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i EDITORIFL. M

Welcome to the Mas edition of Probe and & sPecial welcowme to the new
subzcribers, 1t 1s nice to have vou aboard. Over the Past couble of
months I have been alternately shaking in my shoez and then trembling
with excitement over taking over a: editor of Probe. My courage
almost deserted me combletely after readiny the letter of Praise from
Tony Bewan in the March izsue! A1l that Praize about the correct
sPelling and Srammar - "Can I live uP to.all thet?" I  asked myself.
Well at least I can Promise not to use “"fab" and "brill" and
gincerely hoke that I will not make wou all wince too muckh alon$ the
way.,

Now before I do ansthing else, I would like to ask wou all to write
to me and let me know what you think about Probe. | would like to wet
as much feedback az Possible to ensure that sou Set  Just what wvou
want out of Proke. After all it is VYOUF masazine -~ I Just Fut
tosether all the lovely contributionzs intu ma®azine form, s Furry up
and Put Pen to Paper. It would be vers nice if wou could also
enclose a contribution or two for Probe at the same time because
thess are alwags rneeded! Next month is Probe s second birthdas and I
can't think of a better way of celebrating than to double the
readershilP so Please don't foreet to mention Probe to wour friends.
Do wou know that there are still thousands of lost and lonely sculs
out there who have never even heard of Probe! - Take Pity on them.

Since Heil Talbot s letter in the March issue, two readers have
kindls offered to PrePare duestionnaire’s - thanks to June FRowe and
Faul Brunvyee! The two duestlonnaire’s cover wers different asfects
of adventuring so [ have decided to publish them both. Get wour Pens
tready because they will be coming very scon!

Adventure Reviews are in wvers short suPPly! Frobe veeds them
ureently. Hawe sou Plased any adventures latels that vou would like
Lo share vour wiews on with other readers? If 80, Please send them
iYi 4% SOOn as You Cav.

I have received a letter from ACE Masazine. thew are offering a free
Josztich amond other goodies if you take out a 12 month subscrifticn!
I can’t think what a self - resfecting adventurer would want with a
Jowstick (Tsk! Tsk'!) but sou must admit 4t isn't a bad offer.
Another itenm of newz 1s that a new ‘Plus Three Club’ iz Setting under
was, Hs this is in my Part of the world I have no Problem with the
address but some of yYou mas find it & bit of & ton®ue twister! H. J.
HumPhress, The Plus Three Club, Penrhyncoch Fost Office, Aberwstwsth,
Defed, SY&3 3EH. I have o idea what it is all about wet but any
Fluz 2 owners, if thes are interested, can alwaws uwrite to N,  J.
HumFhrews and find out Just what 1 on offer.

On behalf of all readers I would like to @ive sincere thanks to
Sandra for all her hard work as editor over the Past two wears.
Withoul wou Probe wouldn’t be what it 15 todas., We will all miss sou
and hofe to hear from sou in the Pases of the magazine S007. You.
hawe besn 8 lithble Gem!

Well that & all from me for this month. 1 sincerely hoPe s$ou envoy
thiz 1szue of Frobe., 1 will sez sou all awain wnext month.

Mands .
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GHOME RAMGER - LEVEL 9

In this adventure sou take ow the role of Ingrid Bottomlow & 9nome
ma.1der who, because of & faulty scroll. has been
transforted far away from her home at Gnettlefield
Farm to & stranve wilderness. Indrid must somehow
find her way home ag9ain along the lone and difficult
road.

You start by findine sourself standin® outside

a little shoP which is all locked uF. The obvious
inPut is to knock on the door whereufon it is ofened
by 3 centaur!

The adventure is in three Parts and each Part must

be completed in turn before access is @iven to the
next rpart, The three rParts of the adventure take the
form of animal, veweLable and mineral. The first Part
1% animal and You duly find Plenty of animals lurking
about the FPlace. Most of the Froblems involve finding and
maniPulating various obJects but wou will not ®et wvery far until wou
make friends with the variocus creatures sou come across 4and somehow
enlist their helf. The creatures themselves will wusually let wou
know what it is they are looking for and when they are @iven what

they want they will usually let wou know how they can helP you when
you need themn.

Fart two of the adventure concerns vesetable matters and I found this
Fart far more eniovable than the first. Here wou find, risght at the
start that sou must Pick a Lea leaf from the tea bush in the Sarden
but as soon as wou do 0 the little bush withers. You know that wsou
cannot leave until wou have restored the tea bush to its Proper
healthy conditien. This involves trying to find the ingredients for a
tertilizer potion. There are many other Potions to be brewed before
You Can do this and to helP wou, wou find FPlenty of books in the
library of the cottase which $ive cryPtic hints as to the contents of
the various Potions as well as other quite useful hints on solving
some of the first Problems wou will come across.

The last Part of the adventure concerns minerals and wou find
wourself involved in a war between the Fire Pesople and the lce Peckle
1 another Part of the wilderness. Right at the start you find a
talkine wate which is very unhaPPy because someone has stolen the
Jewels which adorned the 9ate. It flatly refuses to oPen and let wou
Pass throush to wour home because of this. Inerid Promises to find
the Jewels and the 9ate kindly Provides her with & sack in which to
Put the Jewels. On sour travels wou will come across & Pensuin who
wants someone to sit on her €99 for her and keeF it warm. A little
Icechild who demands an ice lolly, A little gnome who wants a rock
before vou can enter the rock sarden and, stransest of all, & Poor
Yeti who wants his snow shoes repaired.

bame one has about 6V locations and @ame two has only 30 locations.
Fart three, howewver, is & wvery laree adventure with mans more
locations to exklore. Unfortunately, in all three Parts the location
descriftions are sParse Lo say the least. Loads of the locations have
the same short descriPtion such as "You are on & 9rassy Pilain" or
"You ere on a barren sPot" followed by a list of the wvarious exits.
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The movement throush many useless locations 1s helPed by the command
"Go to" which Quickly takes wou to the more interestiny sPots 80 it
is Just the iniiial exPloration which is & bit wearing.

The adventure is full of Level 9's sense of humour with tons of those
‘Play on words’ situations which we have come to exPect from Level &
in many of their adventures. The 9rarhics are Quite pretty which is a
great imProvement on some of the offerings from Level 9 in the Ppast
and there is ramsave, ramlicad and oofs which are vers useful when you
are trying out various solutions to the many Problems wsou will
encounter,

Surtrisingly for Level S5 1 did come across one or two little buss
which were mainly in the form of eetting some strange resPonses from
the wvaricus creatures when I obviocusly asked them the wrong duestions

but all 1n all it is well Prosrammed. I must be duite honest and
say that it isn’'t & ratch on the 9ood old Level agventures that we
Plaved in the Past. The Dunseuns series and the snownall series were
much more enJowable but I suPPose that we must move with the times.
Grnome Ranser is different from their other adventures as there is
Plents of character interaction and Lhe advanced parser can
understand very comPlex commands such as "NemPh.find the Llama and
take the flower then find me and 9ive the flower to me" which is a
vast imProwement, Mind wou, I still found the ®Sood old wverb noun
inPut invaluable at times whilst trying to fisure out what to do
next,

ALl in all I found this to be an eniosable adventure and much to my
surPrise I did find myself wlued to the comPuter Suite & few tLimes
whilst I eaverly waited to find out what strange situation Inerid
would find herself in next.

A lot of the obJects that wou find lying around have no use at all
which is rather upPsetting when wou have carefully carted them all
round with sou until the end of the ®ame. &till many more of the
cbsect: have the stransest uses.

Most of the resFonses are very amusing and, after a while, & certain
fondngss for little Inwrid Bottomlow @rows. After all, she is full of
sood intentions and it isn’'t her fault that thinegs ®o badly wrong
when she is trying to helP someone out is it?

You should have fun with this adventure. The FProblems are not too
difficult but thew are certainly different and I suPPose that this
was why I ®ot stuck & number of times and had to whistle or ring for
heldr to eet me out of & fix,

Reviewer - Maureer Lamb - Commodore.
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RTTENTION ALL COMMODORE GHC USERS!

At last & Prowram is available which loads in sour datafiles.
recovers wasted memory by deleting unused words, Prints Your
datafiles to the Printer and lots morel
The prosram costz £5 and 1s available from:

D. Macleod, 35 Uld Evanton Rd, Dinwwall, Ross-shire, IV1S SRE
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g HMERICAN SUDS ek

This 18 3 four Part text adventure bised on HAmerican scak oPeras.
Hfter wour success 1n home Produced soabs (see 1ssuse 1D of Probe ftor
review of “Suds"s wou are off to America to abPPear in thelr sodfs.

1o Part one you have & very difficult Journew. by as1rPlane, to New
Yort where sou must 9et a mew contract. In Part ftuwc vou are on  the
South Pork Ranch. You have to find wour lons lost PaPPs. and If you
can sabotagse Erother Boobw s oil well on the was, 30 much the better.
1 Part three wou fivd vyourszelf in Denver on the Dynasts Colby set.
Yo max Come across Dvslexic” chest and Hake Carrwon s teeth! There
are alsc Quest aPPearances bv Cannibal Havs and Miami Mice who are
wery obstructive. In Part four wou Flay & coP in kill Street.
provided vou can find Your uniform and badse,

Each section 1s comblete and can be Flased separately, alihoush as
thes Set Progressivels more ditfficult, it 1s a slight advantase to
try to Play them 1n seduence.

Commands are simPle - the usual four comFass Pointz, Plus U, DI, THKE.
WEAF etc. ., SLORE ensbles sou to check sour TV ratinz, 16 per cent
can be achiewed 1n each Part. A wew command Lo me 1s LOCATIOW. This
glvez Wou Your current locaticon number thus sPeedinz-up  the maFPiITS
process. and also 9iving vou an excellent method of checking it there
are and “zecret” locations vou misht have missed. HELF may  or  mays
not give vou & clue. There 1z also & welcome wariation from  the
cormventional wordin® when letbing 9ou know vou cannot  do something,
or are Lryind to carts too much. or 91wing a2 list of your inventors.

H11l the charactersz are welrd. one ewen has skare heads!  Some Puzzles
are quite difticulft. but Perseverence Pass oft. Dedication to the TW
Frogrammes 152 noh Nece: ~a Byt & little  backeround knowledde will
ISE sour aPPreciation of the bizarre plot: and pPuzzles.

The location descriftion:s are maote than adeduate. and the 1tems fouwnd
around the =csnes ars  colourtully dezcriphn and  often  wickedla
ambi1E0ous.  The Jumour @mays wob be Lo evervgons Lobut I thousht
the entire adventore wers well written, and adictiv qust like  the
orl=inals.

The Riverdale Duo of David Edwards and Charles Lomaz say  Lthes hawve
plenty of material Lo keer then 3o1nd for 3 9ear of so. Aussie  Sudsz
and What The Dickens are comivs soon! S0, Lo Pinch a Phrasse or Lwo,
HaPpPy Adventurius, and Hawe A Mice Daw!

REVIEWEK - Barbara Gibb - BEL.
Sudzs and Rmer1can Suds are on Laszet for BEL, Electron and Master,
cost £4.00 e3 and are available from RIVERDALE SOFTWHRE, 35 Frainton
Hvenwe ., Mancheszter, Mz ZJW.
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DREEH DUk - HIMT: - Jackie Holt.

Hit the oszter with the =i lver hammEr,
Foliow the curate o fing 3 dattodil
Witch Fi=1t waat: 8 Fresent — @iwe her 3 bear L,
Fzal the PoLatoesz.
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DUSK OVER ELFINTON - Bandit Video Games - £2.95
N T S '1....

In the spring of 1984, James Hooper attempted, using the Quill, to write his first
adventure game. Unfortumately (then), the project came to an end when he accidently
erased the tape containing the database. Two years later, he met David Harper and
showed him some graphics which he had developed using the Illustrator. Excited by
these designs, the pair decided to resurrect James' old adventure, expanding on

the original ideas and concepts. Eight months later {with the aid of Gilsoft's
Quill, Illustrator and Patch utilities), they had fimished what they consider to

be "the greatest little adventure since toasted sandwiches!

