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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
copyright on all materfal written by them, and are free to use |{t
.elsewhere ... it still belongs to them,

If you write to Adventure Probe it will be assumed that the letter {s
tor publication in the letters pages uniess marked "Not for
publication”. If you require a reply other than with the magazine,
1t would be helpful if you send a S.A.E. as the postage bill is
rather high.

BB 0 0 B0 g 30 B 0 3 B 5 A0 30 O 00 3 30 B B 6 30 % 3 B 3 0 36 S0 B 6 B SH BN B 3 06 B 0 S0 B 3t 3 B N 9 O @ 4 0 S 3 N B W B M UNMMNMENNMUR
#una SUBSCRIPTIONS ##w#

Copies can be ordered month by month {f you wish., or you ean ordér up
to TWELVE months in advance. Frices are shown below:~

United Kingdom e £1.25 per copy
Europe tincl. S. lreland) e b bR neY £1.75% per copy
Rest of World (Surface Mattl) oo vvsninn £1.7% per copy
Rest of World (Afir Mail) RN £2.00 per copy
All back copies are still available commencing with Issuve 1 June
1986.

lssues 1, 2 and 3 at 50p each (75p Europe., £1 R.0.VW.)
issues 4 to 19 inclusive at £1 each (£1.50 Euvrope, £2.00 R.0.W
0.V

i)
Vol Il Issue ! onwards at £1.25 each (£1.75 Europe, £2.00 R.O. )

Small amounts can be paid in stamps to save poundage if you wish.
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suse ADVERTISING RATES wus

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

Full page - £€5, Halt page - £3. Line ads 3p per word.
IIﬂlﬂ‘ll!il'l'..l!ll!l.I!ﬂl.ﬂ!ﬂ!.ﬂﬂli&&ﬂﬂl!l!il!’II!‘I“!II!II!QIQI"!
wew PHOTOCOPYING wne
A4s/AS Single sided - 5p per sheet
Aa/AS Double sided - Bp per sheet
keduction from A3 to Aa or A4 to AS - S5p per sheet
Add 10% for return postage. Minimum order of 1@ sheets.
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ADVENTURE PROBE s distributed on the 1st to Sth of each month. Copy

date tor contributions. advertisements etc. 1ath of each month.
Flease send all correspondence. subscriptions etc. te - the Editor.
Flease make all payments in Founds Sterling. Cheques/F.U0's should be

crossed and made pavable to Adventure Frobe.

EDITOR Mandy kodrigues., 24 Maes y Cwm., Llandudno. Guvﬁedd LESD 1JE.
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My sincere thanks to the tollowing readers who managed to send in
contributions over the last month before the strike.

Sandra Sharkey, June FRowe. Allan Phillips, Christopher MHester, Fat
Winstanley. Alt Baldwin, Barry Tudor. Faul Avis, Nic Rumsey. Lon
Houlston, koger White. John Barnsley and Mike Brailsford.

The lovely cover picture this month ic by Allan Batchellor.
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Chitorial A
Welcome to Vol 1l Issue 10 of Adventure Probe. ‘z

| doubt {f many of us can say that we have been unaffected by the
postal strike and wunfortunately Probe has been hit rather badly.
Very little in the way of contributions found their way through and |
have spent a rather miserable time because | have missed all your
wonderful letters very much {ndeed. This has meant that many of the
regular ftems in Probe are missing from this issue and there {s quite
a lot of "me"™ (n {t. 1t goes without saying that the Letters Pages

are the worst hit but hopefully all will be back to normal by the
next issue. §

As you will appreciate there is & distinct leck of contributions on
file so | would be extremely grateful if as many readers as possible
could drop me 2 line and enclose a lovely contribution or two as soon
as you can. One of the items which are urgentiy needed are reviews
so if you have played any adventures lately that you would like to
tell the other readers about they will be very much appreciated.

The results of our second questionnalre by June Rowe are in this
issue and also the first of a serfes of articles by Roger White on
the art of solving mazes. There are many people who just don’'t like
muzes but | think that perhaps by the time they have finished reading
the articles they.may just change thelr minds. But even if they do
not they will still find the hints and tips on the art of the maze
very useful indeed. t am happy to eay that J.R.'s pages have
returned to FProbe, many thanks to John, it f{s nice to have you back.

It may seem 2 little early but 1 am already thinking ahead to the
Christhas issue of Probe and would be very grateful {f readers could
start thinking up some Christmassy {tems for the December issue.
Copy date for those contributions is 14th November.

All the letters which have been held uwup by the strike are now all

arrfving together and | am doing my very best to catch up and answer

them all. This may take a little time and | hope you will understand

it vou have to wait a littlie longer for & reply.

| have been spending a ot of time this month playing adventures,

getting acquainted with the workings of the new Amstrad and coping
with a litter of adorable, playful ‘and everso fluffy pups.

