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TELEPHONE HELPLINE

{Spectrum)

ALF BALDWIN Tel: 0452 500512 - Monday to Saturday - 10 a.m. to S p.m.
MIKE WADE Tel: 0682 763793 — Monday to Friday — & p.m. to 7 p.m.

JACK HIGHAM Tel: 0925 819631 Fri, Sat, Sun, Mon. - 7 p.m. to 10 p.m.
WALTER PODLEY Tel: 051 933 1342 — calls at any reasonable time.
DOREEN BARDON Tel: 065 382 S09 - calls at any reasonable time.

ALLAN PHILLIPS Tel: O1 482 6209 — Mon. to Fri. 8 p.a. to 10 p.am.,
Saturdays and Sundays 4 p.m. to &6 p.m. and 8 p.®. to 10 p.m. (Please
do not phone at any other times!'!)

. £BBC)
BARBARA BASSINGTHWAIGHTE Tel: 0935 26174-Mon to Fri- 10a.ms. to 10p.am.

(Commodore)
MANDY RODRIGUES Tel: 0492 77305 - Mon. to Sun. up to 10.30 p.m.

(Spectrum and Amstrad) %
GRAHAM WHEELER Tel: Bath 0225 26919 10 a.a. — 12 p.a. any day.
SUE BURKE Tel: 061 653 0005 - Monday to Sunday — 10 a.m. to 10 p.m.

(Amstrad)

DOUG YOUNS Tel: 01 681 5068 - Evenings Mon to Fri anytime weekends.
ISLA DONALDSON Tel: 041 954 06402 — Any day — 12 a.m. to 12 p.m.
JOAN PANCOTT Tel: 0305 784155 — Any day — Noon to 10 p.s.

PLEASE MAKE SURE YOU ONLY RING AT THE TIMES SHOWN.

If you would like to volunteer for the telephone helpline then send
in your name, telephone number, make of machine, and state the days
and times when you would be available.

200008 0000 0450608 35 06 0004 38 35 00 06 0 00 38 30 38 300034 0 36 300436 31 98 3108 00 S0 31 0 0 300 IR0 00 S0 0 00 00 00 0H R SR R R
ADVENTURES FOR _COMMODORE AND SPECTRUM

Spectrum 48K

Tape 1. The Challenge & Davy Jones Locker.
Tape 2. Witch Hunt & The Cup.

Tape 3. The Hammer of Grimmold & Mutant.
Tape 4. Realm of Darkness & Matchmaker .
Tape S. The Jade Necklace & Lifeboat.

Commodore 64

Tape 1. The Hammer of Grismold & Lifeboat.
Tape 2. Realm of Darkness & Mutant.

Tape 3. The Jade Necklace & Matchmaker.
Tape 4. Witch Hunt & The Cup.

Disc 1. The Hammer of Brimmold — Matchmaker - Mutaht.
Disc 2. Lifeboat — The Challenge — The Jade Necklace.
Disc 3. Realm of Darkness — The Cup - Witch Hunt.

Each tape costs £2.50 and each disc £6.00. The adventures on disc
load in 15 seconds. Cheques/P0O’'s to:
J. A. LOCKERBY, 44 Hyde Place, Aylesham, Canterbury, Kent. CT3 3AL
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EDITORIAL
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Welcome to Volume 2 lIssue 4 of Probe. Sadly, my last issue as editor.

Firstly my apologies for . the late distribution this wmonth. A
combination of school holidays and decorating my ‘office’ area of the
dining room meant that I couldn’t access my computer or photocopier
all over Easter. Now I'm rushing like mad to get this issue together
so I1°11 apoclogise in advance for any typing errors.

The new editor of ‘Probe’ will be Mandy Rodrigues and she 1s busy
preparing the May issue. Mandy promises no changes to the format of
Probe unless you, the readers, ask for any. Please give Mandy the
help and support that you've given to me "over the last couple of
years. As with Soothsayer, I shall be publishing and distributing
only, but as time goes on, I hope to be able to contribute a bit more
to both magazines.

