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HALL OF FAME

Many thanks to the following readers who have sent contributions since the last issue :

Sue Medley, Dorothy Millard. Laurence Creighton, Frank Fridd, Phii Reynoids,
John Wilson, Martin Bela, Peter Brown, Mary Scoti-Parker.
Jonathan Scott, Karen Tyers, Steve Clay,

David Hebbiethwaite, Ron Guest,

Edwina Brown and
Julian Spragg.

Special thanks to :

Geoff Lynas for his usual grea? printing job.



EDITORIAL

Once again it is the time when | am supposed to find some words of wisdom {well,
something like that) but not much has happened since last month that | can talk about at the
moment, so | will just have to hope for inspiration while i type.

Wimbledon Tennis Championships took place recently, and their amrival broke a drought
more associated with central Australia. Typically, the coming of the rain coincided with some
of the water companies announcing a hosepipe ban {(as if everyone was going to water their
garden in the rain!) and warned there may be more drastic restricions as the rain was “the
wrong type”. With comments like that | am glad | can cut myself off from most of the outside
world and immerse myself in computer—related activities, and escapist-type television
programmes.

Which reminds me. in case any U.K sci-fi buffs don't already know and miss my comment
in the letters column, Channe! 4 have, at long last, started to broadcast the fourth series of
“Babyion 5. it is a mystery 1o me how the minds of the powers—thai-be work because it
seems they were not going to show it unless a fifth series was guaranteed. News has only
just come through that it is saved. Similarly “Siiders” was cancelled. and then saved -
maybe the Professor (my favourite character! will rejoin the adventurers.

This month’s letters column ie larger than usual. | fully appreciate that some readers don't
want to air their views in the magazine, but | aiso know thal many of you read the letiers
column before any other section of the magazine, and | atways feel it is going to be 2 good
issue if | can publish ai least 4 or 5 pages of letiers. | dont mind if they are about things
other than adventuring. after all. we all have an interest (or fetish) in other matters. The great
“toilet-seal” debate is very amusing (it may even bring in a few new subscribers, ha hiaj, and
it is always nice to read Dot’'s “No Insult intended” profiles, and the replies from the readers.

{ haven’t had much time to play adventures, not even a couple that | want to review for the
magazine. Who said text adventures are dead? Despite a decline in new text adventures for
the 8-bit machines (but not entirely. re. "The Portal" by Peter Clark) | am stiil amazed at the
number of text adventures available for the more powerful machines.

There seems to be a lot in the Public Domain/Shareware catalogues, many of which can be
made to run on all three main 16-bit+ computers, Atari. Amiga and PC. | was never
impressed with early text adventures availabie for the Atari, but the standard has risen. and
'm even finding some that are worth playing to completion. not that | have done too much of
that so far, but the point 1. they must still be popular. otherwise they wouldn't be sc freely
avaiiable.

That's ali for this month, so 'l leave vou with a reminder not to forget to send in vour entry
for the FAMOUS FACES COMPETITION - isnt it strange the way & face can look like more
than one person?i

All the best,
Barbara



LETTERS

From Karen Tyers of Aine .....

Just received my June Probe and am prompted o grovel for being sc remiss!
Congratuiations on Probe’s 11th birthday and long may it {and you) prosper.

! am one of those who have not been very prolific over the past couple of months and | really
do apologise. My reasons for this are many and varied - taking on a teenage foster daughter,
two teenage giris taking 10 GCSE's each, one teenage son taking SATS, trying to finish
writing the Convention Megapoints game ~ have | grovelled enough, or do you need more?
Anyway | hope the enclosed will go some way 1o reclifying the situation.

| would like to raise & point regarding Peter's review of Hide & Seek. There is no bug in the
game as such. True, he was carrying a coin, but when you are given this, you are toid to
pess it on 1o someone eise. it's not yours to spend. | agree that there should have been a
default message along the lines of 'but it's not yours to spend’, and | would venture to
suggest that those of us who playtested the game should maybe have thought of that at the
time. Anyway, well done Edwina on a very good game. | think it is amazing that at the age of
*** she is starting to learn the PAW. Some of us younger ones could iearn a lesson or two
there methinks.

Loved Dot's mental image of me when | could stop {aughing long enough to finish reading it
The reponse would be '| WISHIP | have to confess the only accurate paris were the dark
brown eyes and the lighly overweight Alsc had hysterics over the description of Martin -
thick floppy blonde hair indeedi | sincerely hope Dot has not run out of peopie yet ~ | really
enjoy reading them.

it was great to see everyone at Hamilton Halls on Saturday — we all had a great day.

Anyway, enough of my rabbiting. Must retum to two teenage girls who are now in the depths
of despair, awaiting results. it seems a long time away....

%*

My pleas for contributions were certainly not directed at anyone in particular, especiaily not
towards Karen who has send in lots of reviews during the last few years and i do realize that
readers have a life outside adventuring, and | don't expect them 1o have devoted their entire
life to Probe. | suggest readers play "Murder Mystery Weekend" to find out why Karen is so
amused conceming Martin Freemantie. {Barbara)

From Frank Fridd of Whitstable ..__.

i feel honoured and that | have truly “arrived” on the compuster adventure scene as | have
been included in Dot Vaughan's “No Insult Intended”.

| am 5% 8ins tali and stockily built with a full head of hair. | enjoy intelligent conversation but
as more of a listener than a talker. although with a few drinks inside me | tend to speak more
freely. Everything else that was written is spot on.

Also | have been happily married for thirty eight years to Joyce, and have two children
(boy 33. girl 29). My other hobby is plaving Bridge.



From Laurence Creighton of Cape Town

..... You can mention in Probe that | am back and writing what | feel is going to be & really
difficult adventure. | should like to thank everyone who has mucked in to help such as your
good dear self, Jon Scott, Larry Horsfield and last but not least good oid John Wiison.

{ laughed il my eyes misted up when | read Dot’ “No Insufts” column. Let's see: Earty 20s?
[l never see my 20s... or 30s again in this lifetime. Short: Is 1.7, short? (That's 57 in
English). Plump? | buy all my clothes in small... Hair: Soft short and blond? Wrong — BONG!
My barber always whinges about having to have his scissors resharpened after 've been as
fve got a2 MOP of dark brown thick barb-like hair. In younger hippier days it looked
something like Bob Dylan (my idof). Eyes: almost right - greyish blue. Casual and laid-back:
definitely ves; a remnant of my hippie-like day {'m known to only wear T-shirt. blue jeans
and sandshoes — here we call them “tackies™.) Glasses: right Only because they add to my
appearance, otherwise I'd go back to contact lenses. Serious and sensitive: very much so.
Gets totally immersed in what I'm doing: right again. | don't let go unti! the job is done,
whatever it is. impatient with others: right — can? stand to see ineptitude of dithering or
people not able to make a decision. Nice try though Dot!

! finalty finished playing Duke Nukem 3D and it is one of the best graphic-adventures 've
ever played. It had everything a good adventure should have - a switch here to work a door
there, how o cross streams of lava, crossing three-dimensional chasms that really gave me
vertigo. | can recommend it to anyone who wants a good game to piay.

*

Readers may remember Laurence reporting his problem with a local company making it
impossible for him to use his Spectrum. Well, as far as adventurers and adventuring is
concerned, nothing is impossible. A few readers came up with the same idea, and | am
extremely happy to report that Laurence has now got a registered version of the Spectrum
emuiator pius a tape interface, aliowing him to continue writtng adventures on the Quili
exactly as before, except he is using a PC instead of a Spectrum. {Barbara)

From Mary Scoti-Parker of Armathwaite .....

Many thanks to Ron Guest for taking the time to answer the great toilet seat question — #wAY
can men i the seat but not lower 7 - so fully and so amusingly. As for Barbara saying
“There’s no answer to that...”” she might have known | wouidn't take it “sitting down”!

Coming from & family whose toilet seat was never. to my knowledge, wet or raised [my
mother obviously shielded me from the dodgier doings of men until | was safely married and
off her hands] | didn't realise. with the fine tuning at their disposal and the generous size of
the target, that male accuracy was a problem. But perhaps itis compromised by the height of
the male in question, the size of the pedestal and whether or not he wears his giasses to the
bathroom.

Mitigating circumstances [lame excuses] offered by other mates. for their shortcemings.
would be welcomed by me. cenainiy - but perhaps not by our good iady editort

*

| dont mind in the jeas. Mary and | would have been very disappointed if vou hadn’
replied. (Barbara,



From Martin Bela of Alvaston....

After reading “No Insults Intended 3" in the May issue, | just want to congratulate Dot for
such an accurate description of me. it was spot-on! The “mid 30's” bit should have been
“late 30’s”, but otherwise it was perfect Er, well, perhaps the “very tall” shouid have read
“not very tll”, although the “very siim” bit was reasonably accurate. Oh yes, the “deep
brown eyes, almost black short hair” shouid be replaced with “blue eyes” (not as blue as
they used to be though) and short brown hair (and that's not as brown as it used 1o be,
eitherl). “Well groomed...”, does that mean I'm looking a litie pail? (Ahem). “Loves music
and pubs...”, ah, yes well | must admit | do like the occasional pint, and a bit of music,
mainly 70's Rock (Deep Purple, Led Zeppelin, Kiss, The Wombles... er, no, forget 1|
mentioned The Wombies...) and Classical. So, all in all then, | think it was quite a good

description of me... er, wel, nearly almost in a fairly general non-specific sort of
way...Hmmmm...

Moving swiftly on; | decided to waich an episode of “Wyrd Sisters” the other day. as
someone mentioned that it “should please everyone” (can't quite remember who though!). |
didn’t bother watching another.

One {ast thing, Barbara; as you're interested in stamps, have you noticed that the first— class
stamps are being printed in gold to commemorate the Queen's Golden Wedding
Anniversary?

*

Sorry you didn't like "Wyrd Sisters™. As they say, you can't piease ali the people all the time.
Maybe series four of Babylon 5, on Channel 4, starting on Wednesday, 23rd July, will make
up for it

The goid stamps seemed to arrive without any fanfare, | hadn’t heard about them and was a
bit confused at first as | keep an assortment of stamps in a small plastic box and tend to
identify them by their colour rather than by value. A future special issue will be some Enid
Blyton characters, including Noddy and The Famous Five. (Barbara)

From Steve Clay of Ellesmere Port ...

The letter from Ron Guest was both spot-on {which is what men have to be when the seat is
down!). Living in a household with three {count 'em) females | also have suffered.

The adventure disk received with the Reality package is actually the skeleton disk for an
arcade adventure. If you boot it up George you'll see what | mean.

ideas for reader coniributions. How about ‘My favourite puzzie’' or "The best game | have
played * How about authors writing 2 piece on games they always wanted to write but never
found the time {i have included my own version of this on the disk}.

w

Steve's “Colossai Cave 1987 wili be in next month's magazine.

Steve has also devised a puzzie for the readers and s offering a pnize for the lucky winner —
please see "MAZE PUIZZLE" elsewhere in this issue. {Barbare)

~4



From Sue Mediey of Sidcup .....

| was fascinated and entertained to read Dot Vaughan's profile of myeelf. Some bit were spot
on, others used to be (long, dark hair) and some | wish were {amber eyes? {'d love ‘em, but
mine are grey). The “early 30s” bit gave us a good laugh... haven’t been THERE for a while
either.

Great fun, I'll iook forward to reading more of them.

From John Wilson of Rochdale ...

Whilst Steve Clay had quite a number of pertinent comments to make conceming the
addition of 8 CDROM o his Amiga, let me just point out that it is NOT necessary 1o add such
things as “extra ram” or “accelerator boards” tc your machine in order to run 2 CDROM. |
shut down my extra ram and return o using just the standard board that comes as part of
your machine {namely the 68020} then | am still well able to access and use my CDROM. In
tact | stili have weli over ONE MEG of free RAM with which to work. The likes of the “extra
ram” and “accelerators” come into their own when it comes to using some of the more
“memory intensive’ products that you can obtain these days, and that would appiy whether
they were issued on CDROM or floppy disk. It just so happens that most of the “big" stuff
comes on CDROM ... it is easier to store it there.

in my humbie opinion the likes of VULCAN are just taking a logical step forward ... it &
cheaper for them to produce the likes of “HELL PIGS"” on CDROM than it is on 22 disks. Not
only is the “hardware” cheaper ... it will cost them about £2 for the blank CD, whilst even
they cannot purchase blank discs for much less than 12-15p each and that means they
would need 1o lay out something in the region of £1 more just on the recording medium.
That is before you add on the extra cost of duplicating the disks and the additional cost of
labeliing and packaging. Not only that but it stops the “pirates” of this world ripping off quick
copies of the disks ... CDWRITERS are not that common. If they step in the direction they
intend then all their duplication will be in the “same basket” so to speak and their overell
costs must surely go down.

One of the great things in favour of CDROMS is that they allow you access to thousands of
programs you wouldn have ever bothered with. | spend days sorting through the stuff on
the cover CDROM that you now find on the front of the likes of AMIGA FORMAT. Before |
would spend an hour checking out the content of the cover disk before reusing it for my own
use. There are over 700 “disks” on each CDROM and that can take weeks to run through. So
now | actually feel as though my fiver is well spent when | buy the latest issues of the
magazines.

Another thing is just what CDROM has to offer over the standard format. Anybody who has
played the CD ROM version of “SIMON THE SORCERER™ will teli you that. To hear the voice
of Simon being portrayed by the likes of Chris Barrie is vastly entertaining and adds oodies
of pleasure to an already great game. | personally just love the voices of the little woodworms
in the tree stumpst!!

