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HALL. OF FAME

My sincere thanks to all the following readers who took the tt-e and
troubie to send in contributions over the past month, ie. between 14th
February and 14th March:

Graham Wheeler, Alan Davis, Jack Higham, Jim O'Keeffe (Letters
Editor), Ben lsba, Allan Phillips, Paul Hardy, Jim Struthers, Nic
kumsey, The Antcrusher, Stuart Whyte, Yvonne Cooper, The Wayfarer, The
Bairog, The Grue!, Liz Ahmedzai, Paraskevas Tsourinakis, June Rowe,
Jack Lockerby, Neil Shipman, Alf Baldwin, Steve McLaren, Amanda
Oliver, Tony Rome, Ron Rainbird, Rod Whannell, Barbara Gibb and Dave
Havard.

A special thanks to Ben isba for this months cover picture.
iIIIIIﬂlIII!I‘l!IlIII'IIIII!I‘!iillI.IIIIIIIIQIIIIlIIIIlIIICII.IIIII!I

CONTRIBUTIONS
Contributions are always needed and all readers are invited to send in
items for ALL sections of the magazine. Anything from a single hint or
tip to a full blown article are all very welcome. Probe relies on YOUR
contributions to be able to continue. Don’'t worry if you cannot send
items in ready typed up for inclusion in the magazine as handwritten
items are just as welicome, although it does save a lot of time if they
are nicely typed. It you send in contributions for more than one
section then please make sure that use different sheets for each and
please make sure you include your name and what computer you used. |t
you would like to send in items ready for the pages of Probe then
please use A4 with a nice margin all round with text being approx 70
characters across and 60 lines per page. If you prefer to send
contributions on disc | am able to print out from Amstrad CPC6128
using Tasword or Protext, Commodore 64 using Easyscript or Atari ST
using First Word Plus. Untortunately | have no print facilities trom
the Spectrum. Discs will be returned. If you send in advertisements
for software for the In-Touch section please ensure that adventures,
utilities and arcade games are separated and inform me which are which
so that sowmeone doesn’t buy an arcade game when they were expecting an

adventure..... 808 1 0 B R B SR aulE 6 Rk e eriaie: reiasatie daaiie et el e e 8 apimiie g Mandy



EDITORI1I AL

Welcome to Volume |V, Issue 4 of Adventure Probe.

Would you think it possible that someone could spell someones name in
three or more different ways and all within six lines of text? No?
Well check out the infocom Swop 'n Buy on page 41 of the last issue!
It is a prime example of "Once something goes wrong - everything goes
wrong!" One day 1'll surprise you all and produce a PERFECT issue of
Probe - promise! Anyway, my profound apologies Stuart.

I have discovered the delights of gardening this month! I've been
digging and delving all over the place. I have found it all (apart
from the backache) very enjoyable. | am just hoping that the pets (or
should that be pests?) will leave everything alone and let it all
grow. | did find them playing tug-of-war with a newly planted rose
bush yesterday. Funny though, I'm sure | didn't dig a three foot deep
hole to plant it - but there it was. 1 did find some time this month
to do some playtesting for Incentive though and was delighted to
discover that their new Freescape system can be successfully turned
into an adventure! You all have a treat in store soon, Asmstrad
adventurers included, 1’1l be able to tell you more about it in the
next issue.

| heard some wonderful news on Mothers Day! Our Allan and Anita
Phillips had a new arrival in the shape of an 8lb 100z bouncing baby
boy called Matthew Lesliie. | am sure you will all join with me in

sending heartiest congratulations to them both. If he is anything like
his Dad then we have another future avid adventurer to join the ranks.
More good news is that from the May issue of Your Sinclair, Mike
Gerrards adventure column will return to FIVE pages instead of four
which is a relief after hearing of the takeover by Future from Dennis
Publishing.

As many of you will know, 1 won a Level 9 T-shirt in a recent
competition in Amstrad Action. | am wearing it proudly right now. If
any of you would like to get hold of your very own LS T-shirt then
Level 9 are now selling them for £3.75 each (post paid). Available as
Small, Medium, Large and Extra-Large so write or phone with Credit
Card and you too can proudly wear one.

Jack Lockerby of River Software has asked me to inform you all that
his new Spectrum adventure MISER and the Atari ST compilation of
CHALLENGE and THIEF are being sold exclusively by Zenobi Software so
please apply to Zenobi instead of River if you wish to order. You will
find the address on the back page of Probe.

Would anyone like to join the Official Secrets team on a full-time
basis? Well John Trevillian 1is looking for someone to join him at
Contidential. The lucky applicant will have to work in Harlow. Anyone

interested should write, enclosing CV, to John at PO Box 847 Har low,
Essex, CM21 9PH. Now that's an opportunity not to be missed!

