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EDITORIAL

Welcome to Issue 10 of Adventure Probe. No apologies this month, but
lots of thanks are due to various people.

Please don’t think I've lost my marbles but if The Kraken is reading
another stolen copy of Adventure Probe. Thank you very much for all
the solutions you sent in. They are greatly appreciated. Won't you
come out of the closet and let me thank you properly?

Mike Wade received a request for help from Pakistan - only one
problem it was written in the native language of the adventurer.
Anybody know anyone who could translate it? The only thing Mike was
able to glean from the letter was the title of the adventure giving
all the trouble - 'Price of Magik'.

WACCI are offering a free introductory magazine in return for a large
(A4) SAE, so if you own an Amstrad then get your free mag., you'll
enjoy it. (see back cover)

Thanks to all the magazines that have mentioned Probe in some form or
another this month. See you all next month.

Sandra
A R R R R R R
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THE PRICE OF ADVENTURES

In the beginning was the Word and the Word was text. Gilsoft moved
upon the world and saw that the Word was good, and said "Let there be
the Quill*™ and there was the Quill. But Bilsoft then took the {fruit
trom the Tree of Graphics and saw that besides the Word, there was
the Picture. Gilsoft saw that the Picture was good, and said “Let
there be The Illustrator" and there was The Illustrator. But, Gilsoft
were not alone in the world, and soon a new face emerged with the
Incentive to improve upon what Gilsoft had done.

Incentive saw that the Word and the Picture were one and said "Let
there be the Graphic Adventure Creator" and there was the G6GAC. Very
soon the GAC had made for Incentive a million +folds of green, a
million circles of brown. They had fulfilled their prophecy from an
earlier work of theirs, coincidentally called "Millionaire" where the
player had to make a million!

Gilsoft were saddened that Incentive would take over from where they
had stood, and thought "We must make our own GAC, at the same price.”
They had already thought to compress the Word, and with that thought
and many others, Gilsoft created the new Word and the word was PAH.

Legend tells of other giants who bravely moved upon the world. One
was called CRL and brought forth GENESIS. But CRL had not foreseen
the GAC and with both brought forth nearly at once there was no need
for a battle of words, for GAC won.

An earlier legend even tells of a company called Dreamsoft who
brought forth the Dungeon Builder (or was it Creator? - the legend
seems too dim to recall). Alas, little was heard of this since.

So now, although many Basic snails still move upon the world, there
are many giants besides BGilsoft and Incentive that keep their soft
wares to themselves, such as the mighty Level 9 and Infocom. Many
words are forged from their stables and sometimes many pictures too.

Alas for the common mortal, the choice is more and more expensive. At
first Gilsoft offered their Quill for fifteen brown circles, five
more than a normal ware, but since this, Incentive offered their BGAC
for either twenty—three or twenty—-eight circles, depending on the
choice, be it tape or disc.

Gilsoft put out the Illustrator for a further fifteen circles, and
other products too for various amounts as additional parts to their
whole system. If the user could afford each one, that was.

In that respect, the 6AC was complete, for less circles of brown. But
now Gilsoft are releasing the PAW, but they are fools, for they are
offering it at the exact price of the GAC, or perhaps that 1is a
coincidence? Surely, any mortal being can see that to offer your
wares at a lower price to another 's offerings will bring more sales.
Even more so if one finds that your wares are better.

Whatever happened to their limit of fifteen brown circles? Well, they
tell you that’'s the price of magik, but I wonder. Take heed, all
software companies, lest you should fall when an unseen David takes
his slingshot and defeats you like Goliath.
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You will be knocked down with better value, less circles. But who
knows the future of the woarld, in the hands of such giants? For now,
each mortal must earn their brown circles and make their choice, but
be warned: all that glitters is not gold; the brown circle itself is
proof of that.

Those with enough circles to have bought a Drive have a larger
choice, for Incentive do not rest. Soon they are to emerge again with
a GAC+. But, the guestion remains - for how many circles? I trust the
answer be not too high, or we could be seeing the first
Boliath. . cee aewainensss

Thus endeth this chapter.

Christopher Hester
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SOFTWARE REVIEWS

THE JADE NECKLACE - Jack Lockerby - Price £1.75

There has been a burglary at the residence of wealthy socialite, Mrs.
Gloria Florence Bannister. Someone has stolen her most priceless
possession, a jade necklace, a present from her husband.

Can you, Phil Mallow, recover the necklace, find your missing friend,
H. Bogat, and pay off G. F. B. s gambling debts to Big Fats, whose
shadow weighs more than you do!

The story has a strong flavour of the 1920°s era, as you visit
casinos and gambling ships; avoid the lethal machine gun fire of the
local hoods: and investigate seedy dives and pawnshops.

It's great fun, with plenty of interesting problems which fit
together like a Jjigsaw as you slowly solve the case and 1its
sub—-plots.

Some of the two word i1nput commands are a little obscure but the
author has provided some help in most of the places where you're
likely to have difficulty. I found a lot of the city location
descriptions repetetive, being of the "You're on the corner of 35th
and 1st street" type, and felt that there could have been more
variety in this area. Otherwise there is only the occasional spelling
mistake, and I did not encounter any major bugs whilst I was
completing the game.

The Jade Necklace is a QUILLed, patched, text only adventure, from
the capable pen of Jack Lockerby, who also wrote the excellent
‘Lifeboat’ and ‘Hammer of Grimmold’ . It features redefined texts and
ram save and ram load (which I find extremely useful).

