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EDITORIAL

Welcome to issue S5 of 'Probe’.

This month sees more changes as Sandra has taken over complete
responsibility for Probe, while Pat is concentrating on adventure
writing and marketing.

However , Pat will still be taking an interest in Probe, and will
enjoy hearing from you. Meanwhile she will be doing her best to bring
you details of new releases, especially those in the budget range.

A new label to watch for soon is ‘Medallion’ fros Incentive who will
soon be introducing a range of new adventures written with BAC. These
will be around the £8 mark, and from our information so far, will be
well worth looking at. More news as we receive jt!

Sandra & Pat
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PBM and Friends

This month we start off with some very interesting news in the PBN
world. Time Patterns, the company responsible for Starglobe, arguably
the best Sci-Fi based PBM game around, have just launched Starglobe
4, the latest in a line of well managed and highly entertaining
series of Sci-Fi PBM games. Start up packs, containing details of the
gase and a questionaire to fill in about one's starship, costs £2.00,
which includes a launch into the game in vresponse to the
questionnaire. Subsequent moves cost £1.90.

However , sore interesting to the home computer user, is the launch of
a Play-By-Modea gase called ‘Elementals’, which should be up and
running by the autusn. Details are a bit sketchy-at the moment, but
for more inforsation ] suggest you contact thea at Tise Patterns
PBM/PBT Bames, 97 Devonshire Road, Birsingham, B20 2PG.,

The second British PBN Convention is being organised, the first was
held in London in February, again details are a bit thin on the
ground but I hope to bring you more inforamation when I get it.

One of the most fascinating, and most desanding aspects of PBMing 1is
the ability to join/form alliances with the many other players in
your respective gases. Alsost all PBM games include the forming of
alliances, whether they are forsed by single players into a ssall
group of adventurers, or by large arsies into supportive treaties, to
help each other when in need of it. This in turn creates a lot of
‘'stabbing in the back’, spying, where sembers of one alliance, either
change sides or slip information to opposing alliances. A great deal
- of thought goes into the forming of alliances, protecting the pool of
information froa infiltrating enemies is just one of the many
problems, and joys, of forming your own alliance.

However, you can always join one of the older alliances in your own
particular gase. They are always open to expansion, and the larger
seabership the alliance has, the msore power it will control and more
inforsation you will be able to get froa it.



The main way of finding out which alliances your game has is through
the many newsletterc available. Nearly every PBM game has @
newsletter, regularity depends on the game, but they are usually
available bi-monthly. The newsletters are {filled with information
about the game, usually written by actual players rather then GMs.
However, the main use of the newsletter is for players to contact
other players, either through letters, alliances or even art work
(which is usually very good indeed).

Thie monthe review is The Enchiridon from Sloth Enterprises. Like
most games from Sloth, The Enchiridon is Fantasy based (Tolkiensgue)
and the buzz around the PBM world is that it is the nearest PBM game
to a computer adventure yet devised. The main plot of the game iz to
find the Book of Menkar, known ac the Enchiridon, and return with it
to your home city.

In many respects the game is a lot like Saturnalia, another Sloth
Fantasy based game, reviewed last month. However, in . The Enchiriden
you take control of a leader (you) and from two to seven followers -
you can choose how many within this limit.

You must tirst choose a city , from a list of ten, all with their own
characteristics, which will determine certain aspects of the teams
characteristics. The game will be played by fifty players, divided
into ten groups of five, each group coming from one of the ten
cities.

This opens up the need to contact each group from your city to form a
kind of alliance to help each other in the game. This may be
important, because the unique feature of the game 1s a cash prize to
be divided between the group that finds the book. 104 of the turn
tees will be collected together into a prize; when 2 group finds the
book, the game will end and the prize distributed. The player of the
winning group wil be given 60% of the fund (expected to be £200 ).
The other 40% will be split between the other {four members of the
winning team - encouraging player co-operation,



The game itself is very much in the Dungeon and Dragon flavour,
consisting of underground caverns, magic spells, f{fighting opponents
and many mysterious creatures that inhabit the lang and caverns., The
variety of equipment you can purchase 15 vast and trading i1s a very
strong point in the game. You can give each individual in your
personal team certain skills, taken from a list in the rulebock, and
consisting of such skills as Alchemy, Bargaining, Gambling, Seduction
and many more. Also the game 15 heavily dependent on magic spells,
again you can choose them from a list 1in the rulebook, such eas
Coolness, Detect Trap, Healing, Street Cred., Zapp, and many more.

