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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 magazine continue to hold
copyright on all material written by them, and are free to use it
elsewhere ... it still belongs to them.
BRI S S 330 33 3 3 A0 B PS40 S0 U0 S 3 B 4306 0 3 B0 0 3 06 S SR 3 0 3006 3 3 3 3 2F3 JFHHIFN 4 3
SUBSCRIPTIONS
Copies of Adventure Probe may be ordered at any time, month by wmonth
if you wish. However you can order up toc twelve copies in advance.
Prices as shown below:-—
UK EUROPE REST OF
(incl. S. Ilreland) WORLD
PRICE PER COPY ...ccccvcee £1.00 covvccccae £1.50 ceeneeoces £2.00
All back copies are still available at £1 (£1.50/£2 Europe etc.)
Issues 1, 2 and 3 at SOp each
(75p 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 se~vice.
Prices as follows:—

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

Reduction from A4 to AS - Sp per sheet
Add 10% for return postage.
Send details of your reguirements 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.

He can handle camera ready copy.
Copy date for advertisers is the i4th of the month.
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Evitorial
Welcome to Issue 15 of Adventure Frobe.

Last month I told you about the demise of Adventure Contact. Well I’ m
pleased to report that one of Contact ‘s readers has decided to take
over the magazine. If you wish to write te him the address is as
follows:

Colin Page, 91 Falmerston Road, Boscombe, Bournemouth. BH1 4HF

Thanks to everyone who has offered to help me out with typing etc.,
much appreciated as always. Thanks also to Graham Wheeler for the
front cover.

The price of maps and solutions changes this month. The price of
solutions stays at 20p but the price of maps goes up to 30p. This is
because some of the maps are on seven or eight pages and these appear
to be the most requested ones, 20p Jjust doesn’‘t cover my coste on
these. However, the prices do include return postage and packing. The
same prices apply to overseas readers but the maps and/or solutions
will be sent out with the monthly magazine.

I hope you enjoy reading the magazine and see you all next month.
Sandra
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HALL OF FAME

Thanks to the following readers for sending in contributions over
the last month:

Alf Baldwin, H. Banks, John Barnsley, Andrew Edney, Linda Friend,
Pete Gerrard, Jack Higham, Jackie Holt, Cyril poerkoert, John Moore,
Jim 0°'Keeffe, Ron Rainbird, Terry Roberts, Neil Shipman, Alan
Stewart, Neil Talbot, and The Helper.
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CHARACTERS IN ADVENTURES
by Fete berrard

1've seen a good many adventures that have tried to introduce the
concept of character manipulation into them, and thus try and give a
somewhat ‘unusual’ flavour to the game. An attempt to change an
ordinary game into an interesting one, perhaps. In the never-ending
attempt to produce something different in the world of adventure
games, it’'s worth taking the time to look at the development (and
possible uses) of this trend.

Even the original adventure of them all, good old Colossal Cave, had
something of a character manipulation flavour about it, with the
annoying pirate stealing your treasure and the even more annoying
dwarf leaping out on you from time to time and indulging in & knite
fight. The pirate would appear whenever certain conditions in the
game were met, and you (the player) would have to be carrying at
least one treasure before he would put in his appearance. The dwarf
would leap out, alwaye throwing a knife which missed on a first
encounter, and thereafter indulge in tiresome and, let’'s face it,
boring combat: he was a nuisance who couldn’t be avoidec. One can see
that there was nothing particularly sophisticated about those two,
and later adventures saw something of an advance on these early
ideas.

Moving on a year or two, Infocom’'s Starcross had a whole host of
characters in it, from native chieftains that you had to barter with
to get a brown rod, to enormous spiders with a fascination +for tape
recorders, and meeting along the way the infuriating mechanical
maintenance mouse, always clearing up any debris he might find 1lying
around. He had & capacity for going through a hole in the wall that
immediately closed up behind him, thus barring your progress. A
tricky problem, until solved with the aid of & couple of thin disks.
The number of times that I tried to disguise myself as &a piece of
rubbish and lie down on the floor, thus provoking the mouse into
picking me up (or so I thought) was legion, and needless to say it
never worked at all. The thin disks hold the key.

