort of thing
ir other gamez. mainly the verb/noun variety, and with me, such

In the rest of the 'Enchanter’ trilogy, the Authors have dispensed with the
nest for food and water by including a soell which, when found, removes
hunger and thirst. However, considering the excellence of the game in
general, such a fault (if fault it is should not affect my judgment of the
adventure ez a whole and | have no hesitation in giving 'Enchanter’ maximum

points @ 10 out of 10, Of the games which I have sc far completed, to only
three could I give that rating.

One fingl cbservation. The official level of this ogame as per Infocom's
rating iz "STONDARD® lovel, Fardon pv sceptics! laughter hut I zlwsve beer

Braventurer found im thoWb inin oping the fimgl parde of 3 omaont amd dyin} AL MWorgs © aaun iC oVing2

lork who, before he evpired/Kinndor a4 Rppavre dhe
Tnépzon, Standard ic ‘Hard’, Advanced is ‘Harder’, but Expert isUL Chip

FEFERREPRER PREF EEE FEFLEREFFRR HFEF EXER EEF PELL BREPEF ERS FEELR RARELEFF RRA LRES

ANUENTIIRES FE AMOTRAT AND CRECTRIIMCREE 18 PRUE

NYTHVHEL - reviewed in this issue of Adventure Probe, Price 2,99,Ll Vi aim aden 7

THESEE - reviewerPee in this issue of Gdventure Probe, Price £2.99,i ' pes wi

MIAMI MICE - Price £1,99,hae

Al} ere available for Spectrum and Amstrad bv mail order only from:-

Tony Collins (AR, 17 Larch House, 37 Showzdele Read, Broméord, Birmingham,
PTL ANK



THESES - Tony Collinge - Price £2.99 {Amstrad and Spectrum

In thic BACed adventure you play the part of Theseus, the Greek hern. As

Theseus you will travel to Greece and the Island of Crete, with plenty of
things to do along the way,

aThe game is in two halves, the first part being "The Journey to Athens and
Hades’, The object of this half is to find the sword and sandals which were
nidden by your father, Pegeus. On the way you will meet quite a few people,
some of them are helpful to you but many of them seen quite set on killing
you. You have to use different objects to kill different opponents which
taxes guite a bit of working out, You can get killed by using the wrong
object on the wrong person, or thing, that you come across on your travels.
When you get to Athens you then have to go to Hades to rescue your
life-long friend who has been captured and is being held somewhere in hell.

The second part consists of your adventures in Crete. The main object being
to find and kill the minotaur which is deep inside the labyrinth. You will
visit many locations, consisting of mountains, palaces and quite a few
others. You will also bump into some horrible monsters - if they don't bump

into you first! But persevere and you will get there.

This is a text/graphics adventure, and luckily the pictures do not take
ages to draw which I really appreciated, although you do have the facility
to turn the graphics off. The author seems to have done a lot of research
into Greek Mythology before actually sitting down to write the game, which
I think more writers should do. It is also an original idea instead of just
finding treasure, killing dwarves etc. Another thing I really liked was the
fact that the mazes aren’t hard (because I hate doing mazes) although I did
have trouble with the labyrinth. But I managed to sort it out in the end
{alright I had help). There were also two parts that I was stuck at for
quite a while which made me pull my hair out, but luckily they were sorted
out before I was completely bald!

The game is very good value for money, in fact I think it should be sold
for quite a bit more than Tony charges for it. Maybe some software company
will see this review and ask to try it, and then offer to sell it for him.
If sp they will not be disappointed, as I think it is much better than half
the games that are on sale for a lot more money than this. I really do urge
people to buy it as scon as possible, they will not be disappointed. It is
& good adventure for both novice and expert alike.

Reviewer - SUE BURKE - Amstrad



MYTHYHEL - Tony Collins - Price £2.99

In thiz two part adventure you olay the part of Professcr Lancer who is the
Founder of the Occult, and you have to work your way through the game via
the strange world of the paranormal to find and rescue Penelope.

You begin in an office where vou will find enough things to set vou off on

your journey. Along the way you will also find certain objects from which

you will learn spells which will helo you get rid of unwanted things. But
to use the spells you must be carrying the correct object for the
particular spell. You can sometimes get help by talking to the people that
you meet on the way.

After leaving the office, with the help needed tc progress further, you
will go on quite a few journeys, having to piece together the clues as you
go along. You will go on & train, to a village and into woods, where you
have to do quite a few things before you can move on to part two of the
adventure.

In part two, which by the wav you can only get into with a password, you
will come across farmers, a van, police and lots more people and puzzles to
cope with before you can actually rescue Penelope from the Druid. You will
need a lot of patience to sort out one particular part of the game which is
wees I'm not going to fell you ‘cause [ was stuck there for ages!
Perseverance will get you there,

gain, this is a text/graphics adventure with quick to draw pictures that
can be turned off if you prefer. The author has, once more, come up with a
pretty original idea which makes the adventure all the more worth playing.
I enjoyed it because you can let your mind run riot and you feel as if you
really are Professor Lancer, because the things you have to do are pretty
true to form. Not like some games when half the things you have to do just
don’t make sense.

Once again I would recommend this adventure to people, in fact I already
have and they've borrowed my copy. It's good to sit there watching people
struggling when you've already done it, and I must point out that they say
they like what they have seen of the game up to now.

You won't be wasting your money if you buy both ‘Nythyhel’ and ‘Theseus’,
it will certainly be money well spent.

Reviewer - SUE BURKE - Amstrad
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EECRHUNTER - Global Software - Price £7.95

The object of this adventure is to collect enough beer to be allowed intc a
party, which at first seems easy enough, but as you go along there are a
few things which make you realise that it's not quite as easy as it
appears.

This is a GACed text/graphics adventure which 1 think would have been
better in text only. The drawings are very basic and the pictures of the
bars seem very similar, I feel that the space taken up by the graphics
would have been better used if you had more to do.

There are lots of objects that I could find no use for. I know that there
are usually some unusable items in most adventures, but I think there were
a few too many in this one. There aren’t many locations either - I found 41

(42 if you count the end).

Obviously this is one of their earlier games and, hopefully their more
recent ones will have improved somewhat, with more text and less repetetive
graphics,

I think this game would be more suited to the amateur adventurer, just to
give them a taste of adventuring. Then again, having said that, they might
find it pretty boring with hardly anything tc do. Many of the problems
occur with vocabulary, it took me ages to find out how to hang-glide off
the roof of the Barbican. For anyone else who is stuck there "Go bar" to
get served with a drink.

The price asked for ‘Beerhunter’ is, in my opinion, too high. I would put
it in the £2.99 bracket. If it goes on sale at this price then it would be
worth considering, otherwise, I'm afraid I wouldn't go out of amy way to
recommend it. I am contemplating getting their new game but am a bit
dubious about wasting my money again. I4 I do get a copy I will review it
as soon as I finish it, and hopefully will be able to give it a better
review than this one.

Reviewer - SUE BURKE - Amstrad
FREER EERE EERE ERERSE RR REEF REELRRRFFREE REFEREE RR EXEREREERRLREERREEEREFEREE

MAPS/SCLUTIONS WANTED

Has anyone got maps/solutions to Colossal Adventure, Adventure Quest and
Dungeon Adventure for ‘Probe’, please?

