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i CORYRITNT a et
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 héld

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

DR NN U0 B K06 B K00 B0 NS 3 0 3 00 3 3 B35 3 96 30 30 3636 36 4 36 036 3000 S B M B30 3 3 4 B 0 2 8
%48+ OUBSCRIPTIONS ###%

Copies can be ordered month by month if you wish, or you can order up
to TWELVE months in advance. Prices are shown below:-

United Kingdom vesesassascas £1.25 per copy
Europe (Incl. S. Ireland) & sizeliss wiensraatansiere ; £1.75 per copy
Rest Of World (Surface mail)...coeoceccoce £1.75 per copy
Rest Of World (Air mail) 4 e e e £2.00 per copy

A1l back copies are still available commencing with issue’ 1 June
1986. ¢ :

Tssues 1, 2 and 3 at 50p each (75p Europe, £1 R.0.W.)

Issues 4 to 19 inclusive at £1 each(£l,50 Europe, £2.00 R.0.W.)
Vol II Issue | onwards at £1.25 each(£1.75 Europe, £2.00 R0 W. )
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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 3p per word.
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#x® PHOTOCOPYING ##*

e e i

AL/AS5 Single sided - 5p per sheet
AL/AS5 Double sided - 8p per sheet
Reduction from A3 to A4 or AL to A5 - 5p per sheet

Add 10% for return postage. Minimum order of 10 sheets.
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ADVENTUSE PRORE is distributed on the Ist to 3rd of each month. Ccry
date for contributions, advertisements etc. I4th of each morn-z.
Please sen? all correspcnience, subscriptions etc. to ‘the Edizgn.
Please make all paymen®s in pounds sterling. Cheques/P.0's should Uue
crossed and made payatle to Adventure Probe. '

ELCITOR Yandy'Rodrigues, 2/ Maes y Cwm, Llandudno, Gwynedd LL30 1JE.
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Grateful thanks to the following readers for sendin
g in co
over the last month. ntrid Ut Lens

Chris Banks. Neil Shipman, Bob Adams, Joy Birley, Perry
Brian R. Fell., Joan Pancott, Mike Brailsford, Jim J'Keefte Faul
Brunyee, Chris Conwell. Loi 0Oakes. John Kendal-Archer, Allan L
Phillips. Sandra Sharkey, Mark Walker, Robert Shiriey Mar ;
Porteous. Nic Rumsey. Tony Bevan, Emma Heggie, Alf Bald;in lin
Findlay, Don Macleod, Barbara Gibb, J. Wildey, The Grue. Pat
Winstanley and Barbara Bassingthwaighte, '

Williams,

The lovely cover picture this month is by Alian Batchellor

Special thanks to all the readers who have sent in all
pictures for the cover of Frobe. They are
them all in the order in  which they were

the beautirful

intend to use
received so

lovely and |

; 2 ie
patient it vours hasn’t appeared vet. please be.
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Wwelcoms o voi | issue 7 of Adventure Frobe.

| am ge:ignted t2 say that | have ioads cof g00d news to tell vou about
this month. First of ail 3andra nas nad ner operation and is feeling
bertt2r Tnan sne nas cdone in veaars. She nas astounded everyone. not least
nerssiIl., ©v ner amazing recovery. She 13 supposed to be reeling awtul
but | am gceiignted to t211 you that 'she :is not! JSur Sandra, true to
rorm. 13 up and about and reeling fighting rait. She hnhas =zasked me to
thark ,2u ait vary much for all vyour goez wisn2s and the hundreds or get
well caras vou rave sent ner and to tel! vou tnat, as scon as she can,
she wiit repiy ts vouw all. Well done Sandra. | am so pieasea that vou
have come *tnrough 1t alt so well.

Congratuzlations to Allan FPhiliips and his loveiy new bride. Anita. On
venaif of all tne readers | wish you botn every happiness.

More good nzws! Congratulations to Jim and Hazel O'keerfe on the birth of
Laura kuth. A ilovely bouncing June babyv and, if she takes after dad, a
ruture adventurer! Well done and very best wishes to you all.

