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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 sassemease £1.00 per copy
Europe (incl. S. Ireland ile ulham 4w £1.50 per copy
Rest of World (Surface Mail) ...c.ccocee £1.50 per copy
Rest of World (ARir Mail) msessssene £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/PO’s should be crossed and made payable to S. 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.
SIS S S SRS I U T 28 30 5 S R T TE T 0 00 B4 I S 30 0 300 S U IE S TS 00 40 0 SIS R0 S48 3 S0 3 3T 4E 9 S 05 SR SR I
PHOTOCOPY ING

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 i1st 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.
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Welcome to Issue 17 of Probe.

I1‘'ve been playing Spellbreaker over the last month, and enjoyed every
minute of it, even though I had to ask for help at various stages.
Thank you John, Kay and Mandy for putting up with ay frantic phone
calls.

It's refreshing to be able to report the birth of three new
magazines. Advanced Computer Entertainment, or ACE, from Future
Publishing is aimed at the more mature games player. It covers all
popular machines and has an Adventure Section written by the Pilgrim.
This section also features a bi-monthly offering from our very own
Pat Winstanley who will be giving advice on writing adventures . using
BAC, PAW etc. The second new magazine, The Games Machine, comes from
the Newsfield stable, unfortunately there is no adventure section in
the first issue. Hopefully they will introduce one.

Last, but by no means least, I'd like to announce the birth of a
sister magazine for "Probe". Weighing in at a healthy 40 pages full
of solutions and maps every month. The new title is "Soothsayer".

1‘'d like to take this opportunity to remind everyone that Christmas
is around the corner yet again'! No, I'm not asking for presents,
although if anyone would like to send me something I won‘t object.
What I would like is contributions with a Christmas theme for the
December issue. Copy date 14th November.

See you next month.
Sandra
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TIPS FOR BEGINNERS

Following on from the Beginners Tutorial in Issue 16 of Probe, some
of you have been kind enocugh to respond to Jim’'s plea and have sent
in the following helpful hints.

BEGINNERS GUIDE TO ADVENTURING — Mandy Rodrigues

Now all you experienced adventurers who are sighing in exasperation
on seeing this included in Probe, I will ask you to please spare a
thought for the lonely soul who is only now embarking along the paths
of adventures. There was a time when we all needed a 1little advice
and some tips to help set us on the right track so, if you find the
following trivial, then I suggest you skip and move on to the next
article in Probe and leave me to talk to the novices.

When you are confronted by your first adventure you must always have
a pencil and paper handy to make a map. If you try to adventure
without one vyou are sure to come up against the following
difficulties. Either you find yourself hopelessly lost in a complex
maze or, worse still, you won’'t be able to remember where you dropped
that important item which is desperately needed immediately.

Don’'t expect all maps to be easy because going north from one
location doesn’t necessarily mean that going south again will bring
vyou back to where you started. Don’t despair, just remember that the
programmer had to have a map of his own to start with and that every
adventure is mappable. Explore each and every direction possible
including up and down before you move on to the next location. There
are various ways to draw your map and you will soon come up with a
system which suits you.

It cannot be stressed too strongly the importance of examining
everything and anything you may come across. Remember that most of
the objects you find lying around will have a practical use in
solving various problems and examining them carefully sometimes
praoduces a hint as to their use i.e. ‘Here is an o0ld container’ so
‘Examine container’ and you are told ‘The container has a small
quantity of oil in it’, so now you know that it could possibly be
used to oil that rusty lock!

Read all location descriptions very carefully. Remember that ‘The
sunlight streaming in through the window and shining on the
paperweight on the desk in the corner’ doesn’'t necessarily mean grab
the paperweight and move off to explore further. Examine the desk, it
may Jjust have a drawer in it. Look behind, on and under the desk also
because you may well find something of interest.