The story begins in the back room of an old antique shop. The elderly shopkeeper

is sortinmg through some cobweb-laden boxes and finds a highly polished mirror hidden
beneath a pile of dirty clothes. He picks it up to admire it, but it slips from

his frail fingers and breaks in two as it hits the floor. Cursing quietly to himself
the old man takes the pieces outside and deposits them in a dustbin. A short time
later, you hurry down an alleyway ... a shortcut on your lomely way back home. You
pass by the bin and the glint of moonlight being reflected from an old brokenm mirror
catches your eye. You pick up onme of the pieces and are amazed to see, imside it,
the ghostly apparition of a wise old man beginning to form. All of a sudden, a cold
fog descends around you and the apparition in the mirror begins to chant in an
unearthly tongue. Slowly, you begin to understand the words that are being said,

but they seem to make little semse. Then, as quickly as it came, the fog lifts again
You are left feeling bewildered and disorientated. You calmly look about you. You
are surrounded by books ... in an old, decrepit library ....

The presentation and packaging lavished on this game by its creators goes well
beyond anything usually expected from either budget game producers and/or homegrown
software writers. The two-part game itsclf comes on 2 good quality cassette, with

a properly printed label, and both parts are recorded on each side of the tape
(therefore less likely that you will get a copy that refuses to load). The cassette
inlay is a delicately shaded screen~dump of the game's loading screen (which, in
its own right, is an excellently drawn, atmospheric scene-setter for the adventure
proper) and is so nicely defined that every detail of the picture can be clearly
picked out. The cassette is accompanied by a 10 page A5 booklet which gives full
details and background to the adventure as well as complete loading and playing
instructions. The centrefold of the booklet is a representational map of Elfinton
end its environs (you'll still need to make your own though!). Finally, as far as
packaging is concerned, there is a carefully coded, full hintsheet available for
the game which Bandit may send you a copy of ... if you ask them nicely (then
again, they may not!).

The on-screen presentation is equally impressive. The character set has been
redesigned in a Gothic style which suits the game perfectly yet remains easily
readable. Black paper has been used throughout. Location descriptions are in
cyan ink and possible exits from any location have been skilfully integrated into
the description and yet are made obvious to the player by the use of capital
letters (e.g. if you are told "to the North is a bridge' then North is a possible
exit because a capital letter has been used. However, if you are told "to the
north is an uncrossable swamp' then the lower case "n" in north indicates that
there is not an exit in that directidn. It may sound a little unwieldy, but it
works fine in practice). This technique avoids the artificiality of using "Exits
are etc. etc. etc.' type messages ... and also ensures that the player pays very
close attention to each and every location description. The descriptioms themselves
are very full and very atmospheric. A nice balance between the over=-verbose and the
painfully terse.
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The location descriptions are seperated from the input/responses/messages area by

a thin yellow band (something like a twisted cord) drawn right across the screen.
The "What Now?" prompt (or the equivalent thereof) is in magenta; the cursor and
player inputs (and any portable objects present) are displayed in white; messages
and responses seem to come in two variations ... in yellow if it's positive (e.g.
you find a trapdoor under the rug) ... or in green if it's negative (e.g. I'm afraid
you can't do that). Each input/response is seperated from the next by a blank line,
and, once the screen is full, earlier text scrolls smoothly up and off the screen

to make room for new stuff to be printed at the bottom. The overall effect may sound
a little garish but, in fact, what you get is a very neat, very colourful, very
attractive and very readable display.

As in all the best adventures, extensive use of the "EXAMINE" command will reap
loads of dividends. Very few objects or clues will be found simply lying about.
However, if you're thorough you will discover the hiding places of most of them.
And, to prevent you wasting time by barking up the wrong tree entirely, if you
examine things of no importance, you get a helpful "Just scenery' message. In
addition, you'll find it necessary to indulge in a little character interaction

if you are to learn all you meed to kmow. Admittedly, this character interaction
is of a very simple type o.. you just input the characters name follwed by whatever
it is you wish to ask him (e.g. "HARRY HELP (ME)"). As the Quill can only handle
two word imputs, you can see that conversatioms aren't going to be very complex.
However, as primitive as the system may be, it's redeeming grace is that it works
very well. Having seen the mess some programmers can get themselves into when they
attempt more sophisticated interactiom, I thimk that there is a lot to be said

for keeping it simple.

The graphics are very quickly and skilfuily drawn. It's nice to see pictures which,
for a change, seem to be drawn by somebody who actually has a bit of artistic ability!:
The atmosphere of the adventure is very nicely complemented by each graphic ard it

is obvious that a lot of thought has gone into how and where the game is to be
illustrated. The result being that the pictures form an integral part of the game,
instead of seeming to be tacked on as an afterthought (as in too many other
adventures).

O.Ke.. So, the guys at Bandit obviously know their way around the Quill and its
associated utilities ... but what about the game??.

As you stand in the old library, you kmow nothing at all about what's going om.

But, being a fairly intrepid sort, you set out to explore the terrain anyway. Before
long, you will probably take upon yourself the task of returning a certain

something to a certain somebody ... well, it gives you something practical to do as
yon roam about the countryside, doesn't it? After that though, you may be a little
perplexed as to what happens next ... I certainly was: However, if you have

examined everything carefully, and you apply a little thought, you may be able to
solve the riddle of the Standing Stonmes ... and that will open up a whole new area
of the adventure to you. Indeed, it should, if you can overcome a few more obstacles,
lead you to a meeting with a diminutive wizard who will, if you get onm his right
side, explain to you the hows and wherefores of your arrival in this strange land.
Best of all ... he'll tell you how you can get home again. After that, there's just
one more problem to solve and Part Onme is successfully concluded.

Without giving too much away, your task in Part Two is to get yourself and the
wizard and a few other objects safely to the wizards castle before dusk begins to
fall. As you may have surmised, there is a time limit on this part of the game, and
failure to gain the castle in the period allowed will bring the game to a premature
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end. The wizard reminds you at fairly frequent intervals as to how much time has
passed ... and the feeling of racing against the clock comes over quite well. As
you would expect, finding and gaining entry to the wizards castle is not going to
be a piece of cake ... especially as the whole area between you and it seems to be
occupied by hordes of violently hostile Lizardmen ... and then, there are the
other objects you need to find along the way ... and a host of natural obstacles
to be overcome.

The puzzles are many and varied. Some are fairly obvious ... others are much more
difficult ... and some are downright smeaky.. I wonder, for instance, how many
people will manage to find the idol concealed in the desert plains without help?
Not many, I'll wager. However, all the solutions are logical and fair and, at
times, imaginatively original.

In short, this is a lovely game. It has been skilfully created and beautifully
crafted. The care and attention invested by the writers shows that they not only
have respect for their product and for themselves (as producers), but that they

also have respect for you ... the player and customer. An attitude which some other
(supposedly more professional) software houses would do well to emulate. How much
longer will it be I wonder, before the "experts" fimally discover what the rest of
us already know ... that the best adventures are being produced by small independent
writers, often with the aid of utilities, and sold by mail order??.. Ome day,
perhaps, they shall see the light.

However, don't hold your breathe waiting. Instead, start playing this remarkable
little gem of a game and savour its delights for yourself. It is a very worthy
first product by anybodys standards, and it deserves to be a great success. I only
hope that somewhere in the darkest depths of Welsh Wales, the Bandit boys are

busy creating much more of the same kind of thing. I can hardly wait to get a look
at it.. And soom, please.

Reviewer - Jim O'Keeffe - Spectrum

BANDIT VIDEO GAMES, 1 Glanmorfydd House, Cwmgarw Road, Rhosamman, Ammanford; SA18 1DP.
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JOURMEY TO THE CEWTRE 0OF EDDIE SMITHS HERLD
HIMTZ By Jackie Holt

knock three times inside room 186
Withdraw the cash to buy the condenser,
Push the Pain button.

Full Eddies heart strings.

(iR d AR it d P Rg SR FRAPIRLARE PR R R TRL ST TR IRT FFETRL FEL LT TLLT T
JEWELL OF EAEYLOM - HIMTE bw Jackis Holt,

Can £ Pazz the natiwes” — throw them 3 watch,
Throw the ked and the match at the crocodile.
To cros: the pit 4ou need 3 Flank.

Can't open the rock door™ -~ Insert the rod,
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Rabbiting On . Pote errard

Kabbiting On ...

&

There is always a danger in knowing such characters as Strombrigner the Grey and
Dimii Gloing. & cheerfully bhaphazard wizard and a legendary dwari{ of immense

thirst are not always the ideal companions, exciting and entertaining though their
presence can sometimes be ...

I wac enjoying a quiet game of pool with Sandra Sharkey, a rapidly rising star in
the adventure firmament, in the calm backwaters of a pub known as The Venture. The
morning had been spent in working out some bizarre puzzies for our latest adventure
game, and now was the time for relaxation. I was stretching over the table for a
difficult long red into the bottom corner, when suddenly the cue moved of its own
volition and smashed the ball directly into the pocket, sending the white ball
careering arounc the table until it ended up in perfect position for the mext shot.
| gasped in astonishment, anc then realised what had happene¢ when a chuckling
voice apnounced "“Grand shot, MNaster Peter, grand shot! It was, of course,
Strombrigner the Grey.

I stood back from the table and shook hande with the wizard, noting with some
amazement that Dimli Gloing was not by his side. "Where's Dimli? 1 asked with
Some haste, but Strombrigner's face reassuredc me and he merely made a friendly
gesture towards the bar. "A pint of foaming ale might make the tale easier in the
telling” he said, and after whigpering something in Sandra's ear he went and sat
down at a nearby table. I purchased the wizard's drink and set about my next shot.
I rolled the white genily towards the red, which reacted by moving towards the
desired pockei. On the very lip, on the brink of dropping im, it stopped, and
although 1 would not testify to it in court } couls bhave sworn that ] saw Sandra
and tbe wizarc exchange @ smile.

After that miss of mine it was a simple matter for Sandra to clear up and win the
game, and with what can only be described as a saticfied smirk on her face she wen!
and sal down beside Strombrigner. Reluctantly, 1 foliowed.

"Well?" asked Sandra, agog, "where is he then?”

The: wizard reclined back in his seat, abserntmindedly tookx one of my cigarettec and
stuffed the tobacco intu the bow: of his pipe. and allpwed a smile to creep onto his
face ac the smoke whiried into the air. He drew deeply. "Waies™ he said, at length,
"a place called Llandudno.”

"Vales?' 1 acked him, ignoring the puzzlea frows that had appeared on Sandra's face.
"What's be doing in Vales?

"Llavdudno,” interrupted Sandra, frown disappearing, "is where Mandy lives.”
"Kanay? Oh, Kandv Rodrigues you mean.” Recoguition dawned.

The wizard had foliowed thie exchangs in eilence, but now he epokc. "It appeare
hai We bave @ Butual acquaintance” bhe said.  "Yeo, Dimli Tushec up to me th
Borning, mutterec something abou! & haunted horee trouwys in Llandudnut, ana then
Vauiibed. Heavel only Endws LOw Lo Was fuiny o gel there, bul be insiclec that
contacl you and, wben you have finished your drink Kacter Peier. we are to join him

1l




Raboiting O ., \ /’ Fars Garrard
Q7
s

As soon as possible, if you please.”
"Ke ac well™ asked Sandra, eyes widening in anticipation. ,(J/

"Baturally” said the wizard, "he particularly specified thbat you shoula accompany us.
That is why I came here.”

"Ooob .. breathed Sandra, not taking her eyes off the wizard as she reached for her
drink and, in a single swallow, drained the glass. "Come on” she said to me, "hurry
up.” .

I sighed deeply. Events were, ac ever, rushing anead of me, but there was litile
that I could do about it. I finished my drink, Strombrigner did the same to his,
and we stood up. "Er, how are we going to get there?' I asked.

The wizard gave me a haughty stare. "Pah! he exclaimed, "1 am a wizard."

As 1f that explained everything! Ve walked out of the pub and, instead of following
the path that lead towards the road, turned left and disappearec around & corner.
¥e stood pext tu a high brics wall, and from inside his voluminous cloak
Strombrigner produced a rather battered scroll. He handed it to Sandra, saying
"hold this about two feet away, so. There, thank you. Bow, keep very quiet.”

Sandra and 1 exchanged a mpervous glance. Vhat was happening?  Strombrigoer
intercepted the giance. “Location spell™ ne snappec testily, "pothing cGifficu.t. Now
shut up!” Ve shut up.

The wizard chanted io a low voice, a small wind began to swir) itpe leaves arounc
our feet into a miniasture torpado, and thewn everything vanished! Seconds later it
reappesred agaiu, and | clutched at my stomach. 1 feit ac if 1 had just travelled
downwards in a lift that was much toc fast for comforti. 1 glanced around, somewhatl
bewildered at hearing the roar of traffic, and realised thst we were in the right
bhaud lane of what looked suspiciously like a motorway. A mutterec exclamation
escapec Sirombrigner's lips, then be began to chapt very quickiy. A lorry of
immenee size was bearing down on us, but in the instant before it hit us the world
vanished once again. My stomach groaned its disapproval before the woric came back
into view once mure. Ve were standing on a pavement beside a statioun.