CDROMS are not that expensive when you consider that normaliy the cost of the “interface”
to attach them to your Amiga is included in the price in fact the likes of First Comp of Leeds
are currently offering Double Speed machines at less than £30. Check out the latest mags.



As for the question of “speed” that is simpty one of your own choosing ... to date nothing
has been laid down and it is simply a case of buying to suit your pocket Whilst | will admit
that a faster machine means better access rate | will be the first to point out that | only use a
ZX machine and that more than suffices for the use ! make of it

To be quite honest the best addition anybody can make to their Amige is a “hard drive”. |
would not be without mine and they can aiso be picked up for as iittie as £30. alf depending
upon how big you want it ... size is not that important ... believe me! My own hard drive is
only 80meg and that more than accommodates ail the stuff | want on iL Some good fiie
management - don't leave stuff on the drive that you no longer use - will go a long way to
utilising it to its fuliest and provide you with a rapid and simple access to vour everyday
programs and favourite games. Playing the likes of “Beneath A Steel Sky” or “Flight Of The
Amazon Queen” from anything other than a “hard drive” is just sheer masochism. Not only
that but a “hard drive” means that you have instant access to your “workbench” ~ no more
incessant swapping of disks just to get some oid program up and running ~ just switch on
your machine and up it all comes!l!

So come on, don't let the Amiga fall the way of the Spectrum - the bigger and “better”
games are just around the corner it is just a case of having the correct “equipment” with
which to play them. Even you can add a CDROM to your AS00 ~ it would make hell of a big
difference to your DTP - and for less than £100. Just read the latest "POWER" advert. Not
only that but they will throw in TWO free CD games and a FREE “word processor’ program.

One jast thought. the purchase of a CDROM will also aliow you access to any I1SO or CDDA
CDs and this means that not only can you read and access MAC and PC CDs but you can

also actualty PLAY the latest “Spice Girls” music CD on you Amiga ~ what more could you
want?

%

My thanks to John for explaining a bit more about the bewildering world of hard drives and
CDs. | don't know a thing about them — we don’t even have a CD player to play music on -

but if | ever win the jackpot on the lottery or football pools | will certainly consider getting
both.

Since my Atari STE developed an annoying kevboard fault | have considered preparing the
magazine on the Amiga AG0C but I've never really got to grips with Protext. and | know |
definitely need at least a second drive to operate & DTP program. which is beyond my means
at the moment. (Barbara)

*licanno: do anvifung unless youteli

1c



From Jutian Spragg from Aylesbury

Just a quick note to say that | was surfing the web the other day and came across severa!
sites that may be of interest to internet readers. These sites contain mostly Spectrum fiies for
use with a PC emulator, but contain between them virtually every commercial adventure title
that has been released for the Spectrum 48 and 128. { am sure that there wouid be enough
here for even your adventuring requirements. | have my internet number on the BT premier
line scheme, which means that combined with the cheap weekend rate, | can surf for about
four hours for the price of a pint. Not bad eh”? As you can imagine. that is & lot of adventures
tha! can be downloaded in that time.

I have found all the Spectrum adventure writing utilities on these sites, such as GAC, PAW,
Quill, Hiustrator and one called Balipoint??

There are aiso various PC authoring packages, such as TADS. AGT and interestingly
someone has put the Infocom development system onto the internet, although | am not sure
about the jegality of this. It is a pretty awesome system though.

| personally feel that this is a great way o keep text adventures available to miliions of people
and should ensure interest and popularity in this genre for years to come.

The emulator | use under Windows85 is one calied “ZX Spectrum Emuiator for WindowsS5
V1.01.0000" by Vaggelis Kapartzianis. This is a superb freeware emuiator which emulates
ALL Spectrums from the first 48K right up to the 128K +3 (selected via alt+F10 to tab through
various modes) and will read and save in virtually any Spectrum tape format {Z80. TAP etc.).
it is also very stable and is not prone to random errors, unlike some others.

{ have just started on the Level 8 Jewels of Darkness trilogy (Colossal Adventure. Adventure
Quest and Dungeon Adventure} enhanced version under 128K emulation. so wish me juck.

Anyway. here is the list of web and fip sites:
nitp:/osirs.sund.ac.uk/~ cadaba/

fip://ftp funetfi/pub/misc/if-archive/games/spectrum/index
http: //www idtipp.pt/~rff-ribe/wspecem himi
hitp:/fwww.void. demon.nl/spectrum.ntmi
ftp://ttp.gma.defif-archive/

nitp:/fwww.void . demon . ni/textadv/
(A great site with 100 of free commercial adventure listed alphabetically.)

http://home virtuai-pc.com/isbipx/index.htmi
{The home page ©f the Spectrum Adventurer. Ancther good site with lots of infc
and commercial games to download for free.)

%

| have no idea how much & pint costs these days (the oniy thing | buy in pints 15 milk). but
I'm sure Julian is geting excelient vaiue for money. (By the way. Telewesl my iocal cabte tv
and telephone company. offers unlimited access to the Internet for £8 49 per month 1 thie
good vaiue?) My thanks to Julian for the information. and if anyone eise can add 1o the iist.
please tet me know and | will pubhish the detaiic [Barbara

10



Elven Dungeon

Dear Editress,

These modemn young whippersnappers are not even being educated property into our fairy
tales and nursery rhymes.

Here are the complete authenticated answers to David's purziement in the June issue.

1. Hansel and Gretel — the toilet in the witch's coftage was a sticky problem. but | looked into
it carefully and can safely say it was provided by a jerry-builder. As you know, the jerries
always made things edible out of Ereatz.

2. The Grand Old Duke of York - this was a ploy by the crafty old duke after complaints from
the ranks about the slow rate of promotion. “You have all been at the top now” chuckied the
duke, once they were all back in the barracks.

3. Rapunzel - most of us oidies can remember our moms hair being done up in a litde
round bun. When unpinned it magically cascaded down 1o her feet. No doubt Rapunzel's
was more of a coftage-ioaf, but the principal would be the same.

4. Humpty Dumpty — the yolk was the first entry in Humpty's ALBUM~en. This is known as a
yolk-joke.

S. Litle Red Riding Hood ~ dressed in an apron of black~out material with grey hair done up
in a bun. wearing wire—framed wire glasses and covered in a huge poke bonnet, it was hard
to distinguish grandmother from wolves or anything else.

€. Sing a Song of Sixpence ~ the singing blackbirds survival work on the same principal as
Baked Alaska Pudding. where the ice cream inside remains frozen.

7. Three Littie Pigs — get real, where does anyone or & pig find a “reputable” buiider?

8. Littie Jack Homer — Jack was already in trouble, why eise do you think he was standing in
the comer?

S. Wizard of Oz - Scarecrow hed been practising saying “Shoo” when an old crow cackled
at him “buzz off bird-brain”. Scarecrow burst out erying so a young crow took pity on him
and told him not to worry as he had no brain at all.

10. Jack and Jill - this is that very same old bucket that we keep finding at the bottom of
every well in adventure games.

The Dead Warg



REVIEWS

SEARCH FOR THE RETHER REGIONS

Written by Gareth Pitchford

Reviewed by David Hebblethwaite on a Spectrum

Orcs have overrun the stereotypical fantasy kingdom of Kwargz, ied by the evil orc-lord
Beydm (z being with far too many consonants in his name}! They've been holding ali-night
parties, and it's too much for the people of Kwargz {they haven't been invited), so to get rid
of the orcs they've turned to you - a pathetic little person who'll use any excuse to take part
in a thrilling adventure, or its nearest equivalent for £2.93 or less. The only thing that can
stop the orcs is Jeremy’s Fabled Goiden Camcorder, which you must find. it's hidden in the
infamous Nether Regions — but nobody knows where they are...

That's the storyline to the 2-part adventure, which is a typical Gareth Pitchford game (Run for
the hilis! Just kidding). That means it's full of weird characters, surreal puzzies. and daft
jokes that you just can’t help laughing at.

The first part sees you in town, trying to raise enough money for supplies. You'll have to
contend with a drunken chef, a rusty door-hinge, and many more bizarre situations. You're
also going to need a way of navigating the hills, and if you overcome that problem, you'll
eventualiy come to the castie of a wizard who promises to heip you reach the Nether

Regions ~ if you retrieve his Deacon Biue tapes from the castie of Greta the Gorgon. Ch
dear....

At the beginning of part two, you've been changed into a dragon, and an archer’s about to
shoot an arrow at you. ¥ you haven't managed to carry over the right object from part one,
you'll quickly come unstuck here (it's worth mentioning here that you need to finish part one
with 100% and two important objects to complete part two). You'll then come to the Gorgon's
castie, which you need to get in (alivel). Once inside, the problems come thick and fast, the
main ones being how to make a curry, fight 2 Balrog, and kill the Gorgon. And then you
have to get out, and find the wizard (you did remember the tapes, didn’t you?). When you
finally reach the Nether Regions. you only have to pass a demon and solve a very nasty
riddle, and then you can take the Camcorder. And that's all there is to it (heh, hehj.

The adventure is actually quite simpie, with a relatively small number of locations, and only
an examine command. no searching. or looking in. under or behind things. That said. |
didnt find it an easy game ({though more experienced adventurers may}, some of the
puzzies were quite difficult (as my numerous calis for help to Barbara illustrate), and it's
sometimes hard to find the right way to phrase commands. I'd recommend the game
particularly to adventurers who don't like their games too hard, or who like adventures that
aren’t too serious, but really 'd be a shame for anybody to miss out on all the wondertfu!
jokes and general silliness of this good adventure.

Spectrum (tape & +D 3.5 disc), Atari{e}, Amiga{e), PC(e) and MAC(e) £2.8¢
Spectrum +3 (3" disc) £3.99 versions available from Zenobi Software.

Amstrad version £5 {disc only} available from The Adventure Workshop. Cheque/p.c.
payabie to P.M.Reynolds



THE LOST CHILDREN
Written by Larry Horsfield

Reviewed by Edwina Brown on a Spectrum 128K

“The Lost Children” is another excelient adventure from Lamry Horsfield. | was looking
forward o playing another of his games - “Axe of Kolt” has long been one of my favourite

and | was not disappointed. It is a big game, and | mean BIG, with a hundred and fifty odd
locations, and puzzies abound.

Once again you play the part of Duke Alaric Blackman and apparently the events chronicles
in the adventure take place between “The Spectre of Castie Coris” and “Die Feuerfaust”.

it appears that children have disappeared from the farms and villages which surround a
desolate moor in the far north of your domain. You travel up with a company of soldiers to
investigate. All the abductions, you hear, took place al night, often from behind locked doors
and barred windows. Guards were mounted but they and parents fell asieep, waking to find
the children gone. Mysteriously though the doors and window were still locked or barred.

Then a filthy, wizened scarecrow of a man arrives with news, but the villagers tell you he is a
mad hermit and to take no notice. You decide to give him the benefit of the doubt however,
and he tells you of an ancient dolman in the middle of the moor. known as “The Devil's
Gateway”. lt was said to be used by the devil to visit the mortal world. The man says it is
being used again and that Satan is sending his minions through to take the children. He tells
you more and you decide to take his words seriously. You visit the dolman and, realizing
magical forces are present, summon your old friend Magor the Sorcerer. He telis you there
is indeed a gateway, but to another part of the world, not hell. It is ciosed from this side but
he would be abie 1o open it just enough 1o let one person through. Of course, you decide 1o
be that person.

After equipping yourself with weapons, food and money fo cover every eventuality, you are
ready. Magor. who has been psyching himself up for the effort needed to open the gateway,
is also ready. He wishes you good luck and gives you an amulet which he says will protect
you against certain forms of magic. The spell is then cast and lo and behold & different
landscape is seen through the gateway. Taking a deep braath you step through

Well, here you are, standing on a low hilltop in the middie of a desolate moor. To your

dismay you realize that anything metal you were carrying has vanished, this inciudes your
money.

First of all, & stroll around to get your bearings is indicated. You will traverse mooriand,
mountain, forest and hill. The locations descriptions are so atmospheric you really are in this
vast land. You will come across a couple of huts, one by a canyon, the other near the edge
of the forest, and in some woodland you spy a cottage. Go in and you will be greeted by
Anne, who is enjoying a guiet smoke. {This pleasant lady will probably be recognized by
many “Probers”). Have a long chat to her. she will answer most of vour guestons and the
information she gives will help you progress further into the game.

After leaving her you should be able to find your way to a small town. Here you will see
many more tamiiiar faces inciuding Larry himseli. He 1s the armourer. beavering away at his
anvil. Read the blackboard and you will see he has many ftems for sale, but spend your
money wisely.

-k
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On the quayside you will meet a littte boy named Mark, blowing a trumpet, though not with
his usual skill. He leads you to his mother, Jenny. While you are there a large ginger cat
wanders in, who else but Custard. Jenny telis you about a hole in her kitchen roof which lets
the rain in. When eventually you manage to collect everything needed and repair it Jenny
will be grateful. She will then tell you where to find her uncie Bob. He is a tracker and may
be able 1o iead you to the children. At one point you may narrowly escape death when a
mine shaft coliapses, so waitch your step as there are many traps for the unwary. Never
mind, “resurrection” will soon have you on your way again.

When you find Bob e gift is needed, then he will help you look for the children. He'll lead
you for miles into the Fireheart mountains, then deep underground. You must now be very
quiet as you are in the trolls domain. Reaching a cave with many exits Bob will go no further.
He says that when he enters the tunnels now he just goes round in circles, perhaps you will
have better luck alone. Promising to walt for a day before heading back he points the way.
Then he makes a rather cryptic remark and laughs at your puzziement.

