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My sincere thanks to all the following ders who took the time and
trouble to send in contributions over the past month.

Allan Phillips, Paul Brunyee. Andy Nisbet,
Batchellor, Dicon Peeke, Brian Pell, John Ferris, Dorothy Millard,
Jenny Guthrie, Nic Rumsey, Carol Yeats, Claus Nygaard, Ron Kilbride.
Philip Pendleton, Paul Cardin, Anthony Melville, Chris Wood, Margo
Porteous, Pete Simpson, Gordon lInglis, Val Jesson, Larry Horsfield,
Alf Baldwin, Vince Barker, Barbara Gibb and June Rowe.

Roger White, Allan

The lovely cover picture this month is by Allan Batchellior.
enansanuy sesrssrnsunnun

3




EDITORIAL

Welcome to Volume 3 lssue 4 of Adventure Probe.

The very first thing | must do this month is to happily eat my words!
in my last editorial | was bemoaning the fact that Tony Bridge wasn't
appearing in Computer Games Weekly and saying how | would miss him but
| am delighted to see that he has his column in Popular Computing
Weekly. | am so pleased that my fears were unfounded

The letter from Roger Barrington in the last issue has generated quite
a response but {f you want to write to Roger, please address your
letters to 21 Sovereign Court to ensure they find him. | forgot Lo put
the number under his letter.

This time iast year | was all
over as editor of Probe. It how time flies, it hardly
seems Lwelve months. | hope | have managed to keep Probe going in the
way you wanted. | would Iike to thank you all for all your help and
support, withoul you | couldn't have managed it. With your continued
support and contributions | hope we can keep Probe going for years to
come. Don't forget to send me your ideas and suggestions for Probe.
As | have said before, this is your magazine so ple: let me know
what you want and | will do my very best to obli

with the prospect of taking

! am writing this whilst surrounded by a hoard of E
temptation is awful but so far | have managed to resist il. keep
thinking that nobody would notice if the odd chocolate button went
missing but my kiddies have eagle eyes and they are bound to count
every one of them! Everyone remembers my New Year's resolution except
me. Oh it isn't fair, one button just found its way into the do

Think 1'11 retaliate by raiding the doggie choc drops when he isn't
looking.

My Commodore disk drive went phutt early this month and has gone off

for repair. John reckons it was playing Infocoms that wore it out.

He is oniy grusbling because | am making raids on his drive when |
need something or other. | am just grateful that | managed to
transfer all the Probe stuff over to

the Amstrad before it went wrong
2s | have found that it had been playing havoc with my disks before it
finally conked out. Whilst on the subject of poorly computers | would

like to wish Joan's Arnold a speedy recovery as | know she will be
lost without it.

To end on a very sad note this wmonth |
loss of one of our readers. Sadly,
tvo weeks
and gave |

have to announce the tragic
Rita Maloney died very suddenly
©. Rita was a subscriber to Probe for a very long time
Ip and advice to many adventurers. A very kind and lovely
lady. she will be very sadly missed. | know you will join with me in
sending deepest sympathy to her family in this sad loss. As & very
s®all tribute | would like to dedicate this issue Lo Rita. God Bless

Well that's all from me for this month. 1

do hope that you sll enjoy
this 1ssue.

See you all again nexl month

Mandy




SOFTHARE REUIENS

THE BALRUG AND THE CAT
Available for Spectrum. See advertisement section for details.

Reviewed by JUNE ROWE

R strange scratching noise at the ‘door caused the Balrog to
pause in mid-bite and as he put down the green-cheese sandwich,
brushed the crumbs of f his lap and shambled towards the docr, he
could not help wondering as to who or what was causing the
noise.

Peeking around the edge of the door, he noticed a small ball . of
smoke lying on his doorstep. As he gazed in wonderment, the ba:l
suddenly moved and a voice said " Don't just stand there
gawping, you gonna let me in or not...®

Stuck for words, all the Balrog could do was to open the dcor
and step to one side. The ball of smoke drifted past and settled
beside the small carpet.

To his great amazement, he found a small cat amidst all the
smoke and quickly snuffed out the fire burning at the base of
its tail.

"Thanks, fatso, the old bum was getting a shade warm just then"
purred the cat, beating out yet another blaze just behind i:s
left ear. Settling down, the cat began to clean itself and when
it finished, it began its tale...

"I live with that old coot the "White Wassock” and of late his
eyes have been failing him. In fact each time he casts one of
his stupid spells I usually end up on the receiving end. So far
this month, I have lost EIGHT of my nine lives and now to cap it
all, he's gone and transported me here! Geez, 1 wish he would
either improve his aim or buy some ??!!**2? specs.”

For a moment or two the Balrog was quiet, then with a smile he
said, " An old gypsy lives on the far side of the bridge,
perhaps he might be able to help us..."

e e e

That's the introduction to Zenobi Software's latest game -
anyone who plays adventures will know that Zenobi Software is
John Wilson of Rochdale and that John Wilson is "The Rochdale
Balrog", a nickname bestowed on him by Mike Gerrard, many nocns
ago.

There are several locations available, and it doesn't take 1lzng
to find the bridge and to discover that it is guarded by a
rather ugly Troll, who won't let anyone cross without givin: him
at least one gold coin first.

Well, there isn't one in the cottage where you start - perhacs
you can obtain a gold coin by winning the cockroach race ycu saw
advertised in the "Goblin Gazzette"? That is, of course, if you
have found this newspaper, which the Balrog uses in his sma:lest
room. Even that is hidden! Next, find your cockroach! Then ysu
have to train him, but you can't enter the race unless you find
a writing implement to sign the entry form...
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And so it goes on, with puzzles coming fast and furious ....
what is the meaning of the mysterious word in the tatty
notebook? Where is the donkey? Where do Lemin-Rats go, when they
jump over cli ffs? How do you cross the river?

There are clues, sometimes, in the text, with a HELP page built
in (if you can find it!) but the trick is to examine and search
everything.

True to form, there are a few red herrings, but they are so
cunningly disguised as genuine clues and useful objects that I
doubt if you will recognise them until after you have finished
the game!

This game is well up to the standard we have come to expect from
Zenobi Software, and a worthy buy at the bargain price of £2.49.

READ ALL ABOUT IT! READ ALL ABOUT IT!
GET YOUR GOBLIN GAZZETTE HERE!

That is, on the reverse side of THE BALROG AND THE CAT.
Not only do you get a darned good adventure game for your money,
but you get items of news which are for privileged readers only!

By the way, don't bother to guestion the extra "2" in the name
of this highly amusing " newspaper” - we all know that goblins
are queer folk, and have a language all of their own.

Talking about language, you also get a lesson in the language of
Lancashire on the first screen!

There are eight pages; news and scandal (what has Ekim Drarreg ,
the adventure reviewing dwarf, been up to in Greece? And where
was the Vicar, missing since last Friday, eventually found?). It
even contains the programmes on Trollovision, issued by the BBC
(Boggit Broadcasting Corp.) - are you watching "Beastenders", an
everyday story of trollish folk?

You can find out all about the entertainment laid on at "The
Dancing Ogre"™, and yes, for those who just like to look at
the pictures, there IS a Page Three Elf!!!

READ ALL ABOUT IT!
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= PYRAMID VR,

Avallable for Spectrum 4BK/128K on Cassette at £2.00 from Walter
Pooley, 46 Exeter Road, Bootle, Liverpool, L20 7BL.

Reviewer - BARBARA GIBB.

In this text adventure, written on Lthe Quill,
the desert to the oasis, enter the pyramid, find the treasure, and
escape with it. Sounds easy! Don't be deceived; often the simplest
of storylines hide the most interesting adventures.

your task is to cross

The desert and pyramid theme 1is a well-tried and tested subject for

adventures; it is the puzzles that rejuvenate it and hold the players
attention.

I wonder if Roger White and his disciples would like to try their hand
at mapping the desert? It takes four compass moves to get out and has
256 possible permutations. It was written as an exercise in how to
write a maze, use very little memory, and try to destroy an adventurer

at the same ti Maze haters, don't despair - help is at hand.

When you find the oasis, don't forget to visit the tent before
entering the pyramid, as once inside you cannot escape until you've
solved all the problems and found all the treasure.

There aren't many locations, but nearly every one has something of
importance and will keep most adventurers amused for quite some time.
The boat and wall of fire are

very interesting, also the one way

system of steps and chambers, and you must get the co-operation of the

inhabitants.

For those of you who can watch the screen during loading, there is a
Stylised picture of some pyramids before you are given an explanation
of the adventure ahead. Unlike some adventures | have seen lately,
you won't have any trouble reading the clear black print for the
location descriptions, red for important names and compass directions
and green for the treasures and objects, all on a white background.

SCORE gives your progress as » percentage, plus a move counter for
those who like to find the shortest possible solution. More useful,
to me at least, was the RAMSAVE and RAMLOAD.

! think this adventure is ideal for less experienced players, but
there is something for everyone. If you follow some basic rules of
adventuring you will soon be hooked on this one.

INGRID'S BACK - ATARI ST VERSION
Level 9 Computling - Price 19.95

Heviewer - TRACY TATTUM

The game is a follow-up to GNOME RANGER, starring
starts when Ingrid has come home: 1o find that the landlord. Jasper
Uuickbuck 1s going to demalash the Drabble Valley and turn i1t into
Gnorsegnome marinas and luxury masonettes and the local folk are being

Ingrid Bottomlow, 1t



evicted. So Ingrid decides to get together a protest petition.

Part one finds Ingrid in the Village Hall with a petition and an
invitation. Flopsy, her dog is also there to help her. lIngrid can
wander all over the town of Little Moaning, trying to get people to
sign her petition. Some of the residents are a bit reluctant as to

whether they should sign the petition or not and it is up to you to
get them to sign it.

In part two Silas Crawley and a bunch of trolis are intent on
steamrolling Gnettlefield with their steamroller, they have already
evicted the other residents of Dribble Valley. You must steal the
plans and stop the steamroller, although that 1is not all there is to

part two, as the trolls, one by one, come after you and you must find
a way to get rid of them

In part three, Ingrid has obtained a job
where the landlord Jasper lIives. You, along with your cousin Daisy,
who is supposed to help you, must collect evidence about Jasper that
will put him in prison for a long, long time!!!

as a maid at Ridley's End,

This is one of Level 8's most humorous adventures I've played ye '
And what 1S Seamus Sosmall doing in Mrs Tackhammer’'s wardrobe when you
break into her bedroom and find her Ilying on the bed red-faced?
Begorrah, he isn't having trouble with his teleport spells and being
somewhere he shouldn’'t be? As you leave the house together he

suddenly remembers he has left his wand upstairs and insists you do
not wait for him......

This is certainly the most enjoyable game I’ve ever played from LO

Graphics 9/10 Playability 8/10 Value 8/10 Overall 9/10

T T T T T
»
Contributions are urgently needed for the review section please!
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DEFINITION OF A GOOD ADVENTURE by PAUL CARDIN

An adventure which, after you load it in for the first time and type:
SLAY ORC
WAVE WAND
RUB LAMP
WAVE CROSS/GARLIC AT VAMPIRE
DRIVE STAKE THROUGH DRACULA'S HEART
KILL TROLL UNDER BRIDGE
SET PHASER TO STUN
ZAP DROID

Responds with:

THEY DON'T EXIST!

LEETT xnmnun
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PREVIEW SECTION

This month | have been having & sneak preview of two
to come your way. The Gordello Incident
Software (address in the advertisement section of Probe) absolutely

azed me with its novel approach. | mentioned Gordello once betore
in the editorial but this time | was able to play the completed part
one and boy are you Spectrum owners in for a treat! The int
Gordello has produced two 'clones’ of yourself and it is imperative
that he be stopped and the clones destroyed. Fortunately, via a
computer you are able to penetrate the clones brains and instruct thes
via the keyboard. Your first task in this three part adventure is to
guide the clones into the Clonetron, all very well you might say,
until you discover that one of the clones is not doing what he should
be doin In fact he has the annoying habit of doing exactly the
opposite! This really adds to the fun and enjoyment, especially when
you are in a situation where a quick move is essential - I got all
'fingers and thumbs' many times. There are the most devious puzzles
to be solved including a beauty at the very start of the adventure. |
thought | had solved it loads of times and rang Tom to tell him so. A
chuckle on the other end of the line

adventures soon
by Tom Frost of Tartan

ous

told me that | hadn’ That's
the trouble with playing an adventure written by such a clever
programmer who really does manage to anticipate your every move! In
this adventure | got the definite impression that | was being led up
the garden path because everything | tried got a positive response -
none of that 'You can't’ business with Tom, more of a case of ‘Well If
you really want to...’ This led me to become stuck in the most

humorous situations. The adventure is filled with the most unusual
objects but which are red herrings and which are useful? Just to make
life even more interesting the adventure is peopled with various
characters who seem to be a rather tidy lot and like to pick up and
pocket any odd item they see lying around and the clones themselves
soon get bored with standing around, they like to explore and if you
don't make a move, after a while, they will decide to wander off
somewhere else. They also like to flash information to you on what is
going on around them and are even rude enough to interrupt you when
you are halfway through typing in an inpu A very clever piece of
programming there. It usually happened to me just when | spotted a
key | needed and was just typing 'get key' when the message flashed on
the screen that 'someone had entered the room, that someone was
looking at the key' and, that ‘that person had picked up the
key and headed off to the nort I got round that one though by a
little foresight so that ready for the blighter before he
arrived.

