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EDITORIAL

A warm weicome to ancther issue of Adventure Probe, especially to the new subscribers
who have joined our small but dedicated band of adventurers during the last few months. |
was gefting a bit worried about the loes of some long-standing subscribers, but | am
delighted to say that some of the enquiries | receive every month have resulted in new
readers, so | make no apology for, once again, reminding readers that it is youwr magazine,
and | will be pleased to receive any suggestions concerning the contents. The magazine has
always been well supported by a small group of contributors, and in order to ensure it is
representative of the whole readers, | really do need to hear from YOU.

| am still amazed that most of the letters of enquiry | get are from players who say they miss
the text adventures they used to play on their 8-bit machines, and now that they have a PC
(sometimes an Amiga) they like to play them under emulation. This is great news, because it
should ensure that the likes of Zenobi Software and The Adventure Workshop remain in
business, as both of them convert their tittes to run under emulation. On top of this, | know
that the intemnet has a vast number of text adventures, many of which are Public Domain or
Shareware, and most of them can be made to run on the Atari and Amiga. Who said, years
ago, that text adventures are dead?

While I'm on my soapbox, | feel | must say how disappointed | am in the response to the
release of Peter Clark's new text adventure, “The Portal”. Of course, | only know how many
copies of the Amstrad version have been sold, so maybe the sales are better for the
Spectrum version. With Peter's next game already written and awaiting playtesting, | hope his
hard work will be appreciated by more than myself and a couple of players.

in an effort to reach players other than Probers, | have written to WACC! and 8BIT to let them
know that | am now running WoW Software, enclosing a copy of the catalogue which | have
just finalize. The full list of tiles will be in the September magazine. When | first bought my
Amstrad 464 | know there were a couple of PD libraries offering adventures, but neither of
them have answered my recent letters. | have been thinking about offering PD tities, but I'm
not sure what they are, or where | may obtain copies; and much as | wouid like to keep &/
games in circulation, | wonder if it is worth the effort

1 don't know if any of the UK readers are aware that the Royal Mail want to move our main
sorting office from Liverpool to Warrington. This has, as you would expect, caused a great
furore, not least because it would have meant that anything posted in Liverpool would no!
have a Liverpool postmark, something the iocal Tourist Board shouid have been most upset
about, to put it politely. The postmark is the oldest outside London, and the Royal Mail have
conceded the point, and say the postmark will stay. However, the sorting office is still likely to
be outside the Liverpool area, so in future Probe may take even longer to reach you.

In case | don't get the next magazine out before the Convention, may | wish everyone who is
attending a very good weekend, and hope it isn't too much like the one in Jon Scott's
“Murder Mystery Weekend", which | hope to review next month.

All the best,
Barbars



LETTERS

From John Ferris of Coventry .....

As an Amiga owner | was very interested to read Steve Clay's comments regarding CDs and
the Amiga and felt moved to respond. | actually own a machine capable of running the
forthcoming games. | have an A1200HD with 10MB Ram, a 50MHz Blizzard 030 accelerator, a
Syquest drive and a 2x CDROM.

When Commodore went into liquidation | ceased buying anything for the Amiga, but the
accelerator and CDROM were bought when ESCOM arrived on the scene. | thought that the
Amiga situation would pick up but we are still awaiting any firm commitment to the format by
Gateway2000.

Steve has an excellent point regarding cost | had a look through the magazines and found
that to expand a basic A1200 to just exceed my spec would cost £340. | agree you would be
better off saving up for @ PC or buying that Playstation. | certianly wouldn't recommend
anyone spending that sort of money on an Amiga in today’s climate.

A year or so ago | had the opportunity to buy a PC notebook for a reiatively good price. |
added a SCSI card so | could use the COROM and SyQuest | had bought for the Amiga,
which is one of the good points of SCSI peripherals.

| use the notebook for internet access. amongst other things, simply because the Internet is
geared for the PC. Additionally, Microsoft provide a web browser, mail and newsgroup
programs for free whilst an Amiga user has to fork out between £30 and £60 for similar
software. The notebook has a faster serial port than the Amiga as well.