Well, | will leave you here with many more hazards to face before you eventually free the
children and return them to their loving families.

To sum up, this is a really great game which will give even the most expenenced piayer
hours of enjoyment. Not easy, but a must for any collection.

Spectrum (128K only) version available from The Adventure Workshop.
Price - £4 (3” disc}, £2 {tape). Cheque/p.o. payable to P.M.Reynolds

SHADOWGATE
Published by Mindscape

Played by Karen Tyers on an Atari 1040ST

Folks, Pigpen has a confession. Having fixed my Atari (sort of) and then managed to pick up
another one for next to nothing, | have been playing a point and click game. Yes, mel The
one who has had nothing but scorn for them. Anyway | picked this one up out of the pile |
acquired and loaded it up, to be faced with a picture of a closed castle door and the legend
~ “The door to your destiny lies before you. Enter if you dare. Take up your torch and brace
yourself for a descent into the unknown. If you are worthy, your name will be honoured
forever. If not. then you will never be heard from again”.

Well, who am ! to ignore a challenge like that! | found | was carrying a lit torch and first had
1o open the door. Once | got used to the mouse control and the way to use different things |
was away. for a few minutes at least. Once inside | was faced with several interesting things,
but as | soon found out, a continuous means of providing light must be worked out or you
very soon find yourself out on your ear! However, having surmounted that for the time being.
| started to explore. There is quite a bit to do throughout the castle, and there were several
secret passages that | didn't find at first. being unfamiliar with this type of game. However.
with some help from Barbara and Terry {thanks). | soon got the hang ¢f things.

| did enjoy this game, but when ! got to the end. | realised it wasn't as big as | expected it to
be. That said. if you can find 2 copy anywhere. | would recommend i, especially for
newcomers to this type of game. | would be guite happy to iend my copy to anyone, if itisnt
available.
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STAR TREK CREATOR -
THE AUTHORIZED BIOGRAPHY OF GENE RODDENBERRY

Written by David Alexander

Reviewed by Mary Scott-Parker (on a chair)

Foliow the fascinating story of the larger than life man. known as “The Great Bird of the
Galaxy”, from his birth in August 1921, to his death in October 1991. This well written and
meticulously researched account of Gene Roddenberry’s life is also an insight into the
history of Science Fiction itself, both written and on American television.

A voracious reader of pulp fiction Eugene Wesley Roddenberry was always going to be a
writer. The son of a Los Angeles policeman. he grew up in the City of Angels in the Great
Depression of the 20s and 30s and. later, joined the police force himse¥ to support his family
unti! he could achieve his dream and earn enough money from full-time writing.

As a coliege law student he joined the Army's Civilian Pilot Training Programme, where
college men could leamn to fly at no cost to themseives, and within days of the Japanese
attack on Pearl Harbour he reported for duty, with hundreds of other patriotic, eager young
men, who, like Gene, had been part of the Civilian Pilot Training Programme and wanted to
fiy for Uncle Sam. Out of the hundreds of hopefuls only a handful would graguate as Air
Corps pilots. Gene received his pilot's wings in August 1942, was discharged from the Army
after the war in 1945, and joined Pan Am as a junior pilot

in 1947 he survived an horrific plane crash when the Istanbul-bound piane, on which he was
travelling, off duty, literally lost an engine and crashed into the Syrian Desert Most of the
crew were killed and Gene, with his experience and natural authority, quickly took charge,
directing the rescue operation and even administering morphine io the injured because the
doctor on board was oo deep in shock to help.

The life of a pilot took him away from home for huge chunks of time and he took his
brother’s advice and joined the LAPD, where he “threw himself wholeheartedly into police
work, retaining in reserve an ambition to write for television”. k proved to be an excellent
training ground. He started to write speeches for William H. Parker, who, in 1850, became
Chief of Police of the City of Los Angeles and was destined to become one of the most
tamous lawmen in the United States, second only to J. Edgar Hoover. Gene also began &
correspondence with Erie Stanley Gardner, creator of Perry Mason, which lasted for many
years.

in the early 1950s Gene admitted to friends that his first marriage was over. He “lived by his
own code of marriage ethics. 2 set of standards that did not have sexual fidelity near the top
of the list or. perhaps. even on the list’. He stayed with his wife and children. however,
because “strong men didn’t abandon their families”. Always fascinated by science fiction he
began to send scripts to TV shows. His first real break came when he submitted a script for
“Dragnet” - stories from the files of the LAPD - and it was accepted. He made a dea! with
colieagues, who told him their stories and Gene put them into script form. spliting the $100
fee 50/50 with them. He was meticulous in his research and guickly leamed how to write for
TV by borrowing scripts, watching the corresponding TV shows and mastering the
technology and camera shots. so that the scripts, in this tiny budget industry. were ready for
shooting. In 1938 his future as a writer looked sufficiently bright for him to resign fiom the
LAPD although not without much soul searching.

—
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From 1956 - 1962 he became a “one-man story and script-writng factory”, writing
prolifically for many of the leading TV series. Obviously an amusing man. his sense of
humour comes strongly across in his correspondence. Ralph Smart, top man in the Grade
organisation, tried to persuade Gene to bring his family to England. Gene replied ".....but our
two giris were a bit shaken -~ seeing itas a thinly disguised pian to do them out of our winter
vacation in Hawaii - that is until we mentioned England is also an isiand. At any rate, we've
somehow gotten into a situation where the youngest, at ieast, thinks of London in terms of
breadfruit rees and surf riders... could you possibly arrange to meet us wearing a grass skirt
and strumming a ukuiele?”

Read on through Gene's producer years to discover & creative genius with a well of ideas,
years, often decades, ahead of themselves and of course to hear about, in minute detail, the
traumatic birth, death and re—birth into the woridwide phenomenon, of his most famous baby
“Star Trek”.

The private and public sides of this man’s life make compuisive reading for all fans of the
show, and the book boldly goes where none have gone before.

Introduction by Maje! Barrett Roddenberry — Foreword by Ray Bradbury - 539 pages.

Published by BOXTREE LTD, BROADWALL HOUSE, 21 BROADWALL, LONDON
SE1 9PL Price : £7.99 [i got it for £3 new]

ISBN - 0-7522-0368-1. First published in 1994, this paperback edition published in 1996,

CASTAWAY
Written by Conrad A. Button

Reviewed by Dorothy Millard on a PC

You are first mate of a cargo ship “Katie Sue”. You were sailing in the Cora! Sea en route
from Austraiia to Fiji when & storm drove your ship onto a reef. Within a few minutes the ship
was destroyed but you managed to find a lifeboat and climb aboard. It is now sunrise. You
are totally aione and without supplies. Do you have the skill to survive untii rescued? Can
you tumn ili-fortune to your advantage? Your fate is now in your hands, CASTAWAY!

At the commencement of the game you are adrift in a lifeboat on the Coral Sea. Going east
you find yourself on the crest of a large wave and then. after going through a thick fog bank,
you land on the beach of a nearby island. Exploring Pango Tonga you will discover tropical
jungle, a black panther who won't let you pass, ancient burial grounds. a pagan temple and
a helpful parrot Later, once you have discovered a light source, vou will be able to expiore
nearby cave to find more treasures. There are ten treasures in all to be found and once they
have all been collected it is time to signal a passing ship to take you home.

“Castaway” is an introductory adventure and as such isn’t hard. The location descriptions
aren’t particularly atmospheric but the puzzie comntent is good for this level of adventure. |
enjoved playing it.

{This adventure runs on an Amiga under PC emulation....Barbara]
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NEBULA
Written by Conrad A. Button

Reviewed by Dorothy Millard on a PC

You ere a space explorer in NASA's Elite Astronaut Corps. Your Star Probe has just
decelerated from hyperspeed. Your space navigator reports that you are now on the
perimeter of the nebuia Orion. No other astronaut has ever travelied this far into deep space.
You are eager to begin your exploration of the planets in this Nebula.

The game commences with you in your Star Probe with your telecommunicator ringing. You
are ordered by NASA Control to expiore the three closest pianets: Serapis (a pianet iike
Earth), Amun (a frozen planet} and Kneph (an extremely hot planet;. You must coliect one
animal, one plant and one metai from each planet You must aiso bring back an inteiiigent
life form. Puzzles include such things as dealing with an avalanche, dark underground
rooms, molten iava and a fedge you cannot reach. You must aiso find a way to persuade the
animais and primitive man o go with you back to the Star Probe. In addition you need o
discover the whereabouts of the ore specimens and find a way of coliecting the plants. As
with other games written by Conrad A. Button the Jocation descriptions are terse but there are
plenty of puzzies o keep you busy. You must trave! from planet to plane! several times 1o
obtain the necessary objects to achieve your goais. | enjoyed playing "Nebula™ it was an
enjoyable romp.

DARK CITADEL
Written by Rob Massey

Reviewed by Barbara Gibb on an Amiga

The lovely Ysadora has falien under an evil spell. She has been found by a brave knight
named Marion and returned to her father. the wizard Gnaxar. Alas, his powers can do
nothing to reverse the effects of the spell affecting his daughter. but he telis Marion the
location of a powerful elixir which will surely save her. So, taking with him only an amutet,
given to him by Gnaxar, which will enabie him to use any magical items he mignt find, the
knight sets off on his quest for the elixir which lies hidden within the magica! Dark Citadel.

This point and click adventure is a Valhalla clone, and a very good cone indeed. The colour is
not garish, and the graphics are not quite as elaborate as the Vaihalias. but the puzzies,
which range from easy to head-scratching for weeks, are 2 mixture of variations on old
probiems, to some new ones - | certainly don't remember having to create 2 iight source, or
look under certain objects, or descend a ladder in the few point and click games | have been
tempted to piay.

“Dark Citadel” comes on 4 discs - a savedgame/bootup disc and three game disce. one for
each level. Providing you have at least 1 meg of memory on your Amiga vou should be abie
to play il. and it can aiso be instalied 10 a hard drive if you are lucky enough to own one. You
are allowed up to 10 saved positions and if this isn't enough vou can create a specia}
savedgame disc oi. like me. simply make an extra copy of the bootup disc. ¥ you have 2
drives you don't even have to swap discs to saverrestore your position You won't be kilied
dunng your guest. but there are nc passwords to begin leve! 2 and leve! 2. so ! would advise
YVOu to save vour DOSITION as sO0On as you arrive there



The introducton can be skipped but | suggest you read it at least ance, aiso each level has
an introductory text which is worth reading. Hints are scattered around the playing area, but

there is one that | overiooked in the on-disc documents ~ examine objects before and afer
picking them upl

The screen layout is the familiar one of an inventory of eight spaces along the top (with the
tidy feature of objects moving along from right to left when one is dropped or used), the six
action icons along the bottom, and the large playing area in the middle. The graphics are
excellent, and the sound clear. leaving you in no doubt about what you see or hear. &
definite nine and & half out of ten for presentation. The rooms are a bit on the sparse side,
hence the dropped half mark, and the gameplay requires you to do a lot of walking around.

The only quibbles | have are that Marion walks very siowly, | found | have to have the joystick
well anchored. and there are some red herrings. but not toc many to be annoying. Ali in all,
well worth plaving. anc | hope Rob Massey s encouraged to write more, especially as
Vulcan Software won't be writtng any more that will run on my set up,

| first encountered “Dark Citade!” when Zenobi sent me a demo. | had to install it to RAM to
play it. and when it stopped | was left with a tantalizingly assortment of objects | hadn’t vet
used, but it gave & rea! flavour of the game before spiashing out for the full versien.

Demec. version available from Zenobi Software - price £1.48 incl. pestage.

Full 4—disc version available from F1 Licenceware, 31 Wellington Road, Exeter, Devon,
EXZ 9DU (Tei 01382 483590) - price £6.98

LOOM
Published by Lucasfilm Games Lid

Played by Karen Tyers on an Atari 1040 ST

This was my second foray into point and click adventures and it caught me totally unawares
as it is completely different from anything 've played before. You piay the part of one Bobbin
Threadbare, & young, inexperienced member of the Guild of Weavers who are powertul
magicians whose lives are controlled by the power of the Loom and its pattern, which at the
moment is fading. You don’t know much about the power of the Weavers or how to use it As
you go through the game you gain in experience and power. The speils that Weavers use
are acually musical, i.e. composed of four notes each and at the start you only know a few
notes. | played in practice mode. whereby you have a picture at the bottom of the screen
which shows the notes vou currently know. and as you learn new spelis, it wili show you the
notes sc you can write them down. | understand thal in expert mode, you have to do this
entirely by ear!

This is & very different type of adventure, although the idea of leamning spelis and using them
is not Here however. you gradualiy learn new combinations of notes, but you have to
discover by tnai and error what spelis these form anc where to apply them. As you trave!
through this fand you will meet several groups of people. some friendiy anc some not
Eventually vou wili confront the Demon Lord cf the Dead and you must vanguish him in
order to finish the game. | was disappointed at the end as | thought the game would be
iarger. Having said that. the ending is left so that & foliow—on couid be maae. Does anyone
know 1 it ever was, and if so what it was called, and can | buy or borrow it?

Certanly one for the collection, espezially i you are looking for something a b different.
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i stopped dead absolutel amazed Where in the name of &l the
Goxds had thx dragon come fram? I wast'L even the nght tvpe of
terram for a drapon To my eternal shame (especally if Draffan
should ever leam of 1t). I fraze. My bram seemed 1o go numb, For
axe, 1 had no suggestions to offer me 1 stood like one
demented, staring at the dragon. 1 remembered how lucky [ had
been the last ime [ bad met ooe. [ knew that such luck 1s nover

repeated.