The screen is divided up neatly into two sections so that you can see
exactly where each clone is at any time and transfer of instructions
to the clone you want is simply a matter of typing in either AB for
one clone or BA for the other. There are some wonderful responses and
loads of humorous remarks from the ciones as they travel about, you
could, if you wanted, just sit back and watch what is going on around
you and still have loads of fun. | have never played an adventure
quite like this one before and | am so very glad | have tried it. |
just can't wait for the other two parts to continue my quest. | had a
great time and so, I'm sure, will you

Another sneak preview | have had this month comes from Patrick Walsh
who sent me the first part of his adventure ’Sherlock Holmes: The Case
of the Beheaded Smuggler', a two part text adventure for the Spectrum.
There is an introduction giving you the story, which is very cleverly
done, and part one itself was quite amazing. | was quite unprepared

i



for the amount of atmosphere generated by the lengthy location

descriptions. Patrick has cleverly managed Lo capture the style of
the Conon-Doyle novels beautifully. Une thing that never fails to
give me a thrill is the discovery of hidden locations and in this
adventure you can, if you are diligent enough, discover loads. Clues

are hidden around every corner, if you manage to spot them that is.
It is quite a large adventure with over thirty locations in the first
part. Patrick says "Part one is really intended as an average level
where you as Sherlock Holmes are examining the house and grounds where
the murder was comwmitted. There are not so many problems here as there

are in part two.™ All | can say to that, after discovering so many
problems in part one, is roll out part two - | can hardly wait.
Details about release dates and prices etc will be published in Frobe

when these are available. Watch Lhis space!
KRR R R K R R R R R R KRR R R KRN R KRN NN N AR
POETS CORNER

A computer bereavement is terrible,

It effects the whole families lives,
Where is the cheery "Good Morning"?
Where is Lhe sleepy "Good Night"?
Instead we've a cheery, "1've got it!
Perhaps | should try this or that,

| dreamed out the whole solution,

And | know how to get shut of that rat.”
And then there’'s the sieepy mumbles,

Ot solutions tried and failed,

No "Goodnight GOD BLESS™, just "1'11 go right not left
Perhaps then we'll get shut of that rat".
Then all through the telly programmes

There's the rapid fire clicking ot keys,

And "Could you just tell me which way,

| go to get back to the Quays?"

Turn off the telly, sew, read a book, do the ironing instead,
Draw out a plan for the garden and wall,

Course half way through there's an anguished call,

"Where's my dagger, |'m pinned to a wall!

No, it’s alright, don't bother, I'm dead!"

Our friends when they call get roped in as well,

| bet they think life with c computer Queen's HELL!

The best thing to do when an adventure is on

Is to try to get in, while she flies through where she's gone,
"l've done this bit and I've done that,

But 1 still can't get shut of that dirty old rat!"

Who said the life of a family is dead?

Get shut of the telly, do adventures instead.

By VAL JESSON.

e R T T

ADVENTURING 15..) By MARGU PURTEUUS.

A game that won’t load - until you've only got 10 minutes left to play
it! Ur you spend an hour trying to load a game, then pet so exciled
when you tinally see 1t has loaded you press the wiong key and it

crashes!
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WHEN YOU'®'RE ALREADY GONE
Ev LOW MACLEOD

It was a sharp-edged night arter a blunting day. Thin shadous grew rrom

oy
footsteps as | passed under the street lamps. | saw them pull me forward
snd seemed to feel them tug me back. It felt like & race. one | was mot
sure | wanted to win. | had a suspicion that the prizes would be taren, not
§1ven: that | would 11nd myselt gittwrapped betore long. In a shroua, |
1elt better, almost happy. Gloomy thoughts will 0o that for me every time.
It sin't happened yet, that's my sustaining mottc. When French Annie sees
me smiling she always smiles herseif. "It will she's saving. We've
talked from time to time. like runners in a long € will. She lert words
on the 'net tor me this morning, &nd | left words for her.  Not king,
just an exchange ot words like business. "So what." | put. That's all.

But | was. thinking. So what now. is what | was thinking. Her words glowed
fuzzily on the smoke-dulled screen. "Joe the Horse has & new saddle.” her
words said. He's riding it down in Storecity." &

What now was Storecity. But not for Joe, he was long gone. The malls
were empty. | dialled s clerk and it told me French Annie wasn't just
blouing kisses. The clerk knew Joe all right, he'd filled an air duct here
so long vou could still smell him. No. he didn't know how & vineman could

heve il that tin but as long as he had it. he could hand it over.

— Sure he can, | satd.

Clever work those clerks. know just the words to keep the customers happy.
The clerk called after me. anxicus to tell the whole truth. It knows me
too.

T Joe lert in a hurry. it safd. He had a call. here's the solid.

The plastic slid trom & siot in tne clerk. 1 _grabbed ft. . “"Joe," 1t
read. "Better drop that bundle or taxe the weight.® The from was French
Annie's. So much for clever work: | left unhappy. Damr French Arnie.

| went to Needletoun. 4 stupid place for Joe to go and Joe was

stupia.
Sure he told me some clever things but only other pecpie’s clever things,
and only his own unt{l they were mine. He had some clever stutf nou.

The junk was sailing in Needletoun. Trere were plent. of passengers as
always. | found Joe the Horse in the Point, a bar on the wnart. He Ilooked
saddlesore.

—Did Frenchy send you? he asked. pitifully eager. | knew she'd see me,
| knew she'd sort it, | knew...

His voice stopped working. Something in me started a little. | think it

was then this sickness began, this feeling. Perhaps French Annie could talk
me out of it. Ferhaps she had it too.
| made the feeling go away.

—Sort or, | said. What you got?

He gave it to me. It was a good saddle. It could take vou far. It was
& million bucks that saddle and I'm not talking metaphor. I asked the
obvious question.

—Up in Delitown, he said. | was mining the bins, bellyflat, you know.
And there it was, a whole chicken!

He paused. waiting for a grin. | gave it to him.

—Course | coped it and offed to & satety of mine nobody knows. 1 uas
cleaning it up a bit when | saw this bit of plastic sticking cut. Some
freak's gone and 'waved the juicies too, | though Didn't know hou Jjuicy
until | opened ft!

— And this juice is too strong for you, | said.

—That's right, that's right, he said. You're big. you can take of
it. %Wou know people. and...

= | know. | said. Take care of you too. Don't worry, I wtit. but
you'll heve to off turther than one of your satety's. There ate fienty eves
With tongues attached. We don't know who Saw you. or who they are taliing
to.

| bought him & drink. and told him to meet me late near a satety or his
by ShSnuttleport Seven. He was not toc surprised | knew about it. I would
bring nim rull docs and some tin and he could moon it tor a while. 1 telt
hot anc sweaty, something was lurching inside me. Frobably the rotten
Whaiter's cum. | would be all rignt outside. breathing the naturai fonised
air. 1 let hiw have one mure Jdrinw 3na we left. | knew there wodld be a
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trall outstde. that was all right, that was planned. Then th2 sick rfeelling

swelled inside me. | had a bad attack of intuition. What | had planned for
Joe the Horse., it was just a bit of elbowing in the race. Someone had to do
1t. Nothing to get sick about. low it was different. When Joe and |
parted the trail stuck with me, not Joe. It was going to be nasty.

It was good. It | had not expected the trail | would have known nothing
about it. As it was. all the way home | feit as if | was being measured for
my prize. So | was quite cheerful when | waltzed in the door.

= It ain't happened yet! | yelled, and slammed the door.

— 1t will! said French Annie.

Talk about timing. There's no-one quite like French Annie. She had a
couple of blades with her. Big of cours

— | want my keys back, | said. |

—1'm sure you can atford to install new locks now. she said. Word is

Joe paid up to you, bagman. i
Bagman! Now that hurt. ‘

= Search me in all your favourite places 1 have nothing on me! |

1 was yelling again, without the same sang-frold it has to be said.

= | know, she said drily. Try and find something anyway, girls. The |
blades turned me out. In a tew seconds there was a pile of me on the floor.
All those little things that seem to multiply in pockets and pouches, and

one big packet right on top of the piie.

—That all seems to be in order, French Annie said.

Her blades giggled. as only blades can.

—Listen to me bagman. 7ou play your part. Tou do it well. Keep on
playing it, or stop. But don't ever think of trying another role. It would
never get past the rirst night.

It was a good speech. She had fun with {t. The audience was transtixed.
She lookeo at the packet and stepped over it with exaggerated care.

— Sometning vaiuable:

I thought | was falling into her huge dark pupils. My mouth opened.

—Ah, | said.

— Hever mind. she said. I'm sure you can manage to ad-lib something in
vour next little improvisation.

—It's a two-hander with Joe the Horse., said one of the blades.

—We'll be the critics, said the other.

— 50 get {t right bagman! they chorused.

When they left and | was alone on the stage the scenery began to shake.

| climbed the rolling rloor towards the toflet. | knew | wouldn't make it
and | didn't.

Scene change. | know my lines. | tell myself it has happenad already.
| have a very bad feeling it will happen again and again. As | begin to
feel quite cheerrul | understand just what | am. And | think that is where
1 started.

The shadows or my steps pulled me rorward. Now | felt no backward tug at
all. 1 saw Joe crouched in an alley, waiting for his prize. He ran to meet
me.

— | knew Frenchy would see me! 3Sald you were coming. She was right
here, said you'd play your part, Inspector.

=1 will., 1 said.

A glidecar slid around the corner and stopped. 3hadows got out. Shadows|
with calculators: calculators that cannot add. only take away.

— Is that my transport! Joe asked.

—ves, | sald. ‘Tou can go.

He stared at me. Over my shoulder he saw the shadows coming the other|
way as well. Joe loo at me and seemed to crumple until he looked like a
Wrelked Car. & write-orr. His eyes went dead. There was water on my face
and | could hardly see him. His voice came to me taintly trom a very great

distance.
—where can you 4o when vou're alreadv gone!
| put the saddle back on Joe the Horse and walked away. | walked, past
one ion of shadows into my own shadow a5 light tlicwared behind me. nat
teally hearing the sound of calculators subtracting. Not hearing it at all.
MO MEaring 1t nom.
12




THE ART OF THE MAZE IV

BY ROGER WHITE

In my last article, I showed how to map a maze if you have too
few objects to implement the classical solution in full. The method 1
outlined there was not essentially more than a simple amplification of
the classical solution. But such a method is only practicable if you
are only a few objects short - two or three, say. Once the
discrepancy between objects and rooms becomes large, then you need to
make a radical departure from the simple model of the classical
solution. It is to this that I now turn. Can we, in fact, map a maze
with far fewer objects than there are rooms in the maze? This
question can, in fact, be given an unequivocal answer: it is possible
to map any maze whatever,; given that we have at our disposal one
object. However, the method which 1 shall outline can become lengthy
for certain mazes whose structure is inimical to it. On the other
hand, those mazes will characteristically have a structure which makes
possible certain of the techniques of maze mapping that do not involve
object dropping, which 1 shall 1look at in subsequent articles: this
point will become clearer as we proceed.

The key to mapping a maze using only one object is, identifying
the best room in which to drop our object initially. To make the
explanation of this intelligible, 1 shall take a concrete case, and
explain how we identify a suitable room for a definite maze. 1 will
once again outline a solution for the ENTHAR 7 maze, this time,
however, on the assumption that we are only permitted to use one
object in mapping it:

N.B. Once again, the method is more complicated and
longwinded to explain than to carry out: it may help
interested readers, if they use a GAC, or whatever, to
programme in the ENTHAR 7 maze, so that you can actually
experiment with the procedures 1 outline. A maze only takes a
very short time to programme.)

€

MAP I11

ol

o

X
ok

X—E CLEARING
X i

FLIPPER PLATE

Let us suppose, starting in a certain room in a maze, we
select some compass direction (KE, say) and move repeatedly away from
the first room in that direction (i.e go NE, NE, NE, NE ...). It 1s
obvious that only three things can occur: ither we eventually
encounter an exit to the maze, or we eventually encounter the message
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THE ART OF THE MAZE IV

the maze for ever. Now consider what is happening in the third case:
the number of rooms in a maze is finite, so that sooner or later we
will be in a room we have already been in before. Once that occurs we
will have entered a loop - & set of rooms that we would continue going
round in for ever if we continued going NE. Thus, in the ENTHAR 7
maze, if we start out from room 1 going NE, we go first to 5, then to
4, then to 7, then to 3, then to 6, and from 6 into room 5 again.
From that point on, we would simply repeat going round the circuit
5.,4,7,3,6. So, starting from 1 we have & tail consisting of the room
1 leading into a loop of five rooms.

