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COPYRIGHT

Copyright on anything which does not carry the writer's name belongs
to Adventure Frobe. 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
copyright on all material written by them, and are free to use it

elsewhere ... it still belongs to them, %

If you write to Adventure Probe it will be assumed that the letter is
for publication 1in the letters pages wunless marked "Not for
publiication®. 1f you require a reply other than with the magazine,

it would be helpful if you send a S.A.E. as the postage bill is
rather high.
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*%% SUBSCRIPTIONS ##x

Copies can be ordered month by month if you wish, or you can order up
to TWELVE months in advance. Prices are shown below:-

United Kingdom aer e st e £1.25 per copy
Europe (lIncl. S. lreland) o areia e st e £1.75 per copy
Rest of World (Surface Maill) «..iioiiiei. £1.75 per copy
Rest of World (Air Mail) Sie e e e e s £2.00 per copy
All back copies are stil]l available commencing with Issue 1 June

1886.

Issues 1, 2 and 3 at 50p each (75p Europes Bl R:0.W.)

Issues 4 to 19 inclusive at £1 each (£1.50 Europe, £2.00 R.0.W.)
Vol 11 lssue 1 onwards at £1.25 each (£1.75 EUrops, R2.00 R.0.W.)
Small amounts can be paid in stamps to save poundasge if you wish.
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#%% ADVERTISING RATES ##x

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

Full page - 5, Half page - £3, Line ads 3p per word.
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##% PHOTOCOPYING xxx
A4/AS5 Single sided - 5p per sheet
A4/AS Double sided - 8p per sheet
Reduction from A3 to A4 or A4 to A5 - 5p per sheet

Add 10% for return postage. Minimum order of 10 sheets.
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ADVENTURE PROBE is distributed on the ‘1st to Sth of each month. Ccpy
date for contributions, advertisements etc. 1ath of each month.
Flease send all correspondence. subscriptions etc. to:w the "Editcr.
Please make all payments in Founds Sterling. Cheques/P.0's should e

crossed and made pavable to Adventure Probe.

EDITOR Mandy kodrigues., 24 Maes y Cwm. Llandudno, Gwynedd LL3® 1JE.
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Sincere thanks to the following readers who sent in contributions
over the last month.

Sandra Sharkey, June Rowe. Walter Pooley. John Barnsley. Dave Ferry,
Faul Brunyee, Dorothy Millard, Allan L. Phillips. John Wildey, bob
Adams, Silvia Janssen, Kenny kennington. Terry koberts. Chris Banks,
Margo Porteous, Mike Brailstord. Tony Bevan. Nic FRkumsey. Jocan
Fancott, Jenny Wheeier, Sam Dart. Alian @Batchellor, Christorner
Hester, Joyce Furlong., Brian k. Fell., Doreen Bardon, Barbara Giob,
Sharon Lowndes. The Grue. Graham Collier, Alt Baidwin and rfat
Wwinstaniey.

The lovely cover picture this month is by Doreen Bardon.



%2> EDITORIAL '

Welcome to Vol [l Issue 8§ of Adventure Probe.

I should imagine that you have all heard by now of the sad demise of
our sister magazine Soothsaver, | was very distressed to receive the
final issue and will miss Soothsayer very much indeed. Our John
Barnsley has had a very rough time recently and | sincerely hope that
things will start going well for him once again. I know vyou will
join with me in wishing him all the very best. I hope that we will
continue to see John in the pages ot Probe and | know that he would
love to keep in touch with all his friends.

Dr Chris Banks and his lovely wite were delighted with the birth of a
beautifu) baby girl a few weeks ago and | know that you will all join
with me in wishing them well and sending our congratulations.