My apologies to all for the mistake in the 'Getting You 3Started’ section
ot last month when | said that Double Agent had been piayed on Commodore.
This of course should have been 'played on 3pectrum’. Doubie Agent is
availapie for Spectrum only. One or two people hnhave pointed out that

tney were very reluctant to remove the centre pages of the June issue
with the guestionnaire and some either wrote out the questionnaire or

made photocopies of it If anyone would like “‘to “fill in the
gquestionnaire but is reluctant to remove the pages then please drop me a
line and | wili happily send them the guestionnaire to fill in. A S.A.E.
woulcd be very helprful if at all possible.

The otner guestionnaire by June Rowe is in this issue but the same
probiem should not arise as June would like the answers sent in on a
postcard. Both June and Faul Brunyee have worked very hard on these so
let's give them as good a response as we possibly can.

The response to the Winter Wonderland competition has been a bit

disappointing (i know. Sandra. you did warn me, but the entries I have
had have been very good. The winhing entries will be in the next issue
tog=ther with some of the runners up. The readers who sent in the rude
ones will nave to perspire for a month now wondering if tney are going to
be published as well!

There has aiso been a poor response to the special offer’s from the
'Home-Grown' adventure advertisements in Frobe which has once again
saddenad me. come on Commodore and Spectrum owners, lets give these
wonderful adventure writers the response they deserve. They are not out
to make a huge profit (the ridiculousiy low prices show that!) but it
breaks my heart to hear that Jack Lockerby will no longer be selling
adventures for Commodore because of the lack of response. or John Wilson
wondering if he has wasted his time advertising his special offers and
sending in free adventures tor future competitions. The offers won't
iast ror ever vou know. Come on, you just don't know what vyou are
missing!

Due to unrersesn circumstances John Barnsley has had to temporarily call
a nhalt to his telephone helpline service but he will continue to offer
help to anyone wno writes to him. Please note that 3cothsayer 1is not
affected in any way and this is due entirely to the sudden ill health of

John's son wno is now in hospital. Fiease help John to keep the
telepnone 1ree tor any emergency calls. Further information will be in
the next issue or Soothsaver but meanwhile | am sure you will join me in

wishing John’s son a speedy recovery.
Well that's all from me for this month. See you all again next month.

Mandy
4



I REV 1IEWS 2 % %

TRINITY =~ INFOCOH
Avaitabie only for computeres with at least 128+ memory and disk
Shop around for the best price
REVIEWER - THE GRUE played on Commodore 128K

in 1985 Brian Moriarty went tc Albuquerque for his summer vacation,
during which he visited the site of the first Atomic Bomb. A year
later Infocom released Trinity.

The game begins in London where you are a tourist on the last day of

your $589 vacation. At tirst nothing seems out of the ordinary but
soon the sound of air raid sirens fil1l the air, the City |is
threatened with the instant annihilation of an Hydrogen Bomb.

1f you are gquick you will be abie to escape through a white door into

a magical and mysterious worid.

As you start to explore this strange land you begin to notice
numerous gigantic toadstocls dotted around, atso & large shacow
moving slowly across the landscape. As th tip of the shadow touches
a toadstool another white door appears and within each door another
twilight world in which every atomic explosion that has ever occurred
is inexplicably connected. UOnce you have gained control over this
shadow you will be able to keep the doors open whilst you wventure
into each, fail te do so and you become trapped.

These white doors lead you from the Siberian Tundra to a Tropical
lsland, from the depths of outer space to deep underground and
finally to the New Mexico desert, where you will arrive minutes
betfore the most fateful experiment of all time. It will ©be vyour
destiny to stop the detonation of the World’s first Atomic explosiorn,
code named Trinity.