We may now re-express the possible consequences of going
repeatedly in e fixed direction from a certain room: if we start at a
given room and move repeatedly in a given direction then:

either a) We eventually encounter an exit

*You cannot move in that direction®, or we keep moving around within

or b) We eventually encounter the message "you cannot move
in that direction®

or c) The room we are on is itself on a loop for that
direction

d) The room is on a tail which leads into a loop.
(1 xnclude here as a limit case, the case of a loop consisting of only
one room - i.e. a room such that going NE from A leads to A).

Now taking each of the compass directions in turn, we first
determine for room 1 which of these is the case, and if (c) or (d) the
precise length of the tail and loop involved. 1In the ENTHAR 7 maze,
there are, it so happens, no exits that we will encounter in this
way, and we also have no use made of what 1 shall call *barriers*, the
message "you cannot move in that direction®. In fact, that makes the
method we are going to outline particularly well suited to this maze.
Mazes which make extensive use of barriers have an altogether
different character from those which don't - a maze which uses
barriers a lot, as I shall show in my next article, is typically
easier to solve than one that does not, but it is typically better
suited to techniques which do not involve object dropping at all. The
presence of barriers within a maze, although it does not make the
method of maze mapping 1 am here outlining impossible, typically
makes it much lengthier.

The first use we make of our object is to find out precisely
what happens as we set off from room 1 repeatedly in a given
direction, beginning with N. We SAVE our position in room 1, go N
four times and drop the object, then we go N four more times, stopping
if we find the object again. (If you 1look at the map you will see
that what we have actually done is gone from 1 to 2, to 3, to 4, to 5,
dropped the flower, say, then gone to 6, to 4 and then back to 5,
finding the flower again). We have reencountered the object, if we
had not, we would have RESTORED to 1 and repeated the process this
time dropping the flower 8 moves away from 1, then, if necessary,
repeated the process with the flower 12 moves away and so on. But,
in fact, in this case, we do find the flower again. What this tells
us is that moving N from 1 eventually leads us into a loop that is 3
rooms long. Next we find out where this loop begins. RESTORE to 1,
this time move N only half as far (twice) and drop the flower, now go
N 3 times: this time, we do not find the flower: this tells us that
the first three rooms are on a tail which leads to a loop beginning in
the 4th or 5th room. placing the object in 4th room and going N three
times tells us that the loop does indeed begin in the dth room. (This
all sounds complicated and longwinded, but in practise, it is very
simple and the whole process can be carried out very quickly).
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Before we repeat this rigmarole for other directions, let us
reflect on the significance of what we have found out, to help explain
why we are doing it: we have now discovered i) six different rooms
within the maze - the first room, the room N of it, the room N of
that, and so on (let us call them “1®, *N1", °N2*, °N3*, °N4* and
*N5*) - these must be different to account for the experiment with the
flower; ii) six rooms which we know how to get to; iii) finally and
most importantly, six rooms that we can tell apart, in the following
way: if we place the flower in N5, 1 is the only one of these rooms
from which we arrive at the flower by going N five times, N1 the only
only from which we arrive at the flower by going N 4 times, and so on.

We can now record the result of our investigation of the N
direction as follows:

Ni= 1 => N1 => N2 => N3 => N4 => N5
(That is to say, starting from 1 and going repeatedly N takes us
through three rooms and then into & loop 3 rooms long).

The process we have just outlined only sounds convoluted, but
it in actual practise takes less than a minute to carry out :
provided, that is, that the game has a decent SAVE & RESTORE facility,
without which most advanced maze mapping can easily become tedious.

We now repeat the process we have gone through for the N
direction for each of the other 7 directions, where uwhat we are
seeking is the direction which gives us the longest chain of rooms.
In fact, we have already found that the N direction gives us a chain
of as many as six rooms, which should be ample for all but the largest
mazes. However, it is worth while taking care at this stage, since if
we find the longest chain, that usually makes the rest of the process
very simple indeed. If, indeed, we are lucky enough to find a chain
which in fact contains every room in the maze, the remainder of the
task of mapping a maze is just as simple as the classical solution.
But, provided we can tind one chain which contains the majority of the
rooms in a maze, the rest of our task will be plain sailing: and this
will, with one major exception, almost invariably be the case. The
major exception is that, since barriers break up chains, in a maze
which makes extensive use of barriers, chains of rooms of the sort
which interest us will typically be much shorter. Because of this,
and because mazes which make extensive use of barriers can readily be
solved by techniques not involving object dropping, of a kind 1 shall
explore in my next article, it is best to think of the method we are
outlining as primarily for mazes, 1like the ENTHAR 7, in which there
are few or no barriers, and explain it primarily for them.

The result of exploring each of the 8 directions may then be
summarised as follows (*C" here stands for the clearing):

N :-1=>Nl =>N2 => N3 =>N4 => N5
NE 1 => NE]1 => NE2 => NE3 => NEd => NES
€ dew>cElrissy &

SE 1 => SE1 => SE2 => SE3

Ss08, 2 da=228]

Sw 1 C

w 1 => Wl => W2 => wy 4
Nw => Nwl

(This table should become clear if it is compared with the map, and
you check there the consequence of going from room 1 in any g:ven
direction.)

Now, we select one of the directions which give us the lonzest
possible chain - N or NE - giving preference , although this doesn't
really matter, to the one among those which contains the longer loop
and the fewest designated rooms: here the NE chain which has a loop
of five rooms, and contains no designated rooms. Next time I will show
how we can build that chain intc a complete map.




3 by koschei

27 Folitician tock muddied tile
losing quarter when chased by an
editor getting loud ()

28 | have the engineer: 'Uch. whut
is it noo Captain?' (3.6,

29 Be she ranging or at home. gno
gnews is good gnews (5)

DOWN

1 Middle of a ripping three-
parter, NOT Jack's (6.2)

< Argued terribly without
propriety (5)

3 Rising or falling. is this the

speed of replicating DNA: (&)
4  Crossed and wrecked - Rats!
ACRUSS what a trek (4)
5 What every plavtester needs

1,11.80 Warren warring? Sounds or they get troubled. lacking
a littie like it (3.2.6.5) some quarters: 'Flease mate.

4 | serve bug Eyed Monster for a tea'' (and that's not all)
long time in musical play (9, .51

9  Airy neon for {ilumination? 6 With the strange
(5.4 device.” (Longrellow;

10 Goes with being up the creek! Or Bruce (Shorttellow) (&)
(2.3) 7 Met Me! Me! (3.3.3)

11 See 1a & See 1a

12 Intelligen stamina, wisdom. 13 War treaty almost confused
agility, charm, —___ (8) sexy wet girl from Melbourne

14 Religious students make music house of ill-repute (6.4)
about one scientific theory 15 Five point, it follows you
reversable in US state (10) have to justify (&)

16 Doctor. we hear, gets canal 17 Overturn desk. mixup - flee!
backwards. God! (4) 9)

18 Hellene lost in home of 14 18 A magician's art is the
perhaps (4) downtall of many a programmer

20 Intrinsically sound, by 16! 8)
10) 21 Trouble charge for short

22 So some would have us belleve rating in charge (6)
computer games are. so vile 2z Briefly: IN. UF. NORTH.
yet without energy (4,4) NORTH, EAST...turn back...ch

23 The last word in RFG? Not the boredom...EAST etc (5)
really (6) 24 Ingrid's front got going going

26 Close to treasure one finds gone back - Jones appeared! (5)
listener engrossed in sacred 25 Active spy gets taken inside
book (&, 1) )

CROSSWORD 2 SOLN
Across: 1 KILL LUST. 5 AFFAIR. © IN THE PEN.
12 HOUKRSE CLAN, 13 SUS Fl. 14 BORROWED TIME, 18 FRIED BANANA.
2l EGLANTINE. 24 REAL AD. 15 GIVE CA3K. 26 MEET ED. 27 MERETSHY.
Down: 1 KNIGHT, 2 LIT EkA. 3 LIEGE, 4 SFELL BREAKER, &
FOOL'S IDEA. 7 ASE IN. & RETAINER. 11 SNOGWBALL NINE. 15 URDER GAME.
16 OFFER RUM. 17 MIND WAVE. 13 MIDA. 20 GET KEY. 13 NO EVE.

21 ELDER.
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THE PROBLEMS, PITFALLS AND PERILS OF ADVENTURE PROGRAMMING WITH PAV

(OR: PAWS FOR THOUGHT)

By Larry Horsfield

This month I thought I would give a few hints and tips on routines that
will, one hopes, improve any PAWed adventure.

The standard "I" or Inventory command with PAW uses the INVEN action,
which prints the objects you're carrying in a column, with any that are
worn having the system message "(worn)" tagged on. The alternative to
this is to 1list your inventory as a sentence, with separate messages
for those objects carried and those worn.

First 'of all, alter System Message (SM) 9 to read "You are carrying "
(not forgetting to put a space after the last word), and SM 10 to read
"You are wearing " (SM10 is redundant if you are not using INVEN, as is
SM11) The required Response table entry will utilise the LISTAT action,
flag 53, the "locations" 253 & 254 and the two altered messages, thus:

1 _ LET 53 64 SYSMESS 9 LISTAT 254 SYSMESS 10 LISTAT 253
CLEAR 53 DONE

Setting flag 53 to 64 makes PAW print the lists of objects as a valid

sentence, so when you press 1, you will see something like this:

"You are carrying a flashlight, a shovel and a bubble helmet.

You are wearing a backpack and a uniform."

If you weren't carrying or wearing anything, you'd just get "nothing."

instead of a list. You have to include CLEAR 53, otherwise if you

didn't, the objects visible in any location will also be printec as a

sentence.

You could go one stage further and have a message for when you are
wearing nothing at all. To do this, you must keep a count of the number
of objects worn in an unused flag - say Flag 11 - and if the adventure
starts with objects being worn, you must allow for this in Process
table 1. For example if location 0 is a title screen, with a keypress
to go to the first location, and you start the adventure wearing three
objects, the Process table 1 entry might be:

START * AT 0 ANYKEY GOTO 1 LET 11 3 DESC

You MUST also allow for wearing and removing objects, so in the WEAR _
and REMOV _ entries in the Response table, you must include the lines
PLUS 11 1 and MINUS 11 1 respectively, e.g. WEAR _ AUTOW PLUS 11 1 DONE
Now, change SM1l to read (for example) "You're as naked as the day you
were born!", putting an empty line underneath by pressing EXTEND MODE
then 7 then DELETE (what's known as an ESCC 7). The first Response
table entry is exactly the same as last time, except for one line:

1 _ NOTEQ 11 0 LET 53 64 SYSMESS 9 LISTAT 254 SYSMESS 10
LISTAT 253 CLEAR 53 DONE

1f flag 11 is anything other than 0, the two messages are printed along
with the lists of objects carried and worn as sentences. Now the entry
for when we are carrying objects, but not wearing any:

I _ EQ 11 0 LET 53 64 SYSMESS 9 LISTAT 254 SYSMESS 11
CLEAR 53 DONE

Having seen how that's done, you could go the whole hog and have
another message for when you're carrying nothing, e.g. "Your hanis are
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empty". However, this would entail FOUR different I _ entries, 1 for
when you're carrying and wearing things, 1 for wher you're carrying
objects but wearing none, 1 for when you're carrying nothing, but
wearing objects, and a last one for when you're carrying nothing and
weazing nothing! You'd also have to keep a count of objects carried in
another flag, and put appropriate PLUS/MINUS lines in the GET and DROP
entries, as well as in the PUT _ and GET _ from container entries, etc.

As mentioned earlier, you can alsc list the visible objects as a valic
sentence, ané if you wanted to do this as well as have it in the I _
command, you'd need to include the LET 53 64 1line in the START *
entry in the Process 1 table, deleting the lines, plus CLEAR 53, from
the I _ entries.

One thing that occured to me only the other week, when I was going
through "Magnetic Moon", is when you turn on or off a source of light.
The way 1 originally did in all my adventures was to redescribe the
location when you SWITCK ON or SWITCH OFF the flashlight. However, it
looked a bit silly if the location was light anyway, so I included a
further two SWITCH ON/OFF entries to cover when you did this in a light
location. You have to take into account whether flag 0 is 0 or 255. The
response table entries I put in were as follows (dark locations first):

SWITC FLASH PREP ON CARRIED 15 NOTEQ 0 SYSMESS 15 PAUSE 75
SWAP 15 0 DESC

SWITC FLASH PREP OFF CARRIED 0 NOTEQ 0 SYSMESS 15 PAUSE 75
SWAP 0 15 DESC

Those egg-heads among you may already have sussed what the entries for
light locations will be, but for the rest of us, here they are:

SWITC FLASH PREP ON CARRIED 15 EQ 0 0 SWAP 15 0 OK
SWITC FLASH PREP OFF CARRIED O EQ 0 O SWAP 0 15 OK

Theoretically, you could leave out the EQ C 0 in both the last entries,
as PAW would ignore the first two if flag 0 was 0, but it's safer to
put them in.

