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Many thanks to the following readers who have sent in contributions since the last issue :

Dorothy Millard. Jenny Perry. Jean Childs. Lon Houlston. Simon Avery. Hilary Walton.
Martin Freemantle. John Schofield. Damian Steele, Lee Morrall. Darren Blackburn,
Laurence Creighton. Lorna Paterson, Oddbod. Wynne Snowdon, Elien Mahon,

Steve Clay. Jonathan Scott. Martin Bela. Barbara Bassingthwaighte.
Dennis Northam. Ron Rainbird. Phil Glover. Sharon Harwood

Neil Shipman. and a couple of Anons

Special thanks to :
Dream World Adventures and Adventure Workshop for supplying software

Martin Freemantie for the cover picture. and
Geoff Lynas who does a marvelious job of printing the magazine



EDITORIAL

Dear Readers,

Welcome to issue 95 of Adventure Probe. This month's excuse for its lateness is a
6 day postal strike just as | was organizing the contents, and | was still hoping to
receive some particular contribution. When the postal deliveries resumed | received
bundles of mail for the next 4 days. Normally my mail takes half a day or more to
answer just the urgent enquiries; after the strike it took me all day, delaying the
magazine even more. It should be at the printer's in time for the Bank Holiday and
with all of you soon after.

That over with, may | welcome all new subscribers. It is heartening to report that at
the time of writing | am out of stock of all back issues from September onwards,
and that | am ordering more copies of the first run of this issue than | have for quite
a few months.

Regular readers know that the magazine relies on contributions and feedback. | am
always open to suggestions on how to improve the presentation, and also for
guidance on which adventures to feature. Each month | have to take a wild guess
as to which games may be of interest. Also, | am aware that my comments in reply
to your letters in the magazine seem to be getting longer and longer, sometimes
longer than the letter. | haven't received any complaints, but if you want me to keep
them shorter, just let me know, and it may leave me something to say in my
editorial instead of this watfle.
Two issues from now (June) will be Probe’s 8th birthday. A few issues ago | made
an appeal for specials, but so far only the ever dependable Mary Scott-Parker has
responded. If you have azy?ing based on the theme of 8 please send it in as soon
as possible. Glossing over the fact that the following issue will be my own 2nd
anniversary as editor, the next landmark will be September, Probe’s 100th edition,
cause for real celebration, and maybe a few reminiscences. Whether you wish to
look back over the last 99 magazines or look forward to the next 100, please share
your thoughts. Try not to follow my own example and leave it ‘til the last minute -
get those thinking caps on, and pens, pencils, printers and crayons working. Until
next month,

Happy adventuring,

Barbara

A F1.0O. Hon. Member
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From Lon Houliston of Littleover .....

| liked your March issue. It was very meaty, and was pleased to hear that membership
numbers are making good progress.

| read your comments on the Ekim Language and my own feelings, for what they are worth,
are that | do not like it. | really think that we have managed to get past that stage and in any
case, it makes the magazine look untidy. | am sure that, as editor, you already have enough
to do without additional difficult proof reading. Please don't let us go down that road.

incidentally, I've been wondering what happened to my review of The Obscure Naturalist. |
wouldn't normally bother but | told Peter Hague | had sent you one before Christmas and
would not like him to think | had iet him down at all — please don't think I'm hassling you
(well not too much).

As a point of interest, the bookmarks are a good idea which we can take a stage further. My
iocal computer shops have a range of free leafiets on the counter (as have yours, no doubt),
and dropping one or two amongst these may bear dividends. At least we will be aiming at
the people with the hardware.

%

| am very pleased to announce that the subscription list, together with the usual one-offs
have been creeping back up. I've aiready run out of stock of all magazines from September
last year onwards, and I'm going to chance ordering more of this issue than | did of the
previous magazine. I've lost less readers than | have gained, and | think most of you who are
reading this are now regular subscribers. I'm doing my best to give you what you want, if
you have any comments, please, please let me know, either privately or for publication and
general discussion.
Regarding the Ekim Language, | was very surprised to find that the proof reading was much
easier than expected, but the typing was awkward and slow, and I'm not quick or accurate
(thank God for word processors!) if any of the hints | write myself lend themseives to this
style, Precision Corner for example, I'll use the backwards wording, but if the hints are in a
semi-cryptic form, I'll type them up as normal. lf anyone cares to send in some hints in this
form, please do, especially one-liners which may collect into a full page or two.

I'm very sorry | haven't published your review until now, especially as you have actually
managed to complete the adventure, which is more than | have done. | have to give priority
to first-time reviews, and as | had already published my own review last April, and Jean
Childs’ last December I'm afraid it has had to wait until now. I'm delighted to see you agree
with us, and hope anyone who hasn't aiready bought this excellent game will send off their
£5 today.

The bookmarks seem popular, and | have some larger advert. for display on notice-boards.
counters. and shop windows. Ive also made up an AS advert. which is aimed at “lost”
adventurers. and maybe I'll have that printed in bulk (well 50 or so) sometime in the future. If
anyone would like to see a sample. just let me know. (Barbara)



From Laurence Creighton of Cape Town .....

Hi folks. Hope at least someone out there remembers me - besides the editor, that is! |
thought I'd better put pen to paper, so to speak, and let everyone know what I'm doing
regarding the adventure scene. | know | have reneged on what | said, apropos writing for the
Spectrum until there is no one left out there. | also know | wrote a long open letter to Jon
Lemmon asking him not to give up as he appeared to have done.

