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sxs COFTYRIGHT »=un

Copvright 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 tor contributions.

keaders whose work 1S printed in the magazine continue to hold
copvright on all materlal written by them, and are free to use jot
elsewhere ... it still belongs to them.

It vou write to Adventure Frobe it will be assumed that the letter f{s

tor publication in the letters pages unless marked “Hot for
publication®. It you require a reply other than with the magazline,
{t would be helptul it you send a S.A.E. as the postage Dbill is

rather high.
II‘Il....'..'...lIIﬂ‘....!.‘...ﬂ.I!.‘.l.’l.....'l.ﬂ'l.I‘.‘.'....‘I.Il
sas SUBSCRIPTIONS an=s

Coples can be ordered month by month {t you wish, or you can order up
{o TWELVE months in advance. Prices are shown below:-~

United kingdom e e £1.25 per copy

Europe tincl. S. lreland) v e £1.75 per copy
kest of World (Surface Ma el it e s e £1.75 per copy
Rest of World tAlr Mail) o e £2.00 per copy
All back copies are still available commencing with lssue 1 June

1986,
lssues |. = and 3 at 5¢p each (75p Europe, El R0 W)
lssues 4 to 19 inciusive at k1l each (t1.50 Europe, £2.00 R
Vol Il lssue | onwards at £1..5 each (El.75 Eurape. ti. 00 R

Small amounts can be paid in stamps Lo save poundage if you wish.
.".Q.IlIi.I’Ili..lIIIl!Il.ﬂlﬂ‘ﬂOﬂIlllDl’l.l.l.ll'.l.l.!lil....l.l'II
wen ADVERTISING RATES sus

Frivate advertisements {in the In-Touch section ot Probe are free to
subscribers. Trade prices are as follows:-

Full page - 5. Half page - £3, Line ads 3p per word.
aes PLEASE NOTE wus

Needless to sav that Adventure Probe cannot vouch for the credentials
0! @ny entry in the advertisement of In-Touch section &and it you
respond you do So at your own risk. Please note that any mention
either tmvoursblie o1 otherwise of any software house oOfF company is
purely the ocpinion ot the writer ot the letter or article and that
Adventure Fiobe does not reccommend any particular tirm or
establishment in any way.

!ll"!lll.'I'lll...llﬂ.l..III...QI‘.'O.!Ii!lihl'i.ll.l!.ﬂl.!'QIIII.II

ALUVENTURE FRUBE 1s distributed on the jst to Sth ot each month. Copy

date twr contiaibutions. advertisements etc. latn ot each month
Fiwkss 80 wll correspondence, subsci iptions €tc. to the Editor
Flguth make a1l payments 1n Founos Sterling. Cheques:F.U"'s should be

Gilineed pnd made phvbble Lo Adventuie Fiobe.

ELoiTol Maends Hadi | guse, oo Maes v Cwm, Llandudny, Gwynedd LL3¢ 1JE.
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HALL OF FAME

Sincere thanks to the following readers who sent in contributions over
the past month:

Alf Baldwin, Lol Dakes, Andres Samudio, Tony Bevan, Brian R. Pell,
Sandra Sharkey, Jenny Guthrie, John R Barnsiey, Allan L Phillips, Pete
Simpson, A. Melville, Simon Maren, Margo Porteous, Eric Stewart,
Silvia Janssen, Tom Frost, Mrs J A VWilliams, Jim O°Keeffe, Allan
Batchellor, Maureen Bardon, Rod Whannell, Barbara Gibb, Paul Brunyee,
Graham Collier, Jack Higham, Nic Rumsey, The Grue, Clive Swain, June
Rowe, Bob Adaws, Koger Barrington, Neil Talbott, John Taylor and Steve
Coomber.

The special Christmas cover picture (which had wme giggl!ing like an
insane Prune) is by Allan Batchellor.
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Chitorial o

Welcome to Volume 11 lssue 12 of Adventure Probe. ;

Thanks first of all to everyone who helped to make this bumper
Christmas issue. Quite a few of you have been asking for an index to
all the issues of Probe and m=many others have asked me to compile a

list of useful verbs which can be kept handy for use when stuck for an
input. With the help of some of the readers who sent in their lists

and databases | have at last been able to comply. These are in the
form of a separate booklet, which 1 think would be much more handy,
and are sent with my compliments to all readers as a little Christmas

Gift (well it is the thought that counts!)

One or two readers have also been asking what happened to the idea of
having yellow pages for the advertisements 1in the centre of Probe.
Well despite my good intentions this was not to be as the photocopier
decided to take exception to the idea! You may have noticed the awful
crinkling of those particular pages? So until a suitable solution to
the problem is found | have had to shelve that idea for the time
being.