And other games, like Lord of the Rings and The Hobbit, featured
characters of varying degrees of intellingence, including the now-
legendary Thorin and his total inability to do anything other than
sit down and sing about gold, or so it seemed. Certain characters
were obviously essential to the completion of the game, 1like Elrond
and his ability to read a map, Gandalf’'s propensity for showing up in
the most unlikely (but welcome) circumstances, Balin failing to make
it onto Bullseye and guesting in a computer game, and a variety of
inhuman opponents such as wargs and trolls.

Indeed, other beings seem to be an essential part of most adventure
games, so0 if we (as it seems we must) include them in our Own
adventures, how do we go about controlling them?

Now I must admit that I know nothing about BAC, QUILL, FAW, and &all
the rest of them, beyond a cursory look which led me to think that 1
was better off where I was. Nothing against either the wutilities ar
the people that use them, but I knew how to write adventures and was



guite content to stick to @y own knowledge and abilities. To
paraphrase a few people, in the GQuill of the night there was no time
to FAWe and put & GAC on my adventure writing.

So, a lot of what I°11 be talking about is discussed in terms of
BASIC programming, but hopefully the logic will be sufficient.

BRACE. IN TIME

If you remember your Colossal Cave you‘ll no doubt recall the bear, a
ferocious beast easily tamed with a morsel of food and, once freed
from his golden chain, blessed with the ability to attach himself to
you like a limpet and follow you around for days. Follow you onto the
bridge too, if you're not careful, sending you both plummeting
downwards into a bottomless abyss while reaching for the orange
smoke. Now something like that is relatively easy to program. Once
the bear has been fed and the chain removed we could set & variable
flag, EF for example, and then everytime we came round to the WHAT
NOW prompt just check to see whether or not BF was set. If it was,
then print up the message "You are being followed by a large, teme
bear.", but if it wasn’'t then don‘t print anything and carry on as
normal.

Character could be given to the bear quite easily. If, for instance,
you dropped two things at the same time and the flag BF was set vyou
could print "As you drop the (whatever) the bear runs away, thinking
you're throwing something at it. However, it soon calms down and
returns to your side." When you approach the bridge and the troll
asks for his treasure (the original troll booth perhaps?), and
provided once more that the bear flag is set, you would print up "The
troll screame at the sight of the bear and runs away shrieking. The
bear starts to follow but soon comes back to your side again.” Tnhat
‘way you solve the problem of the troll but still leave the player
with the possibility of walking onto a rickety old bridge with an
enormous animal by hie side. The weight is more than the bridge can
bear, of course.

OF DWARVES AND FIRATES

The dwarf and the pirate are similarly easy to program. Provided that
the player ‘s current position falls within a given range (can‘t have
the dwarf leaping out from behind a rock in the well house) you could
use the random function of your computer (or utility). Like this, for
example:

IF (CP>10 AND CF<S0) AND INT(RND(.5)%100+1)>95 THEN DF=1

Here we set the dwarf flag, and program control could leap off
somewhere and engage you in a duel with the dwarf. Checking for the
pirate would follow the same sort of lines:

IF (CF>30 AND CF<40) AND INT(RND (.5)%100+1)>98 THEN FF=1

and again you'd set the appropriate flag. Then, by whisking program
control away somewhere you could check to see whether the player was
carrying any treasures or not, and provided that he was, remove them
from him and let the bearded pirate carry them away to his treasure
chest deep in the maze, with a yo ho ho and a bottle of rum thrown in



for good measure. If he wasn’'t carrying any booty worth stealing then
carry on as if nothing had happened.

But that is all (dare I say it) fairly straightforward stuff, and in
the increasingly sophisticated adventures that we are now seeing the
player is beginning to get used to ever more complicated scenes.

OTHER CHARACTERS

1 once wrote a spoof version of Colossal Cave, called Enormous Cave,
which was all disk based and ran on a Commodore 64 with 1541 hooked
up. Looking back at that program I‘m forced to say that I am terribly
embarrassed by the parser that 1 used (so primitive by standards
nowadays) , but one thing that I'm most definitely not embarrassed by
was the use of a character called Eddie. In the game you played the
traditional role of exploring caves and finding treasures, al though
everything had been moved about and solutions to problems were not
guite what they used to be, and during these explorations you bumped
into Eddie. He was an underground dweller, & Neil of Young Ones fame
really, who probably hindered more than helped, but was essential for
the complete solving of the game. You could talk te him, ask him to
do things, sometimes he followed you and sometimes not, depending on
your behaviour, and overall he behaved like a hippy companion of the
caves would be expected to behave. He was, in other words, an
integral part of the adventure: the sort of person vyou’'d move away
from if you met them in the pub, but deep underground when there’s
no-one else around you have no choice in the matter.