- {5 -



" pin ] : LcCRi0ses CAVE - Cowan Software - Dragon - Price £5.00

It’s pretty strange that the Dragon, which has been around for about four
years now, has until now had no faithful cassette-based version of that
foresather of all adventures COLOSSAL CAVE. Cowan Software have stepped in
to $111 the gap - but how successful have they been?

The 4irst problem which confronts the player is how to get the darned

program to load! After twenty minutes of fiddling about with volume levels
I $¢inally managed to load it and I immediately made my own security copy -
very easy to do as the SAVE game routine saves the whole program, including
the loader. Now I could actually get down to the game itself!

You start off outside a brick wellhouse, and there are a few objects to
collect nearby. The initial problems of getting into the underground system
by unlocking the grate and getting some light seemed nothing more than a

formality, but you have to remember that these are the original puzzles
which other games have copied. Once ‘safely’ underground there are dozens
of locations to explore and plenty of objects to manipulate.

here are also two of the most difficult mazes I've come across -
thesanemaze and the different maze. Eventually, however, I managed to
satisfactorily man them, There are also Ey r= treasures to collect
although so far I've attained a top score of only Si out of 200 - there's
osvicusly plenty more to be done yet!

The location descriptions in this game are generally better than those seen
in most Dragon adventures, but even so they have been significantly
shortened from the original, presumably to make everything fit into 32K.

There are some block graphics as well and sometimes the location
description takes up most of the screen.

The vocabulary seems adequate although there are some omissions - for
example, I generally like to be able to EXAMINE all objects, and a HELP

routine ic often useful. I suppose, though, that this is a matter of taste.

Commands are of the verb/noun variety and several can be strung together at
a time, separated by a colon. Response time is very guick and, if you don't
touch the keyboard for more than one minute, the program tells you to get 2

move on. Problem is, there's no HOLD or equivalent so you can’t leave the
program and go away for a break - you're liable to find you've been killed
by a nasty dwarf in the meantime.

- 16 ~
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produc ang at siv pounds tt exactly c

suppose it could EERE& must for every Bante adventurers
collection. Although it fet2& few faults, it is part of adventure history
anc can't be ignored by any self-respecting adventurer,

Reviewer - ALAN COOK - Dragon

{ Cowan Software are at 27 Bristol Avenue, Manchester. MI% INU)

FERREROOEEREOFEEEREREEEEFREERRHERRRE
ADVENTURES FOR SPECTRUM AND COMMODORE 64 (QUICKLOAD)

HAMMER OF ERIMMOLD - reviewed in this issue.
FEALY OF DARKNESS - Recover treasure stolen from the King's castle in the
ace of a fierce dag, & wounded hyena and a fire breathing Mutant Mole.

MT NT - Your job is to exterminate. Your mission is to seek out the Beast
hat is laying waste the mountainous regions of a small island.

WITCH HUNT - Based on Scctiish folklore, this adventure puts you in the
clutches of an evil witch, Your quest is simole, find your way home again.
THE JADE NECKLACE - Play the part of Phillip Mallow, private eye. Outwit
Big Fate and his henchmen, Help the Police Ceptain put Big Fats behind
bars.

11 the above adventures plus LIFEBOAT and MATCHMAKER are £2.50 from:

JACK LOCKERBY (AP), 44 Hyde Place, Aylesbury, Canterbury, Kent. CT3 3JAL

BEER EREEREERE RE REE REE RR EERERRRRRR RENEE ER RRR RFRARRRLRHRAINS

ADVENTURES FOR THE 48K SPECTRUM

THE DRAGON OF NOTACARE - Read the review in Issue 4 of ‘Probe’.
TREASURE - You play the part of a thief who has to find an ancient temple,
which is hidden in a large forest, and steal the treasure within.
RESCUE FROM DOCM - Professor Tefal has been kidnapped and imprisoned in the
mountain of DOOM and you have been assigned to rescue him. This adventure
has pictures to complement the text description of every location except

rrRICE: £2.50 each plus 30p postage and packaging, or £6 for all three pluson
postage and packaging, Send cheque/PC to:

David Edgar, | High Parksail, Erskine, Scotland, PAB THY

- 17 -
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from ‘Lord British’, Unlike most role playing games however,ora<mw 1
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LLTIM vhas an end purpose to it, and gona a variety of adventure
style problems which must be solved if progress is to be made. This makes a
welcome change from the usual affair of wandering around aimlessly bashing
monsters and collecting gold.

flso, unlike most games of this genre, you neither create your own
character (not directly at any rate) nor does the computer generate cne at
random for you. Instead, at the beginning, you visit a fortune teller who
decides your characteristics and profession type (Ranger, Paladin, Fighter,
Druid etc.) from the answers which you give her to various questions posed
by her. Anyway, on to the game proper.

The package consists of a cloth-like coloured map of the Land of Britannia,
2 Spell Book, a comprehensive Player's Buide and a quick reference card.

The Buide contains all sorts of useful information, ranging from 2 Bestiary
to a potted history of Britannia. Finally, of course, the package also
contains two double-sided disks - Side A being the main program, Side B the
towns disk, Side C the Britannic disk (also used for saving your current
game on) anc Side [ is the underwater disk, containing the dungeons.

The main playing ares is a colourful multi-scrolling map over which you
move your character, across hills, grassland, forest etc. You can also
capture a pirate ship and sail across the sea to explore various islands.

The playing area is huge - Origin Systems claim it is 16 times larger than
LTIMA III, and I can well believe it, Scattered throughout the land are

various towns, villages and castles. Entering these gives you access to
various types of shops etc., and also allows conversation with the numerous
characters who you meet - this is absolutely essential, as you gain
information vital to solving the game from these characters. also, you may
find that some of these characters are willing to join you, and eventually
you will have a travelling party of 8.

Besides the towns there are dungeons to explore and shrines to meditate at.
And of course, there are loads of monsters to do battle with - victory
bringing gold and experience points.

- {8 -



fascinating and highly addictive game -
on't hesitate - BUY IT!=

wm1 in all

possibly THE game of 1984.

GRAPHICS =~ #¥¥s
SOUND - REEide - REEEE

RIGINALITY - wesrT - REER¥

VERALL - REEEF

Reviewer - JOHN MACVIE - Commodore 64

FREER FEF EF ERR ERR EFF EEFRFEERE REEE REFERFREER FREE FERRERFREEXE RRERAFREE RRRS

INCENTIVE SOFTWARE

The first two GACed adventures in Incentive's Medallion Range are:-

The Legend of APACHE GOLD - written by Peter Torrance the author of SUBSUNK

and SoApSE DELTA,

Lonesome Cowboy ‘LUXE WARME', not a Dime to your name and only dreaming of
riches. But there iz a LEGEND. A legend of great riches in an Indian Burial
Ground.

WINTER WONDERLAND - Breaking through the dense cloud cover you were
relieved to see a dazzling white snowfield spread below you. Desperately
preparing for a crash landing, you were distracted by a glint of sunlight
on glass - a building! Could THIS be the lost civilisation?

Your attention however was drawn back to the ground hurtling towards you...

APACHE GOLD is available on Commodore &4, Spectrum, Amstrad CPC - tape only
- Price £7.93,

WINTER WONDERLAND is available on Commodore 64, Spectrum, Amstread CPC and
BEC B - tape only - Price £7.95.

