VAARE  VRAK

EDITOR @ SANDRA SHARKEY @©ADVEATURE PROBE , 78 mERToN ROAD , WIGAN, WN3 AT
£4-00 iISsuE 8 TJANUARY (ag3%

ekl




/> AU U




EDITORIAL
Welcose to Issue B of Adventure Probe.

Thank you to everyone who sent Christmas cards, ['ve never received so sany
before! I hope you all enjoyed the Christeas break and are back to your
computers adventuring like mad!

Regular readers will notice the absence of PBM & Friends. Unfortunately for
Probe, but good news for @nthony (Mudrik) Collins, he's now so busy writing
adventures - both his own and joint ventures with other writers - that he can no
longer find time to continue with his column. We wish Tony every success with
his adventure writing and hope that he will continue to support Probe on the
adventure front.

Special thanks to Christopher Hester for his wonderful artistic efforts in
providing us with the front cover for this issue, and also Neil Scrimgeour for
drawing the saps.

Let ‘s hope the New Year brings forth some good adventures for us to solve and
enjoy.
Happy Adventuring.
Sandra
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MEDALLION GRAPHIC ADVENTURES - £7.95 - INCENTIVE SOFTWARE

Incentive announced the formation of Medallion Graphic Adventures at the same
tise as they launched their Graphic Adventure Creator. The label was, and still
is, intended to act as a showcase for “the very best adventures written using
the Braphic Adventure Creator”. The first two titles in the series have now
appeared - entitled THE LEGEND OF APACHE BOLD and WINTER WONDERLAND.

Incentive have decided to price this product at a level equivalent to that used
by the purveyors of sose of the better QUILLed gases {i.e. those produced by
DELTA 4 and ST. BRIDES). This is understandable since Incentive would wish to
encourage the belief that GAC'd games are, at the very least, as good as the
best QUILLed games' However, I think that Incentive say have overlooked a vital
factor in that the £7.95 GUILLed game is usually a two or three-parter, whereas
these two 6AC'd games are both single parters. Would you have paid £7.95 for
each separate part of BORED OF THE RINBS? I doubt it!

Also, I would have expected that since these two titles are the first in the
Medallion series, and therefore likely to receive much more attention than any
subsequent releases, Incentive would have gone to great lengths to ensure that
they displayed all the very best of the features that 6AC has to offer. Sadly,
however , this does not appear to be the case.

Both adventures are very plain looking - there are no redefined character = sets,
none of those nice little borders around the graphics which were such an
attractive part of the 6AC advertising campaign, and the graphics are of a
quality vastly inferior to that which I would have expected to cose from a
BRAPHIC adventure creator!
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THE LEGEND OF APACHE 6OLD

You take the part of Luke Warme - lonesome cowboy, busted flat, and hoping for a
miracle' An overheard tale of buried Apache gold sets your greed buds a-watering
and faster than Clint Eastwood can draw and shoot you set off on a quest for
sudden richeS.sessccsscsss



APACHE 6OLD is written by Pete Torrance (of SUBSINK and SEABASE DELTA fame). I'd
never played an adventure with a "cowboy" scenario before (isn't it surprising
how few of thea there are about?) and was quite looking forward to this one.

It carries many of the familiar Torrance hallmarks - a large nusber of objects
to tbe collected and manipulated in certain ways to solve a large nusber of
problems, a list of ingredients to be gathered to make another ites, a gently
husorous approach and a nusber of required inputs which are logical but not
ismediately obvious.

fs is to be expected, you will need to "EXAMINE..." anything and everything you
come across in order to discover hidden items and clues. In addition, the author
has introduced some limited character interaction in that it is necessary to
“TALK T0..." the characters you meet along the way because nearly every one of
them possesses a nugget of information which will help you towards success ...
some, however, will not give something for nothing!

You will need to discover their needs and satisfy them before the required
information will be forthcosing.

I found that this sethod worked fairly well in all but one instance - the INDIAN
TRADER is quite willing to trade you sosething you need, but he gives you no
clue as to what he requires in return!

The result being that you must ferry every item you have discovered to his
location and then go through a trial-and-error process until he finally accepts
an object! Most unsatisfactory!

