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COPYRIGHT

Copyright on anything which does not carry the
wrilers name belongs %o Adventure Probde.
Copyright on all other items lies with the wriler
as Adventure Prode does not pay for conlride-
Uons. Readers whose work ls printed In the
magazine continye fo hold copyright om aM
material written by them and ase free lo use i
elsewhere.

H you write fo Adventure Prodbe N wil be
assumed thal the letter is for publication in the
Dispatches (Letters) pages uniess B is clearty
marked NOT FOR PUBLICATION. if you require
a reply other than sent with the magazine or the
reply printed ia the magazine, please enclose
S AE.

SUBSCRIPTIONS

Coples car be ordersd month by month i you
wish, or you can order up lo twelve monihs in
advance. Prices per copy are showm below.
Please note thatl thers is no reduction for a
twelve monihe subscription.

United Kingdom - £1.58. Europe (Including
Southern ireland) £2.00. Rest of World (Surface
mail) £2. 00 Rest of World (Alrmail) £2.50.

All back copies are stUll avallable commencing
with fssue 1 June 1988 and are priced as
follows:

Vol 1 lesues | 1o 3 R1 each (Europe f1.60.
ROW £200). From Vol 1 lssue ¢4 up to Vol 3
lasue 8 £1.26 each (Europe £2.00. ROW.
£2,50). Vol J Issue 9 onwasrds £1.50 each
(Europe £2.00. R.O.W. £2.50).

Please note thal ¥ you are sending smal
amounts thea postage stamps are acceptadle lo
tave on poundage bul pleass Uy to send
ordinary 1t of 2ad class stamps whenever
possidle.
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ADVERTISING RATES

PRIVATE advertisements In the i@ Touch section

are (ree lo subscribers.

Trade prices are as
follows: :

Full page £5. Hall page £2. Line ads are Sp per
word.

PLEASE NOTE

Neediess o say that Adveniurs Probe camnol
vouch for the credentials of any entry in the
advertisemem orf Ia Touch section and if you
respond you do 90 al your own risk. Please
aiso note hat any mention either lavourable or
otherwise of any software house or company ls
purety the opinion of the writer of Ihe anlicle or
lefter and thal Adventure Probe does not
ondorse of recommend any particular firm of
eslablishmemt Ia any way. Any opinions
oxpressed in the pages of Adventure Probe are
not necessarily thase of the Editor. .

ADVENTURE PROBE Is distributed during the
fiest wesek of the month. COPY DATE for
conlridbutions, advertisements elc Is 14th of the
previous moni.

Please send all correspondence, subscriptions
olc lo the Editor. ANl paymemts MUST be In
pounds steriing. All cheques and postal orders
should De® crossed and made payadie e
Adventure Probe.

EDITOR: Mandy Rodrigues, 67 Uoyd Street
Ulandudno, Gwynedd, LLI® 2yp (M writing
from overseas please add United Kingdom.)
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My sincere thanks to all the following readers who took the time and
trouble to send in contributions over the past month (ie. between 14th
March and 14ath April):

Jim Struthers, Jack Higham, Lol Oakes, Keith Burnard, Tom Frost, John
Yates, The Grue!, Tony Melville, Brian Pell, Joan Williams, Lorna
Paterson, Ann Potter, Amanda Oliver, Nic Rumsey, Sharon Harwood, Neil
Shipman, Gearge Kersey, Jim Donaldson, Angie Cobbold, The Waytarer,
Ron Rainbird, Barbara Gibb, Gordon Inglis, Alan Davis, Bob Adams and
Sandra Sharkey.

A special thanks to Kez Gray for this months cover picture.
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CONTRIBUTIONS
Contributions are always needed and ALL readers are invited to send in
items for every section. Anything from a single hint or tip to a full
article are all very welcome. Reviews of the adventures you have
played are especially welcome. Please check first to see if a review
has already appeared. Don't worry if you cannot send items typed up
for inclusion in the magazine as handwritten items are just as
welcome. |f you send in contributions for more than one section then
please make sure that you use different sheets for each and make sure
you include your name and computer. If ,you send in items ready typed
then please use A4 witlh & nice margin all round with text being approx
70 chars across and 60 lines per page. If you prefer to send items on
disc, | am able to print out from Amstrad 6128 (Tasword or Protext),
C64 (Easyscraipt or Mini Office 1) or Atari ST (Firstword Plus). All
discs will be returned. It you send in ads for software for In-Touch
section please ensure that adventures, arcade, utilities etc are
clearly marked so purchasers know exactly which is which.........Mandy
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EDITORI AL

Welcome to Volume IV, Issue five of Adventure Probe.