The main reason for the change of editor 1is the fact that I am
waiting to go 1nto hospital for quite a big operation with a lengthy
convalescence to follow, so I've had to sort something out. Pat
Winstanley has volunteered to do the photocopying side of things for
me when the time comes, so there shouldn’t be any problems there.

Many thanks to everyone who has contributed in some form or another
over the last 23 i1ssues, your help has truly been appreciated. If you
are waiting for a reply to a recent letter then my apologies once
more, I shall do wmy best to catch up with all outstanding
correspondence over the next month or two. Please be patient, I have
a lot of organising to do before I hand everything over to Mandy.

I hope you enjoy reading this issue of Probe even though some
sections have had to be shelved due to the re-organisation.

My sincere best wishes to everyone and please keep in touch!
Sandra

363636 3 3 36 36 3 36 3 336 3636 3 0 303 P23 3 3336 36 3036 303 33 336 I3 I 36333 3 3 36 6036 I 3 33 -3 3 3636909 3 36 36 3 36 3 B K
CONTENTS

THE STORY OF THE LOST PHIRIOUS (PT7.4) ......... Page 4
KINGS & QUEENS OF THE CASTLE ..c.ececoc-cece... Page 8
SOFTWARE REVIEWS ..v.c.cceccennccacsancncea-as-s. Page 9
GOLDEN ANNIVERSARY c..cceccvcncsnncscseasaeasssas Page 21
SERIALISED SOLUTIONS ..ccuvcecnscccacnnnccaaanss Page 25
IT'S A RECORD BREAKER ..cceccacaceacccnananasass. Page 31
GETTING YOU STARTED .ccscsnccescansscanccssecnsss page 36
FINTS! oo oo onni 616 @bl 306 bosim wun bas o o0 608 506 01 58 e wm s 5 PAGE S
IN=TOUCH 1 wiow o mroim win ovs spomm ais sia7m @ sie 5 i se'e min sieww ocb o« PAGE 36
TELEPHONE HELPLINE ......ccceecnccsnnaceaeeas-e. Page 39

P33 3 336 3 36 36 3 3 3 336 3 3 336 3 36 36 3 36 369 3 3 36 3 3 36 36 3 36 36 3 36 36 3 36 3 9 3636 363 36 3 36 36 36 3 3 3 3 30 30 36 9 36 IR R 3



THE STORY OF THE LOST PHIRIOUES (PT.4)
By Neil Scrimgeour

For those of you who do not know The Lost Phirious story here is a
short synopsis:

The Fhirious was a space cargo hauler that went missing some time ago
with a load that was said to be mysterious and possibly very
valuable. Space piracy was suspected for the loss of the Phirious but
nothing could be proved. While on your home planet of Erks—Aka vyou
heard fresh rumours that the Phirious was indeed intact and 1it’'s
cargo Just waiting to be picked up.

Being short of cash you decided to hunt the Phirious down and the
best place to start from was the ship’'s home port, Earth. On the way
you came across a stranded ship called the Casiopia. Being a space
scrap dealer you decided to investigate but once aboard, your own
space ship exploded which left you with no transport and no eoney.
Finding the Phirious was now vital. Eventually you made it to Earth
(via a moon mining complex), managed to purloin a spacecraft and got
some rough co—-ordinates to point you in the right direction for the
Phirious. Soc off you went. '

You were just about to pass the planet Flakrhanon when you were
Jjumped by space pirates (maybe the ones who attacked the Phirious).
After some frantic manoeuvres you evaded your attackers but decided
to land on Falkrhanon to stock up on supplies and get further
information regarding the exact position of the lost Phirious. After
you had landed, your robot companion Jethro, decided to go sight
seeing via the ejector seat and the escape hatch of vyour 6riffin
space cruiser. As 1f you didn’t have enough problems'

Eventually you managed to repair the 6riffin and get all the stuff
you needed. With your apologetic, but lovable android companion you
set off towards the Phirious. This is where part 4 of The Lost
Phirious begins.

