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COPYRIGHT

Copyright on anything which does not
carry the writers name belongs to
Adventure Probe. Copyright on all
other 1tems lies with the writer as
Probe doesn't pay for contributions,
[ I=0001 (S84

If you write in to Probe it will
assumed that the Jletter 1s intended
for publication uniess 1t 1s clearly
marked NOT FOR PUBLICATION. 1f you
require a reply other than a printed
response 1n the magazine oOr sent
with the magazine then please
enclose S.A.E.
SUBSCRIPTIONS

Copires can be ordered month by month

be

1f you wish or you can order up to
12 issues 'n advance. Prices quoted
below are per copy. Please note that
there s no reduction for an annual
subscription.

UK £1.50. Europe and Eire £2. Rest
of Wworld (surface mail) £2. Rest. of
world (Airmail) £2.50.

BACK_ _ISSUES

All back 1ssues sare still available
from 1ssue 1 (June 1986). There are
19 issues in Volume 1, Volume 2
started in January 1988 and
subsequent volumes begn each
January (12 i1ssues 11n each). Prices
as above.

PAYMENT

All payments n British pounds
please. Cheques/postal orders
crossed, International Giro or
Eurocheque payable to Adventure
Probe., Small amounts may be sent in
stamps if you wish. (Ordinary i1st
and 2nd class letter stamps
preferred. Please do not send cash
through the post as 1t doesn't

always arrive! -
ARDYVERTISING RATES
Private ads in the IN-TOUCH section
are free to subscribers. Trade
prices: FULL PAGE £5. HALF PAGE £3.
PLEASE NOTE

Needless to say that Adventure Probe
cannot vouch for the credentials of
any entry 1n the advertisement or
In-Touch section and 1{if you respond
you do so at your own risk. Please
also note that any mention either
favourable or otherwise of any
company or business whatsoever is
purely the opinion of the writer of
the letter or article and that
Adventure Probe does not endorse or
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recommend any particular
establishment n any way . ANy
opinions expressed 1n the pages of
the magazine are not necessarily
those of the Editor.
RISTRIBUTION

Adventure Probe 18 distributed
during the first week of the month.
Copy date for contributions,

advertisements etc
previous month,
CONTRIBUTIONS

All contributers sending in materaal
between 14th of the previous month
and up to copy date will have their
names entered 1n the HALL OF FAME
for the subsequent month,
CONTRIBUTIONS are always needed and
ALL readers are 1nvited to send in
1tems for every section. Anytnhing
from a single hint or tip to a full
blown article are all very welcome.
Reviews of the adventures you have
played are especially welcome. Don't
worry 1f you cannot send 1in typed
material as handwritten {8 just as
we lcome. If you send in
contributions for more than one
section please use different sheets
and make sure you include your name
and computer. If you do send in
1tems ready typed then please use A4
with a nice margin all around with
text being approx 70 chars across
and 60 l1ines per page. Items can be

18 14th of the

sent in on disc (all disce wil)l be
returned). I am able to handle
Amstrad CPC6128 on Protext (or
Tasword), C64 on Easyscript, Atari

ST on Protext or First Word Plus,
Amiga on Protext or Kindwords. ASCII
files should be alright too. Sorry
I have no suitable printer for BBC
or Spectrum. FAXSIMILE may be used
to send items also (same telephone
number). If you send in items for
the IN-TOUCH section please clearly
mark which are adventures,
utilities, arcade games etc.
POSTAL ADDRESS

Please send all correspondence,
subscriptions etc to the editor:
MANDY RODRIGUES, ADVENTURE PROBE, 67
LLOYD STREET, LLANDUDNO, GWYNEDD,
LL30 2YP., If writing from overseas
please add U.K. to address.
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Sincere thanks to all the following readers who took the time and
trouble to send in contributions during the past month:

LARRY HORSFIELD, JIM STRUTHERS, DENNIS FRANCOMBE, RON RAINBIRD, TONY
KINGSMILL, JAY HONOSUTOMO, DAVE BARKER, BOB ADAMS, ANN ROBINSON, STEVE
CLAY, SIMON AVERY, JUNE ROWE, REYNIR STEFANSSON, NEIL SHIPMAN, ALLAN
PHILLIPS, TIM KEMP, NIC RUMSEY, AMIR MANSOUR, JIM DONALDSON, IAN
OSBORNE, DENNIS DOWDALL, BRIAN BUSBY, SUE ROSEBLADE, DAVE HAVARD,
STEVE McLAREN, VINCE BARKER and KEVIN MURPHY.

This months great cover picture is by KEZ GRAY and the cover logo is
by MercC.
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EDITORIAL
Welcome to Volume 5, Issue 7 of Adventure Probe.

I always seem to start off my little chat with an apology and this
month is no exception. Keith Green mentioned that he had received his
copy of Probe with some of the pages upside down! He said he didn’'t
mind, bless him, but I did replace it for him. My only worry now is,
as I staple Probe in batches of 10 at a time, who received the other .9
"bugged” copies?! If you are one of the unfortunate ones please do
return them for replacement. While on the subject, these thinas do
happen from time to time, and you are all so patient and understanding
about these things, but please do let me know. Don't suffer in silence
but return them so that I can sort it out for you.

