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sus COPYRIGHT suna»

Copyright on anything which does not carry the writers nawme helongs 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

wiitten by them and are free to use it elsewhere.

If you write to Adventure Probe it will be assumed that the latter is

for publication in the letters pages uniess marked "Not for
publication™. If you require a reply other than sent with the magazine
or the reply printed in the w®magazine, please enclose SAE as the
postage bill is very high.
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Copies can be ordered month by wonth i{f you wish, or you can order up
to twelve months in advance. Prices per copy are shown below:

nited Kingdo® .....coccees £1.25 Rest of World (surface)...£2.00
Europe(incl S.lreland)..... £2.00 Rest of World (air).......£2.50
All back copies are still avallable commencing with Issue 1 June 1886
Vol {1 lIssues {1 to 3 - SO0p each (Europe £1.00 R.0.W. £2.00)
Vol 1 lssues 4 to 18 - £1i each (Europe £1.50 R.O0.W. £2.50)
Vol 2 Issue I onwards £1.25 each (Europe £2.00 R.0.W. £2.50)
Small amounts can be sent in stamps to save poundage {f you wish.
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#ws ADVERTISING RATES wu#w

Private advertisements in the In-Touch section are free to
subscribers. Trade prices are as follows:
Full page - £5. Half page - £3. Line ads 3p per word.

PLEASE NOTE

Needless to say that Adventure Probe cannot vouch for the credentials
of any entry in the advertisement or In-Touch section and if you
respond you do so at your own risk. Please note that any mention
either favourable or otherwise of any software house or company is
purely the opinion of the writer of the article or letter and that

Adventure Probe does not recummend or endorse any particular fire or
establishment in any way.
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ADVENTURE PROBE is distributed during the first week of each month.
Copy date for contributions, advertisements etc 14th of each month.
FPlease send all correspondence, subscriptions etc to the Editor. All
payments MUST be in pounds sterling. Cheques/P0's should be crossed

and made payable to Adventure Probe.

FDITOR: Mandy Rodrigues, 24 Maes y Cwm, Llandudno, Gwynedd, LL30 1JE.
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Sincere thanks to all the following readers who sent in contributions
over the past month.

Steve Lodey, Paul Cardin, Doreen Bardon, Alf Baldwin, Neil Shipman,
Bob Adams, Don Hacleod, Christopher Hester, Paul Brunyee, Sharon
Lowndes, Chris Banks, Stijn Schutt, June Rowe, Lorna Paterson, Sue
lisley, Joan Pancott, Tracy Tattum, Jay Gee, Nic Kumsey, Sam Dart,
Larry Horsfield, Pete Gerrard, The Grue! Roger Dowdal |, Anthony
Melville, lan Aldridge, Carol Yeats, Lon Houlston, Roger White. Andy
Nisbet, Brian Pell, Allan Batchellor and Dicon Peeke.

This months lovely cover picture is by Dicon Peeke.
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EDITORIAL

Welcome to Volume 111 lIssue 3 of Adventure Probe.

Do you know, | sometimes wish I could afford to expand the pages of
Probe even more but, alas, 'tis not possible. That is why the puzzle
page, bugs and one or two other regulars are missing from this issue.
I try to include all the favourites but sometimes it just isn't
possible. I was nearly (but not quite) caught napping this month! 1
forgot that there were less days this month until | took a passing
peek at the calendar. This was followed by a shriek, which possibly

woke the neighbours, and a frantic race to the wordprocessor. This
has possibly resulted in a dire case of finger dyslexia and so more of

my abominable treatment of our precious language. There have been
loads of frantic shouts of "How do you spell ...?" and the usua! reply
of "1 haven't the faintest idea, it's your language so you should
know!" (He can spell Portuguese beautifully though!)

Now for some gnashing of teeth and rending of garments as |1 grovel and
sincerely apologise to Neill Shipman for forgetting to add his name to
the top of the review of Return to Doom last month. As soon as 1
realised, well to be honest a little bird did ask me who wrote that, |
phoned Neil and he was fantastic. He Just laughed and said "Don't

worry about 1t." Thanks Neil for being so understanding.