This month sees the very interesting results of our first
questionnaire by Paul Brunyee. The results of the second
questionnaire by June kowe will be published in next month's Probe
and 1 am sure you will be as fascinated as | was to read them. My
thanks to both Paul and June for all their hard work on our behalf.
My sincere thanks also to all of you who have sent in your lovely
contributions for the pages of Frobe. As long as there &are such
wonderful readers giving their encouragement and support Probe will
go from strength to strength. So please keep them coming in as
contributions are always needed for all the sections of the magazine.
Thanks also to all who have sent in solutions which are very much
appreciated by vyour fellow readers, not only for —the llst of
solutions available but also for the telephone helpline, thanks to
your kindness you have helped to rescue a great many lost adventurers
this month. '

Following the letter by John Wiidey in the August Issue about the

availability of Infocom adventures | have received a great many
interesting letters showing your concern about this. | would love to
have had space to publish all of them. Both John and the Grue are

investigating and there is information in the letters pages about the
situation.

] am still hopeful that we can do something about the situation and
would ask that you keep those lietters coming in so that we can
continue the campaign to save our Infocom adventures. wWe will keep
you posted with all the latest news.

¥You will perhaps remember my mentioning in the last Editorial that.
due to a mishap whilst walking the dog., we were due for an explosion
in our canine population? | am happy to report that we have five
adorable pups! All visitors can relax now because they already have

nice homes to go to!

Amstrad readers will be pleased to know that due to a wonderful
surprise birthday present | have joined the Amsters! Now my CPC61283
sits merrily alongside the Commodore and Spectrum just waiting for me
to get to work. Special thanks to Sandra. Bob. Nic and Joan for all
the help and advice they are giving to help me get to grips with the
strange workings of Arnoid. Aren’t computers wonderful?

Well. although | could raobit on for hours t(sorry Fete) I think
that's quite enough from me for this month. I do hope you enjoy this
lesue. See vyou all again next month.

Mandy
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/ IN SEARCH OF ATAHAULPA \

Reviewer BARBARA GIBB - BBC

In this two-part text only " adventure you undertake the hazardous
journey to a secret Inca site to recover the gold statue of
Atahaulpa.

A balloon is provided, and after a very wup and down trip you
eventually find the city of Cajamarca which you must explore
thoroughly to find a rosary, which, when given to the correct person,

will allow you to start part two. Once your guide has raced away in
his jeep after promising to return later, you are on your own.
(Return without the statue and you will learn what he thinks of you

as an adventurer.)

Ahead lies a rainforest. a tribe of headhunters, some very unfriendly
wildlife, the Amazon river and eventually the secret chamber and
statue. Your entire journey is shadowed by a swarthy stranger who
can be very deadly, and extremely difficult to dodge.

There are two mazes which appear in context, that is, a maze of
streets in the city of Cajamarca, and a rainforest maze. However, if
you can find the correct "keys" to unlock the mystery of the mazes,
they are very easy to map. I hate mazes, yet thought these not only

logical but almost necessary.

All items found are useful which is great advantage when carrying
capacity is restricted.
Some objects are cleverly hidden, and | considered myself lucky to

have found one of them without too much trouble. 5 :
The combining of items could be tricky and sometimes only obvious
when solved.

Within the confines of the Quill, this adventure has all | expect and
desire. It's exciting., and addictive, and pushed all others to the
bottom of the pile until [1'd completed it.

The only playing hint I will give 1is to read very «carefully the
background notes and instructions at the beginning of each part.

Highly recommended. Not for beginners but 1 would advise them to buy
it now and keep it until the are ready to attempt it. Everyone else
- get buying and get playing.

Good sales now will encourage Anthony Lee to write a sequel. At

£2.50 it is worth every penny (or sol).
Available for BBC/ELECTRON. on cassette. from:

ANTHONY LEE.35 OSFREY GARDENS,WORLE.WESTON-SUFER-MARE,AVON,BSZz2 &UN.

Cost £2.5¢ Inciuding postage and packing.



INFIDEL - INFOCOM
Available for most computers which have access to disc.
Shop around for the best price.

‘Reviewer - THE GRUE!

Set in the vast desert of Egypt. somewhere near the banks of the
Nile. Infidel challenges you to find the buried entrance to the last
great pyramid and once inside, sieze the priceless treasures that
have remained hidden for thousands of years.

As the ruthless, determined explorer, you make your men work on a
religious holiday. They revolt and desert you, leaving you without
tools or supplies. Although trapped in the desert, you are still
possessed by the thought of fame and riches and decide to continue
your quest.

