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COPYRIGHT

Copyright on anything which does nol carry the
writers name belongs 1o Adventure Probe.
Copyright on all cther items lies with the writer
as Adventure Probe does not pay for contribu-
tions. Readers whose work is printed in the
magazine continue 1o hold copyright on aM
matsrial written by them and are free 1o use i
sisewhere.

K you write 1o Adventure Probe it will be
assumed that the lefter is for publication in the
Dispatches (Letlers) pages uniess it Is clearly
marked NOT FOR PUBLICATION. if you require
a reply other than ssnt with the magazine or the
reply printed in the magazine, pisase enclose
SAE.

SUBSCRIPTIONS

Copiles can be ordersd month by month if you
wish, of you can order up lo twelve monlths ia
advance. Prices per copy are shown below.
Please nole thal there Is no reduction for a
twelve months subscription.

United Kingdom - £1.50. Europe (Including
Soutlhern ireland) £2.00. Rest of World (Surface
mall) £2.00. Rest of World (Alrmail) £2.50.

All back coples are sull avallable commencing
with lssue 1 Jume 1988 and are priced as
follows:

Vol 1 lssues 1 lo 3 L1 each (Europe £1.60.
ROW 22,00). From Vol 1 issue 4 up to Vol 3
lssue 8 £1.26 esach (Europe £2.00. R.OW.
£2,50). Yol 3 Issue 9 onwards £1.50 sach
(Europe £2.00. R.O.W. £2.50).

Please nole that W you are sending smaN
amounts then postage stamps ase acceptable to
save on poundage but pleass Uy lo send
ordinary 1st of 2ad class stamps whenevesr
possible.

ADVERTISING RATES

PRIVATE advsertisements ia the ia Touch seclion
are free (o subscribers. Trade prices are as
follows:

Full page £5. Half page £3. Line ads are 5p per
word.

PLEASE NOTE

Neediess to say that Adveniure Probe cannol
vouch for the credentiale of any entry In the
agvertisememt of In Touch sechon and i you
respond you do s0 al youwr own risk. Please
also nole that any menlion either lavourable or
otherwise of any software house or company ls
pursty the opinion of the wriler of Ihe anicle or
letter and that Adventure Probe does not
endorse or recommend any particular {irm of
eslablishment In any way Any opinions
expressed In the pages of Adveniure Probe are
nol necessarily those of the Edlter. '

ADVENTURE PROBE I¢ distributed during the
first week of the .month. COPY DATE f(or
conlributions, advertisempents elc (s 14th of the
previous month.

Plsase send all correspondence, subscriptions
olc (o the Edilor. All payments MUST De In
pounds sterling. All cheques and poslal orders
should be crossed and made payadble o
Adventure Probe.

EDITOR: Mandy Rodrigues, 87 Uoyd Street,
Liandudno, Gwynedd, LLI0 2yp (if writing
from overseas please add Uslled Kingdom.)
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Sincere thanks to the following readers who took the time and trouble
to send in contributions during this past month.

Hugh Walker, Jim Struthers, Chris Queen, Paul Cardin, Claudio Balzi,
Bill Taylor, Clive Swain, Vicky Jackson, Sue Roseblade, Jackie Holt,
Paraskevas Tsourinakis, Dorothy Millard, Anne Roy, Dave Havard, The
Waytarer, The Grue! Alf Baldwin, Antcrusher, Lol Oakes, Steve McLaren,
Jill Carter, Clive Swain, Pete Simpson, Sandra Sharkey, Neil Shipman,
Graham Wheeler, Kez Gray, Lorna Paterson, Bob Adams, Jim O'Keeftfe,
Keith Burnard, Tony Bevan and Nic Rumsey.