Jethro remained extremely quiet throughout the journey to the
Phirious, not surprising really as he’'d caused you so much trouble.
All was forgiven though, you needed him as co-pilot, he was worth
quite a few Drogna (Erks—Aka currency) and damn it all, you'd become
quite attached to him. A blip had been showing on your scanner for
some 2 hours now and due to its location it had to be the Phirious.

At least it was in one piece so it had been worth your while tracing
the ship.

After another hour you finally got close enough to see the Phirious.
It certainly had been attacked, laser scorch marks were all over the
hull, especially the engines and radar dish. Damage to the latter was
a trademark of the Chotz, a kind of latter day Millwall football
supporters’ club but equipped with space fighters. The Chotz were
well known for laying booby traps in stranded space vessels and your
sensors had picked up traces of explosives from within the Phirious.
Caution was the watch word here.



Pulling up beside the air lock, which still seemed intact, you
decided to look over the radar dish and engines from the outside.
Having donned your space suit you instructed Jethro to stay put and
look after the Griffin. The airlock door closed behind you and soon
you heard the hiss of escaping air as the airlock was de—pressurised.
Suddenly the outer hatch opened and you were confronted by the hull
of the Phirious.

Making your .way along the fuselage you came to a small port hole and
a look through it showed the inside to be good shape. Eventually vyou
found the radar dish. Damaged it certainly was but definitely
repairable, as were the engines further back. They would have to be
repaired from the inside but the radar dish could be dealt with now.
It would also be an advantage just in case the Chotz returned, given
- enough time you could escape before they arrived.

After a trip back to the Griffin to pick up some tools and about 45
minutes work, the radar dish started to function properly, spinning
round looking for targets to track. Now that was working all that was
left was to enter the Phirious. It would be prudent to take Jethro
with you so after clambering back on board Jethro manoeuvred the
Griffin to dock with the Phirious’ air lock. A deep clunk and a green
light on the control panel signified a good connection.

“Now listen Jethro. I°‘'m going to need you to come with me. Pick up
all the junk I got from Earth and wait for me by the airlock.®” With a
jaunty, happy step Jethro shot off towards the storage bins at the
back. After completing the captains log up to date you walked back to
the airlock where Jethro stood with an impatient emile across his
face.

“0OK Jeth, press the button and lets get going." Suddenly the airlock
opened and a surge of stale air coming from the Phirious hit vyour
tace.

"FPooh, what a bloody stink. Got any idea what it is?"

“From initial examination it appears to be rotting curry powder,
sire.", Jethro replied.

"You’'ve got to be joking! What‘s curry powder doing in here?"
“Don ‘t know, but that’'s what my sensors tell me it is."”

“Ah well, we’'d better get wmoving Jeth, there’'s a bomb in here
somewhere and we’'ve got to find it quick. BGot the bomb disposal
folder?"

"Yep"”, replied Jethro. The inside of the Phirious was cold, dank and
had an extremely foul odour. A number of cable ducts and various
other fittings had been damaged but luckily a few Fluoro tubes were
still working, so seeing through the dust and cobwebs wasn’'t tooc such
of a problem. After about 15 minutes Jethro discovered what seemed to
be the location of the bomb, the signal was eminating from behind a
red door.



“Well, we 've come this far, you may an well open the door Jeth, 1
can‘t see any booby traps anywhere."

With a press of the wall button the door opened to reveal the
armoury. A vast selection of weapons confronted you and sitting right
in the middle was & silver box with an LCD counter on the outside.

"1 hate to worry you sire but do you realise that the counter is
counting DOWN?*"

“Obviously as soon as we entered the ship 1t was triggered off.
Quick, give me the folder."

Ignoring the words ‘Don‘t Panic’ on the front you opened it to the
chapter entitled ‘Chotz armoury’. It said:

‘Chot:z weaponry is extremly unusual in that it’'s completely home made
so no—-one can decipher how the stuff works. The recommended action is
to keep well clear of the weaponry, especially 1little silver boxes
with counters on the outside. If said counter is counting DOWN then
the best thing to do is pray. No-one to date has ever been able to
disarm a Chotz bomb. If you succeed then a) become &a born again
christian, b) award yourself a Pan BGalactic Google Bluster and c)
count yourself very lucky.’

