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Sincere thanks to the following readers who took the time and trouble
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HUGH WALKER, CHRIS WIGGINS, JACK LOCKERBY, MARGO PORTEOUS, MARTIN
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This months cover picture 1s by BARRY DURRANS and the logo by MERC.
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Welcome to Volume 5, issue 8 of Adventure Probe.

Long, hot summer days are here at 1long 1last, the children are off
schoo! for the holidays and chaos reigns - not that that is unusual -
the only difference is that now we don’'t have to get up quite so early
in the mornings unless the postman decides to deliver a package larger
than normal! Speaking of postmen reminds me to tell you of a rather
embarrassing experience I had this month. Over the years of producing
Adventure Probe 1 hadn't given a thought to what my postmen might
think of all the mail that comes to the door each day until I went to
the post office to deliver the carrier bags containing the last issue.
Because there are so many I have a special arrangement to go to the
sorting department with them (so 1 don’t bung up any letter boxes!)
and as I handed them over 1 remarked - Just to make conversation -
"Here are all the replies to all those letters you keep delivering!"
The postman gave me a strange look, grinned and said, "Oh yes, you're
Mandy Rodrigues aren't you, actually me and the Jlads have been

wondering exactly what it is that you do?" “Oh, it's just a magazine
1 produce about computer adventures”, I replied. "Oh", he said, "We
were wondering if it was one of those naughty magazines”. “Why on
earth should you think that?!” I asked. "Well, it was just the names

on the letters that got us wondering, Adventure Probe and Atlas
Adventure Software - the mind boggled a bit, it was when the 3D
Construction Kit letters started to arrive that we got a bit
confused!"” Honestly folks, I'm not kidding! My cheeks were so red, I
spent the rest of that week wondering if my reputation had been shot
to pieces all over the town! No wonder the new young postman who
delivered a recorded delivery letter the previous week had been
grinning - and 1 had opened the door dressed to the nines with all my
warpaint on - and I actually invited him to come inside to wait while
1 got a pen 'cos his had run out! John thinks the whole thing was
hilariously funny but 1 have been squirming ever since when the
postman deliveres to the door!

I have had some rather upsetting news this month, Mike Brailsford the
editor of Spellbreaker, was rushed into hospital last week. I did
speak to him on the telephone and he told me that it was rather
serious and he would be out of action for a while, all depending on
the results of hospital tests. He asked me to please pass on the
message to anyone who is waiting for the magazine or anyone waiting to
hear from him. Everything will have to be suspended for a while until
he is well again. I know that many of you will be anxious to know how
he is but please do not telephone as he will be unable to answer the
phone for a while. I will let you know how he is getting on as soon as
I can. Meanwhile I know that you will all Join with me in sending Mike
all our best wishes for a speedy recovery. We will be thinking of you,
Mike and wishing you well, keep your chin up.

The Convention is drawing nearer and 1 am beginning to get very
excited about meeting you all once again. Anyone who hasn't yet sent
in their ticket application forms please do so as soon as possible. I
haven’t received many nomination forms for the awards ceremony yet so
please do send them in as soon as you possibly can so that votes can
be counted in good time to arrange the awards.

Well, that’s it from me again this month, I'11 see you all again next
month as usual. Byeeese.

Mandy
Page { Adventure Probe
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CAMELOT by Malthew Pegy

Available froum Labyrinth Software for the Alar: ST - £5.95
Reviewed by Neil Shipman

The legend of King Arthur has been a rich source of inspiration for
many adventure writers over the last few years. Some have treated the
subject seriously whilst others have used it as a scenario upun whiich
to base a humorous game. From the moment you see the package of
Camelot with its black and white line drawings of a yangstler rat
complete with trilby and shotgun and a bespectacled dragon reading a

newspaper you’ll realise that this adventure falls firmly into the
latter category.

The lovading screen picture of a Camelot nameplate is fulluwed by an
illuminated scroll giving the background to the story «nd then YyOu  ar:
into the text of the adventure itself. You play the part of Sir Waldo
of Twiston Village and you’ve been chosen by your local priest to go
to Camelot and become one of the fabled Knights of the Round Table. AL
the start you find yourself a short wallk from the castle, clad in
tunic and hose and clutching a note of introduction. The guard on the
gate is none too happy about letting you 1in but, if you can satisfy
his taste buds, he’ll male way for you and you'll enter the great bl
to meet King Arthur himself.

As the knights gather round, Arthur reveals that all is not well in

Camelot. Merlin has disappeared and Queen Guinevere has been ebducted
by an evil enchanter. If you can bring his beloved que&en back to him
then Arthur will be eternally grateful and, what’s more, you’ll have

proved yourself worthy of sitting at the round table with the rest of
the company.

A quick search of the castle will soon locate Merlin’s room and, as
you learn to use a little bit of magic, the wizard himself will
appear. If only he had his crystal ball he could use it to find out
where Guinevere is. However, some wicked pirates have stolen it and he
entreats you to get it back. Getting yourself equipped for the tasi
involves a fairly straightforward series of puzzles set in the castle
and the nearby villaye. Then it’s on to a battle with the black knight
and a confrontation with that dragon before you can set about rescuing
the queen.

The descriptions of the 75 locations (which include a medium-sized
maze) are usually 3 or 4 lines lony, but many of the responses run Lo
a full screen or more - and quite funny they are too. 1 particularly
liked the bit on Merlin in the reference book in the Uther Pendr agoun
Memorial Library and the fight with the dragon. To provide some
variety in the display the author has used different colours for
different places; green in the forest, blue at streams and rivers,
yellow in the castle itself, and red in the Garden Shed of the Damned'
You can also play a couple of useful little tunes on an ancient shawm.

