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COPYRIGBHT

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.

I1f 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:-—

United Kingdom v ale s aisieena £1.00 per copy
Europe (incl. S§. Ireland ansennsens £1.50 per copy
Rest of World (Surface Mail) .....avce. £1.50 per copy
Rest of World (Air Mail) L . £2.00 per copy

All back copies are still available at the above prices.
Issues 1, 2 & 3 at S50p each (75p Europe, £1 R.0.K.)
Small payments can be made in stamps to save poundage on P.0O. 's.
Please make payments in pounds Sterling.
Cheques/P0'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.
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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 104 for return postage.

Send details of your requirements to Adventure Probe.

363 363 36 3 96 3 336 3638 3396 36 36 36 90363030963 FE 96 36 3 36 9 96 3 8 93 36 3309 3636 3 3 3 36 I 30 330 3036 3 3090 6 33 3 36 3 I 33 3036

ADVENTURE PROBE is distributed on the ist to 3rd of each month.
Copy date for contributions, advertisements etc. i4th 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.



EDITORIAL
Welcome to Issue 18 of Probe.

Firstly, my apologies to anyone who has been kept waiting longer than
usual for a reply to their letter. I‘ve taken time off this last
month to concentrate on getting my own adventure to a playable state.
It is now in the last throes of playtesting and I plan to release it
on the 1st December 1987 for Amstrad CPC machines. I've decided to
market it myself as it is a text only game and I don‘t think it would
be worth sending it to a publisher. I refuse to put graphics in the
game just to read in a review ‘the graphics do nothing to enhance the
game ', as appears in s0 many reviews of adventures. (The fact that 1
can’'t draw either did have some bearing on my decision.)

Secondly, I 've been to a computer show (at last) and had a wonderful
day out in Manchester. I met Sue Burke, and can verify that she is
‘totally mad’ - her own words. The show itself wasn’'t all that
spectacular, especially on the CPC side but I spent wmost of the
afterncon in the bar, and didn’'t touch one alcaholic beverage - can’t
say the same for anyone else though! My verdict: the show wasn’'t up
to much but the company was good.

There’'s an Adventurers’ Convention on November 28th in Sutton. I
shall be going as my sister lives in Sutton so I°'ve got free
accomodation. If anyone else is g@going let me know and we could
arrange to meet. For more information, or advance tickets (£2.50 on
the door or £2 in advance, SAE please) contact David Wilkins, 21
Village Row, Sutton, Surrey, SM2 6JZ, Tel: O1 642 3102, Prestel
mailbox 016423102. The event is a Jjoint promotion by Clubspot
Adventure Helpline and Sutton Library Computer Club.

That ‘s about it for this month. Hope you enjoy the magazine and see
you all next month.

Sandra
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BEBINNERS TIPS

In response to the request in Issue 16 for details of frustrating (to
put it mildly) experiences when adventuring, I would like to offer
the following as "words to try“.

1. WAVE - Try this with anything resembling a rod/stick/staff/wand
etc. at any location where you cannot cross a gap/cannot see an
exit/want to open a magical door/want to get rid of something around
the corner.

2. RUB - Do this to anything that gives light but gets dim after some
time/to anything resembling jewellery (especially rings)/as strange
things can happen.

I learned most of this when playing Dungeon Adventure and Sphinx
Adventure. I think I must be the only adventurer who did not know I
had to RUB LAMP when it gets dim in Sphinx Adventure.

—————————— BARBARA BIBB —————mmmmm

There is one thing that I can think of that may be of help when
mapping (I love mapping and exploring), and that is - after I‘'ve made
the rough map when playing, I do a proper one, and use coloured pens.
The articles found in each location I put in Red letters, and the
problems/monsters in Green. That way, when I have to go over old
ground I can see quickly the locations that had objects or problems.

—————————— MARGD PORTEQUS ————====—m

My way of overcoming problems that demand a specific input is to try
all the synonyms I can think of. If that doesn‘t work then 1 write
out in full exactly what it is that I am trying to do. A perfect
example is in Mural when you know that you have to get a coupon from
a newspaper in order to progress in the game. The way I found the
correct input was to write on a scrap of paper CUT THE COUPON OUT OF
THE NEWSPAPER. As this particular adventure was verb/ noun input I
tried various combinations of two words wuntil 1 hit upon “COUPON
ouT*".