But the time has come the walrus said...... To be more poetic, let me quote a line from one of
my favour poems which became a wonderful song “Desiderate” and it says: ".....take kindly
the counsel of the years, gracefully surrender the things of youth.....". The Speccie | owe a
hell of a iot to: when | got it | didn’t have a CLUE on how to use it. Then | bought a few books
on programs you could type in yourself and OH what a thrill when it was all typed in, and my
index finger hit the RUN button. But that was in my computer youth (in fact it was in my
youth!). The Speccie is still my treasure, and | still have many games to play on it - a dear,
dear friend keeps me well supplied (with originals | hasten to add). | was starting to feel
stifled with the Spectrum, not only with the limitations of ye olde Quill, but computing
generally. | needed to produce spreadsheets, do word-processing, etc, etc. True there are
some excellent utilities for doing that on the Spectrum, but with my 5" Seikosha printer, |
could hardly write to the Bank Manager. And so it was off with the old and on with the new as
| entered the world of personal computing.

But what of adventuring | hear you chorus? | still hold it close to my heart, and instead of
doing it on the Spectrum, | now write them on the PC. This at least frees the TV screen for
Andy who is a TVholic!! (I know he'll kill me for saying that —why do ali addicts always deny
it?)
| acquired the AGT adventure writing utility and although | may as well have tried reading
Greek or Chinese, | soon came to grips with ite many intricacies. | wrote a couple of
Mickey-mouse adventures to test the water, so to speak, then | launched myself into a real
adventure which right now is being assessed for publication. The AGT, although having far
more capabilities than my beloved Quill, is a finicky program which leaves a lot to be
desired. There are many fine details which | would never allow in my games, but are in the
AGT-produced game. For example if you get zapped in the Quill, you use the END
command and that's it. In the AGT you use ENDGAME which ends the game (surprise
surprise) but goes on to redescribe the location. | took this up with the author in the USA, but
he tells me there's no way around it. t's a small point — one doesn’t get zapped every five
minutes (not in my games anyhow) — but a niggly one. You have available oniy 100 nouns
(which includes your non-conveyable nouns such as those in the location descriptions (You
are next to a small POND). You have 198 locations and 250 messages. Somehow, although
100 nouns doesn’t sound much it is amazing that | never had to struggle and in fact had a
few left free at the end. My second adventure (which I've tentatively called FLAMEOUT) is
being written on the BIG-AGT which aliows 200 nouns, and FIVE HUNDRED messages (am |
going to enjoy using them!).

The major attraction of the AGT (both versions) is the availability of 255 flags, compared to
the paltry 18 of the Quill (one is reserved for the special effects). With 255 flags, you can
create so many “incidents” that cannot be repeated, you are only limited by your own
imagination. Another feature sadly missing on the AGT is Ramsave/Ramioad and the special
effects for which the Patch is famous. | know those beeps, pops, whisties and flashing lights
don’t send everyone over the moon with delight. but they do relieve the tedium. and after all
- if one falls into a deep abyss. | feel the falling-siren sound enhances the scenario.
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Well, | think I've taken up enough space. I'm still on the scene - just having changed my
allegiance. | hope that some of you will ry THE WATERS OF ZOL when it comes out. Maybe
someone would write and give me their opinion..... Happy adventuring.

%

This is very disappointing news to all Spectrum owners, myself included. tt is now up to the
PC owners to give you as much support as the Spectrum owners did, and | wish you every
success with your games. Any chance of Atari and Amiga conversions?

So PC owners, send in your application NOW if you would like the chance to review THE
WATERS OF ZOL when it is released. If anyone wishes to write to Laurence I'm sure he won't
mind me giving his address on request. (Barbara)

From Steve Clay of Ellesmere Port .....

In answer to Diane Rice's query regarding AMOS, Blitz Basic and other adventure creators.
Starting with the dedicated adventure creators. Of all the creators around on PD etc. | have
seen games produced with very few of them. AGT and Hatrack seem to be the most popular.
Hatrack seems to do a competent job while AGT is the most popular due mainly to its
portability between PC, Amiga and ST. It does however have some drawbacks, mainly speed.
The other drawbacks are mentioned in the Adventuring with AMOS article.
AMOS and Blitz are two totally different beasts. You can do almost anything with them.
Comparing the two is slightly difficult because I'm slightly biased towards AMOS. Blitz is
certainly winning supporters all over the place but it has one serious fault and that is the
manuals that come with the program are not at all friendly. Even its most enthusiastic
supporter would agree that the manuals are not for the inexperienced. This is mainly why the
majority of serious glossies are running Blitz Basic columns but as you can guess they are
covering the creation of arcade games rather than anything to do with adventuring. On the
plus side Blitz compiles your code into machine code before running and therefore you
have a very fast program and no need to purchase a separate compiler unlike AMOS.
(Through Special Reserve AMOS Professional and the AMOS Pro’ Compiler will cost you
£31.89 and £24.89 respectively, a total of £56.88 and Blitz will cost you £56.89 so there is
nothing between the two pricewise.) Blitz does have an AGA version something which AMOS
users have been promised but so far nothing has appeared.

Blitz would appear to be the one for Diane as long as she has a good basic knowledge of
BASIC and a willingness to wade through manuals. AMOS would be my choice only because
there is a lot more support available and there are plenty of books available on using the
language, including a new one I've seen advertised, Writing Roleplaying Games in AMOS
(£11.99 from Special Reserve).

If Diane does choose AMOS then I'll be only too willing to help her with any programming
queries. Anyone else for that matter! (I'm no expert but I'll have a go!).

*

That is a very genuine offer from someone who is very busy writing his own games on the
Amiga. | hope Steve's example and generous offer results in many more Amiga owners
having a go. (Barbara)




































































