Special thanks to Brian Pell for this months cover picture.
IIIII‘ID!IIIIIIIIIllllIlIIIIIIlIIl.l!.I.I.l.IIIICCIIIII!IIlIIllll..l..
CONTRIBUTIONS

Contributions for Adventure Probe are always needed and readers are
cordially invited to send in items for ALL sections of the magazine.
Anything from a single hint or tip to a full blown article are all
very welcome indeed. Probe relies on YOUR contributions to be able to
continue. Don’'t worry if you cannot send items in ready typed up for
inclusion in the magazine as handwritten items are Just as welcome,
although | must be honest and say that it does save a lot of time if
they are nicely typed. If you send in contributions for sore than one
section of Probe it would be helpful if you could use separate sheets
for the different sections. If you would like to send in {teams ready
typed for the pages of Probe then please use A4 with a nice margin all
round the text being about 70 characters across and 60 lines per page.
If you prefer to send contributions on disc |

as able to print out
from Amstrad CPC6128 using Tasword or Protext,

Commoudore 64 using

Easyscript or Atari ST using First Word Plus. Unfortunately | have no
printer for the Spectrum. Discs will, of course, be returned. But
however you choose to send your contributions they will be most

we lcome 1ndeed..................................................Handy.



EDITORI AL

Welcome to Volume IV, Issue 3 of Adventure Probe.

Well, what a busy month this has been. I must apologise for the paor
quality of print in the last issue. | do hope it didn't cause you too
much difficulty and | hope that we have the problem solved now. My
apologies too for anyone who has had to wait a while for the
solutions, back copies, cassette inlays, booklets etc that they have
ordered but the photocopier broke down in the middle of the month and
| had to wait over two weeks for the arrival of a spare part. (It
probably caught a virus from Mike Brailsford's photocopier as he too
has had difficulties with his copier this month!) This has meant that
| am behind with everything and | do apologise if this issue arrives a
little late and you are still awaiting a reply froms me to your letter
but | have a lot of catching up to do. You may also have noticed that
| made one of my gigantic gaffs again in the Guess Who This Is? when |
put the closing date for entries as 20th January instead of 20th
February. It is almost as bad as putting the crossword grid on
sideways! | don’'t know how you put up with me and ®y many mistooks.

I1f you remember, when | first moved to the new house | gave the
postcode as LL30 2YP but, following a postcard from the post office,
it was changed to LL30 2BN. Guess what? This month | received yet
another postcard from the post office advising me that my postcode has

been changed back again to LL30 2YP! Anyway, | have received quite a
few more suggestions for suitable house names so next month | propose
to print all the names and get you to vote on which one you like the
best.

This sonth Probe gets a lovely wention {n Adventure Coder magazine,
thanks to the Editor Chris Hester for that. I also had a lovely
surprise when The Balrog in Amstrad Action awarded me the very first
honorary title of HBalg for my services to adventuredom! Thank you,
Balrog, | am delighted and honoured that I should have been chosen.

In this issue we have a competition so, once again, I am asking
everyone to take part as six lucky winners will each receive a signed
copy of Mike Gerrards new book. My thanks to Mike for reserving these
for Probe. Mike's book is a wmust for all adventurers, not just those
with a Spectrum, so | want everyone to enter the competition and let's
see If we can have a record number of entries this time. In this
issue, too, | am airing some of my own views (if you can stand a three
page article from moi) in this I also reveal some interesting facts
and figures about Probe to keep you all up to date and we also reveal
who the mystery lady was in the Guess Who? and who the lucky winner
was who guessed correctly. All will be revealed on page 21. Due to
lack of space the list of solutions available from Probe has had to be
left out until another issue (also the final part of the serialised

solution to Sorcerer which will be in the April issue) but {f you
would like a copy of the updated Solutions Available list before then,
please drop me a S.A.E. and | will gladly send it to you.

I had lots of letters this month from readers saying how much they
enjoyed the Diary of an Adventurous Mum. Quite a few people thought
that | wrote it. No, it wasn’t me but Anonymus would prefer her
true fidentity kept a secret for the time being !'m afraid. | am sure
she will be delighted to know that you enjoyed her writings so much
though. Well | had better sign off now. I do hope you enjoy this
issue and | will see you all again next month as usual. Byeee for now,

4 /7%/ '



REVIEWS

CHAOS STRIKES BACK
The sequel to DUNGEON MASTER By F.T.L. Shop around for the best price.
Reviewer CHRIS QUEEN played on Atari ST

The long-awaited sequel to Dungeon Master has arrived. Have the months
of waiting been worth {t? The answer {s yes! it's brilliant! The
"Chaos Strikes Back™ packaging describes it as an add-on, which it ts.
The packaging also gives the impression that it is wmandatory to
purchase Dungeon Master. The answer here 1is "Yes™ and "no". "no"
because the game will stand alone. "Yes™, because it assumes that the
player has detailed knowledge about the infra structure i.e. how to
manipulate objects and how ®magic works etc. The packaging includes
two disks. The first s a Utility Disk which contains three main
processes: the first is a pictorial introduction to the game, the
second is a graphics package to enable you to tailor your warriors to
your own liking and the third is a comprehensive "hint oracle™.