And then Vana marched past me, straight up to the dragon’s
hdeaus jaws. 1 undersiood Almost deranged with fear and the
certainty of death, she had chosen to get it over with quickiy. |
found her loge strangely appealmg, yot st § coudd ot move.

And then....and then 1 feared for my own sanity & Vaa
reached ou and stroked the dragon's snout almost casualiy. And
then { heand her giggie.

Abruptly, my mund began functioning, again, and [ found that
1 could move. Vama tumed to face me, struggling to keep her
amusament urkker contrel “Dotran! You fell lor one of tike oldest
reps there 18! All the teleports have similar detence mechansms
Evertually you'd have lost all vour will-power. and the guards
would have had no troubic m takipg vou for questiomne. All the
same,” she contmued, with a traubied frown., “T hope the delav n
deactivaling # wasn'Lnouced by the Watch. It could be awkward.™

“Lro we teleport™ | asked her.

She thought quickly. “Not to would be more dangerous. Listen.
Dotran. T had hoped 1o take ume here o explam ali ths o vou,
b sciting the defence off makes 1t 100 dangerous W waste tme
here, Onee we amive, act as the other men do. Be arogany,
gominant. And remember, you own me. | am yvour siave. You
have absolute power of life and death over me.”

I nodded. and then grnmmed & her.

“Dotran’” she shouted angrily. “Remember it,
o we're botk 1n trouble. You're dead, and I'm
oot much...”

Her sentence died abruptly as I nurmed and hit
her backhanded across her face. She took a
couple of startied. off-balance steps backwards
as shx fell 1o the floor. She put her fingers o tix
comer of her mouth and then looked with
ohvious disbelief at the biood Her eves looked
w a me m sarled swpefacbon and
undisguised fear.

“Did 1 give vou permission Lo use my name,
slave?” 1 asked her.

Eves downcast, Vana got to her fect “No, Master.” she rephicd
auaetly. [ pomted towards the teleport and preceded by Vana, |
entered the stone circle. “Pensea.” | said.

The teleport seemed 1o spm Colours whired around me,
makine me {ee! sick and nauscous. From the noses Vane made.
I knew that she. oo, was {ixdine tius e of tave] umicasant

Pmally, the swrime colours faded away. and the teleport
became still. T took a deep breath and stepped ot of the stome
crrele where | found myvsell 1 saw a cruds stone outpost. and @
road Jeadmg o« large ey, perhaps @ hall @ kague awav. |
neaded lowands 1

“HOLL. stranger'™ a voioe chalienped mic. | turmed o see @
guard emerying from the outpost For @ moment [ comsidenc
attackane mm - hee then. two more guaras appeared hemnd him
“Where are vou trom ™™ he demarnxied.

“Jupor.” L lold ham: | gambicd thet he woudd have some wan
O KDOWINg ©f Where Ure GCLenee MeCRArism Nud Deen aclvaies

“What was your business on Jugen” ] undersiood 1t o be
karcely populaled”

“A provate matter,” T replied causucally. The guard’s eyes
hardened. His hand moved closer 1o s sword. ’

“Explain how vou came o tgger the teleport defence.”

1 threw my arms heaverwards. “Gods!” | exclamed i what [
boped was a convinong demonstration of mmitation. “My siave,
mOrome creature that she is, tggered the mechamsn. and then
ran away m terrar. 1 had to catch her belore I could deactivate the
defence mecharism.”

All three guards’ eyes tumed hostilelv upon Van. She kne
kecpmg ber eves avenod “Fargive me, Masters,” she wh

The senior guard rewmed s gaze W me. g now there was
a ghmmer of wnderstanding n hus eves. “She shouid be well
flogged for this.” he advised me.

“Oh. she wili be,” I assured him. From the comer of my e,
1 could see Vana trembling, with anger or fear I couid not detect,
a we discussed dns so caswlly. “ have alreadv given her
something 1o think aboul " T added, moving © Vanz and turning
her face up to their view. Her cheek and p wers afreadv brnsed
from the blow which I had carlier fanded upon her,

The guards grinned al me, seeming now 10 accont me as a
genume Southern Man. “U vou like. ™ tne semor guara contimued,
“we will atend w her flogeing for vou™

A muted whimper escaped Vana at the prospect. My instinct
was o strangle the guard who had made the suggeston, bt
knew 1 had 1w remain undiscoversd I made a2 pretence of
considenng hus offer.

“I &5 verv kind of you™ I thanked him with a5 much warmth
a | could musier. “and under other crrcumstances | would agree.
But I must make haste. My slave's pursshmen: will have to wait. ™

The guard seemed W consider this. Finally, he
podkied and clapped me on the back. “If you seck
decent dodgmy m Perisca, seck ol the bouse of
x:;dm. His table 1s pood and the beds have few

1 thanked the guard for his advice and headed or
the road. Vare wasted no time in rushing to my
sik, She glanced around to ensure o one was
near enough 10 hear her. “You emoved that!™ she
accused me. bitterty.

Without glancing at her, 1 replied quietly:
“Varz, ©t was you whoe told me to remember that
vou are my slave. It 1s best if we act the part all the tme. One
overheard conversation and we will he discovered.”

Vane was quiet for some tme. Fradiv, as we passed mio the
oty she mutlered: “Of course. vou @re nght. Master ™

We were mmeduatelv surrounded by crowds of people. We
were jostled and pushed mio the marke! square, Puiling Vama by
et arm. ] dragged her b a comier whiers W throns was 1€ss Gense.

“rxolic slaves! kxouc staves from tne fabled Northemn jands.”
3 bnghtiv dressed man to mv jeft snouted 2 the wp of s vorce.
I glanced al hm....and siood transiixed byt sight which
grected me.

A female B stood. maked i 2 cage. Sne gazed o at the
crowd, &and | could st daect U saaness and oeeradation which:
she telt. Var tollowed mv gaze and jooked gusstonmglv ai me.

“I koo her™ 1 winsnered 10 Varce

And then the Elf looked at me. and [ saw recognition flare m
e eves. Her name was Redthorm, and she wes < biood relative
¢! Hapicu

o)



MAZE PUZZLE by STEVE CLAY

You stand in a passage. There is 2 doorway to your north.
Beside it is a notice reading;
BASE 2

You are about to enter an 8 x 8 complex. Be sure you are equipped to deal with it.
The only object you have coliected is a rather curious note thai reads -

BiN:

{243) Out at 8
(59) Goid at 128
(131)

{234) Gold at 1
(72) Gold at 128
{26)

(194) Goid at 1
{(247)In at 8
Sate ali zeroes.

Can you draw a map of Base 2?7
Mark the exit, the entrance and the position of the goid.
A prize for the first out of the hat atter 31st August. All entries to

STEVE CLAY, 17 STANLAW ROAD, ELLESMERE PORT, SOUTH WIRRAL. L85 0EY

TEN BIZARRE BOOK TITLES
compiled by DAVID HEBBLETHWAITE

These books really do exist..... honast.!
1. Thermal Movements in The Upper Floor Of A Multi-Storey Car Park
2. The Joy Of Chickens

3. Teach Your Cat To Read
4. Japanese Chins

5. Entertaining With Insects
€. Reusing Oid Graves

7. An lilustrated Encyclopedia Of Meta! Lunch Boxes
g. Eat Your House

¢ BesiBike Rides ir The Mig-Atianiic

10, Proceedings ©f The Seceono internationa’ Workshop On Nude Mice
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LIKE SOMEONE LIKE ME by DAVID HEBBLETHWAITE
(based on an exceedingly good story!)

its hot 's steamy. Itll make you sweat I's exhausting. It'll make you groan, And it's green.
Very green. it can only be one thing - the jungle!

Yes, this is the jungle. Well, a jungle. One of the biggest jungles in the whole of Quch. g
called the Jelly Jungle, which may sound strange, but the river Jelly runs through it Logic is
& wonderful thing, is it not? Anyway, we close in on a party of four companions. In front of
Pablo Pickaxe - that famous adventurer (but not a famous jungle expiorer, unfortunatety). He
is using & machete to hack through the dense vegetation (he is not 8o stupid as to use g
toothbrush, fortunately — if he was, the story would be doomed before it started). Pablo
always seem to get the hard work. Walking beside him is his adventuring friend. Otio
Orangecake. Little mention has been made of him before - he is unremarkable 1o look at, a
standard adventurer. His only distinction is that he is the original “Man in the Street” {or
Jungle, in this case).

Behind the two adventurers is their “magical protection”, or rather, someone who happens o
be a wizard who wanted to come and who dragged his apprentice along as well. The wizard
is, as you may have guessed, Merlin Mudpie, the worst wizard in the whole of Quch. His
apprentice is, as you may know, Edwin Egg.He was feeling a littie uncomfortable with himself
afier breakfast that moming, but was otherwise in good health. Edwin hadn't really wanted to
come along. but Merlin thought it wouid be good for him to “see the world”. In view of his
company, it may well be the last thing he ever sees.

Well, those are the adventurer, but why are they in the jungle? Well, that's a bit difficult,
because, you see, they don't actually know themselves. Pablo was bored, so he decided that
he'd go and explore some uncharted jungle, just for something to do. Actually, that's a lie;
he was talked into it by Lord Clarence Catflap, a very rich nobieman who lived in the fortress
of Caer Cafflap, on the hill just outside the town of Wallfiower. He was married to Lady
Cecelia Catflap. They had several children, and a great many grandchildren - or so they
thought Many members of the Catflap family were, how shall | put it, you know... unusual.
Not what you'd expect to find in a rich family. Not that Lord and Lady Catflap knew any of
this, of course. The party of four was due to meet up with Lord Catfflap in the jungle, to
explore. They'll meet up any moment now....

Lord Ciarence Catflap had had enough of waiting. He was getting on in vears. and his
patience was wearing thin. Where were they? They were supposed to be coming. Surely
they knew where this spot in the uncharted Jelly Jungle was ~ his directions had been
perfectly clear, hadn't they? Yes, of course they had — he was a Lord. after all. Oh. come
on...

The party of four burst (or rather, fell} into the clearing. Lord Catfiap stood up.

“And about time, 100.” he said. "Where have you been? | want to compiete this jungie
exploration some time before the tumn of the century, you know.”

“Sorry,” gasped Pable.
“Go on.” prompted Lord Cafflap.
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A sudden gust of wind biew Pablo and the baby over to the riverside. They ianded there
without injury {naturally). Pablo stopped, looked at his hand, and wiped it on his top. He then
stood up, carrying the baby, and said 1o it, “Let's get back 1o the others, then, shail we?” The
beby didn't understand, of course, but Pablo didn't know that

They set off. And got lost.

After wandering around in circles (well, they were more like parabolas, actually) for many
hours, it was night ime, so they settied down to sieep. Pablo put the baby down & few feet
away from him and went to sleep.

During the night, furry hands reached down from the trees and scooped up the baby.
When Pablo woke up in the moming, the baby wasn't there.
However, there was a sound of simian chittering and infantile gurgling in the distance.

Pablo set off towards it. Not that he had much choice. because there was only one path out
of this clearing.

Far away. somewhere in the jungle, there were some ruins. History does not record what
they were ruins of, but History is & very unreliable thing anyway. What they were ruins of
does not matter. What does matter, is what lived in them - monkeys. Lots of monkeys. And
the King of the Monkeys. And his father. And now. the baby. By the way, the Monkey King's
name was Lewis, and his father's name was Ernie. Lewis, Emie and the Baby were having a
conversation of simian squeals and baby gurgles. For your benefit, | wiil translate it Picture
the scene. Music is piaying in the background — Mozart....

LEWIS: Father!

ERNIE: De—de—de...what, Lewis?

LEWIS: Tell them to do it quietly, will you? I'm 1alking to this human.
ERNIE: Don't you talk to your father like that, boy!

LEWIS: But father, | ...

ERNIE: Lewis! No!

LEWIS: Aw, Dadi

ERNIE: Lewis!

LEWIS: You're so unfairl | hate you. | hate you!

BABY: Look, can we get on with this, or what?

LEWIS: (sulking) No.

ERNIE: Lewis!

LEWIS: All ight (turning to baby) | want to know the secret of fire.
BABY: What's fire?

LEWIS: You know. that red stuff you humans have that burns.
BABY: Don't know what you're talking about.

LEWIS: Yes you do. It's orange, and you humans sit around it
BABY: Oh. veah. | know what you mean.

LEWIS: Good. now we're getting somewhere. How do you make it?
BABY: | don't know. {'m just a baby.

LEWIS: Oh, shhh....sugar

Pablo entered the ruins and stepped back when he saw the monkeys. He could sec the
baby. King Lewis, his father. and the band playing some piece of Mozarnt music. He tnec to
formulate & plan tc rescue the baby..
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LEWIS: Are you absolutely sure you don't know how to make fire?
BABY: Positive.

LEWIS: Are you completely sure?

ERNIE: Shh, I'm trying to listen to this.

Pabio rushed into the ruins, grabbed the baby, and ran for his life. He ran and he ran and he
ran. The monkeys chased after him. Time slowed down. and the band played “Chariots of
Fire”. Pablo ran for all he was worth, but the monkeys were closing in... they were getting
Rearer.... and nearer..... and nearer... and a flash of light biinded everybody. As it cleared,
Pablo could see that he was no longer hoiding the baby. But neither were the monkeys. No,
that task had been given to Meriin Mudpie, who had appeared with the rest of the party by
sheer Coincedence. His hand were covered in...121212121212 (is and 2s). He wiped his
hands down his robe hastily. Not a word was spoken by the party as they fled the ruins faster
than you can type GO EAST. RUN EAST. RUN ANYWHERE. JUST RUN.

