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My sincere thanks to the tollowing readers who managed to send in
contributions over the last month before the strike.

Sandra Sharkey, June FRowe. Allan Phillips, Christopher MHester, Fat
Winstanley. Alt Baldwin, Barry Tudor. Faul Avis, Nic Rumsey. Lon
Houlston, koger White. John Barnsley and Mike Brailsford.

The lovely cover picture this month ic by Allan Batchellor.
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Chitorial A
Welcome to Vol 1l Issue 10 of Adventure Probe. ‘z

| doubt {f many of us can say that we have been unaffected by the
postal strike and wunfortunately Probe has been hit rather badly.
Very little in the way of contributions found their way through and |
have spent a rather miserable time because | have missed all your
wonderful letters very much {ndeed. This has meant that many of the
regular ftems in Probe are missing from this issue and there {s quite
a lot of "me"™ (n {t. 1t goes without saying that the Letters Pages

are the worst hit but hopefully all will be back to normal by the
next issue. §

As you will appreciate there is & distinct leck of contributions on
file so | would be extremely grateful if as many readers as possible
could drop me 2 line and enclose a lovely contribution or two as soon
as you can. One of the items which are urgentiy needed are reviews
so if you have played any adventures lately that you would like to
tell the other readers about they will be very much appreciated.

The results of our second questionnalre by June Rowe are in this
issue and also the first of a serfes of articles by Roger White on
the art of solving mazes. There are many people who just don’'t like
muzes but | think that perhaps by the time they have finished reading
the articles they.may just change thelr minds. But even if they do
not they will still find the hints and tips on the art of the maze
very useful indeed. t am happy to eay that J.R.'s pages have
returned to FProbe, many thanks to John, it f{s nice to have you back.

It may seem 2 little early but 1 am already thinking ahead to the
Christhas issue of Probe and would be very grateful {f readers could
start thinking up some Christmassy {tems for the December issue.
Copy date for those contributions is 14th November.

All the letters which have been held uwup by the strike are now all

arrfving together and | am doing my very best to catch up and answer

them all. This may take a little time and | hope you will understand

it vou have to wait a littlie longer for & reply.

| have been spending a ot of time this month playing adventures,

getting acquainted with the workings of the new Amstrad and coping
with a litter of adorable, playful ‘and everso fluffy pups.

On page 25 of this issue there {s a little tale which contains some
hidden adventure titles. There are well over 3U titles to be found.
! thought it might be nice to have a little competition to see who
can find them a1l and the prize will be three free issues of Probe to
the tirst resder who spots them sll tor the nesrest!). HNames will be
drawn "out of the hat” on luath October s0 husry up and send {n the
number that you spotted. Each adventure title counts as ONE even
though it may appear more than once in the text. Also please note
that the adventure titles may be incorporated tn  two different
sentences with a full stop between them but as long as the title
1eads consecutively then {t counts.

Well that's about all from me for this month. I sincereiy hope that
vou all enjovy this issue.
See you all again next month,

Mandy
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Ancther Pawed adventure, this time

THE CALLING - oy Visual Uimensions

Reviewer - Allan L. Fhillips on 3pectrum adK

with graphics (Yeuch!) but | could
only tind three 1n the whole game
(You don't need them anyway!: You

start off by your broken douwn oid
heap (tcar) and your giritriend,

Jenny, has gone rfor help. But that L - S

’ o e
was two hours ago! Guess what, ; : ae ‘ .h:“h.”h.”
you've got to go and tind her in an R Zind M
old house nearby. The amount of 0 slloi R

YOI 3100 natace v el trope,
games set in old houses or mansions

is getting as many as Tolkien games
these days!

Pledt AU C DOu dorna 1o Jdo

Anyway, off you set to the mansion, but don’t forget - GO CAR (go as
an imput - realiy!). This game lets you get quite a way through at
tirst without relly knowing what goes where. You .  can talk to the

Butler and Cook but don’'t expect too much conversation or help. 1l
don't really like these so-called Intelligent Characters as you can
‘only ask what programmers want them to understand - why wont the cook

make me a cup of tea’!) The parser (s quite good as most Fawed mail
order games seem to be of late, the puzzles are average _though

not
too difficult aven ftor a beginner. For instance, there is a flute
and some magazines which are about music but don't worry - no snakes
to charm in this game. As walls have... well you know the saying.

Also watch out at the gardeners shed as he doesn't like company and,
in a kennel, is a nasty surprise if you are not carrying something!
A lot of items around the house are just ornaments or turniture but

make sure you examine or search all. Though do try and take the
armour !

The text is good though sometimes.a little sparse and one message was
in green which had me reading with my nose about an inch from the
screen ("Get your glasses fixed then!" - Allan's wife)

I could not find much wrong with the game in the way of bugs but will
have to replay the game because |'m sure to find at least

one per
game. .
Altogether a good cheapy at £1.99 that beginners and more seasoned
players will enjoy.
As an arfter note. Visual Dimensions have another two games on sale

tor the Spectrum and three for the Amstrad so look out tor them if
they are all as good as thisg!

THE CALLING is avallable from

Visual Dimensions, S9 Nunnery Lane,
York, Yorkshire. YUz 1AH.
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THE GUILD OF THIEVES - MAGNETIC SCROLLS

Availeble for most computers but
shop around for the best price

REVIEWER - MANDY played on Commodore s s e i
. Pl heshet 1N shals x'm 140 il
S Larathing 1hat 56 0 W dnats M,

Like The Pawn. the setting for Guild of Thieves 1is the
Kerovnia where anything can happen, and wusually does! This time you
are an apprentice thief and are on an assignment. You must search
for and find all the treasures in the local castle and surrounding
area and return them to the master thief. Sounds easy doesn't {t?
It definitely {isn't though!

land of

You stert the adventure in a bost on the river which is near a jetty.
If vou take an {nventory vyou will find that you are wearing the
inevitable jeans and sweatshirt and are carrying 2 swag bag. Opening
the swag bag reveals your source of light which was a great rellef as
I usually have a great many problems finding one in most adventures.
The jeans contain a pocket inside which is a very useful little ftem
tor later use. The first problem |is getting out of the boat and
safely onto dry land. I got dunked quite a few times and had to be
hauled out by the master thifef (who didn’t help matters by sneering
at my efforts all the time) and | soon found that if | tarried too
leng he actually picked me up and chucked me uhceremoniously onto the
jetty which resulted not only in loass of face but in loss of precious
points. After restarting | soon found that pulling the mooring rope
brought the Iittie boat near to the jetty so that | could step off in

safety. Of course, for those energetic souls there is the option of
jumping onto the jetty.

Once on dry land I decided to leisurely explore the immediate
vacinity but it didn't take me too long to realise that something was
amiss and | had to restart once more. In this adventure you can only

take your time In exploring after the rat race in the castle
courtyard so do make sure that you head in that direction as soon as
possible. Inftially the way into the castle s made by lending s
helping hand to a tittle old man who is struggling with a trunk.
Once inside the castle you should waste no time in explioring the
first few locations in order to find the money you need to place your
bet in the rat race.

Getting into and out of the castie whilst holding your treasures can
be » very risky business as the gatekeeper has a very eagle eye and
this is where your swag bag comes 1in very useful indeed although
beware, it is not bottomless and you will have to transport your §11}
gotten gains to the nearest nightsafe!

Not all the action takes place in the confines of the castle though
and the surrounding countryside must be thoroughty explored. There
is 2 whole network of caves set in » hillside to be explored and the
hiliside doesn’'t contain the usual damp dripping caves either. You
will discover the Bank of Kerovnia here as well as the Zoological
Gardens. a cemetery, an undertakers and lots more besides. There is
a strange temple in the woods to explore and (f vou tamper with a
statue you might just find a whole new set of locaticns to explore if
vou dor't mind getting a little wet.

There is plenty to see and do in this adventure. plenty ot sporty

activities are on hand and lots of skullduggery to uncover. There 1is
iots of danger too and you find vyourself wrestling with plenty of
nasty creastures on your travels. This adventure is not to be missed,

you should really enjoy i{t.
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THUNDERBOWEL - SACRED SCROLL

Available tor Spectrum 48k/128K
Reveiwer - THE INNKEEPER

I was sent this game by John Barnsley at Soothsayer to have a lock at
and review for Frobe. Well to start with {t is PAWed and text only.
kight. on to the storvline...

You are Shamus Bond, Britains top secret agent and tiddliywinks
champion(7) Shamus has just returned from battling with evil Dr Haybe,
and is sitting at his desk when the {intercom buzz's. It was Mmm (The
Boss) and he wanted to see Shamus right away. Mmm®'s volce sounded
urgent. Looks like another job for 'The World's Sexiest (God who

write's this) Secret Agent. Right that is the blurb,

S0 you start the game with Shamus in his office where he is ready for
some Commie blasting. (Oh no! Not another "Let's blast the Russians”
plot!) Oh well. lets try and find that Mmm person so out of the oftice
and north a few times unti! | found him. Mmm asks what Shamus knows
about ‘Commode’ to which Shamus replies "They make C64 computers® .(aha,
THAT commie), Mmm then tells Shamus about the next mission which is to
stop Ernie Stavros Blobum (Mmm's sworn enemy who is leader of S.A.P.
(Spy's Are Pillocks)) and is smuggling diamonds inside the c64 computer
casing. Blobum is also going to dope =ail anti-c64 speakers with a
laxative called PPK4Q, this could cause & big ‘'stink’ in political

circles - Shamus must do everything in his power to stop Blobum. ~ Mmm
hands vyou a tile.

Now you know what the game is all about. | wonder {f this igs the vyear
of the James Bond type of game. I've played about four this year
ajready! .

Anyway, as you know, old Shamus has been given a file so if you Examine
Inside File you'll see a few more things. The file 1is also one of
those 'Magic' bag type things that lets all inside it weigh nowt.
Remember to examine all as you will need to find some addresses if you
want to get anywhere in this adventure. Look out for booby traps that
even your own side have lain around and don't forget your weapon. Al
good spys should never be without one. To use your car (once you find

out how to start the blasted thing) type Drive To...... (wherever you
wanted).

I did like this game though how many more James Bond style games | can
take 1 don’t know. What | can say about the game though is. if this is
the tape you are happy with - well don't you be checking researching in

dictionaries for words not heard of before when you do buy this game.
For instance REAC- for REACH, YEH is spellt YHE. ALL is WALL and best
of all ts EKLECTRIC which is meant to be ELECTRIC. Even the end poem
has THUNDEKRBOWEL spelt with a W missing. | also wonder {f by the end
of the game they changed the name of their company to "1988 SCARED
SCROLL SOFTWARE"™!!

There is also a bug in the game that allows you to examine the contents
of the file without it being anywhere in the vacinity!