On page 25 of this issue there {s a little tale which contains some
hidden adventure titles. There are well over 3U titles to be found.
! thought it might be nice to have a little competition to see who
can find them a1l and the prize will be three free issues of Probe to
the tirst resder who spots them sll tor the nesrest!). HNames will be
drawn "out of the hat” on luath October s0 husry up and send {n the
number that you spotted. Each adventure title counts as ONE even
though it may appear more than once in the text. Also please note
that the adventure titles may be incorporated tn  two different
sentences with a full stop between them but as long as the title
1eads consecutively then {t counts.

Well that's about all from me for this month. I sincereiy hope that
vou all enjovy this issue.
See you all again next month,

Mandy



ARANARRAAAERAX ARG A RRARAARRARI A A AN A AR R AN AR AR A NG ARD R AR D AR N AR AND AR SR RR

e 2 REVIEWS M 3

LR KRN #RBAERAARDANLAARAAAAR I A ISR AL RARARCAN VT AR AR NI RRARORRRRANARDORARE RS

Ancther Pawed adventure, this time

THE CALLING - oy Visual Uimensions

Reviewer - Allan L. Fhillips on 3pectrum adK

with graphics (Yeuch!) but | could
only tind three 1n the whole game
(You don't need them anyway!: You

start off by your broken douwn oid
heap (tcar) and your giritriend,

Jenny, has gone rfor help. But that L - S

’ o e
was two hours ago! Guess what, ; : ae ‘ .h:“h.”h.”
you've got to go and tind her in an R Zind M
old house nearby. The amount of 0 slloi R

YOI 3100 natace v el trope,
games set in old houses or mansions

is getting as many as Tolkien games
these days!

Pledt AU C DOu dorna 1o Jdo

Anyway, off you set to the mansion, but don’t forget - GO CAR (go as
an imput - realiy!). This game lets you get quite a way through at
tirst without relly knowing what goes where. You .  can talk to the

Butler and Cook but don’'t expect too much conversation or help. 1l
don't really like these so-called Intelligent Characters as you can
‘only ask what programmers want them to understand - why wont the cook

make me a cup of tea’!) The parser (s quite good as most Fawed mail
order games seem to be of late, the puzzles are average _though

not
too difficult aven ftor a beginner. For instance, there is a flute
and some magazines which are about music but don't worry - no snakes
to charm in this game. As walls have... well you know the saying.

Also watch out at the gardeners shed as he doesn't like company and,
in a kennel, is a nasty surprise if you are not carrying something!
A lot of items around the house are just ornaments or turniture but

make sure you examine or search all. Though do try and take the
armour !

The text is good though sometimes.a little sparse and one message was
in green which had me reading with my nose about an inch from the
screen ("Get your glasses fixed then!" - Allan's wife)

I could not find much wrong with the game in the way of bugs but will
have to replay the game because |'m sure to find at least

one per
game. .
Altogether a good cheapy at £1.99 that beginners and more seasoned
players will enjoy.
As an arfter note. Visual Dimensions have another two games on sale

tor the Spectrum and three for the Amstrad so look out tor them if
they are all as good as thisg!

THE CALLING is avallable from

Visual Dimensions, S9 Nunnery Lane,
York, Yorkshire. YUz 1AH.
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THE GUILD OF THIEVES - MAGNETIC SCROLLS

Availeble for most computers but
shop around for the best price

REVIEWER - MANDY played on Commodore s s e i
. Pl heshet 1N shals x'm 140 il
S Larathing 1hat 56 0 W dnats M,

Like The Pawn. the setting for Guild of Thieves 1is the
Kerovnia where anything can happen, and wusually does! This time you
are an apprentice thief and are on an assignment. You must search
for and find all the treasures in the local castle and surrounding
area and return them to the master thief. Sounds easy doesn't {t?
It definitely {isn't though!

land of

You stert the adventure in a bost on the river which is near a jetty.
If vou take an {nventory vyou will find that you are wearing the
inevitable jeans and sweatshirt and are carrying 2 swag bag. Opening
the swag bag reveals your source of light which was a great rellef as
I usually have a great many problems finding one in most adventures.
The jeans contain a pocket inside which is a very useful little ftem
tor later use. The first problem |is getting out of the boat and
safely onto dry land. I got dunked quite a few times and had to be
hauled out by the master thifef (who didn’t help matters by sneering
at my efforts all the time) and | soon found that if | tarried too
leng he actually picked me up and chucked me uhceremoniously onto the
jetty which resulted not only in loass of face but in loss of precious
points. After restarting | soon found that pulling the mooring rope
brought the Iittie boat near to the jetty so that | could step off in

safety. Of course, for those energetic souls there is the option of
jumping onto the jetty.