OK who is going to own up to sending the beautiful flowers to Mrs
Grue! with the little note saying "With deepest sympathy to the long
suffering Mrs Grue"? She was delighted and would like to say thank
you to the mysterious sender. They had to be delivered twice because
their next door neighbour told the delivery man that she didn’'t know
anyone of that name but luckily he persisted. "Grue himself was all
agrumble, "That’s nice isn’t it?" he grunted "I do all the flipping
work and she gets the flowers!"® He is dying to know who sent them
though and keeps saying "I wonder if it was so-and-so". The only
person he has ruled out is Bob Adams because he reckons if it was Bob
it would have been B wreath! As some readers will know, Grue sent Bab
a ransom demand note saying that Grue had been kidnapped. Bob replied
with a letter of congratulations to the kidnappers and offered to pay
them to keep Grue under wraps! Grue hates secrets and tells me that
Just before Christmas he waits for Mrs Grue to go out and then turns
the house upside down in an effort to try and discover where his
presents have been hidden. Anyone willing to come forward and put him
out of his misery?

Very sad news this month |is that Computer Games Weekly has been

incorporated into Popular Computing Weekly. | know that they hope to
re-emerge in the Autumn but that is poor comfort to Tony Bridge fans.
If this means that this is the last we shall see of the Adventure
Bridge column then | shall be very upset. Tony is one of the finest
adventure columnists and 1, for one, only buy a magazine to read his
column. I do hope that we will see Tony in a regular column again
soon and meanwhile | would tike to thank him for all his help and
support and for the many mentions he has given Probe. Tony is a
Ssubscriber to Probe and | know that you will wish to join with me in
wishing him all the very best. Hope we will be seeing you again soon!
That's about all from me for this month. I hope you enjoy this issue.
Bees vou sl #sgain next month,



SOFTHARE REUIENS

BEHIND CLOSED DOORS (The seguel).

Most of you, I expect, will have played the first episode of
this mini-saga, in which those two little boggits, Fuddo and
Slam, waited until the Balrog was making use of the facilities
in the "smallest room" and then locked the door and ran away.

This was on the reverse of that most playable game, OUT OF A
DARK NIGHT SKY.

John Wilson has now released another "two-in-one" with a
difference - this one has the sequel to BEHIND CLOSED DOORS on
one side and a game called "JUST ONE OF THOSE DAYS"™ on the
other. More about the second game later....

Fuddo and Slam are playing silly blighters again, but this time,
it is after the Balrog has enjoyed a night out at the annual
dinner dance, wining and dining on vast quantities of ale and
pickled dragons' wings. Now it is the next morning, and the
Balrog is in DIRE need of the facilities, but the little boggits
have locked the door and hidden the key.

"You will find that, again, there is only one location, but it

says much for John Wilson's ingenuity that he can pack a whole
game into it!

The first thing to do is EXAMINE everything - on the door vyou
will find a note, held in place by a large daager. Reading the
note will give you a clue as to the whereabouts of the key, but
it's not easy to get it!

Inventory will show that the Balrog has a pencil in his pocket,
presumably to do the crossword in the Goblin Gazzette, which he
also has. (Or is he going to mark his choices in the next day's
races?). A little bonus in this game is that you can read the

newspaper, but unfortunately, the Balrog doesn't turn to Page
Three!

There are lots of amusing responses in the game - try climbing

the wall, or kissing the frog who hops into view after a few
moves!

* K k Kk K

JUST ONE OF THOSE DAYS is for those players who hover on the
border between adventureland and the domain of arcade games. Not
very long ago, someone coined the word "arcventure” and I think
this is a suitable category for this game, as it is truly
neither one or the other, although John Wilson himself describes
it as a 3D Search and Destroy arcade game.

As I only play true adventures, I'm not gualified to comment on
this - all I can do is to quote John's own words..." ...features
numerous and varied 'aliens' who either have to be avoided or
eliminated....the choice is yours! Just make your way throuch
the vast complex to reach the lair of the Mega-Brain, solving
some intricate puzzles on the way, but mostly just blasting
anything that moves!"

by June Rowe



BLOOD OF THE MUTINEERS from Robico, I Fairland Close,
Llantrisant, Mid 6Glamorgan CF7 8QH.

