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Copyright on anything which does not carry the writer's name belongs
to Adventure Probe. Copyright on all other items lies with the writer
as Adventure Probe does not pay for contributions.

Readers whose work is printed in the magazine continue to hold

copyright on all material written by them, and are free to wuse it
elsewhere ... it still belongs to them.
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to TWELVE months in advance. Prices are shown below:-

United Kingdom GG O 6 O B £1.25 per copy
Europe (Incl. S. Ireland) Vo e e £1.75 per copy
Resti O0f World (Sumfisec mail o e o i £1.75 per copy
Rest Of World (Air mail) e e £2.00 per copy

All back copies are still available commencing with issue I June
11986,

Issues I, 2 and 3 at 50p each (75p Europe, £1 R.0.W.)

Issues 4 to 19 inclusive at £1 each(£1.50 Europe, £2.00 R.0.W.)
Vol II Issue 1 onwards at £1.25 each(£[.75 Europe, £2.00 R.0.W.)
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Privete advertisements in the In-Touch section of Probe are free to
subseribers. Trade prices are as follows:-

Full page - £5. Half papge = £3. Line ads 3p per word.
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AL/A5 Single sided - 5p per sheet
AL/A5 Double sided - 8p per sheet
Reduction from A3 to AL or A4 to A5 - 5p per sheet
Add 10% for return postage. Minimum order of 10 sheets.
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ADVENTURE PROBE is distributed on the 1st to 3rd of each month.  Copy
date for contributions, advertisements ete. I4ith of each month.
Blesessend allll correspondence,  subsenipiiions e e T olEITER G IRUCHS
Please meke all payments in pounds sterling. Cheques/P.0's should be
crossed and made payable to Adventure Probe.

‘EDITOR Mandy Rodrigues, 2. Maes y Cwm, Llandudno, Gwynedd LL3C 1JE.
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My grateful thanks to the following readers for sending in contribut-
ions over the last month.

Jim O'Keeffe, Jenny Wheeler, The Grue, John R. Barnsley, Allan

Prillips, Chris Hester, Allan Batchellor, Paul Sawyer, Pete Gerrari,

Sharon Lowndes, Paul Brunyee, B.R.Pell, Doreen Bardon, Walter Pooley,

Neil Talboti, Graham Collier, Dave Perry, John Wilson, Claus Nygaarg,

Pat Winstanle Sandra Sharkey, Keith Campbell, Paul Copeland, Anteny
) a

Y
urice Edwards.

icture this month is by Allan Batchellor
1o

vely sketeh of Sherlock.
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Welcome to Vol II Issue 6 of Adventure Probe.

Firstly I must thank all of you who wrote to me to give me your Dbest
wishes, support, ideas and inspiration. I have never had so many
wonderful letters and I just wish that I could publish all of them in
the letters pages but there were so many that it would need two whole
issues of Probe!

With this issue Probe enters its third year and I thought that a
little competition would be a nice way of celebrating. Also in this
issue is the first of the promised questionnairs compiled by Paul
Brunyee. I hope you will take a few moments to £ill it out and . send
it in so that Paul can get to work on the results, he has worked very
hard on this so let's give him a good response.

You will notice that Probe has grown slightly this month with an
extra four pages. Please keep on sending in your lovely
contributions, which are needed for all sectionz of the magazine, and
perhaps Probe will be fatter next month also.

There seem to be, once again, a number of letters from irate readers
who have sent off for adventures and have beer met with silence.
This kind of treatment makes my blood boil! ¥hen will this small
group of software houses who are spoiling things for the many really
reliable firms, realise their customers must be #reated with
respect, after all, without customers they would be out of business
like a shot. If there is some kind of problem with an order and this
can of course happen, it is only good manners to write and inform the
customer of the delay. Let's hope they soon start getting their
act together and begin to show a little common courtesy.

A few days ago an adventure magazine popped through the letter box
and I dropped everything to settle down for a good read but
unfortunately it was all in Danish! I tried very hard to understand
what it was all about with the aid of a little sheet which came with
it and explained some of the main features. I didn't make much
headway but it did make me curious to know what was happening on the
adventure front in other places. This inspired me to don my
"Interviewer's Cap" and do a little investigation. Over the next few
issues I will let you know some of the interesting facts I
discovered. Keith Campbell of the Adventure Helpline in Computer and
Video Games magazine also kindly consented to asm interview and I will
be telling you all about that very soon.

