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LETTERS

1t will be assumed that letters sent directly to June Rowe (Letters Editor), 46 Hurdon Way,
Launceston, Cornwall, England, PL15 8HX are for publication, all other communications
should be sent to the address below.

SUBSCRIPTIONS
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(Alrmall) £3.00. All payments in pounds sterling please. Cheques/Crossed Postal Orders or
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BACK ISSUES
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DISTRIBUTION
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CONTRIBUTIONS
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Many thanks to the following readers who have sent
contributions since the last issue:

Anna Scott-Parker, Mary Scott-Parker, Phil Glover, Diane Rice,
Kez Gray, Grimwold, lan Osborne, Jonathan Scott, Lon Houlston,
Keith Burnard, Neil Ashmore, Dave Charnley, Mark Dulaghan,
Harold Dixon, Clive Wilson, Tom Frost, Neil Shipman,

Phil Reynolds, Ron Rainbird, Steve Fairbrother,

Janice Charnley, Jim Donaldson, Bob Adams.
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Special thanks to Ke: Gray for the cover cartoon, Tony Collins

for the software, and Geoff Lynas for the title page and
excellent printing job from my less-than-perfect prootfs.
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EDITORIAL

Dear Readers,

Hope everyone has recovered from the Christmas binge. My family thought Christmas was
by-passing us but a very hectic four days ensured the decorations were put up - quite
often actually as they kept falling down, that the presents were bought on time, and the
freezer well stocked. Many many thanks for all your cards - they were all stuck on the
walls with blu-tac with hardly a square inch left bare and they made a wonderful display.

| was hoping to start the new year on a happy note but a few weeks ago | received a
letter contalning the sad news that Alf Baldwin died on 27th December. | knew Alf had been
il and had had a spell in hospltal just before | took over as editor, but lately he seemed to
have recovered sufficiently to resume his interest in computers and adventuring. Alf was a
long-standing subscriber and a prolific contributor over the years; the material he sent in
was the best any editor could wish for, and | still have a great deal of his work to publish.
He will be a great loss to the world of adventuring.

Last night | had a very enjoyabie chat with Joan Pancott. She is out of hospital and Is in
good spinits. She Is bullding up her strength with exercises but these make her very tired, so
It will be a while before she can use her computer for any length of time. Joan sends her
thanks and appreciation for all your good wishes and cards, and promises to be back at
“work” as soon as she can.

| hope you all enjoyed the December magazine and suppiement. ! tried hard to get them
posted before Christmas. They all went out on Monday, 2ist. the delay caused by the sheer
volume of material | had to deal with, and then because | couldn’t find a post office able to
sell me 175 x 35p and 10p stamps until thelr new stock arrived. Many of the subscriptions
expire with this issue so by the time the February magazine is due for distribution | will have
a good ldea of how many of you are satisfied with It. If you dom’t renew your
subscription | would appreciate a short letter explaining your reasons, especially If they
are other than financlal. | don’t get a lot of feedback so | don’t know what you like and
dislike (apart from Cockroach Corner). | hasten to reassure everyone that | intend to
continue with Probe even if the number of subscribers is considerably depleted but it does
mean there will be less subscribers to contribute.

Which reminds me. If you enjoyed the Christmas supplement, would you like another one in
the summer? If so, please think about what you would like It to contain. and contributions
will be gratefully received henceforth as | like to plan ahead.

Finally, a plea for help, not from myself for a change, but from Tony Collins of The Guild.
He has been busy securing an agreement for the rights to convert more games to the
Commodore. and with the possibility of the first four being Dr.Jekyll & Mr.Hyde. Bored of
the Rings. Bugsy and Arnold the Adventurer 1, he is appealing for playtesters. This involves
a lot of hard work, but Is very rewarding when you see the adventures on general release.
If you are interested please telephone Tony on 021 7438 2585 (but only between S.am and
Spm) or write to 760 Tyburn Road. Erdington.Birmingham. B24 SNX.

‘Tl next month, happy adventuring.

Barbara
4



LETTERS

edited by June Rowe

From Grimwold, of Chudieigh, S. Devon . . ...

Jntnad?robemttmmtl'd&opyouaIm.Tham:zgoto.hyforwmtﬂatwhg
review of Danger! Adventurer at Work! 2. I'd like to answer some of the points about the
game as a whole. The size is the most obvious problem. QUILL gives the author almost 30%
offmtpacewlthwuontoprogam(SKmeunnGAc.)andmtofmygamtomu
have fllled that to capacity. DAAW?2 had, If my memory serves me well, about 50 bytes
mmnmwmnmwwﬂmummxm.wlwmu
whole load more puzzies etc. to fili it up. He's right about the location descriptions though.
| can never think of enough to put in them! Jay’s not the first one to remark on this. Just as
anota.hDAsz.lmcdaboma(forttnlocatlonmtlom.sorTKforunoochg
andobjacuetc.Therastmymovertotnemagu!lnwaysfmneulertom
messages than loentlomtolgototownontm.gwngrmtomyiputsatc.
There's nothing worse, | feel, when playing 2 game, to get stuck with “I can’t” whesever
youtrysomtlhgdffmt.AbowtMymgosaraglvcnovartomaortofm

