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EDITORIAL

Welcome to the new look Probe' And the forsat isn't the only thing
that has changed......a glance at the front cover will show that the
address for correspondence has altered. Instead of Pat's postman ¢
Postman Pat?) being weighed down, it's now the turn of Sandra's
postman to raise disbelieving eyebrows at the guantity of sail he has
to shave through the letter box every day..... i he can find it that
15, she's hidden it around the corner!

This change means that Sandra will be dealing with the sorting of
Probe mail, while Pat will be sorting the mail for Contact. However
letters relating to either mag may be sent to either address, the
relevant parts will be passed across the same day. ( It would help if
ditterent types of correspondence could be on separate sheets, but
enclosed in the same envelope to save you postage' )

It seems from the many letters we receive that the majority of male
adventurers have complete access to their computers, while the female
of the species have to share theirs with their children. However, they
aust find the time to play on the machines because we now have sose
GQueens of the Castle ........ at last!

This month we've been able to include maps in the magazine as we are
now having all copies photocopied to give Pat's poor printer a rest,
I there is any particular map you would like to see included in the
magazine, drop us a line and we'll do our best to oblige. We can also
supply maps for many adventures, just send two 17p stamps with your
request and we'll pop thes in the post if we have a copy.

Graham Robson receives one month‘s free subscription for all the hints
and tips he sent in, some of which are printed in this issue. Whose

turn will it be next month? Thanks to everyone who sent contributions,
keep thea coming'

That's it for now, hope you enjoy reading Probe. See you next month.

Sowdia + 12



PBM and Friends

Hello again, welcome to the second PBM and Friends. I hope sy
introduction in last months Probe interested you enough to think about
joining a PBM game, it is a wonderful hobby. This month 1 will take a
closer look at the pros and cons of PBM games and also review
saturnalia from Sloth Enterprises. As I said last month, when you join
a PBM game you get a Rule Book, a CSF and a couple of free turns,
However, some games offer you slightly more than this, usually in the
form of maps or computer printouts. What you actually receive depends
on the type of game you play. There are several different types ot
games, but these can be sorted into four groups. They are Fantasy
World adventures, Wargaming between Planets/Tribes/Civilisations,
Space Combat games and Space Exploration games.

However , just lately there has been a tendency for companies to start
with a slightly different type of game. A prime example of this 1s a
game called It's A Crime from KIC Games. It is set in the near future
and involves you trying to become a gangland boss, the ultimate aim is
to become Bodfather and head of all the other bosses. It's A Crime 1s
currently the top PBM game in the country, This is mainly due to it
being specially designed for people new to PBM and is ideal for a
novice player. Also it is one of the cheapest games to play. It costs
£5.00 for the starter pack but this includes the first eight turns.
Future turns cost £5.00 for eight turns. This is excellent value at
about 64p a turn and it is run by the largest PBM company in Britian,
which can’'t be bad, 1 have just joined this game, so I will be
reviewing it in a few months.

6o what do you do? Well you must first fill in your CSF and return it
to your 6M. You will shortly receive your first turn sheet and
depending on the game maybe some maps or printouts. This is where the
fun of PBM comes to light. Using the information given to you, you
aust then decide what course of action you will take. For example
ghould you ask around for information about the Magical Guardian
guarding the mountain pass, or does your adversary really want a cease
fire or is he conning you into a feeling of false security. Everything
aust be considered before writing down your ' orders ' and returning
your turn sheet. The more you put into the turn sheet the smore you
will get back. A wealth of information can be gained simply by asking
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for it. The GM will usually consider your actions and, of course other
players actions, on their mserit. It would be ill advised to go into
battle without being correctly prepared, and as the BM would not get
you killed unnecessarily, he may end your turn prematurely and advise
you on what to do.

Now to our review of Saturnalia. Saturnalia has been played for a few
years now and was recently voted best Fantasy PBM game in the first
ever British PBM awards. It is an excellent example of a role playing
tantasy game. You play the part of a lone adventurer wandering around
a huge land ( based on 1000x1000 map ) in search of fame and fortune.
Spread around the several different islands of Saturnalia are a host
of cities, towns, villages, mountain ranges, forests, and wmany more
teatures. It has a free format, meaning you can do almost anything
that you wish.