Curtains, tapestries etc. should be opened or looked behind because
invariably they will disclose a hidden exit or a clue of some sort.
Pictures also can give valuable clues and are also sometimes used to
cover the odd wall safe or niche in the wall. Fireplaces mean
chimneys and these are always worth climbing!

Don‘t forget to examine or search things twice! Sometimes something
else can be uncovered!



Lots of adventures have trees and, naturally, vyour first thought
would be to climb up. Do so because there 1is wusually something to
find up there but don‘t leave it at that. There are gquite a few uses
for trees in adventures. Shake the tree, you never know if something
is going to fall out of it. Are there any branches that could be
broken or cut to provide a useful stick? Could the tree be chopped
down with an axe and used for crossing over a chasm or chaopping into
firewood? Remember to examine it carefully because there may be
something hidden in the roots or in a knot.

Nearly all adventures have dark locations and this means that you
will come across some means of light. This could take many shapes and
forms but is usually one of the following: a candle, an ancient
torch, matches or a lantern of some kind. Lanterns usually need
filling with 0il or with the right battery. Whatever form of light
you come across just remember that it is likely to start to grow dim
and go out eventually so if you don’‘t need to use it TURN IT OFF!

Whatever you do, don't try to move in a dark location. You should be
able to step back the way vyou came in but if you try another
direction you usually find yourself falling down a chasm to vyour
death. Funny thing is that when you do return there with a light
there is no sign of a chasm at all!

You may find various kinds of weapons lying about. Remember that you
do not always have to use them to attack other characters or animals,
sometimes just the sight of one in your hand will be enocugh to scare
the baddies off. The golden rule is not to attack anything unless it
is going to attack you first. That horrible abominable snowman could
be waiting to show you the secret exit at the rear of his cave and
not waiting to make you into his Sunday lunch!

If you come across animals like bears and ferocious dogs etc.
remember to try and feed them with something. Perhaps you came across
a smelly old bone or something that they might find tasty and, being
animals, they usually grab the food and slink off to eat it
elsewhere. Cats, dogs and other little animals could be tamed or
stroked. This sometimes has a remarkable effect on them. If they back
away from you in fear then perhaps you are holding something that is
frightening them. Trying to catch the pretty singing bird rarely
produces results unless you are holding a cage of some sort and it is
amazing what those tiny creatures can do when they come across a
cobra or some such obstacle!

If{ you come across a hook then the chances are that there should be a
rope somewhere to be tied to it. Beware though it is always best to
pull on the rope first before you start to climb down into the void
because the hook may just pop out of the wall.

Ropes can be tied to things of course, but always try throwing your
rope in various places. In The Hobbit you had to say ‘Throw rope
across’ and surprise, surprise, it landed in a boat which you could
then pull towards vyou. Throwing the rope sometimes brings the
information that it is now firmly tied to a tree and you can swing
across obstacles, Tarzan style!



Cracks and crevices must always be investigated. I¥ any small wmetal
objects are hidden in them and you can’'t reach them then either try
to poke them out with something or look arocund for a magnet.

Finally, here are some hints and tips to try and cheat the program
into helping you solve a problem.

If you think that you need a rope or an axe or something but are not
sure if that particular object exists then try saying DROP ROPE. I
don’t advise trying this with BET as the programmer has usually
thought that you might try that and you will be given a specially
prepared response but DROP ROPE and you could be given either of
these kind of messages. "I don’'t understand the word ‘rope’!" usually
means that there isn’t one in the game, but "You are not holding the
rope'!" will show that the rope exists.

This kind of input will also be useful if you come upon a panel of
some kind. "Unscrew panel" and you may be lucky enough to be told
"You are not holding the screwdriver" and so you know what needs to
be done. If you come up against the response "You can’t" then you are
stuck and must figure it out for yourself.

I hope that some of these ideas will be found useful and will help
you on your way. Happy adventuring!