Incentive Software (AP) Ltd., 2 Minerva House, Calleva Park, Aldermaston,
Berkshire. RG7 404
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HE THi iis rr oi ~ Bld Tam giIRTEENTH TASK - Arc Software - Author Alan Cook Price £3itil 01 P= te of

The Thirteapath Tack iz » marhine rode tevt ardupnture eet in the ald times
of Gresl mythology. You, Hercules, have finished all twelve tasks given by

Eurvetheus, the ruler of the land, After completing all twelve tasks
without fail, vou have been given another task, & Thirteenth Task, and the
most difficult and dangerous.

You must kill Hades the ruler of the Underworld, and win his crown for
Euryetheus your master, It ie aleo said that people usually have to be dead
before they can enter the Underworld!

You start in a rocky mountainous area, cornered by a lion with no way out.
Careful, logical thought ic needed to escape, as with all the problems.
After Finding out how to escape you come across a lebyrinth. Finding a way

through will enable you to find more of Hercules’ enemies, like a Gorgon
and later on tc Chimaea who guards the entrance to the Underworld.

This adventure holds a few commands I've never come across before. Here are
a few as gr in the instructions e.g. EYPLAIN, CATCH, not to mention
some others that are not in the instructions,

¥The Thirteenth Task has a nice display with brief descrictions of your
surroundings and has atmosphere too, There's 2 small command window at the
bottom of the screen as well that keeps the screen tidy.

I did notice one flaw in the program. When loading in a SAVE game, if an

error appears off the tape, the whole program will erase itself, which
means loading the adventure back in again. Still, don't let this put you
off as it is a good adventure that has a lot of logical puzzles with 2 good

story line too. If you enjoyed Channel 8 adventures then you should enjoy
this one.

Reviewer - Philip Ravenscroft - Dragon

FERREEEREEEEADVENTURE FOR DRAGON

The Thirteenth Task is available by mail order only from:-

Arc Software (AP), 272 Mearns Road, Newton Mearns, Glasgow, 677 SLY

—



T was pleased, and amused, to notice in issue © of “Adventure Probe”, that
my previous ariicie (emtitieg: “Do‘e and Don'ts"), provoked some interest
from other readers, both taste. and unfavourable.

fz an puthor, 1 always welcome discussion on anything that I have written,
and I have no chjection to constructive criticism, However, one comment

that was made, deserves a reply, thic wae .,., (how dare [ express my

opinion on Mazes).

The whole point of belonging to 2 group such as this one, is that members

are alwayz free to express opinions, despite the fact that other members

may not always agree with them.

I stand by my condemnation of Mazes being programmed into Adventure games,
they are boring, unnecessary, and often used by programmers to fill out an
Adventure game with extra locations, instead of adding more realism to the
game, by way of atmosphere and puzzles.

For those who enjoy them, my final comment would be ... you are stuck in a

rut «oo you are stuck in a rut ... you are stuck in a rut ..., you are stuck
+ |IN 28 TUT cevennnssnnne.

MALCOLM SERBERT, 17! Kings Road, Harrogate, North Yorks, HB{ S30

-n I'l wa va ee we om oe

One feature that you may like to add to ‘Probe’ which could save a lot of
hair tearing would be to list those Amstrad 444 games that will not run on

a 6128. Whereas some, such as the Hobbit and Spytrek load (on tape! every
time, the only problem being the waiting. Others, such as Terrormolinos and
Colossal Cave will not load at all, Apparently the DOS takes up space in
the "front" AK of memory, so not leaving enough room for "big" games.
Frustration sets in.

BEQFF SNELL, 20 Knox Green, Binfield, Bracknell, Berks. R612 SNI

{If you know of any games that won't load on the 4128 let us know and we'll
print a list ..... Editor)
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I'm giao tnat you reise sue 4, as 1t gives me

the chance to make 2 few comments on this device.Icame into contact with
Lenelpl fpr the fire time just recently ... when 1 was playing PRICE OF

MABIY, I had ewpected to have trouble with it because I use an old
reconditioned TV for my adventure playing and its screen resolution is not
of the hest!

1 had heard that Lenslok requires a fairly good screen resolution or it is
difficult to read the code that the device generates. Bo, as I say, I

expected trouble ... and trouble I got!!

I suppose that each time [ attempted toc restore a saved position I must
have had about & to 10 attempts before I finally punched the correct code!
At first T didn't mind this, I was just pleased that I'd got the thing to
work at alll!

However, after come time, the process began to become most annoying and I

found that 1 was starting tn avoid nossibly ‘dangerous’ moves in order that
T wouldn't get killed and have to restore a saved position!

Now, one of the delights of the Level © games it the huge complexity of the
scenarios and much fun can be hac from sticking vour nose into all the
little nooks and crannies you can find ... and from trying out some really
outlandish commands on the basis of "well, you never know!!" - and if your
nose got cut off in the process, it didn't matter because you had saved
your position (hadn't you?)! But, due to the difficulties of Lenslok, I

became loath to investigate the little nooks or attempt anything else
untoward. The result being that although I eventually finished the
adventure, I think I must have missed a lot of what it had to offer ... and
I resent that! I feel very disappointed about that indeed!

So, in conclusion, I can understand how software houses feel that they have
a need for Lenslok {or something like it) but it seems to me that it is
just another example of something being foisted upon the adventurer which
he neither wants or needs but is considered good for him by the producer.
Lenslok managed to destroy the atmosphere of PRICE OF MAGIK for me and, I

suppose, now that Level 9 have used it once, it will ruin the atmosphere
and enjoyment of many adventures in the future!

JIK O'KEEFFE, 28 Sable Close, Beaver Estate, Hounslow, Middx. TW4 TPE
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Having started on adventures about & months ages in the hope that they would
offer a different type of challenge to the strategic/wargames games, which
up to then I was playing. I must say thet they do in many ways offer a
better challenge than I had hoped for in the many different types of
problems to be solved e.g. how to use the objects found, get ©

various creatures etc, encountered, mazes anc how to get some of the items
needed to complete the adventure,

The biggest problem I have so far encountered in the small number of
adventures I have completed is finding the right syntac to get the computer
to do what is needed because of the limited number of words and ways the
program allows the computer to respond. I do find this a bit annoying at
times, e.g. how to kill the elf in FOREST AT WORLDS END (Kill elf with
bowi, sounds as if you hit the elf with the bow or something.

Do you and the other readers consider this to be a legitimate problem or
something that Joa has toc be put up with? Still must not go on too much
aboutMt until I have done some more adventures to find out if they all
have &4Y 3fiave this little problem.

STEPHEN J, McCALL, Hall Cottage, Hall Road, Framingham Earl, Norwich,
Norfolk, NRi4 78B
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You asked for our views on game prices. Well, I totally agree with Jim
(see letters Issue 9). 1 really enjoyed playing THE BOGBIT, but at £7.95
it is not worth £6 more than THE HELM or SEABASE DELTA. In fact I solved it
much faster than either of the others!

It might seem selfish of me, but I don't really care how much extra time
etc, programmers put in to the more expensive adventures. If 1 can solve
them in a week then they're not worth eight quid!