Don’t get me wrong, | still like my A1200, | like the Amiga operating system, the way
programs don't need vast areas of disk space and RAM to live in. However | also like my
notebook and Win95 and | appreciate their good points, even though RAM and disk space
are still at a premium.

As far as the future of the Amiga is concerned then the A1200 and A4000 will probably be
the last of their kind. There's some argument over what makes an Amiga. is it the chipset or
simply the operating system (OS)? At a basic level, my A1200 is a computer running
AmigaOS (workbench3.1) with a 2MB graphics card (AGA). The chipset's strength is that is
really well integrated, but despite this it is nowhere near as powerful as the latest PC cards.

The future, according to the magazines, is likely to be a portable OS which means you could
have any machine and buy Workbench4 or whatever to run on it This will then work with
whatever sound and graphics card you might have. As the 68K CPU has had s gay. the next
Amigas will most likely be running on RISC chips which are really fast The idea will be to
buy whatever make of RISC computer you wish, then buy your OS, be it Workbench, Win97
or both if you want Any software written for a RISC CPU will run on any such CPU, just as
with the intel compatibie chips in PCs.

The bottom line is that what we know as Amigas today are the last of tneir kind. Future
Amigas will look like a PC, will use cheaper PC parts, will blow the socks off your Pentiums
and AMDK6's and run Windows as weili.

As for today's Amigas. well PowerPC (RISC) cards are expected for the A1200 “this year™ but
what this will entail | don't know. Existing software. if it is written according to the correct
guidelines. will run under emuiation. We ve aii heard tnat one pefore.



My views on Vuican moving to CDROM only titles are perhaps coloured by the fact that |
already own CDROM. | wish them the best of luck. They are moving in the right direction and
are trying to increase the life expectancy of the existing Amigas by dragging their users
(kicking and screaming) into the present Having to write games which will run on the basic
Amiga platform (1MB A500) is a great milistone around a programmers neck. it's like
insisting that every PC game must be capable of running on a 1MB 286 with EGA graphics.
Amiga users used to laugh at such PCs, now PC owners laugh at Amiga games in a similar
way. It is just a shame that expanding an Amiga is so expensive.

Are Vuican biting the hand that fed them? Perhaps. Is supporting only CDROM Amiga games
bad business practice? Ask any major games publisher out there and they will say that
supporting any Amiga platform is bad business practice,

As for me, | will keep my trusty A1200 with all its excellent software. | will continue to surf the

net with the notepad, to wait for the Amiga situation to be resoived, to play and (try to) write
adventures.

%*

Good luck to you and everyone else who has an A1200 with hard drive and CDROM. Please
let me know how you get on with the new software, especially the next Valhalla as | was
looking forward to playing it

I've heard mumblings lately that far from reducing the number of disks needed per game.
some new games are coming out on multi-CDROMs. sometimes as many as 4 or 5. ¥ | have
understood the situation correctly, i1sn't this the same stairway that floppy discs went up and
then fell down? (Barbara)

From John Wilson of Rochdale .....

...... the latest debate concerning the “loilet-seat” seems to be missing out on one very
important factor .. it all depends upon whether the man in question is a “Cavalier” or a
“Roundhead” as the presence of a “head-covering” (or not in the latter case) can play a
great part in the “accuracy” demanded to strike the target dead centre.

If it is “misplaced” (the “head-covering” that is) then the “angle of attack” can often be far
removed from the intended one and the “aim” well astray.

Speaking as a “Cavalier” | am well aware of this. In severe cases it can even put the feet in
great danger, never mind the fame “toilet seat”.

%

I'll choose not to understand the above and just ask if that is why schoolboys (used to) wear
caps and were always borrowing my protractor?

By the way, John's next sentence said "Have a good think about the above suggestions™ but
that refers to a completely different matter. | think! (Barbara)



From Ron Quest of Newark .....

| had hoped that in an adult, intelligent and instructive way, my June letter would have put
the lid on the toilet seat debate once and for all.