CONCLUSION

This sort of character is reasonably easy to introduce into a game,
but presumably you wor 't always want & demented hippy walking around
and blundering through your adventure. Other, perhaps multiple,
characters are just as useful, and could also be added without any
undue problems. Exactly what sort of character you use is obviously
up to you and your adventure, but they do add to the game as a whole.
1t ‘s hard enough in real life to walk through a town without meeting
people leaping off buses and saying hello to you, SO to wade for
months through an unknown land facing unknown hazards in & maze of
tunnels and corridors, without bumping into anyone, is pretty much
well nigh impossible. Bit like shopping in Wigan, really.

So, time, space, and editors permitting, we’ll wander on with this
discussion at some later date.

*******i*************************************************************
PELAGON SOFTHARE
Fresents

THE CRYSTAL OF CHANTIE
(Adventure beyond imagination)

"It is a good example of what is possible with GAC - if you buy it I
don‘t think you’ll be disappointed.”
(Jim O'Keeffe — Adventure Probe Issue 11 April 1987)
Available for any Spectrum computer for £2.92
Send cheque/F0O to:
PELAGON SOFTHARE
¢ Renoir Hews, North Bersted, Bognor Regis, W. Sussex. PO22 8SAU
Nﬂhlw%khk&Rwﬁk#hwﬁﬂ*#ﬁwﬂkﬂh#&**%fhﬁﬂw%www*#**h%**%**N@t%*&***ﬁ**ﬁ#*#*
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THE CRAZY WORLD OF ARTHUR BENT (Misadventures of a Common Man)
by Christopher Hester
I‘m just & common man, in that there is no shame ... is there?
Arthur Bent/L4Z2

‘art Five (Finale)

On the eerie planet of Home, under a blanket of fantastic swirling
rose—coloured clouds stood Arthur Bent and Trillian Founds. A tiny
note lay on the floor. Arthur picked it up and it read "This part of

the story inspired by The Enid, last months by Rush."

e

To the turbulent sounds of enraged thunder that came on as the two
figures cstood alone, there was a feeling of awe and wonder.
Especially for Arthur. What now? Not even I know that until I've
written it.

"This is the planet Home.'" said Trillian gazing upwards as the
thunder ceased. "Why i1s it called Home?" asked Arthur. "It’‘'s From a
huge list of namees the author has for wuse 1i1n his forth- coming
science fiction novel." she replied, though Arthur seemed confused.

"Oh, I see ..." he muttered. It was then that the sky brightened and
the distant sounds of & heavenly organ could be heard alongside the
beautiful chords of & guitar in perfect harmony. Anyway, enough of
what I'm listening to and on with the story ... (well Malcolm Serbert
gets away with anything.)

Do you know where I°11 find my chums, Bored Ferfect and Bitodd
Feeblesox?" asked Arthur. "You could try looking In The Region Of The
Summer Stars," replied Trillian. “That 's where they send all lost and
homeless people. It’'s on the other side of this planet. Step onto
that nearby transporter that the author has kindly provided and we'll
be there in no time." In no time Arthur and Trillian were beameg
acrose the planet to the door of the lost persons home. A friendly
dooking droid with titanium teeth stood waiting. ‘"Welcome to our
home, visitors. Are you looking for anyone in particular?" “Er, yes"
said Arthur taken aback by the nasty-looking teeth, "have you had &
M-. Bored Ferfect and & Mr. Bitodd Feeblesox here?" The droid checked
ite memory banke underneath its large metallic chest which had 432
emblaroned on it. It thought about telling Arthur that it was once in
a hit game from Hewson, but thought better of it and announced, “Yes
we have had those two here." "Take wus to them, droid."” demanded
Trillian. "I'm afraid they left about an hour agc looking for someone
called Arthur Bent," replied the game-weary droid. “"That's me!"
xclaimed Arthur.