With this very helpful information you began to panic. The silver box
was totally smooth with no hinges, switches or anything that could
open or stop the counter. In desperation you turned to Jethro.

"Drop everything you're carrying and pick up the silver box. Take it
to the Griffin cruiser, close the airlock then get back inside the
Phirious. I'll be along in a minute."”

As Jethro scuttled down the corridor with the box you frantically
began to search for some explosive material. A partially opened box
revealed S sticks of dynamite and you grabbed that along with a timer
clock.

By the time you get back to the airlock of the Phirious Jethro is
closing the hatch. Quickly you set the sticks of dynamite around the
edge of the Griffin’'s airlock then wire each stick to the timer.
Finally you set the timer to 20 seconds and close the Phirious
airlock, with you and Jethro inside the Phirious.

After 20 seconds an explosion shot the Griffin away from the hatch of
the Phirious, the hatch itself getting distorted and buckled. Looking
through an observation dome the Griffin could be seen tumbling away
from the Phirious and after what must have been 45 seconds an
enormous explosion eminated from where the Griffin used to be.

"Ah well, we’'ve got no choice now Jeth, we've got to get this hulk
working if we’'re to get back."”

The next hour was spent looking round the Phirious. It was a bit like
the Marie Celeste as there were no bodies to be seen. Where was the
crew?



All was revealed when Jethro discovered that an escape pod was
missing. The planet Urguso wasn’'t too far away so it looked like the
crew had escaped to there. If only you could get to the bridge vyou
may be able to confirm it, but the access lift wouldn’'t work, it was
the same story for the cargo hold hoists. At least hold no.l was on
the same level as you so that could be explored. You needed Jethro.

Jethro was found in the engine compartment. A mass of twisted wmetal
covered most of the area but the power unit itself seemed not too
bad. The Chotz must have had a bad day when they attacked, they
didn‘t do as bad a job as normal.

“Brain the size of a planet and I end up repairing a Nucleonic
Ferkinator”, Jethro was heard to mumble to himself.

' “Come on Jeth, I want to explore hold no.1.*

A rejuvenated android sprang to his metal feet with the kind of
expression that said "0Oh boy, oh boy, oh boy! That’'s got to be wmore
interesting than this Ferkinator!'"

After walking down the main corridor you were at the ‘No.1 Hatch’® as
it was labelled. Pressing an adjacent button made the door slide to
the right and with a sense of deja-vue the smell of rotting curry
powder hit your nostrils.

“0Oh bogging heck! Not again! The curry powder ‘s got to be in here'"

There was also another smell, something you couldn’t identify. Nor
could Jethro, the only advice he could give was; “Be careful, it
smells vaguely vegetarian."”

The hold was definitely spooky, dark, cavernous and with that
obnoxious smell. Walking down the gang plank the cargo pods were
stacked right up to the ceiling. Surely this couldn’t be the
treasured cargo of the Phirious? Down the other end you could see
some of the pods had been broken open and seeping out of them was a

brown powder. ‘Aha, it must be the curry powder.’ vyou thought. On
closer inspection the pods seemed to have been torn open. That was
really worrying because these things were made out of Tetrahite, man

nor Chotz could do that to Tetrahite. Your fear was heightened by a
faint scurrying sound coming from the east. It was time to get out
but as you turned to leave the hold you spotted a wmaintenance room.
Your mind was dstracted to the thought of spare parts for the engine
compartment and you, and Jethro, walked into the room.

The inside of the workshop was a revelation, all sorts of machinery
and spare parts were here, if you couldn’t fix the engines with this
lot you never would. Grabbing a Nucleonic Accelerator and sundry
other parts you decided to make your way back to the engines.

As you opened the door you were struck by that weird vegetarian
smell, stronger than before. Suddenly, what could only be described
as an enormous Daffodil, towered above you, blocking your way out.
With it's voice shrieking and it‘s long tongue like arm spitting out
acid, you quickly closed the door.