"Hmm, some of thosc runes are rather difficuli to decipber” mumbied the wizard,
taking the ecroil from Sandra's grasp and depositing it back imside his cloak.

"Vhere are we now?" 1 asked, hoping that the contente of my stomach woulc remain
where they were. At present, they showed little sign of doing so.

"Llandudno of course! proclaimed Strombrigner, pointing aramatically towarde & sigu
on one of the station platforme.

"Super duper bril!” was all we could get out of Sandra.
The wizard began walking rapidly away from the station, anc with littie esse to oo
we fullowed him Sandra's, expression showee thai sbe wac sliji in a stale Gf 8IKE.

I was 6tili 1o a state ol 0istincl Queasiness.

Vi proceeded for some time, first down this street, then down thati, untii eventuully
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we arrived in a more open area. There, by the side of the road. was a horse trough.
Bext to it stood a woman that neither Sandra mor i recognized, but nexi to her was
the unmistakable figure of Dimli Gloing. Curiously enough, standing beside Dimli
wat, & cmall white rabbit. 1 knew that today was not going to follow ite normal
course of events when the rabbit fixed two bright eyes on Strombrigner and spoke.

"Well, Stwombwigner, you have awwived ai last” it said in a curious high pitched
voice. The world, it appeared, had finally gone completely and utterly mad.

"Hy liege” returned Strombrigner, bowing low, although the tone of his voice belied
both words and action. Dimli merely grunted. “What brimgest thou to -*

“Stwombwigner, shut up.” The rabbit was clearly in nc mood for fancy small talk
trom wizards, and turned to Sandra anc myself. "1 am Vindoweaker's Wabbit” it
coptinued in a grand voice, "emissawy to the gweat leader of all the wizards. Ve
bave a pwoblem. This twough is haunted by an unknown ghost, spiwit, or appawition.
You, Siwombwigner, must see that thie wuffian fwom another plane is banished fwom
the wealm. Xandy VYodwigues bwought the matter to my attention, we have much to be
gwateiul for.” The rabbit twitched his whiskers.

"It'e true The woman spoke for the first time, in a deligbtful lilting WVelsh
accent.  "I's Mandy by the way.” Ve exchanged greetings and she explained iu a
calm, matter-oi-fact way, how she had been walking home with ber husband late one
night and bad seen the most extraordinary shape bubbling up from the trough. "Like
a, a, a living waterfall, with & face, and everything."

I was. 1 suppose, in something of a state of shock., and merely accepted thic
statement. 1 woulan't have been at all surprised if, oh, I don't know, if the rabbit
could reac my mind. "I can wead it vewy well, thank you" came an aiready familiar
sounding high pitched voice. I groaned, and Mandy coontinued.

They had run home, and there, walting on their doorstep, was the smali white rabbit.
"1

I wac seeing a Iwiend” interjected the rabbit in an embarrassed sort of way. Ve
often, you know, do the paw stomping thing. You know.”

It transpired that the rabbit bad read Kandy’'s minc anc¢ had determined that thie
&trange apparition was not the sort of thing that one wanted to see in modern day
Englaud.  He had passed the alarm op to Dimli (his powers did not extend to
wizarde, it seemed), anc the rest we knmew. The probler remained: how to get rid of
the apparition? The rabbit turned to Strombrigner.

"Vindbweaker sete gweat faith in you, Stwombwigner, he alobe knows, why. You will
wemove this wogue fwon this gween and pleasant lanc, by midnight tonight, or it
will not look good in the lana where wizarde lurk. 1 will weturn at midnight.”

Vith that the rabbpit turned on hisc paw and, after two guick stompe on the ground,
sbot off intou the distance. Ve heard a quiel, bul distinct, "twe la la la 1a,” anc
toen be wao lost {ror view. There wac nothing to do otber than wait.

Ve waited
It grew dark, ané a aistinct chili fillec thne alr ac we waiked towardo the trough.

Rundy had been s most Charming hoctess throughoul tie aflernoou and eariy evening,
inviting uc to her nouse after the rabbit's aprupt ceparture, but mow it was timc
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for action. I ehivered as we reached the trougbh and looked at it, as if it alone
were recponsible for the strange situation that we found ourselves in.

It was Strombrigner who spoke first. "I propose that we do nothing other than
wait. Letl ue give the enemy chance to show himself, and then we can act.”

"Oooh, isn't it exciting?!' exclaimed Sandra.
"Doec this often happen when you go for a drink with Pete?’ Kandy asked.

“Boring” came a dwarvish grunt. ] had notec that Dimli was standing by Sandra's
side. She had once told me that the dwar{ had sent her a postcard or two from his
travels in exctic climates. Adventurers deveiop the strangest friendships.

"Hueh! An urgent whisper from the wizard brought me back to my senses, and we all
instantly raced to hide behind a nearby bench. Peeping over the top of it, T could

see that the waters of the trough were beginning to steam and bubble, as if they

were being raised to a great temperature. Presently the water was rising in vast

clouds above the trough, each cloud a different shape, a unicorn first, then an
archer, followed by other, unrecognizable, images.

As we watched the rabbit came racing in from nowbere anc joined our group, now
crouched down in our (to my mind) very oper hiding place. "Vell, Stwombwigner,
what, if anything, are you doing?' He had a flushed face, that rabbit. Must have
been running far. He snuggled up close to Mandy, sensing that she liked him. She
began to stroke his fur andé he closed his eyes blissfully.

"Shhh! Once again the wizard demanded silence, he was cleariy counting. and when
be reached the number thirteen he leapt up from behind the bench and spoke in a
voice like thunder. "Begone, fou! spirit, begone from this lang. ¥ith your
banishment these waters wiil be troubled no more.” He rambled on for a mite longer
in a voice 0 quiet that we coulan’t hear him, as he was propne to doc in momente of
dauger amnd excitement, and eventually, after severai minutes during which tae
thirteenth image bhad hovered uncertainly in mid-air, it squealed in terror and was
gone.

"You will have no more trouble now, 1 fancy," said Strombrigner, preening himself.
"What did you do?’ demanded Sandra.
"¥hy did il squeal like that?” Mandy wanted tu know.

Strombrigner smiled, and somehow 1 sensed that I was not going to like what was
coming. "l explained the reason for the troubles to it, and it weni. Simple.”

"But what dig you say?' ! askeac him.

It was nO use bhurrying bim, be took bie time, as aiwave. "You saw ibe way tbe
watlers bojsec anc bubbled. You saw that & greal many spirits, spectres, ghosis and
appar itione came oul of the trough. I pointec this out L the thirteenth one.” o &
SN
“¥uAl Div YOu SAY?T!Y we ail ecreamed at bik, excepl Diml., who €imply gruntec. .

»

'l said, quite simply, that too many spookc boil the troughn!”

" o
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ONE DARE NIGHT...
P 3 An adventure by Faul Brunvee for 48K Spectrums.

Sreeding through unfamiliar surroundin®s on lonely, endless lanes and
decePtive, dangerous bernds, wour car strikes a higsh verge and after a
Jarrine imPact with a series of pot holes rolls to & halt at the
start of a @ravel drive, You try turnin®g the kevs asain and a9ain,
but to no avail. Re=igning vourself to this. vou Peer outside the
car and ses only the Sravelled drive and dense foliage. Having lost
Your was many miles earlier, this is the first sign of habitation wou
have seen. Sitting somewhat cold and miserable with wour comPanion,
you discuss the Possibilities of finding helP at the end of the
drive, wherever it may lead,..

Within "One Dark Nisht..." wou choose which of the two characters in
the car vou wish to Plas., Thus, vou maw Play a male or female role.

This decision ther affects certain situations within the
acdverture, . ..

Also featured are - flexible sentence Parsin®., character interaction
and challenging and original Problems.

* "One Dark Nisht.." is available for £3.0% from Paul Brunvee,
36 Gunsill Lane, Anstew, Leicester. LEY 7RG,

WHARHR AR B
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A stunning new BraPhical adventure for SPectrum. Two Part @ame, BO+
locations, 170+ system mezsades Plus much more!

EPROM SAYS: o
"This 9ame rePresents ®ood value and looks wvery Promising." i(

X This adventure costs Just £2.9% and is available from:
ERIC STEMWART, 18 Vatisker, Back. Isle of Lewis. PA 86 0JS
B A R A A O A A A AR AN R O A A A
GEEMLING HINWTS - by G.L.Wheeler.
To 9et Stripe out of the Mail Box -~ LIGHT FLASH, INSERT FLASH.

To disable Snow Plough - Get welding 9ear from Pit in Station. OPEHM
VALYE, LIGHT TORCH, WELD PLOUGH.

To open locked room 171 Store - Go to roof, DROF GIZMO.

To frighten Gremline - Gef camera from behind bar in Pub, PRESS
RUTTON.

To repair ventse in Store - CUT (Maily» BOX with welding oear, GET
PLATES, &t store WELD PLATES.
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Thanks tor the March issue of Probe. I wes Pleased (or was [) that at
last my 9ame did see the lisht of das In sour magazine, but was
disarPointed with the review it @ot. Hence I have written in defernce
of my own @ame and to fully e@xPress my views.

Firstls,l accePt the comments that M. U 'Kesffe made, and respect
them, and admit that when the wame was forwarded to Probe there were
3 lot of m99ling errors. However the 3ame was forwarded for review
1 November and since then a 9reat number of imProvements and
alterations have been made Lo the Yame. A lot of what Jim wanted to
see 90, has Ione, with a lot of other thines. I did hobe the Same
would have been reviewed in the January 1ssue and [ could use the
constructive criticism to wood effect before selling the wame. AR
Polished uP version was torwarded to EProm and 1t was well received
there and recommended, 9iving details, that 1t make Sood use of &
number of features. Again I used the constructive criticism to
1mProve the wame and sent 1t to Your 5Sinclair, Shortls after that,
fike Gerrard rePlied sawin®y he +tound the game interesting and
ensovable, but as it was a mail order 9ame and there was s0 little
sPace 1n the masazine he felt he couldn't review 1it. Awain from him
came some more constructive criticism, I then advertised in Sinclair
User which brousht an immediate resfonse from & sofftwire house who
wished to look at the “ame with a wview to Publication.

Duly I sent this and within & week | 9ot a telePhone call from the
company informin® me they wished to Publish the 9ame, which they
tound to be of a Sood budlet standard, sc at Present they are working
on loading screens., inlay cards etc., and the same is intended to be
released around May 1588,

This I am exceftionally Pleased about. So 3vou can see. Probe are
behind with their review of the same, therefore vou will Sather it is
not at all uP to date. Please, Please don’'t take this as a criticism
of Probe ... It is not. Actually I tind Probe's reviews to be of an
excellent standard. ALl I wanted to do was to make it clear to both
Jim and the readers that the wame he Flased ond reviewed 1s not the
curtrent version available. He also failed to mention that there is a
£15 Prize comPetition with the Same (Closing date 31.4.88..

Over the last month duite a number of Probe readers bousht the Same
s0 mavbe 1t would be worth hearing their views on the Same. HArart
from this I enJowed Probe extremely this month - keeP uF the Sood
work .

ERIC STEWART. 18 “atisker, Back, Isle Of Lewis, FPH3&6 (JS.

(I am 9lad to hear of vour success Eric and wish wvou well. I would
Point out however, that Jim could only wive his ofinions on the wame
he had before him. If wou had written to Probe and informed them of
the chanwes that wou had made or sent in & revised coPy then the
reviewer wWould have had the uPdated version Lo work OYie.....Mands

g g == e = -
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1 ordered LEGEND OF CRARLDON‘S CREEK, before I had seen Jim O'Keeffe’s
review, Well, one man’'s meat etc.. s$o althoush I endoy Jim's
writings, I will try to keeP an oben mind until I have seen the Same
for meself. Angway, if it is a dud game, my attitude is ‘"some vou
win, some you lose" and as I buy all the “"home-sPun" Sames [ ever
hear of, this may be one I lose. But, what the heck! It s only £2.99
and 1 have won lots! All of Jack Lockerby’'s oeames, all of Tartan
Software s, all of John Wilson’'s., both of Zodiac Software, both of
Marlin Games, both of Precision Games. These were all vers 9ocod value
- well devised, bue free, very Plavable and well worth buying,

All of these are "home-sPun"., but they have all the attributes of
Professionally Produced. much more exPensive 9amas. Jack Lockerbs s
MATCHMAKER in particular delivhted me, as did Tartan’s DOUBLE AGENT.,
which as you saw, 1s different and very enJovable. Frecision Games
EXTRICATOR and ENERGEM ENIGMR kePt me out of mischief for weeks!

