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

Readers whose work is printed in the magazine continue to hold
capyright on all material written by them, and are +free to use it
elsewhere ... it still belongs to them.
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SUBSCRIPTIONS

Copies can be ordered month by month if you wish, or you can order
up to SIX copies in advance. Prices as shown below:-

United Kingdom sesasmeassae £1.25 per copy
Europe (incl. S. Ireland) Srula) olwie aliatataluie £1.75 per copy
Rest of World (Surface Mail) .eueecesncan £1.75 per copy
Rest of World (Air Mail) ssssassaness £2.00 per copy

All back copies are still available commencing with Issue 1 June 1986.
Issues 1, 2 and 3 at SOp each (75p Europe, £1 R.0.W.)
Issues 4 to 19 inclusive at £1 each (£1.50 Europe, £2 R.0.W.)
VOLUME II Issue 1 onwards at £1.25 each (£1.75 Europe, £2 R.0.W.)

(Higher Prices from 1st January 1988)
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ADVERTISING RATES

Private advertisements in the In-Touch section of Probe are free to
subscribers. Trade prices are as follows:-

N Full page - £5, Half page - £3, Line ads 2p per word.
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PHOTOCOPYING

A4/AS Single sided - Sp per sheet
A4/AS Double sided ~ &6ép per sheet

Add 10% for return postage.
Minimum order of 10 sheets.
Send details of-your requirements to Adventure Probe.
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ADVENTURE PROBE is distributed on the 1st to 3rd of each month.
Copy date for contributions, advertisements etc. 14th of each month.
Reviews are welcome from readers but please check first to make sure
nobody else has sent in a review of the same game.
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WHAT IS ADVENTURE PROBE'!

Adventure Probe is a monthly magazine for adventurers. It is meant to
be a place where solitary adventurers can find help, companionship
and friendship from fellow enthusiasts.

Okay, s0 you’'ve read all that before. Why am I writing about it
again?

A very serious matter has been brought to my attention. One of our
readers had a very nasty anonymous letter which has been followed by
lots of annoying telephone calls. Now I don‘t know if this is as a
result of their name, address and telephone number being published in
Probe or not as they do offer help in various other magazines.

I would just like to state that if the person responsible for these
actions is reading this now, then I would advise you to stop
immediately. I find this sort of behaviour very childish and
repulsive. If it is meant to be funny then 1 suggest that you put
yourself in the shoes of the person on the receiving end.
Apart from anything else, like common decency, these offences are

criminal and, as such are punishable by law.

1 anyone else has had the same sort of experience please let me know
and I will do my best to put a stop to it, even if it means
withdrawing the telephone helpline and the Kings/Queens section of
Probe.

vadventure Probe” has built up a reputation as the friendliest
adventure publication on the market, so let’s keep it like that!!

Sandra Sharkey
(Editor)
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EDITORIAL
Happy New Year!

As I°'ve been getting confused with the numbering of ‘Praobe’, 1
thought what better time to use a new system than the first month of
a brand new year. So, welcome to Volume 2 Issue 1 of Adventure Probe.

Thanks to everyone who sent Christmas cards, I‘'ve never received so
many'! Many thanks to Barbara Gibb for my Father Christmas, it’'s
lovely.

Judging from the amount of letters I have received recently from
people new to adventuring, adventures seem to be increasing in
popularity. The Beginners Tips section has proved to be invaluable
for them, so keep the tips rolling in.

I‘'ve had a few letters asking if ‘Shymer’ is going to be reviewed in
‘Probe’, I‘'m sorry but I have mixed feelings about doing that. If the
reviewer gave it a rave review I°'d probably feel that they didn’t
want to hurt my feelings, if they gave it a bad review, then I'd use
my powers as Editor and refuse to publish it. So, you’ll have to wait
and see if the big mags review it, at least then you’ll know that
you‘re reading an unbiased opinion. I‘ve alsc been asked if the game
will be available on other machines and I'm pleased to tell you that
Mandy Rodrigues is converting it to Commodore and it should be
available from Mandy soon. A Spectrum version is alsoc underway. Pat
Winstanley is converting it for me using PAW. We’'ll be trying to get
it ready for February.