They soon came to & Village. It was a Village of wooden huts. A the party entered the Viliage,
the natives appeared from their huts. “Look out,” said Pablo, “they're going to string us up
and sacrifice us”.

“They can't do thet to me. I'm a Lord! A member of the nobility! And anyway, I'm too young
and handsome and rich to die!” exclaimed Lord Catfiap.

Edwin just buried his head in his hands (there was no sand nearby, you see).

They needn’t have worried. The natives were dressed in the usual clothes of natives in these
stories: animal skins and spears, that kind of thing, but don’t be fooled. The natives had no
intentions of sacrificing these visitors to their Viliage; they depiored violence. The jungie
natives of Quch were far more advanced than other people believed. They had the

knowledge to create a technological society, but they didn’t have the materials — metal were
rare in the jungle.

Each tribe of the jungle natives of Ouch had each developed its own unique language based
on a system of clicks. This tribe, however, were more advanced than most, and they had
deveioped a language based on a system of clicks, buzzes, whirrs, bleeps, and other robotic
sounds. They started to speak.

One of them tumed to another and asked him, “Click beep whizz @"$£%}* pshhhh?”,
which, roughly transiated, means “Why did you resign?”

The other native replied, “Bang buzz bleep dedededede,” which means “I'm not telling
you.”

One of the women of the tribe tapped a native, who was presumably the Chief. on his
shoulder and said, “"Whooh click beep beep «<»——," which means “Ooh, look, dear, a baby.
Let's have him. We don't want o leave him with these idiots. { mean. look at the stupid
handiebar moustache on that one.”

The Chief replied, “Shoom whee bang crash,” which means “Absolutely not. wite. As Chief
of this tribe, | forbid it.”

His wife said “Yee bong dumdumdum £~ aie.” which means “You'li get that baby now, or
you'll cook your own meals from now on.”

This statement seemed to have an effect on the Chief. Me ran forward and grabbed the baby
from Lord Catfiap. then stopped, iooked at his hand, iook at his ciothing. and wished he'd
put more clothes on that moming
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“Now see here - began Lord Catfiap.

Pablo stopped him. “Never mind. Let's just get out of here while we still have our heads.
Sir.”

The party fled from the Village, leaving the baby with the natives. As they ran, a huge white
balioon appeared from nowhere and chased them to the edge of the jungle. It had the words
“ROVER : MADE IN TAIWAN" printed on it Someone had scribbled “(}?1@[]" beneath these
words, which means "Where's Taiwan?”

And that was the end of this adventure in the jungle.

What happened o the party? Many things, but I'll tell you about just one. Lord Caffiap
returned home, only to face a bout of nagging about the fact that he’d lost the baby. He
cooked his own meals afier that.

Deep in the jungle, in some old ruins, a band of monkeys was playing EINE KLEINE
NACHTMUSIK.

LEWIS: { wish | knew how to make fire.

ERNIE: Shut up, Lewis, I'm trying to listen to this.

LEWIS: But father, I'm having a good sulk here.

ERNIE: Lewis. shut up.

LEWIS: But father

ERNIE: Right, that's il. it's bed for you. my iad. And you can cook your own meals.

x®

COMING SOON ~ TRILLIONS {Pabio 8)

PLAYSTATION POSSIBILITIES by STEVE CLAY

For those readers without the cash to splash out £1000+ on a PC but with a desire o play
some of the games that are available for this machine you may like to consider a Playstation.
Anvone purchasing & computer, or in this case a console, should always look for the hidden
extras that always lurk behind a purchase of this sort.

Firstly, the Playstation (PS) is a CD based system that aiso plays audio CD’s. The astute
adventurers out there will be thinking ‘How do you save a game to CD?". Answer you don'’t
You need fo purchase a memory card that has a number of ‘slots’ on it. Each slot holds your
game position. lap time, high—score etc. The official Sony card - and Sony only recommend
their own products of course ~ will cost around £20 although there are others availabic that
will save you between £5 —£10. There is a card aveilable from Special Reserve that has 480
slots and costs £37.99. So the console and memory card are going to add up to £140+,
although Speciai Reserve have a good package deal that gives you a consoie, memory card
and extra controller for £138.99. Also the point and click adventurers available for the PS may
play better with the mouse and this costs another £20.

The games range from £17.99 to £44.92 but again this is dependent on where you
purchase. The PS has an advantage over the technically superior Nintende 64 in that there
are over 250 games availabie for it and the games do not cost £60-£70! There are several
games available right now that may interest adventureres and those with a roleplaying bent
{There's & joke there somewhere;.
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My first concermn was the potential lack of adventures available but there does seem to be a
good selection of games which for the most part are of a good quality. These include:

TOMB RAIDER: More an arcade adventure in which you control Lara Croft a female indiana
Jones type who is sent into a strange 3D world, popuiated by equally strange creatures, in
search of the ‘Scion’. She is sent there by a group of naughty types and their reason for
obtaining the scion is revealed as the game progresses.

BROKEN SWORD: A point and click adventure in which you play a visitor to France who gets
caught up in a police investigation. Being that sort of person you decide to carry out
investigatons of your own and soon become invoived in a story concerning the Templar
Knights.

DISCWORLD: Again & point and click game based obviously on the Terry Pratchett books.
The game cortains cartoon graphics and plenty of dialogue voiced by. among others, Eric
idie and Tony Robinson. DISCWORLD 2 arrives soon.

MYST. Is a PC classic and has even inspired a spoof version (PYST). There is no story as

such with the player learning his/her quest as the game unfolds. Lavish graphics that evoke a
wonderful atmosphere.

OVERBLOQD: s a new game that has had combat removed and puzzies added to make it a
game adventurers shouid love. The reveiwes all say that the lack of combat couid be a
detraction but to me it is an attraction. One of the puzzies was described in a review and |
fee! traditional adventure players would enjoy this game. The story has the player waking
early from a cryogenic sleep. The aim is to find out why.

There are many more adventures available as well as strategy games. Two games due
around Christmas time are DEATHTRAP DUNGEON and FINAL FANTASY Vii,

DEATHTRAP DUNGEON is a conversion of the Fighting Fantasy game book of the same
name. lan Livingston is oversesing the project and is delighted with the way things are
looking. The player assumes the role of either 2 maie or femaie and must try and work their
way through the dungeon. All the features of the book will be included plus some extras.

FINAL FANTASY VIi: This is a Japanese game that has sold 3 million copies in that country. It
is a massive game that has ali the roieplyaing eiements you wouid expect such as combat,

magic and numerous sub-quests. Probably the most awaited Playstation game at the
moment

The PS is a possible option for those who are wary of moving into the PC market where
accerding to the salesman at our local computer shop ‘Once you have a PC you are

continuaily upgrading the machine! The developers are only writing for top—end Pentium
machines.’

A JOKE from STEVE CLAY

After Sunday school one week Jack told his mother that they had sung about a
cross-eyed bear called Glagly.

The mother was surprised at this and approached the teacher. Who pinned it down
to a hymm called “'Gladly the cross I'd bare.”
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Ohe Adventure Workshop

Adventures for the Amstrad

l NEU] RELEASES I
The Caves of Skull

by Martin Freemantle

Once upon a time in a land sick at heart and mean of soul a
young EIf discovered a box from another world.

This is his adventure...

You found the strange looking box on one of your expeditions
into the talking forest. What do the unfamiliar carvings upon
its five sides mean, and why does it not open, this curious
box. You take it to the oldest and wisest EIf of your band. The
old Elf looks concerned as he studys the box, which he turns
over in his long wrinkled fingers. The old EIf looks up at you
and at long last speaks. "Gem | must now ask you to make a
long and perilous journey and to take this box with you. This
is the cause of all the hate and disease that now plagues
and infests our lands. This box was sent by our oldest
enemies, the Troggs, who now live underground in another
world. You must go to the forbidden place at the eastern
side of the talking forest. Learn how to open the box and use
its contents to destroy our enemies.”

Available Now on Disc onlyv for CP/M+ or CPM2.2 Priced £4.00

The Adventure Workshop. 36 Grasmere Road. Royton. Oldham. Lancashire. OL2 6SR
Prices include p&p Piease make Cheaues/Postal orders payable to P.M. Revnolds




Ohe Adventure ‘Workshop

Adventures for the Amstrad

l NEW RELEASES l

THE REALM OF DARKNESS

by JACK LOCKERBY

You have been engaged by the king of a small island to recover
treasures stolen from the vaults of his castle... or as he called it,
'his Treasury'. Any minor pieces that you find are yours to
keep and dispose of as you see fit, but all the major items are
to be returned to the king. On your travels you will encounter a
mutant mole, a giant rat, a wounded hyena, a gentle bear, a
gypsy, a poacher and of course THE THIEF!

Available Now on Disc only for CP/M+ or CPM2.2 Priced £4.00

THE JADE NECKLACE

by JACK LOCKERBY

You are Philip Mallow, private investigator, and you are
busy swatting flies with a rolled up newspaper when
the phone rings and the dame on the other end of it
rambles on about the theft of a necklace from her home
in Cherry Tree Avenue. It is imperative, she says, that
you recover it before her husband finds out it i1s missing
and after haggling over the fee, you agree to take the
case. You drop the newspaper and

.......

Available Now on Disc only for CP/M+ or CPML1.2 Priced £4.00

| The Adventure Workshop. 36 Grasmere Road Royton. Oldham, Lancasnire, OL2 8SR
Prices include p&p  Please make Cheaues/Postal oraers pavable to P.M Reynoias




The Second Pit

How cruel it seems! Our simple existence turned upside down in
less than three months of arguments, tears and hatred. Is that all it
is, three months since Mother died? For Eleanor and |, it has been
a dreadful time. We have whispered to each other while sitting in
the garden or in the security of our bedroom, "How could he do it,
our kind-hearted Father? How could he bring her into our home so
soon after Mother's death?”

Even now, as | lie in bed in our oak-beamed bedroom, | can hear
vague snatches of our stepmother's callous voice ...

So starts The Second Pit, written by Andrew and Tom Craig and
programmed by Sue Medley using TADS. Not a traditional puzzie-
solving text adventure, The Second Pit is a much darker, and
sometimes surreal, experience as you journey with Tom and his
sister, Eleanor, from their home into a dark and threatening land,
where almost everything and everyone seems to be against them,
where enemy can often masquerade as friend, but real friends can
turn up in the most unexpected places.

A registered copy of The Second Pit costs £5.00 or you can buy
both The Second Pit AND Oklib’s Revenge for £7.50

Now available for PC, ST and Amiga!

Cheques or postal orders should be
made payable to Sue Medley in
-Pounds Sterling and sent to
SynTax, 9 Warwick Road,
Sidcup, Kent, DA14 6LJ.
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N WoWw SOFTWARE

presents

Nl THE PORTAL

by PETER CLARK

You are driving back to East Anglia along the M25 after visiting a
good triend in Hampton ang find yourself approaching the Darkford
Tunnel. You pay your toll at the barrier and motor on through the
tunnel. There is not much in the way of traffic, and the tunne: soon
begins 1o slope up towards the Essex side of the River Thames.

You drive up into daylight and look around to see which lane you
need to be in but there is no motorway, no traffic, only a narrow
track and strange scenery....

“The Portal” is a two-part text adventure in which you will meet
some friendly characters, like Vandelf the dwarf and a fabulous sea
creature, ant some not so triendly creatures like the evil Greywolt
and his henchmen. If you can find The Great Scroll, and then the
three pieces of The Sacred Plate of Creation, the Chief of the Tribes
of the Hills will help you retum to your own dimension. Are you
ready for the challenge, or would you rather stay in this strange and
sometimes dangerous land?

OUT NOW
for the AMSTRAD 6128 and PCW
(please state which on order)
only £5
Available from
WoW Software
52 Burford Road
Liverpce! L16 6AQ
UK.
(cheque/p.o. payable to B.J Gibb)



PERSONAL MESSAGES

To Elten -~ Oh dear. Weil, just ask and you shali receive! (Jon)
To Gilly - Sounds even better to me! (Jon)

To Dusty - | thought you were a vegetarian! Wouid you really eat a sausage??
(Jom)

To Fudge - Aw, what a thing to say. {Jon)
To Mad Cat - LOUTA [R] Peut etre? (M. S-P)

To Loobiloo - Anything else wouid be cat-astrophic, purrhaps, but it's a paw-erful
argument, don’t you think? (Matt)

To Jon - It's stili ticking. Grateful for any ideas {printable ones oniy] (Pigpen)

To All - How CoO your parners survive? Answers on a postcarc please. (The
Sunvivor)

To Al - Has anvone got a really idiot procf map or drections so | gon’t miss ine
hote! again in October? (Pigpen)

To Wynne - Found anything goog in a pigpen lately? (Pigpen)

IN TOUCH

WANTED - Amstrad CPC games; inciuding:- BRAINSTORM (Firebird), BAT
{Ubisoft), BISMARK (PSS},

DUNGEONS AMETHYSTS ALCHEMISTS ‘N' EVERYTHIN' (Atlantis). IRON LORD
{(Ubisoft), THE ARCHON COLLECTION (Electronic Arts). DARK SIDE (incentive),
SNOWSTRIKE (US Gold), GUNBOAT (Ubisott)

and many others. Piease send your list (with prices) tc: Martin Bela. 11 Coiwell
Drive, Brookside, ALVASTON. Derby. DE24 O0UP.

