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COPYRIGHT

Copyright on anything which does not carry the writers name belongs
to Adventure Probe. Copyright on all other items lies with the
writer as Adventure Probe does not pay for contributions.

If you wish to reprint any article or other item, please get in
touch. Normally there will be no problem ... all you need is the
written permission of the copyright holder.

Readers whose work is printed in the eagazine continue to hold
copyright on all material written by them, and are free to use it
elsewhere ... it still belongs to thea.
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SUBSCRIPTIONS
Copies of Adventure Probe say be ordered at any time, month by eonth
if you wish. However you can order up to twelve copies in advance.
Prices as shown below:-—
UK EUROPE i REST OF
(incl. §. Ireland) WORLD
PRICE PER COPY ccccccccee £1.00 ccceccccce £1.50 ccceccccce £2.00
All back copies are still available at £1 (£1.50/£2 Europe etc.)
Issues 1, 2 and 3 at SOp each
(7Sp each Europe and £1 each Rest of World)
Please make payments in pounds Sterling.
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PHOTOCOPY ING

We can now offer a photocopying service.
Prices as follows:-—

A4/AS Single sided — 4p per sheet
A4/A5 Double sided — &6p per sheet

Reduction from A4 to AS - Sp per sheet
Add 10% for return postage.
Send details of your requirements to Adventure Probe.
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ADVERTISING RATES

Private advertisements in the In-Touch section of the magazine are
free to subscribers of ‘Probe’. Maximum 50 words please.

Trade prices are as follows:-
Full page - £5, Half page — £3, Line ads 2p per word.

We can handle camera ready copy.
Copy date for advertisers is the 14th of the sonth.
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Chitorial

Welcome to Issue 13 of Adventure Probe.

Well, we made it! ‘Probe’ is now in its second year with a readership
of around 200 a month, and growing steadily. We‘'re still getting
those all important mentions in the glossy magazines. Thank you to
Keith Campbell, Mike Gerrard, Gordo Greatbelly (how I hate that
name!) and the White Wizard.

I got lots of nice letters last month commenting on the new-1ook
Frobe, all good comments I'm glad to say! The new photocopier is
holding up well to the heavy load it has to bear. It's been in
constant use since I got it.

Another new section for you. Solution of the month. I've kicked off
with a very unusual one, while it’'s a special issue. Jim O‘Keeffe has
written a solution to Worm in Paradise in story form. Even if you ‘ve
already completed this one I'm sure you‘ll enjoy reading the story.
Future issues will contain one full solution every month.

If anyone reading this knows Peter Sweasey, the ex—adventure
columnist for ZX Monthly, the ex-computer magazine, please convey my
thanks to him for all his support over the last year. I don‘t know
how to get in touch with him.

If you’'ve bought the new-look, new-price Popular Computing Weekly
recently you’ll have noticed that Tony Bridge‘s Adventure Column has
been withdrawn. Tony gave us lots of regular support which will be
greatly missed. I know many of you were ardent readers of his column.
So, what can we do about it? Well, I suggest you write to the Editor
and beg for the Adventure Section to be re-instated. If they get
enough requests perhaps they’ll change their minds.

Over the last year I‘ve been in touch with many software houses, both
large and small, offering review services and asking to be put on
their mailing lists so that I can pass on any adventure news to vyou.
Only TWO came forward, Incentive and Atlantis. The others didn‘t even
give me the courtesy of a reply!

Hope you enjoy reading the mag., and 1°l]1 see you all next month.
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SUE'S NEWS
PRODUCING (WHOOPE? PRODUCED) BY BUNNY

well, I thought with it being the Birthday issue it was about time I
put pen to paper. Not bad going seeing as the last time I wrote was
about four issues ago, and it was going to be a monthly thing. @h
well! these things are sent to try us, and as people are always
telling me — I'e very trying.

Let‘'s see what I know. With it being the birthday issue I thought
let‘'s celebrate. So how better to celebrate than by blowing up a
balloon, only trouble is I INhaled instead of EXhaled and swallowed
it!