While I'm on the subject (in case any programmers are interested) I like to
solve lots of fairly hard problems, rather than not so many very hard
problems,

BHYNNE WRIGHT

FUABONRPDEUD BEYREE REE RRR
118 Dark Lane

spantev
Bedworth€;
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Nuneaton.
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THE HELPER

Bath ‘the offices’ of ‘Probe’ and mysel?are receiving huge volumes of mail
from travellers in distress so consequently we thought it would be a useful
idea to publish the answerc to pleas for help in ‘Probe’, together with any
particular problems that seem to be creating difficulties for & number of
neople,

Naturally, the answers supplied will be dependent upon my own knowledge
combined with any information Sandra may have in her files. I feel it most
unfair fo give advice on an adventure I have not completed 100% myself, but
in some instances I may have to rely on “untested data".

1 would appreciate it if you could write in to Bandra with your
information, ideas and help so that your letters and thoughts can be

incorporated into my responses. I would alec like to know the type of
format you prefer, i.e. to simply print an answer underneath each letter or
to create a column of tips and ideas centred around published and

unpublished correspondence received. In some instances it may prove useful
to write a ‘special’ on a particular adventure if general response merits
this.

I have decided to use a nom de plume for & variety of reasons, and not
simply because of the precedent set by adventure columnists in the rags.
Firetly, T am already swamped with correspondence and secondly, and more
importantly, I do not want to take credit even if I have worked the
solution out for myself,

I receive so much help and advice from so many people that it is impossible
to credit everyone. Indeed, in many cases, I could not tell you whe

supplied the original tip, For the most part combined efforts and pooling
of resources is probably nearer the truth, Therefore, when writing notes in
‘Probe’ under a nom de plume, hopefully everyone who has contributed knows

they are being credited, albeit anonymously. This also avoids the problem
of crediting the wrong person, omitting a credit or two or, in cases where
several people have supplied similar help, who to credit.

I've lost count of the number of times I have seen my own solutions in
print under someone elses name and I have even seen my solutions offered
for sale. I know this is happening to other people and I desperately want

to avoid these problems. So, if your ideas or tips appear in this column,
please remember that I am not claiming personal credit and that everyone is
grateful for your help. (continued)
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thiz way. Hopefully, Sandra will find epaze fo include 2 list ofTET
contriputors every now anc then. Views anc opinions please.

IT ar particularly keen to receive information from readers who own one of
the less popular machines and from those people who can give help on some
of the lesser known adventures so that we can also assist minority groups.

On a personal plea. Has anyone out there completed ACHETON on the BBC? If
so I'd love to hear from you. Indeed, correspondence from BBC owners would
be particularly welcome as this group of adventurers seem to be neglected
by the commercial rags. Despite the fact that my files for Amstrad,
Commodore and Spectrum adventures are assuming gigantic proportions there
are still a lot of gaps soc please write in.

For those of you who may be interested, the adventures that seem to be
attracting the most correspondence at present are THE SPHINX (probably
because Merlin in Electron User has been plugging it), BORED OF THE RINGS,
THE BOGBIT and KENTILLA., The old Level 9 games are back in vogue since
Jewels of Darkness was released, and SECRET OF ST, BRIDES seems to be
taking over from THE VERY BIG CAVE ADVENTURE which, together with SNOW

QUEEN, seemed to form last months problem areas. Adventuresofts REBEL

PLANET and RORIN OF SHERWOOD have their followings.

For once and for all can I tell everybody how to get out of the Dungeon in
ROBIN OF SHERWOOD? (Although I cannot believe there can be many people who

are still stuck judging by the number of letters I've answered recently).
[t's getting like the Goblins Dungeons in the Hobbit! Just when I thought
I'd sorted it, another flipping Goblins Dungeon appeared in THE BOGGIT and
another wave of anguished travellers have been pleading for help.

Oh! By the way, where possible I intend to give straight answers and not
cryptic clues so it is possible I may give ‘unwelcome information" from
time to time, so be warned!

Well I reckon I've already overrun my space, although ! was never actually
given a ‘column length’.

Yours in adventuring

THE HELPER
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AIL ALT Yes dbmgabke TA L bow SED TRE CUTSGT 5 ~ 3 isAHY AH You thought I'd forgotten ROBIN OF EHERMOOR'® {lose your eves
parents - here is the answer:-

STAND ON SHOULDERS (of prisoners), LOOY GRATING to see the guard sitting
ten paces away, WAIT and when the guard comes over GRAB ANKLE, STRANGLE

BUARD, EXAMINE GUARD to find sword, UNDO BOLT with sword, PUSH GRATING,

ENTER GRATING and vou are on your way. There are no keys. Now the odd

person who did not know the above need not feel left out - for you know

now!!!
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HELP GIVEN

For all of you who have written in to ‘Probe’ and had your name in previous
"Helplines, THE HELPER has supplied the following help for you.
€L owl RDPEY RODEN OR EBENYTENEEUOEONOTOOPUBEOPEYSEIRNCAITOROIRARAPOOENUOUDOOEFRENY

BEDRGE O'DONNEL - Bored of the Rings Part 3.
The pinie has the sunglasses by the Black Gate of the Tower. To get this
far:-
From the start at the bottom of 2 gully in the mountains, Bo East to the
waterfall and TAKE the platinum BRICK. Go South to the mountain stream and

East to the cli4f with a convenient rock. SAY HOG and the rope appears TAKE

ROPE, TIE ROPE (to rock) and CLIMB DOWN to the foot of the cliff. When

Boldbur appears BIVE BRICK and BO NORTH into the marsh. The route through
the marsh is N, SE, SE, N, N, E, 5, E, E, 8, E, E, N; W, N, E, E. When at
pixie WEAR SUNGLASSES and W, W, S, E, S, W, W, to return to the Basilisk
who now turns into concrete.
FREFFREPRE FERRE RRER FRE FEFFRRRR ERE RR RE FREE REPRE FREERERRF REERFREER ERAS

GILL COPPENHALL - Sphinx.
Assuming you have found the shrine of the Fairy Chief and gone UP to the
Fairy Brotto, if you WAVE WAND there the Mithril Ring will appear.
FERRER EERE EEREREEFEEHERREROEE
RICK TRAVIS - Snow Bueen.
Assuming you have reached the walled courtyard, perhaps if you PRAY Berda's
breath will turn to ice crystals which could form angels. Angels don’t like
demons. Now you should 60 NORTH and WEST to the garden where there are ice
flowers, Flowers like you talking to them. The flowers give you some very
useful information.

FERREEEEHHEREOHRR
- 26 -



tL {mdA Viewing

SIMON BTEELE - Project Volca
Presumably you are stuck with the code needed to Wipe out the Vorsh II
computer. Try Pentagon, Ssgtagon, Decagon giving 5, 7, 10. Enter these
numbers anc you've finishec. If you're stuck earlier on let ue know.

7
ok
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GWYNNE WRIGHT - IZ
Dig in sand, lift bucket, dic again. Ring the bell on the bike outside the
igloo. Thumb a lift on the road, but wear the tie. Knock on the large oak
door and just open it but check the wall and the vine. Hope that’s enough
to get you going.