Available for BBC B/E+/Master (40 or BO track disc) £14.95 and
BBC/Electron (tape) £12.95.

Heave to me hearties and splice the mainbrace, it’s time for a
celebration. The reason? Why, Robico have just released their
first title for ages and it’s a tale of adventure on the high
seas featuring the swashbuckling Captain Elizzard.

While searching for the treasure of the Great Skull Temple,
Blizzard’s crew mutiny and he is set upon in his cabin. Frompt
action is necessary if he’s to escape alive and eventually outwit
the bloodthirsty sailors. There’s a series of cleverly
constructed puzzles right at the start but success in solving
these will see Blizzard adrift on the ocean in an open boat.
Eventually, he makes it to land but then has to cope with the
problems of scurvy and a deathly chill which are taking their
toll. Further exploits on the island lead him finally to the
Temple and the treasure which, needless to say, 1s guarded. Can
he get to it and manage to be rescued? Well, that’s for you to
decide!

The parser and vocabulary are up to Robico’s usual standards and
the text 1s marvellously descriptive. It’s amazing yust how much
they’ ve managed to squeeze into the limited memory of the
unexpanded Heeb and Electron. One minor quibble, though, and
that”s to do with the system of full exit reporting, i.e. showing
all the exits and detailing where they lead to (a la Myorem).
This works well for locations which only have a few exits to
different places but is unnecessarily repetitive when, for
example, you’re on the ocean and all B8 compass directions lead to
the ocean!

Blood of the Mutineers is billed as a difficult adventure but I
don’t think many players will have too much difficulty in guiding
Blizzard to his goal. I only got stuck in one place and that was
because I was too hasty to set the Captain on terra firma. I
enjoyed it although I didn’t think that the ending lived up to
the promising start and I was left feeling that I wanted more!
Unfortunately, we’ll have to wait for Robico to write a follow-up
- a distinct possibility as this is supposed to be the first in a
series of Blizzard’s exploits - but I expect it will be some time
before this sees the light of day.

Ferhaps & bit pricey (although Robico Software Club members get a
special deal) so sell the parrot, pawn your wooden leg and start
Saving up your pieces of eight so that you can add ERlood of the
Mutineers to your adventure collection'

Reviewer - Neil Shipman - EBEC
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POOLS OF RADIANCE - From SSi

Shop around for the best price as RRP is £24.85

Reviewer - The Innkeeper played on Commodore 64 (Disk only)
In the wave of role playing games like Bards Tales,
what | think are the masters - 8S1i. Anyone who knows about D&D must
have heard of this game by now and before the purists out there say
"Oh this isn't an adventure®, please take a looksy. First of all, 1
think most people who know me willil say I hate arcade type games but
this one has changed my mind on what constitutes an ADVENTURE
completely. (Also blame Dave Barker for showing me the light!)
I think it was only my reluctance to test new ground in adventuring
that caused this fixed idea and 1 know many other peoplie will still
say text input is the only true adventure. Anyway off my littie
soapbox for the moment and on with explaining about POOLS.

here comes one by

So what do you get for your money? You get a large box (Ooooh!), five
(yes FIVE) disks, all double sided, (another bigger Ooocooooh!), a
quick start card, a very informative booklet on playing the game and
an excellent Adventurer's Journal which is crammed with maps, guidance
and most things needed for starting your quest. Lastly a wheel as a

novel way of a protection from copying. If you want to have a quick
look around the first area, load up the special cast of heroes on disk
A, side 1. Then if 1 were you make up your own team to start

properly. There are an amazing selection of characters to choose from
be they Humans, Halfings, Elves, Dwarves or Half-Elves who can also
have an expertise in being a Cieric, Fighter, Magic-user, Thief or any
combination of three. Try to get the best possible strength for your
fighters, wisdom for the clerics and magic-users and dexterity for the
thieves. Once that is done, load team. Your next step is to equip
them but 1’11l leave that to you as there are such an array of weapons.

