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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 free to use 1t
elsewhere ... it still belongs to them,

[f you write to Adventure Probe it will be assumed that the letter is

for publication in the letters pages unless marked "Not for
publication". If you require a reply other than with the magazine,
it would be helpful if you send a S.A.E. as the postage bill is

rather high.
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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 R e ot £1. 25 per-copy
Europe (lncl. S. lIlreland) S e e A £1.75 per copy
Rest of World (Susface Matly . i.e i comhse £1.75 per copy
Rest of World (Air Mail) L i e e £2.00 per copy
All back copies are still available commencing with Issue 1 June
1986.

Issues 1, 2 and 3 at 50p each (75p Europe, £1 R.D.W.)
Issues 4 to 19 inclusive at £1 each (£1.50 Europe, £2.00 R.O.W
Vol Il lssue 1 onwards at £1.25 each (£1.75 Europe, £2.00 R.0.W.

o)

)
Small amounts can be paid in stamps to save poundage if you wish.
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#%% ADVERTISING RATES *xx

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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**% PHOTOCOPYING %%
A4/AS Single sided - 5p per sheet
A4/AS5 Double sided - 8p per sheet
Reduction from A3 to A4 or A4 to A5 - 5p per sheet
Add 10% for return postage. Minimum order of 1@ sheets.
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ADVENTURE PROBE is distributed on the lst to 5th of each month. Copy

date for contributions, advertisements etc. 14th of each month.
Flease send all correspondence. subscriptions etc. te s the Editor:
Please make all payments in Founds Sterling. Cheques/F.0's should be

crossed and made pavyable to Adgventure Probe.

EDITOR Mandy kodrigues, 24 Maes y Cwm, Llandudno, Gwynedd LL3@® 1JE.
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Sincere thanks to the following readers for sending in contributions
over the last month:

Mike Brailsford, Christopher Hester, Doreen Bardon, Nic Rumsey, Paul
Erunyee, Linda Wright, Steve Coomber, Bob Adams, Brian R. Pell, Colin
Harris, Jay Gee, Neil Shipman, Fete Gerrard, Sam Dart, Paul Cardin,
Graham Collier, Steve Lodey, Tom Frost, John Wildey, Richard Batey,
Joy Birley, Neil Talbott, Barbara Gibb, Vince Barker, Alf Baldwin,
Phillip Reynolds, John Schofield, Joan Pancott, June Rowe, The Grue,
John R. Barnsley and Silvia Janssen.

The lovely cover picture this month is by Brian R. Pell.
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Editorial

Weicome to Volume Il Issue 11 of Adventure Probe.

First =zome good news. It is always sad when an Adventure Club or
magazine has to fold so | was very pleased to learn that one of our
readers, Faul Avis, has stepped in to rescue the ex S.A.E.C. This now
goes under the name of The Spectrum Adventure Swap Club. This is
great news for all Spectrum adventurers, especially ex S.A.E.C.

members. So if you have finished with that adventure why not swap it
for another? For full details write to Paul Avis, S.A.S.C., 48 Hewitt

Road, Hamworthy, Poole, Dorset, BH15 4QB. Quite a2 number of you have
written in to ask that | bring this to the attention of other readers
and | am very happy to do so. | wish Paul every success.

I have had a sneak preview of the latest adventure by Tartan Software.
Tom Frost kindly sent me &a pre-production copy of The Gordello
Incident which should be ready for sale by Christmas or early in the
new year. This adventure has the player controlling two characters as
in Tom's adventure, Double Agent, with the familiar split screen
showing where each character is located but, in The Gordello Incident
Tom has taken a great leap forward with very exciting results! The two

characters you control are Clones of yourself, | say main characters
because there are lots of other characters who pop in and out of the
various locations to add lots of atmosphere and interest. Your two
clones, however, have very decided opinions of their own and if you
hang around too long in one location without doing anything
constructive your clone is liable to inform you that he’'s had enough
hanging around, give you an amusing quip, and head off in another
direction with you in tow. But the clones are also helpful as they do
keep you informed of what is going on around them and will interrupt

to flash you a message even {f you are in the middle of an input! Very
cleverly done! Not just a very enjoyable adventure but a brilliant

piece of programming. I can hardly wait to get my hands on the
finished version so a full review c¢can appear in Probe. | have come
across characters who run off with a precious object in an adventure
before but this is the first time that I've come across one who can

take an object whilst you are in the middle of typing "Get Object™!
This new innovation in adventuring is certainly going to keep you busy
for a long time. Spectrum owners should watch out for this one - you
are in for a real treat!

