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EVERYTHING YOU NEED TO KNOW ABOUT

ADVENTURE PROBE

COPYRIGHT

Copyright on anything which does not carry the writer's name belongs to Adventure Probe.
Copyright on all other items remains with the writer as Adventure Probe does not pay for
contributions.

LETTERS

If you write in it will be assumed that the letter is for publication in Probe uniess it is clearly
marked NOT FOR PUBLICATION, or obviously just a covering note for your subscription,
contribution etc. If an interesting point is raised, and you probably didn't intend it to be pubiished,
I will always seek your permission before publishing.

SUBSCRIPTIONS

Copies can be ordered monthly or in multiples up to 12 issues: sorry no discount for quantity.
Prices per issue: UK £2.00, Europe & Eire £2.50, Rest of World (Surface) £2.50 (Airmail) £3.00.
All payments in pounds sterling please. Cheques/Crossed Postal Orders or International Giro
payable to ADVENTURE PROBE. Please do not send cash, but small amounts (i.e. up to £4)
may be in the form of 19p, 25p or 29p stamps to save on poundage/bank charges.

BACK ISSUES

All back issues are available. at the above prices. Volume 1 comprises 19 issues (June 1986 -
Dec 1987), subsequent volumes are 12 issues Jan - Dec.

ADVERTISING RATES

Short, private advertisements in the In-Touch section are free to subscribers. Trade prices are:
FULL PAGE £5.00, HALF PAGE £3.00 but one page per issue free (subject to available space)
for regular subscribers i.e. 3 issues or more in advance.

DISTRIBUTION

Adventure Probe is distributed during the third week of the month. Copy date for contributions
and advertisements is 23rd of the previous month.

CONTRIBUTIONS

Ali contributions are gratefully accepted. Please keep me well supplied with computer and
adventure-related material. It doesn't matter how brief the entry is. It may be the very information
someone has been waiting for. It will be very helptul if items for different sections are on
separate pieces of paper. It doesn't have to be printed or typed but best hanawriting will be
appreciated, as | am not familiar with every detail. When you submit an entry for the IN-TOUCH
section please mark which are adventures, utilities, arcades, etc.

POSTAL ADDRESS
Please send all correspondence, subscriptions, etc. to:-
Barbara Gibb - Editor, Adventure Probe

52 Burford Road, Liverpool, L16 6AQ
England, UK.
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HALL OF FAME

Many thanks to the foliowing readers who have sent contributions since the last issue |

Peter Ciark, Karen Tyers, Dorothy Millard, Reynir H. Stefansson,
Harald Lack, Laurence Creighton. David Hebblethwaite,
Jon Scott, Ellen Mahon, Phil Reynolds, Ron Gues?,
Frank Oliver, Edwina Brown, Lorna Paterson,
Margaret and Mike Crewdson,

Bob Adams, and
Larry Horsfield.

Special thanks to :

Geoff Lynas for his usual excelient printing job
{let's hope he gets the month correct this time!)
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TRIBUTES TO JOAN PANCOTT

ft is with great sadness that | have to inform readers that Joan Pancott passed
away a few weeks ago.

She had been very il for a long time, vet remained cheerful and courageous
throughout her ordeal. Despite problems that would have defeated most people,
she never iost her enthusiasm for adventuring, a wonderful exampie 1o all of us.

When | took over as editor of Probe she was the first reader to contact me to offer
support and encouragement. Joan's name will live long in the reaims of
adventuring.

| will now step aside and iet some of her friends tell you more.
BRarbara

My first contact with Joan was in 1985 when | became the 11th caller to her
newty-formed help-line after seeing her name in Amstrad Action. Help was quickly
given. Neither of us guessed then that this would be the beginning of a strong
frisndship or that Joan would go on to help lost adventurers on 10,000 occasions
over the next 10 years. A few months later | again teiephoned for help and was
amazed when Joan said that we had spoken previously. | discovered that, apart
from having an excelient memory, she kept meticulous records of all heip calls
whether by telephone or letter.

As we got to know each other the calls gradually became more frequent, to the
despair of our husbands and telephone bills, and soon we became co-playtesters
of Amstrad games. 1990 was a memorabie ysar in that i met Joan and Maurice for
the first ime in April and, in September, we met again at the first convention. in the
same month WoW Software was bom and | became “Head of the Scotlish Office™.
Naturaily, the telephone calis increased.

Joan did her utmost to promote the Amstrad and to support adventuring in
general. She frequently telephoned the editor of glossy magazines and heads of
commercial Software Houses, contributed to several “home-grown” adventuring
magazines, offered her support and financial help when it was needed, encouraged
all her WoW authors to keep writing and quite often rallied a dispirited playtester.
Joan's passion for adventuring came second only to her love for her family. She
was very proud of them all. | consider myself foriunate that | was regarded as an
extension of that family.

The telephone calls have now stopped but | will never forget Joan. She was a very
brave, uncompiaining tady who is sadly missed. The spirits of the Witch of wessex
will live on.

Lormna Paterson



Joan Pancott, a lovely lady who will be sadly missed both as a friend and an
adventurer.

Although we have known Joan for just 6 short vears and only met her twice at the 2
Conventions that she managed to attend, it seems as though she has been a friend
forever. This was because she was always so easy to get along with and had a
marvellous sense of humour which heiped her to see the funny side of everything,
including her own disabiiities. During her lony period of suffering, Joan would
always show great concem for the welfare of other peopie.

It you needed to know anything at all connected with adventuring or adventures,
we knew if we asked Joan she would be able to tell us something or teli us about
someone who would know! She had a passion for order and the records she kept
would put most organisations to shame.

Joan's way was:- If a job is worth doing it is worth doing well! Anyone who knew
Joan will be abie to verity that.

Marparet and Mike Crewasosn

it was with great regret that | heard that Joan Pancott had died. Joan was one of
the “Greats” of the adventuring world as well as being one of the nicest people
that | have had the privilege of being able to call a friend. When. some vears ago, |
first started to play computer adventure games it was Joan’s heipfui voice that |
heard for the first ime on the end of the telephone. There were many more such
calis to foilow in the years {0 come. I was Joan who iwisted my am and
suggested that | went to the very first convention where | met many of the peopie
who have aiso become my friends over the years. Joan encouraged myself ang
many others to write adventure games and, when they went wrong, suggested
ways of correcting and improving them. in fact. it is because of Joan’s enthusiasm
that Probe and computer adventuring is in the strong position that it is today.

For some years Joan had to battie with ever increasing pain but aiways managed
to keep a smile on her face. Now, although she will be sadly missed by all of us,
she has finally shed the burden of that pain. | will atways remember her with love.

May God Bless Her.
Peler Clark




I first met Joan at the Alexander Palace which seemed a very apt ptace for a novice
adventurer to meet the Queen of text adventures. It was about 1987 and |
remember feeling nervous on approaching her and announcing myself. | never
expected the warm weicome. the sense of humour, the encouragement, the iong
biack cigarette holder waved around just like a wand and the everlasting friendship
that grew from that first meeting.

Many years later she was still my guiding light regardiess of how | had progressed
myssif within this strange hobby of ours. Whether | was writing articles, adventures
or piaying the fool at conventions, | aways tried to keep one thought in ming,
“Would Joan approve?” if | telt the answer was “yes” then ! went ahead and did it
and as | never got a disapproving call, | must have just about got it right.

Thank you Joan for everything. As 've been using you as my benchmark of good
taste for so long - you don't mind if | stili continue to do SO, 00 you?

Bov Adams

It was with great sadness that | ieamed of the death of dear Joan Pancott. Although
we never did get the chance to meet, both she and Maurice were, and are, two of
the nicest people | have ever had the pleasure of knowing.

« found out about WoW guite by chance, a few years ago, thanks to my brother
Kevin who'd picked up a copy of a computer magazine, seen their advertisement,
and, knowing how much | ioved adventuring. and my lack of success in finding
adventures for my Amstrad, pointed it out to me. An order was sent off the
following day.

Anyone who knows me will vouch for the fact that | love writing letters (maybe even
more than playing adventures!), in which | waffle on (and on) about everything, and
anything. It wasn't too long before as well as sending off orders for games, | was

waftling to Joan and Maurice. In fact, I've even watfied when there wasn’t an order
in sight!

I know that dear Joan was in constant pain. and tha! Maurice was atways busy
looking after Joan. running WoW and the Heipline. but - despite all of this - they
never, ever, failed 10 reply to my rambiings.

Maurice and the family will miss dear Joan immensely. | know. but there are a lot of
pecpie in the adventuring worid who wili miss her also - me included. Ali | can say
is. “God Bless Joan, enjoy your rest - you've eamed it

Ellen Mahor



LETTERS

From Frank Oliver of Patrington

| am writing to et you know that “Time Warrior” is compiete. At present it is availabie in two
varieties. A ten disk hard drive version and a four disk fioppy version. To run the adventure
an Amiga is required with 2 megs of chip memory.

"Time Warrior' was originally written for the Spectrum, obvicusly there are considerabie
differences in the two versions. Graphics aside, when the program expands imo the
computer it is about ten times its original size. This memory isn‘t used simply to extend the
game but also to ensure that #t is as user friendly as possible. There is an option to wander
around aimlessly and guess what to type in but none of this is necessary. The game can be
played using click on icons. and it does its leve] best to ensure that vou know where you are

going, and how to get there. !t also carries full onboard instructions which can be displayed
while playing.

There are differences between the floppy and hard drive versions, but not in the gamepiay.
For instance if you rest at night you dream. While the floppy version can only teft you about
your dreams, the hard disk version gives full screen ammations. Again with location pictures.
both versions let you see where you are, but the hard disk version can display full screen
picture files. around 1600 digitised iffs. Don't worry about the quantity. traveiing around is
very fast and as you can see where you are going, there isn't a problem.

Despite *Time Warriors™ science fiction nature, it tries to make the game as true to life as
possible. Most of the landscape is real, as are the characters and so are the things you do.

For anyone who is interested in stories, the tale ‘Shades of evil’ is on disk. which is a pert of
the history of the game, along with some of its accompanying pictures. Hard drive users with
expanded memory can actually view the pictures and read the story while playing the Qame.
Fioppy users will be pisased to note that while you have to change disks during ioading and
wnen accessing extras, there are ZERQO disk changes whiie piaying the game.

For those who are interested in the Amiga version it is lisenceware. priced at £9.99 and £6.99
respectively. lt's available from 5th Dimension Licenseware, 1, Lower Mill Ciose,
Goldthorpe, Rotherham, South Yorkshire, S63 9BY.

For the future | am trying to get it 1o run on a 1meg A500, but that is easier said than done.
Also the other day | gave the Spectrum version a run on the PC. Basically | ioaded it into the
Amiga then downioaged it onto a PC formatted disk. The Speccy emuiator on the PC ran it
without probiems. Really what it needs is the MGT plus D versior of ‘Time Warnor
transfering but the MGT option is disabied on my shareware version of the emuiator. | woulid
guess that most people have the shareware version. which couid cause difficuthes The nice
thing about the plus D is that you can pick both text and graphics files up from disk as the
game progresses. just like the Amiga, but | doubt the shareware version would aliow the
controlling program to do this. | am not even sure registered versions woulc accommodate
this feature?You can turn & 48k game into almost a megabyte with a plus D, but can 2 PC
really emulate this sort of thing? and if it can would players who own the shareware version
be able to access thus facility. Too many questions. It reminds me of Quaterback on the
Amige. an excellent costly compression utility, problem was when you compressecd z
program only owners of Quaterback couid de—compress it. The mind boggies.
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On a different note Reynir is doing a good job with his PC saga. | just hope that by the time
he gets to the end of it he gives practical examples of what a nightmarish machine this can
be. My last personal escapade was instaling Comptons encyciopaedia from CD. The
program altered one of the Windows system files for itc own personal benefit That was i, no
more Windows, just a biank screen. Rebooting didn't help. Mind you that wasn't as bad as
when | chose a graphics mode in Dpaint that the computer didn't like. No more Windows and
no more Msdos, no more display at all. Of course you can do this with an Amiga, but when
you re—boot an Amiga everything is reset. PCs don't do that, they remember mistakes and
make you pay for them. The probiems are endiess, but lets face it, its the machine of the
future. By the vear 2010 we will have & thousand different graphics and sound drivers in our

Cs all jockying for there places with program drivers in its massive gigabyle of memory. Oh
OK it will still only be 640k, but we can dream.

*

Frank sent the above letter on disc as well as a printout. There were 4 files, and two of them
went into the DTP without any troubie. | sent him printouts of the results. hence the foliowing
ietter. (Barbara)

*
Thanks for your reply to my letter. Out of all the text files | sent you on disk it is significant

that your Atari was able to load the file “TW.txt” which was saved on Microsoft Works as an
ASCH file. The exension .ixt signifies to MS Works that it is an ascii fite.

The second file you were able to load was the Amiga Transwrite file “TW.tra” again & file
saved in ascii. The extension .tre was meaningiess, Transwrite doesn't use extensions, |
simply wrote it on.

The conclusions are:
a) Files sent to you (other than Atari files} should be on a 720K PC formatted disk.
bl The file should be saved as an ascii file {The old industry standard)

¢j Just to be social, keep the file names down to £ letters with a 3 lefter extension
(MYFILE1.TXT)

The reason why the other files didn’t load into vour Atari is because they were compressed
and only readable by specific word processors which cater for them.

All word processors and deskiop publishers should cater for ascii, the only probiem is they
don’t usually tell you about it Obviously your Wordperfect option on vour Atari is not a
Wordperfect specific loader but an ascii loader. Once upon a time Wordperfect used to save
as ascii, it doesn’'t anymore uniess vou tell it to. Modern Wordperfect files use the extension
.doc. One of these files was on the disc | sent you and your Atari couldn’t load . All in all ¥
readers take note of the above 3 rules i doubt thar you would have any probiems.

%

| think it may aiso help if the disc is DD (double density} rather than High Density.

The ASCH option seems to only look at files that have an .ASC extension. whereas
Wordperfect doesn’t seem to mind what. if any. extension is used. (Barbara)



From Laurence Creighton of Cape Town

| am saddened to inform all my friends and supporters that | am forced. by circumstances
beyond my control. o give up writing games on the Spectrum,

| moved intc & new flat 16 months ago, and the new building houses two enormous
antennae. | gather that they are relay points for a taxi service or the like. Whatever, they
recently stepped up the power and they are beating up against my Spectrum's frequency,
creating a fantastic myriad of psychedelic fines and circles making viewing the writing on the
screen impossible. My tuning screw on the Spectrum never was the best buti have turned #t
as much as possible in both directions to no avail.

! tried complaining, but it was whispering in the wind. ! is not interfering with the TV and
when | muttered that it was interfering with my computer | was chalienged by half of the
management that #e/7computer weren' being affected. | tried to explain that it was 2 specific
type of computer, but one complaint received out of a popuiation of the building of about
three hundred was going 1o get me nowhere.

| have exhumed my copy of the AGT (registered version, | will add} and as soon as ! have
mastered its /mary shornicomings 'l start writing for the PC.

While | have your atiention. it came to my attenton that many of my games have been
pionked onto the Internet This is piracy of the worst kind. John Wilsorn has been my
publisher - and my friend - for almost ten years and he deserves better than this. i anyone
knows how these pirates uploaded his catalogue of games onto the Intemet please come
forward ~ anonymously if you wish — and teii us who is responsible. John has sunk a iot of
his hard~eamed money into his company and us writers don't like to see piracy in any form,
but this takes the cake. | did a search the other day for Zenobi on the internet and found
several of my own games and one of Terry Taylor's there for the picking. Sickening isn’t it?

{ want to thank each and every person who has supported my games over the years. As |
have tried to do. you 100 have kept the scene alive. And now | lay my Spectrum to rest along
with the maze of wire and power pack. Lving in state along with the hardware. will be The
Quill, The Patch, and The Press. | will say here and now they are the greatest suite of
programs ever to be written. | can’t imagine why Gilsoft didn’t write the Quili for the PC...

| will return.

*

I suppose it had to happen, and | hope PC owners appreciate and support Laurence as
much as Spectrum owners have over the las! ten vears. | shall miss playing Laurence’s
games, uniess someone can get them to run on the Atari and/or Amiga.

The description of the corrupted screen is vaguely similar to my problem with my C64 {and
Spectrum to a lesser degree;, and I'm wonderning i the start of Channel S who are using the
old VCR wavelength. is the cause of the rouble. | know we can recerve the signal in our area
because my daughter has tuned her teievision to il albeit using a powered indoor aerial. anc
15 geting a good picture. Unfortunately with the exception of “Hercules' anc some good
films. which we have aiready seen on Sky. there is nothing worth watching. (Rarbare;
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THE DARK TOWER
Written by Jack Lockerby

Reviewed by Karen Tyers on a Spectrum

Many years ago & marauding band of orcs raided your monastery and stoie several religious
anefacts, including the legendary Golden Chalice. Apparently they then retreated to the safety
of the Dark Tower, a secure citade! beyond the Shadow Mountain. They also took with them
the ieader of the unicomn herd. and after subjecting it to some barbaric treatment. turmed it
loose. You have been summoned by the abbot and informed that though you are but 2
novice. it has fallen to you to seek out the Dark Tower and reclaim the stolen ftems. You
were also told that you must seek out the unicom as it would be your only means of return.

Thus it is that you find yourself on the edge of that ubiguitous forest where you can just see
& spiral of smoke above the trees. Wandening around in these first locations you can find a
bird on a nest. some rose bushes, an elf, an unmarked grave. a pool of water, anc a coltage
with a firmly ciosed door. You need to get into the cotiage somehow. end the oniy enry
would appear to be down the chimney, but there is a fire in the grate below...