You may also have noticed the appearance of either scrappy little
scribbled notes or extremely brief letters in reply to your letters
recently. I do mspologise for this but it seems that, as Probe grows,
a0 does the amount of correspondence I have to tackle 80 please bear
with me. | would love to write longer letters in reply to yours but |
jJust cannot manage it all the time.

Before we start another year | would like to take this opportunity of
thanking each and everyone of you for all your help and support.
Taking over as Editor from Sandra was a rather big step for me and |
know that | couldn®t have done it without all the help you have all
given. It would take far too long to 1list all the names of everyone
who has assisted in helping me to keep Probe growing and thriving but
I want you to know how very much | appreciate all your efforts.

The January issue (Vol 111 lssue | ) is already under way (well, you
wouldn't want me to be typing Probe instead of cooking the Christmas
Turkey would you? - well at least the family wouldn't anyway!), so {f
you have anything for that issue could you please send it in as soon
as possible and | will try to include it. I will also do my best to
make sure that | get my 4's the right way round and not to write
Catabombs instead of Catacombs! (1 don't know how you put up with me!)

Well that's about {t from me for this month. All that remains is for
me to wish each and everyone of you a really Happy Christmas and a
peaceful and prosperous New Year. May your little gold keys always

fit that rusty lock and long may your lanterns shine!

“/h

See you all again next month,
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THE BARD'S TALE 3 : THE THIEF OF FATE
By Interplay/Electronic Arts. Disk only and priced £16.85.
Reviewer: SIHON MAREN Played on Commodore 64/128K

The Mad God Tarjan has wrecked vengeance on the fair city of Skara
Brae and its inhabitants, following the defeat of Mangar, one of his
servants, in a previous Bard's Tale. The city now lies in ruins, and
a few survivors who escaped Tarjan's minions sit and wait in hope for
the return of the heroes who previously saved Skara Brae, in a refugee
camp a little southeast of the city.

Upon loading the game for the first time, yYyou must make a backup of
the character disk, as this has to be written to during the game, and
of course the original is write-protected. There are two double sided

disks in the package which you should back-up, effectively adding
about £4 to the price of the game in blank discs. Alternatively you
can get away with just the one and risk using the original dungeon
disk during gameplay.

If you have played a2 previous Bard's Tale, you can transfer across
your characters for wuse in this game, an excellent option which
creates a good first impression. And so, eventually you get to play
the game. You begin in the refugee camp of Skara Brae where you can
create your own new characters or use the in-built ones. 1t doesn’t
take too long to create your own and it is more satisfying seeing your
creations - as opposed to the games - making steady progress.

For those totally new to the genre, at its most basic Bard®'s Tale is a
roleplaying game in which you control the actions of a group of

(up
to) seven characters, playing hack and slash against hoards of
wonderfully animated monsters (just take a look at that Wind Dragon -
Wow!), gaining experience points and gold for each victory, and with
enough experience your adventurers can improve levels, receiving
higher intelligence or more hit points (amongst others) as a result.

But the game at its best is much more complicated. You have to travel
seven dimensions in search of the Mad One, hopefully and finally
destroying Tar jan himself; however, before you get a snift of this
objective you first have to complete a mini-mission which involves
killing another of his servants, namely one very repulsive minion

called Brilhasti Ap Tar}. This in 1{tself is an extremely tall order
at the start of the game (don’'t even dream of achieving it until you
possess some very experienced magic users), but eventually yhen your

party is good enough, this is SO satisfying that it is well worth all
the effort put in beforehand.

It was at this point that I found a bug. Purely out of curfosity,
after doing for Brilhasti 1 returned to Unterbrae and entered his
chamber. And sure enough.. You face { Brilhasti and 4 Dark Guards! Oh
well, another 25000 experience points all round! This is a bug that

works in your favour.

TBT3 is a highly entertaining and absorbing romp. It gets {ts claws
into you on first playing, and after that you can kiss goodbye to a
lot of sleep. The grading of difficulty is pertect, the first
monsters that you meet in the wilderness are real wimpy characters
(but so are your newly-created adventurers), slowly getting tougher
until you enter the first dimension. Suddenly faced by 50 or so very
hard monsters all at once was ‘a real shock to the system. | see that

I have a long way to go yet!



This is the firat time that | have ventured off the straight and
narrow 7"solve the puzzles to progress"™ type of adventure, and what a
great decision it has proved to be. One review | have seen suggests
that the first time roleplayers should plump for Bard’s Tale 1
instead. | rubbish that idea, why go for something inferior when this
is obviously the best of the trio?

Overall, there is just one major problem with this game - the size of
the electricity bill that it creates..

