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COPYRIGHT

Copyright on anything which does not carry the
wrilers name belongs to Adventure Probe.
Copyright on all other ltems lles with the writer
as Adventure Probe does not pay for coniribu-
lions. Readers whose work s printed In the
magazine conlinue to hold copyright on all
material written by them and are free to use it
eisowhere

if you write to Adventure Probe It will be
assumed that the lefter is for publiication in the
Dispatches (Letlers) pages uniess It is clearty
marked NOT FOR PUBLICATION. If you require
a reply other than sent with the magazine or the
reply printed in the magazine, please enclose
SAE.

SUBSCRIPTIONS

Coples can be ordersd month by month If you
wish, or you can order up to twelve months in
advance. Prices per copy are shown below.
Please note that there is no reduction for a
twetve monihs subscription.

United Kingdom - £1.50. Europe (Including
Southern ireland) £2.00. Res! of World (Surface
mail) £2.00. Rest of World (Alrmatl) £2.50.

All back coples are slill avallable commencing
with lssue 1 June 1986 and are priced as
follows:

Vol 1 lssues 1 to 3 £1 each (Europe £1.50.
R OW. £2,00). From Yol 1 Issue 4 up to Vol 3
lssue 8 £1.25 each (Europe £2.00. R.OW.
£2,50). Vol 3 Issue 9 onwards £1.50 each
(Europe £2.00. R.O.W. £2.50).

Ploase note that H you are sending small
amounts then postage stamps are acceptable to
save on poundage bul please iry to send
ordinary 1st or 2nd class stamps whenever
possible.
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ADVERTISING RATES

PRIVATE advertisements in the In Touch section
are free o subscribers. Trade prices are as
follows:

Full page £5. Half page £3. Line ads are 5p per
word.

PLEASE NOTE

Needless to say that Adveniure Probe cannot
vouch for the credentlals of any entry in the
agvertisement or In Touch seclion and If you
respond you do 30 al your own risk Please
aiso note that any mention either favourabie or
otherwlise of any software house or company |Is
purely the opinion of the writer of the article or
lefter and that Adventure Probe does not
endorse or recommend any particular firm of
establishment In any way Any opinions
expressed In the pages of Adventure Probe are
nol necessarily those of the Editor.

ADVENTURE PROBE Is distributed during the
first week of the month COPY DATE for
contributions, advertisements elc Is 14th of the
previous month.

Please send all correspondence, subscriptions
olc to the Editor. All payments MUST be In
pounds steriing. All cheques and postal orders
shouid be crossed and made payable lo
Adventure Probe.

EDITOR: Mandy Rodrigues, 67 Lioyd Street,
Liandudno, Gwynedd, LL30 2BN. (If writing
from overseas please add United Kingdom.)
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Welcome to Vol 4 Issue 2 of Adventure Probe.

I start off this month. once again. vith some v;ords of thanks Firstty, thanks to Gordon Inglis who sent me the
lovely flag showing Garfield stuffing himself with a huge cream cake and shouting “Whal diet?" | have fixed i
on lop of my monitor to make me fes! befter when | am feeling particularly huge' Secondty to Floyd for the
large purple crayon A big thank you to Joan Pancoft for the lovely pholographs of Probe readers al the
Computer Show (I won't say who they are as | might v;ant to use them later In Probe) and. last but by no
means least to Tony Bevan for the beautiful pot plant. | am sure | didn't do anything much to deserve it Tony
because | couldnt answer your questions myself. but It v;as a delightful surprise and It really made my day

We have a greal new look letters section starting this month. Our new Letters Editor is Jim O Keeffe who has
kindty taken on this job to relleve me of some of the vsork. | think you vAll all agree thal the Letiers section |s
one of the favourites and deserves more attention so that i can be expanded | am sure that after you have
read the new DISPATCHES seclion you wll agree vith me that lim has done an excetlent job and that that
techion couldnt be in beller hands Actually. il puts the rest of Probe to shame so | am going to spend this
month evperimenting wAth Time Works. First Word Plus on the Atarl ST to see if | can Improve the rest of
Probe fo match! There vall be a Star Letter sach month, the writer of which will recewve a small prize for
his/har efforts so starl putting pen to paper as t could be YOU vho vrrites the Star Letter next month!

Ancther new section starting this month Is the Karlcon Kiues seclion by Kez Gray This was originally
infended for one of the Glossy mags but Probe has scooped firstt The first one s actually a small solution
but it v;as so unusual and original that | am sure nobody wiiil mind just this once.

A lew days ago | decided lo slart Dungeon tMaster all over again as | didnt gel very far last ime and | can
now announce with considerable pride that | have just killed off that “orribie dragon on level 14' | have also
been playing Space Quest il but cannot finish it | gol as far as the last arcade sequence (| hale those bits)
and my keyboard froze! Any suggestions (apart from throwing it out of the windov/)? | also had a go v/ith
Bloodwych so see vihat it was hke. | came face to face with a skelelon on the first level and following my
e«periences with Dungeon Master | prompthy zapped ft This ralsed a chuckle or h~o when | mentioned it to
readers in lhe know aboul Bloodwych. Apparently he wasn ( an enemy. he was one of my party of helpers!
Aren't adventures vionderful?

