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HALL OF FAME

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

Peter Clark, Laurence Creighton, David Hebblethwaite,
Paul Hardy, Karen Tyers, Dorothy Millard,
Bev Truter, Brian Busby, Edwina Brown
and Hilary O'Connor

Special thanks to :
Peter Clark and Bev Truter for software and
The Copyshop, Allerton, Liverpool for printing the magazine



EDITORIAL

Well, | have finally managed to produce another issue using the
newly-acquired hardware. There was a favourable response to the
size of print in the previous issue, and as | have mentioned on the
next page | have reduced it slightly for this issue, but I'm willing to
change it back if readers don't like it. I've also changed the font
used for subheadings; although they looked okay on the masters,
the photocopier evened things out a bit and they didn’t show up as
well. | have used a slightly thicker font, and trust it turns out
bolder. | have also made up a new template for the magazine
pages and hope the margins are now better for printing.

Just as | was completing the magazine, a CD arrived from john
Wilson. The disc contains well over 220 PC text adventures. They
are in 3 directories. The first has the Unnkulians, The Legend Lives!,
Horror of Rylvania, and Colossal Cave Revisited. The second
directory has nearly 100 AGT adventures, and the third has over
120 TADS adventures. They seem to be unzipped and ready to run.
| have only had time to check out the first two directories. Only five
games wouldn’t load. | don't know why but it may be something to
do with the method | was using, or my computer (there are no
instructions with the CD so | don't know if you have to install
certain games rather than run them from the CD). I've glanced
through the list of TADS adventures and noticed John's Fire Witch,
Frustration, Myth, Son of Stagefright and Waystation, all of which
have been mentioned in Probe recently. | will deal with the CD in
more depth in the next issue.

It is a bargain at £20 (including postage) and will be available from
14th September from Zenobi Software - see inside back page for
address. John hopes to produce a similar CD for Amiga owners,
details when available.

Just enough space to remind readers that the next issue (June) is
the 12th Birthday issue and it would be nice if readers could send
in their adventuring memories of the past 12 years and other
suitable contributions. | have lots of prizes - all | need now is a
competition!

All the best, Barbara



LETTERS

From Karen Tyers of Alne .....

Just a quick note to say congratulations on getting to grips w'{th
the new PC so quickly. | like the new look Probe - it's much easier
to read than before.

Just wanted to let you know my change of Internet address. Itis
now Karvic@tesco.net. Also there are one or two changes to the
times available on the back page now that | am working. Monday
to Friday it will be from 6pm until 11 pm and any time at
weekends. Hope the changes don't cause too much of a problem.

| read Bev's review of “Fire Ruby” with interest, as | have now
managed to finish it. It bears out my feeling in my review of the
first half, that it is the most difficult game that Lawrence has
written to date. | hope it isn't too long before we see another

one.
*

I have been struggling with the new technology. A hard drivg is
something | have always avoided until now - but | certainly
appreciate the speed and size - | have already filled exactly half of
it.

| was quite pleased with the appearance of last month's
magazine. Of course the new Epson printer had a lot to do with it.
The larger font seems extremely popular with many readers, but |
have reduced it by one point for this issue. If it is too small, | will
revert to 10 point for the next issue.

Laurence is in the process of writing a new adventure. At the
moment it is nameless, but should be easier than “Fire Ruby”. He
asked if | would like to publish it through Adventure Probe
Software, and of course, | said yes. I'll let you all know when | have

more news. (Barbara)
«
L3
AN)’
b

&g



REVIEWS

AppleWin Emulator
Review by Dorothy Millard

AppleWin is a freeware Apple //e emulator for Windows, written by
Michael O'Brien. It emulates an enhanced Apple //e with 128k RAM,
two disk drives, a joystick and a serial card. It supports all //e
video modes, including double high-res, and emulates either a
color or monochrome monitor. It also features adjustable system
speed control. AppleWin is a 32-bit Windows program, and is
compatible with Windows 3.1, Windows 95, Windows 98 and NT.
Special instructions are included in the documentation for Windows
3.1, 0S/2 Warp and NT.

AppleWin is very simple to use and | found it very quick and easy to
get started. Just double click on the .exe file to get started. It
comes complete with the necessary ROMs needed to run. Initially |
had problems because it wouldn't read the disk images | had
downloaded. | later discovered that many of these were corrupt. |
don't know why but a proportion of the images downloaded were
corrupted, even the second time | tried. However, my persistence
paid off and | eventually got good copies of most files, sometimes
after two or three attempts.

On loading the Apple emulator you are presented with the
emulator window which has eight buttons on the right hand side.
Loading a game is as simple as clicking with the mouse on the
“Drive 1” icon. You are then presented with the familiar open
dialogué box and can choose the directory where the game you
wish to play is located. Click on the disk image and click open.
Now on the right hand side all you have to do is click the Apple
button to run or reboot the game.