There are a few spelling mistakes and, sometimes, confusion between

"i1ts" and "it’s", plus the common STAC problem of split puncluation
over the ends of lines. But the adventure is none the less enj;oyable
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and 1 found it a most amusing and very creditable first offering from
Matthew Taylor. 1 shall look forward to the sequel - said to be
starring Sir Waldo’s sister - and to Labyrinth’s next release, The
Curse of the Mummy's Tomb.

Labyrinth also intend to produce a disk-hased STAC tutorial which will
include lots of hints and tips, an enhanced Quicletart file with many
verbs and special routines already implemented and a free game
complete with source code for you to play around with.

They are interested, too, in marketing adventures by other authors
whether written with STAC, another utility or from scratch. They are
mainly thinking of the ST market, but anything for the Cé44 or Amstrad
FCW would also be considered. So if your unpublished masterpiece is
lurking at the back of a drawer you might like to dust it off and send
it to Matthew Fegg, Labyrinth Software, 70 Malletts Close, Stony
Stratford, Milton Keynes MKi1 1DG.
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HELVERA — MISTRESS OF THE PARK
Available from Atlas Software, see advertisement section for details.
Reviewed by SIMON AVERY and played on CPC464

HELVERA, written by the infamous Bob Adams, follows his success with
the hilarious Grue-Knapped! After visiting the park one afternoon, and
whileing away a few hours feeding the ducks, you try to leave, but you
walk straight into an invisible barrier.

After nursing your squashed nose, you are then captured by strange
creatures who drag you kicking and screaming into the park-keepers
house. Here you are confronted by Helvera who tells you to find six
coloured globes or die! Since dying consists of being systematically
tortured by her helpers, you generously offer your services and so
your quest begins,

Although not as funny as Grue-Knapped, Helvera still makes you chuckle
frequently - and it contains some very original puzzles that are bound
to make your brain work! However, all the puzzles are logical and can
be solved by using the objects scattered about. It's not a big game
with about 34 locations but, as with Grue~-Knapped, there is something
to do in most of them. Again Bob has used Adlan to write this
professional and compelling adventure. There are a few "in" Jjokes but
not enough to leave "out" players cold.

Overall, a very good game with no horrible graphics to mar its
presentation and is suited to both the learner and experienced
adventurer. This game, along with Grue-Knapped is set to become a cult
classic, and is well worth the money being asked. So come on Bob, I
look forward to another adventure from your "warped mind”.

tt!til!‘ttltt‘ttttttlllt‘t*it*tt!lttt#ttttlttt*ll!tl!ttt#lltt‘!llll'lt
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EVILUTION Nigma Adventuree

"Played” on Atari ST by Hugh T. Walker

This game was sent to me for review but as I am totally stuck with a
score of 17X and have no details of how much it costs nor from where
it may be obtained (other than that it was written by Mark J. Howlett
and Nigel P. Dumont ... who he?) I hope you will forgive me if I

devote a page or two to a meander through various features which

illustrate quite nicely some of the pointes that I was trying to make
in my 'Playtester’s Lament  some monthas ago. (Our Beloved Leader will

be delighted to furnish detailes of back-copies to those who haven’t a
clue what I am on about).

This magical four-part adventure comee on two disks whose directories
suggest to me that it was written using STAC, in spite of the absence
of any acknowledgement of this. However, 1 could be wrong as the
ecreen presentation is a cut above the average for games written on
that system, and displays more imagination than the accompanying
booklet which, after giving loading instructions, a somewhat
excessively detailed list of editing cursor control commands and a
glossary of commonly used verbs, with abbreviations where appropriate,
goes on to regale ue with a rather turgid account of the background
scenario which explains the apparent ‘pronting-error” in the title,
viz:

Deserted castle - overtaken by evil, unknown to local inhabitants -
Only one wizard (named Zimaraf), of the guild of ten, realises the
danger - rallies human army - humiliating defeat - evil terrorises
neighbourhood, changing evolution to produce monsters - 10 wizards
take on evil without the help of man - ‘many died in the bloodshed
that followed® (sic. there are only 10 of them to start with!) - evil
minions defeated but 9 wizards killed - Zimaraf flees - source of evil
remains, grows in power - challenged by travelling wizard - both
killed - normality returns - evil resurrected - process of “evilution’

reatarted - "...who will be able to stop the changing of evolution
this time?" (Gosh!!)

So the game begins at about 10:30pm in the bar of an inn, where 1 am
wondering what on earth this has to do with the story I have just
read ... (because I haven’'t turned the box over and read the blurb on
the back)! Apparently, I can talk to the Bartender ... the only thing
is that I seem to have difficulty in making him understand. I can buy
beer! Great! ...but he refuses to serve after the third glasa! Well,

if that’s hies idea of a good night out, I°11 take my custom elsewhere
in future!

(Yes! It is STAC ... unless someone has independently developed a
fileselect system of identical ugliness and user-unfriendliness as
that which Sean Ellis produced for STAC!)

Strolling around, I find an old Storyteller telling tales to a group
of people so I try to talk to him (don't you just love the way that
STAC requires the whole word in full) but he doesn't understand.
(Could it be the beer?). I stop trying to ask “intelligent” questions
and try a simple "Hello". Ahah! He understands this. Apparently, - I
tell him that I am looking for my brother who is missing ...(this is
news to me as well as I still haven't read the back of the box). He
tells me that there is a lot of it about; ie. people going missing.

I start again... and find that I can go outside and if I do not stop

out too late, I can return to the pub. I meet a Gravedigger. He
doesn’t understand me either so I hit him (Yes! This game has combat!)
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