Goodness me! how time flies. Two years ago this month | was waffling
my way through my first editorial. It really doesn’t seem that long
ago does {t? Which also reminds me to tell you that next month is
Probe's FOURTH birthday! So we will try and celebrate next issue. And
there is even more to celebrate! Congratulations and very best wishes
to Paul Brunyee and Trudy who were married last week. We all wish you

both every happiness for the future.

Last month | had a visit from Tom Frost and we spent a very enjoyable
afternoon and evening chatting like old friends. Tom had fun answering
the phone and giving everyone a surprise as they thought they had
dialed the wrong number! 1t was great meeting another Probe reader. So
far | have only had the pleasure of meeting Joy Birley, Jim O'Keeffe
and Tom. Dicon Peeke and Jason Deane are long time friends as well as
Probe readers and, as they live nearby we meet regularly. It was
unfortunate that | couldn't go to the Bugblatter®s Ball in Wigan
where, | understand from my official Probe w®mole, that Pete Gerrard,
Pat Winstanley, Sandra Sharkey, Janice Charnley, Jackie Wright, Lol
Dakes, Jim O'Keeffe and The Grue! had a fantastic evening get-together

(if | have missed anyone out then please forgive me). They plan to
have more of them and, if they have an afternoon meeting, it will
allow more of us to attend. They all survived the meeting with Grue!
and a couple of the Iadies who were there have expressed surprise that
the Grue! was so good-looking! Dicon Peeke has been delving into an
very ancient coupy of Encyclopedia Frobozica and discovered that there
is & legend that Grues are, in truth, sweet, cuddly, tfluffy and kind

and that they put the nasty rumours around to protect themselves from
over-cuddling which can lead to overheating of Grues. This in turn can
lead to a population explosion in the Grue caves. | dare say that our
Grue! will make haste to put us right on the facts. This month sees
the sitart of a serious series of articles by the Grue! (honestly, it
really 18 serfous. | didn’'t believe it either until | read it!) | am
wure you will find 1t very interesting.

A upecisl word of thanks wmust go Lo the wembers of Confidential

Naguzine, this month. They gave Probe great coverage throughout their
magpazine and this hes led to loads of new subscribers joining us at
Frobe. John Trevilliian is giving extensive coverage of 8-bit users and
home produced adventures so, even if the Special Reserve no longer
onters for your computer you can still join Confidential and find lots
‘o Anterest you, it really is well worth a look. See centre pages of
this lesue for fturther detalils. Thanks also to all the other

columnists, Mike, Pete, Keith, Balrog etc who kindly mention Probe in
their respective maganzines, it really is appreciated very much indeed.
Hy thanks also to all who kindly send out Probe leaflets with their
software and distribute them at every opportunity. So many of you work

very hard behind the scenes and never get a word of thanks so it is
about time you did. Thank you all.

Well, once again, I'm nearing the bottom of the page so | had better
sign off. Just one last thing. The list of solutions available from
Probe has now grown to FOUR pages and | will have to think of ways of

including it in Probe in stages as il doesn't make very interesting
reading does {t? Meanwhile, if you want the full, updated list then

just send me a S.A.E. | do hope you enjoy this issue and | will see
you all again next month as usual.
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REVIEWS

CASTILE MASTER

By Incentive Software/New Dimension International Ltd, Zephyr One,
Calleva Fark, Aldermaston, Berkshire, KRG7 a&aQw. For Amstrad CPC's,
Spectrum and Commodore 64 on Cassette for £8.99 and on disc for
£t14.99. For Atari ST and Amiga at £24.99 and for PC at £29.99,

Reviewer - MANDY played on Amstrad 6128 and Atari ST

Il was sent this new game for playtesting and, in norsal circumstances
wouldn't write a review but, as there were no bugs to be found and no
comments or suggestions of mine used in the production of the game, |
think it is safe to go ahead and give you my comments.