Once again | find myself having to apologise to anyone who is awaiting
a reply to a letter. | love receiving your letters but finding time to
answer all of them can be a little difficult so please be patient
until | can catch up. One last word before | run out of space - do you
know that | have absolutely NO reviews for the next issue? Can
somebody help please? Well that's all from me for this month. | do
hope you all enjoy this issue. See you all again next month.
Handy
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REV I EWS

DEMON"®S TomMB
By Virgin Mastertronic, 2-4 Vernon Yard, Portobello Rd, London.
Available for Amiga and Atari 8T. Reviewed by The Wayfarer on the
Amiga. Shop around for the best price.

A very unusual adventure from Virgin Mastertronic which should appeal
to all types of adventurers. It is possible to play the game as either
an lcon driven or Text input game. The graphics when played as a text
adventure are not intrusive, indeed Fi must be pressed to access thenm.
Repressing the key defaults it back to text input. Also unusual is a

text output ability, beloved by all who like to take printouts of
involved scenes, and ways of customising the output to your
requirements. There is also an ability to define certain keys to
perform actions, this saves a lot of typing in one sequence in

particular near the endgame.

For those who play while they should be doing other things (don't we
all?..........Ed) there is a useful panic button F2, which displays a
flashing prompt. If any input is attempted the wmachine displays a
"This terminal is busy" message, F2 toggles it back to the game.

Puzzles are excelient, although the game wuses only N, S, E, W as
directions (1l suppose others would be confusing in lcon drive), there
is a rather obscure puzzle involving a biro which no one | know who
has played the game has found a reason for. Suffice to say that if a
certain action is not performed it is fatal at another point.

The pictures are beautifully done, and 1 particularly liked the
picture of Sam, "a dog of very little brain®", which resinded me of a
dog which my family owned (and which also fell into this category).

Not being an expert | believe that the pictures are digital imports
rather than drawings. 1 leave comments on this to others more
qualified in the field than |I.

All in all this is a game that should appeal to adventurers of varying
abilities. It is a funny thing to see the text adventure arriving in
this format when we have been told that 1§t 1is as dead as the
proverbial Dodo. Remember that man's ignorance killed this bird, has
that also proved to be true of the text adventure. If the reason that
all adventures have gone icon driven is to make them marketable worid
wide without language problems (after all if you only spoke a littie
holiday Spanish how would you like to play an adventure in it?), then
I applaud this new style as a way of keeping the interest of the
dyed-in-the-wool text adventurer who is not really into graphics.

LONG MAY IT CONTINUE...LET THIS ONLY BE THE FIRST OF A SERIES, VIRGIN.

EE S S S S S T E T T S S C S RS CSECSESESESSSSSSSESZES=S==SEERS -
ESSEX
By Bill Darrah. Reviewed by The Wayfarer and played on Commodole b4
(disc).

Another real time adventure, similar in handling to Mindwheel. For
those who have never experienced the concept, real time means that the
adventure is continuously playing, and only pauses when the player
wishes it. Merely sitting in front of the screen does not, and those
who are unfamiliar with the keyboard, or tardy in their responses, run
the risk of having the character that they are about to speak to walk
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oftf in between inputs.

Unlike Mindwheel the interaction and puzzles are of a simpler nature,
the hardest problem s to get certain characters to the correct
location when you want them. That is without them walking off whilst
you are talking to thesm.

Essex is a starship, and you have elected to take the conducted tour
of her as part of your holiday. Within a few moves you have discovered
a dying agent and been entrusted with the wmission to rescue professor
Klein from the carnivorous Hampsters of Malphornalleh. (Yes, Bob,
HAMPSTERS not Amsters... You know, the funny little things which run
around in a wheel at night making strange noises. Not SO dissimilar on
reflection.)

Like Mindwheel it has a marvellous endgame, which makes it well worth
buying if you see it lying neglected somewhere. Sadly this type of
real time adventure has died a death... Come on Infocom and Level 9,

lets get get back to some real adventuring instead of these graphic
comics which draw the pictures for you. An adventurer’'s mind and
imagination is us much & gume writer’'s tool as the programme he writes

in, after nll.

S NSRS NSNS RN NSNS IS S E S S S S S S SSSSSSSESSSSES=S=S====

THE HOLY GRAI1L.

Uiltten by Jism Maclhrayne and avallable for the imeg Amiga. If you want
4 oopy of this adventure then send a formatted Amiga disk with return
potilage to Jim HucBrayne, 27 Paidmyre Cres, Newton Mearns, Glasgow,
G771 LAY

Reviewer THE GRUE!