FERERERERER FERREEF RRE BER ERE RRRE EER EERE EER EEREERE EAR ERRRAREREREER ERRERE

JANET LOXHAM - Lords of Time.
In the Invention Room SAY EUREKA and IN to the Invention Alcove where there
is an anagram for James Watt. SAY JAMES WATT, IN, and you are in & recess.
TAKE WHEEL, DOWN and you are back in clock. In the roots of the plant DROP

BOTTLE which kills plant. EAST to the long tunnel, EAST, UP the treacherous
stairs, UP the narrow stairs, UP to top of stairs, TAKE CLOAK, WEAR CLOAK

to render self invisible. OPEN TRAPDOOR, UP and under table of nine
Timelords, UF to go behind Timelords. As you are invisible they can't see
you. You have two moves in Mists of Time.
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If you write in for help and I can’t help you personally I'll forward your
queries on to THE HELPER for inclusion in the next issue of Probe -
adequate time permitting. Please be specific in the kind of help you
require, be it a hint, a nudge or more detailed helpecescsssssnnesssoSandra
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Has anyone got a map and/or solution to GUAN TULLA? Lots of people are
tuck in this adventure and I am unable to help themi.eeesseesesss...5andra
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LORNE OF TIME - Janet Lovham

The candle will not last indefinitely. To get the firefly - which will give
eternal light - take the tiger's tooth to the paved area in the garden in

Time Zone 1. Examine the compost heap twice to find & mushroom ring. Eat

the mushroom and a tooth fairy will appear. Give the tooth to her and she

will give you the coin. She will also ask if the coin is enough. Answer in

the negative and she will present you with a firefly. Accept this.
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EUREKA (Romen) - Braham Robson

The witch would feel happier if you put luck on her side. If your axe is
blunt why not sharpen it with some water and a stone. Cut the trees in the
forest for some useful mining props. The skull is found where the lepers
are. To get swamp rose go E, SK, E, S in swamp, To get tooth after cutting
tree go W, ENTER, DIG, USE PROPS, §, USE HAMMER. To get eagle wait on the
road by the trees until nightfall then enter camp and S, to find chest then

open it with key.

sees* sesseeussrasave . ese EEE ESTER BEAD EAT RIIIFITRPESEIIOROIRPIDIEFOIRINOIORDOORRD
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ETURN TO EDEN - THE HELPER

There are two platforms. In order to ascend, the other platform must be

heavier and to descend, the platform you are on must be heavier. Therefore

it is essential to ensure the platforms are correctly weighted, bearing in
mind that the stone is twice the weight of the other items and that you
count as five. Furthermore, you have to ensure that not only is there
sufficient weight to take you up but that you can attain sufficient weight
to return,

CES EEE PERT EEE ERE ERSTE ITY NAS V IAT ETON EVA TEER RUE INEITEUSEREIULORERPORDED
ss sos BsBeeb EAS EERBIRIESOBARROOCEPN0R Es FOPCOBR0RENRsRRREEOVBA0ROAPRUBATONIRDS

FOURTH PROTOCOL - Jim O'Keeffe

The passwords to Cencom will always be one of these three - PHOENIX,

FIREBIRD or ROCKET.
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URBAN USSTART ~ Janet {orhar

Lager - Bive to football far and he will then allow
you to get the rat trap withou' becoming
violent,

Food = Found by the church. Eat it to give you
strength to open the door of the old
building. (Cross bridge to reach the
building.)

Cheese = Insert in the rat trap and drop it in the
old building to kill the rats,

Cardboard box oe Found in the cellar of the old building.
Open it with the scissors. Inside are the
boots.

Boots - Wear to cross the building site. They stop
you from sinking into the mud.

Flying suit = Examine the pipes on the building site to
find it. Wear it.

BEERRHRHEEEREEEREREERSHEEREES

BUBS AND AMUSING RESPONSES

Robin can do naughty things to Marian in ROBIN OF SHERLOCK! It's good fun
to steal her clothes, may even be necessary ... says GEOFF SNELL (AMSTRAD),

CHRISTOPHER HESTER (Commodore &4) suggests you try the following inputs in
I0RK 1:-

Climb in sack - Enter Sack - Cut manual with hands - Cut manual with sword
= lork - Down (at Aragain Falls) - Down {at chasm) - Look at me - Kill me

with hands - Swim - Swim in water - Clean me - Clean me with water - Jump -
Back - Climb (at impassable mountains) - Take me - Hit mailbox with hands.

Bug in Zork! Enter GET LANTERN AND RUSTY KNIFE you get garbage text.
Enter DIG SCUTH WALL WITH SHOVEL gives no response, but you've made one
move in the game! Another bug?

FEEERHEEERERRERRORREE FREERRRRREE RFR EERE RRRREEREEBREE RRRERS
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SHERLOCK ~ Janet Lozham

The ending to Sherlock is very temperamental and it ic sometimes difficult
to convince Lestrade that you have enough evidence to convict Mrs. Jones
and Basil. The following might help fellow sufferers!

To convince Inspector Lestrade of Mrs. Jones’ guilt, you need to be
carrying the following:-

i. The gun - carefully examine the stream when Lestrade returns to
Leatherhead between 9.00 and 10.00 aon Tuesday.

2. The bank book and the note - open the drawer in Brown's study,
carefully examine the drawer, open the false bottom and get them.

3. The bloodstained clothes - carefully examine the bookcase in the
Jones’ residence to reveal a secret room behind.

4. The folder and the unfinished note from Tricia Fender's safe.
3. Ask the cook and Daphne about Basil.

Ask Tricia about the clothes and she will reveal that she is really Mrs.
Jones and that she killed Tricia. Take her to Lestrade in Scotland Yard

along with the three notes from Basil's flat and say to Lestrade:-
"TRICIA FENDER BLACKMAILED MRS. BROWN"

"MRS. BROWN KILLED HERSELF"

"MRS. JONES KILLED TRICIA FENDER"

Bay to Mrs. Jones:-
“TELL LESTRADE ABOUT CLOTHES"

"TELL LESTRADE ABOUT TRICIA"

Lestrade should arrest her. Now say to Lestrade:-
"BASIL HAS PLANS"

"THE LOCATION IS OLD MILL RCAD"

"THE SALE IS AT 2,30"
Follow Lestrade to Leatherhead and go South ahead of Lestrade into the main

street. Here you should find a police cab. Climb into the cab.
{You must get Into the cab before Lestrade otherwise the progras will
crash - it did on my version anyway/)

Bet out of the cab the moment it reaches Leatherhead again and go North to
latform 2 of the station to see Basil and the Agent get onto the train.

Say to Lestrade "FOLLOW ME" and then go South and climb back into the
police cab.

