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COPYRIBHT

Copyright on anything which does not carry the writer ‘s 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.
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SUBSCRIPTIONS

Copies can be ordered month by month if you wish, or you can order up
to twelve copies in advance. Prices as shown below:-—

Uni ted Kingdom S e e O £1.00 per copy
Europe (incl. S. Ireland S Sy 5 £1.50 per copy
Rest of World (Surface Mail) ....ceecee £1.50 per copy
Rest of World (ARir Mail) camemuenne £2.00 per copy

All back copies are still available at the above prices.
Issues 1, 2 & 3 at SOp each (75p Europe, £1 R.0.W.)
Small payments can be made in stamps to save poundage on P.0. ‘s.
Please make payments in pounds Sterling.
Cheques/P0°‘s should be crossed and made payable to 8. Sharkey.
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ADVERTISING RATES

Private advertisements in the In—-Touch section of Probe are free to
subscribers. Trade prices are as follows:—

Full page - £5, Half page - £3, Line ads 2p per word.
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A4/AS Single sided - 4p per sheet
A4/AS Double sided - é6p 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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ADVENTURE PROBE is distributed on the 1st to 3rd of each month.
Copy date for contributions, advertisements etc. 14th of each month.
Reviews are welcome from readers, but check first to make sure nobody
else has sent in a review of the same game.



Ehitorial

a.qp.s
Welcome to Issue 16 of Adventure Frobe.

I have just experienced the worst six weeks of my life! But, I’'ve
survived. School holidays should be banned!'!

I have, however, managed to convert two of the kids to adventuring. I
get my maps drawn for me, all I have to do is type. Heaven! [°'ve also
been venturing into the dark depths of Arcade games. Ghost Hunters is
very enjoyable as you can use two joysticks. One of the kids does the
shooting and I just control the little man and explore. I've also
been playing Sentinel and have to admit I'm thoroughly hooked, it’'s
certainly an original game.

But, I'm still loyal to adventures. I°ve entered the wonderful world
of Infocom and can thoroughly understand the praise given to these
games. The atmosphere is superb, pity about the price! However, all
is not lost. Alex Aird has a number of Infocom classics on offer at
the superbly low price of £9.99 for Amstrad machines. Give him a ring
for details. An offer not to be missed!

My apologies to anyone who has been kept waiting for a reply to their
letter, my only excuse is the school holidays. Hopefully, I‘ll be
able to catch up over the next couple of weeks.

I hope you enjoy reading the magazine and I‘'ll be back next month.

Sandra
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HALL OF FAME

Thanks to the <following readers for finding time to send in
contributions over the last month.

Alf Baldwin, John Barnsley, Richard Batey, Joy Birley, G6raham
Collier, Graham Freestone, Pete Gerrard, Barbara Gibb, Norman Green,
Jack Higham, Jackie Holt, John Hunter, Jim O 'Keeffe, Graham Wheeler,
The Helper and thanks to Robin Alway for providing the front cover.
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BEGINNERS TUTORIAL

Shortly after my review of SIX-IN-ONE from Tartan Software appeared in PROBE

(Issue 14), 1 received a very nice letter from George Donaldson asking where

he might get a copy of this package (we d forgotten to include Tartan's address

at the end of the review ... tsk. tski). I was delighted to give George the
information he required but, unfortunately, it was of little use to him ... because
George owns an Amstrad and Tartan only produce Spectrum softwares

However, the letter made me realise that a lot of the people who stood most to
gain from the SIX-IN-ONE package (i.e. novice adventurers) would be unable to
benefit from it simply because they did not possess the appropriate machinme. It
seemed to me that PROBE could help, just a little, in this situation by printing
a transcript of the excellent "tutorial' which introduces the package.

So, with the very kind permission of Tom Frost (guru-in-chief at Tartan Software
and author of the following), here it is cesses

An adventure is totally unlike a fast reaction arcade game ... there is
no demand for speedy reaction, but SOME brain power, and a degree of lateral
thinking, may be required to complete the game.

An adventure places the player in a world. of his/her own, with a task to achieve
and, usually, many problems to be solved before THE END!

The computer acts as your senses and accepts instructions from commands entered
in English from the keyboard.