Nic Rumsey has senl me jome good news for Amsirad adventures who are looking out for Infocom
adventures K & M Computers (0695) 29046 have betvieen 15 and 20 sach of Enchanter Leather Goddesses
and Hitchhikers Guides at £19 99 each and Caslie Softsare (0732) 575043 have about 70 each of Baltyhoo.
Cutihroats and Hollyviood Hi-|inx al £6 each And Robin Mafthev/s has passed on a warning lo PC ov/ners.
llindscape. Star Trek V vAll not run on an Amstrad 1512 or Amstrad 1640 It needs an 30236 chip machine
18 XT compatibie to run As this game costs around £25 plus this word of warning could save vwashng time
and money

Well. | seem lo have run out of space yst again so L will see you all again next month as usual. | hope you
enjoy this issue




REVIEWS

HIPlLASH WA wWH
Avajilable for Atari STs from:
Zenobi Software, 26 Spotland Tops, Cutgste, Rochdale, Lancs, OL12 7NX

Normal price £7.49 inci

pLp
Special price to Probe readers

- ONLY £6.49!

You take the role of Johnathon Masterson hitching from state to state in
1958 America. Just as a sudden downpour begins to make itself felt, you
gladly accept a ride in a truck driven by a man calling himself McTear.

A roadsign announcing the village you enter looms into view and as you
read the word 'Hanstville' a shiver runs down your spine and the truck
splutters and rolls to a halt. :

McTear leaps from the truck, noticling

leaves you to decide the next move. Not being one to get stuck under a
sump, you walt for McTear's return, but after some time with no sign of
him you decide to have a look around for yourself.

a diner across the road, and

You bump into several characters almost strajght away who go
dally business. Hanstville seems such a quiet place - even
in the diner where you saw McTear head towards, an upturned chair and a
half full cup of coffee look out of place. The owner, an unpleasant,
brusque character named Georgio, denies all knowledge of McTear and
seems to be in quite a hurry to lock up the diner. The town sheriff

listens patiently to your story of a missing person, but seems content
to let you do the worrying - and searching.

about their
serene. But

In Whiplash & Wagonwheel there are many characters to converse with, all

of whom can offer information on various subjects - if you approach them
correctly.

The adventure contains

a usual half-and-half text and graphics screen
format,

although the graphics are digitized in part and are mostly of a
very high standard. From a hazy, tree lined avenue to the closeup of an
alleycat rummaging around the dustbins, it is clear that a lot of time
and trouble have been spent on the graphics. The image of Wagonwheel,

one of the baddies from the title, comes as quite a shock when you are
treated (!) to a detailed picture ot something akin to the zombies in
the

‘Day of the Dead' type horror films lunging from the screen towards
you.

The adventure starts {innocuously enough and graduvally builds upon the
sinister aspects of this gothic horror scenario by giving you odd pleces
of Iinformation every so often. Personally, I would have liked a little
more description and atmosphere projected from the text which at times

moves away from It's role of keeping you alert and inguisitive by
chastising seemingly innocent commands and injecting sarcasm into
particular replies.

The adventurc uses three additional windows which overlay the graphics
part of the display. These are used to display lists of objects, people
present and directions available and can be displayed or renoved Ly
single key entries. One niggling point is that by having these windows
display information which s not included as a part of the location
description, you have to specifically call up the windows to learn about
what else s present. Because the characters in the adventure walk

around, you can effectively walk by them without actually realising that
they are present.
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The adventure 1s distributed on two disks which can give you some idea

of the slze of the code |involved. Upon 1loading from disk one, a
digitized picture of (1 assume) the authors appears, a la Vidi-ST type
graphics - nothing like a bit of trumpet -blowing, eh? And then onto the

adventure proper with disk two. As you move around the adventurc, the
disk occasionally whirs {into action as it pulls in yet another high
definition picture.

The adventure can sometimes offer a clue through the use of the HELP
command but this 1is displayed in a coded form, just to make things a
little more difficult for you.

One feature that is just asking for criticism is the use of the EXAMINE
and OBSERVE verbs. How often have you strolled around adventures content
to cast a searching eye over objects and people with the use of the
EXAMINE verb? Well, in Whiplash you have to differentiate between
EXAMINing objects and OBSERVing people. If you try it the other way
around, such as EXAMINing people, you are simply given a 'nothing
special can be seen' type message rather than an indication that the
verb is being used in the wrong context.

Extra features found 1in the adventure are the OOPS take-back command,
memory save and load with MLOAD and MSAVE, and the ability to use IT for
the 1last object mentioned and ME when making requests of other people.
There are additional commands to control the displaying of the graphics
and windows, and you can also program the function keys to return
whatever text you want. I found this last feature particularly useful
for setting wup a key for "EXAMINE" which then saved me typing it in
every time.

Whiplash & Wagonwheel is not an easy adventure, and it's use of this
graphics/windowing system coded by Softel (or is it Ulterior Motlives?)

takes some getting used to but is very playable once you've spent some
time with it.

