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<< _ HALL OF FAME >>

Many thanks to the following whose contributions I have used in
this issue. Mandy Rodrigues - her advice has been invaluable as
I had no idea how to produce the magazine until she told me a Tew
trade secrets. Grimwold, June Rowe, The Grue, Major Beardwell,
Alex McEwan, Fhil Glover, Neil Shipman, Fat Bradley, E.F.Bugler,
Tony Collins, Joan Fancott, Tom Frost, Walter Fooley, H.Knott,
Margo Forteous, Steve MclLaren, Ron Rainbird, Alf Baldwin, Jackie
Holt, Barbara Bassingthwaighte, Will Orton, Fhilip Reynolds, Neil
Ashmore, Jack Lockerby, Mongoose the Snake Eater, Simon Averv.
Thanks also to Steve, son of Keith Burnard, for the lovely

picture of his dad. (The next issue will list readers who have
sent 1n contributions fTrom hereon) I will be grateful for some
suitable pictures for the front cover - ideal size 4 x 4 or & x 6
<< SOLUTION SERVICE >
This service is suspended for the time being - mainly because 1

don’t have many at the moment, but I hope to have it organized
in a few months time. I wouldn’'t advise anvone to purchase a
solution wuntil all other avenues have been tried. as it can be
detrimental to vour enjovment of the adventure, no matter how
strong-willed you think you are. As I don’'t have instant access
to a photocopier it may take a fTew days for me to post them, and
also I'm considering a charge of 2 x 18p stamps each and an SAE.

“



( EDITORIAL )]

Welcome to Volume 6, Issue 7 of ADVENTURE FROBE.

To some readers this issue will come as a surprise, to others,
who have willingly backed me with encouragement and advanced
subscriptions, I hope you aren’t too disappointed.

Mandy very kindly forwarded a large bundle of contributions which
helped me with some sections, but others have suffered because
not many readers knew if or where to send contributions. Now you
all know, so please, please, please look out all those adventures
you have been playing over the last few months, and write up a
few lines Tor me. They don’'t have to be long articles or reviews,
in fact with only 40 pages to fill, I would appreciate shortish
hints & tips, reviews, letters, articles, etc. so that more of
you can see your work in print. Sorry to be a bore, but it would
also help if you could use separate pieces of paper for each
section, and don‘t forget to clearly mark them with vour name and
relevant computer — please see inside front page for addresses!

Alert readers will notice I wrote "addresses". My second shrewd
move (the fTirst was to ask Mandy to allow me to become editor)
was to appoint JUNE ROWE as Letters Editor. Letters for
publication should be sent directly to her. June has up to SIX
pages to fill for the next issue!'!'!

I've tried to make this issue similar in appearance to previous
issues, and I must say 1 am quite chuffed with the result
considering I haven’'t the same hardware and software as Mandy. E
had to master 1st Word Flus on the Atari, which keeps giving me
FOOTNOTE and I have to restart because I can’'t find a way to
cancel it. 1 fiddled around with TIMEWORKS and eventually got a
lovely screen layout but when I tried to print it out, my Citizen
120D gave a very peculiar result. It is probably only a minor
problem, but to be honest I think the word processor is adeguate,
once I learn not to press the wrong function key, but no doubt I
will wuse TIMEWORKS in the future for fancy layouts. Nothing is
ever wasted, as 1 have just found a label printing programme I
bought years ago for my BEC.

I didn’'t have the time or material to make any drastic chances to
Adventure Frobe for this issue, even if 1 had wanted to. What I
do need is some feedback from you, stating what you like, if
anything, and what you don‘t like, with reasons. Only then can I
give vou what you want, rather than what I think you want.

The telephone helpline is a little depleted at the moment. 1
would like to thank Walter Fooley for all his help, but he now
feels he can’'t take telephone calls. Also, I was sad to hear Alf
Baldwin 1sn’'t very well. Get better soon, Alf, we all need your
help and guidance. Out of space, so, ‘til next month sswsasassBye



MANDY RODRIGUES
67 LLOYD STREET, LLANDUDNO, GWYNEDD, LL30O 2YP.
Tel: (0482) 877305

Dear alt,

I am absoiutely gelighted that our Probe 1s not cead but alive and
well and 1n the extremely capabie hands of Barbara Gibb. Barbara nas
been a Prope reader and contributor since the start anc I couidn’t
think of anyone more suited to continue the iong tradition of a Lady
Editor of Probe. I sincerely hope that everyone will continue to keep
Bartzara well supplied with material for future 1ssues as you aii s
kindly aid for me and I hope <Too that she will get many new and old
subscripers back 1nto the fold to keep Probe healithy financially as
well. One of the 1nitial ai1fficulties for me when I startec as ecitor
was 1in honouring all the cutstanding subscriotions withcut the
wherewithall to do so until tne subscriptions ran out and people
started resubscribing to me. That was one of the reasons that I
couldn’t expect anyone to take over Probe and to honour your
outstanding subscriptions to me - tney would nave probably ended up 1n
the same way <that I did without financial support to get tnings
started. Editing Probe 1s a labour of 1love and, over the past four
years I have cerived more pleasure and enjoyment out of pbeing witn you
all through Frobe tnan anything else. I sincerely hope tnat Barbara
will get the same pleasure out of editing Probe 1n the future.