In conclusion. a good game t(Where's Bruceis and nice running plot
spoilt by bad spelling mistakes, bugs and also untidy finishing ot the
FaWw utfifty. | even found that once known what the last addrecs in the
game is, if vou restart the game. type in the address then do the last
few things vou csn then tinish the game with only 28% and in abcut 18
turns. The quiclkest game | have piaved! To me this is stupid as until
you have tound the address or heard it said vou should not be able (o)
get to it. 1t I was "SacredsScared Scroll™ 1'd get rid of my
play-tester pretty quick. Une nice touch {s that you meet the actual
programmers in one part of the game. Sorry Sacreds/Scared but {f vou are
arter distributing other peoples games as the enclosed letter said
then vour company will have to do better than this!
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VERY BIG CAVE ADVENTURE
ST BRIDES Available for most computers priced around £6.
keviewer - Mandy played on Spectrum

Crowther and Woods may have cringed a little when they saw what many

people had done to their original maintrame adventure but I am
certain that they would be smiling when they saw this effort trom St
brides School! Playing Very Big Cave Adventure was an hilarious
experience which | think can only be truly appreciated If you have
set out from "The end ot a road to the west of & brick building”
before. I have started my explorations from just such a location
three times berore in Classic Adventure, Colossal Cave Adventure and
in Adventure Quest but never beftore have | needed to put a penny in
the slot to enter the brick building! I really should have known

what | was in for when | saw the word "Vacant”™ on the slot!

To get the penny for the slot is an amusing experience in itself, I
have to sdmit to & chuckle at the way 1 had to tell the bull that |
wasn't really there. However, once the penny is in the slot and you
step inside you are confronted by some rather strange objects. The
usual set ot keys, the bottie and the food are there but to find a
bomb came as quite a surprise. What yeou do with the bomb and the
response to that would make the most hardened of you wince or groan
when you read "How a-bomb-in-a~-bull™! Be prepared for lots more of
the same and it truly gets worse! I have a rather potty sense of
humour and must admit that | Joved every minute of it all.

I just knew that the bull in the gully would be gullible!

! knew what | should do and where | should be going, well | had been
there betore hadn't |: But things just didn't seem to go according to
plan @t all. Getting through the grating wasn’t a problem but once
inside | tried to play the adventure Jjust the way | had played the
other ones and the clever girls at St Brides were on to that one at
once and told me "Oh you ‘have played this one before have you:" I
decided to play it their way after that. This adventure is full of
twists and turns tand | don't mean the twisty passages either) and is
tull of humour and cheeky lifttle tricks. As 1 have both Commodore
and Spectrum | had to giggle at the swear word on the cave wall. in
the Commodore version the word is "Spectrum”™ &and {in the Spectrum
version the word 1s or course "Commodore". Everything in this
adventure is familiar but subtly difterent apart trom one item found
once inside the grating and a little way along the passages to the
caves - that is a game ot Space Invaders!

The sdventure (s written with the Quill and Illlustrator. The
graphics are quite pretty, if a little “"boxy" and are drawn quite
quickly. It 1s in different parts but that didn't take anything
from my enjoyment at all. It is cleverly written and is obviously
meant to be mainly for fun and | have to admit that | had plenty.

You mey groan quite & Dbit through this folly tomp a2as some of the

fesponses can be quite paintul to read but that all depends on vyous
own Sense of humour. I tiked it  and, it Yyou afe & Tar of tne
"spoote” then vou will too.

Not too dirrjcult but then | find that most o1 these adventures are
wiltten tor the fun ssther than as brainteasers but on tne other hand
there 15 still plenty to keep vou puzzling and coming back 1or more.
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' Your answers to the questionnaire by June Rowe '

\‘ in the July issue of ADVENTURE PROBE.
I must confess that I was a little di sappointed by the rasponse
to this, as I only received 23 replies, but anyway, my thanks to
those who took the trouble to send me the answers, and

especially to Barbara Gibb, whose postcard was the first one to
plop through my letterbox.

The first question - mazes - brought an exactly equal opinion.
Half of you like them, half of you don't. I can hear you asking
~ how can you have HALF of 23, pecple-wise? Well, some of you
said "maybe" or "sometimes” so I gave them half a point, with
“YES" and "NO" scoring one pointl

15 said mazes should be identifiable, and 14 people said a maze
should NOT be campulsory - programmers take notel

Section 2 - random elements - 17 do not 1like them, 16.5 said
they irritated, and the same 16.5 said they should only be
included in a genuine game of chance. :

Section 3 - sudden death - definitely OUT! Not one . person said
you should be killed just from entering a location! 18.5 would
prefer being thrown back to a previous location, and 19 enjoyed
games in which the player never gets killed. .

Section 4 - character interaction - 14 do not like it, and 15
preferred static characters.

Section 5 - time factor - 15 do not 1like a game in which
something happens if you do not input anything, 14 sgaid it
irritated, but on the other hand, 15.5 said a time factor
enhances a game. Mixed opinions herel

Section 6 - graphics - 11 like pictures, 12 don't, but it was
fairly unanimous that they should always have an on/off switch,
with only 2 saying "NO" to that question. The last part of the
section showed that 17 like pictures with clues in them.

Section 7 -~ text only - 17 prefer them, equal division on short
location descriptions, with the majority against clues in

descriptions or exam.responses only, and 22 liked a mixture of
clues in both.

Sectjon 8 - exits - 15.5 like to be told where each eéexit will
take them, 13.5 like exits atated .plainly as N, S, B, W, and

only 5 preferred a game in which they had to find their own
exits,

Section 9 - help - almost unanimous here, with only one NOT
wanting a hint, almost equal division on whether a hint should
be coded, but oddly enough, 6 liked games with no help at alll
The answers to this last section don't seem to equate, but five
people answered "YES" to both “do you like a hint?" and "do you
like no help?" which rather confused the issuel !l
The very last gquestion, on the favourite game, gave only two
answers with the same game, which was LORDS Of TIME. Other
favourites were Dungeon Adventure, Marsport, Knight's Quest,
Shymer/Voodoo Castle (equal favourites) Mordon's Quest, Acheton,
Classic Adventure, Beyond Zork, Snowball, Special Operations,
Leather Goddesses of Phobos, Rigel's Revenge, Rebel Planet,
Lurking Horror, Womm in Paradise, Emerald Isle, Starcross, Lord
of the Rings, Faerie, Adventure Quest, Sorcerer.

9



Interactive Faction 11 Pele berrard

SR

Interactive Faction II

"Write a follow up to the Interactive Faction article” pleads our new editor,
"PRETTY PLEASE” she streams at me, which when you think abaut it 1s quite clever,
screaning in capital letters, Normally I try and reserve Wednesdays and have a day
of{, recovering from the efforts of being part of a winning pool team on Tuesday
nights (well, we've won our last three matches, anyway), but Mandy begs and grovels
in such a becoming way that we'll see what we can tome up with,

We'll stick to two of the main themes, mainly episodes from my college days and
getting your facts right when writing an adventure game, but we‘ll not be bothering
quite so much with sciénce and science fictinon adventures, We'll see, What we will
be considering is the streets of London and various incidents that took place upon
them, and if you're going tn be sending an adventure to Rainbird (for example) it
vould be well if you got all the facts about London correct, since they are based in
the place, Even if you were sending your game to a company who'd never set fool in
London, someone playing it would pull you up if you got something wrong,

In our- imaginary adventure you are a character who, in my time at UCL,, was almost
invariably known only by his surname, which was Fope, Pope was a legend at
college, and if one or two of the incidents attributed o him did in fact happen to
other people, that is not important, They could, and should, have happened to Pope,
Vhat is important is that we get our settings right, For instance, if an incident
took place on Toltenham Court Road, involving BRarclays Bank, is there really a
Barclays Bank there? There are, in fact, two of them, and the one in question is at
the end of Torrington Place,

It transpired one night that our intrepid hero was cycling home (Fope cycled
everywhere), and was feeling somewhat wobbly owing to an over-indulgence in
horizontal lubricant, Pope was in need of money, and came to a halt outside the
aforenentioned bank, After a little search he came up with his card and attempted
to insert it in the magic money wachine, but alas for him the machine wasn’t
working, To his befuddled mind this must have seemed like a tremendous insult, and
he gsearched around for a brick to throw through the window, He found one, a hefty,
solid sort of brick, ideal for smashing windows with, He hurled it at the bank, but
nade one unfortunate error, He forgot to let go, The result of this was that both
brick and Pope careened through the window, and there he lay wntil the police
arrived and hauled him away, How, as an adventurer, would you explain your way out
of that one? '

The second incident took place at the same spot, Here you need tn know another
fact or two about Tottenham Court Road, The bank is on one corner of a T-junctinn,
and here there are two setls of traffic lights, Opposite one of them there are two
telephones, Rarely working, but there they are, Again it was mght time, again
Fope waes cycling home, and again he'd been imbibing well, 3f not wisely, in Chateau
Colostomy, He was brought to a halt at one of the sels of lights, and for once he
didn't sail through thew but detided to wait, A car pullet up alanaside him, and
there they waited together, And wairted, And waited, unti) the little devil that was
whispering inside Fope's brain ant the better of him and he got off his bale,  He
Jeant it carefully against the lights, went over to the car, and let the air out of
all its tyres, The driver was, naturally, horrified by thas, but as Fope was a much
bigger man he siwmply ran to the ‘phones and called the police, By the time they
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Iabaractive Facbion 11 Peto berrard

arrived Pope had had a fit of remorse, and was attempting to re-inflate the tyres,
The police found him lying down by the side of the car, attempting to blow them up,
By mouth, Once more he was hauled away, and once more how would you get out of
that situation, adventure players?