One thing to be careful of is when the game requests that you turn
the disk over or insert another disk, be sure to do this in Drive 1
and when you have opened the disk image press space or return.
Do not click the run button again, or the program will restart from
scratch. The second drive icon is only used in those games which
ask for it.



There is a useful help icon which brings up a menu offering;
Quick Start, Historical Information, Disks and Disk Images, Using
the Toolbar, Using the Keyboard, Using the Debugger and
Resources. The historical section is self-explanatory. If you have
a real Apple there is information on how to create and transfer
your own disk images, but Transfer to file and Transfer to disk
were not implemented in the version of the emulator | had. |
didn’t find this to be a problem however as there are many files
available for download and details of where to obtain them are
included in the resources section.

The help file also contains some very useful information on disk
image formats which makes very interesting reading. There is a
Debug feature which displays the actual assembly language
instructions that the emulated machine is executing and
configure allows you to customize the emulated machine, and the
way the Apple's input and output devices are mapped onto your
PC's input and output devices. | found the sound to be so
appalling that it was best, most of the time, to leave it disabled.

The majority of the games | downloaded for the Apple emulator
consisted of Hi-Res graphical games. There were only one or two
that were solely textual. The quality of the games varied
enormously too, from the woeful “"Captain Cuckoo” and "ET" to
“Fraktured Faebles” and “Mystery House”, the first graphic
adventure created by Sierra-on-Line in 1980.

The emulator and games can be downloaded from ftp.asimov.net.
This site is the largest Apple |l emulation site, and the official
release point for new versions of AppleWin. Under the /pub/
apple_ll directory, you will find disk images, utilities for making
your own disk images, and Apple emulators for other computers
and operating systems.




FRUSTRATION
Written by Jim McBrayne
Reviewed by Karen Tyers on a PC

You have been given a shopping list by your Aunt Maud, so you set
off to collect all the items on it. Unfortunately on your way to the
shops, you manage to fall down on open manhole (no doubt left
unguarded by some careless council worker). However, like Alice in
Wonderland, you manage a soft landing at the bottom, and what
do you find - a lamp and sword.

| landed in the middle of an underground pipe system, so some
exploring is obviously in order so off | went. In one direction the
pipes narrowed down until | could only just squeeze through.
However, on the other side | found one or two interesting objects,
but couldn’t get them back through the pipe - another way had to
be found. Exploring in the other direction, | eventually found the
way into an overgrown garden, and the first thing | spotted was a
bird idly pecking the ground. | couldn’t do anything with it, so left
it and went off to look at the mansion | could see in the distance.

Entering the mansion was no problem - | just opened the door and
walked in. On the ground floor | found a scullery, a music room,
and a morning room with a locked door. Venturing upstairs to the
first floor landing, | encountered another locked door and a set of
stairs going up, so up | went. Here there was a long
corridor where | found a broom cupboard with yet
another set of stairs (all this climbing is bad for me
at my age!) which led to the attic. The skylight was
easily opened and | managed to climb out onto the
roof, but had to leave all | was carrying in the attic.
Here | found a greasy flagpole and a potion, but ‘”m%
couldn’t figure out how to get it back through the %

skylight. Eventually in sheer annoyance T

(frustration?.... Barbara) | threw it over the edge. %‘M ,
Imagine my surprise when | went back down to find ; ”’%
it intact outside the front door! | haven't yet found i

out what to do with the flagpole, but I'm sure | must
be able to do something.

Leaving the attic for the moment, | went back to the other room on
the third floor, called the Cubical Room. Here | found an aperture of
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some sort, which turned out to be an entrance to another place,
and | found myself in a dilapidated shop, leading out to a town of
sorts. Exploring around here | found a cottage, locksmiths, a wine
emporium (perhaps | should have stayed there...), a witches
retreat, a solicitor, a candle workshop, a scorched room and a
shrubbery. Pushing through the shrubbery found me back in the
garden of the mansion, so up the stairs, through the aperture and
back to exploring the town.

There are lots of things to find and do in the town, but | won't say
much about them as | don't want to spoil your fun. (Actually, |
haven't yet worked out half of them - but we don't want to say
much about that do we?)

There is obviously a lot | haven't done yet in this one - it's
extremely devious and puzzling. | have found quite a lot of
objects, but for the life of me | can’t think what on earth some of
them are for. | mean, what would you do with a wobbly pumpkin,
a red herring, a piece of wire and a bottle?

Oh - | forgot to mention the shed with a button in the floor, and
the cellar didn't 1? Well never mind, I'll leave those for you to
fathom out.

My opinion, after a quick foray into the game, is that there is a lot
more to it than first meets the eye. Some of the puzzles look to be
quite difficult, giving me much food for thought at the moment. |
would certainly; recommend it, but | think it will be too difficult for
a beginner.

| downloaded this game from the Internet shareware site
(ftp.gmd.de - in the archives games section), but | believe it is also
available on one of Syntax’s library disks.

(Also available for Atari and Amiga)
























































































