Booting in on the Game Disk enables the player to enter the "Prison"

or restart an existing game. Being a simple soul, | ignored all the
instructions and entered the "Prison"™ option. There, frozen into
portraits were 22 heros/heroines each having much stronger
characteristics than those of Dungeon Master - but no possessions. My

first instinct was to wonder why 22 and not 24 characters !ike Dungeon
Master. 1 investigated and found the first of almost non-stop
surprises. Having saved my selected band on a pre-formatted disk, |
booted from the Utility Disk and built the file that is identical to a
normal save file on a second pre-formatted disk. The third stage was
to re-boot from the Game Disk. This time | used the "Restart™ option
and sat with mounting impatience while the programe loaded.

Hitting the "0OK"™ button, | realised that 1 was in the dark, under
attack fros God knows what and totally naked! Panic set in and, after
standing on a hidden trigger (which released three more monsters)
several times, my trustee band died a horrible death. Total playing

time 1.25 minutes! Logic took over. There had to be a way. In the
aecond game | lasted 2 weinutes. Finally 1 completed my first rooas.
Having found a chest in the centre of the rooms | eagerly expected to
find armour or weapons - all | got was a taste of what was to come
from the warped programmers mind - a chest of tattered shirts, shorts
and sandals!

Unlike Dungeon Master which follows a level by level approach, each

being completed before attempting the next, CSB is built on a vertical
and random basis. |t appears to consist of ten floors on which you
start in part of level 5. For much of the game you are exploring one
ot four mazes of interconnecting rooms and passages. There are many
illusionary walls and floors. Invisible transporters exist in quantity
as well. In my first week of play | was never sure where | was or how
to get back to where | had just come. Monsters exist by the bucket-
load - many familiar, many new. Everything however, is much tougher
than its Dungeon Master counterpart. (Two full-strength fireballs to
ki1ll a giggler thief!). Many objects too will be familiar to the DM
addict.

| restarted CSB with the Utility Disk. 1 transported my teas froa
Dungeon Master and was delighted that they came with their final
attributes (but not their possessions). | then found that the Utility
Disk contained a new set of portraits for each (to reflect their
enhanced status). | always thought Wu Tse = Son of Heaven was a man

S



with a rather "iffy"™ chest. The enhanced portrait makes him/her look
like an escapee from the Mikado. Wu Tse is definately female
superb transvestite.

... Or a

To sum up. Chaos Strikes Back s brilliant and should keep you

occupied well into 1990. However, it is a tough game. If you haven't
progressed beyond level 3 of Dungeon Master it will be very difficult
to play. The puzzles are mind-bending but logical. It is possible to

map the game but {t is very, very difficult to do so due to the number
of pits/transporters etc. If you enjoyed Dungeon Master then this is a
must. If you haven’'t yet played Dungeon Master, then buy it even if it
means that you have to buy an Atari ST or an Amiga to play it on!

THE SLAUGHTER CAVES
Written by Mike Jessop for the Spectrum 48/128K+2
Available from Zenobi Software - Price £2.49
Reviewer ALF BALDWIN

Down through the years it has been the dream of many to negotiate the
damp tunnels and twisty passageways of the "Slaughter Caves". Some had
even plucked up encugh courage +to attempt it, but despite all their
stalwarl effurts, they had failed and the Dragon still stood guard
over the fabled pile of treasure that had been the goal of them all.
Now it is your turn to brave the terrors of the caves and to attempt
Lo wrest the vast wealth from the grasp of the mighty scaled beast.
Can you make your way past the pit of snakes or defeat the Guardian of
the Temple door? Will you be able to solve the puzzle of the closing
doors or discover the whereabouts of the magic talismans?