Our final incident in our imaginary adventure on the streets of London, at least,
the final one involving Pope, took place in Hackney, E8, Not E7 or E9, but ES,
There was a party going on, it was the early hours of the morning, and the liquid
had bean flowing for quite some time, Pope and the owner of the flat, who shall
remain nameless, decided that the one thing the flat needed to make jt complete was
a zebra crossing outside it{, so that thay could cross the busy road in safety during
daylight, Needless to say, at three o‘clock in the morning there wasn't much
traffic about, and so they set to with one tin of black paint and one tin of white
paint, one each, to paint their very own zebra crossing., Unfortunately, one of the
neighbours noticed this and didn’t take it in quite the charitable manner in which
it was intended, They called the police, but by the time they arrived the crossing
wvas finished and Pope and owner were safely back inside, When the knock on the

door came the one thing you don‘'t do is open it whilst carrymg two tins of paint
and saymg "It's a fair cop, guwv,*

Vith g0 much scope for an adventure based on the streets of London I am surprised
that there aren’t more games written about it, If you're going to do one, ara
yourself with an A to Z or some equivalent, You don‘t want to have Victoria station
on the northern line of the underground, for example, You don’t want Hampstead
Heath south of the river Thames, or that eplendid hostelry The Spaniards being
nowhere near the Heath, Hackney and its marshes are in east London, not west, and
if you're going to have a 39 Steps-type escapade clambering up Big Ben you might
like to have little details like a flag flying from Victoria Tower when parliament
is sitting, and so on,

"Underneath the arches” went the song, and the place really exists, at the back of
Charing Cross station, Close by is an excellent place to start an adventure game, a
pwb known as The Sherlock Holmes, This is much more than st a puwb, it is
possibly the most well visited of all pubs during the tourist season, It is also a
kind of museum to the great fictional detective, with a rather alarming hound of the
Baskervilles leering down at you from the wall, Could be many an adventure ites
hidden in this particular building, ;

Hinor details in adventures always help to set the scene, so if you're going to
include London Zoo as part of your adventure map it might help to recall one
incident there several summers ago, Two of ws were strolling around the zoo,
admiring the animals, and we ended up at one point next to a row of cages all full
of varieties of pheasants. Nearby was a troop of Boy Scouts being led by a rather
harassed looking gentleman, [ was examining one of the cages, started reading the
little notice in front of it that was telling me all about its occupants, when I
burst out laughing, I pointed at the sign, my friend read it, and she too was
overcome with mild hysterics, The . pheasant in question went by the rather
unfortunate name of the Cockless Pheasant, and whoever wrole the sign aust have had
a sense of humour, This bird, this Cockless Pheasant, is apparently very difficult
to breed in captivity! Hardly surprising really with a name like that, but we left
the harassed gentleman to explain it to his scouts, We were saying nothang,

And of course, in 205, chimpanzees always wisbehave when youn3y people are
watching, 1 think they do it deliberately,



Interattive Faction 11 Pele Gerrard

One last place that must be intluded in a London adventure is the famous Trafalgar
Square. Complete with Nelson's column, the lions guarding the place, and the
fountains, Overlooking it all is the imposing visage of the National Gallery, and
in happier times when the place wasn't cordoned off and you didn't go there in fear
of your life, New Year's Eve saw us all congregating outside the Gallery before
going for a splash in the fountains to celebrate the Mew Year as Eig Een rang out
the midnight hour, One year my cousin came down o London ta join in the
celebrations, He had only recently turned 18, so perhaps his over-exuberance cruld
be explained, We had, after all, spent the night in various taverns, As midnight
approacthed he climbed to the top of one of the fountains, and waved happily at the
world as the New Year dawned, When he got back home his mother asked him if he'd
enjoyed himself, He replied that he had, He hadn’'t had too much to drink, hoped
his mother, No, answered the lad humbly, he hadn't, Then, his mother wanted to
know, what were you doing on top of that X3 fountain on the news on

television?! Caught out by modern technology, another trap for the adventurer in
London,

Vell, I hope that gives you a few ideas for adventures, All this writing about beer,
I'm going to the pub!.

Have you plenty of free time?

Here's a game that will take it all away.

TIME THIEF i

PROBLEMS : TOUGH.

Mystery and detection in
space and time, on the
trail of a supernatural
thiet. A thief who steals

lfves. Got one to spare? 1(2"5'§y SOFTWARE
(2 e .

A text adventure on disk 2,

for CBM6a, £5. Cheques/POs
payable to D Macleod.

BIG SKY SOFTUAﬁE ’ WARNING:

35 OLD EVANTON ROAD Persons of a

DINGWALL nervous disposition may

ROSS-SHIRE find certain scenes and

IViS 9RB events upsetting.
II'.I.I!Q!'I.Iﬂﬂ!l!IIIl!lﬂIl!lli!III!!I‘I!.!!!I!GII!!' AR}

m " IN-TOUCH

SR ATTENTION ALL COMMODORE GAC USERS!

At last a2 program {is available which losds in your datafiles,

recover s wasted memory by deleting unused words, prints your
datafiles to the printer and lots more!

This excellent and invaluable program costs just £5.00 and s
svailable from:

D. MACLEOD, 35 OLD EVANTON ROAD. DINGWALL, ROSS-S“I.RE.IVMS SRB

r



SOFTWARE

#un SPECIAL OFFER TO PROBE READERS FROM ZENOB! SOFTWARE #u»

THE SECRET OF LITTLE HODCOME and AN EVERYDAY TALE OF A SEEKER OF GOLD
are text only adventures and BULBO AND THE LIZARD KING and FUDDO AND
SLAM are text adventures with an additional Graphics program on the
other side of the tape.

Any ONE game .........¢ £1.49 incl p&p (Normal price £1.98)
Any TWO games ...... ... £2.99 incl p&p (Normal price £3.88)
Any THREE games ....... £3.89 incl p&p (Normal price £5.87)
Any FOUR games ........ £4.89 incl p&p (Normal price £7.86)
All to suit Spectrum 48/128K
Purchasers of the "More than one game" offer will receive their
choices =all on one cassette tape and accompanied by tull
documentation.
NEW FROM THE PEN OF JOHN WILSON COMES m
FROM OUT OF A DARK NIGHT SKY S

Alone and desolate, the old man sat huddled by his fire. Outside, the
world he knew was dominated by a race of Aliens, who stalked the land
in search ot poor defenceless humans. Moving closer to the fire he
thought back to the night that they had arrived and of his first
encounter with them. Perhaps if he had been able to destroy them all
before they had hatched from out of those 'pods’ perhaps none of this
would be happening now. For years that thought had eaten away at his
mind, even in his sleep it stil] wormed its way into his thoughts.
Was there to be no escape from that "Dream” or would it haunt him all
his 1ite? Was he the person responsible for them taking over the
Earth or had it really been beyond his control?

Price £2.49 inclusive and available from:
JOHN WILSON, Zenobi Software, 26 Spotland Tops, Cutgate, Rochdale,
Lancs. OL12 7NX
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m THE BEAST HAS ARRIVED! ! 1 m

A NEW ADVENTURE FOR THE SPECTRUM 128K MACHINES
FROM MARLIN GAMES S,

Can you, as a junior reporter for the "Lowsea Gazette"™, discover the
truth behind the rumours ot the beast of Torrack Moor, and gain
yourseltf an exclusive story? :

Was Farmer Lamb's sheep really killed by this fierce beast of was {t,

as the Ranger insists, the work of a (fox? Does Miss MHMyrtle know
more?

If 1t exists, where does this 'beast’ have its lair? By the standing
stones perhaps, or beyond the raging river? Can you track 1t down?
And can you live to telll the tale?

«nn Find out!!! Order THE BEAST today!!! ##x .
Available only trom MARLIN GAMES, 19 BRIAR CLOSE. NAILSEA, BRISTOL
BS19 1QG. at a cost of £4.50 (inclusive of p&p), THE BEAST 1is a
graphical adventure on cassette for the Spectrum 128K machines ONLY.

The JADE STONE and CLOUD 99 are also available from the above

address. priced at £2.95 each and suitable for either 486K or 128K
Spectrums.

SPECIAL OFFER FOR FROBE- READERS ONLY
UOrder both THE JADE STONE and CLOUD 99 at the same time and pay only
£5.50. Or order all three games for just E9.50!!!
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#xx SPECIAL OFFER PAGES kit

FOR SPECTRUM ADVENTURERS FROM TARTAN SOFTWARE uuyw %

THE TARTAN FIVE - USUAL PRICE £7.85 - OFFER PRICE £5.5
Skipwreck, Castlie Eerie, Prince of Tyndal, Crown of Ramhotep &
Prospector
THE TARTAN SEVEN - USUAL PRICE £9.75 - OFFER PRICE £6.85!
Comprigses the Tartan Five + Tartan "2 in 1"(Green Door & Red Door)
THE TARTAN ELEVEN - USUAL PRICE £12.8@ -OFFER PRICE £9.50!
Comprises the Tartan Five plus the Tartan "6 in 1" (Compilation)
THE TARTAN FIVE PLUS TWO - USUAL PRICE £11.75 - OFFER PRICE £7.95!
Comprises the Tartan Five plus Double Agent & Escape.

THE TARTAN SEVEN PLUS TWO - USUAL PRICE £13.65 - OFFER PRICE £8.85!
Comprises the Tartan Seven plus Double Agent & Escape.

THE TARTAN ELEVEN PLUS TWO - USUAL PRICE £16.75 - OFFER PRICE €11.50!
Comprises the Tartan Eleven plus Double Agent & Escape.

Any other combination from the current Tartan Catalogue. Prices on
request.

Send Cheques/Postal Orders to:
TARTAN - SOFTWARE, 61 Baillie Norrie Crescent, Montrose, Angus,
: Scotland, DD10@ ©DT.

B0 000 060 00 36 30 00 36 B0 0 OO0 U0 B B0 00 00 06 00 30 44 46 B 0 06 36 4 B 06 00 B OF 06 B0 00 00 06 B0 3% 0 3 Je 06 36 30 06 8 0 20 30 30 36 06 U 0 0 3 00 M 3 0 M N M
uws SPECIAL OFFER TO PROBE READERS FROM THE ESSENTIAL MYTH anwuw

11! DR JEKYLL AND MR HYDE !t!!

The brand new release from Essential Myth! \

SPECTRUM 48K VERSION - NORMAL PRICE £6.895
OFFER PRICE £5.95!
SPECTRUM 128K VERSION (PLUS 2) - NORMAL PRICE - £9.95
OFFER PRICE -~ £7.95!
SPECTRUM 128K DISK (PLUS 3) ~ NORMAL PRICE £12.85
OFFER PRICE - £10.95!

Cheques/Postal Orders to:
THE ESSENTIAL MYTH, 54 Church St, Tewkesbury, Glos, GL20 SRZ

B8 06 00 08 G O 01 0 00 T 0% 00 & 08 30 B0 08 B 3 20 06 0 00 90 0 00 00 0% 00 00 30 06 06 00 30 %0 D6 O M B 0 30 06 B 0% O 6 68 B 3 0 3 % 2 M ¥ N

lav |’
wun SPECIAL OFFER EXCLUSIVE TO PROBE READERS n»n#

AN
INCENTIVE SOFTWARE have kindly offered a special discount of ¢£2 on
all their Medallion Adventures for readers of Adventure Probe!

NORMAL PRICE £7.85 - OFFER PRICE £5.95!

WINTER WONDERLAND.Available for CBM 64, Spectrum, Amstrad CPC & BBC
APACHE GOLD. Available for CBM 64, Spectrum and Amstrad CPC
BLACK FOUNTAIN/SHARFES DEEDS. Available for Amstrad CPC
MOUNTAINS OF KET/TOP SECRET. Available tor Amstrad CPC
KARYSSIA. Available for Spectrum
NOVA/HAUNTED HOUSE. Ava{lable for Amstrad CPC
ZODIAC/THE SECRET OF LIFE. Available for CBH 64
THE ALIEN FROM OUTER SPACE/DRAGONS'S TOOTH. Available for BBC

Cheques/F0’s chould be crossed and made payable to Adventure Probe
Orders should be sent to Adventure Probe.