Another problem that is quite common in some of the older adventures
is that you have to be CARRYING a specific object in order for the
correct input to work; very often the only response you get is the
dreaded “You can’t", no clue as to why you can’t do it! For example,
you know that you have to lever something open because you've read a
hint somewhere so you confidently type “LEVER object", it doesn‘t
work! What you haven‘t been told is that you have to be CARRYING a
crowbar or something similar. So check your Inventory and make sure
that you have an object in your possession that will enable you to
succeed with what you are trying to do.

Never be too embarrassed to ask for help, most of us have to at some
time or another.
—————————— Sandra —--————---

(Have YOU got any tips for beginners?)



SOFTWARE REVIEWS
THE ALIEN FROM OUTER SPACE/DRAGON’'S TOOTH - Incentive ‘s Double Gold -
Price £7.95 - Machine BBC B

THE ALIEN is a text and graphics adventure cum strategy game. You
play a head scientist summoned to a British Antarctic Research
Station which has been invaded by an Alien Life Form (ALF). When vyou
arrive, six of the original team are still alive, but one or more
could be a mutant. You have to decide who they are, and find ways of
destroying them. A full scenario is given on the package inlay, and
is worth reading as it contains clues on characters and methods of
destruction.

As the game is set in the confined area of a research station, only
30 locations are used, 16 rooms and 14 corridors. All are excellently
illustrated (at the top of the screen). The draughtsmanship is
perfect, and more than makes up for the prosaic text which scrolls
underneath and simply advises you which location you have entered,
what you can see and available exits. Inputs are extremely tedious at
times as they have to be very precise.

The adventuring part is mapping the well laid out rooms and
corridors, and discovering essential items. Nothing seems out of
place; some items are inside sealed/locked/closed containers, sOome
are cleverly disguised as everyday "household" objects. The strategy
begins when random elements seem to take over and your best planned
solution has to be amended because, for example, the 1lights go out
before you have found the torch. The characters are passive until
taken over by ALFs, then they set fire to rooms and fight viciously.
I think the hardest part of the game is to wound a mutant before you
can go in for the kill. The methods of wounding and killing have to
be discovered — various bits of paper advise you which items are
necessary for making weapons. How and in which order you get them is
up to you. In one room is a device which tells you how many ALFs
there are at any given time. To win, you must kill them all. It isn’t
easy. There doesn‘t seem to be any specific order of action
guaranteed to win, therefore if you like a change from the usual
dungeons and dragons type adventure, this will fill in quite a few
dark evenings during the winter.

THE DRAGON'S TOOTH is a text adventure plus 3 illustrations. You
play a villager whose lands have been devastated by a Dragon created
by a sorceror from the north. An elf from your villagew had slain the
dragon, but in turn was killed by sentinels. The dragon’s head was
mounted above the entrance door to the mountain, and one of his teeth
was taken by the evil sorceror to ensure the curse remained over the
lands. An old wizard used his powers to beat the sorceror but later
was overpowered by the sentinels and imprisoned inside a deep maze.
He sends a message back to the village saying that if someone could
find and give him the tooth he could lift the curse.

There are over 60 locations but only three of them are illustrated, a
fact not made clear on the inlay. Inputs are usually verb and noun,
occasionally an adverb has to be added. Location descriptions are
sparse and EXAMINE and LOOK don‘t always give you all the information
necessary.



You can carry/wear up to 12 items, and all portable objects have a
use. The beginning 1w rather poor but picks up a bit later on. Some
puzzles may be difficult, and some bugs in the programming and
mistakes in the wording don’t help, so SAVE frequently is the best
advice I can giva. Of the useful items my favourite was the Pocket
beastie, especially if you RUB it. The maze is quite easy to wmap, I
am glad to say. You must map the maze as that is where you must take
the tooth to give to the wizard.

