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ase COPYRIGHT was

Copyright on anything which does not carry the writers name belongs to
Adventure Probe. Copyright on all other itlems 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 esaterial
written by thea and are free to use it elsevhere.

1f you write to Adventure Probe it will be assused that the letter is
for publication {in the letters pages uniess w®marked “Not for
publication”™. 1f you require a reply other than sent with the magazine
or the reply printed in the magazine, please enclose SAE as the
postage bill can be very costly.
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Coplies can be ordered msonth by sonth {f you wish, or you can erder up
to twelve months in advance. Prices per copy are shown below:

Uni ted Klngho- S ia ave sia i s ie wieer £ 1o S0 Rest of World (surface)...£2.00

Euwiope(incl S.lireland)..... £2.00 Rest of World (air).......02.50

All back copies arec still available commencing with Issue 1 June 18986
Vol 1 legnues ¢ to 3 - ¢4 earch (Europe £1.50 R.0.V. 2.0

R.O. V¥
Vul 1 lscucr 4 to 19 - £1.25 each (Europe £2.00 R.0.M. £2.50)
Vol 2 Issue.i! to V3 18 £1.25 each (Europe £2.00 R.0.W. £2.50)
R.0.V
e {

Vol 3 Innve B onvaids [1.50 each (Eurnpe £2.00 W, £2.5M
Smali amounts can be sent in stamps to save poundag f you wish.

eae ADVERTISING RATES ana
Private advertisements |in the In-Touch section are free to
subscribers. Trade prices are as follows:

Full page - (5. Hal f-page - E3. Line ads 3p per word.
PLEASE NOTE

Needless to ssy 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
elther favourable or otherwise of any software house or company |g
purely Lhe opinfon of the writer of the earticle or letter and that
Adventure Probe does not recomeend or endorse any particul=r firm or
establishment in any way. Any opinfons expressed Iin the pages of Probe
are nol necessarily Lhose of Lhe Editor.
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ADVENTURE PROBF is distributed during the first week of each manth.

Caopy date tor contributions, advertisements elc tath of e«ach month.
Plesse send a1l correspondence, subscriptions etc to the Editor. Al
payments MUST be 1n pounde sterling. Chequec/P0°s should be crossed

and made payable to Adventure Fiobe.

FLITOR: Handy Rudrigues,67 Lioyd St, Lliandudno, Guwynedd, LI.30 2BN.
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My sincere thanks to everyone who has contributed to Probe over the
past year. Without you all there would be no Probe at all and | cannot
begin to tell! you how grateful | am for every little contribution that
is sent in. My thanks to the following readers who sent in
contributions throughout the past month:

Dicon Peeke, Lorna Paterson, Paraskevas Tsourinakis, Jim Struthers,
Joan Pancott, Simon Maren, The Wayfarer, Joan Williams, John Wilson,
Steve Mclaren, Pete Simpson, Larry Horsfield, Sheila Simpson, HMargo
FPorteous, Jean Borland, Anne Roy, Pete Gerrard, Jim Fisher, Jack
Lockerby, Tom Frost, Allan Batchellor, Alf Baldwin, Vicky Jackson,
Tony Melville, Pete Austin, June Rowe, Graham Wheeler, Jason Deane,
Gordon Inglis, Marion Taylor, Neil Shipman, Emma Heggie, Neil Hickman,

Paul Brunyee, Nic Rumsey, Jill Carter, Barbara Gibb, The Grue! and
Paul Avis.




EDITORIAL

Welcome to Volume [11, Issue 12 of Adventure Probe.

i reckon | should have insisted on putting up the Christmas
decorations whilst | had tham handy after the move. Now | can't
remember where | put them all. I must say that | am quite looking

forward to the festive season here. Another benefit | have found is
that there is plenty of space to hide presents fros roving little eyes
and busy fingers! | no longer have to dread a little voice saying,
"Mum, you don’t need to buy me a new bike for Christmas, 1've just
found one behind the wardrobe!™ Do you know, we have already had some
Carol Singers at the door! Couldn’t really hear them though as the dog
decided to join in and howled so loudly | was giad to hand over 50p to
get some peace and quiet. | haven't yet got the Christmas spirit but
once | start my Christmas shopping properiy mno doubt it will hit me -
it usvally does around the middle of December.