Day by day my stomach seems to be growing. Okay, I admit it. It’'s
been confiremed that I have A.1.D.S. (Another Inside Droll Sue). Or,
in other words, I am expecting sy sixth child round about the 3rd of
January. I don‘t know, the things you have to do to get another
Adventurer in the family. At least there’'s one thing I've learnt and
that is the mseaning of ‘Bunny’. I always thought a rabbit was Just an
animal that ate, drank and slept. They're not. They have to be very
f§it to cope with their physical exercise. Are baby rabbits called
Buns? I just wondered if that ‘s where the saying ®"A Bun in the oven®
came from. So, over the next seven months or so [ will be boring you
with minor details of how I‘'a keeping.

fs usual I‘ve been putting ey foot in it. A friend of mine (he's
disabled) had to have his leg amputated a few months back and a few
weeks ago he invited me out. Unfortunately I had a lot on (you’'ve got
to in this weather, otherwise you freeze) and couldn’'t make it, but
promised to ring the next night to see how it went. Well, I did as
promised, and of all the words I could have said like "I bet you were
drunk, p#es#xd, palatic etc.” I had to say "I bet you were legless”
which didn‘t go down too well. But, he‘s still speaking to ee,
because as he said “There’s only you can put your foot in it, tiese
after tise."”

I would also like to apologise to a certain shelf filler at Tesco,
for messing his display up, and to anyone who had to buy sesashed up
packs of butter. Thanks a lot to my kids for disowning mse. It wasn ‘t
the first time and it won‘'t be ey last, they should know by now that
if it’'s higher than eye level I°‘m lethal.

Bince last time I wrote I‘'ve managed to kill three guinea pigs. Don’t
ask me how, I just did. I fed them, cleaned the cage, gave thea water
and they died. Yet Sandra can have one goldfish going strong after
twelve months. Could it be the size of the tank, thersometers, gravel
etc. that keeps it going? No! It‘s the fact that she keeps hia in a
Pyrex dish and does nothing. But even Sandra has unusual pets. She
once had a Kamikaze goldfish that jumped out of the pie dish and on
to the floor. When she found it, it was still breathing so she put it
back in the dish. It then proceeded to swim backwards, then it got
fungus and finally jossed it. So, I've decided toc buy loads of pie
dishes for the rabbits, dog, cats, budgies and gerbils. I°'d better
buy extra for my plants as well. Mind you, I do have a fuchia that
has survived for quite a few months now. I was told by Bill (a friend
of ours) that it‘s coming on well because of the central heating. So
I told him I'd never heard of central heating being good for plastic.
Don‘t know why he suddenly got embarrassed!
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I've not played on the computer for a bit now so I‘'ve still got
loads of half finished games, though I am go{nq to get stuck in

again. If anyone has any hints for Faerie I would be very grateful.
This game has been half finished since 1985. 1 don’t enjoy playing it
but am determined to get it finished (even if I have to cheat).

Ah well! Only another hour and a half and ey kids will be home from
school. Just think, two weeks school holidays. No peace and quiet.
Just fighting and arguing and Lego and crayons all over the floor.
Toys on the stairs (just to help you down quicker) and a physical
wreck (mse'!).

The second week won‘t be so bad as we 're going on holiday, so by the
time you read this I°1ll have been and come back. In ay next ‘News-’
vyou‘ll hear something about it. Thinking of holidays reminds e of
all the fun to be gained from them, like travel sickness. Michael,
the second eldest, is terrible on Motorways.

Then there’s the stopping off at toilets. Of course nobody wants to
go till you've just passed one, then when you find another one only
two kids out of five want to go. That is until you set off again,
then you get one asking how far the next toilet is. Mind you I should
be grateful they‘'re all old enough to go to the toilet now. Have you
ever tried changing a soaking, stinking nappy on a bawling baby at &0
a.p.h.? It's almost as much fun as trying to get out of the front
seat into the back, then after all the struggling and getting back in
your seat, you realise it couldn’t have cared less about the state of
its nappy, it wanted a bottle, which, of course, is inside the cool
box that is on the roof rack, so that there’'s more room inside the
car.