- 30 ~



OTTTOTON DORSETPRECISION CORMER
SHERLOCK (continuedt,

Say fo the policeman "IMMEDIATELY GO TC KINGS CROSS ROAD,

Wher you arrive go to Platform | and wait for “he 4.26 train. Climb in and
leave when it reaches Victoria Station at 6.41, Basil and the Agent should
also arrive so enter "LOOK" to see the conclusion,

INNNIIININNIN)
RETURN TC EDEN - How to score - sent in by THE HELPER,

f. Dig into the molehill
2. Sleep in comfortable cave
3. Brow house plant
4, Feed Levithian
3. Eat pill
&. Grow para-shoot
Ts Mend branch
8. Freeze quicksand
0, Destroy fence

10. Destroy mines
ti, Bypass big robot
12, Recover credit card from Godfather
13. Get ticket
14, Buy koala
15. Own Habidome
16. Become Mayor
17. Reach Space Station
18. Escape from Habiviron
19. Travel to Snowball
20. Bet radcom to control room to score 1000 points

CrrerrerrcrorrrrrererorrrroreerCrrCeCrrrrerererrrrrrrerreerrrreerroerre

EUREKA (Roman) - Graham Robson

To cure leprosy you need the robe from the catacombs. To get this take
torch when you enter then go SW, SE, N and SE, take robe, E, SE, SE, N, SH,
drop torch, §, then give robe to men carrying fish and candle in his house.
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FERRYMAN AMATTS - sent in by THE HELPER,

In this game one of the tricky bits is to actually start the game. You must
dn everything in the right order and you have no spare moves. A false move

on the first input is death, which is a bit unfair:-

GAY NIMLAK and the priest gets his due deserts, DOWN, PUSH PRIEST, DOWN

into the pit. SOUTH, DOWN, SOUTH, DOWN, WEST, JUMP, WEST, DIG, WEST, JUMP,

WEBTY oo sens stimes vwmss imps £25 Volos § wii 1 540 $d RARE EE § SEES SEE
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ENTHAR 7 - sent in by THE HELPER,

GET HELMET, STAND UP, S, W.

SEARCH, E, §, PLUG TORCH INTO SOCKET.

N, N, W, PRESS BUTTON, LIGHT TORCH.

W, SEARCH, CLIMB UP SHELVES, BET CELL, D.

BET CLEANER, INSERT CELL INTO CLEANER,

E, SE, SE, E, S, OPEN DOOR, S.
BET BLOVES, WEAR BLOVES, BET PLASTER.

REMOVE BAG FROM CLEANER, GET BAG, MEND BAG WITH PLASTER,

ATTACH BAB TO CLEANER.

N, N, H, Nd, Ni, E, GET MAP,
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ADVENTURELAND - extract from a solution by R. H. Rainbird.

START IN FOREST, E, E, BET AYE, §, 60 HOLE, BET FLINT, U, W, GET MUD, CLIMB

TREE, READ WEB, GET KEYS, D, CHOP TREE, 60 STUMP, BET BOTTLE, U, W, GET

FRUIT, E, BO STUMP, DROP FRUIT, BET LAMP, DROP AXE, D, GET RUBIES, U, DROP

RUBIES, D, BO HOLE, UNLOCK DOOR, DROP KEYS, U, U, GET AXE, U, E, N, DROP

MUD, DROP LAMP, DROP BOTTLE, DROP FLINT, N, BET OX, SAY BUNYON, SHIM, GET

MUD, GET LAMP, GET BOTTLE, BET FLINT, §, W, W, GET OX, E, G0 STUMP, DROP

0X, U, BET CHIGBERS, E, BO HOLE isvvvoinunnvsscnnnsisnsnnnsrsanasennanss "
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ERIM THE VIKING - extract from 2 enlufion by Linda Friend,

Following or from last month,

Notes
You ere standing On geck and you ees an immense dregon. URL URC EON, BET

FEATHER, ©, D, D. The dragon ic very happy and a whistle appears on
on wQJ 14 you get hopelessly lest at ses, blow i and the dragon will take

u eomewnzEre recognizable,<

DOLPHIN. pier you have ohtained tre flask from Al-Kwerast on the first
© tn the sions aay. hernevt Time vou see fhe dolphin blowing oubbises,

y y

OUT, FILL FLASK, IN. You now have the 4ienes breath menfignec in ine
)

“ingredients”.

- t.A 2 J
r 0 8. 14 you forget to mend the sail after you have got ine needle,

this will fill the sail with wind.©Lp& m or pal = uy

THE PLUG. You may find the maelstrom near the deep fjord (it isn't always
there) if sc, THROW PLUG.
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THE BOGGIT - extract from a solution by John Barnsley

Fart 2, From the Boblin's Dungeon. (Make good use of 'RAM/SAVE' curing this
part!)
TIC SAND, LOOK (you can now ses & locked Sapir SMASH TRAPDCOR, LOOK,

TAKE TORCH, EXAMINE TORCH, EXAMIND BATTERY, INSERT BATTERY INTO SWORD, TAKE

ASH, THROW ROPE AT WINDOW (until it becomes yy caught), PLLL ROPE

ow in a dark winding PasSagBlesesessrcssssnssresreancsssanasenans
a

JnrPomeQicige1h ;



HE COUNT - extract from a solution by R. Ho Rainbird,

Start in bedroom. BET SHEET, GET UP, N, W, GO DUMBWAITER, RAISE DUMB, GC

RICH, BET MATCHES, BET GARLIC, GC DUMB, LOWER DUMB, LOWER DUME, GC ROOM, L,
TIE BHEET, TC RING, BC PIT, LIGHT MATCH, BET TORCH, LIGHT TORCH, CLIMB

SRZET, UNLIGHT TORCH, UNTIE SHEET, BET SHEET, U el) {until bell rings),
—

Go DUMBRATTER, RAICE Dime, BC ROOM, E, E, BET CARD , BET CLIP, DROS CARD,

DROP NOTE, W, W, 60 DUNBWATTER, LOWER DUME, GO RO0%, PICK LOCK, OPEN DOOR,

BC DOOR, DROF STAKE, BET VIAL, EMPTY VIAL, GET TABLETS, DRO® VIAL, K, CLOSE

EES DOOR, DROP CLIP, LI6HT TORCH (when getting dark, EAT TABLET

(wher getting dark), GO DUMBWAITER, RAISE DUME, GC RODX, GO OVE!

apisBar china een eranrannsnenasanarantars nse arats star rsanterstarnarennan
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THE CRYSTAL FROG - extract from a solution by Tom Frost

E, S, E, BET APPLE, N, E, DRINK LIUID, ¥, W, N, N, E, ENTER, GET SPADE,

EMPTY BARRE. , talc = UTTON, Ry by HW,
N, N, oure LEAVES, GET COAT,

LOOK, BET KEY, § 87 E, 8, EXAMINE= ARS, ENTER BAF, DIG, LOOw, DROP SPADE,

BET BOX, E, E, DROFBa, LOOK, BETbv k, 5, W, BETor, Wy, Wy ®W, WK

UNLOCK DOOR, OPEN DOOR, ENTER, DROP KEY, BET ET N, USE MACE, DROP

MACE, GET COINS, §, §, GIVE omg,id GET SCROLL, READ SCROLL, DROP

5 ET FOOD, §, FILL BUCKET, N, W, W, GIVE FOOD, BET ROPE, E,

L

HEAR MABE, B, Sevrvrensrensernsessssrsssenssessirnnssnnsenorennses

MYSTERY FUNHOUSE (14K VERSION! ~ extract from 2 soiution by R. H. Rainbird,

i tront of iy WEAR GHOES, DROP WATCH, E, EXAMINE TREE, GET

RANCH, EXAMINE GRATING, CHEW BUM, STICK GUM, TO BRANCH, BET COIN, WITH

RANCH, DROP BRANCH, " BC COUNTER, GIVE COI, ENTER FUNHOUSE, N, N, E, HW,: ®, PULL BLUE, GET SIGN, D, PULL GREEN BET TRAMPOLINE, 8, DROP SIGN, GET