U



THE ART OF THE MAZE |
by ROGER WHITE

When Crowther and Woods created the first adventure, they not only
invented the whole idea ot the adventure geme, they also created a
huge series of classic puzzles: Classlic, not only in the sense that
their versions were highly imaginative and ingenious. but also
because they admitted endiess variation on the part of others, both
in their setting and in their solution - such puzzles as seeing in
the dark, the troll bridge, the crack too narrow for the player to

carry objects past, and so on. If we take any one of these, the
troll bridge, say, we can see how the 'same’ puzzle can have the most
diverse solutions, when we <consider the troll bridges in COLOSSAL
ADVENTURE, DUNGEON ADVENTURE, SORCERER or WISHBRINGEKR. Noone could
talk of plaglarism here: indeéed. part of the enjoyment here can be
the pleasure in seeing a fresh twist given to an old tamiliar friend.
In this way, C & W provided, not merely puzzles., but many of the
basic themes for puzzles.

Amonyg those themes is the so-callied 'maze’, a theme which has by now
been used in countless adventures. By a maze, one means a set of

interconnected rooms within an adventure with the following features:

i) The majority of rooms within a maze have identical! room
" descriptions, so you cannot tell from the room description alone -
which room you are in. interspersed with these rooms - which |
shall call 'normal’ rooms - may be a few rooms either with thefr

own unique déscriptions or which can be distinguished from other

rooms because they contain objects: 1 shall call these
'designated’ rooms.

11) The maze is self-contained: i{.e. apart from a véry few exits into

the rest of the adventure, as you move about, you move about
within the maze and not between rooms in the wmaze and rooms
outside.

1ii)Within the maze, the compass loses all its normal significance:
s0 that 1f, e.g., going N from room A leads to room B, one has no
reason to suppose that going S from B takes one back. There

might be no direct route from B to A, or, going N again from B
could lead to A, or, there might be several exits from B to A -
€.g., NE, S and U. OUne special twist to mention here is that
going N from A might lead straight to A itself. '
The standard maze can be varied in significant ways, some of which |
shall look at; for instance, neither of the main mazes in the Level 9
version of the Crowther/Woods adventure confirms precisely to the
above description. But I shall exclude from consideration in what
tollows puzzles that have something of the same feel as mazes but
which are basically ditrerent - the Roval Fuzzle in ZORK 11, or the
Glass Maze 1in SUKRCEREK. In both of these your compass woOrks
perfectly., and so the puzzle they pose is quite diftesrent. I also
exclude from consideration "mazes" which are even more deviant
structures - say. where the plaver 1s moved trom one room to ancther

completely sandomly: such puzzles alsu have little 1n common with
genuine mazes.

The standard maze is & tamiliar feature of adventures which evokes a
variety ot reactions. Looking thsough past numbers ot Frobe, vou tind

& great deal or hostility to mazes. In APS, Malcolm Serbert 1ncludes
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in his list of Adventure UDo's and Don'ts. "Avold mazes: Who needs
them”, in AP [1/7 Bob Adams strongly opposes them. and Ron Rainbird
has perhaps been most vehement in his attack on mazes. There have,
{t is true, been occcasional, somewhat shy, voices raised in defence
of the maze, but the dominant tone has undoubtedly been one of
distike.

The following set of articles is written from the standpoint that the

maze is one of the most elegant and imaginative of all adventure
puzzies: in a2 way. the purest of all - of extreme simplicity, it is
one of the very few puzzlies which could not be posed outside the
medium ot the computer game. A great deal of the hostility to mazes

stems from two sources:!

1) The typical maze one meets {s a very crude affair. ylelding simply

to a mindless random search, or to an wutterly mechanical object
dropping routine. When 'Briliig’ writes (ST user Sept 68) "These days
they (mazes) are .less common. mostly because all the variations have

been rung out of them, and because many experienced adventurers find
them too tedicus”, he summarises most people’'s feelings about mazes.
However, | hope to show that tar from being played out. the maze
puzzle has hsrdly been explored by programmers at all. There are
excelient mazes or maze style puzzies, such as those you encounter in
early INFOCOM games, and good experiments such as some of those in
ACHETON or KINGDOM OF HAMIL. But it i{s easy to think of endless fresh
possibilities for the maze. whereas few programmers ever explore any
new ideas here: we are typically offered a complete stereotype.

{1) Possibly because players so rarely encounter good mazes, they
have not learnt to appreciasate how to solve 8 really good one and
hence miss the subtle challenge involved {n the best maze. Obviously,
different features of adventures can appeal to different people - |
cannot understand the appeal of graphics or "fight the monster"™
routines, but when Ron Rainbird selects for attack some of the very
finest meaze style puzzles - the early Infocom ones - it is my belief
that this can only be because he is not tackling them arfght.

My aim is threetfold: tirst, to show programmers how a good maze is
constructed, and encourage them to explore the medium rather than
either produce barren stereotypes or else abandon the idea altogether
tand to let programmers know that there are friends of the maze:
people like myself, for whom an adventure without a maze style puzzie
has 8 certain thinness, and to whom a game |like ACHETON, in which a
large number of varifations on the maze idea are explored, gives a
particular pleasure) - second, by showing some of the ways in which a
good maze should be tackled, to try to convert at least some plavers
to the maze and to appreciate some of its subtlety as a puzzle -
third, since, like it or not, every adventurer has to solve mazes, to
offer practical help by showing how it should be done: in particular,
I will assemble a2 series of golden rules for all maze solving.

In this article, | shall concern myself with the elementary business
of solving the standard maze. The first time one encounters a maze,
one probatbtly stumbles around at random until one chancecs upon the
rcoms that are of interest and the exits to the maze. Surprisingly
otten., this. "the nafve solution”, not oniy works, it is the quickest
solution to the maze. but it is frustrating, time-wasting and
intellectuatly unsatisfying. And it may not work! 1t is eacsv to
devise mazes where & plaver will search for » week without finding an
exit. or even worse where one room fs caretully hidden. 8o that one
thinks one has sclved the maze when in fact one has compietely missed

LS



the vital object hidden in that room. THE BASIC RULE OF ALL GOOQD
MAZE CONSTRUCTION 1S THAT IN A GOOD MAZE. THE WAIVE SOLUTION DDES NOT

WORK, BUT SUFFERS ONE OF THESE TWO FATES. I will show in a following
article how one does this. Shortly after encountering a maze for the
first time, the player is struck by the thought: "if | had & map of
the msze, there would be no problem st all - but | cannot make a map
because the rooms are all the same. BUT, | can make them different:
it as | move around the maze, | drop objects in every room | find, |
make the rooms all visibly different. So | can make a map and dispose
of the maze."

This process. which | shall call the “"classical" solution. will be

familiar to most readers, but it {s worth spelling out in detail,
both for those who are untamiliar with {t, and because of one or two

finesses that people may be unaware ot. It is, in anpy case, basic
groundwork for any more advanced investigation of mazes.
The main finesse that | suspect a lot of peopie will not know torms

our tirst golden rule:

I - MAKE THE RIGHT SORT OF MAP.
To understand this rule, consider the kind of map which you normally
make when in a more usual part of an adventure. Suppose you wish to
map a village, that you enter from the W and which has four suburbs,

to the N, S. E and W. You will naturally produce something like the
following:

N SUB N
ROAD é—~——\ SUB &~y CENTRE ¢————3>E SUB MAP |
S suB
A map like this is natural, easy to wundersftand, and easy to fit in

with the rest ot the adventure, so that you can use it to find your
way rapidly trom anywhere in the adventure to anywhere else. But {t

is not the only sort of map possible. We could equaliy well have
produced the following map:

N E S W NE SE SW NW u D

1 ROAD x 12 | x X X X [ x 1 x| x |x

2 W SUB X 3 X 1 (5] 5 X X X X

3 CENTRE 6 4 5 2z X X X X X X MAP 11}

4 E SuB X 3 X X X X 45 6 X X

5 5 SUB 3 X X X 4 X X 2 X X

6 N SuB X X 3 X X a z X X X

Comparison of the two maps will tell you how the second map is to be
read. Now the advantages or Map ] are obvious, but Map Il contains
all the same information as Map |, in an intelligible form. Even
outside a maze. Map Il has & tew advantages over Map |. It is easier
to draw and keep legible. it is more . compasct. It can handle two
awkward situaticns ror Hap | - it is utterly straightforward to add
non-compass oirections like U & D, I & OUT on to 11, but nuisance
tor Map 1. and the slightly awkward situation where one goes N from
room A to room b but SW trom B to A 1s completely simple for Map 1.
Also. you can list anvy obiects o Interest ors special testures ot
fooms 1n the margin Lo the right of Map ' }l, where this lntormation is
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instantly visible, and not tucked away in the ©boxes as in Map 1.
Finalty., Map 11 is useful when you are preparing a map of a region
where you have no idea how many rooms the region will contain - Map
Il can be extended at will to cope with as many rooms as necessury.

Vithin & maze. however, all the advantages of Map | disappear and all
the advantages of Map |l become overwhelming. When you can go N from
A to B and then N again back to A, there is no real sense in which
either room is to the north ot the other, and no natural distribution
of the boxes which correspond to the different rooms of the maze.
Once each of the eight directions from a room behave quite
unpredictably, an attempt to represent them by arrows soon results in
the whole map becoming an unintelligible cat's cradle: messy to draw
and even messier to read or use. Whereas no matter how many rooms a
maze has. and no matter how many directions are functional within the
maze. Map !l remains simple to produce, nest and easy to use. I dety
anyone to produce a servicable map of type I for a maze like the
"twisty littie passages, all different” maze ot Level 9's version of
COLOSSAL ADVENTURE, with its 21 rooms and 15¢!) functioning
directions (IN. OUT, OVER ... all work within the maze). Here you
would need to draw over 300 arrows crossing easch other in all
different directions. WVhereas, Map 11 is no more difficult to
produce for this monster than for =a small 'tame’ maze. Hence Golden
Rule | means produce a map like Map 1, not Map |I.

Now we are ready to see how to map a maze by dropping obiects. |
will take s an example the Forest Maze from ENTHAR 7. This is an
elegant maze, to which | shall return in subsequent articles, but,
for the moment, we are seeing how to deal with it by brute force:

N NE E SE S Su W ONW U D

1 2 8 4 4 4 8 7 7 X X

2 -. 3 a 6 4 2 8 i 1 X X

3 4 6 6 4 2 1 el 5 X X

a4 5 7 8 6 1 3 L 2 X X

- MAFP 111

5 6 4 3 7 4 “ 2 5 X X

6 4 5 8 3 6 7 2 6 X X

7 6 3 2 1 8 4 5 7 X X

8 7 1 1 4 4 g 4 5 X X CLEARING

<] 1 4 3 2 7 S [} 1 X X FLIFPER FLATE

t! have included U & [ on ‘- the map: although they don't work. the
plaves doesn't know this, and, hence. they need to be tested like any

cther direction:. Now betore beginning, 1 will give a seriec of
turther Golden kules which hold for all mace mapping: although the
tull point of these only really emerges in more advanced maze work,

thev are good technique and save some trouble even here:
11 - SAVE YOUR POSITION AS SOON AS YOU ENTER THE FIRST ROOM IN A MAZE

The main point here is simple: since it is €zsy to get lost in a
maIe. you need alwavs to be able to recover and start again. The

1B



turther point f{s that more advanced mazework proceeds best in a
series ot sorties from a basé¢ camp, rather than as one marathen
trek. The first base camp should alwavs be the first room you enter.
The point here is also simple: any room in the maze you enter, you
enter by a route which leads from that first room. If you have kept
careful track of what you were dofing. you will always be able to
return there {f vou make a fresh exploration of the ma:ze, provided
that that fresh exploration starts in the first room.

