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COPYRIGHT

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.

Readers whose work is printed in the magazine continue to hold

copyright on all material written by them, and are
elsewhere ... it still belongs to them.

free

to use it
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up to SIX copies in advance. Prices as shown below:—

United Kingdom secscesesans £1.25
Europe (incl. S. Ireland) cussasmanens £1.75
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All back copies are still available commencing with Issue 1 June 1986.

Issues 1, 2 and 3 at S50p each (7S5p Europe, £1 R.0.W.)

Issues 4 to 19 inclusive at £1 each (£1.50 Europe, £2 R.0.W.)

VOLUME II Issue 1 onwards at £1.25 each (£1.75 Europe, £2 R.0.W.)

(Higher Prices from 1lst January 1988
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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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PHOTOCOPYING

A4/AS Single sided - S5p per sheet
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Add 10% for return postage.
Minimum order of 10 sheets.

Send details of your requirements to Adventure Probe.
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ADVENTURE PROBE is distributed on the 1ist to 3rd

of

each month.

Copy date for contributions, advertisements etc. 14th of each month.
Reviews are welcome from readers but please check first to make sure

nobody else has sent in a review of the same game.
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€Eoitorial
Welcome to Volume II Issue 2 of ‘FProbe’.

Firstly, my sincere apologies to everyone who has been kept waiting
for replies to letters. I haven’'t had time to turn around over the
last month, my husband had to keep reminding me to breathe!

I'm afraid it doesn’t look as if the situation is going to improve
over the next few months so I would prefer if you telephoned with
queries or you could be kept waiting far longer than is usual for a
reply. Apart from the Saturday and Sunday times which are shown at
the back of the magazine you could take pot luck and telephone Monday
to Friday between 10 a.m. and 2 p.m. when you’'re most likely to catch
me at home. Somebody has to do the shopping, collect the kids from
school and take them to the dentist etc., and it’s wusually muggins
here that has to do it, so I can’t guarantee to be there.

John Barnsley is taking over as Editor of ‘Soothsayer’ from the March
issue to give me more time to deal with ‘Probe’. Thanks for stepping
in John I'm sure you’ll do a great job. However, John will no longer
have time to send in ‘J. R. ‘s Pages’ so I will need contributions for
the various sections: Hints, Objects and Their Uses, Precision
Corner, Getting You Started, One page maps. We also seem to have a
dearth of games to review for machines other than Spectrum, so if you
fancy writing a review then get in touch just to make sure that
no—one else has offered to do the same game. When vyou do send in
reviews then please try to list all the machines that the game is
available for.

Those of you who have dealt with Alex Aird in the past will be
pleased to learn that he has opened up a new shop and can be
contacted by telephone during office hours. The new address and phone
number are as follows: Tel: 021 770 0468
Alrd Services, The Computer Store, Unit 82 In Shops,
Chelmsley Wood Shopping Centre, Chelmsley Wood, Birmingham. B37 STL

Hope you enjoy this issue of ‘Probe’ and see you all next month.

Sandra
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CODED MESSAGES
by Mandy Rodrigues
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I don‘t know how other readers feel about coded messages but I for
one absolutely love them! I can happily spend hours with a pen and
paper trying various ways of cracking them. More and more programmers
are including coded messages into their adventures these days and I
think a little more attention toc this subject is necessary.

The more usual type of code is a simple substitution of letters i.e.
Z0PRX = DELTR. There is sometimes an added twist in that the message,
once decoded, must be read backwards to make sense. If & code uses
strange runes or symbols then the player will usually find &a strong
clue to the decoding somewhere in the adventure to help him on his
way.

When confronted by a coded message I have now worked out a system to
get me started and I would like to share it with you. If readers have
any other useful systems for cracking codes I hope they will send
them in to Probe so that we can get cracking (sorry!) on our unsolved
codes.

When I first examine a coded letter or message I always begin by
checking which of the letters is repeated most. It is a fact that the
letter ‘E’ is the most used in the English language and so it stands
to reason that if a letter keeps cropping up then I will try to
substitute ‘E° first.

I also look out for any words of fifteen letters as this could well
‘indicate the word “Congratulations". I also check to see if there is
an eleven letter word followed by a two letter word as this might
mean "Combination is". Similarly a four letter word at the start with
no repeated letters could be "Dear" especially if it is a letter. 1
have even come across "To whom it may concern®” which is also quite
easy to spot.