However, the main way of achieving fame is through the many rumours
tound when visiting a new city or area. These ' rumours ' are like the
quests found in computer adventures. You must investigate them, asking
around the city, or by visiting the temple of your chosen religion and
asking the priest/priestess for help. I personally am investigating
several rumours at the moment including the Evil Barrowswood, said to
~ be heaving with Goblins ( there is currently a bounty for their heads
), and a giant humanoid and his mate at a nearby peninsula.

saturnalia is extremely atmospheric and brilliantly organised by its
two very talented GMs. I would thoroughly recomend this game to anyone
who enjoys a Tolkien style adventure. It is large to say the least,
and to actually visit every location in the game would take many years
of devoted playing. It is in the medium price range, costing £1.50 a
turn, each turn being every two weeks.

For turther details about Saturnalia and Its A Crime write to the
following adresses. For Saturnalia write to Sloth Enterprises, P.O.
Box 82, Southampton, S09 7FE. And for Its A Crime write to KJC Games,
P.0. Box 11, Cleveleys, Lancs, FYS 2UL,

Thats all for this month. Next month we will look at the many

alliances and organisations between PBM players, discuss Newsletters
and maybe review a game or two.... Anthony Hudrik Collins
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S AND DON'TS
Falcola Serbert

{

As an adventure game author I have made a list of many of the things
which I dislike to find when I am playing other games. My approach
being that if I avoid putting these things into my game, then I should
be left with something that comes closer to a quality adventure.
According to my dictionary, adventure means ‘to incur risk or to
hazard oneself or to dare enter an undertaking’'. Many of the games
which I have played bear no resemblance to any of these definitions.
Instead I spend my time wandering from one badly described location to
another, picking up objects, as if I were on a shopping expedition.
The quality that is lacking is the spirit of adventure: there is no
real risk or daring, and the games are just an exercise in puzzle
solving, and sometimes lateral thinking. Games with graphics are
usually the worst offenders, but in all cases it is the lack of
imagination which causes a game to becose an ‘Unadventure’ rather than
a true Adventure. I have compiled my own list of dislikes, and it
would be interesting to see the views ot other players and where they
ditfer from my opinion.

1) Avoid boredom, keep the player on edge whenever possxble.

2) Avoid lack of logic.

3} Avoid shoddy descriptions. Try to create an atmosphere.

4) Avoid mazes. Who needs them?

o) Avoid obvious errors. Playtest your game to destruction.

6) Always include an examine object routine, include everything.

7) Avoid slow graphics, they are boring if you can’t turn them off.

8) Avoid instant death without warning, it is unfair.

9) Do not use an illogical carry routine, i.e. You have a piano.

10) Always include a save game routine.

11) Avoid silly plots, I once had to kill and cut a rat for a key.

12) Always include a facility to change screen colours.

13) Avoid lack of sound, if the computer has it, then use it.

14) Avoid random events, they annoy players after a while.

19) Avoid pedantic input, i.e. exterminate when kill could be used.
16) Avoid too hard a start, allow the player time and movement.

17) Avoid sarcasm, it is not a substitute for humour,

18) Avoid sex discrimination, in Hampstead females need wives.

19} Avoid too small a scenario, 100 locations is minimum.

20) Avoid obscure verbs, and give the player a list of verbs used.

-.-.b_,



THE 2ACARON MYSTERY - Players - £1.99

The year is 3065 and Earth’s fuel reserves will only last a few more
sonths. You are a skilled interstellar pilot whose smission is to
- search tor two lacaron crystals. These crystals possess enough energy
potential to heat Earth for thousands of years. The adventure is split
into two parts, each sst on a different planet. First you visit
Prutor, a backward world, where you will find the first crystal and
lsarn a vital password which will enable you to gain access to Myra.

On Myra you will find the second crystal and then you can rmrn hoaa
tor a heroes welcose.