PACKAGING The inlay is very comprehensive. It gives +full storylines
on each adventure, plus help with input commands. The one let-down is
the illustration. I hope no-one buys an adventure Jjust because the
picture on the box looks good; it is, after all, the contents that
matter; however, the Alien seems more scared than scary, and a more
exciting picture would surely attract more attention when on display
in a shop.

CONCLUSION With two such contrasting adventures (both written on the
BAC) it is difficult to predict which one will be more popular.

PERSONAL CHOICE The Alien on the ‘A’ side justifies the gold medal
and the price of £7.95. The Dragon’'s Tooth on the ‘B’ wside gets a
silver medal and could be considered as more of a bonus.

Reviewer - BARBARA GIBB - BBC
R e T e
INCENTIVE'S DOUBLE GOLD LABEL
Amstrad CPC - NOVA and HAUNTED HOUSE - £7.95
NOVA is a Techno Graphic Adventure set in a wrecked space station.
Can you annihilate the cyborgs or even activate any of the mysterious
alien equipment? - Programmed by Jem Wyer.
HAUNTED HOUSE - Programmed by Jason Twigg.

Commodore &4 - ZODIAC and THE SECRET OF LIFE - £7.95
ZODIAC - You and your tribe are about to be wiped out by Ramus. It is
said that the only defence against evil is in the stars. Your mission
is to find the twelve signs of the Zodiac. - Programmed by Andrew
Osborne.
THE SECRET OF LIFE - Programmed by Mark Jennings.

BBC B - THE ALIEN FROM OUTER SPACE and DRAGON'S TOOTH - £7.95
THE ALIEN FROM DUTER SPACE - "We cannot say whether we have killed
all the mutants or not. The Alien Life form may still be hidden
inside one of us, but we don‘t know who, S0 we cannot trust one
another. Help us to destroy it before it destroys us.”
Programmed by Andrew Pickford.
DRAGON"S TOOTH - Programmed by Philip McHardy.

INCENTIVE MEDALLION GRAPHIC ADVENTURE
Spectrum - KARYSSIA - £7.95
KARYSSIA is a fantastic three part adventure featuring:-—
Puzzles, Combat, Isometric Graphics, Speech, Skill and Stamina and a
Money System. -~ Programmed by D. & R. Shacklady.

Incentive Software Ltd., 2 Minerva House, Calleva Park,
Aldermaston, Berkshire. RG7 4QW



THE PROSPECTOR/THE CROWN OF RAMHOTEP - Tartan Software - £2.95
S

These new "doublepack' adventures come to you courtesy of the creators of CASTLE
EERIE, SHIPWRECK and PRINCE OF TYNDAL ... Gladys and Gerry Officer. Like those
previous releases, these titles have been written with the Quill and its suite of
add-on utilities, and they display the technical competence which we have come to
expect from these two authors. Good use has been made throughout of redesigned
character sets, neat graphics, nice EXAMINE command, and a nifty ''screen dissolve'
routine ... as well as the usual features (i.e. pictures on/off, Ramsave/load, etc.).

The Prospector

The year is 1649. The place is Tombstone Creek. You have joined thousands of other
people in a mad scramble for golds You arrive at this one-horse town in California,
almost broke and with no possessions. You must use your wits to get some money,

buy or find the necessary equipment, and then go prospecting to find a mine. In
Tomostone Creek itself is the Assay Office. You must return with proof of your
find in order to successfully register your claim,

If this plot sounds familiar to some of you, it could be because this game, in

its original incarnation, was previously released by the infamous Central Solutionms
on one of its ten-pack compilations. It has now been substantially revamped and
revised (it says here) before being re-released by Tartan Software. I haven't
actually seen the Central Solutions version, so I can't really say just how much

of the adventure has been changed, and I therefore can't judge if it would be
worthwhile playing the Tartan game if you've already played the earlier one. Perhaps
somebody who has seen both versions would like to let us all know?