Look for single letters set on their own as this is wusually ‘I’ or
‘a’ and three letter words, especially if they are repeated, could
well indicate "the" or “and".

Once you have got two or three letters decoded you will see that some
words are recognisable and from then on it is plain sailing.

Other types of code can include repeated letters in words i.e. “Soon
popped free canon did Boom Boom roar"” which if you take only the
repeated letters in each word, translates simply as Open Door.
Another type of code could be along similar lines but with the ending
and beginning of letters giving the clue as in "Go outstrip Pete even
now we excell Lovel Lawson" which means of course ‘Open well’.

Thankfully, because of the amount of words required in the above they
are not used too often because of the memory used up.
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Some coded messages can be guite obvious but so easily missed such as
the one in the Bomb Shelter in Hollywood Hi-Jdinks. On the safe is a
plaque which reads "Levy, Regan, Lebling - Safe Company, Upper
Sandusky, Ohio. 1936". 1 confess that I spent so much time trying to
crack the code by a substitution of letters that I completely missed
the clue altogether. By the time I had finished 1 could have compiled
a dictionary with the hundreds of words I had made from that short
sentence. I could have kicked myself when it finally hit me. The
words Levy, Regan, Lebling were the only ones I needed. Levy started
with L for Left and had four letters so that was Left 4, Regan in the
same way indicated Right § and Lebling meant Left 7. So be warned
that sometimes you can think a code far more complex than it is and
waste valuable time.

RNOANEAPCOIRRUFEA! No 1 haven'’'t gone bats in the belfry ... YET!!!
This is the answer to Goldbum’'s question in Boggit 2. The way to go
about decoding that is as follows: the First letter is the last
letter of the first half of the answer, the second letter is the last
letter of the second half, the third letter is the second - last
lettter of the first half, the fourth letter is second - last letter
of the second half and so on and so on ... that is rather a sneaky
one and, in fact, I decoded it by just rearranging the letters until
I came up with African or Eurpoean.

Hurry up and write in with your comments on Codes.
Memanwhile ... Tatty Trumpets Fluff Anyone!
il**l*i*li*ii*********************************i*i&*****i*l***%*******
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RKeviews

THE LOST RUBY - Wrightchoice Software - £3.95
Fededede ek e e ARk A ok ke

1 wonder how many of you watch "TREASURE HUNT'? That's the Channel Four programme
which features Anneka Rice scurrying about the countryside in a helicopter, eagerly
trying to track down clues which will, hopefully, lead to the discovery of treasure
trove before the 45 minute time limit runs out. I must admit that I had deliberately
managed to avoid the programme for an awful long time ... I didn't think I could
take a whole hour of Anneka's exhuberant personality ... until a colleague at wortk
recently talked me into taking a look at it, with a firm assurance that I would
enjoy the show! Well, he was right ... I became hooked immediately:. The programme
turned out to be very different from what I expected ... in fact, it's a fairly
intelligent and entertaining game-show with a lot of characteristics that will
appeal to adventure gamers of all kinds.

So what has all this to do with THE LOST RUBY? Well, it just happened that the
first episode of TREASURE HUNT I watched was set on the Isle Of Wight, and
featured many of the interesting locations to be found on that island ... and THE
LOST RUBY is also set on the Isle Of Wight, and features many of the interesting
locations to be found on that islande:.: In fact, if not for TREASURE HUNT, I don't
think I'd have ever worked out the purpose of the donkey in the Well House at
Carisbroke Castle, and wouldn't have known what to do with the beast when I came
across him in THE LOST RUBY.

But, enough of this digression, what about the plot? Well, in the summer of 1891
Queen Victoria hid a ruby somewhere on the Isle Of Wight. Throughout that year
hundreds of people searched the island for the priceless jewel, but it was not
discovered. When Queen Victoria died in 1901, the ruby had still not been found,
and its secret location was committed o the grave along with the great momarch.
Despite the passage of time, many clues still remain as to the whereabouts of the
ruby. Perhaps you can track them down ... and solve the mystery?

Is this a true tale? I know mot! Does it matter? I think notl: It's as good a
premise for a "hunt the treasure' adventure as any other, and perhaps a better ome
than many.