If you just want to wander and find out things, do, but the best thing
is to pop along to the local council for jobs
were short of a bob or two?) there are oniy three things to do at
first and only two places to go. There isn’t really much more to say
about how to play the game as everyone | know who has the game have

(who says the boroughs

their own special ways of playing. What 1 can say is don't think it
can all be done in a week, two weeks or even more. I've been on one
level for three weeks now and stil]l finding a lot more to do. Along

the way you will have to fight many times to get experience points, to
get to the next level, to find and collect items of value plius this
can all be done with a Jjoystick. (This is where the purists will
groan like mad!) When you do get into a "Rumble™ an arcade sequence
will be brought up, even here it takes some hard thinking and you can
only defeat certain creatures by having spells, magic potions as well
as your characters fighting toois.In the best tradition of D&D | think
this is an excellent role playing ADVENTURE and | for one keep loading

this up any spare moment I have. It is a shame that it is not
available for other machines, maybe if you're interested in seeing
this aspect of adventures then why not write to SS1 (a subsidiary of
U.S5.Gold in this country I think). There is a hint/clue book
available at a price around £7.95 and a hardback D&D book on the game
as well. I have looked at all the

Bards Tales but don't think they
are a patch on this great game.

STUOP PRESS! Since this review was written
become avaflable on IBM and Apple computers.

Pools of Radiance has now



1 have up to date resisted attempts to inciude reviews of msy own
adventures within the pages of Probe for obvious reasons such as my
powers as Editor to reject or accept items if | don't like them and to
be fair to everyone. This time is an exception as | have been dared
not to publish it under threat of dire consequences! Eeeek! ....Mandy.

ATALAN - ATLAS ADVENTURE SOFTWARE

Available for Commodore and Amstrad CPC. £2.99 Cassette, C64 Disk
£3.88, Amstrad Disc send formatted CF2 plus £2.50. (Address as Probe.)
Reviewer - Don Macleod played on Commodore

Ever fancied lashing yourself to a mast and going for a paddle in the
Pacific? Choose now: if your answer {8 yes then read on, if your
answer is no then what’'s the matter with you? No sense of adventure?

The introduction to Atalan explains briefly what happens before "You
wake to find yourself lying on a sandy beach... washed ashore on a
small island...” Escape should be the last thing on your mind: this
is not just a desert island with eight discs, no stereo and one
useless accessory, it is, of course, a treasure island.

From the first location on the beach you will soon make your way up
the towering <cliffs and become embroiled in the tangled web of

problems which stand between your avarice and the numerous items of
treasure.

Atalan is a text adventure with well written concise descriptions
which manage to convey a convincing sense of place as well as
essential info such as exits/objects without being pedestrian. The
game begins in a fairly ' open way. Once the first problem has been
dealt with it is possible to map many of the island’s sixty-plus
locations before you have to get your brain seriously in gear.

There are plenty of objects to use (and misuse!) and several
characters to interact with. A rough rule of thumb here seemed to be
provide food or become food. Sudden death is possiblie but the
coroner’'s verdict in each case would bhave to be "suicide"; since
pitfalls are largely signposted the deceased could not say he or she
was not warned. (0f course, the deceased saying anything at all would
be mildly surprising, but you get the picture!)

The problems are interlinked so that wusing an object to solve one
problem may render it useless for another. It is fairly obvious when
this has happened so save often to facilitate backtracking. A list of
the verbs used is available by entering VOCABULARY. This feature,
coupled with the numerous moderately cryptic HELP messages which
largely strike a good balance between plainness and cbscurity make

this an ideal game for beginners. The problems are by no means easy
and should satisfy intermediate players as well. It is my opinion
that a good game can cross all skill levels if it is carefully crafted

by a writer with an insight into what the player really needs. Jaded
("played 'em all, cracked 'em all"™) types should be pleased to have a
reminder that the "small" adventure can be miles better than many a
disc-grinding epic.
Despite admitting to being in the lagt category | thoroughly enjoyed
Atalan. Comparisons may be odious but they can be useful: this game

“"feels" gsimilar to Mordon’'s Quest but lacks the irritating quirks of
logic/vocabulary selection which marred that game. I1f you like a good
solid game that will make you want to kick yourself rather than the
computer you will like Atalan.