There is no actual HELP command in the adventure proper. However, a brief list

of "Playing Hints'" is given at the end of the “Introduction and Instructiomns"
part of the game. This is an unusual inclusion, and, its biggest drawback, as

far as I can see, is that you don't know whether it is going to give you the help
you need until you've read all the way through it ... and by then, you may have
learned something you didn't really want to know. But that's the chance you take.
To be fair to this feature, it doesn't actually give you any explicit answers to
any of the problems in the game ... the hints are much more of a general nature.
I liked it, and found it to be useful ... and, on the basis that some help is
always better than none, I'm glad that the authors decided to include it.

Into the game itself ... and the first problem you're likely to discover is that
you only possess tem dollars in cash, but every single item on sale in the town
costs ten dollars each!: You're obviously going to have to acquire some of the
folding stuff before you are going to get very far.

However, the first problem you are going to have to solve (otherwise, you won't
get anywhere at all) concerns a BAG. You find it lying innocently on the town
Rubbish Dump. "EXAMINE BAG" tells you that it has a lot of holes in it. In fact,
it looks more like a net.

Now the problems in this game (and its partner) are fairly tough. There's no two
ways about that: And one of the reasoms that they are tough is because the game
does not take you by the hand and lead you gently from one premise to the next
until you finally put question and answer together and solve the problem. All the
solutions to all the problems are logical, but they often require several logical



steps to be taken, and not all of the steps take place in the game, some must take
place in your head only.

The BAG, as well as being the first problem you absolutely must solve in order to
get the game to open up, is a prime example of this technique. You could be forgiven
for thinking, from the information given by the response to EXAMINE, that you were
expected to use this BAG as a NET ... perhaps to strain something through, or to
trawl the nearby river. But, you'd be wrong. What the response to EXAMINE is
actually telling you is that this is a STRING BAG (full of holes ... like a net ...
yes?).. But deducing that is not enough. You must now take it one step further

and realise that by using "UNRAVEL BAG" you can get yourself a nice long LENGTH

OF STRING!: (This is going to be useful to you, believe me.).

So, as I say, a logical solution ... but the logical deduction must take place
inside your head, there is nothing in the game which is going to help you stumble
on the right thing to do: Not all of the problems in the game are like this ...
some are much more straightforward ... but a goodly number are. So, prepare to
have your brain cells stretched:

The Crown Of Ramhotep

Some time ago, you received by carrier a package containing an ancient Scroll, a
curious Box, and a Letter from an old friend (a well known archaeologist). The
Letter read as follows:
"Dear John,

as you may have heard, 1 have been excavating in Egypt, and I
have made a remarkable discovery. I have found the 'Crown of Ramhotep': But, I
had to flee, leaving the Crown inside its pyramid. I was fortumate to escape with
_ my life.

1 intend to set out on another expedition to the pyramid as soon as possible.
Please come and help me to get this fabulous treasure.

I suggest that you come to the village on the Nile where we met last year,
and then journey south to the oasis. All being well, I will meet you there, and
we can share the glory of this discovery together.

Yours sincerely,
Bill"

Well, it s like a red rag to a bull, isn't it? Treasure:. Glory. How can you resist?
You can't: So before anyone can say “Tutankamin ... Tutankxmmxng eos Tututhrou ...
Pharoah!", you're offski: Egypt bound, hell bent for leather::

Which is where the game starts ... in that little village beside the Nile. You will
need to explore thoroughly, and perform certain tasks, before you set out on your
journey to the oasis. Some money, for instance, to pay your hotel bill would
definitely be useful, and some way of translating all the Egyptian writing about
the place might be handy ... and don't forget some petrol for your car, as getting
stranded out among the sand dunes will do nothing to improve your outlook on life,
1 guarantee you.

Neither will the reception awaiting you at the oasis. However, thankfully, the
incident does mot prove to be fatal, and you are soon on your way again. If you

can survive the sandstorm which soon blows up, you will soon make contact with

your friend. But, he's not feeling very well ... in fact, he's dead. Which means
you're all on your own, and you don't know where the pyramid is: Diligent searching
amongst the miles and miles of dunes will eventually bring you to it, and even more
diligent searching will reveal the way in. Then, your problems really start ...