As you will see, this bumper Christmas issue of Probe is a whopper. |
have still had to leave out one or two items, such as the serialised
solutions and the list of solutions available etc but 1 will
include these in the Januray issue. There is quite a large letters
section, an exclusive interview with Pete Austin of Level 9, Pete
Gerrard gets his own back on Bob Adams and lots of other goodies.
| am delighted to say that our Adam's Amsters is back too so | hope
there will be something for everyone to enjoy. Near the back of this
issue you will tfind the Probe 1989 Index which | hope you will find
useful when trying to find that hint or review that you were looking

for. It should save you shuffling through all the year's Probe’'s in
your search.

I had loads of correct guesses for the GUESS WHO THIS 1S? section. It

was, of course, our own JUNE ROWE. I put all the names into the hat
and pulled out the winner - HUGH WALKER is the lucky fellow who gets
a free Probe added to his subscription. There will be another Guess
Who in the next issue. Many of you told me that my clues made the
guess rather too easy (actually 1 thought they were very clever and
cryptic myself, ah well) so | will try to be a little more devious
next time. I ailso intend to do something to ensure that the
reproduction of the photographs isn't too dark. I am told it is

something to do with them having to photocopied twice that turns the

grey shading to a deeper black, please bear with me during my
attempts.

Probe now has readers all over the world and, although they all read,

write and speak English beautifully, | would like to send them
all their wvery own seasonal greetings, 80. . Felices Fiestas,
Frohiliche Weihnachten, Joyeux Noel, Bon Nadal, Gledelig Jul, Boas
Festas, Feliz Natal, Buon Natale, God Jul, Glaedelig Jul, Gellukkie
Kerstfeest, Nadolig Llawen. May I wish each and everyone of you a
really Happy Christmas, a prosperous and adventurous New Year and all
good wishes for the festive season. May your little brass lanterns

always shine brightly through whatever new caverns and twisty littie
passage you may encounter through the next decade.

I sincerely hope that you all enjoy this issue and | will see you all
again next month,

Mandy

¥
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THE I SL.AND

A charming little ho-e—grounm from a gentleman who admits that he
prefers writing adventures to playing them. You commence on a sinking
ship, playing against a time limit, tasked to collect the salient
items for use in the adventure.

Ken tells me that he does not belijeve in wusing red herrings Iin his
games, and that every item is useful in one way or another. There are
some old style tasks and several new twists to problemas...and there

- are certainly some that | have never encountered before (though logic,
in hindsight, should guide you through). I particulariy liked the way
into the Yale-type lock, via the traditional mica method.

Ken thoughtfully provides a RAMSAVE option but the restore to this is
a little unusual in that it is RAMLOAD (not Ramstore as in other
adventures). Incidentaly beware of dropping into the trap of typing
"Ram load"™, as it reads this as an instruction to restore a saved

position on disc. Similarly "Ram save"™ will save to disc (having asked
for a file name).

All in all a worthy effort by a gentleman who thinks both clearly and
concisely, well written using PAW and with good room descriptions. A
well worth playing game for both beginner and expert alike.

THE BASE

Another contribution from the writer of “The Isiand™, a PAWed home-
grown of equal standard to its stablemate. This time you start in a
cell, and must wait for assistance to ieave. The puzzlies are as
logical as ever, and the room descriptions are not overlong for their

content. ltems are pretty well spread, and it requires a bit of toing
and froing to complete.

Coming in two parts, the second commences én a river, you travel from
location to location in logical progression. Unlike The island, which

also has nautical directions, this adventure has normal compass
inputs.

All in all another very good effort by a gentlieman who thinks both
precicely and clearly, well written like the other game using PAW and
with non cluttered room descriptions. Also well worth playing for both
beginner and experienced gamsters allke.

Reviewed by The WAYFARER and played on Amstrad PCW.

)

THE ISLAND and THE BASE come together on one disc and are available
for the Amstrad CPC and Amstrad PCW computers. Send a foreatted disc
and S.A.E. or £3.00 if you prefer to:

KEND BOND, 17 Ade! Park Gardens, Adel, Leeds, LS16 8BN
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PROJECT ANNIHILATION

By John Packham,
60 Hightown Towers, Warburton Road, Southampton, Hants, S02 6HH

Available for the Amstrad CPC
Price - £2.50 Tape and £4.50 for the disc version

Nb - John has written two other games so check for discounts on all 3

I recently reviewad John’s previous two games which were his first and
enjoyed both and recommended them as being good value for money so how
has he done this time. The first big change is that it has been
written with a utility called ADLAN which | am unfamilier with so 1°11
talk about that first. Well ] must say that this version (there may be
later ones) left me unimpressed. The text is in 80 column mode which
is OK if the colours suit you but I had trouble so | would have |iked
to have seen an option to change colours. Next the graphics (disc
version only), they were quite detailed and filled the screen and were
seperate files on the disc so didn't eat into memory but you couldn’'t
display them with the text (they vanished after a keypress) and were
only shown ‘once’ so if you like looking at pretty graphics - tough.