SEE, Noi, W, Uy U, U, U, GO LADDER, DROP TRAMPOLINE, GO TRAMPOLINE,

JUMP, E, BET COMB, CRAW., 5, D, GO SLIDE, GIVE COMB, GET KEY, GO STAIRS, E,
E, N, §, S, E, WEAR SPECTACLES, LOOK MIRROR, UNLOCK DOOR, G0 DOOR, DROP

SPECTACLES, GET HARDEE, ras dvmn am simi ves e ienins Cine vo @ sass « s swe sae

eq
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~e  pubwame LpRm os gmiieer me Bac D0 BE Bead
“ Biel ron & S0IUNIEBN WY orhe Tes BAD

Hie§Ee junction: KE, IH SHACK, OPEN OVEN, GET BREAD, JUZ AND LANTERN, GO

oUT, NE, SE, NE, DRINK WATER, FILL JU 1TH WATER, 34, 8, Sk, 8k, S,
BLSTDEy {spell given you by Crone, NE, NE, E, E, REZROV GATE (after
memorising Rezrov Spell), IN, MEMORIZE FROTI THEN FROTZ LANTERN, N, K, E,

E, E, E, £, MEMORISE REZROV THEN REZROV NORTH GATE, N, GET KREBF SCROLL, E,
MEMDRISE HA THEN NITFOL FROGS, LOOK UNDER LILY PAD AND GET DAMP

{CLEESH) SCROLL, GNUSTD KREBF SPELL, BGNUSTC CLEESH SPELL, Wy Sy W, W, W, W,

W, §, &, S, 5, E, DOAN, N, OPEN DOOR, N, MOVE BLOCK, E, BET STAINED SCROLL

(EXEX), BRASTC EXEL, W, S, U, W, U, GO TO BED AND SLEEP, GET UP, EXAMINE

ZDPC3T, PUSH BUTTON, GET GOLD SCROLL  (VAXUMI,
BUSTED VAXUN

~BPEesas sensensnnsnsnseerssonnsanasannessesnsnasnsrennsasasnansrancnionsns
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omnenRin Ar MA YMOAROIT PARTGORCERCR OF CLAYMORGUE CAETLE - extract from a sciution by K. H. Rainbird

Start in & field. GJ MOAT, TAKE BREATH, BWIM DOWN, BET TOWEL, SWIM DOWN,

SWIN EAST, U, GET CRATE, CoEX CABINET, S, BET PERMEABILITY SPELL, he PUSH

EAST, CAST = i, PUSH SCJTH, BET STAR, DL, CAST LYCANTHROPE, GC HOLE, GET

STAR, GC HOLE, WALK UP, N, DROP STAR, DRO™ STAR, PULL WEST, BET METHUSELAH

SPELL, BET UNRAVEL SPELL, E,N, E, CAST UNRAVEL, W, GET BRICKS, &, PULL

LEVER, DROP WOOD, GC DRAWBRIDGE, DROP BRICKS, E, E, E, GC CHANDELIER, CAST

WICKED QUEEN SPELL, G0 BALLROOM, W, N, GO DRAIN, TAKE BREATH, SWIN DOWN,

SWIM DOWN, SWIM DOWN, SWIM DOWN, LOOK BOTTOM, CAST BLISS, BO DRAWBRIDGE, E,

E, E, GO CHANDELIER, CAST LIGHT SQUARED SPELL, GET STAR, BO LOFT, GET

POTION, THROW CRATE, JUMP, W, 5, WRING TOWEL, PUSH EAST, 60 DOOR, D, GO

LAVA, €, GET STAR, GET DIZZY DEAN SPELL, N, N, U, U, &, DRO® GETAR, DROP

§TAR, DROP STAR, PUSH EAST, GET DUST, W, DRINK POTICh, PUSH DOWN, THROW

DusT, LOOK DRAGON, BC HOLE, GET STAR, BET FIREFLY SPELL, k, GET STAR, UL,

DRO® STAR, DROP STAR, id STAR, N, E, GJ CRATE, GD HOLE, BET METAL, GO

HOLE, GZ7 DOW, k, W, GC DRAWBRIDBE, LOCI BATTLEMENTS....vivviviinniireness
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ty Sraffors, Stafis, C717 SER

tv Ll Se LANE
iz through the Drinking Blass,

Empire pionage Island, Eurexe (I - 5, Eve
of Bain, Fecsibitity Heder Fools Gold, Forest at Worlds End, Golden
Baton, Gremlins, Hampsteac, Heroes of Karn, Hobbit, Hulk, Hunchback the
Raventiure, Inca curse, Invincible Island, Jewels of Babylon, Kemtilla,

¢, Lords of Time, Mafia Contract, Magic Mountain, Mindshadow,
Luest, Mystery of Munroe Manor, Neverending Story, Perseus and

da grim, Firate Adventure, Planet of Death, Price of Magik,
eralat R/Microman, Guest for the Holy Grail, Guest of Merravid, Red Moon,
Return to Eden, Return to Ithaca, Ring of Power, Robin of Snerwood, Seabase
Deita, Secret of Bt. Brides, Secret Mission, Ship of Doom, SPEREY Key,
Gnowgueen, Sorceror of Claymorgue Castle, oa of Darkon, Spiderman,
Subsunk, Temole esky Ten Little indians, Terrormolinos, The Curse, The
b jel ime Machine, Urban Upstahy Valhalla, Valkyrie 17,

ve fcventure, Voodoo Castle, Wawworks, Wizard of

mesg
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Ton FROST, 6! Bailie Norrie Crescent, Montrose, DDIO 907, has completed the

Riter Earth, Casi c Acventure Crystal Frog Crystal (Quest, Earthbound, El

;

i

ionage Island, Eye of Bain, Final Mission, Golden Apple,
Greedy Gulch, inner) Museum, Holy Breil, Ince Curse, Island Adventure,
Jewels of Babylon, Knight's Quest, Ee Mafia Contract, Marie Celeste,

ic Mountain, Mansion Guest, Mission X, Mountain: of ket, Operation
Nightingale, Pharosh’s Tomb, Prospector, Rifts of Time, Be Kaa of Assiah,

7sLiSez of Ziron, Ship of Doom, Spy Trilogy, Subsunk, Temple of Vran, The Helm,
The Traveller, Time Quest, Urguahart Castle, Warlord, Zacaron Mystery
{Pt.1), 1942 Mission,

MICHAEL JENNINGS, 19 Church Hill, Dodworth, Nr. Barnsiey, S. Yorks., S75
JRY offers help in the following:
Fantasia Diamond, Forest at Worlds End, Heroes of Karn, Lord of the Rings
(Pts. 1 & 2}, Neverending Story, Robin of Sherwood, Subsunk, Warlord.

