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EDITORIAL

Dear Readers,

The month of August has been so hectic for me that my Intention of getting this issue out
by mid August was scuppered. | try to ensure the news, letters and reviews sections of the
magazine are as up to date as possible, so | had to make last minute changes to keep up
with events.

| know adventuring Is considered by some as an eccentric hobby, but have you ever been
calied Obscure? (Probably only If you are an owner of an 8-bit computer!) Atarl owners
who have bought Peter Hague's “The Obscure Naturalist” adventure now have a chance to
Join The Obscure Naturalist Fan Club. A fee of £6 covers twelve monthly newsietter
containing hints for this excellent and difficult adventure, @ membership card in a neat
plastic wallet plus a Certificate of Obscurity entitling you to use the prefix W HI T
(meaning “Who the Hell Is That”). A good response will encourage Peter to extend it to
more than 12 and also to complete the sequel which will aiso be covered by the
newsletters. I'm still playing T.O.N. and progressing very slowly, but that Is how It is
intended to be played - to last months rather than days, probably years for me but I'm not
compilaining, It Is very good value for money - see advert. later in the magazine.

Since | wrote my comments to Nell Shipman’s letter | have recsived another postcard from
Marin Stanculescuu to say my letter arrived weeks after the parcel and again thanks me
for the magazine and software. He/she wishes to keep writing and asks for any advice or
information about the Spectrum worid. I'l reply, requesting more detaill of his/her
preferences as | don’t know much about the technical side of the Spectrum, so can only
offer help in my own specialized field - text adventures.

If my outstanding playtesting flles are anything to go by plenty of 8-bit owners are writing
adventures, but where are all the plavers? | asked Jack Lockerby If he was planning to
convert his latest adventure “Theme Park U.K.” to the CB84. He said there wasn't much
point as sales are very poor for those he has aiready released! | understand Jon Lemmon
has not only ceased writing adventures for the Spectrum but Compass Software has also
ceased trading, so anyone wishing to buy his games, IT IS TOO LATE - secondhand coples
are your only option.

I've had an excelient response from the readers who were due to renew their subscriptions
after the last Issue, much better than | dared to hope for, and my gamble to order an extra
10 coples aiso paid off as aiready I'm down to 2 unsoid copies. Thank you ali.

| wish to thank Nell Ashmore for the postcard - four magnificent views of the Statue of
Liberty. I'm sure It Isn’t meant as a comment, | Agoe | don’t come across as someone who
looks down on everyone. The magazine Is your magazine which is why your support and
patience Is appreciated. Producing a monthly magazine is hard work, but very rewarding.
and | get through a iot of material every month. Piease, If you have any hints and tips for
any adventures please send them in pow, especially If It is a 16-bit game.

Happy adventuring, Zasbasa AF..0. Hon. Member

P.S. If anyone has heard from Dorothy Jones recently could they elther let me know her
current address or ask her to contact me, as another magazine has been returned
“unknown’.

4



From Neil Shipman of Bristol .....
Out of the biue | recently received a postcard from Romania. This is what it said:
Dear Sir,

Greetings from Romania! You will be surprised to get a
letter from a perfect stranger. | am a really Atari
enthuslast. | didn’t found software, peripherals or magazines
for Atarl in Ro. | should particularly like to know If you can
help me with my Atarl.

Yours sincerely,

TATIANA

STR.ALEEA PODUL GIURGIULUI. NR.1.
BL.14. SC.4. AP.103. SECT.5. OP7.
COD 75407. BUCURESTI. ROMANIA.

| don’t know where Tatiana got my name and address but it was probably from an oid
Issue of Atarl ST User in which | advertised software for sale. 'm now using my PC 88% of
the time and have already sold off most of my ST stuff but | have sent her a few ST disks.
Some other readers with STs might like to send something too. (Don’t Romanlans have
great postal addresses?!)

*

In late June | received a postcard with an aimost identical typed message from a Marin
Stanculescu asking for help with software and peripherials for his (her?) ZX Spectrum. |
sent a package on Sth July contalning a copy of the June issue of Probe, 4 spare
adventures, 4 sport/arcade games that | didn’t play, plus lists of suppliers of Spectrum
software and hardware. Some time later | heard from quite a few readers who have
recelved similar postcards but asking about hardware and software for their particular
machines. These seem to have come from varlous addresses, but at least one had
handwriting that matched a second postcard | received from Marin thanking me for the
games and asking me to publish his/her address. | don’t know how my own name and address
was obtained. but | suspect aimost everyone whose full address was published in the June
Issue of Probe has recelved a similar postcard to Nell’s. One such reader, Ann Balley, has
written to her contact asking for further detalls. To date, several weeks after sending the
letter, she hasn’t heard anything, but we will, of course, keep you informed.