However. that cne is solved ¥ you give it 2 bit of thought, and after talking to the elf, you
must then find your way through an archway at the southern end of the forest. This one had
me stumped when | originally played the game, but. unusually for me, | had made copious
notes, so saiied through with ease (big head!}. On the other side of the archway, and moving
turther south, there is a particularly nasty orc, and if you haven’t soived all the puzzies in the
forest, you will be unable to get rid of it, and the same applies 1o a giant ladybird e litte
further on. However, having got past them you can locate the celiar of the infamous tower.
and the first problem you encounter is an orc guard who has to be overcome. closely
foliowed by & pack of nasty dogs which will savage you given half a chance. (Funny. they
sound just like my lotl} However, this is where | felt the game fell apart. After the cellar, there
are four levels of the tower, pius the roof, all of which are identical and there is very fittie to
do in each of them. This definitely spoiled the game for me. and | think % was 2 case of
padding the game out with locatons instead of puzzies.

However, as an ardent "Lockerby' fan. | have to say vou should still have this in the
collection. and the problems invoived in obtaining the neckiace from the statue on leve!
three. as well a getting past the dogs on level one shouid keep you amusec.

Spectrum (tape & +D 3.5 disc), Atarie}, Amigale), PC(e) and MAC(e} £29¢
Spectrum +3 3" disc £2.9¢ all available from Zenob! Software.

Atari ST/STe £2.45 available from Zenob! Softwarc and Adventure Probe.

Amstrad {disc only) £4.0C available from The Advemture Workshop — cheque/p.c. payable
1o P.M.Revnoids.

Cb4 (tape or disc) £2.00 available from Adventure Probe.

Note - Further to Karen's review of "The Citage™ last month | have been agvised
that the "sworg-dropping” probiem has been fixed anc ai future versions wiii allow
you 1o *0rop anc get the sword at will'. Barbara
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THE LEGACY OF BALDORK
Written by Ray Richardson

Reviewed by Philip Richmond on an Amiga
The time — Any time. The place - The Land of Dragod

Here, in this idyllic, utopian world you are about to celebrate your twentieth birthday and are
set to marry the beautiful Princess Zondraiyn.

Unfortunatety for you, Gorak. & would be usurper, banished centuries ago by vour
forefathers, retumn to exact his revenge and kidnaps the fair Princess on the eve of your
wedding!

The simple(?) object of this quest is to rescue Zondralyn from the cittches of the evil Gorak.
To do so, you must venture inte the surrounding landscape at an astrologically propitious
time, and use your wits to confront magic and sorcery, deai with the diverse inhabitants of
the strange domain and secure and tilise items and weapons to your own advantage.

The game commences in your simple one-roomed accommodation, on the outskirts of
Dragod. Ciad only in your plain tunic. and carrying & few gold coins and a family heirioom.
vou prepare for the enormity of your task. 4 brief gander at your furnishings may be fruftfui
before you boldiy step out io traverse the road to Dragod's tiny viliage.

Here you will meet the “Keeper of the Way”, Gresham the peasant and Votiaf the Guardian.
You shouid visit the village and the nearby gold mine before negotating the fast fiowing nver
which wili lead to some of the more dangerous areas of Dragod.Can you outwit the Master
Swordsman. defeat Kariss the two—headed monster, and solve Gundum’s riddie?

Coping with a locked chest 2 magic sword. a mischievous dwarf and a floor tile puzzie will
be essential 1o make progress. before visiting the turreted castie {o the east. ingredients for a
couple of spell must be collected along the way. too.

To solve Part One 1t is vital to dispose of the fearsome ice Queen and to heed the words of
your spirituai Advisor, a valuabie source of wise counsei. Ali good swiff, and | thoroughiy
enjoyed every bit of it.

Part Two proves to be equally as enjoyable. if not more so, and is set within the confines of
Gorak's menacing castie, once you have worked out how to gain access, that is.

The castie is large with many chambers and secrets to unravei. There are some neat puzzies
o solve. more nddies 1o muse over and several pitfalls to avoid How o escape the tiny cell,
the door-less room. and tne Room of Contradiction anc Confusion? All is not as it seems in
this dark. shadowy realm and it's sensibie 1o be wary of deceitful characters.

Uthmately you have to destroy Gorak and free yvour betrotned from an enchantment This ie
the cuiminatior and rewarc for your eventfui journey through a senes of fine puzzies anc
memorable expenences. in what turns out to be a weli-penned tale

You are imnvited tc enter vour first name prior to beginning vour aues: and this ic
occasionaliy referreg fo in game tex. Not essentiai. bul does give the adveniure & more
personai slant The standard adventure commands are understooc as weli as abbrewiations
The “examine’ “search’. anc “ilook al’ commands should be used in good measure when
imspecting you surrounding. obrects and location scenery

N
-5



The usual “savefioad” and “ramsave/ramioad” are there. A list of acceptable word and
syntax can be summoned by typing “help”.

Bits of text are colour highlighted for a pieasing effect. The text and description are well
written: style and prose lending the game adequate atmosphere. helping to draw you into the
scenaric. Ray has added a few short sound effects and included several pictures which are
netpful to ook at You even get to play & game of “Find the Lady . & welcome diversion. but
ensure you don't lose all of your cash!

There's 2 lot to like about this game. and I'm sure most adventurers. especially those whe
favour this theme. would be happy with 1t and the challenge 1t contains.

The author imtends to write a sequel in the not-too—distant future - | think this would be
welcomed by all Amigans who like text adventures. Check “BALDORK" out now!

To surn up: This is Ray's best game to date. A good yamn. | was sorry when it was over.
Don't miss it!

Availabie from Syntax. Please send SAE for details — see inside back page for address.
MISER
Written by Jack Lockerby

Reviewed by Karen Tyers on a Spectrum

This game rates with “Matchmaker” as one of my all time “Lockerby” favourites. Basically
you have been visited by the ghost of Jacob Mariey and in turn, by the spirits of Chnistmas
Past and Christmas Future. You now await the visit of Christmas Present which only sleep
can bnng.

Yous start in your cheerless bedroom with not a iot in view. The oniy sensibie thing to do is
sieep, upon which the Spirit of Christmas Present appear and transports you into the stree!
where. now and then. he shakes an uncommon torch over a particuiarty unfortunate person,
with spectacular results.

He takes you to wisit Bob Cratchits family house where you see the family who are al!
wishing for different things. You are then taken back to your bedroom where you are told
that you have to perform 12 good deeds in order to rejoin the human race. However. you are
not told what the 12 deeds are.

Your first task is to get out of your bedroom and downstairs into the streel. where you carn
wander aimost at will. so that you can find out just what you need to do. Some of the deeds
are obvious. some not so. Not only will vou have 1o explore the present thoroughly, you
need to visit the future and the pasi as well. Your tasks range from finding a pipe for Bob
Cratchit, to cleaning the windows in a church for the Vicar.

reat fun 1o play. and not as easy as # look. | can’t believe there's anyone out there who
hasn't played this. but ¥ you haven’t, you don’t know what you're missing.

Spectrum (tape & +D 3.5 disc). Atari(e), Amiga(e), PCie} and MAC({e} £2.9¢
Spectrum +3 37 disc £3.99 all available from Zendobi Sohware.

Amstrad £4.00 (disc) £2.00 (tape; from The Adventure Workshop. Cheaue/p.o. pavabie 1
P.M.Beynolds

C64 (tape or disc) £2.00 from Adventure Probe
12



GHOST RIDERS OF EL DIABLO
Written by John Olsen

Reviewed by Dorothy Millard on a2 PC

The sun peeks over the ridge of the mountain that surround this dusty valley. A noose of
thick rough rope tightly encircles your neck. You stand on the high wooden seat of an old
horse—drawn backboard wagon, your hands tied behind you. Surrounding you are a dozen
cowboy on horseback. each wearing & bandanna over his face. They havent uttered a
sound, but as vou look at them closely you see their skin is paie - 2 dead paie - and their
evyes are lifeless. As the sun tops the mountains, the sound of a church bell can be heard in
tne distance. Suddeniy without speaking a word or 8o much as a giance at each othe:r, the
riders galiop away in deathly silence.

Phew! Saved by the bell! There is a hint in the last sentence which is very important later on
in the game. so note carefully what happens and hopefuity yvou won't have as much troubie
as | did in dealing with the Ghost Riders. After 2 couple of fries you manage to free your
hands, ioosen the noose around your neck and pull your head free just as the horses bolt
and take off. Going south you hear Indian tom-toms coming from the top of the plateau.
caliing you and drawing you towards them. Armmiving at the top of the piateau you see the
ghost of an indian Chief. whe, if you examine him, raises his hand and speaks. He tells you
that white men stole silver from the lang belonging to Indians and the indians have placed a
curse on the town. He goes on to say that dead white men of the town will never rest and
they will kill every night You are to bring aii ten objects of stolen siiver back to the top of the
plateau and the Big Chief will lift the curse. Now that you know the objective of the game you

can begin.

You head up the main street of Ei Diablo and will have lite trouble in obtaining the first half
dozen or so silver obiects, simply by examining things. Visiting places like the livery stabie.
saloon, sheriff's office and general store will prove fruithul. When vou reach the outskirts of
town, foliowed by a crossroads. vou will be abie to investigate Wagon Whee! Gap and
Rattlesnake Guich. although the snake of the aforesaid didn’t give any vouble. You wili need
to visit Boot Hill and the Cemetery more than once to discover an imponant key. Now.
coliecting objects necessary o light the lantern as you go, you make your way, via Wiid
Horse Canyon. to the mine where you discover a keg of gunpowder ~ just what vou need to
biow that safe. but be carefull Ongce all the sitver objects have been coliected and taken 1o
the indian Chief he wili give you a turguoise and teli you how to fift the curse.

On the whoie | enjoved piaying “Gnost Riders of £l Diabio”. and just wished i had taken
more notice of the opening. which would have saved me a long time frying 1o dea’ witn the
Ghost Riders. The puzzie for obtaning the siiver obrects are nol 0o hard masniy just
examining things. with a few 2 litie harder The vocabulary 15 adeguate and | had no trouble
making myvseli unaerstooc.
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EARTHSHOCK
Written by Michael White (8th Day Software)

Reviewed by Dorothy Millard on a Spectrum

In this golden oldie vou start off in the dark. but it won’t be long before you discover a
source of light and are on your way. The game is set after a post nuclear catastrophe. Mother
Earth has been invaded by three-headed robots far below the surface and your quest is to
journey below to try t¢ defeat them. You must also destroy their doormnsday machine before it
is too late.

There are several sub—quest. in addition to the main one to deal with the robots and destroy
the doomsday machine, which include dealing with the tribesmen and visiting a spaceship
(depending on the object chosen;. A maintenance cradie is your means of going below
ground and visiting the different ieve!l and shaft systems. | found the energy gric somewhat
confusing until | worked out that the co-ords must match the room you are about to wisit. but
of course this must be mapped first Extensive use of the ramsave function was calied for
here. Once you have found the suit in the energy grid. don'’t think you have finished here, as
there 1s much more to do in this area and you must enter yet again to obtain the green key
and the battery.

Moving along you will visit the robot batiiefield. so long as you have protecton from the
motten lava, and will find something on the lava barge to decode robot dialect but before
you can go anywhere on the barge you will need to find a piiot. Once this is done and you
are able to cross the ocean of molten lava you will find The Ark. which you will need to visit
four times to insert the power celis. This area is very dangerous and again you wiill need to
use the ramsave function often. | found the easiest way to avoid being captured was to save
often and restore my position every time | was being foliowed.

Once you have everything compieted on The Ark a cone of light descends and & massive
explosion heralds iis destruction. Ali you need to do now is disarm the bomb!

I found “Earthshock” to be a challenging game most suited to adventurers who have 2 few
conguests under their belt It is very well written, with descriptive location text and messages.
Recommended if you are lucky enough to pick up a copy of this goiden oldie.

Spectrum (tape & +D 3.5" disc), Awri{e}, Amiga(e), PC(e) and MAC{e) £2.92
Spectrum +3 3" disc £3.99, all available from Zenobi Sofiware.

TEN PEOPLE EVERYBODY DOES IMPRESSIONS OF
compiled by DAVID HEBBLETHWAITE

1. ClLLa BLACK €. FRANK BRUNO
z LOYD GROSSMAN 7. KRISS AKABUSH
3. FRANK SPENCER g CHRIS EUBANK
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i grunted imitably as | was shaken again. Rousing. @ lifted
mvscl mm an elhow and glared into the murky darkness of the
room. 1 made ot the shape of my captor as she opened the
stntter on a lantern which she had brought with ber. She stood,
and I tav, regarding cach other. She broke the silence first

“Is 11 true™" she askod.

“Is what true”” 1 replied writably.

“What vou told me. Do you truly joumney 1o the Southemn
lands ona Qucv""

1 sighed with heavy emphasis, whilst gaupimg the distance
between us. “Yes'™ | snapped at her angrily, remembering the
way o st meetng had wrminated.

She knelt by my side. surpasmy me. Lowering her voice,
she continued “}odair was listenng at the door fast tme. T had
to make #t seem that | had made a fool of you, and it the other
way around ”

A Rdmﬂ of suspicion began o form in my mind. “Iid

i mqunrcd siowiv.

",hc derected the cauious tone in my voice and bit her tip. “I7
| oficred to help vou escape this siup, would you agree 10 heip
me underiake a task™

{ couldn’t beip but tink of Moranz. Unexpected Quests -
espocialty dangerous ones - scemed to be 5o much her rovinee:
espeaially when 1t was / wic was expedted to undertake them

“Well" 1 mcvancalm “first. | would ask what | would be
expected 10 o™

She took 2 deep breath “As Hold vou 1 was once a slave of
the Southern Men ] escaped. a5 did several others. v an
extracrdimany stroke of luck. However, my sister 18 still a slave
n the Soufern Lands. In retum for helpmg vou escane this
ship, | would expect vou to help find my sisier. free ber, and
hdr us escape from the Southern Lands ™

{ stared at her, wondering if she was completely deranged.
“You woukm t like me to & anvihing elsc whilst I'm &t 1L,
would ™ 1 enaured sarcasucally “Like emptving their
mam \msun or kidnapping the herr to the Throne, or
somcthme?

She threw 2 ook of contemptuous disgast at me
“1 don't pretend it will be casy: hut to have anv chance
of suceess, | necd a man who will pass for one m the
Southern | ands.”

1 gathored | was bomp given an  obligue
comphmen: - and then the fact tat she had wsed the
piural came thundenng mte my mind “What do vou mean

‘help us escape™™ 1 asked her - but 1 already knew the answer

“Oh. show some imeliigence for @ change, Doran.” she

chided me 1mitabhy. “You'd never recogrise my SISLeT, You've
probzhly never been Lo the Southet iands belore - T bat vou
know nothmg of thar customs You'd stand out ke & Ure &

Inwarven Limioxy meeting You'd have ne chance. The
.‘»(»ubwcm Mer: don't ke foroigners - uniess they 2t women

“ihat’s why vou sav my Quest for the Sorcerer 18 swicide””

Sire nodkded.

“Wh trust me” | have no reason 1o fecl any fovalty to you
Why net undertake Um Quest vourselt™

She nhu her head 10 onc side almost comicathy “Quanus’™
she swore “Are vou frudy so dense” A {oretgn womar: - ajone -
would fmd herself ensiaved as soon as she was discovered Lo
me o appear there gione would be 1o nvite every ma 3 whoe
might sce me 1 caniure and ensiave me The entre society 18
wicated. 2 woman can achieve mofhing. Nok even i sne
(o the Southem | ands | need vou o prosect me | need

-
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yorl o rescue my sisier and help us escanc the Southern Lands ™

“All tis. m retum {or helpmg me 1o escape from s stup?™
1 asked her, scathmgly. “Ne. You get far more from this bargam
than 1 It's much too onc-sided ™

She siood abruptly. “You are in no position to bargain.™ she
reminded me.

“Ire,” 1 conceded. “But as this i my {irst opportunity ©
escape this ship, T've no doubt this 15 also your frsi real
opportunity to fave some prospect of freeing your sis
ail, who knows what hideous things arc bemng srdic
her. Tach dav vou delay denies her a day of {reedom ™

She glared at me angrily. “What do you suggest”” she asked
me. refuctance evidert m her tone of voiee.

“Nothing too extreme,” | assured her. “You teach me the
austoms and wavs of the Southem Mca, so 1 can pess amongst
them. You teli me where 1 should begin to Jook {or the Sorcerer
Give me ali the help you can 1o achueve my Quest, and 1 will,
first of all. do all ] can 1o rescue your sister and see you both sail
away from the Southern f.ands.”

She stared a me mitently as she listencd to mv speechy, as
though trving to sec inmte my soul to ascortan if 1 could he
trusted. Frrally, she nodded “Agreed. Dotran. You are night: |
have mopu(mbmmmmvm and you none et to st me.
B ranember s, Showld you think of botrayine me onee we
reach the Southem ands, | would onty have t denounce vou
a 2 forewner 10 ensure you 2 slow, nublic death” !

I smitcd “U'l} keep that comforting thovght in mind.” 1
assured her, “Almougn it s a threat whlm you 6o not need (o
make. Once 1 give my word, T keep 1t.”

She nodded. equitabiy enough, “Dotran, | believe you™ she
told me. “Isut 1 wam you to know that if ‘necessary, | can be
nithless with mv encmies - and those who would betrav me.”

1 smiled morc genuinely. “1 believe you, toe.™ § a«umd hr
her face broke o an answermg smile. She reached ot a
Lowards mc, “Comrades™” she enquired.

graspcu her hand in mie as | rose to mv fect
“Comrades.” 1 agreed. marvelling 2t the capnoios
mawre of Fae.