Lowering the tone of the discussion by lewd references to “lame excuses” and ‘“short
comings” is alas what we must expect as the female psyche is physiologically unable to rise
to serious debate and forego the descendance into lavatorial humour.

The matter cannot be aliowed to drop so lightly in this tone of cheap femalie jibes. it is time
that women faced up to the truth and leam to accept that the basic undertying problem is not
the correct scientific use of the toilet seat but that little green—eyed monster, jealousy.
Initiated in childhood and carried festering into adult life.

The inability to take part in the boys daily school competition of “highest point on the urinal
wall”, is the primal cause of all female resentment. And of course the bonhomie of fitteen
nude lads skinny dipping in the local canal, standing on the bank in the sunlight sending
rainbow arcs of pee in friendly maie competition for “nearest the far bank’. Being spied on
from the bushes or peeped at over the nearest bridge parapet by girls unable to take part
and thus ensuring their lifelong bitterness and resentment. Thus the proof of what the
superior equipment is really. really, for. no matter what corrupting influence are exerted on
us in later life by jealous females, nothing can ever outshine or erase the height and distance
competitions of boys schooldays. which the poor female was and is forever locked out from.

It is this knowledge that enables us. with dignified forbearance and the odd grin. to wear our
impermeable shield of superiority against snide female remarks.

%

Goodness, that had my spelichecker and dictionaries working overtime!

My only recollections of adolescent boys are that they would never, ever, let me ride their
bike, saying girls couldn’t because of the crossbar, and they would never help me over the
high sandstone wall that was the shortcut into the grounds of Sudley Hall. (The second didn't
matiter because there were plenty of foothoids between the large biocks where the mornar
had crumbled away. | wonder if it was early training for all those "computer generated walle* |
would climb many, many years later.) (Barbara)

A JOKE from STEVE CLAY

In response to the revolting riddies in the April issue. here is a revolting limerick
(more revolting for the truth it contains) (And in keeping with the tone of the above
letters ...Barbara)

It's a sign of wedded security,

A marriage that's reached its maturity,
when neither accuses,

Nor ofters excuses,

For farts that fly with impunity.



REVIEWS

ISLAND OF MYSTERY
Written by Steven Neighorn
Reviewed by Dorothy Millard on a PC

You are told that you must explore a tiny island in the middie of a vast ocean in search of
eleven treasures. You must first locate each of the treasure and then find a secret place
where the treasures must be stored. Twenty points are awarded for each properly stored
treasure, but once treasure has been stored it cannot be retrieved.

It states in the introduction that there are 240 possible points, including 20 bonus points
awarded for three particularty difficult tasks, however | was unable to track down five of the
bonus points and completed the game with 235.

“island of Mystery” is easy to map and has only 38 locations. The parser understands two
words and only the first three letters. There is a limited amount of time to find all the
treasures as a huge Tsunami is heading your way and if it hits before you find the treasures
the game ends. However it is a generous time limit of 500 moves.

Layout of the game on screen is different to the norm but very clear. The function keys can
be used for directions and commonly used actions and if you can't remember which are
which details are on the bottom of the screen. Personally | still found it easier to type W for
west rather than remember which function key to use.

Starting on the south shore of the island you will soon discover that it is a good idea to avoid
the native village where head hunters await you. Heading into the forest | discovered a tree
with a bucket hanging from it which was just out of reach, a canoe which piays an important
part in the game and a shack containing some important items.

Moving along the north shore | discovered a strange rock preventing entry to the temple, so |
returned to a cave entrance but this was biocked by a boulder. | then feli into an animal pit
necessitating a restart — thank goodness for the save option. | continued into a swamp where
| met the swamp creature and discovered a way to pass the bouider, but once inside the
cave | found the only way out led back into the animal pit. it you were observant earlier in the
game the way out will become apparent. Once past the swamp creature you fall down a hole
and enter the stone rooms where more treasure is waiting to be found, however you must
get past the demon to exit as there is no way to get back the way you came.

On the whole | enjoyed piaying “island of Mystery". If anyone manages to get the additional
5 bonus points please et me know!

[This adventure will also run on the Amiga under PC emulation ...Barbara]








































































































