NEWSDESK

RECOMMENDED by Jenny Perry - HARVEST OF SOULS {Shivers 2} for the PC.
BOOK OF THE MONTH spofted by Mary Scoti-Paker - ASDA are seling the

nargpack version of Jerry Pratenetts "FEET OF CLAY" for £3.99
YULCAN SOFTWARE SALE - Registerad users can purchase anv ¢f exgh fitle
ior £9.9¢ each untt Juty 31st (Tnev are prodadlv cleanns ne sneives 10 Make

frey s "
room for their CO Roms!;



AMAZING ESCAPES

PARADOX EFFECT played by Dorothy Millard on an Amiga

From boftom of fift—go L, L. L. L. R, R R, L. L, L, L to Smoko room. To retumn - go
BACK, L, L LR L L LR Rintolift

Erom ming entrance - go R, R. R. L, R, R, R, R. R to dead end where your foot
slips down a large hoile in the ground.

Transpeded 10 Time Machine - DOWN through the opening then go BACK, L. L. L,
L, R, R, L, L to where you are ransported back to the time machine. T¢ retumn - go
BACK, R, R, R, R, R, R 10 dead end where the hole is in the floor.

Trapped man - from where the hole is go DOWN (therope;, BACK. L. L. L L. R R,
L. L {you come across a man trapped under a rockfall). To retum go BACK, R R, L,
L. R R R, R UP (therope), BACK, L, L L L R, L R, L L (to mine entrance).

RED HERRINGS

WIZARD’S SCROLLS piayed by Dorothy Millard on a Spectrum

Boots Comb
Amulet Book
Shield Ruby
Dagger Sapphire
Wine Sticky bali
Apple Coin

THAT'S THE SCORE

AFRICAN ADVENTURE played by Dorothy Millard on a C64 (aka SAFAR!
ADVENTURE on the Amiga)

King Soloman’s Gotd - 20 points Dagger - 10 points
Nose Ring - 20 points Diamond - 10 points
Dr. Livingstone - 160 points Sapphire 50 points
Lion - 70 points Silver chain - 20 points

{totai - 300 points)
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OBJECTS AND THEIR USES

PAWNS OF WAR P1.1 - available on Spectrum, Atari(e), Amiga(e) and
PC(e)

Rope ....tie it to the parapet of the bridge to climb down to the river
Hubcap ... throw it at the guard on the catwalk

Dead fish .....give it to the panther

Wire .....bend it into a hook to slide down cable

Knife .....use it to kill the soldier guarding the cable car hut

Uniform .....wear it as a disguise

Whee! ___tum it 1o bring up cabie car

Cable car .....search the seats to find a blank pass

Stamper .._..use it to stamp the blank pass

Ammo clip .....insert it in your empty pistol

Pass .....give it to the guard at the L~junction

Hand grenade ..._.throw it through the door in the antechamber
Screwdriver .....use it to unscrew the screw holding the seal In the missile
Panther .....give it the dead fish

Senors .....crawl under them

Pistol .....shoot the commandant with it

Fuse .....insert it in the missile

Flare ... fire it to signal the helicopter

PAWNS OF WAR Pt.2 (THE INFILTRATOR) - available on Spectrum,
Atari{e)}, Amiga{e) and PC(e)

Machete .....use it to slice open the supply container

Supply container .....contains bomb, remote control device and hand grenade
Pistol .....contains three buliets

Hand grenade .....to dispose of soldier guarding entrance chamber

Hand grenade pin .....use it to pick the lock of a door

Twisted key .....breaks if straightened but still of use as a screwdriver
Uniform ... disguise, but don’t forget the cap

Knife .....use it to kill the commandant

Grilie .....unscrew with key, leads to ventilation shafts

Timebomb .....place at weak spot in shaft, prime it and retreat

Ball bearing .....put it on the shelf over the radio as a distraction

Leave pass .....give it to the communications officer

Radio .....turn the dial to pick up a message

Bookcase .....hides secret passage. pull iever

Generator .....crawl into hole underneath, plant bomb in alcove
Siedgehammer .....examine it ciosely, smash hole in pipe when gates closed
Levers .....control water gates

Supply pipe .....way out to wail of dam

Hemove control .._._press button at the right moment to detonate bomb



GETTING YOU STARTED

ARNOLD THE ADVENTURER 3 played on a Spectrum - also available on
Atari(e), Amiga(e) and PC(e)

TALK TO WINTHORPE, LOOK UNDER TABLE, EXAMINE CUPBOARD, SAY SILLY, GET BOX,
EXAMINE BOOKS, GET BOOK, READ BOOK, DROP BOOK.

NORTH, NORTHEAST, INSERT HAND, SOUTHWEST, SOUTH, EXAMINE CAULDRON. DIP
NUT IN SUBSTANCE, NORTH, NORTHWEST, WEST, WEST, WAVE NUT, THROW NUT

HIDE AND SEEK played by Barbara Gibb on an Atari{e) ~ also available
on Spectrum, Amiga(e) ang PC(e)

Start in your living room. | (carrying a wand, wearing a satchel, green elfin suit and a pair
effin shoes), X WAND, X SATCHEL, TAKE APPLE (from the bowi on the table), SEARCH
BUREAU, TAKE MONEY, X MONEY (enough for all your needs), U (bedroom). LOOK UNDER

BED, TAKE TORCH, D, S (kitchen), OPEN FRIDGE, TAKE SANDWICH, N, N (outside house;).

E (by tychgate), X QUEUE (you don't recognize any of the people), TAP QUEUE (with wand,
your first jefter is safely in the satchel), N {churchyard), X GRAVES, MOVE VASES, TAKE
TROWEL, E (inside church)

LEGACY FOR ALARIC played by Edwina Brown on a Spectrum — also
available on Atari(e), Amiga(e) and PC(e)

[, EXAM SACK, LOOK IN SACK, GET DOCUMENT FROM SACK, READ DOCUMENT, W,
SEARCH SNOW, GET FLASK, W, EXAM HOLE, SEARCH NUTS (leave seed until later a
squirrel will snatch it back), S, SIT, GET SWORD, EXAM SWORD, N, E, E, S, SE, E, NE, GET
ROCKS, NE, SEARCH STRAW, GET COIN. EXAM COIN, GET POSTER, SW

LEGACY OF BALDORK played by Barbara Gibb on an Amiga

Start in your one-room house. | (have a bracelet), LOOK AT BRACELET (a hint), OPEN
CUPBOARD. LOOK IN CUPBOARD (see a heimetj, TAKE HELMET, X HELMET, LOOK AT
HELMET (note detail).

N, N, X FUNG! {see a toadstool), X TOADSTOOL (it is really a tiny house. the home of an elf
- note what he says), TAKE PAPER. X PAPER, NE (crossroads). The Keeper of the Ways
prevents you going further, TALK TO KEERPER GIVE BRACELET (he thanks you. gives you 2
gold coin, then disappears).

SE, SE (bakery}, OPEN OVEN (find a small ioaf). £ {lost store-room - an important locatior if
you lose something). N, IN finside mine}. TAKE GEMSTONE. OUT. NW (Vorlaf the Guardian
blocks the way east ~ you could deal with him now, but | preferred to solve the puzzle later
in the adventure). N (southern bank of the river — no way across. aiso the pooi is frozen -
return here laterj, £ SE. S. S (tables - see some anima! - note for later;. W (tavernj. TALK
TO GRESHAM ..o
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LOST MOUNTAIN played by Dorothy Millard on a C64

Start in a small village courtyard. LOOK FOUNTAIN, READ MESSAGE (a riddie}, SAY
SHADOW (200 gold pieces spew forth), GET GOLD, E (into arms supplies shop where you
should purchase a sword, leather armour and lots of torches (about 10) if you don’t have an
eternal light spell), WEAR ARMOUR.

W, W (outside inn), OPEN DOOR, W (into inn where a strange man approaches and telis you
to follow him}, W (the man says he will guide you to the mounains), N, N (outside mountain
gate - the man retumns), CLIMB GATE (you meet a trofl and will normaily have one move
before having to fight him, but don’t waste energy or a spell if told to fight the troll, and i
necessary run), N (it is dark), LIGHT TORCH or CAST eternal light SPELL (you are in a
strange room). CLIMB POLE {which one?), 1 {you are teleported to e tiny room - note you
can also climb pole 3, bul no72 or you will be trapped), N

NEBULA played by Richard Batey on a PC

ANSWER TELECOMMUNICATOR, EXAMINE COMPUTER, READ MESSAGE, EXAMINE RACK,
READ INSTRUCTIONS, GET DECODER, GO KNEPH, S, GET PUMICE, GET ROPE, DROP
PUMICE, N, N, EXAMINE MONUMENT, READ MESSAGE, E, GET DIARY, READ DIARY, DROP
DIARY, EXAMINE SKELETON, GET KEY, W, S, GO STARPROBE, GO AMUN ..............
NIGHTWING played by Dorothy Miliard on a C64 - also available on
Spectrum, Atair(e), Amiga(e) and PC(e)

Start in a dome {note the year of redemption), EXAMINE TABLEAU (behind it you find a
distorter), GET DISTORTER. N (to eievator), PRESS BUTTON {you descend to the gardens),
EXAMINE DOME (built as protection from radiation), EXAMINE GARDENS (note if you go
north at this time you won’t be abie to go any further), S, EXAMINE DROIDKIN {attached to it
is & power pack), GET POWER PACK E, E (to by a wall), EXAMINE glass CASE (within it you
see a scroll), READ SCROLL, MOVE CASE (as you move the case a large gap appears in the
wall behind), N (through the wall), OPEN BOX, EXAMINE BOX (in it you find a grubby old
cloth — a red herring), EXAMINE BOX (again, this time you find a small metrod), GET
METROD, S W ...

PROPHECY (G.H.Larsen) played by Dorothy Millard on a Spectrum -
also available on BBC and Electron

Start on an east/west road. E {outside stone house), ENTER HOUSE. EXAMINE PEOPLE fthey
expect you to have done something), W, W (foot of steep hiil), GET STONE, U ({top of hili},
EXAMINE TREE (you see a nesting Jackdaw). EXAMINE JACKDAW (something in its nest),
EXAMINE NEST (Jackdaw won't let you), THROW STONE (bird is frightened off;, EXAMINE
NEST. GET RING. EXAMINE RING (it has Milithir engraved on it). WEAR BING. N. E

TEMPORAL played by Dorothy Millard on a C64

Start on a Barren Plain. N (winding road). GET black ROD (the instant you pick it up it tums
into a snake), £ (door of house;. OPEN DCOR, IN (hallj. E (kitchen;. GET KNIFE. EXAMINE
KNIFE, GET RUTABAGAS, EXAMINE RUTABAGAS, W. OUT, W. S. E. E (hills). EXAMINE
LIZARD. E f{the lizard turns inlo a dragon bamng your way;, EXAMINE DRAGON. FEED
DRAGON (it eats the rutabagas and vanishes into thin air). £ (top of marbie stairs;. READ
MESSAGE. GETWINGS ...
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HINTS AND TIPS

ARROW OF DEATH 2 played by Barbara Bassingthwaighte on a BBC -
ailso available for most computers

Bridge : Go bridge, hold rope, cut rope - you land by the Arch. (you need the lamp which is
in the crevice).

Stone chamber : Get uniform from tower guard, wear warrior uniform, eat weed and tum
wheel {you should hear & rumbling noise).

Gorge : Go mud, examine mud to find slab, examine mud to find lever, pull lever.
Guard room : Grotesque animal - kili animal {it drops a key).

Starving mule : Feed mule (he follows you). Go to where Arnid is a prisoner. Tie rope to
grating, tie rope to mule, pull mule (the grating is broken), go hole.

Anid : Arnid is out cold so give weed (he asks how can he repay you). Say MAKE ARROW
{need arrowhead, willow branch and feather) — you now have a magic arro

Inside fish : Light pipe (you get it from the hut) after filling it with tobacco, moke pipe mice -
he coughs you out

Cairn : Examine for smooth stone, rub stone (beggar arrives), give stone.
Skeleton : Smash 1t with the rock.

BACK TO THE FUTURE 4 played by Barbara Qibb on an Amiga
Memphig 1975

You need bring the case and box into this section.

Find the Coliseum and try to enter for a clue.

You can pawn the case — don't worry about the money not appearing in your inventory.

A second attempt to enter the Coliseum ensures a return visit to the pawn shop te beneficial
- providing you have pawned the case.

You need a badge to go backstage and finally catch up with Doc.

BILLY BARKER’S TV HELL played on a C64

Give the archery set to Robin. He will shoot an arrow {(with rope attached) across to the other

tower

The fish in the pond really are red herrings. @
The telephone kiosk is Dr. Who's Tardis. P
The bowling ball will get rid of the Darkeks. gf H :?’

®

b
o
-

You need the 10p to win the jackpot on the fruit machine.

The guard won't let you pass even after he has eaten al! your food and taken al! your money.
but thoroughly check your inventory when you retumn 1o the hub.
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CRYSTALS OF KINGS played by Barbara Gibb on a Spectrum - also
avaiiable for Atari(e), Amiga(e), PC({e) and MAC(e)

The book you find in the grave gives you a good hint
The cross will delay Elderack jong enough for you to go east, but do not return.

Before going east into the witch's abode {via the door in the free) ensure you have no more
than 9 items in your inventory which should inciude the rabbit. -

Sling & stone at the man by the river to recover your knapsack.

BLOW HORN in an appropriate piace to raise an army. ff you have the crystals you can
instruct them to FIGHT ARMY.

You need the carpet to cross the river.