My new comrade moved towards the door. I shook
myv head at the speed with which mv captor had hecome
mv aliv. It is often said that Adverturmg results m
uniikelv aliiances and strange bedfeliows. | allowed

tha! thought to Imger 1n mv mind as [ ohserved my new
comrade gentiy open the door 1o MY Prson.

“Come.” she wnmpcrt«.. openmme. the door and shippng. mte
the passage bevond

Quickiv. ! {ollowed her. With cautous sieps, we made o
wav along nessapcs and un ladders until wo emerped i deen
srdow on lhe mam deck. My comrade sigretied tor mcnw and
ponred to Ut Tail Tzzied. | vared i thgt directior. and
then saw a look <Re standme. wilh ner back: o us.

My companien stepped boidiy mic e moonlight am‘
approached e Jook -0, whoe staned. and then rolaxed “On.
s vouw' What's up” Can't sieep. o bored With YO new
nl'mnmn

. faurh prected the commert - and then with docentive
qr\cc_g my companion struck e Jook -onz across the back of e
head with a shon wooden stafl six had apparcntty concealed
abons e

Relurmng 1y myv side. she ied me 1o the stem of e ship
frmned as | saw the lomghor!

i
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THE PC SAGA (Pt.4) by REYNIR H.STEFANSSON

Abridged {cut-down) PC related glossary:
CPU: Central Processing Unit The head honcho of any computer.

FPU: Floating Point Unit. An auxiliary CPU or co-processor wiose onhly role is to square
circles and multiply by pi far faster than the main CPU can do on its own.

Hercules: The first real graphics display card on the PC. It looked like the MDA
{Monochrome Display Adaptor), oniy it could also do 720x348 pixels of graphics. IBM bit its
knuckies over the fact that the HGC wasn't by IBM. it was the first #1 hit on the graphical
parade.

EEE. Institute of Electronics and Electricai Engineers. Has, among ten thousand other
things, written down how to do ficating-point calculations on a microprocessor.

VESA: Video Electronics Standards Association. Has the goal of making video easier and
fagter, plus lots of money.

ISA: Industry Standard Architecture bus. That of the IBM PC/AT. It can do & miliion 18-bit
transters per second

EISA: Extended ISA. Was to replace the ISA bus. Never did.

VLB: VESA Local Bus. A moderate success. Could well do 32 million 22-bit transfers per
second. Only it wasn't made by intel.

PCl: PC interface bus. intel invented 1t and pushed .. i couldn’t fail. Can do 50 miilion 32-bnt
transfers per second. no sweat.

8088: The gaffer of all PC CPUs.

8086: The 8088's big and older brother. Faster and truly & 16-bit processor.
8087: An FPU or maths co-processor for the 8088,

80188: An 8088 with some extra bits added.

80186: An 8086 with the same extra bits as the '188.

80187 An FPU for the 80188.

80286 Part 808¢. part animal. Could multitask code In “protected mode’ . but the PC oniy
used it es a faster 8088.

80287 Yet another FPU. this one for the ‘28€.

80388 intel's attempt at making the 80886 a 32-bit processor. Had an even niftier "protecitec
mode” thar the ‘286 because it could divide itself intc & number of “virtuai 808E"
processors. Intel had by now sussed out that ali the PC market wanted then was faster and
faster 8088s. but there was more to the 386 tnhan just 2 wrpocnarged big-biocx BOBE
80386SX: An 80386 squeezed into & 16-bit package Well it was cheaper than & rea’ '38¢
80387: An FPU for the 8038t Tnere was & '367S5). toc.

8D488DX ' 8038E 803E7 and a cache on one chiz and the lot tuned for speec



B04865X: Intel got the “bright” idea of selling 804865 without the FPU. Oh 1 was cheaper.
of course, and allowed them to recycic some hali~dead ‘486s. or so the story went

80588 Arounc this time Intel tried to trademark the numbers i had usec on is processors.
The courts said "No way. Jos!” So intel promptly renamed the 80586 to something
trademarkable: Pentium: Their current scorcher (pun really intended). Did | say “he"? It's aot
all kinds of predictive logic and giitz and giam - and an almighty bug In ns ficating-pomt
division. Inte! saye they've recalled all the duffers now.

THE END?

REVOLTING RIDDLES by DAVID HEBBLETHWAITE

HEALTH WARNING:

These riddies are really horribie (anc | mean o7ib/8). and worse. theyre genuine!

DO NOT read them if vou're about to eat something. You have beer warned. .
First up, a riddie from the bibie:

Out of the eater came something to eat:

Qut of the strong came something sweet.
Answer: A swarm of bees making honey in the corpse of a lion tobviously;.
Now here's one from Jonathan Swift:

Because | am by nature biind

| wisely choose o walk behing:

However to avoid disgrace

liet no creature see my face

My words are few:, but spoken with sense.
And yet my speaking gives cffence

Or it to whisper | presume.

The company wili fiv the room

Answer: Swift calied it 2 “posteriopr”. Fernaps you have z different way of reternne to i,



SQUARES QUIZ

sent in by HILARY O’'CONNOR
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ADVENTURE MEMORIES WHIRLING AROUND Pt.8
by JON SCOTT

Bob had been on his way to Dodgy Dave's offices, on the old moped, when he didn’'t notice
the traffic lights change to ‘red’ as he flew through them. But he did see the Heavy Goods
Vehicie that was veering directiy in his path as he skidded towards it. There was nothing he

could do. 1t was all over in seconds. Bob inevitably expostulated: “Cor blimeyll
M UMM YH™

As Bob reached the opposite side of the crossroads he'd gone through, he pulied the
moped to & halt. The HGV driver slammed on her breaks toc. Bob and the driver ran
together, hugging emotionaliy.

"How are you. son?" said Mrs. Dazzier as her eyes beamed at the longed for sight cf her
oldest son. “And how's your excuse for a famity?”

Bob remembered why he'd fallen out with his mum. Ros™ dreaded mother-in—jaw. but their
reunification was more than sufficient to make him disregard her aftitude. He continued 10
greet his mother, then explained to her: “You'll never guess what — !'ve become a writer. An
adventure writer, in fact Dodgy Dave's going to pubiish my game.”

Mrs. isabeila Dazzier frowned at Bob. "Oh dear. t's one of those newfangied computer
things. Dear oh. | never did understand them - oh no. Anyway, if | know the Dodgy Dave
you're referring to. he's a right rogue. | think he runs a computer shop back &l home, though

obviously he ran it since he's up here now. Oh dear. | had better stop before | confuse
myself. Dear oh!”

Bob was unimpressed. His mother had made an impression on him, but it was not that kind
of impression. While hugging him. she had left the mark of her wedding ring in his neck.
Bob icaded his moped, which had just about had its heyday. into the HGV and he sat in the
cab beside isabella. As she started the engine, he oniy then replied: “Mum, this is awful. |
might not have my game published now, because | do know the very Dodgy Dave vou
mention. He sold me a Speccy cheaply and, although it works brilliantly. | can’t see someone
of his limited resources being able o do justice to my game.”

“Ha! Ha! Oh dear. You obviously think the world of it "
Bob smiied. “It's & masterpiece.”

“Well. it 1s. | might just have a iook at it. Despite my aversion to computers. | iike to piay the
odd adventure on my BBC ™

“Bloomin’ heck! Thal's amazing. Like mother. like son.’

“It's a Speccy adventure. Mum. You'll never get & running.”

"So what? We can play i at your place.”

Bob was taken aback. "No. Ros wili ..~

"I don't care about Ros.” expostuiated isabeliz. “You know i never approves of your maten
“An. shut up!”

“Paragon? How dare you be rude to me.’
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“Sorry. Mum. but sometimes you really test my patience . . .”
“isn't that what a doctor does. test his patients?”

“Very funny, Mum. But we'll drop round at Dodgy Dave's first. if you don't mind. It's just that
there's a slight chance that he might be authentic.”

“A very slight chance, mind you.” remarked isabelia as she manoeuvred her massive vehicle
in the direction of Dodgy Dave’'s Software Emporium. However, Dave had - for the eighth
time - gone into liquidation, and Bob's hopes of having his game published were gone,
apparently forever. So they hightailed it in the direction of Bob’s home. Fortunately. Ros was
at work and Bob loaded ‘Revege of the Mutent Ork's’ (sic) intc his Spectrum - or Ros’, as it
was now — to isabella’s disdain. Ten minutes later. Bob's mother tumbied out of the front
door in 2 fit of shrill laughter. “'s crap!”

xx %%

August 1986 saw the Dazzier family heading away on a holiday to Torremolinos which, as
Bob assured his wife. would mostiy involve lying by the pool. But Bob inevitably packed his
Speccy, as he'd just bought “The Price of Magik . And who'd blame him? It was at the airpor
on the 'Spanish Side. Maiaga to be precise. that Ros first realised what her obsessive
husband had done. Bob hadn’t walked into his home with a million bucks, as he’d promised.
bul at least he'd come home. But now he was actually driving her up the walls round the
bend. cuckoc and - ves — crazy! The security-guard examined their passporte as if he were
an adventurer, then he pulied the suitcase open. His eyes aimost popped out of his head on
seeing the rubber—keyed beauty.

“El Speccy!” said the security-guard. “Well, you may pase, Mr.. Mrs. And Little Kiddies
Respectability. Adios!”

As they travelied on the coach to their apartmemts. Ros turned to Bob. “You'd think you
could go without your Speccy for two weeks.”

“What!” cried Bob indignantly. something he was an expert a ! just bought The Price cf
Magik’ and | pian to get into 1t on this hohday.”

“Bob. that's awfully sad. | have "The Snow Queen’ at home. but did | bring it with me? No.”
“| don’t want to end up red-faced - I'm notlving by the pool all the time.”
“Why not?”

“Because | have better things to do. ! may be & drunken lout but I'm not ¢ lazy lout | do
have principies.”

“Brincipies? You, Bob? Thats z laugh. Tne only Principai vou ever had was the
Headmistress of the Comprehensive the week after your twenty— fifth birthaay.”

“My relationshin witn Miss Earwig was very special. and ‘twas long betore | startec going out
with vou.”

“Yes. two weeks. You got me on the rebound from Earwig.”

“Thats an awful thing to say. Anvway. { cant see whats 80 wrong with me plaving the
Speccy.”

*“You've forgotien the power supply
Y

“Aaaaaarrrrrrgggggahnhhhb!’
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Bob did manage to obtain a bootieg Speccy power supply, the cunning devil. which enabied
him to compiete the game quite quickiy. He aiso purchased a few games from ‘Ei Dorade

&S e o

Computers’. On the final night of his hoiiday he and Ros went out to The Rose and Crown. a
pub near to their apartments. Neediess to say, Bob go! blized. while Ros remained
reasonabiy sober. They crept back into the apartment the kids now asieep. and turned the
computer on. Many of you will appreciate tha! that is not an easy task in the dark. Bu: Ros
achieved it. Admittediy, it wasn't so easy to ioad ‘The Boggit, but they succeeged. and set
into the game.

“This ie a wonderful game.” said Bob. I really enioyed all Tolkien's booke ™

Ros chuckied. “You never read them.”

" mean | liked the illustrations.”

“Oh”

“This Fergus McNeill feliow is really talented. What great graphics.”
“There are & few reaily humorous moments too.”

“But | don't think he’li produce any other funny games, apart from the ones weve seen
already. | wouidn’t say this is 2 one-hit wonder, but there’ll be no others as good. Not these
days.”

Ros didn't argue cos they'd agreed to disagree. She stili dignt know where she stood.
though, which is perfectly understandable under the circumstances. “Le¥s goto bed”

“Not in the apartment,” replied Bob. “The kids might hear!”
“What are you talking about?”

"“You know - doing the business.”

“On, Bob. | don't mean that | mean let's go to bed for a sieep. is that acceptabie™”
“Yes. i suppose so. We have 1o fiy home tomorrow.”

“As if | don't know!”

“Did i say you didn't?!”

“You suggested it!”

“The devil | did!”

“Liart”

"How dare vou call me that!'”

The joys of mamed life”



FURTHER ADVENTURES OF LUKE VAXHACKER -
EPISODE N+4

A long time age... on a node far, far away {from PDPvax).....
XXX
XXX
X
Ok, like, remember we ieft our heros in the detention priority level? Well, they're still there...

Luke quickly located the interface card and followed the cables to 2 sound-proof enclosure.
He iifted the lid and peered at the mechanism inside. “Arent you a littie siow for ECLY”
printed princess LPAQO: “Whe..? Oh, the Docksiders™, stammered Luke. He took off his shoes
(for industry) and explained, “I' ve come to relocate you. i'm Luke Vaxnacker' .

Suddenly, forms started bursting around them. “They've biocked this queue!” shouted Solo.
“There's onty one return from this stack!”

“OVER HERE!" printed LPAQ: with overstrikes. “"THROUGH THIS LOOPHOLE!" Luke and the
princess disappeared into & nearby feature.

“Gritch, gritch”. mumbled Two Bacco. obviously reiuctant to trust an Administrative oversight.
| don't care how crufty it is!” shouted Con, pushing the Bookie toward the crock. “DPB
yourself in there NOW!”

With one iast blast that reprogrammed two flunkies, Con joined them. The “Feature” landed
them right in the middte of the garbage coliection date. Pieces of code that hadn't been used
in weeks fioated past in a pool of decaying bits.

“Bietch!” was Con's first comment “Bletch, bletch™. was his second. The Bookie looked as if
he had just paid a longshot and the odds in this situation weren't much better.

Luke was tolling the garbage when he stumbled upon a book with the words “Don’t Panic”
inscribed in targe. fnendiy ietters on the cover. “This can't possibly help us now’ . he said as
he tossed the book away.

The Bookie was about to lay odds on it when Luke suddenly disappeared. He popped U
across the pooi. shouting. “This 1s no feature! it's a bug!!” and promptly vanished again.

Con and the princess were about to panic{} when Luke reappeared.
“What happened?” they asked in paralle!.

“I don't know'. gasped Luke. “The bug just dissolved automagically Maybe i hit 2
breakpomnt..”

“i don’t think sc”, said Con. “Look how the pooi is shrinking. 've got e bad feeling about
this. '

The princess was the first 10 realize what was going on. “Thev've implemented a new
compaction algorithm!™ she exciaimed.

Luke remembered the pipe he had open to 3CPU. “Shut dowr garbage coliection below
recursion leve! 5! he shouted
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Back 1n the control room. RS232 searched the process tabie for tne LISP inter-preter.
"Hurry”. sent 3CPU. “Hurry. hurny™, added his other two processors.

8232 found the interprete:. interrupted it and altered the stack frame they'd fallen nte to

allow a normal return.
Some months later...

Luke was feeling rather bored 3CPU could get to be rather irritating, and RS232 didn't really
speak Luke's language. Suddenly. Luke felt someone’s eyes boring through the back of his
skull. He turned siowly. to see... nothing. A quiet voice came from somewhere in front of
him.

“Grasshopper, the carrier is strong within vou™. Luke froze. which was a gocd thing since his
legs were insisting that he run but they weren't likely to be particular about direction. Luke
guessec thal his odds of getting los! in the dense tree structures were pretty good.
Untortunately. the Bookie wasn’t availabie.

“Yes. Very strong. but the modulation is ve! weak. His network interface ic totally
undeveloped”. the voice continued. A small furry creature walked out of the woods as Luke
stared on. Luke s stomach had now joined the rest of tus body in loud complaints. Whatever
vas peering at him was cerainty smali and furry. but Luke was guite sure tha: it didn’t come
from Alpha Centaur,

“Well. well”. said the creature as tt rolied its eves at Luke. “Frobozz v'know. Morning.
name’s Modem. Whals your game? Adventure? D&D? O: are YOou just onz of thoge
Apbie-pong types that hang arcund the store demonstratons?’

Luke closed his eyes. Perhaps if he coulan’t see I it wouidn't notice him.

“H'mm'. mutiered the creature “Must use 2 different protocol @@WEH G e AS@@OH

} @103 QA)- W)V' (O/c @‘ L St 7

"Nc, no’. stammered Luke. i don't speak EBCDIC. | was sent here ic become = UNIX
wizard. Must have the wrong adaress™.

“Right address’, said the creature “! m a UNIX wizard. Device drivers & speciality. Or do vou
prefer piaying with virtuai memory?”

Luke eved the creature cautiously. If this was what happened to system wizards after years of
late night crashes Luke wasn't sure he wanted anvihing to do with i He fel = strange
affection for the famiiiar microcomputers of his nome. Ana wasn 't virtual memory scmething
that you got from drinking too much Coke”

To be discontinuec (by popular demand:

* DEC. PDP Vax and UNIBUS are 1ra oemarks of Digital Squipment Corp

FORTHCOMING FEATURES
No tnsults intenaec 2 by Dot vaugnar
Why'How/Whnere/Wner . Diz it Beain by Revnir & Stefanssor.
Anen Do The Ideas Run Out” by Pete- Ciarr
Troubie With Trolls tuncensored: by Fon Gues?
The Curse of the Unpronounceabie by David Hebbiethwarne

All contributons gratefully acceptled - Barpara



AN ALTERNATIVE TO “SURFING THE NET"
by LARRY HORSFIEL

There can’t be many people today who have not heard of the “INTEBNET. the global
computer communications “Superhighway”. which you access via 2 modem attached to
your computer. | once thought about subscribing to CompuServe. one of the main
compantes offering intemet access. but { was put off partiy because of the cost (vou nave 1o
pay & monthly subscripton - OK | know it's less than & tenner but you stil! gotta pay!
mainiy by the sheer compiexity of f ali. | once logged on to CompubServe using one of the
treebie cover CD ROMs and was presented with a bewildenng array of graphic screens
offering me every subject unaer the sun except for what i was really interested in ie.
computer games! | am sure there are Probe readers reading this who have hac similer
thoughts and, like me. were put off for these reasons.