MAZES - Graham Wheeler

If you have a Misty Maze like the one in Morden’s Buest, check that
ALL items disappear when dropped. Some items may remain visible,
e.g. the Glowing Object and the Newspaper can still be seen in the
Catacombs in Morden‘s Quest.

‘Some mazes can only be mapped by studying the text very carefully,
location descriptions that seem the same at first glance may have a
slight deviation e.g. a comma in a different place, a full stop
instead of a comma, or some slight difference in the wording of a
location description etc.

FEEDBACK - Fred Ball

I suppose the thing about adventures which has caused me, as a
novice, probably the most trouble is a lack of persistence in my very
early days. If 1 tried to do something and it was unsuccessful 1
would tend to give up that particular line and try something else. As
an example I remember in Hunchback the Adventure very early in the
game you come across a guard. Now in the Amstrad version you do not
get the dagger so generously provided for Spectrum(?) adventurers.
When you try to ATTACK GUARD you get something like "with your bare
hands?". However, if you persist and keep inputting ATTACK GUARD
eventually you kill him although it may take eight or nine attempts,
inputting identical commands. This is where the lateral thinking
mentioned in Tom Frost’'s piece in September Probe comes in. After all
this is beyond normal sequential logic. I have come across exactly
the same problem in a number of adventures - The Boggit (getting food
from Smelrond) and Erik the Viking (the dolphin). But having said
that, the whole business is frustrating to the point of insanity.

Do YOU have any ‘Tips for Beginners'?
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@ Reviews @

THE LOST CRYSTAL - Epic - R.R.P. £12.95

This is a text and graphics adventure for the Electron (BBC version
expected soon) with about 400 locations. It is in 4 parts on 2
cassettes. Part 1 is a gentle and humorous introduction to the
adventure, with Parts 2, 3 and 4 getting progressively more
difficult.

Your task is to find the seven missing crystals and use them to
restore the power of the Rainbow Crystal to the people of Zaloria.
Your adventure starts at a windmill, goes underground, and then
through the mountains, across a river, finishing at the temple. A
crystal ball fortells some of the vital landmarks on your travels.

Along the way you will meet an assortment of characters. Some, like
the miller will make many humorous remarks, some will be far less
friendly. As a dragon and a locked dungeon are encountered this
adventure can truly be called a "Dungeons and Dragons" adventure.

Epic use a very sophisticated multi-statement language interpreter
enabling most sensible inputs to be understood. WAIT is not one of
them. You can, and indeed must, speak to various characters on the
way. STORE enables you to program commands onto the function keys.
Although the game is in 4 parts they cannot be played out of
sequence. You must start with Part 1; it tells you when to load Part
2. At the end of Part 2 the programmers are considerate enough to
advise you which items you need before Fart I can start - unless you
already have them. At the end of Part 3 it tells you to load Part 4.

To get the full total of 12,000 points you have to go everywhere,
read all signs and notices, and solve a great many puzzles; as well
as being helpful to the Miller just when you probably feel you should
get on with your search for the seven lost crystals that make up the
Rainbow Crystal. I have found the crystals, become re—acquainted with
the Miller, now I am searching for my missing 1,000 points.

Some of the action takes place in total darkness; if your mapping
lets you down or you just don’t pay attention to which directions you
are going, the computer respons of "Look where you are going" 1s an
improvement on "You can’t".

The graphics are drawn very quickly, and are bright and colourful. My
only disappointment is that there are no pictures of the hydra and
dragon. There is a GRON and GROF facility. GROF results in a full
screen of scrolling text and allows the game to run slightly faster.
The text and half screen graphics are, however, still very quick. I
think the print is meant to look like Olde Englishe and takes a while
to get used to.

As the adventure is played in Real Time care must be taken not to
daydream etc. for too long - although once you start to enter a
command, time is suspended, a great help for bad typists or slow
thinkers like myself. (I usually put any odd letter 1in to suspend
action, then delete it and carefully re-type the command once 1 have
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