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( EDITORIAL >)

Welcome to volume 6, issue 3 of Adventure Probe.

Before I say anything else I must thank everyone for coming to the
rescue following my plea for Reviews 1in the last issue. It 1s
comforting to know that I can rely on you all to help out. Of course
I still need reviews and other contributions for the next and
following issues so please do keep sending them in.

The other day, to my great delight, the Convention video by WoW
Software arrived. I really have to tell you just how impressed I was
with 1t. What a professional job they have done! It is so good that
I have already watched it six times (THREE times on the FIRST DAY!).
Seeing all the interviews, the highlights of the Convention proper,
the awards ceremony, seeing everyone again, it was a delightful
experience. My phone was red hot the day it arrived with everyone
ringing up to say how much they were enjoying it. People who were not
at the Convention rang up to tell me that they had seen me at last,
along with all the other famous names 1in Probe. The video has been
edited to very well, peoples names appear during the interviews so
everyone knows who everyone 1is, there 1is great introduction music.
Well I could go on forever! My advice is for everyone to send off for
this to see just what I mean! Best of all was that the video is just
over an hour long (twice as 1long as was intended) so is even better
value for money too. Congratulations to Chris Pancott for a beautiful
Job. I know that she does that work professionally for the BBC so why
I should be so delightfully surprised at the resulting video I don’t
know, I didn’t think anyone could take over twelve hours of filming
and be able to edit it into a video but I take that all back now, she
has done an excellent job! Everyone who was there is in the video, I
don’t think she missed anyone out - even Jill who tried so very hard
to avoid the camera was caught sitting at one of the tables laughing
with friends. I'm glad that Grue didn’t decide to wear the black
paper bag on his head for his interview (as he originally intended),
anyone who hasn’t seen Grue should get this, especially if they want
to hear all about the Frob Of The Year from 1last time which he
explains once more. The l1ist of people 1in the video is endless but
here are just a few of the people you will see: Tom Frost, Jack
Lockerby, Roger Betts, Simon Avery, June Rowe, Vicky Jackson, The
Grue, Larry Horsfield, Tony Collins, Bob Adams, Sue Roseblade, Joan
Pancott, Lorna Paterson, Debby Howard, Ian Brown, Allan Phillips, John
Rodrigues, Scott Denyer and 1loads more, oh yes, there 1is me too!
People always say that one 1Jlooks at Jleast ten pounds heavier on a
video but crikey I look rather akin to a beached whale! It has done
wonders for my good dieting intentions! My apologies for the fact
that I was wearing my tinted specs everytime I was being filmed.
Honestly, I didn't intend for this to happen, it just forgot I had
them on!

I have been laid up in bed with that nasty flu for the past week and
am now frantically trying to get this 1issue out on time. I apologise
for not being able to come to the phone during that time but it really
took it out of me - that is most unusual as, thank goodness, 1 am very
rarely i11. Anyway, I'm fighting fit again now so all’s well that
ends well. If anyone is waiting to hear from me, please be patient
and 1’11 reply just as soon as 1 get Probe out. Well, I'11 be off
now. Hope you enjoy this issue. See you all again next month as usual.

Manrndy



<< REVIEWS 3)

THE FOUR SYMBOLS
Written by The Grue! for the Amiga priced at £5.00. Cheques etc
payable to Borphee Computers and sent to 64 County Road, Ormskirk, W
Lancs, L339 1QH.

Reviewed by AM&r oy on Amiga

I am breaking all the rules by writing a review of an adventure that I
have tested but I honestly can’t help myself - I just have to tell you
all about this little gem of a game from our very own Grue!

The game opens 1in your small home village. After some initial
exploration of the village you very quickly discover that someone has
burned down one of the houses. The villagers assume that vile

witchcraft was used to set the fire and, as your cat happens to be
sitting near the burned house, the finger of suspicion points at you!
Try as you might you cannot persuade the villagers otherwise and you
soon find yourself in dire straights. As death looms over you and you
think that all is lost the village elder steps in to make an offer you
can’t really refuse. The four sacred symbols have been stolen from
the village church and a volunteer is needed to go search for them and
bring them back. (Well I said that it was an offer you couldn’t
refuse, didn’t 1I?). Having "volunteered” to take on the task you are
led to the outskirts of the village and pointed 1in the right
direction. Now the fun really starts!