DAY OF THE TENTACLE played by Damian Steele on a PC

'm in the lab. and I've tumed off the machine but can’t get rid of the Purple Tentacle once
and for all :

Once the Purple Tentacle has zapped you and you've grown back to normal size again. talk
to him and use the foliowing line number in this order - 1, 4, 1, 3 - then sit back and watch
the ending.

Dr. Fred keeps refusing to sign the contract. What can | do?

i ngis Feh dna selcatneT lia nab ot noititep a gnitrats er'uoy taht mih llet . woh sksa eh nehW
.nwo ruoy no dirow eht evas of gniog er'yoy mih liet dna mih ot kiaT

KQUEST played by Dorothy Millard on a PC

in the mine - push the switch to change direction, dig five imes at the cave-in, then put the

nugget in the car, take off the handbrake, get in the car and wait until it smashes through the
barrier.

Take the idoi with you to the native village. Get the girl and then say bye and she will drop a
diamond ring. Go immediately to the alley with the natives chasing you and you will discover

the mugger’s secret door. Enter and close the door. Wait untii the natives have gone before
ieaving.

At the waterfall cliff - tie rope to hook then climb it.

At the dock — wear the tank from the shack and turn on the valve. Go down to the shipwreck
and enter the ship.

MAGIC SHOP pilayed by Barbara Gibb on an Atari

When you choose the ring in the Magic Shop vou are fransporied to another new worid.
Search the area around the car.

Distract the driver with something so that you can steal the car.

Foliow the road and find a stone with a hole. The goblin's gift will be usefu! here.
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LABOURS OF HERCULES - available on Spectrum, Atari(e), Amiga(e)
and PC(e)

General

The game has been so arranged that the various fabours can ONLY be done in order. Le.

once instructed by Eurystheus, because the creatures, etc. will only then be “created".
However, there are two exceptions:

8) The Hydra - this is always present until killed and cout/be attempted before the lion.
b) Hippolyta's Girdle - this is also present but can nofbe taken until instructed.

HELP will normaliy only be given where the solution to a particular task has been change or
amended slightly from the originai legend. Reponses to HELP are aiso designed so that they
will only appear when tackling that particular labour, otherwise the standard response.
“Brush up on your mythology™, will be given.

By undertaking some research and learning about the various characters from their
description it is hoped that the game will be educational as weli as enjoyable.

MIDNIGHT THIEF played by Barbara Gibb on an Amiga
Buy a drink {of whisky) with the coin you keep stealing from the gamblers.
There is a rucksack hidden in the stables.

You need a lantern to see while in the sewer under the inn. You will never catch & rat

yourself ~ use something much more likely. You shouid now be able to obtain an obiect on
the list.

You must be wearing something special to reach the top of the Gate Tower {another item on
the list is here) and also to enter the grounds of Hastegin’s mansion house.

MINES OF LITHIAD played by Barbara Bassingthwaighte on a Spectrum
~ also availabile on Atari(e), Amiga(e), PC(e), C64 and Atari ST/STE

Examine the bed for a iantern.

Look under the bed for a jug.

Give the old man a drink for a phial.
Examine the fiotsam for a spade.

Dig in the clearing for a flint.

Examine the skeleton for a knife.

Follow the worm trail to find some acid and & skin.
Dig in the worm trail for a rope.

Examine the nest for an egg.

Search the dead orc for a book.

Feel around in the store~room for a handie.
Examine the cell bed for an orc uniform.

Examine the marble piliar niche for a golden egg.
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MUTINY played by Barbara Gibb on an Amiga(e) - also available on
Spectrum 128K and PC(e)

Part One
Explore the ship ~ but don’t get caught by the crew before they mutiny.

Your sieep will be disturbed by sounds from the crew's guarters. Listen to them making
pians but unfortunately you can't avoid being iocked in the gaiiey.

If you are well prepared you can escape from the galiey and obtain a pistol.

Who do you shoot — Sneer or Follows? Only one is correct and will end part one.

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

Join the farmers’ union to get an 1D card.

Drop something heavy on the pavement - it is surprising what you can find undemeath.
Weight your wellies with something so you are safe when the boat hits the wall.

The tarpaulin sheet will lift you across the wide ditch.

The Magic Roundabout leads to the end of the road.

The C5 makes a good boat (if the tyre is pumped up), and the spade an oar.

RED ALERT played by Babara Gibb on a Spectrum - also availabie on
Atari(e), Amiga(e}, PC(e) and Amstrad

if you feed the tramp and ask for his help his response is a clue, so tell him o follow you
there.

Sow and water the seeds so that the environmentalist will UNBOARD DOORWAY if you ask
him.

Grey is the button that will get you some money.

i never find chocolates in the grass, and if | did | don't think | would give them to a secretary
- but then 'm not vou.

Some sneezing powder and pliers can be found in a drawer.

Examine the doorway in the reception area of the asyium.

WESTBURY MYSTERY piayed by Barbara Gibb on a C64

The tyre lever is needed to open the attic window.

You should be wearing three rings when you jump from the rooftop into the wattie tree.
You need the hammer to remove the pailing at the river path.

Use the boat to reach the boathouse on the eastern bank of the nver.

The whistie will help you enter the underground tunnel leading to home.



ROBINSON’S REQUIEM pilayed on a PC

Check all water before you drink it

Leamn to craw! as this skill is needed throughout the game to get you out of some awkward
situations.

If you think you are unable to defeat an enemy then it may be better to run than to stay
around. Watch the weight of the objects that you are carrying. Don't pick up for coliection

sake. Pick up objects such as sticks when you really need them as they will add to your total
carry weight.

To defeat the Tyrannosaur you will need a bright idea to disable it whilst you kill .
Combining objects can lead to some handy items
branch + creeper makes a bow
branch + feather makes an arrow
branch + creeper + safety pin + earthworm makes a fishing rod
skin + wire + needle makes some ciothes

wire + branch makes a snare

SECOND PIT available on Atari, Amiga and PC
Ensure it is the old woman who is cooked in the oven and examine the ashes.
A ring is the “key” to opening the bars to release Eieanor.

A word on a rug and another on an alcove are important when you need to open some
doors.

Ground plants will revive Eleanor.

The shelis, if dropped earlier, will mark your route back home. Now find a way to descend
the well.

Unlock and open the book of fairy taies to complete the adventure.

SLEEPIN’ AGAIN piayed by Barbara Gibb on an Amstrad — also available
on Spectrum and PC(e)

Part Two

Check out the boat before ieaving it.

Cleaning a wall is reveaiing.

The entrance to the castle is smelly.

Examine the sausage for a hint.

Make sure the guard doesn’t know you are searching him.

A loud noise will summon Fryer Duck.

Read the parchment for a good hint.

Doing what you should do every month will compiete the adventure
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THE ONE THAT GOT AWAY played by Dorothy Millard on an Amiga
Things to try for your amusement

. Swearing. Swearing in from of Bob.

. XYZZY? (and in front of Bob).

. Going east from the path to lake.

. Asking Bob about the pictures. Taking a picture of Bob.

. Kissing, killing, giving objects, showing objects to Bob or The Oid One.
. Ordering Bob or The Oid One to do something.

. Saying helio to Bob or The Oid One.

. Fishing with the cheese ball.

. Fishing without bait {try several times).

W O N O U s WD

10. Al different depths use different weights, instead of the rock.

11. Drinking the coffee or the lake.

12. Eating the cheese ball, the worm, the birds, the deer, the ducks.
12. Cutting the line with the knife.

14. Casting the line in front of Bob.

15. Taking a picture of something other than The Old One.

16. Taking more than one picture.

TODDLER TROUBLE played by Barbara Gibb on an Atari(e), also
available on Spectrum, Amiga(e), PC(e) and MAC(e)

The brick to repair the Great Wall of China is in the start location. Give it to Teresa so she will
help in the launderette.

The receipt Kevin drops contains some important information.

You need the 5p to buy the egg from the stall.

Glutame will give you some lighter fluid in exchange for something.
You need the grabarm to pick up the gloves.

The knife is needed o open the oyster.

Geoff wanis his giove puppets. He will give you a hat as a reward.

You have to speak to Mrs. T. Turnip before you can find something in the swamp

YALHALLA 3 played by Barbara Gibb on an Amiga

Level 2 - second gargoyle kKey

Pick up the sieve and drop it into the Prospector's Pool {down the sieps from henry Vilis
tomb}. Pick up the golden nugget and put it onto the Au symbo! stene Pick up the trinket
and drop it into the magpie’s nest Pick up the gargoyie kKey and uniock ihe second
gargoyle.
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SOLUTION OF THE MONTH

FLAMEOUT
Written by Laurence Creighton

Solution by John Schofieid on a Spectrum, also available on Atari(e),
Amiga{e) and PC(e)

Note : The first part of the game is a race against time to find all objects and get clear of the
piane before it blows up.

X SEAT (still wearing belt), UNCLASP BELT, LUND SEAT (iifejacket), GET JACKET, S, X
WALL (a red lever), X LEVER (has a securing pin), REMOVE PIN, PULL LEVER (the chute
billows down to the ground), W, X COUNTER (£S5 note}, GET NOTE, MOVE BODY {(a row of
beads around stewardess’ neck), UNHOOK BEADS (you take them), LUND COUNTER {a
sharp knife), GET KNIFE, E SLIDE DOWN/ENTER CHUTE, N (you just escape the explosion).

S, GET STRING, X JACKET, WEAR JACKET, X BEADS, X KNIFE, SEARCH WRECKAGE (a
torch), GET TORCH, X TORCH {batteries near end of life), N, N, E, X BOW, GET BOW (its
enmeshed in the brambles), E (the undergrowth is oo dense), CUT UNDERGROWTH (need
knife - you free the bow and clear the path east) DROP KNIFE, GET BOW, SEARCH
UNDERGROWTH (a tennis ball}, GET BALL, E, X MUD, X TREE (an arrow is stuck at the 1op),
CLIMB TREE (you can't), N, X MAN (carrying a haichet), X HATCHET, X GORGE (you notice a
retractable iron ladder), X LADDER, TALK TO MAN (he wants the Scroll of Life from a shrine
- he aiso wante a present for his wife in exchange for the hatchet), GIVE BEADS (he asks if
he can help you), ARROW (you both return to the arrow where he throws the hatchet and
diglodges the arrow), GET ARROW, GET HATCHET, N, FIRE ARROW (it hits the target and the
lsdder spans the gorge), CROSS GORGE, X SAPLING (ideal for crossing water), CHOP
SAPLING (need hatchet), DROP HATCHET, GET SAPUNG, N, W, SW, READ PARCHMENT
{some help on the game), NW, X KIOSK (slippers are sometimes sold here), NE IN, X
SMITH, TALK TO SMITH (for a gold coin he'll sharpen anything), OUT, DROP SAPLING, RIDE
SAPLING {you drop all carried and {wearing lifejacket} cross the lake to an island), X
OBEUSK (has writing on it), READ WRITING (" FORL ORFF}, LIND OBELISK (a stone), GET
STONE, X STONE (hexagonal), RIDE SAPLING (back across the iake - it drifts away, so you
can’t return again), DROP JACKET, GET BOW, GET STRING (ieave the rest for now}, SE, E,
N, N (barbs slide out from holes in the walls), X DOOR (has a hexagonal hole), INSERT
STONE {the door opens and the barbs retract), N, X MIST (obscures the ground), £ N, X
TREE (you see a banana), CLIMB TREE (a monkey disappears with the bananal). X LEAVES
{were used by slaves), PICK LEAF (it falls to the ground), D, GET LEAF, S, W, WAVE LEAF (it
dissipates the mist revealing a goiden key, Andy McCall takes your leaf), GET KEY, X KEY, E,
E, X GARDENER (holding & pair of tweezers), TALK TO GARDENER (could do with a drink),
E. ENTER SHED (you need a 2 x 4 digit combination), £, E, N, X STREAM (bits and pieces
fioat past), WAIT (an arrow floats by and an old hag also passes flipping and catching a gold
coin).

Note - Bertha is now at the kiosk but she hasn't anything to seli yet. From now on the hag
will reappear at random saying she’s lost the coin and you can have it if you find . it will be
found by searching the mud where the first arrow was found.



GET ARROW (bsfore it floats away). N, SEARCH BANK (an empty bucket), GET BUCKET, X
BUCKET {can’t hold water), E, E, X SHACK {mounds of sand), GET SAND (in the bucket).

IN, X CABINET (has a silver knob), OPEN CABINET (stuck), TIE STRING (to cabinet), GET
STRING, TIE STRING (to the doorknob), CLOSE DOOR (the cabinet is opened), LIN CABINET
{& botle of gin), GET BOTTLE, X BED, LUND BED (a dog whistie), GET WHISTLE, X
WHISTLE {gives uitrasonic tone), OUT, S, X GUARD, TALK TO GUARD, X BOAR, DROP
BUCKET, N, W, W, S, S, W, W, W, GIVE BOTTLE (to gardener, he returns the bottie, falis
asieep and drops the tweezers), SEARCH GARDENER (a piece of microfilm), GET FiLM, X
FILM (has microscopic writing), DROP BOTTLE (it smashes - dont get glass), GET
TWEEZERS, X TWEEZERS, GRIP GLASS (need tweezers), READ WRITING (need glass - see
3411 4927), DROP TWEEZERS, DROP FILM, E, 3411 4927 (opens the shed), ENTER SHED,
X BOX (open, security pass ie under one comer), LIN BOX (a large screwdriver), GET
SCREWDRIVER, X SCREWDRIVER (could be used as a crowbar, but is blunt), PULL PASS
{it's wedged), PRISE BOX (need screwdriver - you tree the pass), GET PASS, OUT, E, £, N,
N, E. E. S, SHOW PASS (you can proceed, but keep the pass). S (the wild boar is charging).
FIRE ARROW (you kill the boar).