DON'T FORGET TO ENCLOSE A SAE WHEN REQUESTING HELP



Reddapatar

heals in the 4pilowing:-&
= 3

Ai-Strad, Bored of the Rings, Brawn Free, Ceznionage Island, Forest at
Wo-lge Eng, Heroes of Karn, Ince Curse, Jewels of Babylon, Klonzike ald,

of Time, Mindshadow,
The Helipw Tavs? Theay Fille. Tdissally 3 Aen §

k /G ial Seahase Delta, Ship of
Doom, Smuggier's Cove, Boule of Darkon, Spytrev, Subsunk, Terrcrmolines,

rie Road, Roche, Cornwall, PL26 BIF pééers help

Mindeharow,

uhsunk, Ten Little

PE -ANG OF THREE, {7 Larch House,
0

age Island, Eye of Bain,
lcen Apple, Golden Baton,
ght, Mafia Contract I, Magic

from Andromeds, Micromen/Project ¥,
Holy Brail, Red Moon, Ship

DON'T FORGET TO ENCLOSE A G27 WHEN REQUESTING HELPTURD



TUR of pa SEREIRT, H EL pier heln por

a
fr IPL.DY, Bored pf the Rings; Circus, (oléitz, Drowler Hangor,

y
EX eriment, Fools Gold, Golden Bator, Hampsteas, Heroes of

s Hulk, Inferno, Invincible Island, Lords of Ting, Mindshadow,
Perseus and Andromedz, Ousst, Return to Eden, Ship of Death,

vi, Ter Little Indians, The Pin. “wn the Dark,
start, Valley, Wanworks,

OWN, 57 Ropers Avenue, Chingford, E4 GET offers help on the

hha Bored of the Rings, le Dracula, Colossal
rn Adventure, Emerald Isle, Erik the Viking, Espionage

t, Inca Curse, Jewels oforest ag
:
orl3 End, ornd wb Hen

;
Neverending Story,rd Dest, ie of fail, Red ec, Return

in of

Sherwcod, Seas of Blood, Ship of Doom, Snowball, Souls of
ky, The Lost Phiripus Pte. 1 & I, Herlord, Worm In Paradise,

ae

\
12 Longmore Road, Hersham, W-0-7, Currey, YTIZ ANY, offers help

in the AR eleic
Circus, Espionage Island, Golden Apple, Invincible Island, Planet of Death,
Guest for the Holy Grail, Seabase Delta, The Count, Valkyrie 17.

oa -n ' -n wo es «n a wn .e na a me os -a =e we Pe =e =e ow —e se me we ne an ow ve me «= .s an .-

oTFIL TALBOT, 31 Chadcote Way, Catshill, Bromsgrove, offers help in the
tollowing:-
Adventure Buest, Africe Bardens, Espionage Island, Fantasia Diamond, Gold
Aople, Hobbit, Knight's Quest, Lords of Midnight, Mountains of ket, Return
to Eden, Sinbad and the Golden Ship Pt. I, G&nowbali, The Inferno, Urban

start, Velnor's Lair, Warlord.Tig

If vou would like to offer your services as 2 King or Gueen send a full
ligt pf all the adventures you can offer help in fo ADVENTURE PROBE, 78
Merton Road, Wigan. WNT GAT

HE
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Firazte Adventure
Plznet of Death
Prize of Magil
Project ¥/Micromano

Miimes £m = Mmiv ifusst for the Holy Grail

inbad and the Golden Ship

Time of the End

ime Machine

L

Very Big Cave Adventure
Voodoo Castle
Wighbringer
Wizard of Bkyrz
Worm in Paradise
Iim Salz Bim

lork
2711bliL

M

Me

EX

x

RX

3

7

in

ja4

xA

in

ME

x

pz

fies
©

iF

1

Wy

3

ny

3

©

=x

x

(5

x0
He

Ke

Ks

ts
vs
is
¥s
rs



mmm mem -
negb ne hy Magnum,

CTRED YOONG = Maps ant sclustiles to Ronin of Sherlozh, Ronin of Sherwlath,
Bored of the Fungs, Tower of Desp I

tf & I, Terrormolinos, Ten Li

Indians, Mafiz Contract II, Aftershock, Bogoit and Hunchback.

GEO WING - Solution to Monros Manor.
PAUL INS BARNETT - Loads of hbLun INE BRE]

00w20
£4]tt Yet

a
Mm

TOM FROST ~ Maps to Zateron Hystery
Pre. 142 , Se Kae of Assiah Pi. |,

Shrewsbury Key, Operation Nightingale, The Traveller, Alter Earth,
Prospector, Hexagonal Museum, Pirate Bold, Crystal Guest, Rifts of Time,

Eye of Vartan. Maps/solutions to El Dorado, Ship of Doom.

JANET LOXHA® - Solutions to Terrormolincs, Lords of Time and Circus.
RON RAINBIRD - Solutions to Golden Bator, Golden Voyage, Ghost Town,

Mystery Funhouse and Sorceror of Claymorgue Castle.
GWYNNE WRIGHT - Map to Microman/Project X.

JOH BARNSLEY - Kaps/sclutions to Velnor's Lair, Lords of Time, Circus, Ten

Little Indians, Incredible Hulk, Red Moon, Hampstead, Urban Upstart, Voodoo

Casile. Crystals of Carus, OGremiins, The Curse, Feaes Ex perment,

Perseus anc Andromeda, Firate Adventure, Snow Queen, Zim Sala Bim, OGocloen

fopie, Empire of Karn, Castle of Terror, Mordon's Guest, ri of Karn,
Emerald Isle, Wizard of Akyrz, Mindshacow, Worm in Paradise, III, Time

Machine, Hobbit, Neverending Story, Valhalla, Project X/Microman.

JONATHAN WILLIAMS - Soiution to Message from Andromeda, contributions for
our Cojects and Uses Section.
LINDA FRIEND - Map/sciution to Terrormolinos, map to Erik the Viking and

contributions for Precision Corner.
fi, McCRANN - Hint sheets for most Level 9 games.
oY PIRLEY - Maps/solutione to Sinbad anc the Bolden Ship and ZII1.
BEQFF SNELL - endi to Bugs and Amusing Responses.

PICI0I0I0I0I0I0I0I0ILICI0ACILICICICICICILILICICIIALIINININILIOILINILALNL

wo

HOW TO GET MARS/SOLUTIONSee—
sl lease send one fires clase stamp per map or solution, and two first class
gramps per map/sclution conbined to cover our costs. If you have any maps

and solufione that aren't on the list please send them in to ADVENTURE

PROBE, 78 Merton Rost, Higa, WMNT GAT, anc ge: your name printed it our

HALL OF FAME. a



Copvrignt on an{ 1 the writers name belong: 0
fgventure Probe. Copyright on all other items lies with the writer.
(Adventure Probe coes not actually pay for contributions, although every
effort 15 made to return the favour as far as possible).

If you wish to reprint any article or other item, please get in touch.

stn tnere will pe no problem ...... all you need is the written
permission of the copyrignt holder. User groups especially are welcome toai. parts of the magazine in return for & mention of the source
veeens But pleases ask first!

Readers whose work is printed in the magezine continue to nolg copyright on
all material written by them, and are free to use it anywhere else ......it still belongs toc them!

AXXORKOXXX XXX EXO K KKKXXX KEAN XX KXN
Vy
AN><

IN ~ TOUCH

foventure Probe 1s read by adventurers - so if you want to get in touch
with otner adventurers, use these pages to let others know what you want.

Senc us oetails (up to about 30 words) of your requirements, e.g. Penpals,
1 ianted or offered for sale or exchange.

This 15 & FREE service to readers of Probe v..vvveees. please use it!XXXXXXXXXXXXXOXXX
BUESTIONNAIRES

fost of you will have received & questionnaire by now, cesigned to help us
get to know you as a person - anc not just & name’

I# you haven't vet received one, please let us know and we'll send you one
as soon as possible.

EXO COOCOKXXXRXEXR ERX XROOOOOXNOOR XXXK XX XX KX
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