This adventure is, I'm assured, supposed to be a “serious adventure”
but when 1t is written by The Grue! it 1s 1nevitable that his own
unique sense of humour creaps 1n occasionally. I found myself
laughing my socks off on countless occasions (much to the distress of
The Grue! as he almost screamed down the phone “That bit’'s not
supposed to be funny!”, when I happened to be exploring a location
whilst speaking to him on the telephone!). The adventure 1s,
actually, almost oozing in eerie atmosphere and you experience a great
sense of evil lurking around the corner at times but you can suddenly
come across something or other that almost has you splitting your
sides laughing at almost every point during the game. It 1is a
strange, unsuspected and most delightful experience and I’'ve never
come across a game like it! For Grue to be able to mingle an intense
atmosphere, devious puzzles that range from the head-scratcher to the
almost tearing-your-hair-out-in-frustration type and be able to mingle
in some delightfully funny moments, shows that he has a very unique
talent as an adventure author.

The game is a text only adventure with masses of beautifully written,
atmospheric location descriptions. Hundreds of messages abound also
to add even more atmosphere and, of course, the humour. The puzzles
are unique! It isn’t often that one can say that these days as most
of the puzzles one comes across in an adventure has been seen in some
form or another in another game but that 1is not so in this case.
There are plenty of puzzles to keep you scratching your head in
frustration and ALL of them are different to anything that I’'’ve come
across before. Having asked Grue! where on earth he managed to think
up puzzies like that (a question that his other playtesters have also
asked) he replied blandly "I dunno, the ideas just keep popping into
my head!"”. Many an author would give their right arm to be able to
come up with so many devious and “"different” puzzles. That’'’s not to
say that the solutions to them are not logical in hindsight. The way
that you travel in various parts of the game, the way you obtain



funds, the way you obtain certain objects and the way that you make
your escape from certain areas have to be experienced to be believed.
A1l the puzzles and solutions are quite logical - it's just a case of
“there are a few different ways of doing everything but Grue comes up
with a way that no-one has thought of before!”. I am not going to give
anything away about the solution to the puzzles but I will give one
word of warning - make sure that you keep one of the earlier objects
you find in a very safe place!

The most fun, I found, was experienced when dealing with the various
Characters that you come across during play. These too are unique and
one 1n particular, Fidget, is a very endearing character despite being
obstinate 1n the extreme, unfailingly crochety and rather gullible.
You haven’'t lived until you have met Fidget! There 1s also the
gravedigger, the railway guard, the band of robbers and the dreaded
Krepkit among others to keep you vastly amused during play. Do make
sure that you read EVERY sign, notice or leaflet that you come across.

The game was written using Hatrack II and 1is quite .a large game with
around 100 locations. There are no locations that are there Just for
padding out the size of the game either. There are no real mazes as
such but you can get lost in some areas. Some of the objects and the
situations you come across are beautifully thought out. Clues abound
as to the use or construction of the objects you need but they are so
cleverly disguised that you find yourself kicking yourself for not
having thought of something earlier. Part of the uniqueness of the
puzzles and situations stem from the amount of research that has gone
into the game. For example, when deciding to incorporate a castle in
the adventure, Grue made numerous trips to the library to sift through
as many books on castle construction, design and historical periods as
he could find. When deciding to put a cemetary and a corpse in the
game Grue researched thoroughly everything he could find about
embalming, funeral procedures, what happens to the body after death
etc and if you had spoken to him on the telephone during this type of
research you would have found him quite depressed and morbid due to
all that type of reading! A1l the research is reflected within the
game where everything is described accurately and given the correct
names. Speaking of the castle, the way that you get both in and out of
this 1s an experience not to be missed.

When you do eventually manage to retrieve the four symbols you don’'t
Just get the message "Congratulations, you have complieted the game!".
Instead you are treated to reams and reams of text as the endgame
unfolds before your eyes. That 1in 1itself was yet another great
experience and made you truly feel that all your efforts and hard work
were worthwhile.

I find it almost unbelievable when I say that this is a first attempt
at an adventure. The quality, content and playability of this game
are on a par with a highly experienced author. The puzzles in the
game are on a par with Infocom and Level 9. The text is just right,
not too long, not too short and extremely well written and
atmospheric. Al1 I can say is that if this is Grue’s first attempt
then goodness knows what delights he has 1in store for us in future
games. His playtesters are already badgering him to get to work on
his next game - perhaps “The Four Symbols - The Return!”. I know that
he has exhausted himself writing this adventure and needs a couple of
months rest but I for one can hardly wait until he gets his fingers
tapping away at the keyboard once more. Do yourselves a favour and
send off for this right away - you just HAVE to play this one!