Thie was the first puzzle orientatecd Interactive Plus game tfrom

Intocom and they did nat let us down. Some of the . puzzies require
considerable thought, others are tadely . Tstraignt forward such as
through the Nagasaki Door, here all you need to do is take the spade

and let the little girl show you her prowess with & bit of origami.
Une of the most interesting places tc visit first is & cottage, here
you will tind a magpie which keeps shouting something about a lizard,
some milk, & bit of honey and garlic..... ..1t goes boooom!!!

1f you take note of what the magpie has said, then when you see the
cauldron in the corner you should know that a magic potion is neeged.
Also the Arboretum is another contusing place at tirst, for after you
have climbed up one side and down the other, everything has totaily
reversed, even your mag will be back to front. This should provide
you with & clue on how to halt the progress of the shadow but it is
little bit weird the first time it happens.

You will soon learn in which direction is the last door but not being
a very good swimmer a boat is the best bet, There is much to dc in
the last scenaric such as negotiating the snake in & ranch house and
eavesdropping on & man wearing a pork pie hat as the countcown
comences.

It is only now that | found out what the waslikie talkie was Ier,
althnough by trying to use it betore would have meant a lot of
backtracking. Trying Yo o¢iimk TLhe tower tc agisarm the bombt zi20
caused me csome trcubie s | repeatedly kept getting caught in  tne
glare o1 the searcnlight. These Tcr me 1o0rtunztely were only minsr
setbacks, my mMaicr one anc perhaps the only thing i could finc o

criticise apout the game was the wiring diagram ©i the bomb.

l1 seemed pretty simpie a¢ to whicn wire 1| should cut but evervtime |
cut the wrong OnNne, The reascn tor this was a circuit breaker which
wner openea 1or tne firgt time charniges the wiring Clagfram. 1 hac
read the diragram anog droppec it bercre climbing down the tower, e
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thinking that | wcould need it again, so everytime | railed to stop

the detonation | had to restore. My last restored position was arter
dropping the diagram and this made it difficult ror me to locate my
problem. I could not see why this sort of random element had been

introduced into the adventure.

The descriptive text is a joy to r2ad but what makes this one of my
favourite Intocom games is the way Brian Moriarty has successtully

blended fact and fiction, rantasy and realism. The more | piay this
game | realise how well the fantasy is based on tact, wny have a
ranch house, a tropicai island etc? Well they did play a real part

in events leading up to the day Trinity went bang!!!!!!!

In Trinity there are only 36 takable objects and there are 120

locations. In Infocom adventures you will often come across amusing
responses, some easily, others you will have to search for. In
Trinity the Bird Woman found at the begining of the game will come up
with a few. [t you experiment you soon realise that you can ask her
about most items in the game such as the Gnomon, Ruby and Wabewalker.
The most unexpected response came when [ asked her about ’'Trinity’
but don’'t expect me to tell you what happened.

Other things to try that will give unusual responses are: Read the
book in cottage more than once, call the dolphin ’Jaws’, stroke

Roadrunner and eat the skink.

The packaging which is so important to Infocom games includes a copy
of The Illustrated Story of the Atomic Bomb. This historical comic
book gives you the facts behind the fantasy and valuable clues to
soiving puzzles in the story. Also included is a decorated punch-out
sundial, a detailed map of the Trinity site and the instructions for
folding a paper bird. Mine looked more like a cross between a
Pterodactyl and a Yak, but who cares?!
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HE GAC DATABASE PRINTER by Don Macleod (Big 3Sky Software

Reviewer - Christopher Hester (Commodore 64)

Have you written an adventure game with the Graphic Adventure Creator
on Commodore 647 If so, then you’ll need to print out all your text
and coding, won't you? The trouble is, there isn't a printing option
available on the Commodore version of Incentive’s GAC, unlike The
Quill, so what can you do? Wouldn't it be good if some kind soul had
written a program to print out your adventure's information? Well
Don Macleod had done just that! Break out the cans of beer and load
in the GAC DATABASE PRINTER!'!!