P11 - DO NOT MAKE RANDOM MQVES
It is very easy to get lost in a maze. and if you do find something
of interest in a random search - say., an exit from the maze - vou are

unlikely to be able to find it again, If you know how you found the
exit, vou will always be able to return to it.

IV - AS YOU MOVE ABOUT. KEEP A RECORD WITH PENCIL AND PAPER OF THE
JMOVES YOU MAKE
The point of this {s much the same as I1l. Also. if one is trying to
figure out the significance of the pattern of the maze which begins
to emerge as you progress. you must be able to look and see what has
happened as you have moved around. At this elementary stage, object
dropping makes keeping notes of what vyou do almost superfluous. The
map one gradualiy bullds up contains all the information that notes

would so Rule IV only comes into its own in more advanced ma:ze
solving.

You draw an empty grid which can be filled up to produce a map like
Map 111: it doesn’t really matter how many rows the grid has since it
can easily be extended if you run out of rows. but a dozen is about
right, somewhat more than the average maze but not too many. Now you
enter the maze carrying as many objects as you can. Urop an object
in the first room. NEXT, YOU SHOULD TRY MOVING IN THE OPPOSITE
DIRECTION TO THE ONE THAT YOU CAME IN: this is 2 silver rule, which
is actually irrelevant to the maze we are now considering. But a
surprisingly large number ot programmers make compasses work normally
for maze exits and entrances, and therefore it is alwavs worth
checking out whether this direction is an exit. since the sooner you
can locate exits the better: both because their location helps you to
find your bearings, and because you may need to find an exit to
replenish your stock of obtjects if the maze has more rooms that the
number of objects you carry. If after moving you find yourselt in an
empty room, drop an object. then go N. 1t after moving you find
yourself in a room you have already visited. exit in a direction trom
that room you have not previously tripd. Here it is sensible to weork
systematically through all the directions in order: N. NE. E. SE: Si
SW., W, NW, U then D. In that way you will not inadvertently omit to
test some direction. If you are not systematic here, ft is easy to
overlook some room exit which could be vital. Golden Rule V ssvs:

V. - TEST EVERY EXIT DIRECTION AND DON'T FORGET DIRECTIONS LIKE U & D

Maze programmers are frequently sadistic., and try to catch the unwary
bv concealing what is vitai in directions you may rorget to test. In
the present case you should continue to test U & U in every tcom,
even atter it appears that they never '‘work. It might fust be a trap.
snd althcugh U & D don't generally work in 2 particular maze., the,
may work in one room and that be vital. it is easv to thinry o1t
mazes. such as the maze W of the troll room in Zork 1. where most of
the time only N. S, E and W  seem to work, but where everything o1
interest is only to be found by taking one of the other & direztions
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trom one of the rooms in which they do work. In the present case you
waste a iittle time by doing this, but vou frequently spare yourself

& lot of bafflement, if you {investigate every direction as a matter
ol routine.

As you move around like this, record your results on the empty grid,
gradually tiiling it up. Every time you drop an obiect, note its name

in the righthand margin of the grid opposite the room you are. Every
time you enter a new room, call {t on the grid by a new number,
starting with the first room as "1". The partially tilled grid will

look like this:

N NE E SE S 5u Vv NW U D

1 2z s " (DAR)

2 3 (FLOWEFK)

3 4 6 6 (MAT)

4 S 7 8 (GOGGLES)

: MAP IV

S () 4 3 (COIN)

6 u S 6 3 (ROPE)

7 6 3 (FLIERS)

8 7 1 CLEARING

8
You cont}nué in this way until the entire grid is filled up. Now you
need only collect all your objects tor wmore simply RESTORE to where
you began’) and you have a complete map of the maze.
It at any stage you run short of ocbjects, leave the maze and
replenish your stock: the only real difficulty that can arise for a
standard maze is here. If exits are well hidden, or in some other
way 1t {s hard to obtain as many objects as there are rooms, we hit
one of the very tew snags possible. I will show how to cope with

this snag in & ftuture article.

Now we have 2 complete solution to the standard maze. The first time
the classic solution occurs to you, it undoubtedly gives vyou as much
satisraction and teeling of achievement as any adventure puzzie. UWith
elegant simplicity vou have conquered a chaos. You probably have
some pleasure the second or third time you compliete a8 maze. but atter
that, you feel you are merely carrying out a mindiess routine: the
ruthless erriciency ot the classical solution means that, once
mastered. {t requires no more imagination to implemenit {t than did
the naive soluticn.

The maze only gains its real interest once the programmer has thrown
obstacles in tne wav of poth the naive solution and the classical
solution. I suture articles | shail explore how this is done. and
what the plaver should do 1n replyv. Showing tirst, the basic rules

OF good maze constsuction: preventing the plave: trom solving it by
the naive soiution, by & random search. g
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RS HELP WANTED

"1 have the solution to SHERLOCH but | am stil! unble to gc

anywhere
fnthe cab. Please. pilease could someone tell me the EXACT words
required.

In the C6a version ot ARROW OF DEATH FTZ | am unable to KILL ANIMAL.
I even got the solution to find out what to do. but it won't work for
me. Could anyone piease tell me what | am doing wrong:

In SHIP OF DOOM, playing the C6a version, | get as far as the lIift, |
press all the buttons, but the I1{ift just won't go anywhere!

Does anyone have any information on the Pro-Pak adventures. lsland of
Spies. Temple Curse and Last Planet. or are they only avajlable
Australia? They were "Freebie" when vou bought a package
of C64 and disk drive. hence the "pro-pak” name."

in
consisting

If you can answer any of these questions please contact:

DOROTHY MILLARD,.69 Dunmow Rd.Bishops Stortford.Herts,CM23 SHF

::2::2=:===2==:========:=========:==2==============!:::ES::E:Z!IEt!::
"l am having problems with JINXTER and would be wvery grateful for
some help. | cannot find the can of oll for the sliding door in the
boathouse anywhere. How do | get the ladder from the Carousel to the
Weather Clock-Tower? Nothing | seem to try works here!

My problem with BARDS TALE seems to be simply one of survival,
whenever | meet an enemy | judge to be too strong and choose to run |
seem to have only s one in seven chance of actually getting to run
away (a .la Monty Fython) as more often than not | end up tighting and
getting kiltled. This happens regardiess of whether | use the mouse
to select "run™ or the keyboard., is this a fault with the game |
bought or just dodgy programming? (By the way, both the mouse and the

keyboard work fine with all my other software) | am a Commodore Amiga
500 owner and a relatively new adventurer.®

It you can help out then please write to:
12 Lake Rd. Holderness Rd. Hult, East Yorkshire, HUB 9AT.

(] am sorry there 1s no name supplied but unfortunately our
mysterious new subscriber forgot to sign his/her letter...Mandy)

=:g=::===::=:==a========x=====:====:::::g:::e:=:====:x:::=:=:=::=:==z

"Please could someone help me out with TREASURE ISLAND (MASTERTRONIC
COMMODOKE VERSION). | haven't found the cabin which Long John Silver
has asked Jim Hawkins t(the adventurer) to meet him. I just spend al]
the time wandering round the island and not finding anvthing. I have
not got started soc if anvone can help me pass those first tew
problems it would be of great help. '

Also. in QUEST FOR THE SOLLEN EGGCUF (Commodore wversion is a Lit
diftferent from the Spectijum version: is there anvone who has tound
any use tor the station, train and the dead body:"

It vou can help then please contact:BARBARA HADLEY,
Z Uld Tennice Courts.leberton.Newpbrt.Shropshlre.TFl@ 8NU

!iilCﬂi'lll.llﬁllQ!II"I’Q.IIIID!"IIIHII..l!l..llllll’.!l"l.l.lll.l'
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In-Touth

When advertising software for sale in this section please make |t
clear on your letter which are Adventures and which are Arcade or
other software. This will ensure that readers are not disappointed
when expecting an adventure.

INFORMATION WANTED
It you have any information about a PC VIEWER by Vivid Systems Inc.,
Model @59/151 Mandy wouid be very grateful. Information on 1its | wuse,
compatability etc would be much appreciated.
EEESEEECEXESIEISSSIISTEIISIIEESSIEEISCSSSEISEIREETREEZEIRSIESSISS ‘zzz=EE =s =

SPECTRUM CASSETTE SOFTWARE FOR SALE
Adventuretand - £3.25 or will swap (Fhone first).
WANTED
Plus 3 Disc adventures (Phone with titles and Prices please).

Also a MULTIFACE 3.

MIKE .BRAILSFORD, 19 Napier Flace,South Park.Glenrothes.Fite.KﬂB 1DX.
Telephone: 0592 757788

“IlI‘.llllll‘ll:IS'ISIIIS‘RB---.II‘Bl‘-“‘.."l...ll:tt‘s--.l-l-Itll-l
AMSTRAD CPC6126 DISC SOFTWAKRE FOR SALE
Guiild of Thieves, The Pawn, Planetfall - £6. each or all 3 for £20.

Telephone 0648 33660 (Mon-Sun after 6pm) or write to:
SEAMUS O'NEILL.15 Coolshinney Close,Magheratelt,Co Derry.N.ireland

ECECEEEIEEESEECIECCECNSEASEE RS ESEECEECEFERESSEEESECEERSSSEEIECREBETTERE

Babel Fish, last seen in mid-air. Answers to the name of Spot.
Children fretting. REWARD. Lifetimes supply of peanuts.

Contact:

A.DENT.6 Cares Station, Vogon Ship or C/0 THE GRUE!
[ R R R R R R R R R R R R R R X E RS SRR E R R R R R RS R R
SITUATIONS VACANT
WANTED
Gardener for iarge estate. last one quit in & hurt. Grounds include
1use gardens and orchara. Generous salary.
Send references to:

LESLIE RUOBNEF.S06 Lakeview Road or C, 0 THE GRUE!

AR AARRARNERAAR PR A RN AR A RARR AR RN ARRA AR R AR A RARARAARBRARRRARARARA R AR AR ARR N
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¥ POETS CORNER B

THE KETURN OF INGRID
. or
SECOND THOUGHTS ARE OFTEN BETTER THAN THE FIRST!

by TONY BEVAN

| said "Hooray"™ when she was gone

But her memory lingered on.