Anyone want a lodger for a few weeks? 1 can clean up, play
adventures, bore you to death, show vyou up in supersarkets, and
generally drive you mad. If you're mad enough to take me in, you‘ll
find ay address and phone number in one of the issues of Probe. By
the way my name is Sue. I thought I°'d better tell you that as some
people get confused when I phone them, I just say “Hello” and they
say "Oh God!" Right I sust go, see you next wsonth if I‘'ea still
living. Happy Birthday Probe. See you.

Love, Bunny. X
T T O B 4 0 R S B B U O S G OIS D O S O OO S O G B O B
PELAGON SOFTMARE

Prasants

THE CRYSTAL OF CHANTIE
(Rdventure beyond isagination)

“It is a good example of what is possible with BAC - if you buy it I
don‘t think you'll be disappointed.®

(Jie O'Keeffe - Adventure Probe Issue 11 April 1987)
Available for any Spectrus computer for £2.99

Send cheque/P0 tos
PELABON SOFTHARE
6 Remoir Mems, Morth Bersted, Bogmor Regis, M. Sussex. PO22 BAU
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@ Rebiews

THE FOURTH PROTOCOL - Century/Hutchinson Computer Publishing - £12.95

NOTE: This review is based upon the original version of THE FOURTH
PROTOCOL, which I played nearly two vyears ago. It may well be,
therefore, that the "“bugs" and shortcomings mentioned here (which
includes the price quoted above!) are no longer present in the latest
version, which was recently re-released by Ariolasoft.

It is also worth noting that the Commodore version of the game
differs in certain aspects from the Spectrum one - particularly in
Part One «....

THE FOURTH PROTOCOL is a three—part adventure in which you take on
the role of John Preston, intelligence agent extraordinaire! It is
based on Frederick Forsyth’'s novel of the same name and it would be
useful, but not essential, to read the book before playing the
adventure.

In the first part, you are given the task of tracking down the
traitor who has stolen the NATO DOCUMENTS. To assist you in this
difficult pursuit, you have access to a large computer database
called CENCOM ... which contains lots of really interesting
information, and is only too willing to share this with you ... as
long as you know which files to ask it for! You also have a number of
WATCHERS (professional surveillance operatives) at your disposal, and
you can assign these to follow suspects and report back to you with
any information they uncover.

A large portion of this part of the game involves the continuous
manipulation of your band of WATCHERS, using them to follow first one
person, and then another. You then need to work out, from the clues
they uncover, which files you should be asking CENCOM for. This, 1in
turn, will probably provide you with even more suspects to follow ...
or clues to chase!

All this does not happen in a vacuum however. Life goes on around
you, and a number of other daily tasks will cross your desk and
require some kind of action from vyou. Successfully dealing with
these, increases the number of WATCHERS assigned to you. Fail, and
WATCHERS will be taken away. You have just 40 (game) days in which to
unmask the traitor ... or get posted to the Falkland Islands!

The second part of the game follows directly on from the first.
Having caught the traitor, you must now go in search of THE BOME
which has been smuggles into the country. A new set of icons (like
the set in the first part, these are quickly mastered) allows you to
leave your office and travel extensively about the country.
Developments are triggered by your actions. As you complete one phase
wuccessfully, the next phase opens up. This makes the adventure
fairly simple, as, most of the time, there is only one, rather
obvious, course of action open to you. However, this is also the part
1 enjoyed the most as I thought that it all “hung together" quite
well and was pretty atmospheric.

The only "fly in the ointment" was the BARBICAN MAZE'! Now, I don‘t
like mazes very much at the best of times, but this particular one is
4 real pain'! It is fairly extensive ... and there is no way out
until you’'ve found a certain object.
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Mapping it in the usual way (i.e. by dropping objects) is difficult
since you are severely limited as to the number of obects you can
carry at any one time .... and some of them the progras won‘t allow
you to “drop® at all! After all, who throws away their WALLET or BUN
in the street???

In addition, going WEST from a certain location within the maze ...
causes the whole program to crash! Now I ask you, isn‘t that just a
little bit such??