Not only does Don’s marvellous program allow you to print out ALL
your GAC database, but you can also remove those nasty words that

you've deleted, but which stay in the memory! This means that your
game no longer needs to suffer from an impending "Out Of Memory"
message when you didn’'t realise deleted words still ate up that
precious memory you need for new words. After a few month’'s hard
coding, your game will have gone through a great many changes and
you'll have altered many words. | took about a year to write my
first GAC game, until | ran out of memory. | then realised this was
due to my unused words remaining in the memory, using up large
amounts of bytes! At the time, | had no option but to write out the
ENTIRE text of my game, line by line using pen and paper, which took
several days as you can imagine! Then | had to feed it all back in
(!) line by line, so | knew that only the words | wanted were in the
memory. Believe it or not, | found that where ['d run out of memory
berore, | now had 3100 bytes spare!!! in other words, the deieted

6 words still held in memory by the naughty GAC had claimed a whopping



S.1h ot wasted memory!
Now that memory can be recliaimed without having tc write out your

entire game - incredibly, all vou have to do is 10ad your database
into Don's program and select the "Examine Dictionary" option, from
where you can choose to remove the deleted words all in one go! Thie
option is simply invaluable to anyone who has written, or is writing
a GAC game! There is nothing to stop you returning to GAC and
experimenting with words, whatever their length, until you get . the
right one. Thern go back and reselect the Examine Dictionary option!!

So you could try, for the first time, difterent words such ac¢
"amazing" and "amazingly” which before you knew to avoild, as each
word was fully stored by GAC. 1f you choose only "amazingly" tor

your game, why waste bytes with the deleted "amazing"? Not any more!

All the options in the GAC DATABASE PRINTER program are just like
those of GAC - upcon loading the former, you'll see & menu trom where
the rirst letter of the word is all you need to press, so for Examine
Dictionary, simply press "E". What's more, you can choose toc send
the result to either the SCREEN. or both the SCREEN and PRINTER by
using key F1i. 1f you just want to print out your game'’s list of
Objects, just select the option using "O" and thern you can choose the
obiects you wish to print trom their number. So it you only want
objects 24 to 33 printed outy, just enter Z4, <RETURN, 33, <RETURN.,
and you're off! It you want all the objects, just presc <RETURN. on
its own twice, and you'll get all the objects from number © to 25t.

You can, of course, also choose to print out your Adverbs, Verbs,

Nouns, etc. plus ail your lines of conditions and Room. Descriptions
just like the objects! If you want to print out ALL your game, the
menu offers a Freset Order that it’'ll work through. Simply press "P"
and you can sit back! Open another can of beer if you like, whilst
your printer reels off all your text in one go! However, it vou reel
you’d rather have the Nouns tfirst, or a totally ditferent order

altogether, Don hacs kindly allowed vou tc alter the menu order very
easily indeed. You can even save your new order and use it again
later! This is what | call a friendly program!

While you're at it, the Examine Dictionary option aisc enables you to

do something rather clever. It"1l1l provide you with & neat list of
how many times you’ve used each word, which can teli you several
things, for instance if you’ve used & word before, no matter where it
appeared, or not. Also if you're worried that you might be using a
word too often; such as "pleasant". The prcogram simptly lists every
word used next to the number of times it appears in your game ! So
now | know that in my completed GAC adventure, | used the word "the"
151 times, but the word "that" only 1& times' The list will also
tell you if a word is not used, in which case you can gc and delete

it sately!

I was glad to see such a userul and friendly program being released.
Guite simply, it vou have GAC on Commodore 64, you need this program
too! I only wigh ['d had it betore when writing my game!

The progrm must zisc have impressed Incentive as thev're planning g
bundle 1t with ths tuture reiease cf GAC Flus., but don't wailt until

then, vyou reatiy ¢ neeo this now - it's ACE! And if you fing you
agree, we:l, vyou ai1n't seen mothin' yet... Jjust wait trili you see
the atmescheric zoventure game Lon's also written!!! Move over,
Inrosom: «a

vaileole rtor the (COmMmMGOOre o4. Frice just
d Evanton hkoad.lingwali.Ross-shire, V1S
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