A couple of the guys who playtested "Magnetic Moon" for me, and,
indeed, one of the Probe readers who bought a copy, commented that they
couldn't read the character set I had selected for the adventure. This
was SET 3, futuristic computer-type characters that 1 considered to be
most appropriate for the science-fiction scenario. However, I like to
make my adventures as user-friendly as 1 can, and if the player can't
read the text, it's not very user-friendly after all! One of my friends
suggested that 1 offer the player the option to change character fonts,
as in many other adventures. I realised that this would be quite easy
to do with PAW, so 1 included a "FONT" option in the adventure.

Unfortunately, due to lack of spare memory, 1 couldn't include the FONT
option in the 48k version of "Magnetic Moon" (Although it will be
standard in all my others), but easily included in the 128k version. I
decided to offer 4 different character fonts (including the computer-
type SET 3 already present), alithough it is pessible to have a total
of 6. First of all 1 entered tne word FONT as a verb then the numbers 1
to 4 as adverbs. I found after a little experimentaticn that I needed
tc get PAW to "remember"™ what character font had beer selectec when one
inaded in a SAVES or FAMIAVEG position, =r I used & flag, e.g. flau 1I,
to store what Font had been selected. This avoide¢ the player having to
re-select the desired Font every time he’she loaded s saved position.
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1 had to put entrles In the response table and Process tablc 1, and the
Response table entry for FONT 1 (the computer-type characters) was thus

FONT _ ADVERB 1 CHARSET 1 LET 13 1 DESC

The entries for the other three fonts were the same except for the
ADVERB number, CHARSET number and value of flag 13. The Process table 1
entry for FONT 1 was as follows:

* * EQ 13 1 CHARSET 1

Again, the other three entries were similar except for the fiag 13
value and CHARSET number. There is one more FONT _ entry you must put
in, and that is if the player just types "FONT" without a number. You
must insert a new message, e.g. Mess 15 "Please give a number from 1 to
4, e.g. FONT 1", and the response table entry, which must be thé LAST
©of the FONT entries, will be simply:

FONT MESSAGE 15 DONE

One strange thing that T did find, and which I couldn't find any way to
avoid, is that when you load in any SAVEd or KAMSAVEd position, other
than at the start of parts 2 & 3, i¢f you have selected FONT 2, 3 or 4,
the location description remains in FONT 1, whils any objects present
and/or messages  are in the selected FONT. You have to redescribe the
location, by typing "R", to restcre the selected FONT.

Now a tip about CREATING objects. Although you have plenty of flags to
use in PAW, you can use the conditions ISAT and ISNCTAT when you CREATE
an object. For example, if we have a locker which when examined, causes
a Shovel (object 10) to be found, the appropriate entry would be:

EXAMINE LOCKER 1ISAT 10 252 CREATE 10 DESC

"Location" 252 is where objects are if they are not-created, so if
object 10 "“ISAT" 252, then the next line will CREATE it and the the
location 1is described, with the Shovel now visible. If you try to
EXAMINE LOCKER again, object 10 is now created - i.e. ISNOTAT 252 - and
you get a message like "You see nothing special". Now, if you are a
devious adventure writer (....like I am, so people tell me!), you might
want to put another object in the locker that can only be found if
examine the locker a second time, after the shovel has been found. We
can call this object an Axe, object 11. The required entry would be:

EXAMINE LOCKER ISNOTAT 10 252 1ISAT 11252 CREATE 11 DESC

If object 10 is created, and object 11 is not created, then object 11
is then created and the location redescribed, complete with the Axe. By
the way, PRESENT and ABSENT would not serve the same purpose, be-ause
these conditions only apply to the current location.

Incidentally, I made a slight error....about 5000 bytes worth....when I
mentioned the free memory availablie in the Spectrum version of "Quill

in last month's article. On loacing up, there are 29,831 bytes :ree,
not 25,000 as 1 =stated. My thanks to "eagie-eye" Walter Pool Yy for
spotting this!

Finally cthis month, 1 would like some help myself! Firstly, I need to
know what interface I carn hny that will enable me to print out fre— Paw
on a 128k Spectrum ZX+ (the pre-Amstrad, black keyboard with "heazzink"
type). 1 have a Timex/Sinclair 2040 Thermal printer which I can use on
my 48k ZX+, or the 12%% ZX+ in 48k mode, but 1 want to print

irom
my 128k databases. 1 aisc have a Panasonic KX-P10F1 printer.
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Secondly, 1 have just started to convert “Magnetic Moon" for the
Commodore 64, having bullied my brother into lending me all his gear!
I'm using the C64 version of "The Quill", due to the lack of a
Commodore version of P.A.W. (Gilsoft! Pull your socks up!!). I would
like some volunteers to playtest the C64 version of "Magnetic Moon"
when 1 f£inish all three parts, so if you are interested, please write
to me at the address below. I would like to keep everyone happy, and
avoid being 1labelled sexist, by having an equal number of male and
female playtesters. So, all you C64 users, get your pen and paper out
and write in now - Your Adventure Writer Needs YOU! Note that I would
prefer volunteers who have NOT plaved either the Electron/BBC or the
Spectrum versions of the adventure..... talking of which, 1'd like a
couple more femaie playtesters for my forthcoming Spectrum adventures
as well! Anyorie mad enough, please write!

1f you have any problems, programing with PAW, please write giving full
details and enclosing an SAE, to:

PAWS for Thought, 40 Harvey Gardens, Charlton, London, SE7 8AJ

SOFTWARE

R KRR AR R K KRR KRN NN R AR NN R R AR R NI N RN AN AN AN
®#s ADVENTURES FOR SPECTRUM w»as

Four great adventures on one tape' MHANSION QUEST, CASTLE ADVENTURE,

DESERT ISLAND and MISSION X. A great bargain at just £5.00! Also

PYRAMID on a separate tape for just £2.00!

Available from:
WALTER POOLEY, 46 Exeter Road, Bootle, Liverpool, L20 7BL.

T R R Y

raemaranan

ExEwranauy

ermeunan EaEErEsERRNNS

» wss THE RUNESTONE OF ZAOBAB ss»» *

R KR AN N AN KRR NN RN NE NN NN R AR RN NNNNN

T
This is an illustrated text adventure game for Spectrum computers.
Your quest will plunge you into the mysterious depths of the unknown
in the evil land of Zaobab, where you must find a precious runestone
and escape wilh it.

With a FREE text adventure on side B. this game offers superb value at
oniy £1.99 + 50p postage and packing from:

EKIC STEWART (P), 18 VATISKER, BACK, ISLE UF LEWIS, PABE UJS

R R R L
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11! NEW FROM JOHN WILSON OF ZENOBI SOFTWARE !!!

THE BALROG AND THE CAT
There was nothing a BALROG enjoyed more
than a green-cheese sandwich, especially
one that had been left to 'ferment® for
s week or two! But un-beknown to this
BALROG, such joys were soon to be
brought to a sudden end - by a strange
mscratching™ at the door of his abod
This noise would cause him to become
embroiied in solving some very devious
proble FREE copy of GOBLIN GAZZETTE
on reverse of this cassette. Price £2.48

SPECTRUM!

S

BEHIND CLOSED DOORS (The seque
BALROG's quiet peaceful morning is upset
by a series of events that could possibly
lead to a fate worse than death or even
strangulation at the hands of the Troll
who lives next door! FREE on other side
of this cassette is JUST ONE OF THOSE
DAYS - biast anything that moves! Price
£1.89 inclusive.

Overseas please add £1 to cover
additional postage and packin,

SPECIAL OFFER TO PROBE READERS - 50p off either of the above with an
asdditional option of BOTH on the same tape for the special price of
£2.98. Purchasers who buy the games separately will of course receive
the relevant "freebie’ on the other side of the tape.

Cheques/P0's made payable to ZENOBI SOFTWARE and sent to:
26 Spotliand Tops, Cutgate, Rochdale, Lancs, OL12 7NX.

R R NN RN NN RN AN RN NN RN R

Have you pienty of free time:
Here's a game that will take it all away.

TIME THIEF P ICTURES WONE

PROBLEMS : TOUGH.

Mvstery and detection in
Space and time. on the
trail ot a2 supernatural
thier. A thief who steals
lives. Got one to spare?

A text adventure on disk
for CBME4. £5. Cheques/FOs
Favacle to D Macieod.

BiG 5h7 SUFTWARE WARNING :
35 OLD EvANTON ROAL Fersons ot a
LiNGuALL nervous disposition may

find certsin scenes and
events upsetting.




SPELLBREAKER

SPELLBREAKER is a monthly azine for all computer adventurers and is
packed full of solutions, part solutions, hints and tips, maps and
mazes, and cryptic hints

SPECIAL OFFER... The first twenty-four subscribers (4 months) will
each receive a free game from Zenobl Softwa

First fssue on sale fros 14th March, priced at £1.25 per copy, or why
not subscribe for four months for £S5 and then you might receive that
free game.

Send Cheques/Postal Orders payable to:
Mike Brailsford,18 Nspier Place,South Parks,Glenrothes,Fife KY6 1DX.

Lo B FANTASY AND SCIENCE FICTION ADVENTURES PRESENT s+ &8

MAGHETIC MOOH

* # * * 2 * A NEW ADVENTURE FOR THE 48K & 128K SPECTRUM * * * * # %

In this 3 part, text-only, science fiction adventure, your spaceshi
has been dragged down onto a strange moon by a tractor beam, and n
lies in the grip of a magnetic field, unable to take off. Your captaill
calls for volunteers to search for the source of the magnetic field,
and you are one of the first to step forward. To your horror, th
captain refuses you, telling you to stay on board to help with repairs
BOR-RING!! You want to get in on the action, and decide to jump shi
and search for the source of the magnetic field yourself. But first yo
have to get past the captain and the scientific officer without thel
seeing you!!

MAGNETIC MOON is available in both 48k and 128k versions. The 128
version has the following features: Extra text, locations and messages
Useful HELP messages in certain locations; Choice of no less than
different character fonts; A "VOCAB" command which gives most of t
verbs and otner useful words used in the acdventure.

MAGNETIC MOON is normally priced at £3.50 (inc. P/P), but as a specials,
limited period offer to "Adventure Probe" readers, you can buy a copy A
of "Magnetic Moon" for only £2.99!1! Send your chégue or P.0., stating =
which machine - 48k or 128k - you have, to:

FSF ADVENTURES, 40 HARVEY GARDENS, CHARLTON, LONDON, SE7 8AJ

P TR ATICOMPIETITION 1 £ Gau s
Win one of 10 free copies of the forthcoming sequel to "Magnetic Moon"i

U"STARSHIP QUEST"
An entry form will be sent with each order, so send your £2.99 - Now! !



SPECIAL OFFER
Low Price TAPES

BLANK_CASSETTE TAPES

Quality blank un-labelled cassettes,
complete with library case, are
available at the following prices ....

€15 tyre £8.00 per 20
€30 type £9.00 per 20
€15 type £18.00 per 50
€30 type £20.00 per 50

AVATLABLE FROM .........

ZENOBI Software
26 Spotland Tops
Cutgate
Rochdale
Lancashire

OL12 7NX

ALL prices include for first-class postage and packing.
ALL orders will be ditr-tched within 24 howrs of receipt.

BORDER HARRIER THE INNER LAKES

An original concept - the
A tale of mystery and tirst angling adventure - and
suspense set In l6th century you don't have to be an angler
Scotland to enjoy it!

'Get your skates on...you'll
have a whale of a time. Just
don’t play it if you've got a
haddock’

This graphic adventure for
the 4B/12BK Spectrum is now
available from SOLE SOLUTION

SOF TWARE, 2, KENDALLS CLOSE, - YOUR SINCLAIR
HIGH WYCOMBE, HP13 7NN Spectrus 48/128K. Only £1.99.
PRICE £1.50 (P&P {ncl) - Cheques/P0's to Paul Cardin, 3
CHEQUES/POs MADE PAYABLE TO Lonsdale Villas, wallasey,
S.LORD Merseyside LA4S5 4PG

SPECTRUM ADVENTURES 48/128.

Buy THE DOMES OF SHA & LETTER BOMB for £3.95 and pick any tape
or tapes from the list below for £1.50 per tape.

Tape 1. THE CHALLENGE & DAVY JONES LOCKER. Y

Tape 2. WITCH HUNT & THE CUP. 2
Tape 3. THE HAMMER OF GRIMMOLD & MUTANT. *
Tape 4. REALM OF DARKNESS & MATCHMAKER.

Tape 3. THE JADE NECKLACE & LIFEBOAT.

Tape 6. THE ENCHANTED COTTAGE & JACK AND THE BEANSTALK.