Reading the rulebook is a joy, easily understood and really sets the
atmosphere of the game, It also has a certain tongue in cheek feel
about it, especially the descriptions of the skills amd magic spells.
All in all a very worthy extension of the Saturnalia ftormat, and a
game which I can honestly say will be among my personal +favourites
tor some time to come.

For more information contact Sloth Enterprises at PO Box B2,
Southampton, Hants, 509 7FG.

Well, that's all for this month, until next month.

Watch Your Backs .
Anthony ‘Mudrik’ Collins

(If you want to know more about PBM you can write direct to Anthony

at 17 Larch House, 37 Shawsdale Rd, Bromford, Birmingham. B3& 8DG)
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ADVENTURE FOR 48K SPECTRUM

SPY TRILOGY a text/graphic adventure in three parts with a bonus
fourth game on completion. Reviewed ‘Probe 3', price £2.50 available
by mail order only from:-

TARTAN SOFTWARE, 61 Bailie Norrie Crescent, Montrose, Angus. DDIO 9T



MORE ON GRAPHILS

Last 1ssue we gave our own and kKeith Milner’'s views on graphics. This

issue it's your turn. Your views varied tremendously from a definite
"Hate them" to "Love them".

Perry Williams writes "Opinion amongst readers seems to be very much
against graphics. I'm going to dissent from this; I think graphics
CAN contribute something to an adventure - as long as they're used in
the right way.

"Most adventures have what we might call ‘location-graphics': each
location has & picture, supposedly to 'set the scene’. And I totally
agree with Pat and the rest of you who believe that words can
normally do this far better. But a bigger drawback is that for
reasons 0f space and ease of programming the pictures of the
locations are pretty bare and empty, since they have to be used at
ditferent points in the plot. This can lead to pictures which not

merely fail to add anything to the adventure but actually work
against it.

"Think of 'The Hobbit': 'You are in a clearing with two stone trolls
- but they're not there in the picture! Having Jjust outwitted thenm
and turned them to stone, you're more interested in them than the
trees and the camp fire. There's an even worse case in 'Red Moon':
you enter & storeroom, and the text tells you that there's a giant
rat here which attacks you, and you have to fight it. But the picture
shows a totally empty room! The pictures simply don't correspond to
what the player 1s thinking and feeling at that stage of the plot.

"Suppose we had pictures related not to locations but to events and
characters. So when attacked by a giant rat, you got a picture of a
giant rat. When Gandalt appeared, you got a picture of Gandalf. When
you examined the map, you got a picture of the map. Not only would
the pictures then add something to the game, they could be made an
integral part of it, e.g. if the essential information revealed by an
EXAMINE command was put not in the text but in the picture.



"One game which already works this way to some extent is "Neverending
Story’ - a very simple game, but a very enjoyable one to play, not
least because of its use of pictures. I'll not forget the sinking
feeling in my stomach when I came face to face with Bmork the wolf!
And I received my hint of what to do with the tin not from its text
description, which spoke only of 'a strange symbol on the side’, but
trom its picture, which showed that the symbol was a skull and
crossbones (poison). The graphics in  ‘Neverending OStory”  have
attracted high praise; I'm sure it's not just because of thelr
pictorial quality but the way they're used.

"Yes, graphics take up space; and yes, event- and character-graphics
may be tricky to program {especially with 'GAC'); but I don't think
we should reject them out of hand. The +full possibilities of
graphical adventures have not yet been explored.”

Alan Cook's opinion was shared by several of you, "They take up
memory which could be better used to expand the actual game and
aren’'t really necessary”. Mark Greaves thinks "They can detract f+rom
the atmosphere unless used as help in solving the adventure". Gordon
Yacomine "I like them, they break the monotony sometimes". Alan
Stewart "Initially good but often repetetive and boring. Pretfer teut
only - more room in memory ftor detail”. Stuart blicer "They should be
there for a purpose, e.g. add clues etc, or be good enough to add
atmosphere”. Richard Nurden "I quite enjoy graphic adventures.
Although, as with anything, the quality is the all important factor.
Good graphics - good idea". Andrew Edney "It makes the adventure &
1ot better and you can put clues in the graphics". Nick Cheesman
"Must enhance text like ‘Valhalla’' although does help pretty things
up a hit like ‘Sherlock’”. Lon Houlston thinks they're okay in
moderation. "I like the odd static graphic display as used in most
Interceptor adventures but not the rolling ‘Dun Darach’ variety,
There should however be much more emphasis on sound.”