Note. Bertha at the kiosk now has a pair of slippers for sale.

DROP BOW, SEARCH PATH (a marrot), X MARROT (a miniature carrot which has powerful
weight-reducing properties, leave it here for now), N, N, W, W, S, S W W.W. W. W, § &, S,
S, CROSS GORGE, S, SEARCH MUD (you find the hag's gold coin}, GET COIN, X COIN, N,
CROSS GORGE. N. W, NW, IN. GIVE COIN (tc the smith), GIVE SCREWDRIVER (the head will
now fit any screw, you still have it), OUT, GET NOTE, GET TORCH, GET BALL, SW {Madam
Bertha is at the kiosk with a pair of slippers), X SLIPPERS, BUY SUIPPERS (with the £5 note -
“do not wear them unless you are standing on sacred ground”), NE, SE. E. N, NN £ E E,
E. E N, N, E E S, SHOW PASS, S, S, WEAR SLIPPERS, W, UNLOCK DOOR (need goiden
key - the key is destroyed), E, REMOVE SLIPPERS, N, N, GET BUCKET, SHOW PASS, S,
DROP PASS (it is only needed to come south past the guard and this is not necessary
again), GET MARROT, S, WEAR SLIPPERS, W, RS (ramsave), LIGHT TORCH, ENTER, S, E,
S, S, E, X GRATING (held by 4 screws), U (you slip back down), UNSCREW GRATING (need
sharpened screwdriver), DROP SCREWDRIVER, ENTER GRATING (you are i0o big), NIBBLE
MARROCT (you lose a kitogram for one turn), ENTER GRATING, X PANEL (ioose and holiow),
SLIDE PANEL (it won’t budge), NIBBLE MARROT, U, THROW SAND from bucket onto the
slime), U, X WEB (you see a lever through the strands), BREAK WEB (you canj, BLOW
WHISTLE (the web disintegrates), PULL LEVER (you hear a rumble), DROP BUCKET. DROP
WHISTLE, D, NIBBLE MARROT, ENTER GRATING (the panel is partly open nowj, X PANEL
{too narTow to squeeze through. on the wall inside you see & red button), THROW BALL (this
is random — if you miss the button get the ball and throw it until successful}. It hits the button
and the panel opens fully. ENTER PANEL, X ALTAR (you see a giass covered chest). LIFT
GLASS/BREAK GLASS (doesn't work), FORL ORFF (the Scroll of Life is revealed) GET
SCROLL, X SCROLL, E, NIBBLE MARROT, U, W, N, N. W, N, OUT, E, EXTINGUISH TORCH
{not necessary). REMOVE SLIPPERS (not necessary), N, NNWWS SWWWWW S
S, S, S, CROSS GORGE, GIVE SCROLL (to the old manj. He chants an incantation and reads
the scroll and is metamorphied into a young man. He gives you an emeraid and sends &
runner to the village to arrange a helicopter for you.

GAME COMPLETE - SCORE 100%



SERIALIZED SOLUTION

RINGWORLD pilayed by Phil Reynoids on a PC

The majority of the story is played by the game itseif. During these sequences you can do
nothing but watch - or save the game in order 1o avoid repiaying the automated scenes. |
advise saving the game during lengthy automated sequences, as some of them can run
several minutes. You can press sither mouse bution 1o clear the currently displayed text off
the screen, so this can be used w skip through dialogue you have already seen. After the
game’s introduction, you arrive outside the front door of the Chmeee Family compound.

Check your inventory - you are carrying a stun gun, scanner and a ring. In front of the door
is a red beam: look at the beam - it is & “doorbell beam™. Touch the beam to ring the
doorbell and a Kzin will open the door. Watch the sequence to leam that the Kzin is
Laach-Captain, Chmese's son, and he wants proof of your claim of delivering a message for
Louis Wu. Give the ring to the Laach-Captain as proof of your intentions. You enter the
compound with the Laach-Captain and ancther conversation takes place. Say that you
deliver the message as & debt of friendship. Laach-Captain then reveals that he is the test
pilot for the UN Hyperdrive 1l prototype. Make any response you want and your conversation
will be interrupted by Kzint assassins! Laach—Captain’s brother is kilied. while you remain
unseen behind a statue. One of the assassins will enter the compound to check on the body,
stun the assassin before he sees you and shoots you. Laach-Captain will escape, leaving
you alone with the bodies. Look at the assassins, and you will see that he has dropped an
infodisk. Pick up the disk then walk off the bottom of the screen to leave the compound.

Laach—Captain is waiting outside in one of the assassins’ flycycles. His fiycycle has a security
disk that will allow it to launch — the others do not. Touch one of the other fiycycles to view
its dashboard. There is a slot in the centre of the dash, insert the infodisk in the siot and the
fiycycle will power up. A message bution will light up; press the button to view the Patriach's
decrees. If you fiy off with the two flycycies, the third will be left behind for one of the
assassins 1o catch up with you and shoot you down. so leave the fiycycle and go over to the
other one, touch the cycle to see its dashboard and press the Slave button to link that cycle
with yours. Return 1o the first cycle and enter it then press the Master button to prepare the
fiyeycle for flight. Press the Flight button on the right joystick to take off and the cycles will fiy
away in formation, leaving your attackers temporarily stranded. Laach-Captain leads you 1o
the field where the Hyperdrive i ship is stored.

At the gate let Laach-Captain handie the guard and you fly into the compound then into the
ship closely foliowed by two guards. Stun the guards before they can stun you and the game
will then take over for a while. As you take off, you discover another person aboard -
Miranda Rees, the project engineer. When she discovers you are stealing the ship, she slips
out and starts to sabotage the hyperdrive. After the next sequence tell Laach~Captain that
you'll go and find her. She is busy pulling wires so teli her that you wili have to stop her then
stun her. You are left 1o repair the damage 1o the hyperdrive while Miranda is put into the
autodoc. This is the copy protection for the game - you must attach the wires in the correct
sequence as specified on the correct page of the manual. Click on the top of each wire in
turn, when selected the bottom of the wire will follow your mouse and attach to the connector
at the bottom of the winng box. A second chck will connect the wire when you have
connected the wires correctly the game proceeds and Miranda wakes up in the autodoc with
the two of you standing guard.
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Select any of the dialogue choices as they all lead to the same conclusion that you have to
prove you are telling the truth. insert the infodisk in the siot on the side of the autodoc and
the autodoc will display the disk’'s contents to Miranda; she will then join you in your cause.
The game will take over while you have a conversation with the Puppeteer leader, Hindmost.
He diverts you to the Ringworld with threats and the promise that Louis Wu and Chmeee may
be found there. He wishes the retrieval of several Slaver stasis boxes he has detected.
Laach~-Captain renounces his name and takes the name Seeker—of-Vengeance.

After landing on Ringworld, the first stasis object is near the Canyon People. After passing
himself off as a sky—god, Seeker is sent to kill 2 screaming demon terrorising the tribe while
you are introduced to the tribe's high priest, who is charged with guarding the “Sky Siiver”.
Ask the chief if he is the holder of the secret and he reveals that the secret of the tech that
guards the “Sky Silver” is in the holy of holies behind the priest's chambers. Tell him that
you want to leamn about his people and you are taken into his hut Talk with the chief until he
mentions how much he would like “the strong drink”. Leave the hut and iook at the sparkling
lights to the right of the screen: this is a forcefield blocking the path off to the right. next to it
is a green box the tribe calis the tech; it controls the forcefield.

Walk off the upper left of the screen to return to the lander then go over 1o the elevator and
touch the doors to open them. When you enter the elevator, a set of floor buttons will
display. Touch the “level 2” button and when you arrive go over to the column to the left of
the elevator shaft. it has a recessed hatch with a box with 3 lights or buttons underneath.
Look at it to find that it is the ship’s food dispenser. Touch the dispenser and select Ale from
the menu that appears to acquire and now have the “strong drink” you need. Re—enter the
elevator and press “level 1” to return to the landing bay. Go down the ladder 1o return 1o the
tribe’'s camp. The game will take over at this point and you will talk to the chief and go into
his hut You will give him the ale and he will return the gift by offering his daughter,
Ghalacha. Ghalache takes you into the kitchen, and after the event, Ghalacha sleep and you
are free to move around gain. Take the rope from the pillar, then walk out of the kitchen to
the right You are now back in the chief's chambers; he is drinking with Mirande, but the ale
gets the better of him and he passes out.

Take the ladder then leave the hut Once outside iean the ladder against the front of the roof
and climb up onto the roof. Tie the rope to the boulder between the two smoke holes then
climb down the rope into the holy of holies. Te the right and behind the ido! holding the
burning oil there is some sort of animal skin, which looks to have some writing on it. Look at
the skin to reveal a series of symbols; make a note of the symbols as these will be importam
shortly. Walk to the south to enter the priest’ chambers and ook at the necklace hanging on
the pole next to you. Take the necklace then return to the holy of holies. Climb the rope onto
the roof and go back down the ladder to the ground. The game will take over at this point,
and Seeker will return with the siave demon. He and Miranda will return to the ship. and you
will be given the opportunity to see the "“Sky Siiver” if you know the secret of the tech, You
wiill now see an overhead view of the tech that has four hoies and a box with four symboils in
it. Put the symbols in the right positions as indicated on the animal skin. then place the fifth
symboi, from the necklace. in the last position.

When ali the symbois are correctiy piaced the box will giow. and the forcefield wiil drop.
Seeker retums just as you deactivate the field, and the two of you are escorted to the “Sky
Silver”, a small crashed starship encased in a stasis field. There is not much you can do with
it, but you need to use your scanner on it o confirm that there are no external controls to
deactivate the stasis field. The game then takes over and you return to the lander
{more next month}
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ANSWERS TO QUIZZES

VIRIDIAN QUIZ (Page 22, Dec.’96)

1. GREENBACK 16. THE GREEN-EYED MONSTER
2. GREENWICH VILLAGE 17. GREEN ACRES

3. THE GREEN, GREEN GRASS OF HOME  18. GREENLAND

4. GREEN HEDGES 19. THE GREENHOUSE EFFECT
5. SIDNEY GREENSTREET 20. GREEN UGHT

6. RICHARD GREENE 21. ROBSON GREEN

7. GREEN ONIONS 22. THE GREEN ROOM

8. GREEN GABLES 23. GREENSTICK FRACTURE

8. GREEN GRASS 24. THE JOLLY GREEN GIANT
10. LORNE GREENE 25. THE GREEN CROSS CODE
11. GRAHAM GREENE 28. THE GREENGAGE SUMMER
12. HUGHIE GREENE 27. GREENPEACE

13. HOW GREEN WAS MY VALLEY 28. GREEN MANSIONS

14. LINCOLN GREEN 29. GREENFINCH, etc.

15. GREENFLY 30. GREEN CARD

PLACE THAT FACE (Page 18, June ‘87)

from left to right:
ELTON JOHN, KEN DODD, LIZ HURLEY, FREDDIE MERCURY

ALTERNATIVE SONG TITLES (Page 12, June *97)

1. TEENAGE EMERGENCY 16. UNFORGETTABLE

2. ON ILKLEY MOOR BAH'T *AT 17. SOMEWHERE OVER THE RAINBOW
3. OH CAROCL! 18. UNCHAINED MELODY

4. | WANT TO BREAK FREE 19. THANK U VERY MUCH

5. DON'T JUMP OFF THE ROOF, DAD 20. WATCHING THE DETECTIVES

6. | DROVE ALL NIGHT 21. THE UON SLEEPS TONIGHT

7. ORINOCO FLOW 22. SACRIFICE

8. STAIRWAY TO HEAVEN 23.IT ONLY TAKES A MINUTE

§. NEW YORK MINING DISASTER 24, COME ON, FEEL THE NOISE

10. MISSING 25. MESSAGE IN A BOTTLE

11. AFRICA 26. FUNKY MOPED

12. ROCKIN' ALL OVER THE WORLD 27. SUMMER HOLIDAY

13. A LETTER TO THE BEATLES 28. MY GENERATION

14. WEST END GIRLS 29 SITTIN' ON THE DOCK OF THE BAY
15. DON'T STOP THE CARNIVAL 30. RHYTHM OF THE RAIN
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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 - 81 Uplands, 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 Frobisher - 1 Heath Gardens, Coalpit Heath, Bristol. BS17 2TQ
First Rung Publications - 32 Irvin Avenue, Saltburn, Cleveland. TS12 1QH
Format Productions - 34 Bourbon 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 8PH

Spectrum Software Hire(Softsell) - 32 Dursley Road, Trowbridge, Wilts, BA14 0LQ
SynTax - 9 Warwick Road, Sidcup, Kent, DA14 6JL

Topologika - Islington Wharf, Church Hill Penryn, Faimouth, Cornwall, TR10 8AT
Vuican Software Ltd. - Vulcan House, 72 Queens Road, Buckland,
Portsmouth, Hants. PO2 7NA

WoW Software - 52 Burford Road, Liverpool L16 6AQ

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




ADVENTURE PROBE
HELP LINES

.ISLA DONALDSON -0141 9540602 SUN - SAT Noon - 12pm Amstrad
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 11am - 5pm  Sam Coupe

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

Sun - any time 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 beftter 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. 139 1QH

ADVENTURE PROBE

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

PLEASE MAKE SURE YOU ONLY RING AT THE TIMES SHOWN

PRSI