I would like to take this opportunity of thanking each ana everyone of
you for supporting me during my time as editor and for your continued
friendship, support, kind wisnes, understanding and help during my
recent troubles. To know from your letters and phone calis that 1
hadn’t lost your friendshio was wonderful and enabled me to smile
through all my problems. ?Please remember that I am still here for you
if you need help. I haven’t vanished off the face of tne eartn and
will keep 1in touch with you all not least through the pages of Probe
as I hope I will be allowed to send in contributions to Probe as I did
in the past. I also hope that, despite the recent drastic cut in our
finances, I will pbe able to attend the conventicn in October so that I
can be with you ail once more.

Finally, I would like to wish Barpara and Prcbe all the very pest for
the future, I hope that Prcbe will go from strength tc strengtn anc
prosper. To Barbara and to all of my friencs 1in Probe I woulc 11ike tO
wish all the very best. May your swords stav sharp and iong my your
1ittie brass lanterns shine!

It came as a surprise to me, and probably to other long-standing
subscribers to learn that Hanay's editorship started off in such
a dirfficult way. I Yully appreciate her erftorts, and everyone
else’'s help 1in ensuring my “take—over” ran smoothly. Now that
vou have the time to olay adventures we re waiting to hear Trom
YOU, HANdYeeooooeoooosesccccsosceccocasncsscssancnsncscssasss-bBarbara

-
-



( REVIEWS >>

COLDITZ ESCAFE
Written by Frank Fridd, Reviewed bv GRIMHOLD

This two part adventure was first released by Friddsoft a 1little
while ago, but has now been re-released by WoW Software.
Unsurprisinaly, the idea is to escape from Colditz prison and
return to bonny England.

The first part places you in the centre of the main yard and vou
have to find various items and give them to either the Forger or
the Clothing Officer in order to get a set of civilian clothes
and some false I.D. After that, you have to find the Escape
Officer and escape. On top of that there are many escape aobjects
to be picked up, this seems to happen regularly when German
Officers walk up to you and offer you one of three items. No
wonder they lost the war!

The game area 1s very large but is well laid out and can be
easily mapped. Every now and then vou get called to Morning or
Evening Appell and get placed back at the starting point, which
15 a bit annoying but is more realistic. The Guards move around
at set times and can usually be avoided, if you 're carrying an
escape item when vou move into the same location then they
confiscate it. If you’'re not carrying anything then they merely
say ‘"Hello, how are you." A good point is that vou can HIDE
certain objects around the buildings and can relocate them using
the WHERE objiects command, although I haven’'t been able to find
how to pick up hidden objects yet!

Nice little touches abound in the game, like the arrow keys which
have been re-defined to imitate the direction commands, i.e. up
arrow for North. Now and again you get picked up, told "You have
been a naughty boy!" and placed in the cell. To get out of there
you can either wait until they get bored and let vou out or bribe
them with certain objects.

Written entirely in Basic, COLDITZ is an admirable feat of
programming, the responses, so often geatnly slow i1n Basic games,
are guicker than most GACed games. Some of you may remember the
articles Frank wrote in Adventure Frobe about writing your own
parser and with this game it shows that he knows what he is
talking about. The game seems to be bug-free, although having
said that, it did crash with a "Subscript out of range” at one
point. It could be got back into simply by typing "GOTO 30"
without 1losing your position or objects. I don't know why it
crashed and it wouldn’'t happen again so it was probably Just a
one-off.

The second part sees yvou outside the prison and you must Journey
across Europe to get home. I haven’'t got very far in this part,



but 1 have been killed a few times by the over—-zealous Hitler
Youth and some German Officers. The came seems to have been well
researched and well written and, as 1 say, very well programmed.
Not a bad game, logically planned and it proaresses at a gqood
pace.

Available from: WoW Software, 78 Radipole Lane, Weymouth, Dorset,
DT4 9RS. Frice: £3 tape, £5 Disc, for the Amstrad 464 and 6128

RUN, BRONWYNN, RUN
Written by Larry Horsfield, Reviewed by JUNE ROMWE

In this romantic, escapist fairy tale, vou are a princess, and
the scene 1is set by a story-sheet which comes with the ocame.
Right now, you are bored stiff by all the speeches at yvour
brother ‘s wedding. You are enjoying a fantasy about what your own
wedding will be like after your dream prince comes along, when
you hear your name mentioned. Now, being a princess is very nice
usually, but not when your father decides without so much as a
“by your leave" that you will marry a wimp of a prince called
Timothy, from the neighbouring kingdom of Karsten. You object to
this, of course, saying that you will NEVER marry him, and for
yvour disrespect, you get escorted to your chambers. The king
decrees that you shall stay there until vou change your mind, and
a guard is placed outside your door to ensure that you do stay
there.

You won’'t change your mind, naturally, so you realize that vour
only course of action is to sneak out of the palace and seek
sanctuary with your cousin, Kelson of Hecate. Unfortunately,
Hecate lies many miles to the west, bevond Karsten, so vou will
first have to travel through the land of the prince who wants you
for his bride.

Your most important task is to escape from the palace while the
wedding celebrations are still going on, so the game starts in
your chambers. What can you find in these two rooms to help you
to escape? Well, for a start, you won’'t get very far in the ball
gown and tiara you are wearing, so (amongst other thinas) you'll
need some more sensible clothes!

What you find indicates that your next reguirement is a horse, so
when you have figured out how to get out of your room, you head
for the stables. You can’t Jjust ride out now, thouch - there are
soldiers all over the place who will recognize and apprenend you
unless you Tind a suitable disguise.

0K, so you manage to get out of the palace gates, but now vou're
in a maze of alleys, and it’'s not the usual sort of maze, either.
You can only get through this by using a specific route, to which
you might have found a clue in your chambers. Well, you might
have found it, by diligently examining and searching everyvthing,
but did you recognize it as a clue? Rather a clever one!