I have only Just tried a Marlin Games Production, JADE STONE, which I
enJoyed $0 much that I immediately sent for the second, CLOUD 9%
which has an entirely novel theme, that of Jack Frost messin® about
with the weather! Both of these Sames are currently exercising my
brain and I must recommend them hishiw. Alsc I must add that, if sent
an S0S and a stamPed envelore, Linda Wrisht of Marlin Games will send
2 clue by return of Fost, which has to be another Plus|

Last words - the resbPonse to Pat’'s "home~work" must have been most
disaPpPointing for her, and surPrised me very much. I‘m sure I‘m not
the only Person who has GAC or GQUILL doin® nothin® because the way
they work is not easily understandable. Well, I suPpose I COULD be
the only really thicko idiot who reads PROBE, but actually I have
dlways thousht I was reasonably intelligent, and [ couldn't fisure
out what to do with flags, conditions, event tables and s0 on, s8¢ I
was delishted to see the first of Pat’'s articles on how to use the
utilities. KeeP it ub Pat - I shall await sour next lesson with eager
anticiration!

JUNE ROWE, 46 Hurdon Waw, Launceston, PL1S SHX.

SCOTT ADAM S SCUOOPS from ADVENTURE SOFT (The Spectrum version) has
Sone headeriess, so 1f you want to transfer to micro-drive or
whatever you need the startins address and lensth of code, in each
case the start address is 24576 and the length is 17684, save off a
header using the above fisures (or use & header creator: load it back
in using the following: CLEAR 24575:LURD""CODE resave to wyour drive.

A short Prosram to set it running (Alter to suit wour drive).
18 CLEAR 24573
28 LORD "" CODE
30 RANDOMIZE USER 24576
In case of difficulties droF me a line.
WARLTER PUCLEY, Flat 1, 46 Exeter Road, Bootle, LiverPool, L20 7BL.

2020 0 06 08 00 0 00 30 020 0 0 0 0 0 0 05056000 0 0 600 00 020 20 006 a0 0 0 6l 0
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Thanks for Vol II Issue 3. 1 lowed 1t. 11 drafted out a long letter
to send vou but have lost it - the house is 1n utter confusion since
my wife’'s been in hosPital for the Past month (was serious but
getting much better,) FAnvuwas., I was commenting® on Pete's article
INTERACTIVE FACTION, and his writing 1n @eneral and think I ended up
with a comment like - Hopefully, we’ll soon see a story about Dimli‘s
brother “Boldli Gloing where no one has 9lowed before’,

Une 9reat thins about the mazazine 1s the sense of comaraderie,
everyone s so willing to helP their fellow adventurers - vou’ll
always have & loval readershiP because of that. I had a Phone call
cut of the blue trom Hndrew Wrisht of Wrightsoft concerning an
adventure and we habPbPlly chatted on for several wminutes about
adventure - related matters.

Such unexPected Pleasures make one feel Privileged to be part of the
adventuring fraternity. [ wish [ could say the same about Nick
Walkland's “The Return Of The Orcs-bane" which I ordered over three
weeks a%o and to this day haven’'t seen. Have other readers had this
Problem with adventure masazines? [ should have Just stuck with
Frobe, which I can alwaws rely ufon.

NEIL THLBOT 31 Chadcote Way, Catshill, Broms®rove, Worcs BS1 0JU.

(Sorry you have had pProblems in wetting sour order Neil, it is wvery
frustrating to send off an order and to be met with comPlete silence.
50 sorry to hear that vour wife has been so0 ill - Please 9ive her our
verd best wishes........ Mandy.

I have received my order from Incentive. Their service is first
class. Which 1s more than I can say for another outfit callin® itself
"Budgetsoft". This comPany advertises every month in Amstrad Action.
I sent them an order for various 8ames in early December. I received
a Part delivery at the end of January after sending them & stiff
letter, [ alsc received a credit note with a new list of 9Sames s
the cnes I had ordered were out of stock. S0 I resubmitted an order
to them only to receive. in mid-February vet another credit wnote as
the items I had ordered were revretably...... By now I was Pretty fed
uPs 80 I returned aforementioned credit note on the 15th February and
to this day [ have heard not a lot and seen even less. Rdventure
Frobe Readers beware!

Can I draw wour attention to wour editorial in issue 37 Now sven I as
only a novice and fairly new recruit knows that the "Great Mistress
of Wigan" must be obaved in all things but I think wvou should have
directed your tirade at those awful Spectrum owners. As & humble
Arnold user, Tom Frost does nothing for me and until he does he don’t
get my money!

Please ask Fete OUerrard to keeP on suPPlying stories dbout
Strombrigner & Co. Thes 're terrific! Finally, in my last letter I
enduired if "Castle Of EaSles" was fit to be used on an Amstrad 6128
but wour refly fell off the bottom of the letter! Any idea?

R. R. ADAMS, B1 Uplands, Welwwn Garden Citwy, Herts., RLB 7EH.
(Sandra sends her aPologies for the bit that fell off the bottom of

the letter. Castle of Eavles is available for the 464 only I'm
afraideccssess Mands.”



s I N—TOUCH sAcdisk

Brand wew, still in box! "Spectrum RamPrint and Cabie". Includes
Wordprocessor on ChiP. Can be used with other Spectrum
Wordrrocessors — £23. For further details rin9 Dicon FPeeke 0407
730881,

AMSTRAD SOFTWARE FOR SALE (THAPE)

Mountains of Ket/ToP Secret, Lords Of Time. Snowball, Emerald Isle,
Worm in Faradise, Red Moorn, Rftershock, HovasHaunted House, Winter
Wonderland - all at £3.00 each.

Mordon’s Guest, Newver Endin® Story - £2.30 each.

Electric Music Utility, Music Box, GHC, Laser Basic, Mini-Office I1
££.00 each.

Melbourne Draw - £6.00.
Azimuth Head Alignment Tarpe (Unused) - £35.350.
Protext - £10.00,
Write to LON HOULSTON, 3 Pritchett Drive, Littleover, Derbw, DE3 7HAX.
0 A A6 000 06052000 0 0 00 A O e

Wiei HEL P WRANTED #idik

Can anvone Please helf me out? I have been Plavineg JACK THE RIFPPER
and I am stuck with the following Problem:

After shaving etc., and escaring wvia the window, vou eventually
arrive in a street. After 9ettind in the cab I cannot wet the cab to
move on. Everytime I instruct the driver to move on I @et the
driver s resfonse “Wassat Guv’ - very Cocknes ~ East End twPe of
ANSWEr.

ALEC MACKIE., 31 Listowel Road. Dagenham, Essex, RMI0 7GL.

0 A 2 a6 6 R a0 00 0
GAMES FOR SALE

PRUL SAWYER has the followingy 9ames to sell:

Back To Reality - £1.00.
Nonterraqueous - £1.00.

Write to Paul at 57 Everard Street, Barry., South Glamorgan. CFE 6PX.

00 0 0 A 3600006696 06 06 30 006 06 6 K K i R
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Contributions from readers are most welcome for all sections of the
ma9szine, indeed, where would Fdventure Probe be without them! It
would be very helpiul if wour contributions could be tupPed if at
all possible or neatls Printed on A4 Paper leaving a 1 inch mardin
8t either side and a 2 inch margin at the tor and bottom.

Reviews are also wversy welcome from readers but Please check first
to make sure thal nobody else has sent In & review of the same
Same .

Contributions are ALWAYS needed for each section of the masazine.
Please use sebarate pieces of Parer and stecify which section vou
have written for.

If wou do write in to Adventure Probe then it will be assumed that
yoiL wish wour letter to be featured in the Letters FPagse of the
masazine. Please specify if the letter is not for publication.

FAs the ma9azine will be sent from Wigan it will wno  lonser be
Poscible for the Editor to enclose rePlies to vour letters with the
masazine, so if a vou would like a reply to wour letter, Please
dor 't forget to enclose a stamPed addressed envelopPe as the Postade
bill is 9ettins rather laroe.

Evetyone who contributes to "Frobe' @ets their name in the Hall Of
Fame as a thank wou for takind the time and trouble to helr fellow
adwventurers,

1f wou remember, Keaders kindly started & Besinners Sechtion some
time a9, Contributions are also needed for this., The bedinnere are
still out there and thes would be so srateful if vou would share
your bints and LiPs and methods for solving adventures with them,

Please dor’t foroset to Put sour name and make of comPuter on all
contributions.

If vou would like vour own adventures FPlavtested this can be
arranged throush Probe. FReaders who offer this service do so
voluntarils and return Poztases can be costly so Please ensure Lhat
wou enclose sufficient to cover the postase from Probe to the
Flastester and return Foztsse to vourselves.

When sending in vour adventures for review Plezse make sure that
oy enclose a full solution and map. If & reviewer gets stuck and
cannot continue with the adventure then sou will either et a
partial review and the reviewer cawmot comment on some Particularly
skecial pPart of sour adventure or there could be 8 delay in Setting
the review Published in the masazine.

Finally, if vou hawve ams su99zstions or ldeas about what sou  would
like to see included in "Frobe’ then Pleaze let me  know., FPerhafs
sou would like to see  a  redular Fuzzle FPaze or Golden Oldies
section., Fledse remember that thiz ls YOUR madazine so we rels on
feedback from Wou to 3ive You exachly what dou want Lo read,

FEEEEAE AR AFEEERARAEARRA SRR RA RS ARE A A AEA R AEBARIRE AR AR AR SRR AA RS
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Mkw CRYPTIC DITTIES #Wok

by John R. Barnsley

PLRY IT RGRIN SAM
(Mafo Ul Games )

When wou're tied ur in a chair,

The remeds s hard to see,

The Parser isv‘t being fair,

Only CUT BONLS BLALE will get
you. free!

DRAGONSCRYFT
(Venomn Qames)

1o 9et the salt from waterfall,
First axe the creature,and it
will fall.,
Get the bread and ¢ive to bird,
Thev 8o to the water and say
the word!

BOOK OF THE DERD
(CRLAEssential Mwth)

The Ibis bird has ankh and

more,

To get it,1lift some weight
before,

Leadins the mangonel with
a rock.,

And firing that boulder when
he s over the loch!

FARADISE CONNECTION
(Eirdseed Sof tware)

The Painting hides s safe I
knou .

But orening it will alarm,

Use the blanket on the window,

The darkness will disarm!

EXCARLIBUR
(Alterative Software)

When Crania casts a skell your way,
The answer 18 in reflection.

Use lioht and sword in such & way.
That it @oes back iv her direction!

CROWHW OF RAMHOTEF
(Tartan Software)

To raise some money for wour quest,

Show the scroll to eet & chain,

Inventory shows the amulet tied,

50 thread the string and flog the
chain!

PLUNDERED HEARRTS
CInfocom)

Wait and examine till Crully
ArTiVeEs,
The Falcon will scon helfP sou
set out,
Read of his missive and a9ree
to his terms,
Then wou're uP on the deck and
the Same oPens out

GNOME RAMGEF
iLevel S/

Ingrads rainbow brings sou to
a halt,
Give NymPh shovel to earn her salt,
Say 90 east and dig then wait four
or fiwve,
She s found sou & crock and the
‘LeF” will arrive!

R AR AR A AR A AR A AR AR AR AN R AR

A DEFINITIOMN OF ADVENTURING - Bob Weeks

Adventuring is ... Hair pulling,
ITlogical, Puzzeliny., Sometimes StuPid ...
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Frustration, Stomsch churning,
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CLUE MATCHINWG - Joan Pancott.

Teat wour adventure knowledSe and see 1f You can decide which clues
match up with the adventures.

ADVENTURES HRE:

A CLASSIC ADVEMTURE. F DUMGEON HDVYENTURE.

K EMERALD ISLE. 3 HEROES UF KARN.

C RED MOOH. H JEWEL> OF BABYLON.

U MESSAGE FROM ANDROMEDH. J RETURN TO EDEN.

E S0ULS OF DAKKON. K WARLORD.