1’d spent many nights of sweat and toil
And burned a lot of midnight oil.

In the end | took her home

And sald "Goodbye, you wretched gnome!"™.
But days were drab, and days were drear
Vithout that little Ingrid here.

So | set out with all my might

To solve the game of Orc made Knight.
But lo! 2 gleam of hope | see

For Ingrid may return to me.

Come October all will be fine

When she returns from Level Nine.

Once more will | sweat and toil,

So bring again that midnight oil.

But will my new-found jubilation

Once more become complete frustration?
I do not care if that be so

For | do miss Miss Bottomlow!

B S ST EEE S ES eSS E RS S S S E S E S SR E SRS F R E S E S B2 EE TR SEESENERESRRE ST

A COMPUTER WIDOW by ERIAN R.PELL

I've become & computer widow after years of wedded bliss!

A brand new breed of woman, did it have to end like this?

He sits in the corner ot the room glued to the monitor screen

Flaying a game of life and death, sometimes | could scream!

His mind is on other things, he walks round in & daze,

He never hears me speak to him his eyes are just a glaze.

"Are you going to watch TV with me?", "Er, just a minute", comes
the reply,

"if | get in the tower | want to find §f | live or die."

Up *till the twilight hours all alone | lie in bed awake,

Wafting tor him to come to bed after some great decision he's got

X to make.
Bits and bytes, intertace and chips, silly square drawn maps clutter

the room,

Load and save, program or print, where's that man who was my groom?

Our shopping trips are done apart there is one place that he stops

I go to Sainsburys - he's gone to micro shops!

War and ramine, politics on the news,

But "How do | get in the-cave:" ase his only views.

There is only one way to get him back.,

That's to plug in the micro and so on the chals 1 sat,

And solve that problem he's been on bercre he gets back home.

Then perhaps he'll spend more time with me and ieave that bLlessed
micro alone.

50 back togetner we can be. |'l)l get into his hobby if he gets

into mine.
And watches Croscsroads, Coronation Street or even Mastermind!

REABRARAIRA DA R AR ARRANRR D ARAARRARA N AN OB AN IR N ARR RN RARU R ARG NEAAND R AR RB DS
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e 2 3¢ PUZZLLE PAGE % 3¢

Guess the adventure title from the cryptic hints given below:

CLUE ADVENTURE
1)1'm just the place for a stiff Viking!  ....... .00 c et 5 %8
Z)l'm really fed up with tinger jewels! CEmse R Ems SR S s g

3)1 think I'm the target of an accusing finger! . ......c 00ttt caross

a)l sutfer from Lycanthropy! SR A S s S W e e ¥ 5 "
S5)Everything goes wrong when {'m around!  ...... o i 103 18 31 6 01 193 8 kw1 5 ;o 2o o3 & BN
6)l1'm a blushing s;telite! Cismemsimema s O e E s b
71Cowhide immortals from another planet! o e & e e @ e e G e T e et N8 e e e e 8 9B

8)1'm just satelite vapour!
9)1'm hanging by a thread!
10)Twinkle, twinkle, in a huff!

11)1'm a furious, white, cold flurry you can
get around!

L A N R R R A A Y

1z)You can wrap me around. your little finger
but beware, | am supercharged! .

Answers will be printed next month.

EEE RS T EZrIECErENTErR R RNl P EFEE R ISR CESCSCIESRSTESSIIrrEoSae

ANSWERS TO LAST MONTHS INFOFUZZLE

FROM TOF TO BOTTOM

THE WIZARD OF © FROBOSS (Zork 1), + MARSHALL ROBNER (Deadline).
FLOYD t«Planetfall & Stationtall). WHiIZ (Suspended) . TAMARIS
(Moonmist). BELBUZ <(Enchanter Triology). ENSIGN BLATHER
(Planetfall). GEORGE ROBNER (Deadliine). BILL GREENUP
(Seastalker). SENSA (Suspended) . Z0E BLY (Seastalker).
SHERLOCH HOLMES (Riddle of the Crown Jewels). FONG (Witness).
SERGEANT DUFFY (Witness, Deadline & Suspect). ZAFHOD (Hitchhibkers
Guide.). bk WATSON (Riddle of Crown Jewels). TRILLIAN
(tHitchhikers Guide. ). KKILL (Enchanter ).

The question asked was WHO WRUTE BETOND ZORK and the answer is:

BRIAN MORIARTY
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LR PUZZLE PAGE Lol

Hidder. 1n the text of the following tale are some well known adventure
titles. See how many you can spot.

It just wasn't my day! Everything had started out fine but now i found
myself plunged strafight into an adventure. 100 years ago it would never
have happened. It was cold and snowing heavily, in tact | would call it

4 blizzard. "Fess the bsrometer pitease." | said toc the Hobbit, who was
sitting beside me. "This burrow is like an lce station." Zero was the
reading and | wasn't surprised. "Well | suppcse | had better go and take

this fisretance to the Blue Lragon before the weathes gets any worse,"” I
put on my cloak and turneo to the Hobbit before going through the door,
"Ion’t tell anvone where | have gone! Remember that this is a secret
mission, in ract it §is top secret and | don't want a hex on me before |
start. There have been encugh iinxter’'s sround here!"

| trudged through the snow on the slippery surface and adroitly managed
to avoid a well-aimed snowbal) thrown by some hardy young ones on the
#treet. one or whom. who | recognised as 'mad Martha', put out her tongue
rudely. "HMHoron!" | shouted but they scampered oft betore | could: say
more. | noticed that the Puppet Man was standing on the corner of the
street selling his wases. "What's alli the ballyhoo about?" he asked
"Don't tell me ft's that Martha again., she is a little troublemaker.™ i
sgreed heartily, "Yes, it there is anv trouble you know 1§t is somewhere
where she is lurking." "Horror!", he shouted after her for good measure
then turned once again to me, "Where are you oft to in this awful
weather, Sam!" he seemed agitated. "Be carerful won't you because the
ground is slippery and we don't want yvou to g0 the same way as poor old
Hasry the hunchback. He was trotting merrily along the Jetty on the
island and siipped and lost his footing. He ended wup in Davy Jones
Locker this morning. Mind you, | say he shouldn’t have been out at all so
soon aftesr his operation. Stallion, his boss said it was 8 flook but 1
#ay It was a mystery because Theseus was there and could have been his
rescue trom doom if he had been quick encugh.” “You have too much
imagination” | remarked, krnowing how he could spin a fantastic story.
"No. tis frue®, he insisted, "And there is going to be an investigation.
They launched the lifeboat and rished him out and have got him behind
closed doors pending an enquiry but Theseus is the only wuwitness. Ha !
bureaucracy” he spat in disgust, "They'!ll never get to the bottom of ft."
| murmured some suitable words of sorrow about poor Harry and hurried off
berore he could launch himself into one of his tangled tales and made my
way past the Temple of Vran and up the steep hill towards the castle. It
was getting very late and visibility was very poor. I could just make
out the castle by the light of the eerie red moon which hung as it
suspended from out of a dark night sky. Not much further to go now.

The firelance must be delivered in time for the magicians ball that
evening or Molesworth, my boss., would throw a fit. These magicians were
#lways a bit loopy. | thought, | supposed it was the price of wmagik.

Their meddliing and blundesring had aimost turned the place into a ghost
town and most of the remaining inhabitants were convinced they were
living on borrowed time anyway. I was roused from my thoughts by a
fudden roar &s one of those motorcycle crazy kids aimost knocked me cver.
I stumbicg and 1ell to the earth. Shock held me rigid for a few mcments
Lerore | managed to get shakily tc my feet once morse. | was covered in
Mmug and aimost ran the rest of the way to the castle before BNy Turther
accidents berell me. | knocked on the greern door and was wushered inside
by the sather ugly, looking butler who directed me towards the dragon's
Crvpt, I went dourn the winding etsirs and operned tne red odoor st the
bottom. In the crypt sat the biue dragon loovking very sorrv tor himseltr.
He louokes up as | entered and aimost snatched the tirelance trom out of
My suddenly nerviess r1ingers in his eagerness.

"ht lest!" he cried. "NWow | can light the candlies and dispell the snadows
ot Moracr Castle in time f¢r the ball tonight. You see my friena.” he
chuckled, "1 had nothing to light them with because my matchmaker has

gone on strike!"



Solution @ Che fblonth

MORDON'S QUEST
John R.Barnsley - Commodore C64

From the start,in the Master Bedroom:

TAKE BLANKET - SOUTH - WEST - NORTH - TAKE NEWSPAPER - READ
NEWSPAPER - (an elderly lady has been kidnapped) - EAST -
NORTH - EAST - CLIMB DRAINPIPE - (you see a purple bathroom
suite,before you fall back down!) - NORTH - SOUTH - WEST -
SOUTH - (Mordon will now appear and ask for your help in the
quest) - YES - (the cupboard in the Annexe will now be open)
- NORTH - EAST - TAKE TRANSPORTER - (use this to "transport"
all treasures and machine parts to the Entrance Hall) - TAKE
TORCH - LIGHT TORCH - NORTH - NORTH - (the light from the
torch now picks out the North exit from this location leading
to the Jungle) - NORTH -~ EAST - DROP BLANKET - (it forms a
safe means of crossing the quicksand) - EAST - (as you
cross,you will lose the torch.....in fact it returns itself

to the cupboard in the Annexe!) - TAKE TUSKS - TRANSPORT
TUSKS -~ TAKE BAMBOO - NORTHWEST - NORTHWEST - TAKE BERRIES -

NORTHEAST - SOUTHEAST - EAST - TAKE THORNS - MAKE BLOWPIPE -
(combining the bamboo,berries and thorns) - NORTH - NORTHWEST
- NORTHEAST - (ignore the Pygmy‘’s offer and simply....) - USE
BLOWPIPE - (he’s now dead!) - TAKE PYGMY - INVENTORY -
{blowpipe has now become simply bamboo) - DROP BAMBOO -
S8OUTHWEST - EAST -~ (you are confronted by a man-eating
plant!) - GIVE PYGMY TO PLANT - (it is now safe to pass) -
EAST - EAST - (Tarzan now appears and asks you who is king of
the jungle....refer to the map and you will see that the
layout of the locations in the jungle closely resembles the
outline of a frog!) - FROG - (he congratulates you on your
cartography and gives you a little green frog) - WEST - WEST
- WEST -~ NORTHEAST -~ NORTH -~ EAST - SOUTH - EAST - EAST -

(you swim 4in the 1lake and return to the ruins,fully
refreshed).