Incentive have used their 3D
Freescape system to produce a game
which, in my opinion, is more of an
adventure than a strategy game.
Set in an old Norsan castle, this
game gives you the opportunity to
take on either the w®male or female
role to save your twin who has been
captured and imprisoned in one ot
the towers of the castlie by the
wicked demon-wizard Magister. To
complete your task you must destroy
the many evil spirits which inhabit
the castle and to try and discover
some vital keys which are needed to
uniock ten doors in the castle.
Treasure is also to be found and
food and magic potions can be found
to make life much easier.

In this new version of Freescape you can wmanipulate objects to a
certain extent to examine, eat, pick up etc and there is plenty to

keep you occupied for hours. Battling with the evil spirits 1s simply
a case of a well aimed rock once you have got them in your sights. As
the whole scenario is in solid 3D it is possible to walk all around

objects and examine them from all angles and even to move over and
under them. Looking underneath furniture often brings nice surprises.
There are various modes to use such as run, walk, crawl etc and you
are provided with a "spirit level™ to see how well you are doing.
Pressing the | key will take you into the save/load mode and also to
identify which keys you have managed to collect so far.

There are many problems to be overcome too. For instance, how do you
empty the pool in the hot baths, how do you get onto the chapel roof,
how do you discover the entrance to the many secret rooms and where on
earth is the last spirit to be destroyed? There are many, many more
puzzles to be solved but | won't spoil your enjoyment by giving too
much away. There are lots of cryptic hints to be found if you examine
all the pictures carefully around the castle which will help you quite
a bit, although | have to admit that some of the cryptic hints kept me
puzzling far longer than the puzzle they were refering to!

In the Amstrad CPC version there are four floors to be explored
including the catacombs, which are a puzzle in themselves, and | found
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myself playing again and again to find more and more missed treasure
until | finally solved the puzzies and rescued my twin. Even played
on a green screen monitor was an enjoyable experience.

I then turned my attention to the 16 bit version of the game and this
was where | found that the Freescape system really came into its own.
The extra memory has been well utilised with hundreds of much more
intricate problems to be solved such as finding a way to get through
an elusive trapdoor to land on that strategically placed mattress,
finding the correct combination of buttons to be pressed Lo open a
path through a long passage, trying to get the timing just right to
avoid being crushed whilst going through the portcullis and through

the sliding doors and many, many m®sore. in this version there is a
whole extra floor as well as many more rooms added to the existing
f loors. The problems are tougher, probably because they are more
intricate and | have to say that this version really did give me more

entertainment.

I wasn't too impressed with my first sight of the game until | got
into the castle proper and started explioring but in no time | found
that | was completely hooked on the game and kept coming back for

more. It can be very addictive indeed. The game is very playable. Just
being able to climb onto convenient chairs to reach high shelves,
opening and exploring cupboards and crawling under furniture was very

satisfying in that 3D landscape. i honestly feel that, at last, the
Freescape system has been put to its very best use - in an adventure.
The price is, | feel, just a little high for this game but if you want
to spend some very pleasant hours of exploration and discovery then |
would suggest that you order your copy, I don't think you'll regret
it.

THE HOUND OF SHADOW

Electronic Arts. Price around £24.99.

Reviewer - THE GRUE! played on Amiga

Set in England in the 20's and inspired by the works of H.P.Lovecraft,
you are guest at a mysterious seance. Six people surround the table, a

real mix of characters, one of them your host the Adept Karmi. Your
host begins his ritual for the start of the seance and then proceeds
to fall into some kind of trance you begin to think is all rather
false. You've seen it all before, choose an obvious victim from among
the guests, imitate a departed relative and they’'re laughing all the
way to the bank. Suddenly the Adept throws his head back, stiffens
and starts to sweat profusely, his eyes bulging and full of menace. He
looks at everyone seated around the table, pausing at you and then
turning to a young man seated nearby, proclaims "The Hound of Shadow

is upon you and you bear its mark". The Adept collapses in a heap on
the table and appears to be in a bad way, something is obviously
wrong. Jasmine, the maid, quickly ushers the guests out and you find
you have become involved in a mystery, one of the occult, demonic
possesion and other unmentionable horrors.

This is, 1 think, Electronic Arts first adventure and is a role-
playing game wusing the Timeline system. What makes this rather
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