The game is written by Roy Dainty, with additional coding by Andrew Wright. The
Quill and, I assume, its associated utilities have been used, so all the features
you would expect to find in an adventure these days have been included, especially
the almost indispensable Ramsave. There's a good redesigned character set, and ample
use of colour. The graphics are functional rather than inspiring, but they do draw
quickly, and can be turned off if you so choose. The packaging is very professional,
even by Wrightchoice's high standards, with the cassette inlay boasting a colour
illustration on good quality, glossy paper. Very nice indeed.

You start the game standing in the middle of Sandown, but will soon find yourself
passing through Shanklin, Ventnor, Cowes, Ryde and plenty of other places with
familiar-sounding names. You will need to pay visits to Carisbroke Castle, Osborne
House (Queen Victoria's residence on the island), the Robin Hill Country Park, the
Wax iiuseum at Brading, and the wonderfully named Blackgang Chine. Almost the very
first thing that you will discover is that admittance to all these interesting
places is only possible if you have a Pass ... so you'll need to find one from
somewhere. After you've had your Pass for a while, and visited a few places, you
will find that, as with most of the good things in life, it doesn't last forever.
You'll therefore need to formulate a strategy which will get you in and out of the
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necessary locations, with the necessary objects, before the Pass expires on you.
This is not altogether easy as you will only be able to visit most places just once.
You therefore need to thoroughly explore the whole adventure, discover all the
objects, identify all the puzzles, and spot the connections or solutions between
them ... and then start all over again from the beginning, keeping your fingers
crossed that you've managed to work it out correctly.: Much to-ing and fro-ing

and exercise of the little grey cells will be required in order to achieve success,
but that's the fun of it, isn't it?

A word of warning ... after you 'SHOW PASS" at the gateway to wherever you wish to
go, you must then "ENTER location name" before actually going in. The "location
name'' expected by the programme is usually the first word in the name of the place
you wish to visit. Thus, to get into the Robin Hill Country Park, the inputs
required are '"SHOW PASS'" "ENTER ROBIN". Trying to "ENTER HILL'" or "ENTER PARK" is
unlikely to get you anywhere ... stick to the first word of the name in every case
and you should be 0.K.

The game also makes use (twice) of a favourite Wrightchoice feature ... the need
to "SEARCH CAREFULLY" in particular locations. Usually I frown upon these type of
inputs because I don't think they're fair ... however, in this game, they caused
me no trouble at all ... probably because, having played a few Wrightchoice games
now, I was expecting to have to find the feature used ... but also because
“CAREFULLY" is included as a noun in the list of words which can be called up and
examined by the player whenever he wishes. You can hardly accuse a writer of being
unfair if he actually tells you the words he's used, can you? (I still don't like
""SEARCH CAREFULLY" though:).

You will also find that some things will only happen in the game if other things
have happened first or if you are carrying specific objects. Hence, the Craft
Shop in the Robin Hill Country Park seems a fairly worthless location, until you
enter it carrying the right object (either by design or, as in my case, by complete
accident), and then some interesting things happen. Similarly, you will need to
let the Cowboy win a hand of cards (Cowboys? On the Isle Of Wight?? You'll
understand it when you play the game..) before you can open up the Safe, because
his winning hand provides a clue to the combination needed to get tne Safe open.
Even if you already know the combination, you have to go through the motions of
actually letting him win or you will not open the Safe successfully. So, if you
seem to be stuck, try varying your Inventory, or tackling the tasks in a different
order, you could be suprised what might happens
f all else fails however, Wrightchoice operate a postal and telephone helpline,
the excellence of which I can personally vouch for. Stuck very near the end of this
adventure, knowing what to do but not quite able to pull it off, I rang for
assistance one evening. Unfortunately, Andrew was not in but Mrs Wright was. Despite
being less than 1007, familiar with the game, and being up to her ears in Christmas
decorations, the lady was ever so kind and could not do enmough to help me sort
out my dilemma. She even went so far as to search through her husbands programming
notes in the search for a meaningful clue, and she constantly assured me that I
was being no bother, despite my firm conviction that I was being a damned nuisance.
Eventually, between us, we worked out the correct method of tackling the problem
and I was able to finish the game. I would like to thank her ever so much for her
patience and perseverance. It was very much appreciated. Thank you Mrs Wright.

THE LOST RUBY is Wrightchoice's most playable adventure yet. By the time you've
finished it, you'll feel like visiting the Isle Of Wight. It appears to be a very
interesting place.:

Reviewer -~ Jim O0'keeffe - Spectrum

WRIGHTCHOICE SOFTWARE, P.O. Box 100, Troon, Ayrshire, KA10 6BD.
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