NORTH - EAST - SOUTH - SOUTHEAST - SOUTHWEST - SOUTH - EAST -
NORTHEAST -~ SOUTHEAST - SOUTHWEST - TAKE DAGGER - SOUTHWEST -
EAST - EAST - TAKE METALLIC DEVICE - TRANSPORT METALLIC
DEVICE - WEST - WEST - NORTHEAST - NORTHEAST - NORTHWEST -~
SOUTHWEST - WEST -~ NORTH - NORTHEAST - NORTHWEST - NORTH -
WEST - (do what most Barbarians do at an altar! Sacrifices
have to be made!l) - SACRIFICE FROG - (the dagger
disappears,the frog becomes a treasured jade frog,and some
gems appear. The waterfall slows down,revealing a hidden exit

to the North!) - TAKE JADE FROG - TRANSPORT JADE FROG - TAKE
GEMS -  TRANSPORT GEMS =~ NORTH - SOUTHWEST - (this
South-westerly exit isn't mentioned in the location
description!) - NORTHWEST - NORTHEAST - TAKE PIECE OF MACHINE
- TRANSPORT PIECE OF MACHINE - SOUTHWEST - SOUTHEAST - GO
RUBBLE - DROP TRANSPORTER -~ WEST - WEST - DOWN - TAKE IRON
PYRITES ~ BREAK IRON PYRITES - TAKE DIAMOND - TAKE PYRITES -
GO RUBBLE - EAST - EAST - TAKE TRANSPORTER - TRANSPORT
DIAMOND - (hold onto the pyrites,though!) - DOWN - EAST -
NORTH.

(The Jungle area is now complete and there is no need to
return to this area.You are now in the Time Chamber and this
forms the central point of the adventure,giving access to
other time zones. When the phone rings - ‘ANSWER PHONE' - and
you will be told that "All that glitters is not gold". Well
that is obviously a reference to your iron pyrites,or 'Fool'’s
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Gold’ and you will need to give this to a jester later.

A 'hidden’ part of this adventure lies below the Time Chamber
but you cannot access this until you have the remote control
unit.

The phone 1is used again later to obtain a pansword,once you
know the number to dial. PUSH/PRESS the handplate to progress
to other zones.The destinations are randomly generated).

TWO EXITS NORTH:

1 - Shingle Beach....giving access to Marine Area.
2 - Chalk Hollow..... giving access to Roman Area.
TWO EXITS SOUTH: )
1 - Large Cave.......giving access to the Jungle Area
2 - Ante Room........giving access to Futuristic Area

If ,after operating the Time Chamber,you find yourself in the

wrong area,go back inside and PUSH/PRESS plate until you
arrive at the desired area.

THE _CORRECT SEQUENCE OF EVENTS NOW_ FOLLOWS.

MARINE AREA

(From the Shingle Beach): NORTH - NORTH - NORTHWEST - CLIMB
INTO BOAT - (it will suddenly sink!) - DOWN - TAKE AQUALUNG -
(you now have enough air for just SIX moves underwater!) -
NORTH -~ NORTH - NORTH - SOUTHEAST - UP - SOUTHEAST - (you
catch a breath of air which is just enough for THREE more
moves!) - DOWN - NORTH - EAST - (made it!) - FILL AQUALUNG -
WEAR AQUALUNG -~ WEST - SOUTH -~ NORTHWEST - TAKE BLACK PEARL -
NORTHWEST - NORTH -~ NORTH ~ NORTH - (you see a monstrous
octopus!) - OFF LAMP - (the one on your agualung kit....the
octopug cannot see you now!) - NORTH - NORTH - (all is dark)
- ON LAMP - EAST - WEST - (to see where you were!) - TAKE
GLOWING OBJECT - TRANSPORT GLOWING OBJECT - TRANSPORT BLACK
PEARL - EAST - TAKE DOUBLOONS - TRANSPORT DOUBLOONS - EAST -
EAST =~ UP - WAIT - WAIT - (the tide rises and you rise with
it!) - EAST - NORTH - NORTH - (this ‘web-slinging super hero’
is Spidermantt) - GIVE NEWSPAPER TO SPIDERMAN - (he gives you
a can of spray paint and rushes off to find his kidnapped

Auntl!) - TAKE REMOTE CONTROL - (you can see it is
PUSH-BUTTON operated) - SOUTH - SOUTH - WEST -~ DOWN - WEST -
WEST -~ WEST - OFF LAMP - SOUTH - SOUTH - ON LAMP -~ SOUTH -
SOUTH - SOUTH - SOUTH - SOUTH - SOUTH - UP - SOUTH - SOUTH -

DROP AQUALUNG - SOUTH -~ (back to the Time Chamber).

This area is now completed and need not be revisited.

PUSH BUTTON - (the remote-control opens an aperture in the
floor) - DOWN - (you now see the Jester asking for his kind
of treasure!) - GIVE PYRITES TO JESTER - (he causes the door
to slide open) - WEST - EAST - (as you turn to leave,one of
the Design Team gives you a piece of the machine) - EAST -

SOUTH - UP - TRANSPORT PIECE.

¥

FUTURISTIC AREA

(From the Ante Room): EAST - TAKE GEIGER COUNTER - WEST -
NORTH - PRESS PLATE.
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ROMAN AREA

(From the Chalk Hollow): NORTHEAST - EAST - MOVE CHURNS -
TAKE RING - TRANSPORT RING - WEST - WEST - {the geiger
counter clicks rapidly) - EXAMINE STRAW - (you find a nuclear
battery for a Series 3 repair droid) - TAKE BATTERY - EAST -
NORTH - (they have all gone to the games!) - SOUTH - SOUTH -
SOUTH - PRESS PLATE.

FUTURISTIC AREA

(From the Ante Room): EAST - DROP GEIGER COUNTER - EAST -
SOUTHEAST - SOUTHWEST - SOUTHEAST - SOUTHEAST - SOUTH - (an
invisible barrier prevents you from entering the chamber) -
SPRAY PAINT ~ (you see the deactivation code ‘8875') - 8875 -
SOUTH - TAKE DEVICE - TRANSPORT DEVICE - NORTH - NORTHWEST -
SOUTHWEST - SOUTH =~ SOUTH -~ SOUTH - TAKE INGOT - TRANSPORT
INGOT =~ NORTH - NORTH - NORTH - NORTHWEST - WEST - WEST -
NORTH - EAST -~ INSERT BATTERY - WEST - SOUTH - EAST - EAST -
TOUCH PLATE - - SOUTH - PRESS 3 - (repair droid arrives at
Reactor Room door) - PRESS 1 - (Control Room door will close)
- PRESS 2 -~ (Reactor room doors open and droid enters) -
PRESS 2 - (doors now close and droid repaire faulty reactor)
- PRESS 4 - (Reactor Room is now decontaminated) - PRESS 1 -
(Control doors now re-open) - NORTH - WEST - TOQUCH PLATE -
SOUTH - (all safe in here now!) - SOUTH - SOUTH - TOUCH PLATE
‘- (lift rises) - NORTH - TAKE CRYSTAL ORB - TRANSPORT CRYSTAL

ORB - (there is another unmentioned exit here,to the
Northwest!!) - NORTHWEST - (you activate a pressure plate) -
NORTHWEST - ‘TAKE CIGAR - NORTHWEST - NORTHWEST - (A droid

repeats the word ‘PASS’,this is the clue to the password
needed for the adamantium barrier.’'P’ is the 16th letter of
the alphabet,’A’ is the 1st and ‘S’ the 19th,so PASS
numerically is 1611919 - return to the Time Chamber and use
the phone) - SOUTHEAST - SOUTHEAST - SOUTHEAST - SOQUTH -
TOUCH PLATE - (lift descends) -~ NORTH ~ NORTH - NORTH - EAST
- SOUTHEAST - NORTHEAST - NORTHWEST - NORTHEAST - NORTHWEST

- WEST - WEST - NORTH - DIAL 1611919 - (a recorded voice
tells you of ‘PERSEVERANCE' ) - SOUTH - SOUTH - SOUTHEAST -
SOUTHEAST - TAKE ROMAN COINS - TRANSPORT ROMAN COINS - TAKE

CRETAN COINS - TRANSPORT CRETAN COINS - NORTHWEST - NORTHWEST
- NORTH -~ EAST - EAST - SOUTHEAST - SOUTHWEST - SOUTHEAST -
SOUTHWEST - NORTHWEST - WEST - SOUTH - SOUTH - SOUTH - TOUCH

PLATE -~ (lift rises) -~ NORTH - NORTHWEST -~ NORTHWEST -
NORTHWEST - PERSEVERANCE - (the doors part) - NORTH - TAKE
UNIT - TRANSPORT UNIT - SOUTH - SOUTHEAST - SOUTHEAST -
SOUTHEAST - SOUTH - TOUCH PLATE - (lift descends) - NORTH -
NORTH - NORTH - EAST - SQUTHEAST - NORTHEASI' - NORTHWEST -

NORTHEAST - NORTHWEST - WEST - WEST - NORTH - PRESS PLATE.

ROMAN AREA
(From the Chalk Hollow): NORTH - NORTH - NORTH - NORTH -

NORTH - NORTH - NORTH - TAKE SHIELD - TAKE SWORD - SMOKE
CIGAR - TRANSPORT LAURELS - SOUTH - SOUTH - SOUTH - WEST -
WEST - NORTH - NORTHEAST - KILL MINOTAUR - SKIN MINOTAUR -

(your sword is now dissolved but you find the final piece of
the machine!) - TAKE PIECE - TRANSPORT PIECE.

(Mordon’'s Quest is now completed with all 7 machine parts
returned plus 120 treasure pointsliti!...now sit back and enjoy
the wonderfully amusing final messagell).

OB ot

)(:( R I
T




GAME HELF

A SEAFRCH OF "THE QUANN TULLA™ by THE INVEEFER inside

FEDERATION

The Innkeeper hae kindly come te the rescue with some timely hints
and tips for this adventure. If the cryptic clues are not enough then
turn the page upside down for a more precise hint.

KEEF GETTING GASSED AS YOU CANKOT BREATHE?
You are going to need breathing apparatus!
IV Jesn pue ysey mojiniey 3eF *y uayy I OO

CANNOT GET FROM YOUR SHIP TO THE QUANN TULLAY
Press a coloured button!
‘uolziIng enjq ssaJsd pue dyys Inok 3o 3i1dyo0d 03 on

CANNOT OFEN CARGO BOX?
Need a special kev!
T leujwIay e s7 A8y uojjeuUIqWO)

WIRING KILLS YOU IN THE COMMUNICATION CENTRE?
You need some protection!
raded }o0ys ® 5] JUSA Jje 2yl uj

CAN'T GET THE CRED CHiP?
This is a sticky situation isn't §t7 N
‘@qoid BduruljUlRW AQ PIIUOIJUOD uaym enj® jo aqny aszaanbg

CRANE STOFS YOU?
It Likes plecking things up!
eueId @Yyl IO {leq snojInd dousg

CLEANING ROBOT KILLS YOU?
Seems {t {8 a health freak!
cAene 02 1[}n $30Q03 8y3 pue seBio eyy Iydin

DON'T KNDN.UHERE TO FIND KEYPAD CODE?
Give us a kiss, X!
‘3T PE8J ‘®jOU ® 5] BIBY) WOOJ BINEUW uy

WHAT 1S THE MATTER DISPACER FOR?Y

| reckon this one smellis! )
TSUCIIEdO| uyelseD uy 3y Bujhised eJde nok J) peljfy NoA sisd isni 3|

CAN'T GET THE GRILLIE OPEN?
Sul Phrustrating isn't ¢!
‘@ 113F 3e 121903 snuydins mosyl

CAN'T GET FAST SHARFSHOT HUNTER?
Need to squeeze a light source!