In order to save the sanity of all of you who don‘t like amazes
either, I reproduce the solution to the BARBICAN MAZE here
(masochistic maziacs can skip this bit):

“From the BARBICAN UNDERGROUND STATION TICKET OFFICE, go UP, then N,
N, E, E, to find a GUARD. Now go N, W, 8, E, to find a FLORIST. Buy
some FLOWERS. Go N, N, W, E, and you're back with the BUARD. Now go
S, N, §, W, to a TRAMP, and then W, E, to the BARBICAN STATION.

Now what could be simpler than that!?

The third part of the adventure is entitled the SAS ASSAULLT ... and
it‘s a real disappointeent! I‘ve heard that it was actually written
in a weekend and occupies about 5K of code. Now, far be it from me to
repeat such rumsours here, but I will say that this part looks as if
it was written in a weekend and occupies about SK of code!!

It‘’s @ very simple strategy ogame. Arm your SAS team; clear a
warehouse of enemsy agents, then disarm the bomb. Nothing to it! It
shouldn‘t take you wmuch longer than about 43 asinutes (or six
attempts) to discover the foolproof sethod of disposing of the bad
guys. Then it’s just a case of making the right half-dozen moves to
disare the bomb successfully.

The only difficulties you are likely to encounter will be in
maintaining an even temper for long encugh to cosplete your task!
Since there are no instructions given for this part of the gase, you
will have to discover how everything works for yourself ... and since
there is no "SAVE® facility either, if you make one false move, thus
causing the bomb to explode before you‘ve disarmed it, you will bhave
to go back to the very beginning of the part. This eeans clearing the
warehouse of bad guys all over again ... and, after a few tiees, this
gets to be incredibly tedious! So, to help you along ...

(a) arm S members of your team with grenades, and the 6th with a
shotgun.

(b) start all é members off in Rooa E.

(c) you only need to cut one wire to disara the bomb.

THE FOURTH PROTOCOL was the first adventure to use an icon-driven
method of operation and I resain impressed by just how effective and
simple to use the systes is. At the tiee of its appearance (mid
1985), many pundits were predicting the widespread use of icons in
adventures before the end of the year. Well, that hasn’t happened ...
the number of icon—driven adventures can probably be counted oan the
fingers of one hand. However, 1 for one, remain convinced that the
potential is still there and I do wish that more people would attespt
to exploit it.



All in all, I enjoyed this adventure very such, as I felt there was
an awful lot of good stuff in it. It's a shame that the final product

seems to have been rushed to completion and is therefore sosewhat
flawed ... otherwise, this could have been one of those adventures to
tell your grandchildren about! As it is, it’‘s still a very creditable
effort ... well worth a place on your shopping list!

Reviewer — Jie 0’'Keeffe - Spectrua
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THE ONYTON ADVENTURES by P. C. Asbury-Ssith
{or DRABON

These four adventures are one man’s exploration of Adventureland.
They tell the story of a family.

ONYTON, which tells of the family origins, looks like an adventure,
but it works on a basically different principle. It is really a
puzzle.

BNOME is a classical adventure for Dad by himself, in which a
relationship between our family and the gnomes is established, which
is to be so crucial later on.

THE HOUSE THAT DAD BUILT and GLORIA involve interactive characters
and tell of the marriages of the two children of our family.

GLORIA is also the end of the saga, as all tensions are resolved,
but not before the depth of despair has been passed.

Price £5.00 from:
LEVERSOFT
73 Buinness Court, Lever Street, London. EC1

Authentic version DRAGONDOS, but a cassette version is available.
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Hystery of the Lost Sheep Competition.

I'm afraid response was minimal and I received no correct entries!
To refresh memories the competition required you to name a tree
which will accompany the adventurer in part 1 of ay new game “It’'s
Magic®.The tree is to be called WOODY (C6H4 version only). It seems a
shame to hold a competition and have no winners, SO 1 have chosen
what I think is a very clever suggestion — though too clever for me'!
— from Barbara Bibb, who entered the name WITCH HAZEL, as a wWinner,
s0 a copy of BBC Sheep is on its way to you Barbara.

SIMON MAREN, CENTRAL COMPUTING