Most adventure games will accept shortened versions of frequently used commands,
- so that:
UN'OMST ME" MW, etc. can be used instead of "GO NORTH" "GO SOUTH", etc.

“I" (for INVENTORY or LIST) will itemise the objects which you have in your
possession.

"R" (or sometimes "L" or "LOOK') will redescribe the current location. This can
be useful if the details have scrolled off the screen.

Other single word commands:-

YHELP" or "HINT" ..... not always useful.

“QUIT" or "STOP" ..... enables you to organise a fresh start.

"'SAVE" eesss allows you to retain your current position in the
game, either to tape (for a permanent SAVE) or into
the memory of the computer for a temporary SAVE.

"'LoAD" evess permits the reinstatement of a SAVED position, either
from tape or from the memory of the computer. Details
of specific requirements will be found on the inlay
card. "STORE" and "RECALL' may sometimes be used.

"SCORE" .eses can, on occasions, give an indication of your progress.

“GET (or TAKE) object" is the usual command to pick up an object. Until recently
it had been the convention that any object which could be picked up would be
included in the "HERE YOU CAN SEE ... ' section, but that no longer necessarily
holds. Y

"DROP (or LEAVE) object", or in special cases, “THROW (or TOSS) object", are
used to dispense with an object.



“"EXAHINE object" can sometimes provide more useful informatiom.

GALE PLAYING HINTS
Always draw 2 map and note on it the position of any found object.

liost adventure programs take motice of only the first few letters of each
word typed in ... the number may vary from 3 to 5 ... although, on occasions,
a program may require the full word.

So, if "OPE TRU" does mot elicit the correct response, then try "OPEN TRUN",
“"OPEN TRUNK", etc.

EXPLORE as much as possible at your first attempt (but only after carefully
Teading ALL the detail on the inlay card), then start again when you have
made at least some progress.

ilany adventures require mainly an input of "VERB NOUN" (e.g. “GET KEY"),
but several can accept imputs of complete sentences.

READ what appears on the screen VERY carefully, as a hasty glance can often
result in missing some piece of vital information.

1f an action does not work, then try synonyms, particularly for VERBS (eege
“CLOSE BOX" may not work, but "SHUT BOX" might).

Keep an open mind and remember that most objects will have some use, albeit
not the expected one! (e.g. a PAPER CLIP may be used to “PICK LOCK", rather
than to hold a SHEAF OF PAPERS together).

1f a source of light (a TORCH or a CANDLE) is required in some dark locatioms
then be sure to “SWITCH OFF" or "EXTINGUISH ....' when it is not required,
as there is likely to be a time limit on the use of the light source.

Commands to activate lights vary from the obvious "LIGHT TORCH" to '“TORCH
ON'" "ON TORCH" "SWITCH ON" or even just "ON".

Be careful with fragile items as they MAY break if you DROP them:

If an item of apparel cannot be WORN, then be sure that it has some other,
probably obscure, uses:

Check your INVENTORY at the start of the adventure.

If a temporary SAVE command is available, then make good use of it before
trying any possibly dangerous commands, such as "JUMP RAVINE":

Many adventures incorporate a IAZE puzzle, and the way through MAY be “mapped"
by dropping objects in each of the locations of the MAZE (SAVE first).

In the first HAZZ location, "DROP ...." an object and then, if on going "N", the
object is still there, you know that you have in fact not moved.

Try other directions until you HAVE moved, then DROP another object. Continue
with this approach until the route through the MAZE becomes apparent.

"
. ¥

This is where the SIX-IN-ONE "tutorial' comes to a close ... but it is obviously
not the end of the story. There are many more aspects to adventure playing than
those discussed, briefly, here but, space being what it is, not all could be
included. So, what has been missed out? PROBE wants to hear your opinions.: What
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little nugget of information would you impart to the adventurer just setting
out, in order to help ensure both success and enjoyment in their games playing?
thich techniques and approaches have you found, through experience, to be
particularly successful?

For instance, there are other ways to map a maze than the one described here.

How do you do it? How do you cope when "dropped" objects disappear from a location
as soon as you drop them (e.g. the Catacombs in MORDONS QUEST)? How do you map

a maze in those circumstances?