You will find enclosed with this 1issue your nomination form for this
years Adventure Probe Awards. Please fill them in and return them to
me as soon as you possibly can so that +the votes can be counted and
the awards prepared for the Convention. There is, you will notice, a
section for The Most Amusing Bug you have found. If the space isn’'t
sufficient to write it down on the form please feel free to write it
on the reverse of the form (details would be appreciated as the
winning bug will be read out during the Convention). Remember too that
if you have made an amazing blunder whilst playing an Infocom
adventure this year, do let the Grue! know about it so he can select a
suitable recipient for his Frob Of The Year Award, his address and
telephone number are on the Telephone Helpline page on the back cover
of Probe. While on the subject of the Convention, if anyone wishes to
come along and join us in Birmingham and hasn't got a ticket
application form, do et me know and 1 will send them one. Further
details about the Convention will be found in the News Section of this
issue. There was so much to pack into this issue and, because space is
obviously limited, I have had to Jleave out the Objects & Uses, The
Return of the Son of Colossal Adventure and the Solution of the Month
this issue. Don't panic though as they will return next issue.

I have had an extremely busy month, much more so than usual, so if you
are waiting for a reply to a letter you have sent me then please do be
patient, it may take me about a week to catch up with all the
correspondence but I will reply as soon as I can. Please don’t stop
writing though as I do love to hear from you all. Many of you have
been enquiring how I have been getting on with the Fax? Good news to
report on that-front, 1 seem to have got the hang of it now and it is
nice to see that many of you have taken advantage of it to send me
letters, contributions and all sorts of goodies. I was pleased that
many of you found my fumbling attempts to bring myself into the age of
technology amusing, I like to spread a little happiness whenever I
can. I must admit that I was chuckling too when I told you all about
it. Thank goodness John is on hand to sort me out with that kind of
thing. Honestly, present me with a new fangled machine and a bundle of
wires and 1 go all to pieces. The photocopier button got stuck this
month and started churning out copies of a solution I was copying and
instead of turning it off at the mains I just shrieked and ran
downstairs shouting for help! Hope 1lots of people ask me for the
solution to Stainless Steel Rat Saves The World - I've now got plenty!

I sincerely hope you all enjoy this issue. I'11 leave you in peace now
and and try and get Probe out the right way up this month. see you all
again next month as usual.

Mandy
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REVIEWS

THE MICRO MUTANT

For Spectrum 4Bk. Available from Compass Software,

111 Mill Road
Cobholm Island, Great Yarmouth, Norfolk, NR31 OBB.

Frice £1.99.

Rkeviewed by Erian Busby

Frofessor Neil Richards, whilst working in his laboratory on a
project involving animal miniturization, receives a massive dose
of X-GAMMA radiation when the computer controlling the
experiment malfunctions........... Thus begins the Microman
trilogy 1in FROJECT-X THE MICROMAN, continued in THE O ZONE, and
concluded i1n THE MICRO MUTANT.

Flaying the part of the Micro Mutant, you must make
back to your colleagues laboratory where you can
goal - to return to normal.

your way
achieve your

You start this adventure in a similar manner to your MICRO
MUTANT tape as it arrives through the letter-box, only to find
that after successfully escaping, you have to be re—-directed.
With usual postal efficiency you are delivered onto the garden
path at your colleagues house, where you soon discover the
disadvantages of being small, in the shape of a persistent wasp.
Your travels take you to the flower bed, lawn, garden shed, bees

nest, spiders web, ants nest and even for flights in a miniature

glider!
THE MICRO MUTANT was written by Jon Lemmon (author of the Demon
From The Darkside saga) using the P.A.W. system with the

addition of a number of machine code sounds and Screen effects.
New commands include "MUTATE" which alters your size, "SIZE" to
establish your present proportions and "MIND LINK" allows you to
read the thoughts of other creatures which are then scrolled
across the screen. Mutating and mind linking use up  energy so
"FOWER" tells you how many units are left.....-.-..Yes, it put
me off as well, but please read on!

This leads to the introduction of P.I.E. (Player Interactive
Extern) which in this case allows an arcade sequence to interact
with the adventure itself.........(even louder groans) but keep
reading. The command "DNA" lets you enter your own DNA structure
in order to increase your power status by playing

a simple
arcade game.

BUT.....there is a "cheat" command to give
maximum energy, which I‘'m sure Jon will supply with your order
if you ask him, meaning that you never have to enter the arcade

section if you so wish.

The game is well presented on screen with adequate use of colour
for inputs, messages, speech and comments. There are 45
locations, 16 of which are accompanied by graphics. Objects are
easily found but have completely different uses when you're only
knee-high to a grasshopper, and of course, there are a few
red-herrings amongst them. Froblems arrive around every corner,
some fairly easy and others frustrating until the, sometimes
quite precise, correct i1nput is found.
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1 thoroughly enjoyed playing “THE MICRO MUTANT", having completed
"PROJECT-X" some time ago (with help!), and being some way into "THF O
ZONE", I was well prepared for the final encounter. If, like me, you
want to complete the Microman saga then I’'m sure you won't be
disappointed, though for newcomers the adventure 1is complete in
itself, and all for £1.99 inclusive of postage!