‘afunds azeanbe
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CAN'T GET THROGUSH ANTEROOM, NORTH OF WRECKED MESS ROOM?®
Need to wear some more protection!
‘pr@ajus Jeepn

GET BLOWN UF BY DEZTRUCTOR CANNON?
Use an Amazonian weapon!
‘leued {0Jj3uCO ujew @yl U} JemEIPp ® U} ] yojym adydmojq MOILE

CAK'T SEEM TO BE ABLE TU USE THE BRACELET?
Wait until the very last minute!
‘quwoqg peaaiueld 8a®y NOA 8DuUO0 3] OEN

HOW DO | GET THE MULTI-TASK DROID TO WORK?
It needs some torm Ot power!
AIVID B IIINYE PAYSEID JO SUFBUS U] BT YD UM AJI@IIBQ JIeEU|

CAN'T PRIME THE BOMB?
See clue on grille!
‘Jayy3@Boy @sny | 1Im J8adnisIp pue Bujw ‘ieydnisip Oj31EIS 380

WHERE DOES THE BOMB GOY
The weakest part of the ship, but it is noisy!
‘eUlBua JO jJedY jO Ise3l

CAN'T GET INTO DECK OF GUAKD CENSORS TO FLANT BOMB?
There is a UNIVERSAL WAY!
“IRJ}8EN-}31NW 6] A®X UO}3BUJQWOD @Yy

CAN'T GET OFF QUANN TULLA WHEN BOMB 1S PLANTED?

Beam me down Scotty!
‘3®|8desq 8y3 8sey NOA 8ins exew 3ng °Z Jode|ay asn

DIE FROM LACK OF WATER WHEN TELEPORTED?
"Water,water™!
*pejueld 6] qwoq JaIJ® ASE|J 388 NOA ains exey

CAN'T FIND ANYTHING IN HUT?
Neither could | - §t°s fun isn't it?
*Bujsley paJ J@yjoue AsN[

. GUARDS KILL ME7
Got & light mate?
‘NOA ®5BYD 3IE3|) SIa]pjOS ®IPYM AjUO INQ AOF3IS IYBj| uosu moIuy

CAN'T GET FPAST GUARD AT EDGE OF CLIFF?
Make him laugh!
U8} B WOl JieIse|qpuey v Bujkiied aq 3Isny

CANNISTER FREEZES MY HANDS AND | DIE WHEN | OPEN IT?
Need ‘hand protection!
‘Ijnseceds pjo ue wWoOJ) 58AC|B Jeam pue 3&D

CANNISTER FREEZES WHEN | OFEN 1T AND | CAN'T GET FOWER FAK GLT?
In only 1 location it will not freeze!
"pod scwl.Y }O 31dx00T uj Aed samod axe]

CANNOT ZWiM ANTYWHERE WHEN ON THE LAKE:
Use other directicns other than compass points!
TUROP WINE
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SFEL L EBEREOR ER "
by JOAN PANCOTT played on AMSTRAD

Outer Vault, Example 1.

Cast Jindak. I the FIRSI pile (21, 22, =3, »4, %5, #6) is brightest,
get all cubes {from the second pile, drop all cubes, get 4, uS, n6.
drop all cubes on the second pile.

Cast Jindak. If the FIRSY pile (x1, 22, u3)
w3, %4, »5, x6, drop %2 on the second pile.
Cast Jindak.

1f the FIRST pile is the brightest get "21" then Blorple "u1" cube.
1f the SECOND pile is the brightest get "u2" then Blorple “x2" cube.

1f{ the piles are glowing equally you are holding the cube you need so
Elorple "»3" cube.

is the brightest get 2

Outer Vault, Example 2. .
Cast Jindak. If the FIRST pile (21, =2, %3, x4, x5, #6) is brightest,
get all cubes from the second pile, drop all cubes, get ®4, %5, %6,
drop all cubes on the second pile.

Cast Jindak. If the SECOND pile (24, x5, x6) is the
%2, wX, %4, xb6, drop x4 on the first pile.

Cast Jindak.

If the FIRST pile is the brightest get "x4" then Elorple "x4" cube.
1f the SECOND pile is the brightest get "x=5" then Blorple "x5" cube.

If the piles are glowing equally you are holding the cube you need so
Blorple "xé6" cube.

brightest get =1,

Outer Vault, Example 3.

Cast Jindak. If the SECOND pile (27, %8, %9, %10, %11, %12) is the
brightest, get all cubes from the first pile, drop all cubes, get x7,
#8, 29, drop all cubes on the first pile.

Cast Jindak. If the FIRST pile (%7, %8, %9) is the brightest get =8,
%9, %10, %11, %12, drop %8 on the second pile.
Cast Jindak.

1f the FIRST pile is the brightest get "x»7" then Elorple ":7" cube.
1f the SECOND pile is the brightest get "x8" then Rlorple "“u8" cube.

1 the piles are glowing equally you are holding the cube you need so
Blorple "x9" cube.

Outer Vault, Example 4. .

Cast Jindak. If the SECOND pile (%7, %8, %9, %10, %11, %12) is the
brightest, get all cubees from the first pile, drop all cubes, get 7,
%8, ®9, drop all cubes on the first pile.

Cast Jindak. If the SECOND pile (x10, x1l, x12) is the brightest gev
w7, w8, u9, %10, %12, drop %10 on the first pile.

Cast Jindat:.

1f the FIRST pile is the brightest get “:10" then Elorple “":10" cube.
If the SECOND pile is the brightest get ":11" then Rlorple ":11" cube.

I+ the piles are glowing equally you are holding the cube you neea en
Hlorple ":212" cube.

The above examples work 141 you are alléowed to use Jindak three times
before the Alarm Falry appears. vou can make only two moves atter he:
appearance, sufficient +or you to get a cube (unless you are alreac,
holding the correct one) and Hlorple 1t to escape.
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THE ENCHANTED COUTTAGE
By MIKE BRAILSFORD - played on Spectrum 48K

Examine cube then read label to get started.
Jump on White Disc first, then Green Disc.
Loock around when up the tree to see a trapdoor in the house.
Move cot to find boots and spyhole.
Cast echo to find safe combination.
Hypnotise the snake.
Urop pebble through left socket to find Treasure Chest.

JACK AND THE BEANSTALK

Once you have control of the cow, go back to see Mother. she will
give you a penny for the market.
Look under the barn to find the axe.
Feed corn to multicoloured bird to get something essential.
Fead book thoroughly then jump to it!
Once you have the bedbug, avoid the rubbish dump!

JACK THE RIFFER (CRL)

PART ONE
Hide the knite before you ring for the maid.
Disguise yourself before you leave your flat.
Examine the dolls carefully and shake the French Doll.

. PART TWO
You have & limited number of moves to prevent the murder so double up
the commands eg: Take the suit and wear it.
Look behind the curtain in the attic to find something useful!
Word of Power at the end of part 2 is KERGUMA.

P E R R E S CE N EEEESES N IIEEICI RSP NEEXEGETEESSCEEESSCSCSSESSESEZSSESETISSSISSEEs

WITCHHUNT
By JENNWY WHEELER played on Commodore 64

Open drawer with knife.
Sit in Drawing Room to tind safe.

Put dial on safe then turn dial to tind key.
Turn bottle in cellar for a new exit!
Sweep chimney with besom to find battery.
Dig at Dead End to find torch.

'Feel’' oak beam inside building.

GUILD OF THIEVES

Break the iron bars in Junction Chamber.
It's round §t's sed and it opens!

GNUME RANGER FT 3
By FAUL AvIS

Has the Yeti got sore teet? Why not help him out and fill his shoes
with some rTiurty stufr, He will be so pleased and feel on Cloud 9!
:::z=====::::::::::::::::;::::::::::===:::::====:==:==:::==:=:=::::::



WHITE DOOR
By CHRI3 BANLS plaved on Spectrum

Spray toam to get a beard.
The Kitchen is north or the Dining Room.
You need 8 chisel to open the chest.
7ou need a key to open the trunk.
Examine the bench in the shed to find something useful.
The key is in the Jewel Box on the Dressing Table.

GREEN DOOR

Use the soap to wash the Hog.

Leave the umbrella alone or vou will get struck by Iightening.
::3::::‘::::::3!:2:==============’====IIKSE!ttxtt:ﬂ!:z!t‘!’.lﬂll‘Sllttt
JINXTER

By SHARON LOUWNLES played on Commodore

Don't wear dancing shoes to get past the jailer.
Wear gloves to take the bracelet.
The Pub well {8 lucky.
The Unicorn will carry vou across the precipice when you hsve a
aaddle which can only be posted to vyou at the station.

S E SR E T rECI IS TSI IZCECSCCEEE BT EECCSEECCCCCEIEICESIEIEEERNR NCEETE

. THE RAVEN
By BRIAN R. FELL plaved on Spectrum +3

Hail a cab and sav to cabbie "Claxton manor®. Follow the butler until
you meet Dy Vibes in the dining room. Hang around and he will take

you to the room with all the other visitors. When you hear a scream
don't tollow like the rest but stay behind. At Warton -Street climb
down the well and go east to a place where you can go up. Open the

trapdoor and take the diary. (Don't take it until you have been to
the Manor or Vybes will take it away!) With the diary go back to the
Manor and the butler will take vou to the bedroom. 1t vyou examine
the fireplace you see a note. After two o'clock go to the Doctor's
room and wait, sometime between four and five o'clock he gets up and
wslks.

L e R R A A R R R R I R

BLIZZARD FASS
By WALTER FPOOLEY played on Spectrum 128

To find the Glittering Cave EXAM CURTAINS to find secret passage. GO
FASSAGE.
When in fissure on Warrow Ledge., TIE ROFE TO RING. KNOT ROFE. THROW
ROUFE. CLIMB ROFE.
Tre tsip wire in corridor, JUMP GVER WIKE.
Te get sceptre rrom slime pit, atter tour bucket tulle of slime the
plt is . emptv o1 siime. GO FIiT.

To kill 2iant and get blast spetl frem grill, FILL BUCHET WITH SLIME,
THROW SLIME AT GIANT, FILL BUCKET WITH SLIME., EWTFY BUCKET DOW
GRILL. do this tast bit twice and vou should see Elast Spell. (Hust
kill giant fir<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>