Jim MucHrayne at last unleashes his latest adventure for the Amiga and
it has been well worth the wait. Upon booting up the disk you are
greeted by a professional! looking loading screen, then a full screen

of text which nicely sets the scene for your adventure. As with The
Golden Fleece, Jim parts from the original story of the Grail and once
agnin it is the player who benefits from Jim's imagination. You start
in a small dungeon deep inside a castle, upon exploring the castle
nome locations are very intriguing such as Merlin’'s room with sparks
of pure magik seeping out from the trapdoor and occasionally bouncing
off the walls, the Strategic Planning room with a strange carved
decoration set into a table. Not finding m®much to do as yet in these
locations you venture outside the castle walls into the village. Here

you'll find the alchemy shop with the most amazing description of an
alchemy shop l've ever seen. Also in the village the surgery of the
local doctor who, according to the locals, is very popular. And the

curious magik shop with nothing inside except for a counter with a
slot in it and three buttons. Varjous signs, notices and missives are
dotted around which should help getting you started. One states that
"When one door closes, another opens?™ Not that shouldn't be too
difficult, except the correct door to close is not the obvious one.
Even when you do realise which door it is, your problems have only
Just begun, as when it is closed you quickly realise that you are now
on the wrong side of it.

The Magik shop had me very contfused at first. It all seemed so simple,
put the coin in the slot and press the buttons ... nothing happened,
until | returned outside back into the village when | heard someone
shuffling around inside. Quickly returning to the magik shop | found a
silver ingot had appeared on the counter. But et me warn you, it
definitely isn't that simple! Once you've learnt how to operate the
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"door" and solved the magik shop your adventure is really oniy about
to begin!

The game hinges around a secret door through which various scenarios
can be visited by placing different jewels in the correct place. Each
of these scenes has its own atmosphere, some being fairly easy to

solve but the Upal location 1 thought was very difficult because of
the Iift set inside of the tree. The Sapphire locations are quite
brilliant, the idea is so simple that it works extremely well. I'®

amazed that !'ve not seen it done in a game before. Then there is the
Emerald scene where if you drop anything it is immediately swallowed
up within the thick dense dust covering the floor, the problem is that
you need to drop the item you want before you are able to take it!

It is also nice to see a game with some humour in it. Try standing on
the drawbridge as it closes. The author obviously has a madcap sense
of humour. Who else would put a comfy cushion in a torture chamber,
probably the same person who puts a dragon in a game and leads you

right up the garden path with the solution! The Grail has a great
atmosphere, good logical puzzlies and will provide more than a few
hours of enjoyment. Isn't this how Infocom started? Jim has a great

ability to write wonderous text descriptions that will draw the player
into the story but he can construct puzzles to match.

| would recommend the Holy Grail to anyone with an Amiga, its just
what the doctor ordered. If you are fed up with these new high tech
graphic/icon games that make you spend hours frustratingly searching
for the correct pixel to click on, remember you are supposed to be
enjoying yourself. So go spoil yourself and send for The Holy Grail,
you won't be disappointed.

The parser, although it was already quite sophisticated, has been
improved and the scoring routine works this time. Now you can aliso
define the function keys and use the scripting option if you so wish.
These improvements though do have a price, you will need a 1MEG Amiga
to play The Holy Grail but if you can buy a ram extension for Dungeon
Master then surely it's worth it for The Grajil, considering it is

free. Yes, what more can you ask for a free game that is full of text,

magik spells and potions, humour and atmosphere - 1 know, | was

there!!

22sss==ssssessssscasszzassssssscozassszssssssssssss=ssszassas m
AGATHA®S FOLLY ‘ SR

By Linda Wright and available from Zenobi Software, 26 Spotland Tops,
Cutgate, Rochdale, Lancs. For Spectrum on cassette price £2.89
. Reviewer - MARGO PORTEOUS

"This morning, you become the owner of Bluebell Cottage. It is greatly
in need of modernisation, but the surrounding grounds compensate, as
YOU NOW PpOSSEess your very own lake, semi-derelict mill and folly.
You had tallen in love with the place as soon as you had seen 2
declaring it your "dream" cottage. It has been empty for years, but
couldn't be soid before because the previous owner, Agatha,
mysteriously disappeared, and no-one could sell it until she had been

declared dead.

Although your turniture isn't due to arrive until tomorrow, you have

decided to stay here tonight. Having put a Z bed in one of the
bedrooms, you have wandered downstairs and plan to examine the
furniture that you bought with the cottage, before exploring the