Has anyone played Driller? It’‘s absolutely brilliant, you don‘t have
to be quick on the joystick and there’'s plenty in it to appeal to the
‘adventurer. I would thoroughly recommend it.

I‘m looking forward to the Adventure Creator for the ST that
Incentive are working on. I think it will be called STAC and it will
have a whole host of new features, I‘m bursting with ideas for
adventures using it. To be honest it was the news about STAC that
persuaded me to beg, borrow or steal an ST (I ended up having to buy
one!). Also the rumours that Infocom aren’t going to release any more
adventures on Amstrad helped me make my decision.

I‘m introducing a new section to the magazine. Dust off your Quills,
GACs, PAWs, GENESIS creators, and ADVENTURE BUILDER SYSTEMS, ‘Prabe’
is having its own writers’ section. It‘'s something I‘ve wanted to
introduce for a long time, but my affiliation to ‘Contact’ prevented
me from doing so. As I haven't had so much as a letter +rom Colin
Page since he took over, I decided that I may as well go ahead and
implement the idea. Just one problem, I don’t have time to write the
section myself so who better to rope in than our very own Pat
Winstanley. The new section will take up two or three pages every
month, so if you have any queries on any of the utilities or you have
some useful tips to pass on then write directly to Pat at her home
address:

PAT WINSTANLEY, 13 Hollington Way, Winstanley, Wigan. WN3 6LS



It ‘s nice to see reviews coming in for the BBC, thanks to Barbara
Gibb and Neil Shipman. We‘re sgxll neglecting the Atari B800XL though.

If you fancy trying your hand at reviewing, then get in touch and
check that no-one else is planning to review the same game.

Who is J. R.? None other than our own John R. Barnsley who has been
sending in lots of hints etc. to make sure that I have plenty of
material in hand for use in the variocus sections of the mag. John is
the person I turn to when I‘m totally stuck in an adventure that
no—one else can help with. John you are a treasure! (Stop blushing!)

Jim O‘'Keeffe, reviewer extraordinaire, gives up a lot of his
adventuring time to write reviews, and put in a lot of hard work
doing the mini-series of interviews for ‘Probe’, and he even found
time to write another Christmas story +for us. Your help is much
appreciated Jim.

Graham and Kay Wheeler and Joan Pancott put in a lot of time +for me
recently doing excellent playtests on ‘Shymer’, prolific contributors
to the whole adventuring scene and well known to most of the big mag
columnists. Many thanks to you.

Alf Baldwin, Dave Brown, Mandy Rodrigues, Jack Higham, Jackie Holt,
Paul Brunyee, Ron Rainbird the list goes on and on. So many people
contribute to Probe in one way or another that I feel quite guilty
when I get all the praise! Thank you to all of vyou, I‘'ve said it
before and I°11 say it again, ‘Probe’ would not exist if it wasn’t
for all the help I receive from readers.

Saftware houses are still ‘backwards in coming forwards® when it
comes to supporting us. However, we do get lots of support from
Incentive Software, Tartan Software and Jack Lockerby, who have
-provided most of the review games that we actually receive. Please
give them your support, they deserve it.

Pete Gerrard deserves a special mention as he has proved to be a very
good friend as well as a contributor. He can’‘t play pool though. I
promised him a few months ago that I wouldn’t publish anything in the
magazine about our marathon pool competition during the summer. So I
won ‘'t embarrass him by telling everyone that I beat him 21/14. Don‘t
worry Pete, your secret is safe with me! (That‘s another reader
blushing!)

There is one ‘unsung hero’ who nobody knows about. He hates
computers, doesn’t have any idea what adventuring is all about, but
without him I don‘t think I'd ever get the magazine out on time. He
comes home from work sometimes when I'm right in the middle of things
and sets about cooking tea. He looks after the little ones while I
get on with my typing etc. He listens to all my hopes and dreams even
though he doesn’t have a clue what I'm talking about. Who is he?
8teve Sharkey, my husband, and own personal treasure!