Many of you have written in to say how much they enjoyed the article
on The Art 0Of The Maze by Roger White. The next article in the
series will be in the December issue so watch out for it.

Tony Bridge, Andy Moss, Ken Matthews and Fete Freebrey have very
kindly given ’Probe’ favourable mention in their adventure columns
recently - my thanks to them for their efforts. 1t helps tremendously
and is encouraging to have their support. 1 must say that it is great
to see the Grand Elf in the new Games Week with a full two pages of
aoventure news and help. Nice to have you back Tony, we have misgsed
you.

Hope you enjoy this issue. See you all again next month in the
December issue. Oh, and don’'t forget to send in some contributions
with a Chricetmassy flavour!

Mandy
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THE UNINVITED

(ICOM Simulations via Mirrorsoft)
A Review by John R. Barnsley - Atari ST

The very title of this piece of software conveys the doom ridden gothic
atmosphere which pervades the game.Shades of Lovecraft, Poe and King
stare down upon the house to which you have ROT been invited! The
packaging, which is similar to that of -Balance of Power, comes in the
form of a hard backed book which doubles as disc holder and instuction
manual. The tone of the book is a cross between Vincent Price and Rocky
Horror, a form of supernal levity and gallows humour which may not
endear it to those of delicate dispositions.

(I was impressed to note that there are instructions to optimise the
dual disc drive capabilities and feel that the game is irritatingly
full of “change disc" messages for us single drive owners!!). The
loading screens are full of foreboding and good doom-laden colouring.
Although the house would seem to be the standard Arkham house of
Lovecraft it has been situated by Loch Ness.

Your object is to enter the house, find your brother, and phone for a
taxi since, as in all good horror stories, your car is inoperable
following a crash. The controls to this adventure are through GEM by
clicking items you can move, open, examine and operate them at will. It
is this use of detailed GEM compatible art and menu bar commands that
makes the game novel. In the first place the artwork has to be detailed
since there is no descriptive narrative until the object is clicked on
by the user. Some descriptions are 1lightly humorous others are
downright blood-curdling, coupled with use of sampled sound effects an
altogether Hammer atmosphere exudes from the monitor screen. Secondly
there is an ease of ’‘getting’ or ‘dropping’ items that I have never
experienced, since each person, container or room has its own inventory
window and moving objects is simply a matter of dragging things around
and dropping them in the appropriate window. Thirdly the ability to
manipulate objects on screen can give the most entertaining effects,
try for example running round in the wheelchair, it will even hang off
the ceiling!

This is a novel approach to adventures, seen earlier in a game called
Deja-Vu.

I thoroughly applaud the system and think it must be what the window
system and GEM were written for - besides desk accessories work with it
as well. My only warning to those considering the purchase, is that
some of the gfaphics are horrific skeletal heads and zombies abound.
There is a strong supposition that players are aware of the nuances of
the supernatural and so some background reading is recommended to the
neophyte. All in all a ripping good adventure with laughs and chills in
fairly even mix.

(Note: Prices vary......bargains currently available from mail order
firms as low as 14.95 in some cases!!




THE BEAST - MARLIN GAMES.

EEVIEV BY A.W. BALDWIN,

This is the latect game from Linda Wright and is for the 128K \
Spectrum only. The game is text only but you do get some graphics
of objects, e.g., letter, bus timetable, local map,

You are a junior reporter on the staff of the Lowsea Gazette. One
morning, sitting at your desk sorting through the post, you find a
letter {rom s Miss Myrtle, who lives in Puddlecombe. She reports
rumours of a strange beast seen on the moor and thinks that the
Cagette might be interested in investigating the mystery., You show
the letter to your editor and he tells you to cover the story,
bringing back photographs if possible. The photographer is off sieck
8o you will have to manage the best you can, He gives you a fiwer
out of the petty cash for expenses and tells you to get going. You
consult the timetable in your desk and catch the bus to Puddlecombe.