Finding food and water are paramount for without them you will leave
a tasty snack for th2buzzards. While searching the camp for supplies
a plane flies high above in the sky and a package dropped from {t.
Inside is vital equipment to enable you to find the entrance to the
great tomb. Who would think that vital equipment would be needed to
find a pyramid, how could you miss such a huge monument, but this
long forgotten tomb has been buried deep beneath the sands of time.

Your adventure really begins when you enter the cavernous pyranmid,
with death licking at your heels and mystery shrouding every step.
Puzzles within the game could be described as linear but perhaps that'
is just what you would expect in a pyramid, solving one problem to
unlok the next step forward or should that be downward. Do not
expect a difficult game with difficult puzzles but a game with masses
of text oozing with atmosphere.

Along the way you will have to decipher hieroglyphics and the more
you can decipher the easier the puzzlies will become. You won’t have
to decipher all of them but by the time you are settled into the game
translating them will have become almost a compulsion. Secret panels
and passages abound, tilting hallways and rooms., most of which are
booby trapped. all must be overcome if you are to reach the treasury
and collect your life's desire.

Not a large adventure with only 77 locations and 49 takeable objects
but surely a true adventure. This was Infocom’'s first game in their
Tales 0Of Adventure series and might have been titled Fyramid though
uninspired it remained the title throughout testing. Infidel was
then suggested, not impressed by this because it sounded more like a
game from the crusades than an exploration for a lost pyramid but
with its distinctive logo and package design and a few alterations to
the game to make it work better, they relented.

What we were left with is a truly atmospheric game. 1 swore | could
feel the searing heat of the desert, the coolness once 1inside the
great Tomb, more than once | wiped off the grains of sand that had
stuck to my sweat sodden body. The chllenge between you and perhaps
the most clever architects, builders and murderers of all time is one
not to be missed.

The packaging contains an expidition log, the hand written diary or
your search for the great pyramid and your personal correspondance
complete with authentic Egyptian stamp. Also a map of the Nile River
Valley with lattitude and longtitude coordinates to help you find the
tomb. A rubbing of some hieroglyphics and a partial translation.

For some unusual responses try drinking water about four times,
wearing the parachute or typing help.



DOMES OF SHA - RIVER SOFTWARE (Tape 7) PRICE £3.98 %
Also on side B is LETTER BOMB Available for Spectrum 48K/128K

To start with | have to say that Jack sent me this to playtest, so 1
said | would write a review for Frobe at the same time.

Domes of Sha is yet another PAWed game from the Lockerby stable. It
has very quick response and the vocabulary and presentation are
excellent. Anyway, more of that a little later., here is the story

behind the adventure...

Long ago in a far off corner of the Galaxy (I'd rather have a Bounty)
an event was taking place that would effect not just the tiny planet
of 'Olaxas’ but worlds not even born vet.

Olaxas was once a thriving agrigultural planet, relying on the Yander

Forests for its needs. Then came the great war. No records have
ever been found and it is as though the past has been erased. The
only people who have survived are the Sha Tribe, a proud race, they
live in a valley but all around is barren and devastated. They

seemed to be the only people on Olaxas.
They knew the planet was dying but a dreadful fear stopped them from
leaving the valley and none have been strong enough. Maybe you can!

The game starts in the Yander Valley and you see a dome with a A
marked on it and if you explore the top area you will see that there
are six of these domes. You have with you a pouch which contains a
Throw-blade and a Time-brace (sort of new/old fangled clock), also
around is Grunt, your Mugret (and grunt is right cause it don arf
smell a bit). Anyway your search around the valley should bring some
rewards especially when you go and see Kroll, & sort of Sage. He
will tell you a bit more but not much. Your next task is to find a
light source which is rather different from the normal lamp/torch.
And don’t forget that Grunt can do things as well. :

The game features most words you will think of and the now necessary

Ramload/Ramsave option. I found the puzzles ranging from the wvery
logical to 1'm afraid very easy, so | would put this game in the
Beginner/Moderate class. | think the experienced adventurer would

sail through this (maybe 1'm just getting better, | don’t know!) The
help part of the game | think gives too many hints but this is only a
personal thing with me! All in all, a very well thought out game
though.