Sounds exciting, doesn't it? But there is little that is new in this
adventure. It is as though the author has taken a number of stock
situations from off the shelf and strung them together to make this
new game. We have the familiar ploy of giving a bone to a vicious dog,
and of giving water to a thirsty prisoner chained up in a cell. VWe
meet Medusa and we are attacked by s mummy leaping out of a tomb. Then
when we reach the Temple, guess what are the two magic words we must
say to gel the doors to open - no prizes otfered. The only surprise is
that when we finally meet the Dragon, we do not have to do battle and
slay it in order to get the treasure. The Dragon merely poses a rather
silly riddle, answer correctly and this fearsome beast very obligingly
invites you to clieb onto its back and flies you home with the
treasure.

There are quite a number of sudden death situations in the game and
you also have to survive constant attacks by giant beetles in a
mushroom torest. It fs disappointing, theretore, that the game does
not feature RAMSAVE/RAMLOAD facility. 11 you want to save your
position it has to be to tape, and when you do save the game you are
penalised by having five points deducted from your score. The puzzies
should not present any difficulty to an experienced adventurer. We

have come across them all before in one form or another.
This is Mike Jessop's first adventure, and it does show some promise.
The game is well written, there are few spelling mistakes and | only

found two minor bugs which were not important. Perhaps, with a little
more imagination and originality, Mike can go on to greater things.



THE FPAWNS OF WAR, X B 2
Written by Les Floyd for the Spectrum 48/128K+2
Available from Zenobi Software - Price £2.99
Reviewer ALF BALDWIN

These are text adventures, written with the aid of PAW, in which you
play the role of & top MIS agent. Both parts are separate and can be
played independently.

PART 1

A new Nazi regime is threatening to launch a nuclear missile on London
unless the British Government pays them ten billion pounds. Naturally,
the Government is not going to submit to blackmail, so you are sent to
do something aboul it. Your mission is to drive through the mountains
to the Nsazi base, defuse the wmissile and escape via a pre-arranged
rendezvous with a helicopter. Unfortunately, your jeep is hit by
sniper fire and you crash. Without transport, you must continue on
fool. Nazi patrols are out looking for you and it is sudden death if
you run into them, so it is advisable to use the RAMSAVE/RAMLOAD.

There are some aspects of the game which are a little hard to believe.

You have a gun but it is not ioaded and you have no ammunition. The
means of escape from the stranded cable car would have taxed even
James Bond and | was surprised that the panther would take what [ had
to offer it. Then, in the end, 1 had to fuse the missile to make it

explode and destroy the Nazi base inslead of defusing it.

PART 2

Deep in the rain-forests, on the Brazilian-Bolivian border, rebel
forces have built a huge dam across the Hadeira rivesr to supply hydro-
electric poser to a nuclear mi1ssile factory. Your mission is to
infiltrate the complex, destroy the dam and make good your escape. A
canister of supplies has been dropped by your back-up team, but it
won't be easy to locate in the dark watler in the middle of the night.
You have navigated your one-man submarine along the twisting river and
you have arrived at the north wall of the dam, but your fuel has
tallen dangerously low. You turn off the engine and wail for darkness

to tall.

The dam is well guarded by rebel soldiers, so there are many sudden
death situations. Once again, RAMSAVE the game frequently. You are
unarmed. | would have thought your

wearing only a wetsuit and you are
tuzam would have pul @ gun in the supply canister rather than & hand -
grenade, bul you have fo rely on obtaining weapons frow rebel soldiers
@s you make your way to the heart of the dam where you need to plant
your explosives. Escaping, once you have done this, is the difficullt
part. You cannot return to the submarine, which is out of tuel anyway,
and your only way oul is through the water supply pipe to the
generator. Finding the correct sequence in which toc pull the levers to
close the water gates is not easy. Quite a silly place Lo put it
1eally.

Both the adventures are well written, there are few spelling mistakes
and | only found one or two minor bugs. The problems are well thought
out snd | enjoyed playing both parts. For two quite gouod adventures |

think the price represents good value for money and | recommend them.