There is, however. a cheaper and simpier alternative. and this Is & BBS. known simply as a2
Bulletin Board. These are run mostly by amateurs and in mos! cases are free to use apan
from the cost of the phone call. There are hundreds of BBSs ali over the country {and.
indeed, the worid! and they form a network the main one being calied FIDONET. st as
extensive as the interne: Mosi BBSs are PC based, but some are run on Amigas. etc. The
beatnty is that it doesn’t matter what computer you have. as a PC can “talk” to an Amiga. andg
vice versa

You may ask “What is the point of the internet and BBSs?" in & nutsheli. for mast peopie it is
& way of contacting people with similar interests. You post a message about a certain subject
and someone. somewhere. is more than likely to reply. You can liken it to an electronic
notceboard which not only can be entertaining. but can be very useful as well.

Before | carry on. | ought to explain the meaning of some of the phrases | use in this article:

LOG-ON - This means to cai! a BBS via the modem and identify vourseli to gain access o
the BBS.

LOG-OFF ~ This means 1o quit the BBS and terminate the phone caii.
ON-LINE - Thus refers to being actually connected via the mogem and phoneiine 1© 2 BBSs.
OFF-LINE - This is the opposite to on-iine. i.e. NOT connected 1o the BES!

DOWNLOAD - Thic means to recene something viz the modem #om tne BBS whitst
on-line.

UPLOAD - This means & send something via the modem 2 the BES whilst on-hnc.

Zach BBS is run by & “SysOp” or System Operator anc some are gpen 24 hours. some
between certain times ¢f the dav (usually ofi-peak nours; Ali you need tc get in contact with
a2 BBS. apar from your computer of coursc. is & modem. & communications {o7 comms,
program {e.g. "JRComm’ on tne Amige. “Tely: on a PC: #f you are using Windows €5 you
can use the “Hyper-Terming'™ pregrami anc an Cfi-Line Reader {OLR; program {&-Biue for
Amige. BlueWwave for PCj. The comms program is like 2 personal PRonebook anc Wwili
autornatically deal the number of the BBS you wan! to contac! at the press of a key or mouse
pution. and the Ofi-iLine Reader 1s a program which enabies you to read tne message sent
vie the moderr and means you don’t have to spend ages looking througr the messages
whiie actualty connected to the BBS. running up huge phone biits in the process.
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You may see adverts for BBSs in the back of PC magazines. often offenng internet'www
ccess. You are advised NOT to contact these as they use 0821 premium rate lines and wili
cost you 45p per minute to call.

For those of you who don’t know what it is. a modem is a small box of electronics that you
attach to your computer via the serial port (although there are internal versions for PCs) and
then plug into vour phone socket There are vanous speeds available. the current standard
being 28,800 bpes (bytes per second - alsc known as Baud rates). although 32.600 bps
modems are now avaiabie — the higher the number the faster 1t ransfers aata aiong the
phone lines. A brand new 28.8 (as it is known! will set vou back around £100 ifor 2 decent
branc. e.g. USRobotics)., witn the 33.6s ai apout L1530 (prices for exiernal mogems
purchasec from mail order hardware companies. Adc at ieast £50 # you buy in the high
street;. Modems of these speeds are for use with 16-bit computers (i.e. Amigas and Alaris:
anc PCs. but | am told that siower modems. i.e. 1200 or 2400 bps models can be used with
&-bil computers, although you could no! "surf the nel’” with these.

As well as for accessing the Internet and BBSs, many recent PC games. such as Quake and
Command & Conquer, car be played head-to-head via modems and vou can even
“network” the computers to allow 3 or 4 plavers in some games. However, doing either of
these can mean seriously big phone bills! Having said that. if vou (like me} are on a cabie
telephone network {in my case Videotron). and you can find someone on the same network
who wants to plav such a game (e.c. Command & Conauer} via modem, if vou do this at
weekends when the callis are compietely free it will obviousty cost you absolutely nothing at
all.

You can. of course, buy a modem second-hand. and it might be adwvisable to do this iniualiy
i you just want to try out BBSs or the Internet | was lucky enough to get a USRobotics
14.400 bps modem from a guy at work for just £30 (at the same tme | bougnt a
SoundBiaster 16 sound card from his mate for £35, so | got two bargaine in 2 matter of
minutes!; and this 1s about the going rate for this speed of modem judging from BBS
adverns,

When you make your first call to any BES. you have to give your name anc as the BB will
have no record of it. vou wiii be asked to type it In again if you want to register as & user
However most will allow you 1o type GUEST I you wan! 1o ook around before deciding ¥
vou want to join. If you do decide to join you wiil have 1o type in various information sucnh as
your home address, etc.. and you mus! choose 2 secret codewors to use wher vou iog-on
to the BBS. This is to preveni people iogging on and posting messages using someone
eise’s name. Once the information you have typed in has been vaiidated. vou can use the

BS. As | said. mos! are free and some wiil only allow access (o cerain sections afier vou
pav & subscription. usually & minimum of £1C. Others welcome donations but these are
entirely voluntary. and in 2 lot ¢f BEBSs you just gel more access tme - on the BES | use !
am aliowec 1 hour per day. which 1s more than enough. Other BESs raise vour “"gdownioac
ratic’ according tc the amount vou pay (see iater;.

Once vou have iogged on. the main menu screen will offer access it the varnious sectons
o the BBS. which vou 0o by simply Dressing the letter of the odhon you require - there are
43 optong on the BRS | use. The firs! two optione. ¥ and M. are for the two marr pans of
most BESs tne Fite and Message secuons

The message section Is tne guts ¢ the BES networr. anc eact BES wilt offer in some cases
nunarecs ¢ message areas. of echoes’ ac they are Known wihn sudiecls coveres ranging

from “Ask-a-NUrse  anc ~Aaquanums 1 Zymurgy iwnicn i SOmeting 1T 9o with




home-brewing) and “ZyXel” fits a make of fax-modem), via Computer Games. Cats (the
furry variety), Rock Music and Star Trek {there are three echoes for this, one for the ongina!
& TNG episodes. one for DS9 and one for Vovager). There are a total of 284 echoes
available in the BBS | use, and include echoes for other computer enthusiaste. i.e. Atari,
Amiga, Amstrad and Spectrum formats, and echoes for fans of various sports and many
other interests. There is an echo specifically for readers of Terry Pratchett novels and i you
are & Pink Fioyd fan there is even an echo especialiy for yout

¥ a particuiar subject in any echo becomes very popular, atiracting a large number of
messages, a hew echo may be set up especially for that subject An example of this is the
new echo recently set up for devotees of the PC game QUAKE, which | am pleased about as
| don't play this game and was getting fed up with my mail packets being swollen with lot of
boring messages about Quake in the GAMING_UK echo.

Each echo has a Moderator whose job it is to uphold the Echo Rules. He has to keep an eye
out for “off-topic” messages, i.e. messages which are abou! subjects other than what the
echo is about. For exampie, you wouid not talk about PC games in the BUY echa. as there is
a separate echo for that subject He will also waich out for abusive language in the public
message area - this is known as “flaming” and is very much frowned upon. Anyone who
persists in this will be barred from posting messages.

To keep the time spent on-line o & minimum, you must tell the BBS. vie what is known as
the Mail Door, which message area you are interested in and each time you call the BBS you
can download all the messages that ammived in those areas since the last time you called. 1.
for example. am interested in messages in the BUY, GAMING_UK and MARKET echoes. The
BUY echo 1s for private “for sale”” and “wanted’ adverts. anc you can sell absolutely anything
you want, within reason. although by far the majority are computer—related. One guy recently
posted a message saying he wondered if anyone had a tin bath tub for saie!

The GAMING_UK echo is for any chat about computer games {in the UK as opposed to the
USAj, and the MARKET echo is for commercie/ computer hardware/software vendors to
advertise. The way | would use this iast echo is 1o post 2 message asking. e.g. for the iowest
price for a piece of computer hardware. Hopetully, one of the firms using the echo wili reply
with their price for that particuiar item - it's & bit fike “shopping around” in the high street.

There is another echo called NETMAIL which is for private messages and you can only read
messages in this echo if they are written by or for you personally, and you are sent these
automancally. In fact, each time you call your BBS you will be asked if you want to check
your “mail box” for personal messages. | usually reply YES to check for any and the BBS will
tell you how many there are (if any} and ask if | want to read them but as they wili be
downloaded along with my mail packet, | don’t actually do so whilst on-line. as it costs me
more for the call. The BBS will. when you instruct it tc. compress ail the new messages into
& “mail packet”. using an archive compressor fusually PKZIP) and download it to vour
computer. usualiy straight into a directory within the OLR (more on tha! later;. Once the
packet has finished downloading. you can log~off straight away. The first ime you cali 8 BBS
the mail packet may be enormous. especially I you choose the most popular echoes. but
vou will usually be iimited to a maximum number oOf messages Dev echo and/or mail packet.
¥ you have 2 fast modem this could take a few seconde. but 2 slower modem might take a
few minutes to downioad & large maii packet.



The other main section of a BBS is the File areas. which contain thousands of compessed
files covering every conceivable computer subject. including games, adventure solutions and
ail sorts of utimes. Those availabie will be free or shareware. i.e. you are supposed to pay a
fee to the programmer if you want to use the program past a2 certain number of days. Some
files, even compressed, are very iarge and even with a fast modem may take several minutes
to download.

Note that a lot of BBSs operate on a “download ratios” basis,i.e. they will aliow you to
download, say, 10 files "for free” but i you want any more ithis does not appiy to mail
packet downloads, incidentally) YOU have to upload a file or files to the file area of the BBS.
You may ask yourself wha! you could possibie offer, but adventure hints and tips and
solutions would be the most obvious choice for Probe readers ~ so iong as they are your
Own work and not someone else’'s of course! When | had an Amiga, | upicaded snapshots of
my Spectrum text adventures for use with a Spectrum emulator, to the BBS | used then.

Once the mail packet has been downloaded and the BBS logged off, you auit the comms
program and run the OLR (Off-Line Reader) program. | use one calied BlueWave and it is
very easy to use. You highlight OPEN MAIL PACKET from the main menu and press enter,
and the latest packet will be “unzipped”. ie. decompressed using PKUNZIF and the
messages soned into the appropriate areas for you to read. ¥ there are any personai
messages for you. thesc will be offered first for your perusal ¥ you wish to repiv to
a message you are reading vou just press R and a text editor will be loaded. in most cases
you would reload the origina!l letter you are replying to and you edit this t¢ show the relevant
sentences or paragraph you are commenting on. The iines of the onginal message wili be
prefixed with the writer’s initials and an arrow, e.g. LH->, and may aiso be in a different
colour, to differentiate between your own comments and the originators.

f when reading messages you see two (or more) peopie sending messages to each other
about & subject you are interested in, it is quite okay to “butt in” to this “conference” as it is
known, with your own comments. You wili often see messages asking for heip with games
(in the GAMING_UK echo) or offering something for sale {in the BUY echo) and these will be
addressed to “ALL" rather than individuais.

Abbreviations are used extensively in the worid of comms, mainly for commonly used
phrases, examples being: BTW (By The Way), AFAICR (As Far As | Can Remember}, IYSWIM
{if You See What i Mean) and IMHO {in My Humble — or Honest - Opinion;. Peopie wiii often
sign off with CU L8r. M8 {See You Later. Mate) and wili ofien attach a "Tag-line™ ai the foot of
the message. This is @ humorous one-line comment or joke. my favourite being “dimmy
Hendrix's modem was & Purple Hayes! {Haves being a make of modem;.

Once vou have written ali vour repiies and/or new messages vyou instruct the OLR 1o
compress them into & reply mail packet and then vou auit the CLE. You then reiocad the
comms program. call the BBS back and. once logged on again. you ubload vour repiy to the

BS - this wili take only a coupie of seconds. even with a slow modem. Cnce the BES has
accepted your packel you can lfog off again. You can. of course wrie and repiy to
messages whiist connected te the BBE, but this will add to your phone bill and vou may find
as | did recently when doing just this. that you left something out of the messaas Once you
have posted the message while on~line. you cannot then re—edt il as vou cen wher using
the OLR. So vou can see that. even using a fairiy siow modem. you can spens iess nan
minutes of phone time calling the BBS. getting your messages and sending new onee. per
week, | say ‘per week because that 1s the usuai frequency of my caiis - you can call as
often as you want but are usualy iimned to & certain amount of time on~fine per aay

[S2IN¢



The big difference between the Intemet and BBSs is the time it takes for message to get
around, the internet being 2 lot faster. My friend Bob Adams, (who himself used to run the
“Adventure Probe” BBS back in the days when he had an Amiga - he now actually “surfs
the Net” on his PC), once sent an Email internet message to a guy in the USA and received
a reply within two hours! What was even more amazing about this was that when Bob sent
the Email it was Sam UK time, but about 3am US time.

| can usually send a Netmail message to a certain person and, as long as that person
receives the message promptly. get & reply within a coupie of days. Messages do take a
white to fitter through the FIDONET network and you may find yourself receiving a reply to &
message you posted a week or more previously. especially if the message was & general
one addressed to "All".

| can actually send Email messages via the intenet through the BBS | use {not al! will have
internet access) i | want to, and ingeed did just before iast Christmas. | have & fnend in
Japan whom | have exchanged Christmas cards with for 2 long time and this year as weli as
his return address he aiso put his Email address on the envelope. i sent an Emaii Chnstmas
greeting to him a couple of days before the 25th and received a reply just after. | have also
received (and repiied 1o} ordinary Fidonet messages from mainland Surope and even got a
reply from & guy in the USA when | asked for heip with & PC game.

The BUY echo is extremely popular and there are usually between 100 and 200 new
messages each week in this echo. | recently put a message in this echo advertising for
second—hand 2" discs for use with my Spectrum +3 and within a week received about half a
dozen replies. These inciuded one from a guy in Leicestershire who said he had a "box full”
in his loft and invited me to make him an offer for them. We came to an agreement and { got
myself 20 2 discs for £12 including p&p. | also got myself a green-—screen monitor {to
replace my awful B&W TV that gave so many people problems during the MegaPoints
competition at the Adventurers Convention) a7d'a non-working Spectrum +3 (! just had to fix
the disk drive with a rubber band!} for £20 before Christmas. if there's a computer game or
piece of hardware you want. there’s bound to be someone out there who has got it.

¥ you have been considering buying a modem but have been put off because of the cost
and compiexity of the internet, then maybe the BBS network is what you have been iooking
for. | can provide phone numbers of BBSs in any English county, plus those in Scotland,
Wales and N. Ireland. In fact, if you have a PC | can supply a program with compiete fists, on
receipt of a blank PC disk.

if anyone who already has internet access fancies sending me a message. my Email address
1s:

1arry norshelG@expiosion Nemesis.co.Uk

| look forward to receiving vour messages! If vou would like to contact the BBS i use. it s
based in Tonbridge. Kent, and is calied EXPLOSION BBS. The SysOp is Simon Harme! anc
the telephone number is 01732 773368, tt is open 24 hours a day. has internet access. is
free to join and there are nc “download ratic”. What more could one want?

P.S. Since writing the above, my guru and mentor Mr. Bob ‘Amster’ Adams has pointed out
to me that accessing and downloading messages via the internet can be just as quick as it 1s
with BBSs. However, you still have to pay a monthly subscription in addiion to vour phone
bilis and 1t is this that puts me off - why pay when you can get it free from a BBS?
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THE ADVENTURES OF PABLO PICKAXE
by David Hebblethwaite

You've read the book ... now hear the words!

Yes, now you can hear about Pablo's expioits in this great
new audic production!

Featuring Pablo's first eight adventures, as read by the
author himself, David Hebblethwaite!

Also featuring numerous sound effects and stuff like that,
and a gaudy green box!

This cassette is only =82.50w plus postage and packing
(UK 50p, overseas £1)

And! £1.25 from each order goes to Comic Relief!
Available from this address:

David Hebblethwaite, 29 Oldfield,
Honley, Huddersfield,
West Yorkshire, HD7 2RL,
England, UK

Payment by cash, cheaue or postal order, made payabie
to D. Hebblethwaite.