Right, that’'s enough of my rambling for one month. I look forward to
another good year with all of you.

See you next month.

S omelree
JR—



SOFTWARE REVIEWS

ENERGEM ENIGMA - Precision Bames - £4.99 plus 2ip postage.

This is the follow-up game to the EXTRICATOR and is not in the least
a let down. Though the inlay boasts it is a text/graphic adventure, I
found that compared to the number of rooms, there are in fact, few
pictures - the majority of which can only be considered as just about
adequate, though I did find the one of the lighthouse particularly
eyecatching. The room descriptions tend to be rather short, and there
is also a lack of responses to pertinent inputs.

Anyway, there‘s this nutty Professor who needs some rare crystals for
the latest project he is working on, but unfortunately, they exist on
only one planet in the Glenbo star system. The agent who was sent to
collect these crystals failed to return so now it°‘s up to you to go
to the planet and find all the equipment left scattered around by the
missing agent and use them to locate the four differently coloured
crystals and then transport them, and yaurself, back to HR wvia an
underground (beam me up Scotty) tube.

However, things are never straightforward, are they? The atmosphere
of the planet is unbreathable, so0 you have to carry your own supply
of air. Four air bottles are all that you have been issued with -
though the game can be completed easily enough with this ration - you
will, in all probability, run out many times before solving it.

Examine anything that moves, or doesn‘t, it will pay to take clues
from the pictures too - especially at the well!

The crystals must be located in the correct colour order with a
crystalometer (they can only be seen with the aid of a helmet).

Despite the failings I‘ve mentioned there is that certain something
about the game that kept me going back for more, and I'm sure that
most gamers will alsoc spend many happy hours (and perhaps sleepless
nights) bashing away at the keyboard before completing this
adventure.
Maybe a little overpriced, but you won‘t regret buying it.

Reviewer — GRAHAM COLLIER — Spectrum

ENERGEM ENIGMA is available from:

PRECISION GAMES, 2 Fern Hill, Basildon, Essex. SS16 SUE
R R L Lk L b

DEFINITION OF AN ADVENTURE

Spending hours solving a problem and turning in great glee to inform
the rest of the family of your success only to find them piled up in
@ heap on the floor by the kitchen door because you were so engrossed
= you forgot to feed them!

Mandy Rodrigues




FUDDO AND SLAM - Zanobi Software - £1.99

Those of you who have played any of John Wilson’s adventures will
know just how devious his games are, and this one is Jjust as
difficult! Like all the others, it is text only and was written using
the Quill and Patch, though it was the intention of the author to
have included some graphics with this game. However, I don’t think
the inclusion of them could improve on the atmosphere the text
conjures up in the mind.

Any references which are made and bear any resemblance to persons,
other games and magazines, I'm informed, are purely ... intentional!

Laden down with gold, and with Bullem’'s ring tucked safely in his
pocket, Bulbo returned to the comfort of his little burrow and
decided to enjoy a more peaceful way of 1life to his adventuring.
However , after a few months, boredom set in, and to alleviate this,
he took up the sport of Boggling. But, unfortunately, Bulbo wasn’t
much of a player and ended up losing BGullem’s ring on a final wager
to try and recoup his losses. When Bulbo realised what he had done he
slunk back to his burrow and became a recluse.

You are Fuddo, nephew to Bulbo, and your gquest is to retrieve
Gullem’s ring from Jimmy Covenant (a black plastic welder, who lives
somewhere to the north of Bulbo‘s burrow) and return it to Bulbo.
With you is the obligatory Backpack in which are some items which may
or may not be useful. One of the first things you should do, though,
is to locate Slam (a good friend) and talk him into going with you,
and also to help (the game cannot be solved without him).