It only I could write an adventure with instant graphics that change
with events with no loss of text description, put plenty of clues in
the pictures, allow for the tacility to switch graphics off and add
some sound - 1'd make a fortune!



ADVENTURING VERSE

Colin Harris of 'Nemesis’ received a request for heip on one of his
adventures 'Angelique’, from John Olsen. Nothing unusual in that you
might think - you'd be wrong. The request was in rhyme. Not to be
outdone Colin replied - also in rhyme. He sent the poems in for us to
see and we enjoyed them so much we thought you might toe.

THE REQUEST

Dear Arnold’s Dad, I write to you

Because I'm stuck without a cliue.

Arnold ‘s trials are over - his journeys are done,
We found Lord E and had lots of fun,

We went somewhere else and met lots of folks
Took in the views and enjoyed lots of jokes.

But now my friend, please hear my plea -

(I'm typing this on bended knee);

Your Angeligue is in a plight,

she's lost her skirt - it's quite a sight!

Her tartan jeans can come off too,

So tell me what's a girl to do.

I tried to pin it - but no luck,

The zip won't mend, I'm really stuck.

The cactus won't cut, the spikes won't bend.

To all my problems there seems no end.

I've used the axe, I've used the tong,

I've been stuck at this cactus for ever so long!
've tried to dig, I've tried to burn -

But none of the items will serve a turn.

I tried to attack using acid rain,

But that was another attempt in vain.

I can’t use my mirror to reflect the sun

And I can’t shoot the plant ‘cos I haven't a gun.
It won't blow up though I've got a pump

And I can’'t get over it though I tried to jump.
50 ['1l tell you what I'd really love you to do -
Just give me some help, a little clue.



I don't want an answer, that’'s not what I seek,
Just litt that dark curtain for one little pesk.
A step tor a hint, just one little word,

‘Cos I'm out of ideas - it's really absurd.

I've been here for weeks, I'm nearly insane

I'm worried in case I should damage my brain!

] mustn’'t do that 'cos it's all that I've got
Tho' when it's as empty as this it's not worth a lot,
S0 come on dear dad and please be our friend,

It we can't have your aid where may it all end.
We've travelled so far by 'chute, hopper and sail
That it seems a great shame to end up in a jail.
The cactus must die - I've settled on that,

But how to achieve it ... (I tried using ay hat).
50 give us a hint - I've now run out of time

And 1f I had longer I've run out of rhyme.

Your games are the tops - they give lots of fun

And I don‘t know just what I°'1l do when they're done.

50 in the midst of life's problems and all of your strife
Ignore your black cat and neglect your dear wife.

And write some more games full of fun, joke and jape -
Remember everyone sometimes really needs to escape,

oo I love to join in with that lighthearted band

As we tramp gaily off to that mythical land.

With Angeligue and Arnold - not forgetting Lord E

All we need then is someone special (could be me)!

So good luck dear old dad - may your mind never jade -
AND NOW HURRY UP' WE'RE AWAITING YOUR AID.

THE REPLY

| am assured by those that know of the ways of women like ANGELIQUE
That they never, ever, have far to seek

To sort out clothing when "up the creek".

It is simply a matter of how to begin

To repair a zip with a SAFETY pin!

The problem would appear to be, not with you and not with me

-~ O -~



That when confronted with a task our Angeligue cannot alwaye ask
The method by which she should apply

The object that first comes to eye

When, after all, to use & mower you mow,

To use a sling you throw

To use a knife you cut

But, what to use a safety pin?

To simply use might be all she'll need

Where all else has failed, will this succeed?

A softer hint I cannot find, but wait you now

['ve more in mind ... of the tribulations you have yet to face
With Angelique kept in her place, with the many perils to overcome
Betore, at last, the adventure is done

And Angelique finds her suitor, in a manner that couldn't be cuter.
['l]l grant you this, there COULD be a bug

The complexity is such that I'd be a mug

To state with absolute certainty that this really couldn't be.
The fact of the matter is, that Angelique with many has been

And conquered this particularly devious scene!

Angie does her best to please, you can even ask her to sneeze!
When she examines the vultures in the sky

There'll be an answer ... don‘t ask me why'

Maybe you'll wonder, in & moment alone

Does she have a mind of her own?

Here, in Ringstead, in the dead of night

When the elves and pixies are just out of sight

And the friends of Arnold (and Mexican Pete)

Are supposed to be quietly asleep,

As I reach for a cigarette, down to the last carton
Do I hear keys tapping in Dumbarton?

Arnold ‘s Dad (alias Colin Harris)
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Have we any more adventurous poets among ourselves I wonder?