CLUES FARE:

1 SLEEP IN THE CARVE, 6 WAYE THE WAND AT THE CHASM.

¢ WEAR THE CLOAK FOR THE FIRE. 7 THE SECOND ROD EXPLOUDES.

2 INSERT THE FOST TO OPEN. 8 WHVYE THE STAFF FOR THE SKELETONS.

4 TURN THE SPHERE. 3 MOVE THE STONE WITH THE CROWBAR.
5 WAYE THE FAM FOR THE DRAGOWS. 1@ POISOM THE COOK WITH THE MUSHROOM.
ADYEWTURE] A B C 1] E F G H J K
CLUE

Answere will be Printed in next months i1ssue,

WORD SEARCH ~ Compiled by Doreen Bardon.
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ASHKERON

BULBO

DRACULA

ELDOURADO

EUREKA

EARTHBUUND

HOBBIT o
IMAGINATION \v
INFERNO

LIFEBOAT
MORON

111 NDBENDER
MINDSHADOW
SHIPWRECK
SNOWBALL
SURY IVAL
SPUOF

THE HELM
TRAIL
WYCHWOOD

4
-
)

E M D
K E

-~ X ¢ o
zZ £ T D
=
-
- ™ »n A

X

mTm w O LT - & N T X

|

P o xXT X M »® O T X™H®» M M =T
o » £ O & D X 0 9 Z
r -4 XX m T m - =X -~ @ X
D »X X 0O m W E T
W N =X O C
E Ccox®x zZz M O » ©Ww o
it rF O E L = < 8
—
®w o o O 0O w <€« m »n X C m
< O v rr E O o T xx o o  m
o zT E <« O X E QO oY Mmoo om o

zZ » X w

BMUZCC’U‘.‘I—-{MI’NX’—{



Blibs Blis HND MUFE BUGS by Alan L.Fhillips

BOOK OF THE DEARD - SPectrum version

In Part two don't shout in certain Flaces or the 9ame will crash,
Also, where the four Pircez of machinery are, near the end of  the
@3me, don’t 90 back south to the Bridae (Toll) or Lou will gset g Room
Error and the Yame crashes,

Also near the end make sure vou only 1nPut directions that are in the
text or sou will also Set a Room Error and tie Same crashes.

A oldie nowl fn&
N\ TEMPLE TERROR

When the door closes on sou where the forcefield and the elixer are,
don’t unlock the door with the key or the 9ame Soes into basic., If it
does then Just typPe RUN.

Flso, You start off as Archie but when the ending comes ufF HARCHIE
thanks sou. I found this silly so Press BRERK, LIST 3806, EDIT then
change ARCHIE for YOUR DAUGHTER JANE. The endin® sounds a lot better
thenl

ﬁ*****#*#**#i#*#**ﬁ#iﬁ****i*****ﬁ**#&*%*#i******K****ﬁ**#ﬁ#***t***ﬂ#t

THE FAWN - ADDITIONAL HINTS DEVISED BY CHRIS HESTER,

WHERE 1S THE PRISM? WHERE 1S THE TERPOT?

ay Try the ice tower. aJ Near the carrot!

b EsPeczially the store room. by Try the kitchen stove and

c) Esrecially the table. the worktop,

WHERE IS THE CRRROUT? WHART DO THE ALCHZMISTS REMLLY DO7
1) Near the tearot. 37 Look in the flasks.

WHERE 1S THE ROSE?

a4’ A Palace Qardener migsht know.

WHRT CAN YOU DO WITH THE CARROT, THE TEAPOT. THE ROUSE AND THE PRISM?
AJ Let me know when wou find out!

*ﬁ*t*****#ﬁ**i**i*##ﬁ*************#*#*K*ﬁ*l*****#ﬂiﬁ#*#***#***##!ﬁ***

DEFINITION OF A STUCK ADYENTURER’S GULLIBILITY

Reading a hint in a 9lossy magazine for the removal of the Boulder in
The Fawn — believing it - and sPending half an hour trying different
waxws of infutting "Insert big toe under boulder and lob boulder into
the air"!

Mandy

***####*l**i*##*##*ﬁﬁﬁi**ﬁi*ﬁ*****i!ﬂ!ﬁ******ﬁ*m***‘i#**#ﬁ#‘*#i#ﬁ****
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WHAT MAKES A GOOD ADVENTURE
by Fete Simpson

36 3636 3 3 36 36 36 36 3 3 I I 3 I 36 I 36 36 I 3696 I 3 I I I I 36 3 336 I I 30 I I I I 3 I 96 3 I 36 36 3 I I I I W I A 9 I I I I I 36 %

Judging by all the rave reviews 'The Fawn’' has got, 1 feel I must be
in the minority in knowing what is a good adventure because I could
not get ‘i1nvolved’ with 1t at all.

After managing a couple of easier adventures, then a couple of Level
? (okay with a little bit of help), I thought I was ready for the big
time so I splashed out on "The Pawn’.

True it has got excellent graphics, a great text and parser, but it
does nothing for me. Possibly I was expecting too much. It's a bit
illogical in parts — I don’t know if repotting the plant has any
significance later in the game, but if it has ....). It has well
known bugs, and it gets a bit boring having to type Inventory and
xamine in full every time.

I don't expect it to be easy, at that price one doesn‘t want toc solve
it in one sitting, but there’s certainly no initial ‘grab factor’ for
me. I'm not saying it’'s a bad game, and I°'l]l persevere at the price.
I know these are small moans but moans nevertheless.

Just the opposite at £2.99 was “Nythyhel". Simple graphics and text
as opposed to the "Pawn" but it was warm and cosy and pitched at the
right difficulty level for me. I spent many a happy hour over
Christmas with an ever dwindling supply of ale. That's what I call a
good adventure. Technical excellence is not enough.

I was looking forward to an Infocom adventure but I think I°11 beg or
borrow one first, just in case. Is there anyone else out there who

didn’'t like the Pawn?

3 I I 36 36 I 36 I I W I3 I I3 36 I I I I I I3 3 I I I I 3 I T I I I I I TS RN
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GRAND CHRISTMAS COMPD RESULTS (At last!)

O L s s e Tt T e R s R a2 S LS s

Dkay so 1 forgot'! Thanks to Mandy for reserving this page for me 1in
her first issue of ‘Frobe’ .

The following people will be receiving prizes for their entries:

PAUL BRUNYEE - Spectrum

Gnome: Yo' Santa, it’‘'s five minutes to Christmas and we’'ve still got
these pressies to deliver.

Santa: No we haven 't - that blasted pirate has just stolen them!

JACKIE HOLT - Spectrum
Yes, 1 know there’'s only five minutes left, but I'm still locked 1n
the Goblins Dungeon, waiting for Thorin.

BARRY TUDOR - Spectrum

Stop playing Winter Wonderland. You've got to check the reindeer’'s
antifreeze, eat a ton of mince pies and drink fifty gallons of sherry
before six o’'cleck.

MARGO PORTEOUS - Spectrum A
Drop that sword, get on your sleigh - and kill the dragon on Boxing
Day!

Did you have to get lost in the maze on Christmas Eve?

You and your "I°11 just see if it loads"!

DAVE BROWN - Amstrad

Oh no'! When I said "Get loaded up,"” 1 meant the sleigh not vyour
blooming MICRO!!

RICHARD BATEY - Spectrum

Biame Jim O'Keeffe. Ever since his wvisit last vyear I can’t stop
playing the thing!

FAUL SAWYER - Amstrad
Hang about — I'm just waiting for Frodo and Strider to reappear.

LON HOULSTON - Amstrad
No sweat €l4! I've already “"saved" our bacon. I°11 just "restore” the
month of December to start again.

BAREBARA GIBE - BBC

Have 1 still got enough time to add a subscription to "Adventure
Frobe" to my Christmas present list?

Many thanks to everyone who took the time and trouble to enter.
Frizes should have been received by the time you read this.

Sandr a

R AR FHEF AR ERE RS E RN ANS E SRR IR EFEFF AT RS E R R R R PSS H XL EF R LR R F RN F AR F A I RN
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S 4 MARLIN GAMES PRESENT 2 ADVENTURES FOR THE SPECTRUM:
% CLOUD S5 #% AND ## THE JADE STONE #» SQ)

CLOUD 95: 2 wersions of this Same on one tabe (48k is text only: 128K
has 9rarhics): a light-hearted adventure in which wou must explore
the Weather City of Cloud 99 and restore the weather!!!

THE JADE STOME: Rescue wour fiance from the evil Mallumo: wour chance
to be & heroine! A 9ame with $raphics for 48K and 128K Spectrums, it
comes in two Parts, "... consists of some clever Puzzles, and some
obscure ones ... lots of user-friendliness" GAMES MACHINE Feb 198€.

% Price £2.95 each, or both for only £5.75: send chedue/P0 to: X
MARLIN GAMES, 19 Briar Close, MWailsea. Bristol. BA1S 106G now!

BRI AR AR AR A AN A AR A AR B AR A
#%¥% RDYVENTURES FOR COMMODORE AND SPECTRIM #kk

SPECTRUM 48K, <
Tare 1. The challenge & Davy Jones Locker.
* Tere 2. Witch Hunt & The Cup.
: Tare 3. The Hammer of Grimmold & Mutant.
Tare 4. Realm of Darkness & Matchmaker.
Tare S, The Jade Necklace & Lifeboat. \ :

COMMODORE 64

Tare 1. The Hammer of Grimmold & Lifeboat.

Tare 2. Realm of Darkness & Mutant. 4‘
Tape 3. The Jade Necklace & Matchmaker,

Tare 4. Witch Hunt & The Cup,

Dizz 1. The Hammer of Grimmold - Matchmaker - Mutant.
Disc 2. Lifebost - The Challense - The Jade Necklace.
Disc 3. Realm of Darkness — The Cup - Witch Hunt.

Each tape costs £2.50 and each disc £€.88., The adventures on disc
load 1n 15 seconds. Cheques/P0’s to:

J. R. Lockerby. 44 Hyde Place, Ruylesham, Canterbursd, Kent, CT2 3AL
l#****%#***&&****#t#*tﬁ*ﬁ*m#**i¥¥*#**m&i#t***ﬁ#&ﬁ*ii*&mﬁ*##i******###
ADVEHTURE FOR SPECTRIUM *

DOUBLE AGENT costs Just £3.95 for which vou 9et a wery original
adventure. a bornws C(just for fun) adventure, and the chance to win
£38 for the shortest correct solution accomkanied be map.

Chedques/Postal Orders should be crossed and made Pavable to T. Frost
and sent Lo

TARETAHM SOFTWARE,E1 Bailie Worrie Crescent,Montrose,Ansus.DDLO SLT.

4( t5end SHRE for details of other Tartan Adventures? ¥
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weaisk MHEL FFUL HINTS s

MAT LUCAS =~ Jackie Holt.

For the password at the @ravestone listen to what the two characters
in the club are saving.
Order a drink.
Break 2 les to find & maF.
Rest in a Pleasant cowve.
Duck and the arrows miss ¥You.

STAR WRECK -~ Jackie Holt.
To release the Krall smash the door in Engineering 3.
Teleport to the @enerator then repair it.
In the hold smash the tank and release the beast.

WITCH HUNT - Jackie Holt.
Wave the wand inside the marduee and by the outline.
Throw the book a3t the wvampire.

MATCH MAKER - Jackie Holt.
You need a3 fros to JumPthe chasm.
Lan't climb the Path? = Throw the ball for the corsl.

WINTER WOMHDERLAND - Linda Friend.

TO GET THE HANG GLIDER KIT
You need the maZszine, the Pen, the scissorz and the stamp. Then CUT

MAGHZINE, FILL FORM, AFF1x STAMP. GIVE FORM (to Postman,
clerk » The parcel will be delivered to sour hotel room.

not counter

=== = e e T T T

TEN LITTLE INLIAN:E -~ K.H.Rainbird.

Tie rore to gatehouse window to enter @rounds of the house.

19342 oPens the safe, but not 1n the house.

stamP foot on rotting floorboards.
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STRANGE ODYSSEY - R.H.Rainbird.

Arm yourself from the besinning and get shovel.
Wear SPscesuit when reading shows atmosPhere harmful.

$hoot the boulder!

=

MYSTERY FUNHOUSE - R.H.Rainbird.

To ®et coivn, stick chewing Sum to tree branch.
FPull blue handle to Set sion.
Pull ereen handle to et tir-amfoline.

JumfP on trampPoline after droPpPing it in Pi1t.

FEASIBILITY EXPERIMENT -~ R.H.Rainbird.