The graphics are unexceptional, being in the usual Torrance simple, illustrative
style (e.g. an Indian sitting in front of a tepee, a Totem Pole in the centre of
the Indian Village) rather than an integral and essential part of the adventure
itself. They are really no better nor worse than those used in SUBSUNK and
SAEBASE DELTA.

The author has, however, tried to produce a few animated effects, which work
adequately well, and has provided a GRAPHICS ON/OFF command for those who wish
to use it.
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WINTER WONDERLAND

This adventure is written by Tim Walsha and Simon Lipscosb and, quite frankly,
boasts a plot so ludicrously illogical I won't bore you with any of its finer
details! Suffice to say that, following a plane crash in the eountains, you
stusble acrosg the fabled city of Shangri-La and sust find a way of returning to
civilisation with news of your discovery.

The authors have gamely tried to emulate some of the features which Level 9 put
into their gases. For instance, "EXAMINE..."-ing certain objects will bring the
response “Just scenery® or "Ignore it", which is very helpful and can save you a
lot of time which could have been spent in chasing up blind alleys. Well done
gentlemen’

They have also attempted to generate the atmosphere of a busy metropolis in the
same manner that Level 9 used in WORM OF PARADISE - random messages appear at
regular intervals giving details of the groups of individuals who are passing by
you at that particular mosent. However, most of these messages sees to revolve
around either groups of shoppers or groups of skiers! Shangri-La would seem to
be something of a cross between San Moritz and the January Sales!! (Who knows ..
some people might consider that to BE Shangri-La!!!) Nevertheless, a brave
effort has been made.

Unfortunately, the authors have also allowed their admiration for Level 9 to
stray into the area of graphics. The pictures in this adventure (and there
really aren‘t that many of them) seem to be a number of variations on two basic
theses - a Snowfield, with or without crashed plane, and a Crossroads, with or
without adjacent flight of steps' They really add nothing to the adventure at
all, but merely get in the way.

The puzzles and problems, on the other hand, are guite nicely worked out and I
enjoyed tackling them very much. Some interaction with other characters is
required - simply offer them an object which you think might be useful to them
and they’ll either accept it or ignore you - but don’t be too genercus all the
time - sometimes it doesn’t pay to give something for nothing! In addition, at
times you are allowed to perfora actions which seea totally logical and
reasonable at the time, only to find out later that it was a totally wrong thing
to do' This is a feature I personally like very much as I feel it lends more
realise to a game ... I only wish more authors would use it!
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On the negative side, the adventure contains a fair few “instant death®
locations (a personal pet hate!), and also gets infuriatingly illogical at
times. For instance, early on, you come across a body of a Potholer. A Potholer?
In the Himalayas?? Oh, cose on'! @nd later, you are refused admittance to an Off
Licence because you appear to be too young' You are old enough to crash a plane,
but not old enough to buy a drink'! Ridiculous'!!

However, in conclusion, despite any shortcomings I've mentioned, I enjoyed both
Medallion adventures immensely and at £2 or £3 each I would have no hesitation
in recomsending that you get hold of them and spend a couple of evenings
tussling with the problems they have to offer.

However, at their current price of £7.95 one would expect, and deserve, to get
much more than that!

The Graphic Adventure Creator will undoubtedly produce some classic games once
people have had time to get to grips with it (as the QUILL has done before it).
They may even appear on the Medallion label., However, neither of these two
initial releases comes up to that mark!

Reviewer - JIM 0'KEEFFE - Spectrum
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APACHE BOLD is available on Commodore 64, Spectruam, Amstrad CPC - tape only -
Price £7.95.

WINTER WONDERLAND is available on Commodore 64, Spectrum, Amstrad CPC and BBC B
- tape only - Price £7.93.

INCENTIVE SOFTWARE, (Dept. AP), 2 Minerva House, Calleva Park, Aldermaston,
Berkshire. R67 4GM
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NEWS FOR GAC OWNERS!

Incentive have brought out a supplement to their handbook on GAC. This is
available by mail order from Incentive, Price £1.25.
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