As sticks hit drums and fingers hit piano keys (and it‘s still only
Side One of the album!) & figure appeared behind Arthur on the
transporter. "Hi everyone!" the figure announced. It was Robin Dud,
s0 named because he stole from the poor and gave to the rich. A bit
of a failure you see. "Ariyone want to buy a spaceship?" he asked.
"Er, no thanks," said Trillian. “0Oh well," Robin said, "I'll Jjust
have to give it away - you look a rich lady, here, have these keys."
Robin gave the keye to Trillian before stepping back onto the
transporter. Arthur and Trillian followed and within moments were
back on the other side of the planet. Ahead of them lay ... & ship!
They climbed aboard, altered the onboard sterec to full volume since
it was now Side Two of the album (almost too good for words) and then
Arthur said to Trillian, "Wh=re do you propose we go now?" Trillian
locked at him, rnot the least bit worried and said, "Why into space of
course!"” (Silly qguestion really).



She then deftly pressed at the ships flashy control panel and rows of
amazing and colour+ful lights lit up the interior of the ship. “Once
we're in space, I1°11 park the ship in orbit and send out a distreses
call," she said. Once 1in space, she parked the ship in orbit and sent
out & distress call. "I'm off to explore the ship," said Arthur. Very
£0o0n he was wandering down a gigantic corridor wondering which of the
many doors to open. One marked with a skull and crossbones, Mercenary
style, took his interest. Arthur opened the door and walked in. The
door closed quickly behind him and & large shadow was all he could
see leading off intoc the dark. A large shadow? What was it? Wait a
second until I’'ve worked that out myself and I°'11 tell you.

It was a huge circular mass with six thin shadows leading off. There
then came & horrendous squelch as the shadow moved ... gradually a
terrible shape appeared out of the shadow towards Arthur, who could
then see what it was. It was a giant spider! Wearing & giant T-shirt!
With "I love humans" written on! Only Arthur didn’t think it meant
humans to befrienmd, but to eat ... judging by an opening mouth which
caused & shower of repulsive saliva to rain down in front of Arthur,
burning holes in the metal floor with an acid stench and some smoke
thrown in to make it look good. Gulp! Arthur turned to leave, but the
door was locked tight! The spider dribbled forward with an abnox:cus
slimy noise that echoed around the room. It was getting nearer anag
nearer ... Arthur tried desperately to open the door, but he
couldn’t. He screamed but the oncoming monster .deafened his scream
until it was upon him. With & swift move of its huge hairy legs the
spider grabbed Arthur and lifted him up with ease. As it opened its
mouth and blew & putrid breath into the air, Arthur vyelled more,
trying to force his way out of its grip. "Hey, puny fellow!"” the
spider suddenly said to Arthur, in a deep and awesome voice that
rocked the walls, "Got a copy of Infocom’'s ‘Beaurocracy’'?" Well it
was a decent spiderly reguest as Arthur might have seen the <spider ‘¢
C128 behind him if he hadn’t fainted causing his heart to skip &
beat. Since his pulse was being monitored by the Amstrad he'd used in
the previous parts of this story, the Amstrad took the skip of
Arthur ‘s beat to be a command to immediately transport him back to
the Amstrad inside the $.S5. Probe spaceship.

Meanwhile, back aboard the ship with Trillian, there was a notable
silence on the control panel. Trillian looked at it in despair and
thought "Arthur’s taking his time exploring the ship‘. It was then
that the control panel suddenly burst into 1life ... someone had
replied to Trillian’es distrese call! A ship was right next to
Trillian’s and all she had to do was activate the automatic
ship-to-ship air—corridor toc expand soc they could rescue Trillian.
She yelled for Arthur to come, but there was no reply. "Arthur!?" she
shouted once more, as she opened the airlock. "Yes?™" he replied
standing in the air-corridor. “Wha.... but...." Trillian couldn‘t
believe it! How had he got there? He beckoned her to follow him down
the air-corridor and Arthur introduced the two men at the other end.
One of them was....her idol? BRored Ferfect and standing next to him
was Bitodd Feeblesox! No wonder Arthur looked so pleased. Amazing as
it seemed, he had returned to the Amstrad abocard the 8.8. Probe - as
it was answering Trillian‘s distress call! As the story was told
between the group, they all laughed together. Trillian was in love
with Bored, who suddenly wasn’'t bored any more, and Arthur had met up
again with his pal, Bitodd Feeblesox. All four of them then went off
to the ships auto-restaurant for & bite to eat. Wow! A happy ending!
Roll the credite and put the kettle on! (Sandra can rest her typing
fingers too!) [Fhewww!!!!! ....Sandral