Once on dry land I decided to leisurely explore the immediate
vacinity but it didn't take me too long to realise that something was
amiss and | had to restart once more. In this adventure you can only

take your time In exploring after the rat race in the castle
courtyard so do make sure that you head in that direction as soon as
possible. Inftially the way into the castle s made by lending s
helping hand to a tittle old man who is struggling with a trunk.
Once inside the castle you should waste no time in explioring the
first few locations in order to find the money you need to place your
bet in the rat race.

Getting into and out of the castie whilst holding your treasures can
be » very risky business as the gatekeeper has a very eagle eye and
this is where your swag bag comes 1in very useful indeed although
beware, it is not bottomless and you will have to transport your §11}
gotten gains to the nearest nightsafe!

Not all the action takes place in the confines of the castle though
and the surrounding countryside must be thoroughty explored. There
is 2 whole network of caves set in » hillside to be explored and the
hiliside doesn’'t contain the usual damp dripping caves either. You
will discover the Bank of Kerovnia here as well as the Zoological
Gardens. a cemetery, an undertakers and lots more besides. There is
a strange temple in the woods to explore and (f vou tamper with a
statue you might just find a whole new set of locaticns to explore if
vou dor't mind getting a little wet.

There is plenty to see and do in this adventure. plenty ot sporty

activities are on hand and lots of skullduggery to uncover. There 1is
iots of danger too and you find vyourself wrestling with plenty of
nasty creastures on your travels. This adventure is not to be missed,

you should really enjoy i{t.
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THUNDERBOWEL - SACRED SCROLL

Available tor Spectrum 48k/128K
Reveiwer - THE INNKEEPER

I was sent this game by John Barnsley at Soothsayer to have a lock at
and review for Frobe. Well to start with {t is PAWed and text only.
kight. on to the storvline...

You are Shamus Bond, Britains top secret agent and tiddliywinks
champion(7) Shamus has just returned from battling with evil Dr Haybe,
and is sitting at his desk when the {intercom buzz's. It was Mmm (The
Boss) and he wanted to see Shamus right away. Mmm®'s volce sounded
urgent. Looks like another job for 'The World's Sexiest (God who

write's this) Secret Agent. Right that is the blurb,

S0 you start the game with Shamus in his office where he is ready for
some Commie blasting. (Oh no! Not another "Let's blast the Russians”
plot!) Oh well. lets try and find that Mmm person so out of the oftice
and north a few times unti! | found him. Mmm asks what Shamus knows
about ‘Commode’ to which Shamus replies "They make C64 computers® .(aha,
THAT commie), Mmm then tells Shamus about the next mission which is to
stop Ernie Stavros Blobum (Mmm's sworn enemy who is leader of S.A.P.
(Spy's Are Pillocks)) and is smuggling diamonds inside the c64 computer
casing. Blobum is also going to dope =ail anti-c64 speakers with a
laxative called PPK4Q, this could cause & big ‘'stink’ in political

circles - Shamus must do everything in his power to stop Blobum. ~ Mmm
hands vyou a tile.

Now you know what the game is all about. | wonder {f this igs the vyear
of the James Bond type of game. I've played about four this year
ajready! .

Anyway, as you know, old Shamus has been given a file so if you Examine
Inside File you'll see a few more things. The file 1is also one of
those 'Magic' bag type things that lets all inside it weigh nowt.
Remember to examine all as you will need to find some addresses if you
want to get anywhere in this adventure. Look out for booby traps that
even your own side have lain around and don't forget your weapon. Al
good spys should never be without one. To use your car (once you find

out how to start the blasted thing) type Drive To...... (wherever you
wanted).

I did like this game though how many more James Bond style games | can
take 1 don’t know. What | can say about the game though is. if this is
the tape you are happy with - well don't you be checking researching in

dictionaries for words not heard of before when you do buy this game.
For instance REAC- for REACH, YEH is spellt YHE. ALL is WALL and best
of all ts EKLECTRIC which is meant to be ELECTRIC. Even the end poem
has THUNDEKRBOWEL spelt with a W missing. | also wonder {f by the end
of the game they changed the name of their company to "1988 SCARED
SCROLL SOFTWARE"™!!

There is also a bug in the game that allows you to examine the contents
of the file without it being anywhere in the vacinity!

In conclusion. a good game t(Where's Bruceis and nice running plot
spoilt by bad spelling mistakes, bugs and also untidy finishing ot the
FaWw utfifty. | even found that once known what the last addrecs in the
game is, if vou restart the game. type in the address then do the last
few things vou csn then tinish the game with only 28% and in abcut 18
turns. The quiclkest game | have piaved! To me this is stupid as until
you have tound the address or heard it said vou should not be able (o)
get to it. 1t I was "SacredsScared Scroll™ 1'd get rid of my
play-tester pretty quick. Une nice touch {s that you meet the actual
programmers in one part of the game. Sorry Sacreds/Scared but {f vou are
arter distributing other peoples games as the enclosed letter said
then vour company will have to do better than this!
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