Cheques/Postal orders to J.A.Lockerby 44 Hyde Place Aylesham
Canterbury Kent CT3 JAL.




e o SPEC1AL OFFER PAGES %

FOR SPECTRUM ADVENTURERS FROM TARTAN SOFTWARE »»s

THE TARTAN FIVE - USUAL PRICE £7.85 - OFFER PRICE £5.50!
Skipureck, Castle Eerie, Prince of Tyndal, Crown of Ramhotep &
Prospector
THE TARTAN SEVEN - USUAL PRICE £9.75 - OFFER PRICE £6.95!
Comprises the Tartan Five + Tartan "Z in 1"(Green Door & Red Door)
THE TARTAN ELEVEN - USUAL PRICE £12.80 -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 PKICE £16.75 - OFFEK PRICE £11.50!
Comprises the Tartan Eleven plus Double Agent & Escap

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

Send Cheques/Postal Orders to:
TARTAN SOFTWARE, 61 Bailie Norrie Crescent. Montrose, Angus,
Scotland, DD1@ 9DT.

Bessemrseasaarcansnnnnen
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* % % HARLIN GAMES PRESENT » » &
A NEW VERSION OF 'THE JADE STONF'
% % & FOR THE ATARI ST » & »

Our best-selling Spectrum adventure NOW AVAILABLE FOR THE ST
Contains most of the problems, characters and locations that
ade the Spectrus version such a success. But there's more: more
locations, more problems, longer text and new improved graphic
Features include two text modes, an AGAIN command, Ramsave/Ramioad,
the ability to swap between graphics and text-only modes, X for
examine, X ALL. There's no fancy packaging, but we aim for a return-
by-post service, and also offer hints for those who get stuck!

So order your copy of the ST version of THE JADE STONE without delay

NORMALLY PRICED AT £8. HOWEVER, AS A SPECIAL OFFER TO PROBE READERS,
YOU ONLY NEED TO SEND £7.50 TO THE ADDRESS BELOW!!

FOR SPECTRUM ADVENTURERS, the following
available:

THE BEAST (12BK ONLY): Track down the Beast and earn yourself an
exclusive story!! RRP £4.50 #s CRASH SHASH! #% 81% in the December
88 CRASH s *...represents a wmajor achievement in homegrown
adventures”™ (CRASH quote).

CLOUD 89: 48K and 128K versions on one tape. Save the wealher - if
Jack Frost will let you! RRP £2.95.

THE JADE STONE: 48K version, in two parts: Find the Stone and rescue
your fiance. RRP:£2.95. b

es (TAPES ONLY) are

* * SPECIAL PRICES FOR PROBE READERS (Spectrum games) * &
The Jade Stone/Cloud 99 - only £2.50 each: The Beast - only £4.00.

All prices inciude PLP. Send cheques/PO’'s to MARLIN GAMES,19 BRIAR
CLUSE, NAILSEA, BRISTOL BS19 1QG.




_ Having almost finished my text adventures for the Dragon (except for a
few of the role playing, combats/strength etc factors which 1 dislike)
and then reading Don Macleod's article (Feb B9) has thrown me into a
depressive trance.

I still have a few MSX and all the Atari ST Infocom (except Deadline)
to go at, then nothing except graphics. These latter type adventures
do not impress me, and a return to full text (preferable verb/noun)
would be a welcome return to sanity. Some Dragon adventures 1 frigoed
(accepted computer term) to rid them of random killings (hate ‘em so I
cheated — don't care what you think, Sunshine!')
A few adventures for the Dragon I would like to obtain -
Waxworks/Golden Baton/The Count/Shenanigans/Mystery Funhouse/Franklin
in Wonderland, and if anyone has these for sale then I'm all ears (0K,
some of you who know me are thinking "all mouth too - if you could see
it for his nose'" well mind your own business, 1 didn’'t write this
letter to suffer your insults!)
In your January issue Clive Swain complained of bad service from Mail
Order Companies. Well 1°ve referred my complaints against such firms
to the Trading Standards Officer and may need to take legal action.
Only if complaints against mail order firms are made known will we be
able to pick the good from the bad (and in some cases the ugly). For
instance, if you order by post your bank/credit card account will be
debited before you have finished spitting the taste of the stamp from
your mouth. Even worse! - order by telephone. Well, Einstein’s
theory is wrong! Your credit card account will be debited at four
times the speed of light (it is not unknown for a salesman to be
rushed to hospital after colliding with himself on the return trip -
in his eagerness to fleece the next sucker).
The items you order will take a little longer - like months to almost
never, depending on whether or not it is in stock. We all know that a
salesman never lies (I used to be one') - CUSTOMER "Do you have such-
and such in stock?" SALESMAN — "Of course sir! We do have one of those
in stock" ASIDE "Although it's already been allocated to twenty other
customers, er, twentyone now."
So you complain—
By telephone? - Never happened once the receiver has been replaced.
Normal post? - These letters have the mysterious property of never
arriving at their destination.

Kecorded Delivery? - These letters cannot be deciphered unless
accompanied by the original Rosetta Stone.
What? Who's bitter?! — 1 enjoy being conned — its the only hobby 1°11

have left after the demise of the text adventure!

RON KILBRIDE, 265 Gibson Lane, Kippax, Leeds, LS25 7JN.

1 was very interested to read FKoger Barrington’s letter in the March
edition of Probe as I too have had difficulties with Mail Order firms.

1 freely admit that I have received several adventures quite
satisfactorily by this method but the problems seem to arise when
there 1s a query and it is necessary to go back to the firm. In my

case 1 was not happy with one of the games 1 ordered but despite
several letters, received neither acknowledgements nor reply.
Low prices are not an excuse for bad service.

LON HOULSTON, 3 Pritchett Drive, Littleover, Derby, DEZ 7AX.

25



Many thanks for the March issue of Probe - the story by June Rowe was
especially delightful. I've been playing Ingrid's Back, really superb
run from the Austins. Also Lancelot isn't really all that bad. But
Oh | wish Time Thief would come out on the ST.

NEIL TALBOTT, 31 Chadcote Way, Catshill, Bromsgrove, Worcs, BG1 0JU.

THE GRUE CHALLENGE
| am pleased to see my little article on Infocom created a little bit
of indignation and | would like to respond to my critics (how dare
they).
First MR GRUE! I'11 happily accept your challenge with wands at ten
paces but with my ramsave and cops wespons I'l1l have you Z0RKed in no
time at all, and judging by other letters I've read I've no doubt Mrs
GRUE will act as my second and manager so with all this against you |
SUSPECT you’ll have the LURKING HORRORS
Your comments were quite fair though and as you guessed | am a Level ©
fan, and as you also suggest | could find faults with their games but
vith all B bit machines compromises have to be made so it's a question
of which compromises we each prefer to live with and whilst INFOCOM
have better descriptions and parser 1| still feel happier with the
Level 8 trade offs. We'll have to wait until 10 years hence when
ve've all got our Super duper 100 Meg talking machines then nobody has
got any excuses.
Who's next. Yes, young Nic Rumsey (well he must be younger than me)
Well Nic | think you took me a little bit out of context, not only did
| not complain about the length of descriptions in Leather Goddess I
did say they were very good and one of infocom's strong points. What
! did say is that long flowery descriptions don't always mean a good
game, they're very good the first couple of times round but when we
get to the resl puzzle solving it’s pictures off (no matter how good)

exits off, superbrief or whatever, at least they are with m I've
Just spent an hour tonight trying to get past this shark and the last
thing | wanted was long descriptions no matter how good. As | 1d

before, if | want atmosphere I'1]l read Lord of the Rings not play the
It's finding the right level Nic because as you suggested if

the location descriptions were Micky Spillane stuft they would be
very boring.

INGRID 2 - ARTHUR DENT O

PETE SIMPSON, 5 Kelstern Close, Leven Park, Yarm, Cleveland, TS15 9SX.

Well the day is drawing near. It's coming, the great Amiga. This
must be my last chance at normality so | felt | must write to thank
whoever was so kind as to send me the lovely bouquet of flowers. The
Grue was only allowed one quick look as, of course, any lingering
glance from him would have withered them in minutes. They were really
lovely and greatiy appreciated
It anyone would like to make further donations, light bulbs would not
80 amiss as I'm fed up bumping into things it's so dark in the house

On a serious note | should alss like to express my sympathy at the
death of Rita Maloney. | wmet her through the Grue and apart from
adventuring she also read books and we had quite a few swaps. The sad
loss of a very nice lady.

MRS GRUE, 64 County Road, Ormskirk, West Lancs, L39 1QH.
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| vas a bit dubious about getting MAGNETIC MOON,
advertised as SF, because 1 thought it
incomprehensibie SF jargon and names for object
1t anyvay, and I'm. glad .| .did; because 1t has ' given me hours of
playing and brain-batting. It's a player-friendly game - iots of
clues in the text and in the EXAMINE responses, but some of these are
Sryptic, which gives you another puzzie, figuring out what t means.
There is humour, teo - if you EXAMINE the theodolite you can find in
the equipment store, you are told *it's no good to You - you don’t
KRov bov, . 1os work. ity "uiObshyant ceramihifg S VRS Thtensio lead -
"Someone's pinched the plug off the end!"

There are iots of objects to be picked up, in the first few locations,
S0 the highiy-expandable backpack is a necessity, then you have to
find a helmet and an oxygen supply before you can |eave the ship.
That is, 1f you have figured out how not to be caught by the
scientific officer to help in the engine room.
The first really "Oh-heck-how-on-earth-can-|-do-that?"
after landing on the surface of the planet and entering a wrecked
space-ship, which you have to go through to progress. Picture this
you are in a doorway high above the hold of the ship.
port, then aft (or west and south

when it was
might be filled with
s, but | decided to get

puzzie comes

1f you move to
to earth-bound land-lubbers!)

you
are told that the deckhead plates above you look loose, and sure
enough, {f you go aft again, they fail and crush you. Now, down in

the hold is a girder, which you could
The only trouble is that to get
ladder) a broken handraii, and
girder. So what now?

use to prop the piates, yes?
down into the hold, you use

(as a
you can't

climb back up carrying the

Solving this puzzie takes a bit of thought and precise timing, but it
gives you a wonderful feeling of "I did it!™ if you manage it. This
is only one of many wvell-designed puzzies - | have had to appeal for
help fros FSF adventures, bul this wus forthcoming with alacrity on
receipl of a stamped envelope. 1 now stuck halfway through part
three and still enjoying the game, and | shan't at all begrudge the
cost of another stasp Lo appeal for more help. Anyway, |
producers enjoy this sort of feed-back on

think game

their ga Hope they do
anyway - they get a lot of it from me! | bought this game for the
BRIEIANL PEIGn BF £3.50 aMD ThINK T S Worlh ‘Tuary paney.. Nev that it

is advertised at a special offer price of £2.89 to Probe readers, |
would recomsend it as a very good buy!

JUNE ROWE, 46 Hurdon Way, Launceston, Cornwall, PL1S SHX.

Thanks for the latest issue of Probe -
to each month. It seems as
solutions still goes on so |

again something to look forward
though the argument for and against full
thought | wouid take this opportunity of
getting my views known. | personally are for thes and agree with John
Ferris regarding using full solutions to get through a game,
just paid good money for, in a few
invarisbly get stuck during a game and
phoning or frustrating sending letters in an attempt to "get out™ of
these predicasents. A pertect example being » game | am invoived with
now called Odyssey. | have spent a small fortune phoning round trying
to 'sulve s ‘parifcdidr Provien [ ‘have ety present and still na one can
help. Haybe the solution to ‘the problem is instead of
solutions availabie why not have a ljist
where they can be found for each

from time to time). This way the

you've
hours, I, like many others,
it can prove quite expensive

having tull
of objects, their uses and
Rame (as you have featured in Fiobe

8ame will still have to be played
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but reference can then be turned to, the objects etc,
are met. | started off adventuring with Level
because | was new to this adventuring world | duly sent off for their
hint sheet. | found this to be a brilliant piece of work in itself,
helping you out without giving too much away. In fact, with Level 9
clue sheets finding an answer to a probles is really like a mini
adventure itself. These kind of hint sheets are an exception to the
rule as a great deal of work must go into providing them so they are
really out of the question for every game but it proves there are ways
of helping adventurers without giving a full step-by-step solution.

Keep up the good work - looking forward to the beginning of April.

when barriers
9's Lords of Time and

VINCE BARKER,4 Brae Head, Eaglescliffe, Stockton, Cleveland, TS16 SHP.
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HELP WANTED

"In LABOURS OF HERCULES, what do you do when you find the Minotaur in
the centre of the Labyrinth. | have tried playing the Lyre but just
end up getting killed. In HAMMER OF GRIMMOLD (PAWed version), what do
you do with the Sleeping Orc and where is the onion | need to get the
dragon’s scale? 1f you can help me | would be grateful.”

TONY FLECK, 17 Queens Ct,Stanhope

St,Newcastle-u-Tyne,Tyne and Wear.

"Please could someone tell me where the cliff 1is in SEARCH FOR
TERRESTRIAL INTELLIGENCE as | can’t find it. 1've tried mapping it
but still cannot find {t?"

JAMES DONALDSON, Connelly,132 Stamford St,Barrowfield,Glasgow,G31 4AU

would be very grateful for help with the following adventures:
POLICE QUEST-1 have stopped a car with a drunken man but do not know
how to get any further. What do | have to do to the man? SPACE QUEST-
| have tried to pick up a translator 1in a cave but everytime | try a
creature is treating me like a ball! DETECTIVE(Argus Press)-1 do not
have the key for Bentley's room (the man strangled with the tie). The
Cook, the Butler and the guest who murdered his wife and the crazy
Major are the only persons left! What is my next move please?”