Watch out for Gullem (though he can’t really be avoided, as he turns
up all over the place - usually searches the Backpack for his ring),
a particularly nasty character, as are the Trolls (avoid them if
‘carrying the spade). The Dragon will kill you only if it is angry
(but not if you have a certain object in the Backpack) - you will
need to get past him someway or other! There are also some other
locations where you will have to put your brain (or Slam’s) into
overdrive to make any progress.

I can thoroughly recommend this game, though novices and the faint
hearted should steer clear ... you won’t solve it!

Slightly under—priced and well worth the outlay.

Reviewer - BRAHAM COLLIER - Spectrum
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FUDDO AND SLAM is available from:

ZANOBI SOFTWARE, 26 SPOTLAND TOPS, CUTGATE, ROCHDALE, LANCS. OL12 7NX
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DEFINITION OF FRUSTRATION

Spending three months typing "SAY °‘GIVE LIFE WITH THEE MY TRUSTY
BLADE " near the end of The Buest only to find (quite by accident)

that the correct input is “SHOUT ‘GIVE LIFE WITH THEE MY TRUSTY
BLADE " ".

Mandy Rodrigues
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Bungo's Quest for Gold - Gary Stimson - £1.75

Bungo's Quest for Gold is a budget priced homegrown adventure from
the Quill of Gary Stimson. The adventure is loosely based upon a
certain well known gquest involving such characters as Thorin and
Gandalf. These characters have been replaced with Borin, who is, as
the name suggests, rather boring - author's comments, not mine - and
Grandelf, a magician of some note.

You play the part of Bungo, living in your rather ordinary hole.
Actually, this part brings to mind the Four Yorkshiremen sketch, but I
digress.

Grandelf guests Bungo to collect the treasure from the dragon's
cave and return it to his hole. Quite why Grandelf can't manage this
feat himself, with Grandelf mostly following your every footstep, is
not fully explained, - but Bungo's lot is not to question, merely to
proceed with the quest!

You start in the familiar setting of the comfortable, tunnel-like
hall with a freshly painted red circular door off to one side. Do you
think that tryling to open said door, getting your hand stuck fast to
the paintwork and then dylng of starvation 1is rather an lmprobable
ending? Hmmm. I do.

Anyway, you continue past the trolls clearing, over the river and
so on, mostly followed, as I mentioned, by Grandelf and Borin. The
instructions accompanying my tape, although they are being revised,
indicate that you can communicate with these two characters using the
TALK <name> structure. The next command you enter will then be
directed to the character you are talking to. Having said that, the
only response I've managed to get from this approach is "Shan't!".

The adventure is vintage Quilled, lacking any graphics or frills.
Commands are mostly of the verb-noun type and, alas, the quantity of
recognised verbs does not seem considerable. Location descriptions are
adequate but not particularly atmospheric. After all, when you've seen
one trolls clearing......

Bungo's: does have a smattering of humour though. For example,
periodically, and true to it's predecessor, Borin sits down and starts
singing, but instead of gold, he sings "Why are we waiting...". As
with most humorous adventures, the humour wanes as you see it time and
time again but this is unavoidable anyway.

If you would like a diversion down a well trodden path, in an
adventure which is not altogether large and rather unsophisticated in
comparison with recent offerings, then this is for you. The puzzles
are mostly very logical, the majority being quite straightforward and
some requiring a certain degree of lateral thinking. Bungo's is really
a beginners type of adventure. At £1.75 though, who can complain!
Also, a much larger, PAWed adventure is planned for June. It may be
worth checking out.

Atmosphere - 4/10 Playability - 5/10 Difficulty - 5/10
Value for money - 9/10 Overall enjoyment - 6&/10
Reviewer - Paul Brunyee - Spectrum

KRE AR AR TR R AR ARk Rk kR Rk kdekde ke de ke de ek dkkk ok
Bungo's Quest for Gold is avallable for 48K Spectrums from:

Gary Stimson, 4 Fox Covert Drive, Roade, Northampton. NN7 2LL
Cheques for £1.75 should be made payable to Gary Stimson.
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