Probe readers are always very generous, but | think | should advise you not to send
anything that you can’t afford to part with, bearing In mind that we know nothing about
this group, If that Is what they are - they could be deaiers rather than fellow enthusiasts.
As another reader has toid me. they are, by nature and necessity, very cunning. | don’t wish
to deter anyone from sending any software or hardware. for they may indeed be genuine. If
you hear from them, please let me know. | am williing to coliect together oddments and
post them off In a single parcel - the postage on the smallish package | sent cost nearly £5.
(Barbara) "



From Lee Morrall of Heath Hayes .....

| had to respond to Damian Steele’s letter in issue 7, regarding the time taken to write an
adventure. | was pleased to hear from a feliow author who also writes games for Tony at
The Guild. However, when he says he can write an adventure in a weekend with “pienty of
coffee” | think he means plenty of amphetamine! I'm not saying It's impossible - you can
write a game in a day without a utility, but what kind of game would that be | wonder?

| haven't written a game for some time now, but | still get inspiration, and If | thought |
could better my last game |'d get straight back to the keyboard. Back in 1887 | wrote five
games (in between revising for my ‘O’ Leveis) and | found as | got more used to my own
method of programming an adventure, my games got more sophisticated and detalled until
they could take several months more to edit, debug and improve. (This applies to any
computer.)

| usually get an idea mulling through my head for a few days before | put pen to paper -
then I'm writing a simple plot, objective, and inventing puzzies, as well as drawing a map
and thinking of characters, locations and things like a scoring system and time factor - If |
think the game needs it. Then | start to write the program, whiist making notes in a large
notebook that will be fllied with the skeleton game plans as | am programming. | prefer to
use my own system of BASIC programming, as the game will stiil run as fast as The Qulli
because of the way | use logical ioops in the program.

After completing the core of the game, | start to playtest, debug and improve the
program. | do get totally involved In writing a game and creating a new worid in the
computer, so | need plenty of spare time to get absorbed in making what | believe to be a
quality product, for my own satisfaction, and that of others.

A weekend! Shucks! That reminds me of those guitarist who play a hundred notes In a
second, but there’s no soul there whatsoever!

%*

| have been playing your game, The Menage, for quite a while now, and planned to review It
in this issue. However, as my Commodore decided to go on strike due to overwork lately, |
haven’'t had time to finish It. | promise It will be done as soon as the machine is repaired.
(Barbara)

% % % %k %k

From Steve Clay of Ellesmere Port .....

..... Damian Steele’s ietter stated that he had written three adventures in what amounts to
flve weeks and three days. Good luck to him. What annoyed me about his letter was the
Inference that all writers shouid be able to achieve the same sort of output. Looking at the
databases of my three Taxman games | reckon | could have entered them all in the five
weeks but that wouldn’t leave much time to actually work out the routines and the puzzies
in the first place, let alone have the games playtested and then correct any errors that
may be discovered. Damian makes no mention of how he writes his games. Does he sit down
In front of a blank screen and program as he goes? Does he work It all out on paper first?
Does the first idea for a game end up as a game? Do his games make full use of the
avaliable memory? Are graphics used to pad out the database?
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I'm not trying to say his games will be_poor quality. Damian may well have a taient for
putting out top quallty adventures in record time. If so, then | take my hat off to him and
only wish | could do It. I've written three adventures [The Final Demand is being playtested
at the moment] in two years; this doesn't include the four years | spent getting used to the
PAW system. | have two games on disk, Trorc and The Adventurers’ Gulid, that | wouldn't
dare inflict on anyone. | looked at these games as a sort of testing phase where | iearn
about PAW.

| wish Damian all the best with his games. but remind him that everyone does things
differently and that’s why adventure games vary so much.

%*

Great news about a third Taxman adventure, I'm sure It will be every bit as good and
successful as Taxman Cometh and Tax Returns.

| thought | would receive a few letters from authors and can only admire all of you for
writing marvelious adventures for us to play. If anyone else cares to write in about how
they go about writing an adventure game, please do so, we are all very interested.

*

Damian sent me a copy of his latest adventure, Black Mass, and | managed to finish It just
before my computer “died”. This is a GACed adventure that calis on you to search in and
around the mansion seeking certain objects needed to conduct a black mass. A novice
adventurer may need a little help but | found It an interesting game with one or two twists
at the end.

Please see eisewhere in this magazine for a special offer for all owners of a Commodore 64
with disk drive. (Barbara)

% % J % %

From lan Brown of Leicester ......

Today | had a phone call from Dave Ledbury regarding his supposed attempt to replace
FROM BEYOND.

It would appear Terry Taylor (The Jester) and | (Storm) have been grossly misinformed by
him, so therefore neither Terry nor myself will be contributing to his efforts.

%*

For readers who didn’t subscribe to From Beyond perhaps | should explain that a flyer was
sent out with the final Issue advising readers of the plans to faunch a magazine calied Back
From Beyond at the Adventurer’s Convention in October.

Dave also telephoned me about various matters, one being that Back From Beyond is likely
to be In the form of a Newsletter (as opposed to a 56 pages magazine) and would
probably be published less frequently than the bi-monthly schedule of F.B. (Barbara)