CLAUS NYGAARD, Adventure Posten,Vestergade 25A, 4930 Maribo, Denmark.

ETTTTTTTY

#%% CONGRATULATIONS #ss

B
.
B
* To Perry and Jill Simm: Many congratulations on the birth ot your
* son, Mitchell. May the silver dove of happiness watch over him on
* life's long voyage. Forever in our hearts and minds.

. With much love.

.

* Abe Perelman and Emily Warren, Frobnell Gardens, Rockvil, Dakota.
N
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IN-TOUCH

ATARI ST SOFTWARE FOR SALE
ADVENTURES :

Deja Vu £6. Legend of the Sword £8.
ARCADE : A

Skull Diggery £5.
SPECTRUM 4BK/128K SOFTWARE
Mint condition P.A.W.S. The Professional Adventure Writing System E£10
MR D GRAY,34 Hunters Hall Rd, Dagenh Essex, RM10 8JD.
Tel:01 517 0180

AHMSTRAD CPC CASSETTE ADVENTURES FOR SALE

Silicon Dre

s £4.99. Hessage from Andromeda £1. Seas of Blood £1.50.
Warlord £1. Price of Magik £2. The Experience £1. Lord of the Rings
£2.50. Seabase Delta f£1. Necris Dome £1. Subsunk £1.

Please add 40p per tape to cover postage.

JOHN PACKHAM,60 Hightown Towers,Warburton Rd,Southampton,Hants,S02 6HH

PADDED ENVELOPES FOR SALE

Jiffy Mailmiser bags, gold coloured, size MMOO (145mm x 250mm) 10p
each plus carriage. | have 150 of them for sale.

ALAN COOK, 272 Mearns Rd, Newton Mearns, Glasgow, G77 S5LY
Tel: 041 638 1308

WANTED
ZX81 plus Ram Pack (With or without Wobble) plus games.

Phone DICON PEEKE with price wanted Tel: 0407 730881.

rxwEnEnn

SILLY SECTION!

The God of Thunder took a ride upon his favourite filly. "'
he cried. The horse replied, "Forgot your thaddle thilly!"

Thor ! "

T T T T P T T T T T T T 0

CONTRIBUTIONS

Contributions are badly needed for all sections of the magazine.
Please send in something for Probe as soon as you possibly can.
Many thanks...... ...Mandy.



WRITING ADVENTURES
By JOHN FERRIS

As Probe appears to be taking a greater interest in adventure
writing I thought 1 would put pen to paper (finger (!) to keyboard) and
write a few lines on the subject. Since the demise of Adventure Contact
the subject has been neglected. Actually the best reference material for
anyone thinking of writing a game is the back copies of Contact, which are
generally full of articles. I don't know if back copies are available but
if not perhaps some of the authors would consider submitting some material
to probe. Without, of course, treading on anyones toes, if you see what I
mean.

Okay, if you are like me, you sat down in front of a empty computer
on a dark winters night and thought"l know! 1°11 write an adventure game'"
You then spent the rest of the evening staring at the cursor wondering
what on earth you were supposed to do. To be honest 1 gave up after ten
minutes and loaded in an arcade game!

You may have realised by now that 1 like to ramble on for a few
pages before making a point, ramble a bit more and make another point and
s0 on.

First thing you need to write a game is an imagination. Some of us
are blessed with wonderful imaginations, some with not so wonderful ones.
Generally, judging by the standard of some games that have appeared on the
market (both adventure and arcade, especially the latter) imagination and
originality are not vitally important. (They are if you want your game to
be remembered.)

Okay, so your fertile imaginations are firing away on both cyliders
so think of & story! Any story' Actually for your first game the smaller
the better! How about a very simple two location game to start? Yes, okay
1 know the computer has progressed a lot from the ZXB1 in eight years but
1t's best to learn using simple examples. Choose a story that uses a lot
of object manipulation, like finding objects inside each other, open and
closed doors and someone who follows you about! The latter is not hard to
program.

Right, you have a story, now try to write out all the steps,
counters markers and programming steps for all the problems in English on
paper. It helps to be neat. This is quite hard to do at first, but as you
write more games it becomes easier as you familiarise yourself with the
utility or whatever language you are using.

Now, turn on your computer and load your utility/language and take
a deep breath. Hopefully you have some idea how to use the utility, if
not then read the manual. Incidentally, I've heard that the best test of
user-friendlyness of a program is to try the program without using the
manua Don‘t try this with GAC, PAW or whatever or else you will end up
playing arcade games.

The rest is quite straightforward, in theory. Following the manual
for the correct procedure for programming, go through each problem,
possibly in the order in which they appear, reading from your handwritten
notes. Don't try too much too scon. Do one or two problems, then save
and quit for the session.

At this point there's not much point in thinking about masses of
text, mind-blowing descriptions and suchlike. Wait for the next game, it
should be bigger, but not big enough for sale. Run through some classic
problems from byegone games, like the plant in Colossal and others that I
cannot think of' Whnen you feel that you can program confidently, then go
for the biggie! Incidentally, your test games needn't )ust sit there and
gather dust, try getting them into a Public Domain libary. This way you
spread your name about for free' Don't ask me how to get into a libary,
as 1 haven t tried. Perhaps a reader would enlighten us all!

That's about i1t. Yes, I know there wasn't much to it but that's
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the basic outline of what you do. As 1 said before, there's a wealth of
jnformation in Contact, if it can be accessed. Anyway, if any of you
adventure authors out there can think of a better way for someone to start
writing adventures then let Probe or me know!

To sum up, start small then let the games grow with your experience.

SENSATION! !
GRUE AUARDED FROE OF THE DECADE
The Grue has not giver the comslete story in the March Frob of the

Month. Whilst 1 agree that able degree of
Insane Adverturing to sit a crushing

experience, the cabinet provides a way of thwarting the Guards if one 1s
u € eno to h uorised the Elorple spell. Frow the cabinet
you can both lock the cabine! and Rezrov the cell o before Elorpling
to the sand cube to tackle the ucper room problen. If you try to

Blorple out before solving the puzzle you will cie exactly as if you
were in the cell, However you can sit in the cabinet and watch the
Guards leave the cell not having found you...they do, however, return,

Pia's mistale was in staying in the cabine! awaiting extinction, Grue's
was in assuming that you cannot Elarple from the cabinet, or at least 1n
not telling her o try doing so, Ecth are equzlly erronesus!'! Nice to
see trat even an epert can gei it wrong sometimes isn't it folke?

On benzlf of The ECitor, and his peers, The Wayfarer hzs sent The Grue a
Frob of tne Decade of hic own as a reninder that e.en Gruez aren't
imnune from making what is knowr on TV as a “kickup".

60ad Oddventuring,

The Wayfarer

Solution to Dungeon Cell, up to end game (490 to 550
points).
Frem Sand Rocm, D, LEARN BLORPLE, G, G. LEARS LISKON, GET
KEY FROM ZIFPER (1f 1t is in there), UNLOCK CABINET WITH
XEY. OPEN CABINET, GET VELLUM. PUT BOOK 1IN CABINET, GET
BURIN FRCM ZIPPEK, LISKON ME. CLIMB 1IN CABINET, CLOSE
CABINET, LOCK CABINET WITH KEY. REZROV CELL DOOR, BLORPLE
ver you have named the Sand Cube), FROTZ ME, U. GET
OPEF SACK. GET FLIMSY SCROLL. VRITE GIRGOL ON FLIMSY
. EMPTY ZIPPER INTO SACK, PUT FLIMSY SCROLL 1N ZIPFER,
Z1PPER, DROP ZIPPER. BLORPLE (however you have nazed
the magic cube). You are now in the Magic room with a score
of 550 sut of 600, and the normal ending gives you a fi
score of 500 out of 600
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®bjects And Their Esres

WITCR_HUNT

Bottle
Broom

Bush
Button
Cauldron

Chair and Settee
Chandelier
Climbing boots
Coin

Dial

Dresser

Xey (tiny)
Key (large)
Key (rusty)
Kid Gloves
Knife
Matches
Mirror

Nails, hammer,
horseshoe.

Rags
RED BOOK
ROPE

Sack

Spade
Sunglasses
Tomahawk
Wand

wvell (dry)
well (wet)
Waterproof skin

Witches Hat and
Cloak.

Wood

OBJECTS AND US!

BY BALDWIN

Search them to find THE RED BOOK.

Turn it to reveal an opening. Cive it to Sorcerers
Apprentice.

Sweep the chimney to find torch battery.
Ride 1t to escape from the Vast Cavern.

Examine it twice to find broom and sunglasses.
Push to raise and lower chandelier.

Put potion in it, add pellet and stir rapidly with
wooden spoon to magic up the wand.

Belax in them to see a floor safe.

Search it to find a knife.

To climb elippery path to site of old tin mine,
Give it to the Sorcerers Apprentice.

Fit it to the safe and turn,

Search it to fimd large key.
Move it to reveal passage. Move it twice more to
find Witch's hat.

Unlocks wooden chest at dead end.
Unlocke front door.

Unlocks tin box in hut.

Needed to carry potion safely.
Opens stuck drawer in bedroom,
To light fire on beach.

Look in it to see yourself on the beach.

Fit shoe to limping horse.

Examine them to find a spade.
Throw it at the witch when you meet her in the Vast Cavern,

Tie it to the railing to climb down dry well.
Tie it to the stump to climb down wet well.

Contains the dial and will hold many objects.
Dig three ttmes at dead end to find torch.

Wear them to see the coin in the pool.

Use it to chop wood for the fire in the woodshed.

Dispels illusions. Wave it at the indian and at the
shapee in the marquee.

Get loose brick, when it falls it breaks to reveal a pellet,
Vave Iron bar (magnetic) to attmact some nails.
Enables you to swim in the sea.

Need to wear hat to pass the cat.
Need to wear hat and cloak to pase the Sewersaurus,

For fire on beach,
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Bugs And Amusing Responses

APACHE GOLD by JIM DONALDSON

Did you know there is a short cut to compleling Apache Gold? After
being caught take blanket, wear blanket, east, south, south,
Honigore, sit on log, north, push boulder hard - and that's ft: Game
overt As you can see you don't have to go and find everything but
it's not as exciting as doing it the way it should be done!

say

INGRID'S BACK by Philip Pendleton

When playing Ingrid's Back | typed "Examine House™ to which |

received
the response, "You can't see Mr Underlay™!

MUTANT by STIJN SCHUTT

Try for once, not to escape the crocodile
by it. Makes you feel

in HMutant but to get eaten
(Amusing response).

fine on a cold winters day.

AMUSING RESPONSES by LORNA PATERSON (Amstrad)
RED DOOR

Examine Carpet. Examine Velvet. Examine Skeleton. Listen (in the
tuneral pariour). Examine Walls (in the 5 sided roo Examine Spider.
Examine Concubine. Examine Plants.

GREEN DOOR

Examine Soap. Wash Hog. Get Umbrella. Sleep in Cave.

BUGS by LORNA PATERSON (Amstrad)
BLACK FOUNTAIN
Kiss Witch. This crashes the game with "Message not found” error.

VILLAGE OF LUST SOULS

Put Gauntlets in Sack.

But you cannot get them out again!

BEHIND CLUSED DOURS (THE SEQUEL) by MANDY

Input & few rude words tor some fantastic responses and please don't
forget to kiss the frog!  Altlacking the rhubarb with something sharp
brings a wicked response too!

rrsannnnnun

" ann
CONTRIBUTIONS ARE NEEDED FOR THIS SECTION PLEASE.

-..HMandy.
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Precigion Corner
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VILLAGE OF LOST SOULS
By LORNA PATERSON played on Amstrad.

To find a hidden door in the buttery - THUMP THIRD BARREL WITH MALLET

In Lord's laboratory = BREAK STAFF, GET CHALK, DRAW
PENTACLE WITH CHALK, then SAY
AZAPHAS.

A

-

the well near the arbor

'

DROP MATTRESS (which falls

down the well)

TIE ROPE TO WELL

DROP ALL (anything you wish to

take with you)

- DOWN, DROP ROPE (land safely
on mattress)

At the bottom of the well

GET LYRE, PLAY BAGDAD, DROP
LYRE, WEAK GAUNTLETS, OPEN

DOOR, DROP  GAUNTLETS, GET
CHALICE, THROW WATER, GET ALL.
IN

To gain entry to the arbor - SHELL CHEESE, IN, GET ALL, OUT

'

To stay alive in the crypt CUT CHAIN (with pliers) D, D,
EAT GARLIC (Vampire is very
disgusted when he bites you.