The text at times seems confused about how it should be supporting the
horror side of the story. On the one hand, the text shocks you with it's
'slimy, malodorous flesh' type 1lines, and then moves onto a more
humourous style with the characters Bent Willy and his sister Magg the
Slag - Jjust try observing Bent Willy to see what I mean. Overall,
although 1it's not exactly cheap by homegrown standards, the adventure
fits together well and contains plenty of knotty puzzles. Worth a look.

Reviewer - Paul Brunyee.




IT’S MAGIC from Central Computing
Available for the BBC Model B on cassette for £2.50
Reviewer - Neil Shipman

Back in the summer of 1987 Simon Maren of Central Computing set a
competition in Adventure Probe. What you had to do was come up with
the name of the friendly tree which would accompany you on your
exploits in his next adventure, IT’S MAGIC. Barbara Gibb’s suggestion
of "Witch Hazel" won her a prize, but nobody suggested "Woody" which
was what Simon was thinking of. Well, better late than never, good
ol’ Woody has finally made an appearance.

It’s the late 22nd century and the most popular career for ambitious
young school-leavers 1s that of a recognised magician. To become one
you have to be accepted by the International Magicians’ Union which
considers nominations for membership at its annual banquet, The
Magicians’ Ball.

In the first part of this two-part adventure your task is to learn 14
basic spells in order to become a worthy nominee. A colourful title
screen is displayed as the game loads and you then find yourself
coming out of school with your fellow students. A ceremonial burning
of your schoolbooks is first on the agenda and, as you haven’t got
them all with you, a quick trip home is necessary.

Once you’ve been to the bonfire party there’s plenty of time to roam
around. You’ll find that little seems to have changed outwardly in
the last 200 years and the action takes place in a fairly ordinary
town setting. But hidden away, mostly on little plaques, are the
names of the spells you need to learn. These are shown in capital

letters and once you’ve seen them you can cast them (although they’re
not all required in part one).

You’ll come across an innocent adventurer who will, with a bit of
unfriendly persuasion, provide some assistance before running off.
Save Woody from the chop and he could prove a life-saver as he and
your young friend, Diane, accompany you on your travels. You’ll need
help from Diane on more than one occasion and she’ll stick with you

right through the second part of the adventure too. Pity about poor
Woody though.....

Part two has a clever loading screen with an animated picture of a
magician which you can speed up or slow down by pressing the space
bar. Enter the password you’ve been given at the end of the first
part and you find yourself covered with a blanket of darkness,
dreaming about universal magic. You’ve gained nomination to the IMU -
now it’s a matter of getting to the banquet to see if you’ll be
accepted as a member.

All 14 spells are needed in this part, but universal magic will have
affected how some of them work. For example; BOUNCE doesn’t just put
a spring 1n your step — you can cast it at other things too; and the
GRAV spell is a bit dangerous to use in the open air' You’ll need to
experiment with them all to find out what effect they have and when

this proves to be useful.



You can’t explore as freely as in part one because this part is split
into three distinct areas and has a more linear solution. You begin
in a strange complex, complete with lunatic asylum and, if you can
avoid dying at the hands of the adventurer you encountered earlier,
you’ll progress through a wood to a brick building. A few simple
problems to solve in half a dozen locations here then it’s on to the
world outside and, finally, to the banqueting hall itself.

A lot has been squeezed into the meagre 32K memory of the Beeb in
this text adventure. IT’S MAGIC has 66 locations in the first part
and 42 in the second, all of them being described at reasonable
length as are many of the responses to your actions. I should have
preferred it to have been smaller and for the space saved to have
been given over to providing more information when examining things
and casting spells. Without more clues your actions tend to be rather
a matter of trial and error and some of the solutions to particular
problems are far from obvious.

Typing WORDS will give a list of the verbs you can use and you’ll
need this because some are fairly obscure and the number of synonyms
is very limited. The parser recognises GET/DROF ALL and the use of IT
instead of the last noun entered, and it also enables you to string
commands together, separated by a comma or full stop. A simple verb/
noun input is often sufficient but you can also CAST spells AT
something or ASK someone FOR something. The ability to STORE your
position to memory and then RECALL it is extremely useful and is
something which, although virtually standard on other computers,
hardly ever features in adventures written for the BBC micro.

The humour in this adventure brought a smile to my lips on quite a
few occasions. Simon Maren has a rather idiosyncratic style which
players of “"Mystery Of The Lost Sheep" will recognise. Remember the
infamous "Eat Prombles" action in that one?! In IT’S MAGIC, though,
it doesn’t (thankfully) come across as quite so weird - and the
ending has a particularly nice twist!

My review copy of the game was accompanied by very comprehensive
documentation including a complete solution. I found the adventure
quite difficult for the reason outlined above and had to refer to
this on a number of occasions. For your money you’ll get a "no
frills” cassette and basic instruction sheet - but be prepared to
send off for a question and answer help sheet giving all the
information necessary to finish - I reckon you’ll need it!

IT”S MAGIC is perhaps not to everyone’s taste but it will keep you
occupied - and frustrated — for a few evenings. And for only £2.50
it’s worth taking a look at.