Initial interest 8 Atmosphere 6 Graphics 8
Lasting interest 10 Overall 9

IIIIIl.Il!.ﬂlllllllllllIl!lllllllllllllllll"llill!lllll'lll
THE DAMNED FOREST
CULT SOFTWARE - SPECTRUM
Price - £1.89

Interesting to see a new software house called Cult Software willing
to support the adventure market by releasing amongst. their first
titles two.adventure games. This the Damned Forest was the first one
that found its way into my good ol’' Speccy.

When | saw this game on the shelf initially it looked and sounded
good. Let me introduce you to the plot. You have been hired by the
fourteen nobles of the Damned Forest 1in their mighty castles to find
the four diamonds stolen from the Black King’'’s crown and sold to
dwellers in the forest. These people fear the king so much that it

you find the treasures they will hand them straight over to you rather
than be subjected to the wrath of the king. So basically what we have
here is your straight forward find the treasures escape plot. However

the game is far from straight forward.

Rather than being in the form of your conventional "type it in"
adventure, the programmer has decided to create a small (notice the
word small) menu down the right hand side of the screen with all the
game's verbs. Great you may say... actually it couldn’t be further
from the truth. You have all of NINE verbs to complete the game in
all of which are the basic conventional words. They are LOOK, DROP,

PICK UP, TRAVEL, EXAMINE, HAND, MAGIC, REST and SAVE. So as you can

see you shouldn’'t come across any problems trying to find the correct
word.

When you start the game, your start location is different each time,
therefore thorough mapping is easential. As you begin the game you
will find the first drawback of the menu systesm. Each location

consists of a sentence of approx. ten words. So to see what is around
you and where the exits are you wmust type L for LOOK, then which

direction you wish to look in. Basically this gets tedious and boring
after a very short time. As you move on (you must first type T for
TRAVEL then the direction of movement) you will realise that there are
very few problems in the game. In fact 1 would go as far as to say
that the only problems are the combat sequences which you are so often
sent into. The combat sequences are BAD... let me explain.

T-N-

You see a bear. Do you wish to use Magic/Pocket (a weapon).

As | chose a weapon | bet the beat the bear after three strikes simply
getting the message THE BEAR IS DEAD (Don't know where the carcass
went to!) My next move brought me to a location where | was confronted
by a snake. Again | used a weapon. The snakes strength was 27, mine
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was 88. I kept on hitting and hitting but eventually | ended up dying
when my strength fell to 0, and the snakes after about twelve strikes
was gtill at 27 - definitely something funny there, | thought, as the
YOU ARE DEAD message came up on the screen. I then proceeded to press
a key and guess what? The game crashed! VYes it actually crashes after
every death hence forcing a re-load. Now that’'s what | call BAD.

I continued to play several more times but failed to make any kind of
progress. I found it a boring and tedious game, where all you could
do was wander around aimlessly picking a fight every second move and
then re-loading the game. Why the verb menu system has been used |
Just cannot understand, it simply succeeds in slowing the game down to
a terribly slow pace. Even at £1.989 I really cannot see anyone
getting any kind of enjoyment out of this game, and as it happens the
games best feature is the tiny corner graphic which accompanies each
location... and these were done by Shaun McClure.

My advice to Spectrum owners looking around for an adventure to play,

is simply avoid this terrible experience and look elsewhere... like
Cult’'s other game The Realm.

Atmosphere: 20% Text: 25% Graphics 68X Value: 34% Overall: 30%

Reviewer - ERIC STEWART - Spectrum
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THE DEVIL®S HAND
Reviewer - MARGO PORTEOUS - played on Spectrum.

The Devil’s Hand is Demon From The Darkside Il1l - the final conflict.
Having thoroughly enjoyed "Demon." and "The Golden Mask®", | lost no
time in sending for it and it came promptly by return post.

It has been Quilled, Illustrated and Pressed and hés the same
colourful text and graphics as the other twa, on a black background,

with the exits marked in yellow arrows; descriptions in green; actions
in white, etc.

You can call up the VOCAB, and there 1is a STORE/RECALL to memory
facility, as well as pictures on and off. The SEARCH and EXAMINE
commands are also quite different. For example: SEARCH DWARF, and you
are told he is holding a knife, but the EXAMINE command tells you
"LLike many | have seen but they're not normally unconscious!'"®

The story so far: Drakon, helped by the Devil, escaped Morrack by

disappearing into the lands of Gorgon: the wmystic lands where the
great Wiljerd Zorron crafted the falcon staff. As Morrack you must
explore this strange new land and find new friends and allies.
Drakon’'s Orcs are everywhere and his evil arm will soon reach Zorron.
You must find and kill Drakon once and for all before the Wil jerd's

tower falls to him!

The Devil's Hand costs £2.50 from Compass Software, 36 Globe Place,
Norwich, Norfolk, NR2 2SQ and completes the trilogy very nicely, and
so far | like it as much as the other two. I can even forgive getting
killed off a couple of times!
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