0o arrival at Puddlecombe, you must discower what time events take
place, when the mobile library will be there, what time you can wisit
the church and when the offices, the store, the Tea Shoppe and the
pub ave open. Reading the various notices and talking to the people
will give you all the information you need. Then you must visit the
various locations to collect all the items you will need to surviwve
on the moor. A leaflet in the Ranger's house will give you this
information. Some of the items can be seen, some will be found by
examingtion, some can be bought at the village store and some will
be given to you by vwarious people but only if you ask them the right
questions or perform a service for them. Be careful with your money,
you have only just enough for essentials.

Once you have everything you need, you can set out for the moor.

Make sure you are wearing a waterproof garment or you will soon be
drenched by the rain and sent back to the village. Also carry the map
or you will get lost on the moor. Remember that it starts to get dark
at 6,40 p.m, and you must reach the shelter of the Shepherd's hut by
that time, and you have to find a way to cross the flooded river to
get there, Wandering around in the dark will result in a broken leg
and the end of the game. Spend the night in the hut and track down
the beast and take your photographs first thing the next morning,

The game is played in real time which is disrlayed at each location.

A minute ticks by each time you make a move., To complete the game, you
must be in the right place at the right time, if you miss anything, there
is no going back and some locations can only be visited once. However,
there is a Ramsave/Ramload facility, so it is advisable to save the game
when you reach Puddlecombe, Then you can explore the village and decide
in which order locations should be visited. You have 7 hours and 55 minutes
from the time you arrive at Puddlecombe till it gets dark at 6.40 p.m.

so you must make 475 movee before you can sleep for the night, This is

far more than you need, so you will have time to spare. I would have liked
to have the WAIT command programmed so that you could wait say 5 or 10
minutes at a time, I reached the hut “efore 5 p.m. and had to enter "WAIT"
a hundred times to take me up to bedtime. There is also a btug in the game
2t this location, even though I was in the hut and had 1it a rice warm
fire, T had to sleep in my wet clothes, because if I removed the kagoule,
I was being drenched by the rain and sert back to the village.

Despite these few criticisms, I thought the game was well written ard I

did enjoy playins it. It is not too difficult, so I woul?d recommend it
to beginners and experienced adventurers alike.
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THE TINNER L. ARE S
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by PAUL CARDIN £1.99
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I am reliably informed that angling is the most popular pastime in the U.K. ....
rising head and shoulders above its nearest rivals .... and I quite believe it
.ve» 1 have & brother and a brother-in-law who are both dotty about the sport!

FPersonally, however, I've always failed to understand the inherent fascination
that standing on wet and windy riverbanks seems to hold for so many people. They
spend all day attaching small, wriggly creatures onto equally small, sharp hooks
.o»« @nd then they toss both hooks and wriggly creatures out into the water ....
a process which eventually leads (if Lady Luck is smiling) to the capture of &
couple of bite-sized agquarium specimens .... which are then slid carefully back
into the water when it’s time to go home! A more pointless exercise, I have yet
to imagine!! '

And they tell you that adventurers are nute?!! Sheesh!!!!
But perhaps I'm missing something?

Anyway, Faul Cardin has now written this adventure which revolves around fishing
and & bid (by you) to catch & record-sized fish. This would seem to indicate that
he is both an adventurer and & fisherman .... in other words, & very sad case
indeed!!!

But, I’m pleased to say, the adventure is much more enjoyable than standing on
wet and windy riverbanks .... in fact, it is very good!

\

"Welcome to THE INNER LAKES and the starting point of your quest to catch the
Irish Record tench. After & long, exhausting journey, you have finally arrived.
You will need insight, skill and determination to succeed .... the following .
angling terms should be used when fishing «... "CAST IN", “REEL IN", "STRIKE".
(Input “C" for Credits). Good luck and tight lines! Go South ...."

You start like s0 ....

Unfortunately, that’s all the scene-setting you get .... unless the author
intends to include other information which wasn’t supplied to me .... which 1s a
great pity as, I would have thought, the combination of Ireland and fishing
provides & unique opportunity for some outlandish yarn-spinning to get the player
in the mood for the adventure to come.

Anyuway, following the short introduction. you begin to explore
your surroundings and you soon discover that you are in a
lakeside wvillage by LOUGH REE .... and that matters of perscnal
hygiene require your urgent attention! Hopefully, this will not
prove to be a serious hindrance tc your progress and you will
shortly find the game opening up to you.

You”ll soon find yourself meeting Nouel Duffy, the owner of the
Lough Ree Arms .... and his charming wife, who appears 1o be &






