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Welcome to Issue 7 of Probe.

Thank you to everyone who found the time to send in contributions.,

cDITORIAL

Because of

the good response ['ve been able to deliver the 'bumper issue’ as promised.

That's the good news! .....0... Now for the bad' You all

know that |

try to

write personally every month to all Probe's readers but it is becoming more and
more difficult to do this as the readership grows; so in future I shall only be
writing to people who write to me. I can, after all, write to everyone through

the pages of the magazine. As most of you do write in,
those who don't. I'm sure you'll understand.

Hope you enjoy this 'festive’ edition,
MERRY CHRISTMAS AND
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PBM & Friends

This being the festive month of the year, our section is only short this month.
With an upsurge in the post around Christmas, it is a particularly siow time 1n
the PBM world. Turns are often late or delayed due to the large amount of post
around Christmas,

As promised earlier we will bring you an in depth review of "It's A Crime’, the
PBM game designed for people new to this form of adventuring. ‘It's A Crime’ 1is
run by kKJC Games and is by far the most popular PBM game in the country at this
moment in time, with several thousand players.

As you would expect with a game designed tor beginners, the rules are easy {to
understand and GM/Plaver communication is simplistic,

You play/act the part of a gang leader, in New York, in the distant future. The
city is now a haven for gang wars, brutal muggings, murders, and other forms of
felony. The police can do little, and more or less leave the gangs to fight
amongst themselves, creating their ouwn laws,

Your aim is simple. You must rise from a small time gang leader into the
godfather of all the gangs, taking full control of the city.

Your gang consists of Pro's (the elite of the gang), Punks (the gangs’ seat,
hard heads ) and the ‘cruits (the largest part of the gang, although the least
etfective in fights and so onl.

You can scout the ‘blocks’ directly around your own ‘turf’, discovering
information, such as their strengths (ranging from pitiful to invincible),
characteristics, warehouses, restaurants, lodgings, etc., and whether they are
controllied by other gangs and so on.

The commands are alsoc easy to use, consisting of a letter for different actions.
For example, the letter C on your turn card followed by a block numsber means
attempt to take CONTROL of that block, making it part of vyour turt. Other
commands include Mugging, Buying Dope, Selling Dope, Using Dope (boosts
morale!!), Bomb opposing blocks (arson), BGang Fights and several others.




The Turn Sheets are simple to fill out, you are allowed 4 commands until you are
more established. You simply f1ll in the command letter, foliowed by the block
number where you want to do 1t, and then the percentage of your gang to attempt
the command. Do this 4 times, making sure the first is the most important and
then send it off. The game is on a ten day turn around, giving plenty of time to
decide what you want do.

However, certainly the best teature of the game is the price. It costs just
£5.00 for eight turns (B turns 1s the minimium amount of turns you can
purchase), this means each turn costs around 63p which 1s excellent value.

'It's A Crime’ 1s not for the voung, or for people with strong views about
drugs, fighting and other criminal activities. But it is an excellent game for
the beginner and I would recommend it as a game to introduce you to PBMing. ALl
in all a good buy!! |

Well thats it for another month. Next month I'll bring you news of the next PBM
convention, and review some more games.

Merry Christmas and a Happy New PBM Year from all of us to all of you.

Anthony ‘Mudrik’ Collins"
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ADVENTURES FOR AMSTRAD AND SPECTRUM

NYTHYHEL - reviewed in Issue 4 of Adventure Probe. Price £2.99.
THESEUS - reviewed in Issue 4 of Adventure Probe. Price £2,99.

MIAMI MICE - Price £1.99, -

All are availabie for Spectrum and Amstrad by mail order only from:-

Anthony Collins, (DEPT. AP), 17 Larch House, 37 Shawsdale Road, Bromford,
Birmingham. B36 806

—_—

"'“‘ N

'./, !\

P \N""“Y
\ w\\

_:"\‘ ( a»—-»—-—-\‘ - 5 -
\.




SOFTWARE REVIEWS

TREASURE - David Edgar - Price £2.90

The opening screen gives you the entire plot of this adventure in just a few
sentences - "Recover the Treasure from the hidden temple and return it to the
forest gate. The temple is in the forest and you'll have to find it. Four
coloured keys are needed to open the chest (containing the treasure). Rememoer,
some creatures carry things of value.”

This is a text-only adventure written using the Quill (although that fact does
not seem to be acknowledged anywhere) which has one of the most attractive
screen displays I have ever come across.