THE KEY TO PARADOX

By Charles Sharp for Amstrad CPC's and available from Recreation Re-

Creation Software, 39 Gargle Hill, Thorpe St Andrew, Norwich, NR7 OXX.
Price £2.00 cassette or £4.00 disk.

Reviewed by DAVE ADAMS

You have suffered for months with a mysterious illness and your world
has been threatened with your very 1life. in the baance - lost in the
Land of Paradox, the realm of nightmare and confusion. You seek the

reason for it al, the answer - the key to paradox. The pain in your
head is great and strange thoughts invade your mind... sleep overcomes
you...

So begins the journey through your own mind and a strange place it is
indeed; a place where a pumping heart lies buried, a ferocious wolf
hides a strange secret and a game of cat-and-mouse has an unexpected
outcome. The programming is faultless - no bugs or spelling errors,
and the locations are mappable - apart from the obligatory maze!
Graphics are minimal, but as the game was written in 1987, acceptable
and the "text” and “pictures” option cater for both tastes. The parser
accepts all the normal inputs and directions and quite a few synonyms.
Location descriptions are short to the point of being terse, yet
manage to convey the atmosphere of a weird worid.

This isn’t an adventure that can be completed 1in an evening - 1 can
guarantee much hair-pulling (those of you who have any left!),
gnashing of teeth and sleepless nights. Logic has very little part to
play in this game and I'm sure 1'd still be roaming the Sea of Sighs
and Sailing on the Ship of my Own Imagination without the assistance
of the hint sheet that Mark supplied with the review copy (thanks
Mark!).

A1l in all, an intriguing game from the author of Necris Dome and
Werewolf Simulator and I'm sure the existentialists amongst you will
raise a smile at the outrageous pun at the conclusion of the journey!

DESMOND AND GERTRUDE
By The Spud. For the Spectrum 48Kk and available from Delbert the
Hamster Software, 9 Orchard Way, Flitwick, Beds, MK45 {LF. Price £2.99
Reviewed by ALF BALDWIN

By way of a change from the more usual adventure themes, here we have
a love story. Desmond and Gertrude are the lovers, but Gertrude is a
rich princess and Desmond is a poor peasant. Gertrude's father, King
Norbert the Fourth, is not particularly happy about the relationship
so he has arranged for his daughter to marry Sir Hugh de Bottomley.

To keep the two lovers apart, the King has had a huge green wall built
through the middle of the village and has confined Gertrude to her
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room. He has also had a surveillance camera installed so that he can
check that she doesn’'t leave her room. However, the two lovers are
determined to be together and, using a carrier pigeon to exchange
messages, they arrange to meet at a secret cave and run away to live
happily ever after.

Your task is to guide each of the Jlovers to the secret cave and you
can switch from one to the other at any time by entering SWAP,

This is not a bad game, quite well written and presented, but I wish
the author had got someone to check his spelling. I winced when I read
that the bedpan was made of PORCELINE and that the princess was
wearing knickers and a BRAZIER under her dress. (Hot stuff! - Ed)

Naturally, the princess’'s clothes were all nice and clean and
surprisingly were still nice and clean after she had negotiated rat-
infested underground passages and swum through a sewer. I also found
it odd that when the lovers were on opposite sides of the wall, they

could hear each other breathing, but not be able to hear themselves
speak .,

The game is scored but the scoring is a bit erratic. In some cases,
both EXAMINE and SEARCH are both accepted inputs, but one will score
and one will not. I couldn’t do better than 99% without repeating a
scoring command such as flushing the toilet. You can do that as often
as you like and add 3% to your score each time.

This is quite a reasonable game, which could have been so much better
with a Tittle more thought and proper play-testing. I feel that it is
overpriced at £2.99,

AUNT VELMA IS COMING_TO_TEA
(Side B of the tape)

On the reverse side of the tape is a bonus mini-adventure called "AUNT
VELMA IS COMING TO TEA". It is Aunt Veilma’'s birthday and you have
bought her a present - a PORCELINE pig - which you have safely locked
away in the wardrobe in the spare room.

You have just had a bath and you are wondering if Aunt Velma will like
your present when you suddenly realise that you cannot remember where
you put the wardrobe key. You start to panic. Aunt Veilma will be here
at 7.30 and it is already 6.00. You must get dressed and find the key
before she arrives. To make matters worse, a fuse has just blown and
all the lights in the house have gone out.

The game might appropriately be entitied AUNT VELMA IS COMING TO
DINNER. That would explain why you have a chicken roasting in the
oven, and surely 7.30 is a bit late for tea.

Not a very demanding game and it shouldn’'t keep you occupied for more
than half an hour,.
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