The next funny feature is that before you can reload a saved game you
have to do a2 dummy save (strange). Another feature which is not funny
but a backward step is that you can only do one command at a time, no
N,S,E,W,U,D. However it does support Ramsave and Ramload and you can
Get all and Drop all which is a useful feature.

Come back GAC - All is forgiven.

Well, what about the game? Your aim is to save the World from a killer
germ which is located in a building which has just been bombed.
There's only really one scenario which is in the main complex which is
on five levels. The lift does not reach all levels so one of the first
Jobs is to repair it. There is also a cave complex which is a pretty
standard maze (no problem after Roger White's articles). There are
lots of problems to solve, some of them being very tricky, in fact,
without the clue sheet | got from John | swouldn’t have solved it. |
don’t mind adventures being difficult if the solutions are reasonably
logical but | found a couple of problems a “trifie obscure”.

As with the two previous games the spelling is good and the text
descriptions are alright but | would have I|liked to have seen the game
padded out more, there's less than 40 locations in the main complex
(55 in the whole game) and as | said plenty of puzzles to solve but
there's too msuch "backwards and forwards®™ for m=me, 1 felt the game
didn’t flow. .

To sum the game up | can say (t°s not bad value for money, there's
plenty to keep you going for quite a while but | feilt the problems and
puzzle content of the game deserved a better presentation, and of
course the operating system didn’t help (for me anyhow).

Ravieu.y by PETE SIMPSON and played on Amstrad
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q Avallable on Spectrum and Commodore formats from:
Softel, Tallsker, 1 Brald Drive, Glenroathes, Fife, Scotland. KY7 4ES.
Cheques/P.0.s made payable to Clive Wilson.

Billed as a traditional graphic adventure, Nightwing is more accurately
described as a tradlitlonal (!) abstract/science fiction adventure which

takes place in a vast dome, a space crulser and concludes in an area known
as Cloud City.

"Winging through time on the back of a glant bird," the introduction
starts, you flnd yourself in a huge dome where your quest to return
humanity to the land is explained (all too briefly). You must seek out the
Sacred Texts and unravel thelr mysteries in order to return the 0ld Ones.

The adventure starts with you knowing very little about your surrounding
environment - and unfortunately this trend continues throughout the
remainder of Nightwing. Little explanation or attempts at reason are given
and useful detall is all too often lacking from descriptions.

Your Journey takes you through a slightly surreal world which includes
gardens tended by droidkin (but for whom I wonder?), odd shaped bulldings
protected by force flelds and two computer consoles. The last of these,
known as Supabraln (wait, check the spelling......no, it's not a
Superbrain, thank goodness), provides the key to completing the adventure.
But flrst the four BSacred Texts must be found and although the puzzle
linking these with the end game sequence may stir the ‘grey matter' into
action, most of the remalning problems are executed very clumsily.

The top half or so of the screen contains a graphic for some locations
along with a narrow window showing which items are present or being
carried. The graphics are mostly vague and struggle to enhance the text.
Where a graphlic doesn't exlst, your score, wisdom and energy are deplcted
by white horizontal bars in the graphic window. If your energy bar happens
to reach zero then the adventure is over as you "...succumb to the dome."
This seems to serve little purpose other than to annoy the adventurer -
and annoy me it certalnly didl

On the B-side to Nightwing is a bonus adventure titled Solaris. You take
the role of a character who has been found guilty of treason agalnst the
Star Federation and has been sentenced to life imprisonment on the planet
of Solaris. You must plan your escape and joln other escapees hidlng out
in the barren wilderness of Solaris. Written in BASIC, the adventure has
trouble responding intelligently to most reguests that you would feel are
very much the norm these days and has something of a 'dated' feel about
lt. Solaris uses slowly drawn graphics and a slow command input system
that doesn't even allow you to backspace the cursor for typing errors.

Nightwing does have a useful QUICKSAVE/LOAD facllity and can accept
multiple command input using the conjunction ‘and‘', but with less than 30
locations the puzzles are few and not very far between. Although it is
easier to criticise than to pralse, there are a lot of other adventures
available now which put Nightwing in the shade. In an adventure where you
can effectively bribe a robot, surely the programming is questionable (the
programming of the robot, of course) |

Reviewer - Paul Brunyee - Played on a 48k Spectrum.
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