There’'s a chunky redesigned character set, black text on green paper, objects
highlighted in a red flash, player ‘s input in capital letters, program responses
highlighted in a white flash, and a decent space left between the input and the
response. All these features combine to create a display which is easy on the
eye and a pleasure to read,

Although the adventure is, therefore, very competent technically, 1t is somewhat
lacking in other directions.

Firstly, it is very small - less than 40 locations. Nothing intrinsically wrong
with that, as Scott Adams has proved on a few occasions! However, where Mr.
Adams scores, and Mr. Edgar does not, is in giving the adventurer an awful lot
to do in those few locations. TREASURE, unfortunately, contains very tew
problems or puzzles with which to challenge the player.

It has very brief location descriptions which sometimes contain a clue, but
don’'t create any atmosphere to speak of! This is compounded by the presence of a
very weak EXAMINE command - responses consisting mainly of “You see nothing
gpecial". The overall effect being that it is very difficult for the player to
feel involved in the game at all - so why should he/she be interested in it??

Apart from one or two ‘sticky’ inputs (B0 THROUBH a door, for instance, rather
than ENTER DOOR or 60 DOOR), this was not a very difficult adventure to complete
.++ and the author seems to have ignored opportunities to make it more difficult
and, hence, more i1nteresting’



For instance, he introduces two characters - an ORC GUARD and a NASTY ORC - and
then fails to use them in any constructive way' You can thusp them with your
sword, or you can ignore them completely! They have no effect whatsoever on the
adventure. Why?? Likewise with the ORC CHIEFTAIN., This character does possess
sosething you require, and you can thump him in order to get it' But wouldn‘t it
have been slightly less predictable to have bribed him with the cigarette, or
poisoned him with the food?

In conclusion, I would say that David Edgar is an adventure writer of some
promise. His technical expertise is excellent. He now needs to concentrate on
generating a more absorbing atmosphere in his adventures through the use of
better location descriptions, a more powerful EXAMINE command, and more
intricately constructed problems. If that happens, then I, for one, will look
forward eagerly to his future products.

TREASURE is a simple, competent adventure, but at £2.50 for about two hours
entertainment, I can’t really recossend it.

Reviewer - JIM O'KEEFFE - Spectrus
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ADVENTURES FOR THE 48K SPECTRUM

THE DRAGON OF NOTACARE - Read the review in Issue 4 of ‘Probe’.

TREASURE - Reviewed this 1ssue.

RESCUE FROM DOOM - Professor Tefal has been kidnapped and imprisoned in the
sountain of DOOM and you have been assigned to rescue hia, This adventure has
pictures to complement the text description of every location except two.

PRICE: £2.50 each plus 30p postage and packaging, or £5 for all three plus O0p
postage and packaging.

Send chegque/PO to:

David Edgar, (DEPT. AP), 1 High Parksail, Erskine, Scotland. PAE 7HY



{ EATHER GODDESSES OF FHOBDS - Infocom - Frice £24.99

The first thing that I have to say about this adventure is that it is definitely
not for prudish people, as some of the descriptions are extremely explicit, 1in
ather words - this adventure is great fun!!!

You start the adventure in a pub - with an urge! There are two toilets, one for
men and one for ladies, at this point you must choose which sex you are to be
for the rest of the adventure.

After satisfying your urge, you notice a funny seell, this 15 where the
Scratch‘'n’Sniff card comes in. The adventure tells you which number to sniff and
you can then actually find out things from the smells.

Also included in the package is a 3D book and glasses, which is very good.

You will soon find yourself captured by a "thing", with hundreds of tentacles,
and deposited in a cell. After finding your way cut of the cell you should meet
up with a friend, who is designing an “Anti-Leather Goddesses of Phobos
Destruction Machine"!!' To build this sachine you must ¢ind an assortment of
extremely odd items, such as a six foot length of rubber tubing!

After exploring your surroundings, you should soon find yourselt in the Venusian
jungle, being pursued by a randy, giant venus fly trap! After escaping froa this
you will find yourself turned into a gorilla by a mad scientist, experimenting
into whether the sex drive is in the mind or the body.

This takes a lot of lateral thinking to escape! But once you do you can carry on
to the Sultan’'s palace, where you will be asked a riddle. If you give the wrong
answer it will mean certain death at the hands, or rather the paws, of the pet
tigers. Answer correctly and you get an hour of bliss with any one of the
sultan’s many wives. This bit is well worth getting to!'! (I wonder -what the
ladies get/ .... Sandra)

This is as far as I have got with the adventure but what I have seen has all
proved to be very funny, enough to get you in hysterics! If you don't own a

disk-drive, then beg, borrow or buy one to play this adventure - i1t is well
worth it!

Reviewer - MARK GREAVES - Commodore 64
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