How do you make a map? There are numerous ways. Which do you prefer? Do you
make a map at all? Not all adventurers do, you know:

Have you come across an old problem which has been given a new twist (e.g. a
closed door which cannot be pushed or pulled but can be lifted ... because it
turns out to be one of those up-and-over types.).

How do you approach problems (e.g. with a "scattergun" ... trying anything that
occurs to you ... or more logically ... thinking the problem through in your
head before attempting anything at the keyboard)?

PROBE wants you to share with the rest of its readers those lessons which you
have learned only through blood, sweat, tears, hair-rending frustration, and
copious cursing of all adventure writers everywhere.. Give us all the benefit
of your experiences ... save us from having to go through the same misery.

It doesn't have to be anything much ... not a thousand words long ... neither
does it have to be deeply intricate. Just a paragraph, next time you're writing
into PROBE anyway, about anything at all ... no matter how trivial it may seem

to you. Take the SIX-IN-ONE tutorial as your starting point. Expand on, or add to,
any of the points made in it ... as you wish.

PROBE walts to hear from you. Hopefully, we will be able to put together a

page full of your 'paragraphs', if not on a regular basis, then at least for
the next three or four issues. But only if YOU respond ... so please write ... NOW..

Jim O'Keeffe

‘SIX-IN-ONE is available by mail order only from Tartan Software, 61 Bailie Norrie
Crescent, Montrose, Angus, Scotland, DD10 9DT. Price £4.95
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ADVENTURING — A DEFINITION

Adventuring is ... a discovery beyond belief!
Jack Lockerby
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IF THE HAT FITS ...
by Pete Gerrard

}********************************i*******************{-*************i'}

One of the more curiocus facts in my life was that by working as a
freelance journalist I was able to keep body and soul together in a
flat in north London. On top of that I had managed to acquire a
circle of friends and acquaintances by whom I was at least tolerated.
"My mother had warned me about London a dozen years ago when I first
set off to go to University there: "it can be the loneliest place in
the world", she had said. So, over the years, I had cultivated and
got to know a fair number of people who could (if nothing else) serve
to act as a barrier against that loneliness.

I hadn’'t counted on meeting a wizard and a dwarf.

Strombrigner the Grey, despite having slightly dyslexic parents,
could be a powerful figure. Certainly he was tall enough, and, if his
magic was not quite of the sort that one would usually associate with
such great names as BGandalf and Merlin, he was also a force to be
reckoned with when in a fit of anger he would peer at vyou from
beneath the bushiest of eyebrows, beard waggling low on his chest and
his long hair falling out from below the most battered of floppy
hats. Traditionally he would wear a long cape covered in stars,
although the glue had long since failed to find a secure niche for
most of them, and this would be topped off by the kind of hat that
one usually associated with wizards: a kind of long, pointed thing.
However, in the summer, he would swap that for the sort of item that
a cricketer might wear as a protection against the sun whilst
fielding on the boundary: a bowler hat that had retired and had
barely enough energy to remain on the head.

Thus Strombrigner could, in turn, look imposing and 1ludicrous. His
companion, the dwarf, Dimli Gloing, never looked less than dangerous.
Despite being extremely short (his axe was almost as tall as himself)
he had a look about him that well deserved the nickname that I had
occasionally heard the wizard bestow upon him: Trollslayer. He was
also referred to as Howling Mad from time to time, although whether
this was another nom de plume or merely an apt description when he
was of thirst I had yet to learn.

After the affair of the plover s eggs I had become quite fond of
Strombrigner, a wizard who was not quite as adept as he wished he
was. Dimli Bloing I was less sure of. That he would be a good friend
in a fight I had no doubt, but whether he would be a friend of mine
‘'or rather an awkward foe I wasn’t yet sure. Strombrigner assured me
that I could trust him, but I didn‘t like to take trust too far and
always ensured that I didn’'t press the dwarf when, as frequently
happened, it was his turn to buy a drink and he didn‘t have any
money. The first time this had happened 1 had innocently enquired
"bit short, are we?" but from the look he gave me I don’t think that
I'11 be repeating the comment.

So from time to time the two would turn up with tales of foreign
parts, of friends strange and exotic, enemies fearful and loathsome.