I enjoyed the game and recommend it to all amateur sleuths. It's a
gem with only a few minor flaws, and excellent value at £1.75.

Reviewer - PAUL SERBERT - Spectrum
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STRYFTISCHE Pt.1 - Richard Robinson

Your partner, Charles, 1is very interested in the occult and
experiments, so you aren’‘t worried when you don’‘t hear from him for a
few weeks. Then you receive a phone call from Charles telling you to
listen carefully as he’'s discovered something more - then his voice
ends. You hear a ripping sound, then the line goes dead. You want to
know what he has discovered, but have you the courage to go on? Your
Jjourney begins as you make your way to his mansion, find Charles’
body and then you have to find out exactly what he discovered.

I enjoyed playing this game as some of the puzzles were good and took
a bit of time to solve, it's a pity there weren’'t more of them
though. The descriptions of some locations fooled me as well. I spent
ages at some of them trying everything possible when I didn't have to
do anything. Then there was the part where you couldn't go in some
directions, but I had to try didn't I? Yes, I got killed. I also
learned some swear words (not from the game, but from myself) when I
realised I hadn’'t SAVEd it and had to start again.

I think I would class this game as a beginners, because of the amount
of locations and puzzles. All the same, I liked playing it. Watch out
at the end though, all is not what it seems!

STRYPTISCHE Pt. 2 (House of Fun, House of Terror)

To be truthful, I can’'t find much to say about part two, as I was
quite disappointed with it. There isn’'t much to do at all, and the
things you find hold no puzzle. As soon as you find an object you
know how or where to use it. The map is a bit of a pig to da, and to
top it all, just as you start to get into the game - it finishes!

Unfortunately the only good thing I can say about this part of the
game is the descriptions of the hand and body, they are good. Very
gory, but good.

Reviewer — Sue Burke - Amstrad
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STRYPTISCHE PTS. 1 & 2 are available by mail order only Price £2.99
on tape from:

RICHARD ROBINSON, 143 Oakfield Road, Wickham, Newcastle-upon-Tyne.
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THE ELEVENTH HOUR - Terry Braverman — Price £3.99

The janitor at Harridges Department Store, driven mad by years of low
pay and lack of recognition for his mind-boggling I.Q., has finally
gone completely over the edge! He has planted a number of explosive
devices throughout the Store, each set to detonate at a different
time, so that, by the end of THE ELEVENTH HOUR, all that will remain

of this great institution is a pile of smoky rubble! You, as bomb
disposal expert extraordinaire, are charged with the task of
searching the Store, finding the bombs, and defusing them before any
damage can be done. The only "“fly in the ointment" (as they say) 1is

that the Mad Janitor is still inside the Store, wandering between the
different floors, and toting a loaded shotgun!
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As you can probably guess, he is unlikely to help you complete vyour
mrss10n ... quite the reverse, 1n fact'''

Some people may question the morality of a game like this ... bearing
in mind that real-life bombs 1n real-li1fe department stores occur
only too +requently 1in this day and age, with deeply tragic
consequences. That 1s an argument which I have no wish to get in to.
You will either find the scenario of this game acceptable or not.
Exther way 1t’'s YOUR praoblem''

The adventure is written using the Quill, Patch and Illustrator.
RAMSAVE and RAMLOAD are provided, as 1is the extremely useful
“Alldrop” command. The character set has been nicely redesigned,
although it can be a bit tricky to read i1n upper case, and good use
has been made of col our in  providing a neat and clear screen
presentation.

The expected spelling mistakes start appearing from the introductory
screens onward (I'm almost certain that writers do 1t deliberately in
order to give reviewers something to talk about'), but thankfully,
there aren’'t too many of them. The graphics, unfortunately, are very
much-of-a-muchness (mainly variations on the theme of a group of
ornate pillars viewed from different angles'). They did nothing for
me at all.

The sound effects however are worthy of a special mention. This must
be one of the NOISIEST adventures ever' Not only is there a nice
salid “"Beep'" every time you press a key (which is a feature I'm all
in favour of), but every other noise offered by the Patch seems to
have been pressed into service - there are sirens wai1ling, taps
dripping, telephones ringing, clocks ticking, bursts of static, and
all manner of scratching and shuffling effects' My only complaint 1s
— there’'s too much of it! It gets boring after a while. It's also a
shame that, like the graphics, the sound effects weren’t fixed so
that they only displayed on your first visit to a location. Having to
endure 30 seconds worth of ticking every time you pass through the
Clock Department quickly begins to get on your nerves''

The game itself involves finding and defusing 5 very different bombs.
You have 6460 game minutes in which to do this (each move counts as
one game-minute), and that is plenty of time ... if you know where
you 're going and what you ' re doing' S0 you can expect the Store to
come down-around-your—ears several times before you finish mapping
and exploring everything! The map is large - but not vast.

The Store comprises 6 flpors as well as a Roof and a Basement.
Transport between the floors is by means of stairs or lifts - and
sometimes the lifts don't work properly! Just another little wrinkle
toc add to your misery' Should you run into the Mad Janitor on your
travels (and you will with some regularity), he will ask you an 1.0.
question. Failure to provide the right answer will result in the
Janitor readily adding murder to his list of crimes — your murder ' '
How easy or difficult you find the questions will depend wupon your
ability to see relationships between groups of letters and numbers
(somewhat like actual [.Q. tests ] suppose) rather than your general
knowledge or ability to solve puzzles. I quite liked this part of the
game. It made a nice change.
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