Rocke and crewices can wield useful obljects.
Examine tree.
Down for a sword. then North for a Treasure.

The lamp needs 3 strip for a wick, & flint and some oil.

GOLDEN YOYAGE - R.H.Rainbird.
Alwave wear sandals when walking ashore.

Gailing Procedurs:

Wei1gh anchor, set course, climb mast with telescope, look telescofe,
and if land siv9hted, down and drop anchor. If no land sishted, ub and
look telescoke,.

Always make sure anchor has been droPPed before leaviny shib
otherwise it will not be there when wou return.

REBEL PLANET - Walter Pooles.

Insids the FArcadian Hotel, talk to the receptionist, he then
collapses, INJECT AMFOULE. EXAM FIST, @et the disk wou find 1w his
fist, locate the COS-MIF and buy all that is on oftfer, locate the out
of order Visi-Phone. INSERT DISk INTO FHOUNE. (the floor slides away
to reveal sewer cover, REMOYE COVER, (need the Diltractors DOWH. The
route through the sewerz to the oPermin® S/AW, N, N, E, S, fire the
robe sun then climb, You then mest the underground. the answer to
their question 1s SHROS.

RARRES SR EAERRRRARRE RS AERRRAHNS CHEAAE R ERRERE XA RN R SRR A R 4R
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WA FRECISION CORNER s
REBEL PLANET - Walter Pooley.
The Lite Kube lets wou carry more, to 9et things in and out:-

DROFP .... INTO KUBE
GET ..... FROM KUBE

The laser sword will exPlode if left on -

RACTIVATE SWORD
DEACTIVATE SWORD

To 9et your equifment from the Valet: -
SAY"HELLO"TO VALET" The Quotes "" are imPortant.
To use the disPernser . -

INSERT CARD IWTC DISPENSER

EEEEEEES Em=

LUDQIDS - Robert Shirley.
The Passwords
Part two = COLD - STORE (The @aP= are impPortant!>’
Part three = DIODUL
MINISUE

n

Fart four

MATT LUCAS - Bryan Rowe.

Faulty Yending Machine KICK MACHINE.

Carpet - ROLL CARPET.
Vase - UPTURH VASE,
Bafe -~ SET DIAL TO ssa.

The answer to the password 15 - 0OUT.

Joe's Place KNOCk ON DOOK.

[P e = p— = —mmm ==

RFACHE GOLD - Linda Friend.

FEED HORSE. FLICH REINS SHOW HANDEAG (to crocodiley

PUT JEWEL IN SKiULL, EHWHTER MINE PiJsH BOULDER, PUSH HARD
EMTER CANOE,PRDULE (You need the thin branch.
KREFHIF DISTILLERE, MAKE MUOWSHIME (Need PirPe,corn,full bottle..

S ERRIREAS KRR S ERRAA A E DA HE AR P HAABE A EAAREE LR AN PR H R AR AR DR ARERBRAREE
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Wi COBJIJECTS AND THEIR USES S

INHERITRANCE - PANIC IN LAS VEGAS - Linda Friend.

OBJECT GIVE TO
Iron ~ Woman.
Candelabra - Chinese Man.
Trumpet - Black Man.
Ring - Bald Man wearin® wing collar and bootlace tie.
Fen = Balm Man wearine ordinary collar and tie.
$Ba - Man with sduashed nosse wearing hat.
Gun = Man witin turned uP collar wearing hat.
Torch - Man with Pencil behind his ear.
Cactus ~ Man with squashed nose and cauliflower ear.
P ——— £ SO
CUSTERDS GUEST - Jackie Holt.
Key = Unlocks the chest.
Lamp = Light 1t to find the treasure
Treasure - bGive it to the drason.
Hrmour - Wear 1t.
Coin - Give it to the Peasanis.
Orb - bror it by the Necromancer.
Bottle - Drink it to evnter the rabbit warren.
Beer - Drink it.
Axe = Throw it a3t the Chandelier.
Lake ~ Eat it after sou’wve left the rabbit warren. ?
Mud - Throw it at the troll.
Photo - Drop 1t by the necromancer.
Rod - MWave it.
Wat.ch - Give it to the Time Creature.
EBomb - lhrow it at the Green Doot. ;
Lance - Not. needed.
Sword - Mot needed. '
Turkish
Delight ~ Give it to the White Rabbit.
STRAMLE ODYSZEY - Jackie Holt.
Suit - Wear 1t outside,
FPhaser - To stun or destrod.
Shove 1 - 1o di1g with.
Pick - To dig with.
Ice hound - Drop him to find 3 diamond.
Rod - FPuil, Push then break it,
Belt - Wear 1t and twist buckle.
Metal - To ofen the hatch.

FERRFEEAES SR AERRSHR KD R R R AR AR AR AR AR RAARRERSHE SRR ARR R R 4%
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#xin SERIALISED SOLUT ICOHDS s
FUDLD AND SLAM ke Alan Phillirs
PART OHE

You start on the Main HiShwas. South of "Ics Wastes" so EARST. ERZT.
NOFTH 1n the @arden. a8 sPade 1s here and the burrow to the west,
ExAMINE HEDGE you find an old tunnel covered in cobweb:s but you can't
get throuan - wet! GET SPADE this 1s PoPPed intc the backpack 3s  are
most. things, if vou want Lo see what 1& in the backpPack Just twpe E.
You start with matches, candle stub, dasser, a8 PibPe and some PlPE
weed, SOUTH. ERST. EAZT. EAST. EARST. ERST edae of murky weeds. SOUTH.
FAhar. here s GQood ole dobes Slam. to 9t him to do thin®s  or  ansuwer
yao. talk to Slam then tupe what 1s wanted. For  the moment  thouSh.
TALE TO SLAM, ke turne to listen, GIVE STRING TO ME. He delwes 1nto
his Pocket and Pulls out 8 Flece of strind and it @oes  into  the
backpack, NORTH, ERST. Alien space-shif iz here. if You  examine the
shiP, little aliens come out and vou run awas. so CALL SLAM he turns
ub. TALE TO SLAM, he listens. RSE FOR HELP WITH ALIENZ. He 1o
throvat hiz issus of “Lrush’ but sadz that Kooster (Brewster) know:s
nowt . but drops 3 Haxby Poke. GET FOKE. TALE TO SLAM, USE POKE. Slamn
getz the Poke and flicks it at the alien shifF which pPromftly
dissarears., Slam save “"The Haxks hackers Pokes aluass do  that". Now
there 18 a wad through to the easzt - but not wet, WEST, WEST. HORTH,

MORTH, In olds shofPe. wizaned E1f 1z here. THLE TO ELF. He saxz  you
can bus an axe. an adventurers kit and some  food, BUY AKE. ELf
char 1 9old coin which is your last, oh well. e3ssy Come =asd "20,

the axe woe:z into the backpack. SOUTH, S0OUTH. MWEST, MWEST. WEZT. MWEST,
SOUTH, on @rassy mound. tree’s here. CUT TREE, You cut down the tree
Witk the 3xe but can 't mowe 1t on wour own =0 CALL SLAM.  ROLL  TREE.
Togsther @ou mowve the tres and 1t lands 1n  the river then floats
A,

MORTH. EAZT, ERZT. EAST. EAST. EAST. SOUTH to bs stones.  bridie  now
made with tree that flosted down river and causht between the stones.
CROSS RIVER. Don't cross if wou alreads hawe the ladder or  wouwill
loze 1ti Z0UTH. MWEZT. dou are bw 3 clift and sou can see  4an  OFPETINGR
bt dou can't reach 1t, so CALL SLAM. CLIME SLAM. You clambetr uf Poor
Slam and enter a cawve, there are some leaves here and ancthetr exift to
the eazt, thiz leads to the war zone 3¢ don’'t  bother. MoveE  LEARYES
and wou find some breadorumb:s and 3 desd bear . SEIM  EEAR. o cut
of f the fur with vour trusty dagser and now hawe ftwo 2mall coatz  one
of which ¥ou wear,  DOWH, Slam is here and @ou Lthrow the  otbher  fo
hiim. ERST. MORTH. CROSS RIVER, MORTH. WEST. WEST. MWEST. MWEST. MWEET,
WEST . MWEST. S0UTH wou are 3t 2 three was Junction, EAST. EAST, EAST,
kack of laugkinz bear, GET LADDER which 1= too bi19 to So 10 the
backpack sco gou 11 kave to carrs it. NORTH. WEST. WEST. NORTH, ERST.
MORTH.,  You are at the 1cy wastes, 1f vou 9o here without the bear
skin coat sou freeze to desth — there 12 a crown here, GET ICE CROMWH.
SOUTH. EAST. EARST. EAST. EAST. ERET. EAST. EAST. to where the a3lien
zhiP waz, SUUTH scu are 1n the war zone, Becauwee Yo hawe the 1cCe
crown the armiez gtof frabbtind and a9res to fisht ogust once 3 year
and zhars the crown. byt le3dwe weaPonz beband and  head oft  to the
Laustizne= Bear, SEAFCH MEAFOMZ 3ad @ou find 2 sword,  DGET  SHORL, it
qo examins the sword dou will t1nd 1t 18 3 drason slaser.

T EE COHTIHUED. ..o vvvsansanss



SERIALISED SOLUTIONS

PLUNDERED HEARTS - Mandy Rodrigues - Commodore

Part 3.

The only cell I found was empty in this direction so I went back to
the bottom of the stairs and went south. There was a large pool of
water filling this room and to my horror a large crocodile was lying
half in and half out of the pool preventing me going further south.
It had its jaws wide open as if waiting for food. This made me thini.
I had the salt pork and also a sleeping drug' I put some of the drug
on the pork, gave it to the crocodile and waited. After a few moments
it closed its eyes and fell asleep.

I raced south as fast as 1 could and found myself in a dungeon. There
was a pair of manacles hanging from the wall and a trapdoor set into
the floor. Thinking that my father was under the trapdoor 1 opened 1t
quickly but found that it was just an old well shaft. I followed a
passage west and came to a locked cell door'! I unlocked it and went
inside to find myself immediately enfolded in my dear father 's arms.

I examined my father to make sure he was unharmed and he quickly tocld
me that we must get out of here as quickly as possible. He had a
plan, whilst he went to the kitchen and rescued Lucy I must find Nici
and tell him what had happened. Then we would all meet at the beach.

I led my father back to the library and, spotting the window, he bade
me farewell and climbed through it. I headed back towards the foyer
but to my horror I saw that Nick had beern captured by Lafond’'s wmen
and they had beaten him dreadfully. I longed to run to his side but
he was dragged away before I could move. At that moment the butler
came up to me to tell me that Lafond was waiting in his room for wme.
There was absolutely nothing else to do but to meet with Lafond and
see if there was some way to defeat him and release Nick.

I went up the stairs and opened the ornate door. Lafond ushered me
inside and handed me a blue goblet of wine. He drank from a green
goblet and forced me to drink mine. 1 did so and he seemed pleaced
that I was going to be so little trouble. At that moment Nick burst
into the room determined to save me and kill Lafond'!' I don’'t know how
he managed to escape but I was so pleased to see him. I screamed in
horror ac, before he had time to attack Lafond, Crulley and the
Butler grabbed him from behind and beat him senseless. “"Take him to
the dungeon and don’t let us be disturbed again,"” commanded Lafond. I
sighed resignedly, horrified at what had happened to Nick but
determined to defeat Lafond mysel f!

“"Four me some more wine while I change into something more
comfortable," he commanded and turning his baci toc me he begarn to
remove hiz clothes.

I had the drug and if I was quick I could slip some into his wine but
I hesitatec. If I put it into his goblet he could change them over 1f
he suspected me. Ther again 1f I put it intc my blue goblet then the
same thing could happen. 1 decided that it would have tc be the blue
goblet and.pourec wine 1nto both goblets and added the drug to <he
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blue one. As I was doing this the Butler returned with a tray of
chicken and spices for supper. Whnern the Butler left Lafond said, "Fut
some spices on the chicken my dear."

I took a pinch of spices as he turned to take the goblet of wine.
Just as 1 had thought he began to smile and say that he didn't trust
me and that he was sure 1 had put something in the wine! I was
undone!

1 panicked as he reached for wme and told me I must taste both
goblets. I blew the spices into hie face and could have shouted for
Jjoy when he was momentarily blinded! He stumbled +rom the room
smashing the green goblet on his way. I needed help and fast'!