Ohe Adventure Workshop

Adventures for the Commodore C64

SHADOWS OF THE NIGHT by DOROTHY MILLARD Tape or Disc £2.00
MISTY ISLAND by DOROTHY MILLARD Tape or Disc £2.00
YELLOW PERIL by DOROTHY MILLARD Tape or Disc £2.00

LAND OF THE PURPLE SEA by DOROTHY MILLARD Tape or Disc £2.00
THE WESTBURY MYSTERY by DOROTHY MILLARD Tape or Disc £2.00

RJ’S ULTIMATUM by DOROTHY MILLARD Tape or Disc £2.00
HARBORO by DOROTHY MILLARD Tape or Disc £2.00
L.LOST IN THE AMAZON by DOROTHY MILLARD Tape or Disc £2.00
THE MILLION DOLLAR GREAT JEWEL HEIST Tape or Disc £2.00

by DOROTHY MILLARD
TROUBLE AT BRIDGETON by DOROTHY MILLARD Tape or Disc £2.00
ADVENTURE IN TIME & SPACE by DOROTHY MILLARD Tape or Disc £2.00

THE DARE by DOROTHY MILLARD Tape or Disc £2.00
ST JIVES by DOROTHY MILLARD Tape or Disc £2.00
MERLIN by MICHAEL HUNT (TwoParts) Tape or Disc £3.00
PRE-HISTORY by MICHAEL HUNT Tape or Disc £2.00

DANGER ADVENTURER AT WORK! by SIMON AVERY  Tape or Disc £2.00
DANGER ADVENTURER AT WORK! 2 by SIMON AVERY Tape or Disc £2.00

MAGICIAN'S APPRENTICE by SIMON AVERY Tape or Disc £2.00
PRISON BLUES by SIMON AVERY Tape or Disc £2.00
TOTAL REALITY DELUSION by SIMON AVERY Tape or Disc £2.00
GERBIL RIOT OF '67 by SIMON AVERY Tape or Disc £2.00
HOUSE OUT OF TOWN by SIMON AVERY Tape or Disc £2.00
DANCES WITH BUNNY RABBITS by SIMON AVERY Tape or Disc £2.00
JASON OF THE ARGONAUTS by SIMON AVERY Tape or Disc £2.00
THE STAFF OF POWER by SUSAN MEDLEY Tape or Disc £2.00

BLACK MASS / BB IN WALESVILLE by DAMIAN STEELE Tape or Disc £2.00
BB INVESTIGATES / 8TH CRIME by DAMIAN STEELE  Tape or Disc £2.00
AFTER THE PARTY / BECAUSE OF A CAT Tape or Disc £2.00
by DAMIAN STEELE

ROUGE MIDGET 2/ BB's TV HELL by DAMIAN STEELE Tape or Disc £2.00
OG THE GREAT by DAMIAN STEELE (Three Parts) Tape or Disc £2.00
JUST ANOTHER P.o.W. / BABY BLUES Tape or Disc £2.00
by DAMIAN STEELE

SO LITTLE TIME / 'M INNOCENT by DAMIAN STEELE  Tape or Disc £2.00

RITES OF PASSAGE / TRAP SPRINGER Tape or Disc £2.06
by DAMIAN STEELE

FABLED TREASURE OF KOOSAR by D BARDON Tape or Disc £2.00
| DARE YOU by LOUISE WENLOCK Tape or Disc £2.00
CURSED BE THE CITY from INCANTATION Tape or Disc £2.00
BORED OF THE RINGS by FERGUS McNEILL Tape or Disc £3.00
BUGSY from ST BRIDES (Two Parts) Tape or Disc £2.5C
ARNOLD THE ADVENTURER by SCOTT DENYER Tape or Disc £2.00

’ —~ " N i
{Tne Aaventure Workshop 3% Grasmere Road. Roytor Oidnam, Lancashire OL2 BSR |l
[Prices inciude p&o Please make Cheaques/Postal orders payabie to P.M Revnolas




ohe Adventure YWorkshop

Adventures for the Amstrad

i NEW RELEASES I
ohe (Bardic the

By Yamie Murphy

The second game of the Leopold the Minstrel Trilogy

Leopold was worried. He sat down on his bed and scratched his
head. The Rite was this very day and he had done nothing.

Right, may as well get to it, he thought, before Tomas wins without
me doing anything. Now, what did | have to do...?

Leopold had to find himself some original music, and an instrument

to play it on. And he had to be ready for when the Bardic Bell was
rung.

Oh dear, oh dear. And he hadn't been to see the Judges yet...

Available Now on Disc oniy for CP/M~ Priced £4.00

MATCHMAKER

by JACK LOCKERBY

Your quest is simplicity itself.... all you have to do is get the Prince and the
Princess to church on time. The Prince carrying the wedding ring and the
Princess dressed in her bridal gown and carrying a iarge bouquet of flowers. Oh

and before | forget, you wili also need a page-boy, dressed in a sailor's suit, to be
in attendance.

Availabie Now on Disc oniv fer CP/M- and CP/M 2.2 Priced £4.00

Tne Acveniure Worksnog . 3% Grasmere Roac Rov.on. Oldnam. Lancasnhire. OL2 6SR
| Prices include p&r  Please make Cheaques/Postal orders pavable to P.M Revynolds




ENOBI SOFTWARE

26 SPOTLAND TOP, CUTGATE, ROCHDALE. LANCS. OL12 7NX

ADVENTURES for SPECTRUM 48K & 128K & ATARI ST/STE
aiso ATARIL AMIGA. PC and MAC
under emutation uniess otherwise stated

A WoOods/P Page

Stalker {128k only - Not MAS or ATARI)

Alan Davis
House On The Tor
Alan Devey
Dungeons Of Maldread
Teenage Emergency
Alex Williams
Bovd File
Clive Wilson

venom

The Darkest Road
See-Kaa Of Assiah
The Time Of Dread

Whiplash & Wagonwheei (ATAR only}

Kobyashi Ag'Kwo

The Unbom One

2222

The Little Wandering Guru
Kobyashi Naru

Nightwing

The Shard of inovar
Demigos

The Tears Of The Moon

Craig Davies
Murder Huni

Quest For The Holy Something
Murder Hunt 2

Dave Hawkins

Stranded (state 48k or 128k}

Dennis Francombe
The Song ¢f Taliesin
The Golden Sword Of Bhakhor
The Fisher King
Perseus
Diarmid
Hob's Hoard

Dented Designs
Game Without A Name
Diane Rice

The Black Tower

The Twelve Days Of Christmas
Serpentine Tale

Fergus McNeil

Bored Of The Rings

The Bogoit

RobIn OF Sheriotk

The Big Sieaze

Sherwood Forest

The Dragonstar Trilogy
Quest For The Hoty Joystick
Rewrn O The Jovstck




8th Day Software

Four Minutes To Mignight
Cuddies

Quann Tuila

lce Station 2ero

in Search Of Angels
Faerie

HRH.

Earthshock

A Harvesting Moon
Ronnie Goes To Heollywood
Weaver Of Her Dreams

SiBrides

The Secret Of S{.Brides

The Snow Queen

The Very Big Cave Agventure
Bugsy

Jack The Ripper

The White Feather Cloak
Siiverwolf

The Dogboy

Precision Software

The Extricator
The Energem Enigma

Walter Pooiey

Desert island
Castie Adventure
Mansion Quest
Mission X
Pyramid

Gareth Pitchtord

Man About The House

Search For The Nether Regions
Microtair Madness {128k only - NOI MAC
or ATARI)

PCW.

Garry Cappuccini
Crack City

|
i

i

i

Geoff Lynas
April 7th
George Hoyle
Balrog's Day Out
The Emeraid Elf
Fistful Of Necronomicons

Brian The Novice Barbarian
The Troubie With Trolls

High voitage
Cortizone (ATAR] only)

lan Eveleigh
The Lamberiey Mystery

lan Osbome
Sam’s Unexcellent Adventure

lan S.Brown

Bog Of Brit
The Managarie

J.Scot/s Boyd

For Pete’s Sake

Lycanthropy

Red Alert

Escape From Hodgkins' Manor
Limelight

The Beginning Of The End

Labour Pains

The End is Nigh

why is The World Round Anyway?
Toddier Trouble

Mutiny - Episode One (128K only - not
MAC or ATARI)

Mutiny - The Final Chapter (128k only -
Not MAC or ATARD)

Loose Ends

All In A Day’s Work

ZENOB! SOFTWARE
26 Spotiand Tops. Cutgate, Rochdale,
Lancs. OL12 7NX



Jack Lockerby

Deep Waters Vol.l (Compilation - £5.99)
Deep Waters Volll {Compilation - £5.99)
Murder - He Said (128 only - Not MAC
or ATARI)

Theme Park UK

The House

Kidnapped

Norman's Lament

Dragon’'s Quest

Enchanted Cotlage (Not SPECTRUM)
Civil Service Il

The Escaping Habit

Theme Park USA

39 Steps (128k only - Not MAC or
ATAR}

The Dark Tower

The Ellisnore Diamond

Treasure Isiand

Liteboat (Not SPECTRUM)

Dr.Jekyll & Mr.Hyde (ATAR! only)

The Mines Of Lithiad

Civii Service

Davy Jones’ Locker {Not SPECTRUM)
The Miser i
Zen

into The Mystic (Not SPECTRUM)
The Wizard Of Oz

The Citade!

James Tayior
Cpl.Stone 1
Jamie Murphy
(all 128K only - NOt MAC or ATARI)
The Khangrin Pians .
The Pendant Of Logryn !
Leopoid The Minstrei
The Bardic Rite
The Final Chorus
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Jason McHale

Deek’s Deeds
Urban

Jason Taytor

New Amval (ATAR! onty)
Magic Shop (ATARI only)

Jeremy Piper

The Apprentice (128k only - Not MAC or
ATARY)

June Rowe/P Cardin
Jester's Jaunt
Kane Conway

Lost Twilight {128k only - Not MAC or
ATARI)

Karen Tyers

Ten Green Botties

The Curse of Nimue

Rhyme Crime (128k onty - Not MAC or
ATARY

Kari Bunyan

Dungeon Romp
The Tales Of Mathematica
The Mapper

Keith Bumard

The Golden Lockel

Radiomania

The Crystals of Kings
Kez Gray

The Krazy Kartoonist Kaper (128k only -
Not MAC or ATARD

ZENOB! SOFTWARE
2% Spotland Toos. Cutgate, Rochdale.
ncs. OL1Z 7NX



Laurence Creighton

The Lost Temple

Lost In Time

The Curse of Calutha

There is A Bomb Under Parliament
Laskar's Crystal

The Bermuda Triangle
Beyond Eldorado

The Mummy's Crypt

£clipse

Marooned

Benoid Atiantis

The Treasure Of Santa Maria
Flameout

impact

The Legacy

The well Of 20!

The Goiden Pyramid
Melidown

Laskar's Retum

Les Floyd

The Pawns of War
The infiltrator

Linga Doughty (Wright)
The Beast (128k only - NOtMAC or
ATARY)

Agatha’s Folly
Jage Stone
Cioud 99 (state 48k or 128k)
Macsoft
The Amuiet Of Darath
Mark Cantrell

Diablo (state 48k or 128k)

Gods Of War (state 48k Or 128K)
Jester Quest (state 48k or 128K)
Project Nova

Mark YWalker
The Oppressed Land

Mike Jessop
The Slaughter Caves

N.Clark/G.Tonner
Boroer Warfare (ATAR! only)

Paimer P.Eldritch

A Legacy For Alaric
The Magic Isle

Patrick Walsh
The Case Of The Beheaded Smuggier
S and D.Gray
The Adventurer (ATAR! only)
S.Boyd

Knight Life {128k only - Not MAC or
ATAR)

Scott Johnson
Lightmare - The Village Of Delvhom
Sean Vennard
Wizard Quest
Sigmasoft
Elfindor
Square Peg

Aurascope (128k only - Not MAC or
ATARI)

Steve Clay

The Final Demand
Tax Retums
The Taxman Cometh
Sue Mediey

The Staff of Power

ZENOBI SOFTWARE

26 Spotiand Tops, Cutgate, Rochdale,
Lancs. OL12 7NX



Travelier in Black

The Viciater Of voodoo
Aztec Assautt

Phoenix

Celtic Carnage

The Bairog

An Everyday Tale Of A Seeker Of Golo
The Secrat Of Little Hoacome

From Qut Of A Dark Night Skv

Buibo And The Lizarc-King

Fuddo And Siam

Retarded Creatures And Caverns
Behind Cioseg Doors

Behind Ciosed Doors 2

Behind Closed Doors 3 - Revenge Of
The Ants

Balrog And The Cat

Terry Tavios
The Labours of Hercules

Essential Myth

Dr.Jekyli And My Hyde (state 48k or

128K)
Scott Denyer

Arnold |/ Amnold i
Amold the Aaventurer ii

Phifip Richmond
Number Six in The Vilfage
Acesofi
Enc-Day 2240 (ATARI only)
S.McClure/l.Smith

Alien Research Centre
The Hit

Mike Gerrard
One Of Dur Wombats Is Missing

I titles are available for the SPECTRUM, +3, PLUS D, ATARI, AMIGA, MAC or PC
uniess marked otherwise. All prices include for package and posting and are as
toliows ...

SPECTRUM 48K £288 - SPECTRUM 128K £2.98 - SPECTRUM +3£399
SPECTRUMPlus D £288 - ATARIZ289 - AMIGA £29% - MAC £288 - PC 298

Al ‘EMULATIONS come compiete with a FREE emulator or which to play them
anc instructions on how to run this emulator will be found on the disk.

AMIGA owners wishing 1o play “128k games on their maching wiii receive a different
emulator to the one supphed for "48« games - please note. this emulator only
comes with the first title vou purchase and shouit be usec witn ail fuwre
purchases. An additionat charge of £1 wili be levied tor this particuiar emulater only.
ThereaHer please state whether you have the emulator or not and ali new titles wik
pe forwarded in a format that will run on that emulator and will only Cost tne
‘norma’ listed price.

Orders 1o be sent 1o ...

ZENORB! SOFTWARE, 26 SPOTLAND TOPS
CUTGATE. ROCHDALE
LANCASHIRE. OL12 TNX

Chegues angd Postal Orders to be mage out 1o ZENOB! SOFTWARE.



ADVENTURES FOR THE C64

Public Domain/Shareware Compilations

£1.50 each - available on tape or disc

#1.

Legend of Leydon House

Kignapped

Batrog of Triad

Lost Empire

Stygran Tombs
Room of Lost Jewels

#2.

Billy Baker in Walesville
Billy Barker's TV Hell
Just Another POW
Trap Springer

#3.

Escape from Mars
Baseball Agventure
Revenge Adventure
Deadly Dungeon

i
A,

Adventure {sianc
Stuck in Space

Agventure Prob

#5.

Night of the Walking Dead

Sea Phantom

Frankenstein’s Legacy
Revenge of tihe Moon Goddess
Eve of the Inca

Perils of Darkest Africa

#6.

Staff of Law
Stone Table
Staiag 23

On the Run

#7.

Adventure in Atlantis
African Adventure
Circieworld

Dog Star Adventure

#8.

Citade! of Yah-Mor
Death Valiey

The Lighthouse
Temporai

west

Available from -
o 52 Burtorg Road, Liverpoo!, L16 8AL. UK.

&
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PERSONAL MESSAGES

To Ali Probers - i'm looking for E-Mail pen friends. any age. any sex. ali istiars will
be answered. Write 10 Laurence Creighton at Larry@Gem.co .22 (nG got afte tne
za) (Laurence)

To The Trainspotter - You should have trained for it. (Matt)

To Loobitoo - 'Spose so. but 00 you net find that, if you've just hac a cup of
coffee, your mouth's wetl and it's easy for the ol tongue 1o siip? (Matt)

To K.B. - How about a string of guitar players? (Magd Cat)

To wynne - M55 a motorway? Nostaigia ain what it use’ta be ... (Mad Cat)

To Jon - Shove short a letter? Wanna try? (Mad Cat)

To M.PoOIo - Semi-coal trail? Care to guess? (Mad Cat)

To Mary S-P - One-in-a-miliion girl m the pitch? Can vou soive? (Mad Cat

To Phili - Colourfui buffoon who likes strong currents? Hm? (Mad Cat)

To Trainspotier - BASIC swimming on the rails? Spot this! (Mag Cat)

To Elien - Wny not? Don't thev say “Trurd Time Lucky™? {M.PoIC;

To Ellen - Maybe it wasn’t twinkie. but winkie. (M Polo)

To Edten - Of course it is. Did it ever change (the arrangement?) (M Poio?

To Dopev - Sne was a scareav-cal. a real custarc. (M.Polo)

To Uncle Horace - issat nght? (M. Poio)

To Snowy - You ain't seen nothing till you see me fix a nipple. (Marco. The
Over-Empnatc Piumber)

To Damian - 've not managed to make it go "BANG™ - yel {Phew) (Elien)

To The Tramspotter - Nah, not a good idea. The only thing I'm good ai creabing is
havoc. (Eiten)

To Jon - Hmmm, ' not thought of that P’'haps you're right. (Elien}

To Wynne - Not only did we go in aN’ OVA, Brum, we alse went around ang apou?
it ian't we? (Elien)

To Martin - RELAX? #7ro was relaxed? Not me . that's for sure. {=len)

To Larry - Hopefully this vear I'lf ind Birmingham OK. Then 'l onlv have 1o worny
apout finding the hotel. (tien)

To M.Polo - Ugh. neither wouid | (Eliew’;

To MPolo - Tell i the back goor's untocked - in anticipatior . (Snowy'

TC M.Polo - That ¢ be no Qoo 10 me. My na:” 5 slit (Dretiv) vouns v'sese. [Snowy'
7O M.POIC - You must ve neard wrong. P'haps the o1 ears are going the same way
as the of eyes” [Snowy

To Damian - Thank: for asking atter me the other mant Tell me. now § vour 00T
Seli? (Uncle Horase;

To MPole - you ask me. it DON'T bear thnking about' (uncie Horace

To Jon - Our roor in tne 1actorv nas S1opopec "ROCH NG - wea re "Dance g i
e beat now. (Gilly)



To Jon - You're so00 right about that, mucker, they'li squeeze you till you've nowt
left 1o give, nowadays, won't they? (Dusty)

To Jon - He won't have far to go - he's halfway there already. tee hee. (Fudge)
To Jon - Yup, they did, but we've purrroved them wrong, haven’t we? {Loobiloo)
To The Pink Panther - | think vou’'ll strike out with Petra there. She's more of an
“ingdoor sports” fan. (Kevin)

To Ellen - All right. (Jon)

To Snow White - | don't exactly know, | don’t suppose you've any ideas. Nah!
(Jon)

To Dusty - Perhaps not; it might be a mistake. {Jon)

IN TOUCH

WANTED - "LEGEND” by Mindscape. Please contact Frank Oliver, 2 Ravenspum
Road, Patrington, Nr. Hull, E.Yorkshire, HU12 0QB.