I've been wanting to write bigger games for some time now, and bought PAW. for that
purpose. | decided, though, after a ‘phone call to Joan, that this wasn't such a brilliant
Ioea.ouynavhgdscvenlomofgam.lkuowalotofMomswhoussoutonmy
PAW'ed games because of this. So, after looking for six months, | got hold of a copy of
Adian. I've already written two games using this, one specifically for Adventure PD and
another which was a re-write of Roog, my first ever adventure. Grimwold's Big Adventure
bbdvgplaymtadattneummtmwlprobauybegmawayuafmgamtoyct
anounrofm,mmel.Panasbamwmmunmdsalotofthon
de-bugging and time Is not that easy to find! This is written, together with two others,
under the pseudonym of Michael Hunt. The reason for having a differsnt pame is that Mike
wﬂum.m’mmwﬂmmllmmyttmndhmambym
name alone might rot like the style of Mike. A bit schizophrenic, but It works OK., | think.

Any\ny.lMl'dhtyouauhowmt'smpmghmw:mmhtm
Adian, there’s bigger games on the way.

*

Well, that's good news for Amstrad owners, but not for Spectrum owners like me! Having
read reviews of your games, Simon (whoops! | mean Grimwold) | have frequently wished |
nadanAmtrad-wtnnbmmgoigtodoamﬂonjob?(.hn)

*

/ brow of &l feast S of Grimwold's acvertures that keve bear comverted to e Spectrum,
and save aclually played DAAW) wiks / Lborougly ewjoyed [/ Spectrum owmers stow
Lt plerestied /| am sure ra;ycwmo/maldmwwwm/w
move conversons (Eq)
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From Phil Glover, of Birmingham . . . ..

I've fmally managed to write to Probe yet agam on my favourite subject of the SAM
computer.

The SAM ADVENTURE CLUB Is taking up vast amounts of my spare time, which | suppose
Is 2 good sign as to how well we're doing. I'm currently playtesting one game, I've just
compieted about 20 graphic screen$ for one game, and |'ve three games to review as well
as answering three or four letters a day, typing up articies and designing screen$ for our
disk magazine. SAM may not have sold in vast numbers, but it inspires loyalty and
enthusiasm from Its owners as It's such a good machine, and is very friendly and accessible
to even novice programmers. Letter-writing seems to take up most time, but | think it's
important to reply quickly to anyone asking for information.

The only trouble with running a club is that | have 30 iittie time for doing reviews for other
magazines, or, most important of all, playing adventures! My ambition, which I've had for
three or four years now, is to learn to use a utlity and actually write a game myself. |
don’t think Il be achieving this ambition for quite a long while yet, but at least | fee! I'm
doing some good If | can heip improve the SAM adventure scene in any way possible. One of
the best things about adventuring is that it’s a2 great way to make friends, who can then
help you enjoy adventure playing even more with mutual heip.

When the SAM ADVENTURE CLUB was started, about a year ago, only one SAM-specific
adventure was avallable (FIVE ON A TREASURE ISLAND) and all the Spectrum 48K
adventurss rumning on SAM had to use tape storage. Thanks to our more technically-
minded members, ways have been found to convert 48K PAW and QUILL Spectrum games
to 100% disk compatbility, and aiso to change screen colours and to give up to 20 new
font choices.

THE SAM ADVENTURE SYSTEM utliity Is responsibie for ssveral new SAM adventures
currently being written, and one calied DAYDREAM has already been released. Earlier in the
year we saw the reisase of SHERIFF GUNN, written in SAM's powerful and versatie
BASIC and the most recent release s 2 game calied DAYS OF SORCERY, /o reniew
secltior . . . £g) written in pure machine code (proving that SAM iz a very friendly machine
to program on). All three of these games are text and graphic adventures, as SAM has
very good graphics. An imminent reiease is THE OCCULT CONNECTION, which Is aiso an
SAS (SAM ADVENTURE SYSTEM) game, but It’ll be text oniy and up to 250K in size.

As well as these games, we now have PRO-DOS, which allows CP/M 2.2 software to run
happily on SAM, so even more adventures are open to us.

Detalls of the SAM computer aside, our club now has nearly 80 members, many of whom
are quite active within the club. We have about two dozen volunteers for playtesting and
even more for review purposes. individual members run various columns for our bi-monthly
club disk, so we've pienty of participation by our members. We've been experiencing some
problems with the amount of material for our disk, as we have trouble fitting It all on, so
we intend to produce double-disk issues where necessary.

One point I'c like to make is this: If such a smali-selling computer as SAM can generate such
an interest among people who enjoy adventuring, why don’t we see many more such clubs
emerge for other computers? All it takes Is for a few peopie to get together and start
such a club. It's a great way to find other fellow enthusiasts and heip support adventuring
on your own machine.
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