Latond would kill me for sure now. I grabbed the silver tray that lay
upon the table and waved it frantically in the moonlight which shone
through the window. Thankfully, 1 saw an answering signal +rom the
ship almost at once. I began to run from the room but ran straight
into the arms of the leering Butler who ushered me back 1nto the
room. I didri’t know quite what to do se 1 decided that perhaps I
should try to use some of my charms upon him. If I could get him on
my side then all would be well. I smiled and offered the blue goblet
of wine to him. Of course' That one contained the drug’ I  watched
aniiously as he downed it and waited patiently for it to take effect,
within moments he fell to the floor i1in a deep sleep.

I ran through the door and south to the gallery. Here 1 waited a
while just to avoid Lafond who could have returned at that moment and
found me. The pirates arrived from the vessel and swarmed into the
house. Now 1 felt safe to go down to find Nick. In the foyer 1 met
Cockie who asked me where Nick was. I told him tc follow me and raced
as quickly as I could to the library. Cookie followed me and watched
in surprise as I repeated the procedure to open the secret door. As
it swung open we racec down the stairs and headed for the dungeon.
The crocodile was wide awake but, before I could do anything, Cookie
shouted that he would take care of the crocodile while I saved Nick.
Az he dived i1nto the pool I rushed south to the dungeon.

My darling Nick was manacled to the wall! Crulley had whipped him
1nto unconsciousness and blood flowed from the open wounds on  his
back! 1 wanted tc run to him, but as I ertered, Crulley turned and

begantc use his whip to push me backwards towards the open trapdoor
and certain death! There was Nick’'s rapier 1lying in the shadows
nearby and I snatched it up and faced Crulley. He didn 't seem at all
worried that I held the rapier, in fact his grin just widened and he
cracked the whip at me once more. 1 had no 1dea how to use the rapier
but I had to do something so 1 attacked furiocusly with it. Crulley
was surprised momentarily and stepped bacy. nearer to the open
trapdoor. I attacked once more and nicked his chest with the rapier.
He stumbled backwards into the well. I locked down expecting to see
his smashed body or. the rocks far below but instead, to my horror, I
found that the hook which replaced omne of his hands had stuch 1nto
the wall of the well and he was slowly climbing back up again'

ad tc wake Nicl somehow. Taking the smelling =
s =

T

&
ule I woke him with them and he aszied me i1 1 had the key to the
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manacles. Of course the large key from the cell door wouldn’'t fit but
I did try to pick the lock with the brooch. It worked! Within seconds
Nick was free. He grabbed the rapier and shouted that Lafond must die
for what he had done to us all and he raced from the dungeon. 1 raced
after him and, joined by Cookie, I ran back up to the library. As e
arrived we could clearly hear the sound of a duel. Rapiers were
clanging and I heard a woman gasp. Nick, in his weakened condition,
stood no chance against Lafond!

I had to help him somehow. The ballroom was blocked and I couldn’t
enter so 1 raced upstairs to the gallery and looked down. Sure enough
Nick was losing ground and the end couldn’'t be far away'! I had to get
to him. I climbed down the rope and by all the luck 1in the world
managed to land right on top of Lafond. Knocked unconscious he lay
still on the ballroom floor!

My father, Lucy, Cookie and Nick shouted at me to follow and they
raced away for the beach as fast as they could. I would have followed
immediately but I had dropped some of the items that I thought I
might need sc I stopped to pick them up and ran after them.

When I arrived at the beach Nick was waiting for me. The others were
making for the skiff in the shallows. We were about to follow when
there was a shout from the top of the cliff and we turned to see
Lafond and his dragoons there with their pistols trained upon us.
There was a shot and Cookie flung himself in front of Nick and the
bullet meant for Nick hit poor Cookie in the back. This enraged Nick
andhe shouted to Lafond, "Come down and fight 1like a wman!" Latond
shouted back that he would, on one condition. If he won then I  would
belong to him.

Nick turned to me and I saw all the love in his eyes that I longed ro
and knew that he must take the chance or all would be lost. 1. told
him yes and Lafond Jjumped down the cliff and the duel began once
more.

Lafond had dropped his pistol and 1 grabbed it and loaded it with the
powder horn because I fully intended to kill myself with it 1if Nick
died. But Nichk didn’'t die! He was so brave, he killed Lafond quickly
and easily. He bent and took the ring from Lafond’'s finger and as he
did so 1 noticed that Crulley was aiming his pistol right at Nick’'s
heart! There was no time to lose. I raised the pistol and shot
Crulley dead!

The battle was finally over. Nick turned to me and took me intoc his
arms. "My darling, will you sail with me to America and start a new
life as my wife?" he asked tenderly. I clung to him almost fainting
with delight. This was not the end of the story - for us the story
was just beginning




¥ SCGETTING YO STAHRTED S#$3%
GNOME RAMGEF - GAME OHE b Maureen Lamb.

You start ocutside 3 little shor at the end of & north south  road.
Knock Cn Door . Wait, In, W3it (Until Cap  offers gou  an envelorel,
Take Enwelobe. Take Shovel, Lo To Puddle., Examine Puddle, Take LCoin.
o To Erambiles, Examine Bramblesz. Take Hair, Go To Marsh, Take AlL,
Wait Clnti1l Ea%le or some other creatoure aPPears' Follow Eagle. Allow
the BEazle fto cafture dou and take wou Lo her 2t.  Examine Chicks.
Hit Chickz with Shovel. Yoo will be rewdrded wi tf a Silver Eell. DOo
To Cottaze, Look Throusbh Gate, Rins Eell, Wait for Eagle to  aPPear.
Easle. 2o north and take Fed then find me and Sive Pe9 to me., Wit
runtil the Eagle returnz and 9ivez You the Peg, A dos  should  appear
at the same tame.’ Follow dog. KeeP followin® the dog until he meet:
2 Pack of do3z and thes wil] @i1ve 400 3 whistle,

ol’)

GHOME RAMGER - GAME TWO by Mauresn Lamb,

You start Part two 1n the 9arden of 3 cottage  whers an old man  ask:
dou to take a tes leaf =0 that he can make 49ow  some  te3, Examine
Trhistle ClumpP, Take Thistle Flowsr. Examine Rowan Sapling, Take
Fowan Berrd, Examinse Elder  Buzh, Take Elder Eerts., Examins Mint
Clumf. Take Mivt Leaf. Take ComPozt, Take Tea Leaf. Go to Kitchen.
Take Bulb. Take Seed. MWeszt., Read Book., KeeP refesting the dast
command untll gou kave resd throush 311 the books avd noted down all
the informaticn on the making of Fotionz etc., Go  to  Garden, FPlant
Bulb, Take a3ll. Flant See Go to Fatchen, Put Elder  Berrs  1n 10070
pot, Put Thiszstls Flower in 1ron Pot, Pob Rowan Beres 1n iron Pob. Fut
Mivt Leat 1n iron Pobt, d9You should now hawe an Animate Potion. Lo o
Gardern, Fut Animate Potion on Greenzlave. Eazt, Drof  ComPost, West,
Up, Down., Treehoozs. 9o east, East, Eazt wntil wou 9et to the  Hedoe,
Go to Gardsn, Get Thistle Flowsr, Get Elder EBerrs. Get Mint Leaf. [Get
Fowan Berrs, Lo to Kitchern, Put Thistle Flowsr in iron Pot, Fut Elder
Berys in o iron Pob, Put Mint Leaf in 1ron Pot, Put Eowsn Berry 1n 1ron
Fot, Lo to keds:e, Fut Wesdbiller Potion on me. East,

BALLYHOD - by Jobn Herbert
Fou start In The Wiaszs. Go sooth and You will find a2 modast trwins Lo
reszch the drinkin® tountalv. Lift Midaet, Go South 3nd €xaming wa=on.
thers 1 3 Pale wunder the wavorn. take pole., Qo north,  waorth, northn,
climb ladder, keefr “oing east along the ti1ghtrore with the a1d of the
Pole until dou come to the other Platform. Get balloorn, 90 west until
iy

u reach the other Platform, 9o down. south. =oufh Mt:ﬁ: south andg
west 1nto the Prof fent . Hide. listen
mE Wb enter the tent, Take suit.
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west . =outto oben balloon. luh:l» hc]lum

wear mast o knoTh oo door . soutb & =m1n~ m:hfrau' st Ash
neEWEbEInt . read vewestrant o wou o will et thecwrn oot craal under
et pnond doouch 3 few tames until  the Pain subszidgez, Ao
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L s
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BIG SLERZE - by G.L.Wheeler,

Examine desk, Get Flask, North. Get Mac, Morth, Down.  Unlock  door,
Open door. South. South, Get in car, IroP Lucky., IroF Flask. Examine
Mac. (Crowbar talls outiBet out. Examine car, Get Dunamite. North,
Morth. UUF. South, Scuth. Put Denamite 1n kevhole, Wait (Until she
artives). Get Chedus . Light Fuse. North, Wait (Until dog  arrives),
DrobF Lishter, Get Photo. Get Chedue. North. Down, South., Southk. Get
in car, DroP Chedue, Drok Chedue, DropP Photo, Get out. Horth, Morth,
Up . South, South. Get Waliet. Get Eatterw, Det Gun, Get Kew, MNorth,
Down . Zouth, Close door. Lock door. Scouth. Get in car. DroF  MWallet,
Drof Kes, Get Flash. Put Batters in Flash. DroP  Flash, Join MWires,
Drive to Joes. Get out, North. North. Examine Wall.

BOOK. 0OF THE DEARL - by Mike Wade.

Ereal E3% -~ Get Knife - South — Shear Sheepr - Drof Knife - Soutk -
South - Wash Fleece - East - North — Examine Weights — Lifft Weight: -
Zouth - Get Boulder - South -~ Put Boulder in Man2owsl - Fire Manonel
= Morth - Get Ibi:z - North - West - Fray to Amon-Ra - South - MHorth -
Get Fleece - South - Pluck Ibis - Irop Ibiz = Throw Fleece ower cliff
= Throw Duill ower cliff - Down - et Fleece = Get Guill - Up - Get
Fope - East - Dry Hermit with Flesce - Read Scroll — Cure me — East -
Ewamine River - Get Stilt:z - Wear Stilts - East - East - Horth -
Morth - Wait - Morth - Somethin® - MNorth - Down - Get Coin - Up -
Wezt = MWezt - E3zt - East - THEM.......

EFEFEF CERFREE S P ARAFEEIHA G BRF ER S S ERRRFRAREEREEFRHEA SRR REFER AR F 4 H

* thrr HDVEWTURE FOFR AMZTRAD ADVEMTURERS 011 ¥

Evijogs an amuzind l13hthearted romP on the Isle of Hersres az You trd
to zolwe “THE CHSE OF THE MIXED-UP SHYMER-,

*

##% Te«t only - guaranteed to contain MO mazez!! #44
#¢% Rvarlable for Amstrad CFLC machines NOM!! ###
' ##% Price £1.9% on cassette and £4.25 on disc, #e# Q
##4 Or zend £1.25 and formatted CFZ ##4

ME  The caszette cofie: hawe been Protected,

Chequesz P07z should be crozzed and made Pasabile to S, Skharkes . 3nd
zent Lo T2 Merton Foad. Hisnfiegld. Wisan. WHZ &AT.
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KIMGE ANL QUEEHS OF THE CHZTLE
DOREEH BARDON: Lendgal Cotta9e., High Street, Slingsby.,York.YUo 7HF.

Peter Fan. Secret Mission. Ludoids Pt 1, Price Of Magik, Curse of The
7 Faces. Surviwval. Profhecy 1, Wychwood, keturn 0Of The Warrior,
Buftfer Adventure. Lost Urb. Holidas To Remember Ft 1, Ri19els kevenSe.
ked Doot « Yellow Door, Wuezt For The Hols Jowstick, Fantaszia Diamond,
Temk ie Uf Terror. Mckensie, Karvssia Ft &, Shard Uf Inovatr, 5Soho  Sex
Wuest. Flas It HA3ain Sam Pt 1, Inskector Flukeit, Holiday To Remember
Ft 2. Demorn Lord 1 <(Fortress 0f Fears, Demon Lord 2 (Forbidden
Forezt,. Colour Uf Masic. MWinter Wonderland, H Harwvesting Moon.
Wizards Orb. Flas It Aga1n Sam Pt &, Ludoids 27874, Mindstone.
Treasure, Hammer Of Grimmold and Lastle Ut The 5kull Lord.

FHRIJL SAWYER, 57 Everard Street, EBarry, South Glamorsan. CFE BFX.