This is a'verb/noun text only adventure, which is a pretty unusual
find from one of the bigger software houses. The game boasts various
special comsands such as a STORE and RECALL Ram save facility, which I
found vary useful as the normal save to tape didn‘t work on ey capy. I
found quite a few bugs in this adventure which really disappointed oe
as I think any gase that is backed by a software company (even a
‘budget gase) should be thoroughly de-bugged. The descriptions were
quite good, some of the logic totally illogical, the vocabulary very
precise, @.g. you have to ‘search’ locations to find objects. [ got
killed a fow times without warning, which I find particularly
annoying, ®.g. I was standing by a fars gate which was locked, so I
clisbed it. Okay, I admit [ was trespassing but that doesn‘t mean I
have to be torn to pieces by the farser ‘s dogs.

On the whole I can’t say I was isprpssed mith this one, in ¢fact the
only good thing about it is the price.
Sandra - Spectrua

HOBBIT NEWS

Re-released at a reduced price (without the book) this adventure is a
sust for anyone who doesn’t already possess a copy. While rather
dated now in terss of ‘state-of-the-art’' prograssing, nothing of the
atsosphere and challenge has been lost down the years, and it beats
sany sodern offerings hands down ( far better that Lord Of The Rings )
It's fantastiC.ccossoobuy 1t!!!



OOQR o M.M et £40%

G0R is a planet colonised by space pirates, who are accusulating
military software for a large cosputer cosplex, SUC (Suprese Universes
Command) aims to stop the pirates by blowing up the complex, and to
this end you, Jo, are put aboard the ship of one Zaucu, an exiled
noble fros QOR who is returning homse.

fn serie tune (very enjoyable) accospanies an eerie loading screen.
Although this is the only sound used it is very effective in setting

the atmosphere.

You begin in your cabin on the ship and spend the {first ¢ew eoves
wandering around, getting the feel of. the setting, until the ship
lands and you join laucu at the airlock. Once on the planet, the ais
{s to collect treasure ( I couldn’t find it all and some that I
could find I couldn’t collect ).

A short while later you are taken back to the ship where you must
locate the air-raft, together with the.esans to steal it and escape
froa the ship, down to the planet.....that’'s the first part.

The second part has you wandering around the Capital, trying to reach
Qorone ‘s palace, and ultisately the bedrooa. This is as far as I have
reached, though I suspect I's near the end of the gase.

So shat is the gase like to play? For a start it is written with BAC,
but unfortunately many of the features of the utility have not besn
fully isplesented. Vocabulary is limited, end there is no way of
turning off the graphics ( such to my disgust as their complexity
seans they take ages to draw!). There are also several instances of
careless use of markers saking certain actions repeatable when it
ought not to be possible. | can’'t comsent on the spelling as the
author seems to use a dialect all of his own. Sometises this sakes
things a little difficult, as location descriptions tend to be rather
sparse in the first place. Another spot that grated on ee was the
response when trying to go in the wrong direction at the start of part
two. The untidines of this is inexcusable in any gase, never sind one
selling around the £5 sark,

That said, I thoroughly enjoyed this gase and found it wvery



atmospheric. What with being shot for collecting objects at the wrong
time, or meeting girls who don’'t wait to ask questions, exploring
anywhere demands trequent saves which can be to either disc or
cassette, regardless of the format in which you buy the game. The
gameplay was a nice change from those efforts where you can apparently
walk into shops and homes looting indiscriminately, with no-one even
objecting, Certainly it felt risky to make ANY move for the f{irst
time,

Should you buy it? Personally I felt it to be a little overpriced
(particularly considering the number of minor, but nevertheless
irritating bugs). But GOR is certainly an enjoyable wander. If you can
spare the asking price of a fiver...try it' |

(Pat - Amstrad)

HUNCHBACK - Ocean - £8,95

I don't have much to say about this one because there is so little in
1B |

The plot is the old hunchback story..... avoid the guards and rescue
Esserelda, but there all similarity ceases with the arcade game. The
adventure is simply a matter of wandering around Notre Dame,
collecting useless objects and trying not to yawn too much. Buards can
be passed with perseverance.... no need for fighting, and even if you
are wounded 1t seems to make no difference to your fighting abilities.

Part two contains a quite decent maze, but that's about all, while
part three ( which I haven't quite finished ) is similar to part one.

Atmosphere - nil, interaction - nil, graphics - pretty ( but pretty
useless )! Overall - don't bother.....it's a hype!'!

( Pat - Amstrad )