WANTED FOR AMIGA 500 - "KNIGHTMARE". Please contact Mary Scoti-Parker,
Birchwood, Nunclose, Armathwaite. Carlisle, CA4 9TN

HELP WANTED

Does anyone have hints or a solution for "CHURCH OF DEATH" and "SHADOW ON
GLASS"? ¥ s0, please forward to the Probe office. Thank you. Barbara

NEWSDESK

WoW Software

Due to the very sad death of Joan Pancott WoW has ceased trading for the moment bu!
arrangements are being made for it to continue in Joan's memory. so watch this space for an
announcement.

Zenobi Sofiware

The latest reiease 1s MURDER MYSTERY WIEKZIND by Jor Scot it 1s pasec on events
during the 1996 Adventurers Convention and everyone who aftending s mentioned! Can vou
surnvive your encounter with: the Uncivil Servants. rips 10 vanous restaurants. ¢ dream tnat
may tum into & nightmare when vou wake up. the conventior itsel!. the Cliff Richarg Fan
Ciub. and then arrest the murderer?

This is a very compiex 128K game 1a bit of nelp is given by the suppiy of an iunerary: wnich
will keep even experienced plavers puzziing for weeks

Availabie for 128K Spectrums (tape and +D) and PCte) £2.9¢ Spectrum +2 £3.98 Amigafe’
£3.9¢. but £2.989 if you aiready have the boot-up disc. Sorry. no Atarie}.



OBJECTS AND THEIR USES

CRYSTAL CAVERN compiled by Karen Tyers on & Spectrum — aiso available on
Amstrad

Toad .......... kiss at gargoyle

Violet .......... crush to shrink/grow

Tiny boot . . woll

Smalipin ... wave at ange! of death
Piece of ple ... eat at gates of ume
Cheese . Ahrow at chimerz

Ribbon ..........drop in mud for armband
Mouse ... clockwork — wind and drop at rats
Smaii key ... WINd mouse

Hat ... Merlin's, wear

Famphiet ......... throw at mutant bookworm
Paper .........read and soive crossword
Ham give to ghou!

Truncheon ......... whittle for wand

Woolhy cap . .give to soldier

Radiauon sutt .......... wear in future
Gnmoire .......... shake

Page from gnmoire ........
Black armband .......... wear to get into castie
Gauntlet .......... wear before bribing trof}

.......... whittie truncheon

.......... Merlin's. wear

Wand ........Merlin's

Crvstai goble! ... throw at Merhn afier vapourise
Green scabbard ... throw at green knught

Cloak .......... Merlin's, wear

ARROW OF DEATH P1.2 played by Barbara Bassingthwaighte on a BBC - also
avaiiable for most computers

Flint ... lights things

eat 1o make yourseli stronger

.......... makes you float wher jumping
......... wear when fiving

Gil famp ..........gives light

Uniform ......... wear when turning whee!

Rope .......... tie 1o grating and mule

Key . Ahe usual

17T — feed mule with it

Pipe topacco .......... fili pipe with it and smoxe when in fish's stomach
Boat ..........sail across lake

Rock ... throw at skeieion Shovei ... the usua;

Dynamite ... ... drop by bouider

Smooift stone ..........Tub L then give ii to begga:
Magic bow and arrow ... used to kil! XERDON
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TREASURE CHEST

MERLIN’S GOLDEN TROVE played by Dorothy Millard on a PC

1. magician’s gold wand 16. sturdy gold candlestick
2. round solid gold orb 17. gold egg from the famous goose
3. large gold goblet 18. solid gold feather
4. ornate gold fiute 19. long golden lance
5. large sharp golden magic sword 20. strange gold medallion
€. magicai goid ring 21. wide goid magic shieid
7. goiden arrow 22. heavy solid gold bar
&. heavy gold nugget 23. duii gold knite
€. smali gold key 24. shining gold skull
10. tarnished gold shovei 25. smali gold vase
11. brilliant gold crucifix 26. heavy gold crown
12. small gold vial 27. worn goid fork
12. beautiful gold locket 28. human tooth made from goid
4. solid gold appie 28. smali gold bel!
15. bag of goid coins 30. goid tablet with an inscription on 1t

SPELL BOOK

WIZARD’S SKULL played by Barbara Bassingthwaighte on a Spectrum

Green Jar Cowardice
Red Jar Truth & Death
Blue Jar Remorse
Purple Jar Strength
Black Jar Normality
White Jar Betrayai

RED HERRINGS

CRASH LANDING played by Barbara Gibb

Torch. Coins. Bottie. Scrap metal. Map. Acorn. Twig. Shieid. Skull. Computer consoie.

SHELL SHOCK played by Dorothy Millard

Jacket. Toothprush. Jar of ink. Machine gun. Picture and Book

WiZARD'S SKULL played by Barpara Bassingthwaighte

Lea’ Ruby. Bali of wax. Horseshoe. Wooden stafi. Gold coin. Bone
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GETTING YOU STARTED

BROKEN SWORD played by Peter Ciark on a PC

You start outside a cafe. A clown enter the cafe and. shortly after. runs out again. There is an
explosion. Pick up the newspaper and go into the cafe. Examine the body and talk to the
waitress. Leave the cafe and walk to the roadworks. Rosso, the policemen and his sidekick
will stop vou and force you to return to the cafe where you will be interviewed. After the
interview leave the cafe. Nico, the photographer is outside. Talk to her about the clown and
Plantard. the clown’s victim until she has told you all she knows and gives you her telephone
number. Go to the roadworks and give the newspaper to the workman. When he leaves, ge!
the too! from his toolbox inside the tent Go to the aliley opposite the cafe and open the
manhole cover with the too!l. Go down and get the clown's nose from the first sewer. Get the
tissue and material from the second sewer. Ciimb the ladder o the counyard. Show Rosso's
card then the material to the man a! the top. Ask him about the jacket then say goodbye and
return to the roadworks through the gate. Phone Nico and get ner address. Go nght from the
roadworks then go to Rue Jarry. Talk to the flower seller .............

CITADEL piayed by Karen Tvers on a Spectrum — also available for
Atari{e}, Amiga(e), PC(e) and MAC(e)

W. NW, X TREE (see garic buds and bird; X BIRD (vou are told it like dung insects). N. X
PENTACLE. X BRACELET. GET BRACELET {flames drive you back). E. X GRASS f{find giass;.
GET GLASS. N. X VINE. DROP ALL. U. W. X HUT f{find backpackj. E. D, PULL VINE HARD (it
falls at your feet), GET ALL, E X HOLE S, ENTER (see man tied to iable under swinging
sword) ...............

JUNKYARD pilayed by Dorothy Millard on a C64

You are Dr. Nemesis. To pevent you from testifving at a triai you are thrown into a junkyarc
from which you must escape.

Leave the button. INVentory (you have 2 bottle of poison and & chronometer). LOOK
CHRONOMETER (it telis how much time you have leffj, S SE SE SE E. SE. S E. E (o
curious area;, N. N, N, NW. W NW N (to where the starship fioor plates are piled high}, W
{something s toc big), DROP AlLL. W, W. S (don't be tempted to get the switch;, GET
ANTi—grav unit, THROW ANTi-grav (it sail cleanly over the debns and lands oul of sight)
OPEN SWITCH (this tums off the alarm sc you can enter the shack), N, E (1o inside rocket;.
GET STRANDED wire, E. GET BOTTLE. GET ANTi~grav. £ ...

RA'S REVENGE played by Dorothy Millard on a C64

Start 2t the entrance to a pvramic where 2 large rock blocks the exit GET SCROLL. RZAD
SCROLL (says nol to waste your money; DROFP SCROLL. GET VASE GET CHEESE N
{into torture chamber where a2 smali dwarf 1s strapped 1o 2 tabie) FREZ DWARF [he says that
1o escape the maze use the wand,. E (10 crossroads;. READ SIGN (says 10 peware the kiiler
rats; GO HOLE finto a mouse hole where tnere are snoring mice: READ SiGN tsay not to
jook for secret passages;. WAKE MICE (they foliow vou if you are carmving the cheese,. £ (ic
where a cat is guarding a cannon - the mice chase after the cati. DROP CHEESE (the mice
return and eat it,. GIZT AXE. LOOK {keep LCOKing untii the Wereat appears;. LOOH (vou finc
vourself In the Wereat s mouth) GO STOMACH. GET ACID (in the ciay vase). D
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MAGIC SHOP played by Barbara Gibb on an Atari

Start outside the shop. Click on the window for information. Click on the poster on the wall.
Ciick on the door and highiight the text and click to enter the shop.

You can obtain very descriptive text by clicking on the fire. chair. candiestick and
floor/wall/counter. Ciick on the woman, highlight “you can show some interest if you like”
and click. Click on her again. Now highiight "you inform her that you are not a magician”
and click. Click on her e third time and she says “Don't be silly” ... This shop is for real
magicians and wizards ... anyway | know you are only joking as only reai magicians can
leave the shop.” Click on this text and then the woman again, then “You may like to ieave the
shop through the doorway.” Click on “I" to discover & blinding fire is preventing you from
leaving the shop.

Click on the text and try the woman vet! again. This time reques! to “see some items of
magic”. You have a choice of five items:— an old silver ring. a pair of red dice, a soft velvet
pouch containing a herb. a carved figure and a mirror. You need all five. but must choose
one at a time. returning 1o the shop after each section.

Ciick on the bag to see blue fiames. Click on "I and “you appear to be entering a new
world”. Click on the fence and then “beyond it vou hear the sound of gently flowing river”.
Ciick on the sword

QUEST FOR THE TIME-BIRD pilayed by Barbara Gibb on an Atari — aiso
available for Amiga and PC

After carefully reading the introduction, select “You prepare a plan of action’” then ciick on
Brogan to pick up some food. Again select “plan of action™ and then click on the trusty
reaper beside Brogan. Now set off on your quest

You can choose a difficult or easy route depending
on your mood. | prefer no fighting, so chose to
trave! to the March of Thousand Greens as
suggested in the manual.

Carefully position the end of the narrator's stick on
the white dot to trave! there. Wnen the red circle
covers the white dot click to bring up 2 map of the
domain and & large inser picture. (¥ you click
somewhere near the water of this picture a Fol De
Dol may appear and ask you & riddle. 4 caterpillar
1s worse thar a thorn in vour side.} Ciick on the
aark green foliage in the top nght corner of the
insert. You now have oniy the map of the domain.

Ciick on the forest a! the top lett corner o° the
screen to bring up another mnser: picture. this time
showifg two inhabitants — one young. one oiger.
Click on the left side of this picture to get a picture
of three inhabitants — one young. one oider and one very oid. Ciick on tne righi side o this
picture to get another showing 2 singie old man. Click on the right sige of this picture 1 get
one of two femaie innabitants by a tree




HINTS AND TIPS

ASTEROID ADVENTURE played by Barbara Gibb on an Atari

Throw something from the balcony. If it is the correct object you shouia now find an aien in
the sieeping quarters,

You need a key to unlock the drawer in the desk in the storage room.
A card will allow you access fo the stee! pane! and forcefield.

Arm the cannister with the computer and place it near the main power source.

BACK TO THE FUTURE 4 played by Barbara Gibb on an Amiga
s 1 > 5 5

Put the car somewhers where it can’t be seen.

Trave! by train into town.

li captured by Indians, give thern something.

Find evidence that the Doc was here.

Visit the Welis Fargo office.

Look in the stagecoach tor something to appear to the north.

BECAUSE OF A CAT playad by Barbara Gibb on a C64

LOIN FRIDGE to discover the miik is off. Your quest is to obtain the means to buy a pint of
fresh milk.

Before you can leave the house you mus! cure your hangover and be dressed in ieans,
T-shirt. coat and pair of shoes. You aiso need you cashcarc and tc have put the rubbisn out
for the binmen.

Search the stairs of the bus.
Try to use the cash machine, then join the queue for 2 nasty surprise.

Ride the bike to return home. Too late. the binmen have already coliected the rubbish and
won't give it back.

The assistant in the store wili give you directions to the counci! office.

Beggar can't be choosers. but it is very profitable.

CRASH LANDING played by Barbara Gibb on a Spectrum - also
available for Amstrad

Type BACKGROUND for information concerning your quest

Your first probiem is one of hunger. Find a tree anc eat the food at soon as vou can.
You need the biaster to kiil the marsh beast.

Tne ancient nenge ts magicai so vou car TELEPORT back tc your start iocauor.

Brigge the gap wnn the piank
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COLONEL’S BEQUEST played by Barbara Gibb on an Amiga - also
available for Atari (and PC?)

Act One

In the bedroom which you share with Lillian Prune. click on the portrait and note the
reference {o the one on the opposite wall. Check pictures in other rooms for a similar hint

Lillian is in the bathroom spraying perfume. Hang around here until she leaves.
Visit the Colonel’s bedroom. Look at his cigar and note Fifi's behaviour.
Look at Dr. Wilbur fFeel’'s bed and black bag.

Re-enter your bedroom where Lillian should be talking to her mother. They stop taiking
when you enter and then begin a polite conversation with you. Similarly, when you enter the
pariour Clarence Sparrow and Gertrude Dijon stop talking. as do Rudy and Dijon and Gioria
Swansong when you enter the Billiard room.

Moving objects in the back upstairs and back downstairs hallways reveals hidden rooms
enabiing you to eavesdrop on private conversations. {Stand on the platform and make sure
you are facing the appropnate way before you LOOK THROUGH HOLES)

in the parlour, look at Clarence’s cigar and the decanter on the bar.

Enter Gertrude’s bedroom {left door off front upstairs hallway} - if Gentrude is asleep in bed
and vou have done everything necessary, you will now start Act 2.

CRACK CITY played by Barbara Bassingthwaighte on a Spectrum - also
available for Atari(e}, Amiga(e), PC(e) and MAC(e)

Look in the vent in your room to get gun.

Fire the gun at the shadows on the industrial waste iand. then push man in the canal.
Beware of the policeman who is wandering around.

The warehouse — examine the pyramid to get bug, put bug under the tabile.
Benson's Bar ~ Ask barman about nurse. Find her and say “Are you sharp™.

Wear earpiece at about 14.30 1o get the password.

Don't forget to sieep at night

CRYSTALS OF KINGS played by Barbara Gibb on a Spectrum - also
available for Atari(e}, Amigale}, PC(e) and MAC(e)

You shouid start part two witn 4 crystais 1in the knapsack. which wiil be swolen. but you
recover it later in the adventure.

Hold the rope so vou can take the cow to the gate leading to the field with the buli. Ensure
sne doesn’t wander off whiie you open tne gate.

Untie the man for a reward.

To operate the portculiis — e the rope. turn the handie to raise it then PUSH LEVER to tock
it in position.

The thirsty man wili give vou an amulet if you save him.
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DAY OF THE TENTACLE played by Damian Steeie on a PC

| don’t have a vacuum cleaner.

xob noitseggus eht ni ti tup ot eigaoH esU .eigaoH ot ti eviG .ybbol eht morf rey!f eht teg ot
dranerB esU

I can’t get Laverne out of the tree.

.nwod ti 7 ot mih teg dna egroeG ot kiaT .eert eht no der tiurf eht tniap ot eigaoH teG
Laverne keeps getting locked up. What must | do?

.emutsoc elcatnet a reh teG

DEADENDERS played by Edwina Brown on a Spectrum

Pick some fiowers for Loc.

Wash and dry your uniform in the iaunderette. Go to the store~room and press it

in the cafe ask Smelli about towel.

Buy a pizza and then ask about Scary.

Go 1o Scary’s bedsit and talk o Bendy.

Search kitchen in Old Queen to find a bone. Throw i to Roly.

Ask Mange about Dan.

Ask Pete about Dan.

Move the barreis in the celiar.

Examine the tabie then hide.

Get in wardrobe and drop the photo.

DEMON KNIGHT (aka MEDIEVAL ADVENTURE) played on a C64 - also
availabie for Spectrum (and others?)

Read then discard the letier found in the reception room.

in the throne room - examine the king to find 2 rope. and pull the torch to reveal a secret
room.

Use the broom 1o sweep the rubbish in the courtyard. and then sweep the dusty path

The lance wili enable vou to get the key from the tob of the signpost. The Key uniocks the
large iron gate.

Fill the bellows with alkail from the pooi and use as a weaporn: agains! the sxeleton
END DAY 2240 played by Barbara Gibb on an Atari

Happy Face

Examine the anaiyser and insert the credit carc. Now examine and press the selector,
When vou have 2 visa and new face. travel to the Space Zone {8161

To get passed the Servo-droid you need 1D and credit card

To catch a spaceshin to Truliian vou need the off-planet visa and tickel.
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ESCAPE FROM HODGKINS’ MANOR played on a Spectrum — also
avaiiabie for Amstrad, Atari(e), Amiga(e), PC(e) and MAC(e)

There is a piece of paper atached to the disk drive. With this you can use the telephone in
the living room to call Zikov. They promise to send you their manua! immediately and i you
go to the front door vou will find the postman has arrived with it Of course the manuai 1s not
of much help, just one page which simple say plug it in.

Collect the carntridge from Percival's bedroom, then you are ready to operate the computer in
the study. First plug in the drnive. then insert the cartridge. Type in the password (remember
the graffiti;. and the electricity will be switched off. You can then push the bookcase without

getting a shock.

EXPLORING ITMUS played by Barbara Gibb on an Amiga
To build up your strength use the handarip. then the chest expander twige.
Set the trap on the hillock to catch a drabbi.

The rocky area may make & good place to cook & drabbi. Make an oven. Then light a fire
using the sticks. flintstone and iron pyrites.

Search the shaiey shelf.
Search the mist Piay cricket with Beano.
It is only safe to search the straw in the shed if you have drunk from the fountain.