To get the holy water - INSERT CHALICE IN FONT

R e

FISHING FOR RED HERRINGS

T T T T e T r e

COMMANDO by CAROL YEATS played on Spectrum

lgnore the lorry, log, bread, books, picture, chair, beds.
window,  chest, wine, cows, gate, bush cups, mugs,
plates, racks, rope, gun,  hut, haystack, tanks, mouse
stubble, sand, anti-aircraft gun, net, barbed wire, bath, box,
chocolate, driver, newspaper, empty  boxes, ammunition
guages, ledge and dust!

It seems ages since we had some other "Fishing for
Probe.

Red Herrings" in

Anyone got any contributions to revive this section?.. Mandy

R R NN R AN ER A AR EEEA AN

ernan

Aransanun
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HIHIS oL TIES
VILLAGE OF LUST SOULS by LORNA PATEKSON played on Amstrad

When the bird appears in the sky,

drop all your possessions, move in
any direction and then return to

collect them. If it does manage to
found in the crow's nest at the

steal an obiect from you, it can be
top of the bell tower.

Feed the pack of wild dogs with Lhe hams.
rub the rod with fleece.
in the hut throw holy water at it.
wave the staff and connect the bellows.

To get key from the crack under the bench,
To extinguish the fire
To light the forge,

LANCELOT PART 3 by TRACY TATTUM played on ATARI ST

To get rid ot the maiden that ofters you cakes make the sign of the

cross. You can also do this to the preacher.
When you get to the stage where there is
dwarf to the south and your brother Ector
knights, you MUST save the maiden tirst.

a maiden being chased by a
being taken north by some

CUMMANDO by CAROL YEATS played on Spectrum

You will need to dispose of the dinghy Lefore leaving the beach.
Don't start shooting in the pill box.
Lon't drink the coftee.
The Guard can be bribed.
Find a route around the soldier who won’t

let you pass.

YELLOW DOUR by CHRIS BANKS played on Spectrum

Solarium - Stuck in here? Dial for help!
To get ET you need spring and just spring up!
Take hail from Weather Room and hail various statues in Museum.

To make rocket you need rock and ET!
Safe combination - Examine sundial.
Boxer - Give him some traditional English food.
Wear Sunglasses to go into Dazzle Koom.
Drop the various rays here.
Examine the pan in the kitchen.

bazzle Room -
Boulder -

A FISTFUL OF BLUOD CAPSULES Pt 1 by ANDY NISBET

Fire gun at tloor.
Give vest to Bonehead.
Wail for the gang to rescue Giingo.
Tu get key trom chastily belt - wear gloves
Wear Hat in Saloon.
Kemove mask (when Gringo goes to the loo) Swap
Give sugar lumps to horse.

and pull string.

Guns.




LIFE TERM by JACKIE HOLT played on Spectrum

Send out an S.0.S.
To trap the pilot bolt the storercom door.
You need dolls hair & glue to make a beard - dig top of refuse!
Bribe the officer with the money from the safe.
The pirates lock you in the hold - pick the lock with wire.
The wax is for your ears.
Operate the generator to get rid of the pirates.
Save a mans life to clear your name.

CLAWS OF DESPAIR by JACKIE HOLT played on Spectrum

You need all the cubes in the temple, take them in this order - Red,
Violet, Yellow, Blue and Green.
Strangle the woman in the mire.
The combination of the sate if 78110.
Smear potion before taking the wand.

JINXTER by JACKIE HOLT played on Commodore

Make sure Jannedor is distracted before you enter her sanctum.
Take the crystal ball and hide up the chimney

JACK THE RIPPER PART THREE by MIKE BRAILSFORD

Climb the column to find the key then open egg to reveal golden yolk.
Wear the wooden mask to pass the Ghoul.
Don’t drop the pyramid or it will shatter.
Examine the fountain to find the gold ball.

FROM OUT OF A DARK NIGHT SKY by ANDY NISBET

Stuck in car? Feel dashboard twice!
Pull bonnet catch froe inside car.
Examine a sign for nails.

In boot - lift carpet.

Stand pipe - search nettles.

SEARCH FOR TERRESTRIAL INTELLIGENCE by ANDY NISBET

Just take walking stick, silver nuggets and glasses from plane.
In the chemists melt silver.
Get bowl from restaurant.
Examine the raincoat for some smelly cheese.
You need a lens to read the eyechart for code Lo read green book.
Wear riding hat and crash helmet for a reinforced hat.
To pass pole in road wear reinforced hat and ride horse. 1
I
|
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Getting Bou Started

JACK THE RIPPER PART THREE by MIKE BRAILSFORD

Kerugma, S, climb colusn, get key, examine key, D, look in crack, N,
N, examine carvings, examine arch, open door, N, look through gate, W.
examine statue, read lettering, E, N, examine statue, read letterin,
S, E, examine statue, read lettering, move statue, examine cavity,

examine object, close egg, open egg, W, examine pedestal, put yolk on
pedestal, take mask and examine ft.............

===

SKELVULLYN TWINE PART 1 by JOAN WILLIAMS

Start at Skerrig Green: W, W, N, take armour, N, examine window, take
shard, examine cupboard, cut rope, take jar, examine pig, break pig,
take coin, S, S, E, E, N, buy sickle, S, S, S, wear armour, stroke
hedgehog, S, S, take bouk, read book, drop book, read parchment, S, U,
SW, SE, say hello

SKELVULLYN TWINE PART 2 by JOAN WILLIAMS

E, E, exam stumps, chop stump, E, E, E, fill bowl, W, throw water (to
free beetle), E, E, E, E, E, E, exam pfrump, light pfrump (you will
then be surrounded by fire. The beetle you saved will come along),
ride beetle, U, U, chop wall (to get firewocod), chop skeleton (to get
cloak), D, W, N, light fire

FISH by SHARON LOWNDES

ENTERING SMOOTH WARP TO CLEARING:

SE, SE, E, open cage and cupboard, take hammer, tongs and crucible, W,
NW, NV, wait until Mickey leaves, take disc, S, S, E, E, take mould,
wear gloves, put disc In crucible

ENTERING SMALL WARP TO LOUNGE:

(You will be continually interupted by producer yelling for coffee
when he does go to loounge and ask Rod to ke coffee). Look in
waste bin, take ferric cassette, W, W, turn on switch, open wooden
door, S, look in tape bin, take chrome and metal cassettes, N, open
secondary door, N, open cupboard, take cleaner...........

ENTERING JAGGED WARP TO BACK OF VAN:

Wear jeans, S, search rubbish, take torch, E, E, E, S,
turn off torch, N, N, drop pew and turn on torch, D, S, yes, move lid,
D, examine altar, take cord, U, N, v, stand on pew, W, tie cord to
gargoyle, D, pull cord, take gargoyle and untie cord....

take pew and

T T T T T T T P TR I L]
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Getting you started by Sam Dart.

AFTERSHOCK

In Your Office. Take chair and radio, e, ®, examne lift, drop
climb on chair, remove panel, climb out of lift, d, s, w to
Utility Room, switch off isolator, examine bench, take torch, e, e, e,
up to Alley, e, s, e, n, e, e.

oo Entrance. N, ®, s to Park Area, examine bin, take bottle, n, w, &,
w. n to wreched tanker, #ill bottle with o0il, s, W, s, s, s to Scott
Street, d.

Storm Drain. Switch on torch, e to Sewer, s, e, e, take handle, n, w,
W, S, 41t handle to sluicegate lubricate mechanism with oil, open
sluicegate (the water 1n the underground station tunnel will now drain
away), drop bottle, s, n, w, n, up, n, d.

Cook Street Underground Station. E, up to Byron Square, s, e, s to
Filling Station, enter Fiost, take screwdriver, n, climb over rubble
to Waste Ground, take beam, w (the looters see the radio and leave you
alone), drop radio, w (soldiers searching for looters), s, open gates,
look, w to Garden, open door, 1ook, w.

Hallway of Derelict Hou Support stairs with beam, up, w, N, w, s,
w, up to koof of Old Building, climb down to parapet, Jump onto roof
(Apartment Block), d, s, e to Castle Road, drop torch and screwdriver,
tale buns, w, n, up to roof, Jump onto parapet, climb up roof, d, e,
n,e s, e d, e, e n, e e, climb over rubble.

f3erzeaee [ t2t3eanse trrtrrees

Seorcer er

NOTE. Often the command read” will pick up the object you wish to
read, so some "get" commands have been omitted. Sleep when prompted.

Inventory (you wake up in bed and 1t 1s pitch
' inventory, read Spell Book, get out of bed, w, read
(it is from Frobar), drop note, s, s, w to Store Room, get Ochre
Vial and matchbook (the calendar is not needed), examine matchbool ,
read 1t, examine Ochre Vial, read it - BERZIO Potion, open Ochre Vial,
drink potion, drop Ochre Vial, e.

Lobby. Open brass receptacle, put matchbook in receptacle, n,
Eelboz ‘s Cuarters, examine desl, open drawer, examine Loi, open bos,
get magic amulet (you are now wearing it), examine amulet (jewe
dark), examine journal mine wall hanging, lool behind 1t, get ley,
open journal (with the key), read it (male a note of the random code),
e:amine infotater, drop ley and journal, e, s, w.

Helistar ‘s Ouarter
e

Read shiny Scroll - GASFAR Spell, Gnusto Gaspar,
to Library, read dusty Scroll - MEEF Spell, Gnust) Memf, w to
Lobby, open receptacle, resd Orange Vial - VILETU Fation, d to Cellar,
(read the infotater included 1n your game paciage

push hutton

n

the correct order to match the code in the journal, read mcid, ticroll
- AIMFIZ Spell, up to LobLy, Aimfi: Eelbo:.




W Serialised Solutions N

SHARPES DEEDS

By EMMA HEGGIE played on the Amstrad

PART TWO

Back at the narrow lane | ignored the road to the west and walked
south. The quiel country road seemed peaceful until | was stopped by
an angry hissin Blocking my way was a large and angry swan. Every
time | tried to get past it flapped its powerful wings and hissed even
more loudly at me. In desperation | threw the bread | had saved for
breakfast at it, which the bird snapped up and then waddied happily
off to the river to the south. At that point the road turned
southeast, and ended on the northern river bank. A path ran east to
west alongside the river, and | walked along to the west for a short
way. The path ended at an old mill. To the south | could see the
swan | had fed earlfer swimming happily on the river. Trying to
forget how hungry | was | entered the mill to the west. Inside was a
dusty room with flour sacks thrown onto the floor. A hammer lay Lo
one side. | took the hammer and before 1| left | poked around in the
old sacks. Underneath them | found a torch, but 1t was of litlle use

s it had no batteries.

| returned eastwards along the path, and continuing east soon arrived

in a soggy marsh. Treading very carefully | travelled north, Lhen
east and south. On a small hummock in the centre of the marsh was a
clump of bushes. As | searched through these | found an old oar half
hidden under the leaves. Taking this | retraced my steps back Lo the
northern bank. It only took moments to inflate the dinghy using the
bellows. With the oar to help me | crossed the river, but as

scrambled outl on the other side the boat slipped away from me and
sailed off downstre | threw down the oar in disgust and dropped
the bellows before continuing on my exploration

| followed a rough track southeast and came
with a field to the west and a high wal

was a sign which read "Beware of the Bull As | could see nothing in
the field | opened the gate and went west towards some woods in the
distance. My eyes had deceived me, however, as there was a bull in
the field which was now pawing the ground and preparing to charge

Remembering the stories about bulls being altracted by the colour red

I took out the red flag from the station and waved it for all | was
vorth. The bull charged towards me and | barely managed to jump out
©f the way in time. The bull, however, was going too tast Lo stop and
fell headlong into the rive The way was now clear for me to cross
the field into the dark and creepy woods on the olher side. | walked
South. west, west, north and west until | came to the old ruined folly
| had read about in the guide book. A pile of rubble lay beside the
folly. and as | kicked it around | found that someone had dropped a
key there. Taking this | returned through the woods to the wall | had
Seen at the end of the rough track.

to the end of the track
to the east. In the field

The wa

was too high to climb, bul underneath the ivy that covered 1
I tound a gate. | carefully opencd this and went east onto an
Overgrown drive. To the east | could see s large giey stone house
Which looked very neglected. Nearby Lo the south | could see some
Outhouses. and decided Lo 1nvestigote them firat.
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i walked south into what seemed to be the stable yard, surrounded by
near-derelict stable buildings. To the east was a sagging old barn in
which | tound a iength of rope that did not seem too rotten. Back in
the yard | went southwest, but all | found in that direction was an
espty paddock. To the south of Lhe yard was the main stable building.
As | entered | could see a ladder rising into the hay loft, but my
path was blocked by the stable's occupant, a large stallion that
reared up every time | came near it. Leaving the stuble for the time
being, | returned to the yard and went southwest. This was the
orchard, and on the ground underneath the trees lay some apples, biown
down by the wind. | picked these up as | still had not had any
breakfast, but closer inspection showed that they were cooking apples,
and not eating apples. | took them along anyway and went back to the
yard. To the west was a shabby tennis court and an old tennis ball
lay on the cracked surface. | picked up the ball, and bounced it a
couple of times, but it fell to bits in my hand, leaving me clutching
a hard object that must have been hidden inside. It was an Amethyst,
the first of uncle Ferdinands twelve treasures! Delighted by my find,
| returned to the drive and continued east towards the house.

| soon stood outside a wooden door. A piaque beside the door
confirmed that this was Sharpley Court. Uncle Ferdinand's home. The
door was locked, but | quickly opened it with the key from the folly,
and went east into the main entrance hall. The hall was in need of
redecorating, and had a scruffy appearance To the north of the hall
was the dining room, the table riddled with woodworm. | went east
tros there into the music room, which seemed to have survived quite
well. In the centre of the room was a piano, and nearby stood a Lyre.