Lord Of The Rings. Dundson: FAmathsst:s Alchenmists w7 Bwersthin’
Necr 1z Daoms 3ng The Laze Of The Mixed—UP Shsmetr .

JACKIE HOLT, 36 Elandg Strect, New Basford., MottinSham, HGT 7ET.

Hogultia . An Ewerddas Tale 0t A Seeker Ot Gold. Arrow Of Death, Earsac
The Lwart, Bugsw, (Lastle Elsckstar. Lastle Eerie. Lastle Thade. Crown
Ut Ramhotep. Lr¥stal Frow. Cuddies. Dragonscraft, Das  Traf.  Demon
From The Larkszide. Dewil & lsland (Gilsoft,, Doddy Deezers, Doomsdss
Pakrers «& & S0, Urasonslaser. Encounter, Escape, Escare From Devil s
lziand, Escare From Fulsar 7. Esplonase  Island, Excalibur, Ewe  0Of

Vartarn, Final Mission. Dbilante Mo, Dbolden Roze, Oround Zera,
Hampetead, Hexawonal fluseum. lcs Station Zero.  Incs  Curse.  The
Iaterno, Inwinzible lslang, harwss13. Kadlevh, The kheerer. Leo Wanksr .
Mivdbendsr 1, Molezworth,  Morebs Jewels. Mountalinzs Ot ket .

Fhilosokbhetrs Stone, France Of  Tendal. Frophecs  One,  FProspector
Clartan & Centrailr, G/F/Troolden Esacub. Eeturn Ut The  Warrior .  Sea
Df Zirun. Seas Of Blood. Shard Of Iwowar, Skak Ot Doom,  SPbwreck.
Sidines Hffa1r. Soho Sex  Buest, The  Sorcerer  uTl.Dilbertss,  SPoot.
Statt Ot Zaranol. Subsunk . Superdgravi. Temvle Of Vran. Temple Terroc.
Time Ot The End, Urduanart Castle. Warlord, Wizard Scrolls  and
b zhuood .
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Ly SRECIAL OFFER TO PROBE RERDERS 11!

THCEHTIVE SOFTWARE hawve kindis offersd a special scount. of £z an
A1l thelr Medallion Rdventurez for readers of Adventure Frobe!
WIMTEF WOHDERLAMD - CEBEM 54, Am=trad CPL, EEL B -
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#4& PIAHDY 5 HOTLINE ##s

If you hawve ans queriez about Probe, Subscribtions or would Just like
to chat then give me 5 ring on 0452 77V30%2, 1 will be available at all
reasonable hours but I like to relax after 1@pPm  and, of course. [
somet.imes have to 9o out.
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TELEFHONE HELFL IME L O

Copectrum)

HLF BALDWIN = Tel: D452 50051z Mon to S3t 10am to  SPm
MIKE WADE = lel: 04 7e3755 Mon to Fri  &Pm to  7Pm
JAHCE HIGHAM = Tel: 0925 81%:31 Fra Lo Mon 7Fm to 10Pm
WHLTER POOLEY = Tel. 051 9221342 Ang reasonable time,

DOREEH BARDOH = Tel. 085 382509 Any reazonable time,

ALLAM FHILLIFS = el 01 482 o20% Mon to Fri  2Pm to 10Pm

Saturdass and Sundass 4Pm to BPm and 2Pm to 10Pm. (Flease don’t  Phone
at any other fLimesz, o

Chpectirum & Am=frad)

GREAHAN WHEELEF = Tel. 0225 269129 Sun to %3t 10am to 12Pm

SUE EURKE = Tel: 061 6030005 Mow to Sun 10aw to 1OFmN

CHmatrad)

DTG UM = Jel. 01 6215062 Mon to Fri BEwvenings
Werkends angtime,

JUHM PARHCOTT = Tel: 0E09 V84155 5un to Sat Moon to 10Pm .

ISLA DOMALDSOH = el 041 9540602 Sun to Sat Hoon to 12Pm

CEBL
BRFEAFA
BRZSIMOTHWAIGHTE = Tel: 0330 2elv4 sun to 53t 1dam Lo 18P

FLEAZSE MAKE SURE woU OMLY RIMG AT THE TIMES ZHOMWH

If wou would like to wolunbesr for the telsPhoue helPline  then send
17 Hour nane . Lelerhone number . make of machine. and state the  dadzs

Ang Times when You would be availabis.
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##% SUOTHSHYER 84

SULTHAATYER 15 a4 monthily ma9azine for adventurers //
and 15 Packed ¢ull of solutionz, maPs and uP fo

date newz on the 13test adwenture releases. A must /
tor ewety adventureri 4

aend £1 for A samble Cokd to.-
dobn BLoFarnsies, se Ferriwvale Road, Risinabrook s Statford, 5717 SEE.
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#44 SOLUTIOND #s4

The following solutionz and hint sheets 3re available from Probe 3t
25k per solution cthizs 12 to cover the cos fc'. (S after fthe name of
the adventure indicates 3 comPlete step by stepP  solution and (Hy
1ndycates A bant shest tor that Particular adwventure,

ALTHIFE FOURE cH) AZTEC TOME PRFT 1 <S5 AREOW OF DERTH PARTS 1 AND 2
Vs HRHOLD GOES SOMEWHERE ELSE 50 RTHLAN 1= APARCHE GOLD . S HLIEM
S AFTEFSHOCE <50 ADWEHTURELAMD <50 ALYEMTURE  GUEST oo ADVENTURE
1aa S, RULEC AMD THE LIZARDL EING (55 BORED OF THE RINGS ©H: BOOE OF
THE DEAD. ¢S BERILE GUEST <S» BALLYHOL (55 THE BOMGIT S+ THE  BEER
HUMTEF = THE EIG SLERZE «5¢ BLRDE OF BLACEFOOLE %o EOFROWEDN TIME
LS50 BUCEAROG ERHZAMT o5 BRAMH FREE <%0 BARMEY PRUOWH RMED THE  CHICHGO
COMMELTION <=0 THE ELACE KHIGHT 5o CROMH OF  REARMHOTEF ©=0 COLOZZAL
CHYE HADYEHTURE C(H» THE CHALLENGE (% CHSTLE OF RIDDLE: (50 CLAZ:ZIL
HIVEHTURE «Hy CPYSTHLS OF - CRRLI: (53 THE CUP (&5, THE CURSE w35y
CUSTEFDE @HEST (5 THE CRYSTHL FROL (59 CRHCKES OF FIFE 5> COLOUR  OF
MAGIL ¢S, THE COUNT 155 CHETLE COLDITZ ¢S50 LOLDITZ 5 CIRCLIZ  vh
CHZTLE ADYEWTURE €50 CLOUD 23 iH) CHSTLE BLACESTAR ¢S CUTTHRORTS GH)
THE CHSE OF THE MIZED-UP SHYMER «H. DODGY GEEZERE S, DPAGOM S TOOTH
C%¢ DEMOM FROM THE DHREESIDE <= DAMGER  MOUSE 1M THE  BLACE  FOFES]
CHATERL FART 1 (S DEMIZ THROUGH THE DREIMEING GLAZZ (5 DESERT ISLAMD
LS DRAGON  OF  NOIRCHREE im0 DUHGEONE.  AMETHYST:S.  ALCHEMIZTES  H

EVERYTHIN (%0 DRACULH (%) DEADLIME % DUMLEOH RDVEWMTURE <%0 DRAGOH
SLHYER ©S» ESCHPE FROM KHOSHIMH 35 EMERLGEM  ENIGMA 1S ESFLOHAGE
ISLHHDN 055 EXCALIBUF 50 EYE OF BRIN +S0 EMFIFE OF kEAFH (S0 ERIF JTHE
VIKING 55 EWMCHAMTER  c50  FOOTRALL FFEN"“ Sy  FUBIiy & SEHE SO
FANTHZIA DIAMOND o5 FIMAL MISSION (50 THE FOURTH SARCOPHAGLZ (%0 THE
FOREZT AT WORLIE EWD <%, GNOME FHHUEF o GOELIW TOWER:= +Hy THE GUILTD
fF THIEYES 5 GREMLIMS £Sy HOLLYWOaD - HI-JINEES <53 THE HULk  ¢H)
HAMMER OF GRIMMOLD «%0 HOUNTED HOUSE €50 HEROES OF kHEN  wHs  THE
HUEE1l ¢Hy HRAMESTERD tHs INFIREL «So KEWTILLH tHs LIFETERM <50 THE
LURETHG HORFOR 50 LERTHER oODDESSEZ OF PHOEO= oHe LORL OF THE FIMGE
H THE LOEDS OF TIME <Ho. MEET  LUEHS G5, MERHOWHEIE S L [T sy
MOLESWORTH <%0 MIMIGHADUM oH) MOFDOH S GUEST oo 1342 MISSION oso
MHLEETH 1 cHs MRCEETH ¢ (H3 THE O ZOWE <5 OME DHRE NIGHT <H) PIFATE
ADYEHTURE (Hy THE PARY-OFF (5, THE PHILOSOPHERS STOWE S0 FLAY IT
A-ATH SHM (S) PROSFECTUR (50 PLUNDEFELC HERFTZ 50 THE PARWH H)
FLHHETFALL <H» PILGRIM (H) THE GUEST <H) THE RISIHG OF SALAMDER (50
RETURH OF THE JOYSTICE ¢S5 RUEY RUWAROUML (=0 FRETURM TO EDEM i3, THE
SHHRELD OF INOWAR (50 SORCEREF (5 THE SNOW GUEEH o5, SEASTHLEER (%)
STARLROSS sHy STRATIGMERLL “CHy THE SECFET OF LIFE dH» SORCERER  OF
CLAYMORGUE CHSTLE «Ho SOULS OF DRPEOH (S STOMEMILLE MHRMHOR 05 0 THE
SEFF- 5 THREE 50 SPELLERERKER: (57 SHERLOCE L5 TRERSURE e
TERFORMOLINOS oS5 THE TOMES DF #EI1OPZ cHs TOF SECPET <50 ULYSSES  HMD
THE GOLDEM FLEECE ©5, WOYHGE TO ARTLANMTIS %0 WERH CPUZ cH:  WIZAPL'S
CHHLLEMGE ¢S WISHERIMGER = WINTEF WONDERLAMD .S, WYCHMOOD ©% 0 WOFM
IH PAFRBISE C(H) ZO0RE 1 sHY Zokk 1] dH: Z0RkE II1 ¢S50 ZORFRL CIHCEHRT LY

SOFTHARE » cHy ZODIAL CTAM=O0FT . oHo
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e49 HINT #44
FUBYAZH] HRFEL - Tackie Holt.

Tou need 3 leat o or wou 11 choke to death,
Merd a 11ft " = The cw the wheel 10 the Fat,
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ADVERTURE
SOPTWARE

FOR COMMOTORE £4.122 AHD SPECTRLUM 42128

THE BLACK KNIGHT. EBattle sour wax throudh the walles which  has o=
devastated be the evil Elack kni9ht, o0 to kis  castle hideont.
destros b and release the caPtivez, Thiz iz 3 twe Part text only
adventure which features a USEFUL help routine to 3ssist wou throush
the more difficult Proble
Commodore (assette - £2,99

N Bisk = 8894 Bpectiun Dascabls ~ 25.85.

THE CAZE OF THE MIXED-UF  SHYMER. brittew be  Sandra Sharkes  and
converted by Mands Rodridues, This iz 3 lighthearted romp throuah the
lzle of Hersres where things have 9one verd wropd, Truine to Put them
tright can sometim have hilarious rezults! Zuitable for adults  and
is 3 wondertul sduvsinbture to  9entlycoax  children  1nts the art of
adventuring,

Commodore Cassette - £1.53 & Disk - £2.93, SpPectrum Cazzetfe - £1,99,

BARMEY EROWN HHD THE CHICAGO CONHECTIOM. You  take on the role  aof
Barnes Brown as he recelvwe:z 3 frantic call for help fram his  friend
and co-agant of MIS. Thiz tuwo Fart text adventurs with aaPhic: takes
you from scur home,scrosz  the Atlantic to Chicaso  in 2 frantic
attempt to rescus wour friend from the clutchez of Scarfaces and the
Fafi3 Mob.

Commodore Cazsette - £2.%9 « Disk - £2,9%, Mot ayailable tor Zpectrym

Crossed cheduezFD = should be made passble to  Atlas Adventure
Software avd zent to 29 Mags v Cum, Llandudinc. Guwsnedd, LL=5 IJEs