At the end of the path. south of the shed, you can create an exit 1o the southwest

FULL THROTTLE played by Damian Steele on a PC
rhv i e —

All | can see is a dumpter. What now? — .tuo vaw ruoy hcnuP

Where are my keys? - .meht sah namrab ehT

How do | get into the bar? - .rood eht gnikcik yrT

How do | get the keys from the barman? - .gnir eson sih esU

HOLY GRAIL {Jim MacBrayne) ptayed by Barbara Gibb on an Atar;
Emerald Secton

To cross the abyss — press the button. drink the philtre and providing vou are carrying the
horseshoe you should fioat across the abyss.

You can't casm7y the diamond east from the balcony. Timing is most important so save your
position before entering the building. Drop the-lamp on the ground ficor. go up and open
the doo:. Empty your hands of everything except the eiixir. Drink this (1o move faster,. now
work out how to get the diamond into vour hands at the entrance.

NECTAR OF THE GODS played by Dorothy Millard on a C64

When Zeus asks you why you have come, type HELF then answer WECTAR He wili ash i
vou have an offering so say HELMET. You are now free to expiore the palace.
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LASKAR'S RETURN played by Barbara Gibb on a Spectrum - also
available for Atari{e), Amiga(e), PC(e) and MAC{e)

Use the meteorite to lift the bolt on the inside of the stall door.

insert the crystal into the device. Ramsave before pressing any buttons.

The disc is your light source.

The straw is hiding & hole in the fioor.

One of the buttons on the fully-operational device will dispose of the spider.
The parchment holds the key to the steel doors.

Clean the sensor on the spacecraft.

MYSTERY OF THE LOST SHEEP played by Barbara Gibb on a BBC -
also available on C64 (and others?)

You can MAKE 2 SPADE providing you have the backbone and tailbone of the promble.
Make a mountain out of a moiehill and then climb i

Wave the magnifying glass. then focus the sun on the lock to open the door.

Teli the tramp the meaning of life to obtain & lighter and chalk.

Ask Bounty Bob to move.

Smash the door of the bus with the crowbar.

Throwing something at the halo to clear the mist

PARANORMAL PALACE played by Barbara Gibb on an Amiga

The alien disease wiil kill you if you don't seek specialist help.

Visit all the alcoves: the specialists can help you.

You will never get to need the gazette.

it is worth revisiting the beach and remembering what you were advised to do there.
The ucky charm will save you from being crushed by falling rock.

The keys from the amusement arcade will uniock the door to the iog cabin.

SLEEPIN’ AGAIN played by Barbara Gibb on an Amstrad - also availabte
on Spectrum

Fart One

You need a stick to get something out of the jug.

You need the fiypaper to catch the cricket

Tickie the dragon to find the wand.

In the cave - Y, ALCOVE, ¥, WER. an¢ CUT STRAND WITH SWORD to revea! 2 tunnel,

Byt the erystal in the tube and turn the wheel to complete Part 1
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PROSPECTOR (Tartan Software) played by Barbara Gibb on a
Spectrum

A bucket of water will put out the fire.

Take the gold nugget to the assay office 1o complete the adventure.

SEARCH FOR THE NETHER REGIONS played by Barbara Gibbon a
Spectrum - also available for Atari{e}, Amiga(e), PC(e), MAC(e) and
Amstrad

Part Ope

Plant the seed at the coat of arms location, then change the barometer so that it rains and
waters the seed. Now change the weather again so that the warmth will make it grow intc &
large plant.

Exchange the broken bulb for a working one in the dark room.
Seli the brick at the Building Society.
To open the chest. rub ointment on it

Buy & cocktail, drink it to get an empty giass and oiive, and squeeze the oiive to get a giass
of oil.

You can sell the vase for 15 wibbles.
in the tourist office - lift then open the picture.
You need the coupon and 150 wibbles to buy the eiephant

You can only expiore the mountain if you are riding the elephant, wearing the coat and
carryving the map.

Examine the teiescope then look through it Unscrew the lens and go Up to outside the
castie.

When you take the knight on the board with your pawn the Biack Knight aiso vanishes.

SECOND PIT played by Babara Gibb on an Atari also available for
Amiga and PC

The drawer in the dresser contains a usefui object.

Have you wondered wnere your wicked stepmother goes to when she leaves the kitchen?
# may be wise to find out and spy on her and, maybe even sneak intc the room wnen she
can't see you

A good deec concerning the owlet will be rewarded later in the game.

Check the ladder before trying to ciimb into the well

You need & hairpin to pick the lock on the cellar door.

Lever the flagstone in the celiar You must close the cellar door when vou leave.

When father takes you and your sister into the forest it 1s 2 good idea to mark your route with

something.
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SUITCASE played by Barbara Gibb on an Amiga

The red mackintosh and knife are needed to work your passage to a Turkish harbour.
Brandishing dollars is a good way of “hitching a lift".

Change you remaining dollars into marks and buy a train ticket.

Check the window to avoid an accident.

Spend the last of your money on a boat ticket

Make a loud noise when in the water.

TEENAGE EMERGENCY piayed by Barbara Gibb on a Spectrum - aiso
available for Atari{e), Amiga(e), PC(e) and MAC(e)

Record the parrot in the pet shop.

To get rid of the bullies ~ chimb & tree and fire a rock from the catapult.
You need something soft to land on when descending the tree.

Make sure the burty foreigner can hear what you are playing on the tape.

To get passed the schoo! secretary you need your birth certificate. PE kit and geography
book.

TEN GREEN BOTTLES played by Barbara Gibb on an Atari{e) - also
available for Spectrum, Amiga(e)}, PC{e) and MAC(e)

Put some hay in the fireplace Hefore you unbiock the chimney.
You need a hook to get the bottle from the outiet.

Use the net to fish in the siream.

Search the rubbish in the skip more than once.

The bolt won't move unti! you have greased it.

There is a bottie of juice somewhere 1n the bottling plant.

TRANSPO “95 played by Barbara Gibb on an Amstrad (disk only) - also
available on the Spectrum {128k only)

Part Two ~ Ruranie {second visit}
Travel by cable car to reach a lake.
You need the key from the older man in Mercia to access the hut.

Go fishing - the result is rather surprising.

TRAVELLER (Dave Bowden) played by Dorothy Millard on a Spectrum
it is necessary 1o wear your ciothes throughout the game as foliows:

Coat ~ must be worn i the Caverns to protect from the damo and cold and at the 1op of the
mountain to protect from the wind. Ha: - must be wormn n the deser! to protect from the
strong sun. Boots - must be worn in the siippery swamp.
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VALHALLA 3 (THE FORTRESS OF EVE) played by Barbara Gibb on an
Amiga

Level 1

To obtain the cold potion — put the milk bottle on the bench beside the milkmaid. then
examine the “beautiful” sign whilst standing in front of her.

Pick up the full milk botle and put it in the slot in the chuming machine. Operator the
machine and pick up the low fat spread. Give this to the man with the dry bread.

The six levers ~ save vour position, then drink the cold potion. Counting from the left whiist

facing the levers, pull the 2nd, 5th and 3rd to open the chest Take the com to the 2nd god
stone. Demeter and pick up the daffodil.

Blacksmith Spring Tomb - put the piece of metal on the anvil fo obtain a horseshoe. Put the
horseshoe and daffodii on the tomb and pick up the fieece.

»

Teller - put the fleece in the spinning wheei and
pick up the woolly ball. Give the ball 1o Grandmother for a scarf.

Crush the beetie in the press to get some cochineal. Put this in the washing tub to wum the
water red. Put the white scarf in the wash tub and take out a red one.

To make the Superstitious Person disappear - give the red scarf to the Fortune Telier who
will give you & broken mirror. Give this to the superstitious lady.

To complete the level - put Pan's birth certificate on the map of Arcady.
Pick up the Pipes and put them on the last of the 3 god stones, Pan.

WESTBURY MYSTERY played by Barbara Gibb on a C64
Note what happens when you wear the gown.

You need the bunch of keys to uniock the trapdoor.

The cord and washing line will make a long rope.

An important number is on the wall in an underground room.

There is a safe somewnhere in the haliway.

You'll have to chase the rag up and down Rowen Road.

The cave leads to a hillside, beach, clifftop and a village.

WHERE IS ZEUS? played by Barbara Gibb on an Amsurad — also
available on Spectrum

Pari Two
| hope you have brought something with you to bridge the gap between balioon and cioud.
There ts a snow-capped mountain somewhere 1o the south.

You can type INFC ABOUT cgod> for some useful information.
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SERIALIZED SOLUTION

SHERLOCK HOLMES - CONSULTING DETECTIVE piayed by Philip
Reynolids on a PC

{continued from last month)

The Pilfered Painti

This case involves the robbery of the two vaiuabie DeKepur paintings from the Nationai
Galiery.

Firstly we need some background information intc goings on in the ari~world. so pay a visit
to Langdaie Pike. Fortunately Pike was atl e dinner party the previous evening where he
heard a very loud and probably drunk Pierre Donai the expert on DeKepur. it seems that this
man used to be a very poor artist but suddenly hil it rich when he found a DeKepur painting
in an old church in Brussels. This is centainly an art worth money a they were, at that time.
believed to be a long los! treasure. Apparently since then, Pierre has made a good living
making money as an expert of DeKepur pamntings, of which it is presumed there are but six
in the world.

Now visit the Armitage Gallery. Here you will find out two very interesting things: One. is that
the two DeKepur paintings were both wanted by both Sir Herbert Cotman. and. the host from
the dinner party. Dame Agnus Smediey. The problem is that in the end neither of these
managed to bid high enough for the paintings and that it was Mr Braay Norris who finally got
his hands on the works. The other point is that Hiram Davenport was the agent for the owner
of the paintings and wanted to sell them both to the galiey at very snort notice. A visit to
Hiram Davenport reveals that he was working for the lawyer of Pierre Donai although Donai
seemingly wanted this information kept top secreti

Now pay a visit 1o Herbert Cofman one of the unsuccessiul bidders. at the Cariton Hotel. On
talking to Cofman you will get very little information apart from the fact that he and Brady
used to be friends and that Brady always dreamed aioud to him about one day owning his
own gallery. Unfortunately though. Cofman won’t mention the person who employed him to
bid for the painting.

Now visit the National Galiery. the scene of the crime. After taiking to & member of staff whe
was working there at the night of the robbery we can locok back at the incident. From them
we find out that Brady Norris had delivered two medium sized crales anc one very large
crate. From this we presume that the two medium sized one were for the painting but what of
the third. very large one? Anyway. you'li also find no evidence that the robber forced his way
in so that means he must have had a key.

To find out more about the crates you should now pay a visit to Cummins and Goins delivery
service. There you will find that the crates were coliectec from the Wells Warehouse before
being taken to the National Gallery. Alsc although unsurprising. you will find that the crates
were under Brady's name. To confirm thal. quickly go down to the Wells Warehouse where
vou will fing out that @ Matthew Cole rented the warehouse. A check through Hoimes fiies
reveals that Cole is & petty thief. From this information I seem that Matthew Cole and Brady
Normms were either friends or at ieast partners. A 100k througn the Times January 1st edinon
shows that it contains a story about the theft and alsc one about & Matthew Cole dying n a
fire in his apartment

52



Talking to Sir Jasper Meek is seems that the death of Cole was not caused by the fire but
more than likely by a blow to the head, it seem the fire was just used to cover up this act of
murder. A talk with H R Murry reveais that the only items found at the fire were an
unidentified key and a scrap of canvas. We can now safely assume that Norris employed
Cote to steal the paintings and that Cole entered the museum in the largest of the three crates
and had Norris’ key. Murry suggests you see his brother at the London University as he is an
expert on paints and is analysing the canvas found on Cole. When you get there you will
overhear a very loud and overheated difference of opinion between Mortimer Murry and
Donai. It seem that the burnt chunk of one of the DeKepurs, given a certificate of authenticity
by Donai himself, is not authentic a the colour, Prussian blue, was not around dunng the
DeKepur era. Finally a visit to the London Times reveals that some sort of conspiracy was
going on that kept away a lot of interested foreign buyers of the DeKepurs from the sale.

You now have all the evidence that you need so it is time 1o take it to the judge.
- Who was the painting thief?

: Matthew Cole.

: Who put him up to it?

Brady Norris.

Why?

Or0>ro0

Norris was afraid they'd be discovered as forgeries so he had to have them removed.
. Who kilied Matthew Cole?

: Brady Norris.

: What was Pierre Donai's invoivement?

. He had forged all the DeKepurs.

: What part did Herbert Cofman play in the affair?

: He was employed to drive up the bidding for the paintings.

The Murdered Munitions Magnate

Again, this case involves a murder, that of Courtney Allen on the 9th of March. The reason it
has been brought tc your attention is because of the suspicions of Courtney's brother,
Richard Allen. He believes that, rather than a ruthiess, callous murder. the one in question is
more complex than it may first seem.

>0 r 0r 0 r

Firstly we need to find out what it was that Counney possessed that was worth murdering him
for. On looking at the items found near the body you find that there is an empty foider
bearing the ietier SP10 and a note in Alien’s diary about a meeting with a Captain Egan from
the Admiralty. You aiso find a note about a meeting at Spaniard’s Inn with someone who has
the initials AM.

Visiting Captain Egan we find that SP10 was a special project for a new navai gun and that
Courtney Alien was concerned about the security for this project especially one of tus
employees, a Bichard Camp. who had been seen visiting the French Embassy.

A visit to Spaniard's Inn reveals that there was a meeting there between a Russian calied
Adexi Mishkin with another Russian. and an unknown Engiishman. Mishkin is gescribed as
being a large man with a long cane.
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A visit to Henry Ellis give you the names of the military attaches from the embassies and as it

happens the Russian Military attache is called Alexander Meshkoff which matches the initial
of the Russian at Spaniard s inn.

Go and speak to Alexi in the Russian Embassy. What he says is that he was at the Covent
Garden Theatre during the night of the murder. But when you go to the theatre one of the
ushers telis you that he left betore the final curtain.

Now go and visit the French Embassy to see Emile Zobar. Here you will find out why Richard
Camp has been paying regular visits here recently. It turns out that the only reason for these
visits is to see his girlfriend. the daughter of the French Attache. you will aiso get
confirmation that Emile Zobar smokes Bums & Hills cigareties.

Now go and visit Camp, and you will find that, although Camp has many coughing fits during
your visit, he is not in fact. a smoker. This may seem surpnsing since he has a pack of
Bumns & Hills cigarettes, but he claim that they are only in his possession before he gives
them, as a present, 1o a close friend of his, Emiie Zobar. This you know to be true from your
visit 1o the French Embassy.

Now it is time to look at the investigation carmied out by the Scotiand Yard squad so go to see
Lestrade. Looking at their investigation. it appears that they have missed out a very vital ciue
to lead us to the murderer. if you look closety at the scene of the murder, you will find that
the butt of a cigaretie was discovered ang that it had an eveniy pinched end. which you
would only find it it had been used in a cigarette holder. Another ciue from the cigaretie is
thal it is a Burns & Hilis brand, e make onfy used by the aristocrats in town.

Now we know the cigarette type ieft there. all we need to know is who in town wouid buy this
brand, and it seems we will then know the identity of the murderer. To do this go to the only
retailer of this particular make of cigarette, Brady's Tobacconist From the smali list of
customers we are only interested in the ones working for Grant Arms, and. looking down the
list, you will see that that number comes to just two. The two in question are Richard Camp, a
man aiready cleared of any suspicion with his story of buying the cigarettes for his fnend
Emile Zobar; and the other, the senior vice presiden: of Grant Arms, Lord Ragland.

Now we have established that Lord Ragland is the only person to have this type of cigarette
who works for Grant Arms we must pay him a visit to find out more. When you arrive at this
establishment and begin talking you will soon notice that in fact Ragland is using a cigarette
holder just as we suspected the murderer to have done.

As we now know almost certainly who the murderer is ali we need to do is confim the
theory. To do this we need 10 visit two places: Grant Arms and the Deverall Plant

At the Deverall Plant you will findg the mos! important information. and that is that apparently.
just hours before Allen was murdered. he visited Lord Ragland’s office. or at jeas!. so savs
his secretary. Continuing. thc secretary says that he ieR but Allen stayed. This ieads us tc
believe that when the secretary had gone. Alien took the files for Special Proiect 10. the huge
navai gun he had invented. When he saw these files Allen immediately would have realized
tnat Ragiand was going 1o seli what were realiv Alien's igea to the Russian. Aiexi Mesnkofi.
When Ragland realized that Allen had found out he woulcd have been desperate. The oniy
way for him to escape this comer wouid be to murder Alien. an especiaily secure way of
dealing with the problem, especially as no one was there 10 hear or see anything

You now have all the evidence tha! you need so go 1o see the judge.
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Q: Who killed Courtney Alien?
A: Lord Ragland.

Q: Why?

A: Because Allen learned that Ragland was going to sell HIS pians to a foreign power.
Q: What was Specia! Project 10?

A A revolutionary naval gun.

Q: Who did Ragland sel! SP10 to?

A: The Russian, Alexi Meshkof,

Q! Who was Richard Camp visiting at the French Embassy?

A: Annette, daughter of the French Ambassador.

Q: Why did the cigarette at the scene of the crime have a pinched end?
A: It was used with a cigarette hoider.

(Next month : The Solicitous Solicitor)

SOLUTION OF THE MONTH

FOR PETE’S SAKE - available for Spectrum, Atari(e), Amiga(e), PC(e),
MAC(e) and Amstrad

Written by Jonathan Scott and Stephen Boyd

Solution based on authors’ own
PART ONE

Start in a beauty parlour. X VAT {in it you find a pot of jam. it must be taken quickly or it will
plop into the vat), TAKE JAM, W, X MATILDA {she has the foliowing ingredients: pepper, sall,
mud. soap/stew mix and flea dung). S. S. X BOARD {a cookery book is pinned to it), LOOK
THROUGH COOKERY BOOK {you find a page which comesponds to the ingredients that
Matilde has), TEAR OUT PAGE, READ PAGE (it says that. as well as the other ingredients,
you'll need the following: car radic, mouldy tumnip, “Chips Ahoy” chip, and cucumber
sandwich), N, N {Matiida snatches the page), S, E (the manager of the 1oy depantment telis
you that someone has nicked a roller~skate}, D, TAKE SKATE (the spoilt brat prevents you;.