1 sat down at th piano and let rip with a few bars of Chopstick but
the tone of the music was rather stringy. Opening the piano to see
what was wrong, | found the cause - & string of pearls, the second

treasure.

Taking the Lyre | returned to the dining room and went north, into the
kitchen. An antique range dominated one wall of the kitchen but in
the centre of the room, blocking my way ahead, was the cook, a rather
plusp lady. Thinking quickly, | gave her the cooking appies from the
Orchard, and smiling at me, she vanished into thin air! Feeling a
shiver run up and down my spine | went east into the pantry. There
was nothing suitable for my breakfast in the larder. In fact all
there was to eat were some sugar cubes. | picked these up and put
them in my pocket, and went east back into the kitchen. From there |
returned to the entrance hall and dropped the two treasures | had
found betore lesving the house and returning to the stable yard.
Going south into the stable, | fed the sugar lumps to the stallion,
who neighed and cantered off into the paddock, leaving the way clear
for to climb the ladder to the hay-loft. Here | found a huge pile
of straw. 1 dug into this with wy hands and found something hard and
cold. Pulling it out, | found it was a gold ingot!

| returned to the entrance hall and dropped the ingot with the rest of
the trewsur Then | went south into the living room, where the
wallpaper was peeling from the walls with damp. lgnoring the door to
the south | walked east into ‘the library. The shelves were empty
apart from two books. The first was a bible which had an inscription
aying Lthat it belonged to the Vicar ot Sharpley. The other was a

copy ©f "The Wind in the Willows". | took the bible in case | ran
into the Vicar again and went south thiough Lhe library into the
study. All there was in this room was an old wooden desk which |
opened tu find a shopping list and some batteries. The list read

40




"apples, sugar, walnuts and cider™. I had already found the apples
and sugar, and | made a mental note to look oul tor the other two
items, especially the cider! | took the batteries and put thes in the
torch and returned north and west to the living room.

This time | went through the south door into the pariour. This was a
cozy room, with an unlit fireplace In one corner. The fireplace was
surrounded by panels, and as | leant against these to try to work out
®y next move, | heard a grating sound, and & door opened in the back
of the fireplace! | carefully crept through the tiny doorway to Lhe
west and found myself in a Iittle room containing only a wall safe
with a dial. | turned the dial and to sy surprise Lhe sate opened to
reveal an ivory elephant. Wishing that all sates were as easy to open
| took the elephant and returned to the entrance hall where | left it
with the other treasures. | went back north to the kitchen, and then
went eastwards into the conservatory. The only plant left was a
rubber plant in a pot and that was dead. | also noticed some steps
leading down to a cellar, but decided to . leave this until later.
Picking up the pot, | returned to the entrance hall.

Having explored the ground floor pretty thoroughly, | climbed the
stairs to the first floor to the landing, where a suit ot rusty armour
stood. | went south along the landing to & narrow corridor. with
doors to the west, east and south. | checked the vast door tirst, and
found a bedroom with a mirror and a pair of shoes. After checking in
the mirror that | was as beautiful as ever, | examined the shoes,
which had special non-siip soles. They seemed to be 1in mv size
(coincidence, huh?) so | slipped them on and returned to the coiridor.

The south door led into a green painted bedrvom, which contained an

old dresser. | tried to open the dresser, but il was firmly locked.
so | left it and went back north to the corridor. The westein door
opened onto a bright yellow bedroom. A bed stoud in the centre of the

room, and as | examined it carefully | found a Di
between the sheets. | returned to the landing and continued north
into a red painted bedroom. To the west was a balcony. from whnich |
had a good view across the river to the village in the distance.

mond Neckiace hidden

| tound nothing eise so | returned to the landing and climbed the next
flight of stairs to the second floor. To the east of this landing was
a blue bedroom, but this had a portrait of my uncle on one o! the
walls. | looked closely at the picture and found a note tucked into
the frame. This read: "Such Capital Treasure". Pondering on this

returned to the landing and went north into & purple bedroom. weird
There was an alcove to the west which contained a seat and the Sharpe
family crest. Under the seat was a note which read "Diopping from
heights has a shattering effect™. This gave me a sudden idea. and |
rushed down the stairs and went north to the room with the balcony.

Standing on the balcony | threw the pol with the dead plant onto the
drive far below. Then | rushed downstairs, oul through the front door
and west onto the drive. There lay the smashed remains of Lhe pot.
the dead rubber plant and a gleaming emeiald. Taking the emciald,

retuined Lo the entrance hall and dropped all the Lreasuies | had

found then went north to the kitchen and east thiough Lhe conservalory
ontlu the terrace.

To be continued....
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HEAVY ON THE MAGICK

The First Exit to Philosophus Grade. By Jay Gee - Amstrad

NOTE - To reduce journeys to some areas items have been collected
while passing and then dropped at a convenient spot for later use.

“Door, ELEVEN, n (EXIT), s, e, ne, s, e, e, e, n, n, nw, S, w, n, r,
examine jar, pick up jar, examine object, pick up shell, w, s, sw,
drop slat, pick up flask, n, n, ne, e, ne, s, e, n, n, nw (Agile Stair
Level 1), s, n, sw, w, examine rock, drop shell, picl up egg, e, ne,
se (Agile Stair Level 2), sw, 5, W, W, S, S, wW.

Start. S (to centre), drop nugget and garlic, e PR table, pick
Up key (COBALT), e, n, pick up clasp, s, W, e, sw, e, drop
flask,” call Apex, “Apex, water (answer is, “Talk Down To 1t), "ape
"Water, fall. E, e, examine table, drop key (COBALT), n, e,
uards, door (answer is, "Seel Fire Bird To Enter Door), w, n,
s, w, w, "Water, fall. W, ne, w, n, e, r, Invoke ASTAROT. “Astarot,
Nidus. S, e, n, se, sw, w, call Apex, "Apex, Phoenix (answer 1s, To A
Full Nest Say The Name), examine nest, drop egg, “Apex, thanks. F,
"Nest, Phoenix. "Phoenix, door (answer is, "Laza" To The Daor), e, ne,
AW, B, S, W, SW, N, W, W.

Start. E, n, drop clasp, w, nw, w, ne, nw, e, ne, e, blast Wraitt, r,

eramine object, pick up snake, w, w, ne, e, e, pick up key
(MAGNUM) , w, w, W, pick up key (BRUNZE\. w, se, w, blast Wyvern, 1,
examine object, pick up MANTIS, e, sw, e, se, e, 5, w, 1, eiamine
table, drop mantis, w, drop key (HASNUH) 1, drop key (BRONZE), e,

pick up mirror, pick up key (NICKEL), w, s, e, sw, e, pick up flaci,
"Water, fall. E, e, n, @, s, e "Door, Laza. N (PRACTICUS), s, w, n, w,
s, W, N, nw, e (Hydra), se, e, sw, nw, ne, w, sw, se, w (Medusa),
w, n, examine table, drop key (NICKEL), s, e, e, nw, ne, picl up bag,
Sw, Se, W, W, n, ne, w.

Chasm. W, w, ne, e, ne, n, examine table, drop bag, s, sw, w, sw, se,
s, e, "Water, fall. E, n, nw, pick up key (BRASS), e, e, se, e, sw,
nW, Ne, W, Sw, S, W, W, N, Ne, W, W, W, Ne, e, ne, n, n, nw, pich up
bone, w, blast wyvern, w, sw, s, s, s, ne, examine table, drop key
(ERASS), n, e, ne, pick up bone, s, s, w, call Apex, “Apex, Raba
(answer is, “Talk to Rabak), “Apex, thanks. “Rabal, water. Sw, sw
(Crypt), 1, "Buards, door (answer is, "No South Door What A Shame See
Erlstone For The Name). Ne, ne, "Rabak,water. E, n, n, sw, w, s, Sw,
n, n, n, ne, e, e, se, s, s, sw, W, sw, se, s, drop flask, mirror and
snake, ne, w, n, e, r.

Start. Invoke MAGOT, "Magot, Erlstone (answer is, “"Seel It In The
Fit). E, n, n, n, e, n, ne, se, n (Agile Stair Level 3), s (Agile
Stair Level 4), w, s, pick up key (IRON), s, s, pick up bone, n, n,
W, N, e (Agile Stair Level 4), n (Agile Stair Level 3), sw, n, w, picl
up key (LITHIC), e, e, pick up key (ALUM), s (Agile Stair Level 2),
SWy S, W, W, S, 5, W.

ﬁ:-r:. Drop key (LITHIC), w, 1, pick up key (BRONZE), e, e, n, n, n,

, ne, se, s, s, sw, se, w, NW, W, nNW, examine tahle, dror |ey
(BRDNZE), n, sw, s, sw, drop key (IRON), s, picl up bone, =, e,
esamine table, drop key (ALUM), n, se, e, r, "Guards, door (answer 1s,
"The Great Sign 1 In Free). Use the sign that you copied to find the
password, "Door, Soronoros, n (FHILOSOFHUS) .
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MANDY'S HOTLINE sxs

If you have any queries about Probe. subscriptions or would just |ike
to chal then give me a ring on 0492 77305. | will be available

at all reasonable times but please try to telephone before 10pm.
sasnnen sassssuzsasesanuny

L PR T P R P PR T T

TELEFHOHE HELFLIHES

POL D Pl

SPECTRUM
Alf Baldwin - Tel: 0452 500512 Mon to Sat 10am to Spm
Hike Wade - Tel: D642 763793 Mon to Fri 6pm to 7pm
Jack Higham - Tel: 0925 619631 Fri to Mon 7pm to 10pm
Walter Pooley - Tel: 051 9331342 Any reasonable time
Doreen Bardon - Tel: 065 382 509 Sun to Sat 3pm to 10pm
Mike Brailsford - Tel: 0592 757788 Sun to Sat 10am to 10ps
ATARI ST
Herc - Tel: 0424 434214 Any reasonable time
=
AMIGA
Jason Deane - Tel: 0492 622750 Any reasonable time
AMSTRAD
Doug Young - Tel: U1 681 5068 Mon to Fri evenmings

Sat to Sun anytime

Joan Pancott = 0305 784155 Sun to Sat Noon to 10pm

Isia Donaldson - Tel: D41 9540602 Sun to Sal Noon to 12ps
AMSTRAD & COMMODURE
Nic Rumsey - Tel: 03212 2737 Sun to Sat Gpm to 9pm
COMMODURE
Reg Lilley - Tel: 0392 215521 Thu to Tue 6pe to 12pm
BBC

Barbara

Bassingthwaighte - Tel: 0935 26174 Sun to Sat 10as to 1Upe
Barbara Gibb - Tel: 051 7226731 Any evening trom 7pm

THE INNKEEPERS HELPLINE

The Innkeeper together with his siave Allan will help struggling
adventurers on a rota basis. Telephone 01 482 6209 times as fol lows:

INNKEEPER ALLAN @
Mon 8:3Upm to 10pm Tue Bpa to 10pm
ved Opm to 10pm Thu Gpm to 10pm ZI
Sun 8:30ps to 10pm Sat aps to 6pm

& bpms to 10pm
Flease do not ask the Innkeeper or Allan for full solutions.

THE ULTIMATE INFOCOM HELPLINE

It you need help with an Infocom adventure then who better
than o GRUE! Ring the GKUE on U6YS /3141
Fri. Or wiite to 64 County Rosd. Ormskirk,

i

to help vou
between 7:30pm to Ypm Hon to
West Lancs. L3y 1UH.

asc remember thal the GRUE will give help on INFUCUR UNLY

PLEASE MAKE SUKE THAT YOU ONLY RING AT THE TIMES SHUWN
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GAC PLUS
FOR THE COMMODORE 64

After considerable public pressure, Incentive Software have rewritten

and released the classic Graphic Adventure Creator (GAC) now to allow

“stand alone” Disc Accessed Adventures to be written.

GAC Adventures can now be of an incredible size, limited only by the

number of Discs.

Graphic Adventures created on GAC+ can also be published without

further permission or pavment to Incentive!

The new "Disc Access’ GAC+ 1s released 10th April 1989 at £29.95 on

Disc complete with Manual.

Existing GAC owners can upgrade their GAC by returning the original

tape or disc only with £10.00.

Available from EXCLUSIVE distributor: Mandy Rodrigues
24 Maes ¥ Cwm
Llandudno
Gwynedd LL30 1JE
(0492) 77305

Commodore 64 Disc RPP  £29.95
Upgrade £10.00
Release 10th April 1989
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