LETTER BOME.

On the B side of the tape is quite a different thing for 'River”’
than anything they have sent out before (! think) and as a bonus game
it is great fun. The game is written in 128 basic with a couple of
machine code routines.

Anyway, "What's it all about?" | hear you shouting. Right, it's a
sort of Hangman where up to four people can play at once on either
just NORMAL 'Guess the letter' type or ANAGRAM type. The maximum
points you can score on any one word is ten and you can have a
finishing score or up to 998 so you can have a short or long drawn
out game.

! tound it all fun and kept saying to myselt "Just one mare go, just
one more..."

REVIEWED/PLAYTESTED BY ALLAN L. PHILLIPS
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THE QUEST FOR THE GOLDEN EGGCUF - Mastsrtreonic £1.,9% (Various
Computers)

When 1 heard that Smart Egg Software had written a follow-up to my
favourite adventure "Rigel's Revenge", | was desperate to buy the new

game as soon as it was released. "The Quest For The Golden Eggcup” is
available now, and the first thing | enioved was the fun piece of kob
Hubbard music which accompanies the loading game - a version of space

invaders! When the adventure proper has loaded, you can choose to read
the Introduction. This tells how you were walking along the motorway
one day, when you foolishly stepped out intront of a pink CS. You next
wake up dead in a Golden Temple., part of heaven! God appears and asks
you to find him the golden eggcup that he's lost, in reward for being
"reincarnated just in time for World War 111", If you fail, God will
turn your soul into an egg, "probably poached”", and eat i{t! God keeps
appearing throughout the game, giving "help", through some imaginable
jokes, but did you know he wears a turban?

Two other characters keep showing up, namely Dandalt and Thoron.
Dandalf seeks the great wand, so watch out if you have it! Thoron is
also looking for the golden eggcup, which might prove a problem.
Mostly you can ignore these characters, though they occasiocnally show
the way ahead if you stand and watch them at the right places.

The first thing to do is explore the rest of heaven, which features
only eight rooms, though there are at least 150 locations to discover.
Each location is illustrated by a graphic taking up the top two-thirds
of the screen, but | have to say these are a complete waste of time.
Whereas in "Rigel's Revenge", there was a handful of superbly drawn
pictures that changed according to the game, in "Golden Eggcup" each
graphic is made trom a set of blocks such as part of a wall, leaves, a
cloud, and so on. It's not long before you realise every graphic |is
going to look like this, and a great many have very little to do with
the actual! location. For instance, a tiled floor i1n heaven also makes

an appearance in an open clearing, flanked by leaves. For a desk, a
cabinet, a computer and many other objects all you get to see is a
blank white table! The graphics are extremely Spectrumesque for the
Commodore 64 | played the game on, and nc attempt at all has been made
to alter them to make better use of the machine, and remove the

dreaded Commodore fringing that cccurs with ’'shaded’ areas.

The parser accepts four-letter abbreviations only, so you have to
type EXAMine (there’s no friendly "X" version ot the command). LGOK
fails to work, as does REDEscribe, for which you need to use "R™! The
game seems to be PAW-based, which means at least you get RAM3ave and
RAMload, which is good. However, 1 was annoyed that you can't GET EGG
as there's a silver and & golden egg to be found. So you need to tvpe
GET GOLDen!

Location descriptions vary, often consisting of no more than a tew
lines, if not a single line, giving the basic information and no more,

but a few locations do offer some humour. Places vary from the start

in heaven, to a deserted village and the caves of hell. Sounds
exciting? No way! The caves of hell turn out to be nothing more than a
series of bland passagewsays that torm... yes, you’ve guessed Ttier s o a
maze! So look out tor the "dim", "twistv", "smoky". "“smelly" rpasszges
that we've all seen far too often betore. The exits are, of course,
partialiv 1llogical. s¢ mappring is essential toc g2t anywhere. Wh, do
programmers insist on wasting memory with uselecs mazes: And why coes
hell look surprisingly similar to heavent