D (chemist), X WALL (you notice a hole}, SQUEEZE THROUGH HOLE {the electrica!
salesman enters and iooks at the washing machine). WAIT (he uters a cry and runs off), X
WASHING MACHINE (#t has a manual but no plug), X MANUAL (it is written in Greek). W, S,
S (grocery), TAKE KILM, S, W, W, N, N (theatrej, KISS MAGICIAN. PROPOSE TO MAGICIAN
(he will follow you and do what you ask until you dump him). S, §, E. E. N. E (jeweliers -
magician asks you what you want as an engagement present). CHOOSE WATCH (you couid
choose the ring or the bracele! but they don't tell the time - whichever you choose it will be
automatically worn), W, N. N. E. SQUEEZE THROUGH HOLE. SAY TO MAGICIAN “LEVITATE
BRAT". You can now go U and TAKE SKATE. U (the manager takes the skate. thanks vou
and rewards you with & teddy;.
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D. D. DUMP MAGICIAN (heartbroken, he runs off. the brat comes down), SQUEEZE
THROUGH HOLE, W, S, 8, S, W, W, N, N, X NIGHTCLUR (there is a huge, meta!l blast door
and timelocks), X DOOR (a “Zikov” product and closed). X TIMELOCKS {they open the doors
at 10pm and close them at 2am), X WATCH, A (repeat until doors open at 10pm), N, STICK
JAM ON DOORS (so that they won't close)

SLEEP (vou wake up at around 7.30am). As it is morming there are some differences.

Various shops will be open, also there will be a man on the park bench, the salesman’s body
will be at South Street. etc.

E (you trip up, fall to the ground and notice the slab — this only happens the first time you
enter this location), X SLAB, LIFT SLAB (see a message underneath), READ MESSAGE {tells
you “Hurricane Howard” which is the password for the man on the park bench), S, S, W, W
(newsagents), X SHELF (see a copy of the “Daily Expatriator”), READ NEWSPAPER {it tells
you about the raqi diplomat’'s concern about a mole;, E, S {park}, TALK TO MAN (he says,
“Green ducks fly on wild winds™), SAY TO MAN “HURRICANE HOWARD" (he tells you that
the mole in the iraqi embassy is George Smellie)

N {stadium - the body of the referee has appeared. a football game is going on and they
need & new referee), X REFEREE (he is wearing a tracksuit), SEARCH TRACKSUIT {you find
a red card in one of the pockets), HOLD UP RED CARD (deciaring a fou - you are given the
job and a whistie), N (do mofretum to the stadium whilst carrying the whistie).

W, X COUNTER (you find a fiyer for the funeral directors), E, N, N, N, N, N, W (pet shop),
GIVE TEDDY (given a prison pass), E, §, S, E, N {the warden leads you into a visiting room;,
TALK TO PETE (he telis you aboirt a cerain actor who recites poetry), N (out through the
back to North Street), X BOMBSITE (now have a jemmy}, S, W, N {iragi embassy), SAY TO
DIPLOMAT “MOLE IS GEORGE SMELLIE". GIVE WHISTLE, SAY TO DIPLOMAT “BLOW
WHISTLE", SW (fire station - the policeman, summoned by the whistle, dashes off to the
northeast to investigate}, DROP FLYER (whilst policeman nof present — when he returns he
sees the fiyer, has a heart attack and dies), X PANDA (you see & radio), FORCE RADIO QUT
WITH JEMMY (now have the first of the tems needed to compiete the recipe).

NE. WAIT (until the body of the policeman is found and the ambulance driver appears to the
southwest], SW. TALK TO DRIVER (he asks for directions to the morgue), £, S, S, S, E {Holo
Sreet), X HORSE (see a sign - only appears if the ambulance driver has asked for the
address), READ SIGN {“The End is Neigh”), A (repeat until it reads “Come 1o Stationer's
now"}, W, N, W (you are their 1000th customer and they give you & business card), X CARD
(address of morgue), E, N. N, W f(fire station. ambulance driver should still be here), GIVE
CARD f{the ambulance driver take the body, someone remarks: “{ bet Pete will be reieased!”
Also. the policeman’s wife arrives and asks you to arrange the funeral).

E. E {Pete is released and greets you). SAY TO PETE “HELLO" (he will now follow you - if
you don't say hello he wiii go off in a huff), W, N, W {cathedral;, X STAND (the flower stand
has falien over), SAY TO PETE “LIFT STAND". E. N (the vicar telis Pete off for the state of the
marriage and he goes off in a huff;, TELL VICAR ABOUT FUNERAL (he promises to attend).

S. 5,8 8 E S S (Helm Street;, X DRAIN (the grating is ciosed, there's a script down itj,
OPEN GRATING. TAKE SCRIPT. N. W, N, N (Dead Actors’ Society). GIVE SCRIPT {to actor
who promises to read a poem in honour of the policeman).

S. §, E. S, S (South Stree! - the body of the saiesman should be herej. SEARCH BODY (now
have 2 miniature key;. N. N. W W fthe buicher can’'t open his icebox). GIVE KEY (he takes
the coffin to the cathedral;.
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E. N, N, N, E (side-show). X PEOPLE {they are talking. you notice a lottery ticket in their
midst), LISTEN TC PEOPLE (they are afraid of the escaped lion), $ (Baker's Street), X
LOUDSPEAKER SYSTEM, ANNOUNCE LION LOOSE (the people ciear the area), N, TAKE
LOTTERY TICKET, W, S, S, E, S, S, S, E, N, N (memorial stand}, X STAND (an address is
written on i), READ ADDRESS (it is that of Millie O’Phnaer), N, E, SQUEEZE THROUGH
HOLE, U, U, W {main hall), GIVE LOTTERY TICKET (o matchstick lady), WAIT {she says that
her sister would be pleased to give you free flowers), E, D, D, SQUEEZE THROUGH HOLE,
W, S, S, S, W, N, N, W N, N, W (fiorist), TAKE WREATH.

E, N, N, W (cathedral), PLACE WREATH ON COFFIN. The funera! takes place and the
policeman's brother attends — he is a toreador), SAY TO TOREADOR “FOLLOW ME", E, S, S,
S, 8, E, S, S, E N, N, N (iivestock area), SAY TO TOREADOR “FIGHT BULL”, TAKE TURNIP
{second ingredient needed for the recipe).

S, S, S, W, W, W (job centre), HIRE MILLIE, WAIT (she arrives, she does singing telegrams
and will follow you), E, E, E, E {Chips Ahoy), ASK ASSISTANT ABOUT MARGERY, POUR

KLIM INTO GLASS (the assistant disappears ~ you now have a chip, the third ingredient
needed for the recipe).

W, N, N, E {(cafe), SAY TO MILLIE “SING” {Margery runs home, taking Millie with her. She
will return in 15 moves so don't iet her catch you with the sandwich), TAKE SANDWICH
{fourth ingredient needed for the recipe).

W, N, E, SQUEEZE THROUGH HOLE, U, U, W, N (Matilda takes each of the ingredients to
compiete the recipe). Note password (ICARUS) to stant part two.

PART TWO

Start in restaurant. FLIRT WITH WAITER (he shows you the plants}, X PLANTS, SEARCH
PLANTS (now have a flint}, SE (cave), MOVE ROCK {find some wellies), WEAR WELLIES
{only way of obtaining them), NW, REMOVE WELLIES, W, X PLACARDS (they read “Equal
Rights for Wellies”), GIVE WELLIES (given a flamethrower}, E, E (kitchen), TALK TO CHEF
{his kitchen iable has an eneven leg), E (back alley), TAKE BOOK, W, PLACE BOOK UNDER
LEG (chef offers his services), TURN OFF COOKER (so the gas does not explode), REMOVE
CYLINDER, SAY TO CHEF "TAKE CYLINDER”, E, SAY TO CHEF “DROP CYLINDER”, X

FLAMETHROWER, CONNECT CYLINDER TO FLAMETHROWER, STRIKE FLINT (the flameth—
rower demolishes the east wall}.

E, X TREE, X BRANCH (rope dangles from it), X ROPE, CLIMB ROPE, WAIT (until a biker
rides in), SWING (on rope and knock him off the bike). D. CLIMB ON BIKE. RIDE N (the bike
gets stuck in the mud), W (cacti shop), TALK TO NECROMANCER (he is looking for a rare
one}, W, X GATEHOUSE (see a window), X WINDOW (see & sunbed inside), SMASH
WINDOW, PULL SUNBED OUT. X SUNBED, E, E, SWITCH ON SUNBED. PUSH SUNBED
INTO MUD, WAIT (the mud hardens - repeat input if necessary), TAKE CACTUS, W. SELL
CACTUS (he says he will pay you later).

W, W (graveyard), SAY TO NECROMANCER “RAISE DEAD” {the slab moves and zombies
emerge, they chase the necromancer away}. ENTER TOMB (the slab closes behind you), X
SLAB (blocks the door), X FLOOR (a skull is embedded in it), X COFFIN (it is closed), X
SKULL, PUSH SKULL (the coffin opens), CLIMB INTO COFFIN. CLOSE UD (you fall through
ino a secret room), X CEILING (see a hole). X HOLE (only way out), SAY TO GATEKEEPER
“CLIMB ON MY SHOULDERS" (he climbs up and offers you his hand - the walls are ciosing
in). You have 1 move to GRAB HAND {now back in tomb), quickly FOLLOW GATEKEEPER
{to arrive in grounds of Matiida's manor house).
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X GARDENER (({burying something). W. SEARCH ROSES (now have some rosary beads), W,
U (on wall}, X CRACK (now have a trowel), N (backyard), SEARCH DUSTBINS (now have an
aerosol can), X AEROSOL (see iabel), READ LABEL (reads: “Polarized Light Detection
Fluid”), U, S, E (back at roees), DIG (with trowe! - now have the home pregnancy test that
the gardener buried), E, E, E {junk yard), X BOAT {now have a watering—canj, X CAN {empty,
has a spout), W, W, W, W (orchard), DROP CAN, WAIT {filis with run—off from trees), TAKE
CAN, E, TAKE FLOWER, PUT FLOWER INTO SPOUT (of watering—can full of water to prevent
it dying).

E, N (doorstep), READ NOTICE (wamns you about some invisible laser beams to the north),
N, SPRAY CAN (to reveal laser beams), CLIMB THROUGH BEAMS (archives}, X ALBUM,
SEARCH ALBUM {now have a photograph), X PHOTOGRAPH, E, N (drawing room), WAIT
{until the priest arrives), GIVE ROSARY BEADS (he gives you a candie), X FIRE (very weak),
BLOW OUT FIRE (the priest lights it again and leaves his lighter). TAKE GASLIGHTER, W
(dining room), X TABLE (now have a sitver spoon), W, W (store), OPEN CUPBOARD ffind a
poster), X POSTER, S. TAKE WIG, FLIP SWITCH (this tums off the laser beams).

N, N (family records), TAKE RECORD, N, N (back passage), SEARCH RUBBLE, SEARCH
RUBBLE (now have suppositories and butter), S, E (surgery), TALK TO TAMMY, STICK
POSTER ON WALL (given some piastic explosive). X LIST. READ LIST, ASK TAMMY ABOUT
RICHARDS, ASK TAMMY ABOUT BUCK, ASK TAMMY ABOUT RICKERTY, ASK TAMMY
ABOUT FELL (note responses}, £, E (the vicar's wife enter, she has a bucket on her head),
REMOVE BUCKET WITH BUTTER (you hear some gossip about her).

W, W, W, § S E E E S (pirate radio station), X FATZ (given a clue that he may move),
A (repeat until he goes to the window), PUT RECORD ON PILE (he will eventually play it), N,
W, W, W N N E E S (ante-room), OPEN DOOR, W (way blocked but find some shoes,
TAKE SHOES, X DOOR (see the vicar), SHOW HOME PREGNANCY TEST (he snatches it and
runs off to see his wife - he leaves his trousers behind}, TAKE TROUSERS, X DOOR (see the
Hiashdancerj, SHOW PHOTOGRAPH (he swaps it for his shirt), TAKE SHIRT, X DOOR (see
Albert Richards), SHOW WIG {Albert tries to strangie you with his tie), TAKE TIE.

N, W, W, § S, S W (boiler room), TURN UP THERMOSTAT (to increase temperature), E N,
N, N (McEipful's room}, TAKE [TEM, X ITEM (cooksbane), E, E. S (back outside the wing
ding), TAKE JACKET, WEAR TROUSERS, SHIRT, TIE, JACKET AND SHOES, TAKE FLOWER,
INSERT FLOWER INTO BUTTONHOLE (you are now dragged inside the room), SING
{Matiida’s glasses shatter, she can’t see and blames Amie, who she throws out}, DANCE
WITH MATILDA (after her glasses are broken ~ you see a key}, GRAB KEY, LEAVE.

N, E (bathroom), OPEN DOOR (need key from Matiida), X DOOR (you notice there is no
fioor), JUMP (now in mid air), GRAB HANDLE X OVEN (see 2 pot of stew) PUT
EXPLOSIVES INTO POT, MELT CANDLE, X WAX, TAKE FUSE., CONNECT FUSE TO
EXPLOSIVES, TAKE END OF FUSE. N (still holding end of fuse), LIGHT FUSE ineed lighter},
WAIT (the explosives detonate and the roof falis in).

S, X SAFE. DIG DEBRIS (need spoon), TAKE BRIEFCASE. N, W (study - Matilda bars way;,
THROW ITEM (it gets vou past Matilda). W. X PIANO (see 2 stool). SIT ON STOOL
{ransported to the doorstep), S. E. THROW BRIEFCASE INTO POCL, E. GIVE GASLIGHTER
{to Rashj. SAY TO RASH "UGHT GAS”, W. W, S {the whole manor biows up, however
Matilda survives).

250,250
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USEFUL ADDRESSES '

Adventure Probe - 52 Burford Road, Liverpool L16 6AQ
Adventure Workshop - 36 Grasmere Road, Royton, Oldham, OL2 6SR
Amster Productions - 81Uplands, Welwyn Garden City, Herts, AL8 7EH

Borphee Computers - 64 County Road, Ormskirk, L39 1QH
Dream World Adventures - 10 Medhurst Crescent, Gravesend, Kent, DA12 4HL
Elyzium Software - 50 Chadswell Heights, Lichfield, Staffs. WS13 6BH
Fictitious Frobishire - 1 Heath Gardens, Coalpit Heath, Bristol, BS17 2TQ
First Rung Publications - 32 Irvin Avenue, Saltburn, Cleveland, TS12 1QH
Format Productions - 34 Bourton Road, Gloucester, GL4 OLE
Jack Lockerby - 44 Hyde Place, Aylesham, Canterbury, Kent, CT3 3AL
Jean Childs - 24 Waverley Road, Bagshot, Surrey, GU19 5JL
Laurence Creighton - 603 Hillside Heights, Wessels Road, Green Point,

8001 Cape Town, South Africa

Motivations/SAFE - 16 Montgomery Avenue, Beith, Ayrshire, KA15 1EL
Peter Hague - 32 Chancet Wood Drive, Meadow Head, Sheffield, S8 7TR

Special Reserve - P.O. Box 847, Harlow, Essex, CM21 9PH
Spectrum Software Hire(Softsell)-32 Dursley Road, Trowbridge, Wilts, BA14 ONX

SynTax - 9 Warwick Road, Sidcup, Kent, DA14 6JL

Topologika - Islington Wharf, Church Hill Penryn, Faimouth, Cornwall, TR10 8AT

Vulcan Software Ltd. - Vulcan House, 72 Queens Road, Buckland, Portsmouth,
Hants. PO2 7NA

WoW Software - 78 Radipole Lane, Weymouth, Dorset, DT4 9RS

Zenobi Software - 26 Spotland Tops, Cutgate, Rochdale, Lancs, OL12 7NX




ADVENTURE PROBE
HELP LINES

ISLA DONALDSON 01419540602 SUN - SAT Noon - 12pm Amstrad f

BARBARA BASSINGTHWAIGHTE 01935 426174 SUN - SAT 10am-10pm ;
Spectrum & BBC !

BARBARA GIBB 0151 280 5616 Afternoon & Evening Various

MANDY RODRIGUES 01492 877305 Mon-Fri 10am - 9pm Various

PHIL GLOVER 0121 777 7324 Mon-Thurs 6pm - 10pm

&Sun T1am - 5pm Sam Coupe

JENNY PERRY 0181 9794851 Any evening except Monday before
10pm PC & Spectrum
STEVE CLAY 0151 200 5861 Mon-Fri after 7pm

Sun - any fime within reason
Not Saturday
PAW & AMOS

KAREN TYERS 01347 838667 Spectrum Golden Oldies

Any day - 10am - 10pm

THE ULTIMATE INFOCOM HELPLINE

If you need help with an Infocom adventure then who befter to help you than A GRUE!

Ring GRUE on 01695 573141 between 7.30pm and 9.00pm Monday - Friday
Or write to 64 COUNTY ROAD, ORMSKIRK, WEST LANCS. L39 1QH

ADVENTURE PROBE

Telephone 0151 280 5616 Afternoons and Evenings
or write to: The Editor, 52 Burford Road, Liverpool L16 6AQ

PLEASE MAKE SURE YOU ONLY RING AT THE TIMES SHOWN