Please keep on sending in your lovely letters, they are a real

pleasure to read and brighten up each and every day. I sincerely
hope that you enjoy this issue of Adventure Probe and find it =
little easier to read than the last issue - I do apologise for the

quelity of the print but hope I have found a satisfactory solution
1 3 T P Y

or all who wrote to say that they would like to see a Golden Oldies
gction watch out for the next issue!

See you all again next month

Mandy
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SHERLOCK
THE RIDDLE OF THE CROWK - INFOCOM $f
Reviewer - THE GRUE
Standing outside 22IB Baker Street, -—— / 7§
you have come in response to an - it
‘urgent summons from your 0ld” g

Land-lady, Mrs. Hudson. As the — - —
damp fog swirls around, you huddle e
into your coat and shiver in the  —— 3
predawn chill. —_—
—
So begins Sherlock, The Riddle Of 5
The Crown Jewels, a game which ™ _
sends you into the pea soup
atmosphere of Victorian London.
For some time now the <capital has
been bustling with preparations for

the Queens Golden Jubilee.
Sightseers and vendors fill the
streets awaiting the Royal
procession through the City of

London, with Queen Victoris,
resplendent in the Crown Jewels.

Just as you'd expected though, the crown jewels have been stolen from
the Tower Of London. With only 48 hours to solve the crime the Prime
Minister calls on Sherlock, but riddles left at the scene of the
crime include a direct challenge to Holmes. He suspects that the
theft is really a deadly trap for him, so to avoid this he turns the
investigation over to you - Dr. Watson.

With Holmes to help you, solve the riddles and piece together the
mystery. i

You criss-cross London from Trafalgar Square to Westminister Abbey,
from Madame Tussaud's to the Tower itself. Then finally face to face
with the evil Professor Moriarty, where one false move will bring
disaster to you, Holmes and the British Empire!

Sherlock is the first in & new series called "Imortal Legends" and
has taken over e year in the making. Although Sherlock Holmes does
not appeal to me, the game is very easy to get into and very
enjoyable. The only drawback I feel is that the game is really
produced for the American market as most of the answers to the
riddles are for us, mostly common knowledge. Whereas our American
adventurers may have to search around the game looking for the right
statue or plague for the answer.

As per usual the packaging is superb and includes an authentic map of
Victorian London and a reproduction of a London newspaper from that
‘time. Also a distinctive keyring with the unmistakable silhouettes
of the master detective and his companion.
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In a recent poll Infocom asked its players to vote on what
historical/fictional characters would be good subjects for future
games. Sherlock Holmes was the overwhelming winner, although it's
just & coincidence that they were working on Sherlock at the time.
Others topping the 1list were, Steve Meretzky, Dave Lebling,
J.R.R.Tolkien, Ernest Hemmingway, C.S.Lewis and Brian Moriarty.

As for Sherlock it does stand up very well as detective games go but
for a real piece of sleuthoom try Suspect, still the Dbest detective
game I've played. At least after playing Sherlock Infocom style Ican
now forget about that nightmare which Melbourne House produced.
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THE CASE OF THE MIXED-UP SHYMER

Atlas Adventure Software - Price £1.99 to £4.25.

LPTHE CASE OF THE

Written by Sandra Sharkey with the
GAC, this adventure casts you in IXED"UP SHYMER
the role of Sherlock's secretary - - g
Shirley Combes. Responding to =& J : / ; ki
phone call when Sherlock is away on
business, you are told that recent
riots by nursery school children
are the result of all the nursery
rhymes getting mixed up on the Isle
of Nursree. I know riots are on
the increace, but rioting nursery
school children?! The mind
boggles. However, it's your job to
go to the Isle Of Nursree and sort
the little devils out. In fact the
only way to do this is to restore
each nursery rhyme, one by one.
You 1leave immediately with your
siamese cat (Doc Wat San) and set
sail for the Isle, Dbut" after two
days and nights you are caught by a
strong current and crash against
some rocks by a small island.
Unhurt, you manage to swim ashore,
but where's your cat? It must have
learned to swim!

The objectives of the game are fourfold. First, put right =all the
rhymes or the isle,. find your cat, repair your crashed boat and leave
the isle! You'll need to explore a lot and thankfully many locations
are immediately accessible to the player. These include a villate, a
market and many different locations gsuch as a corn field and a
castle. To add to the interest, there are many characters that you
will meet as you explore around and these are crucial to completing
the game. It is fun just to find these as each character is behaving
out of place with a particular nursery rhyme and you'll have to have
.2 good think back to any rhymes you car remember when you were young!
For instance, in a sheep pen you find Bae Baa White Sheep - shouldn't
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