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chopping START or END of Files, but these

aethe HOLTIONOP  {nabend
iavaleives out v Ehi e st

KEY H....Used t0 chop-off nuber of Bytes from
is to

LR
g

part of the program.

..Used to chop off from END of a
This is different to

you pres than
Bytes to be chopped off the end, THEN

1 play in the s

: press Break and then press S
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29 Chadderton Drive, Unsuorth, Bury, Lancs.

complete suite of ELEVEN programs on the tape
v

a complete reference manual
a drive. This means it is a | read, but the
end is an understanding of hou to

it the
ranater proarans no this booklset.

& mentioned in
Before starti is useful ha some.
Koot wdge. of the structurs of proarans o a ta
Basic or Code programs have TUD parts:

This is 17 Bytes long and tells Spectrum
HEADER | the Name, Length & Program Type. Also the
Start location if Code, or Auto Start
Vine if a Basic which auto-starts.

AN
BLOCK —This is the actual proaram.

tween a Header and Main part

t rred to
Satens) Gsing tnis orelocating:
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The Spectrum CANNOT Load programs uhich are Header
h Ganes

Gonsider first the 007 MULTIGPY for use as

Copier. Quita a few actions vill be applicable
Tater. Start off short NI ype pr:
first such as JETPAC or HORACE GOES SKIING.  Then
progress to longer ones such as SCRABBLE. Ne:

{ong qame such ANT ATTACK or TLLy then s 48K game;
For naking Back-Up copies of your tape there are 3
pr u

Load by LOAD 007 SPY"  When Load, screen show

START ADDRESS or - LENGTH OF FILE
INE NUMEER TF PASIC.

Varlabies areay

Number of fres
Bytes feft

Lenath of File



For short programs such as JETPAC, HORACE, ete,
oup

simply press L to Load and play in te' game.
When all Loaded press the Break key. Place Blank
tape in recorder, set to record, then press S t
SAVE. Note the uay the Name of each part i
printed (If a Header pi etc, and note

trested seperately. This means a normal Basic will
be TUD File:

KEY_acTIONS

Files of a proaram displaying

more and Save
Key K....KONTINUE SAVE. Allous you to continue

tay
Eloars and torarly resets Goectrum.
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NOTE: TOTAL length of 3 game such as SCRABBLE is
oo |

7 and copy o E
or M mode. Play in long final part then copy out.

NOTE: ONLY USE DPTION E or M TO COPY A SINGLE LONG
FILE. CANNOT RETURN TO OTHER OPTIONS AFTER E or M.

Ectend copying ares by
Copies a

Caiculaben bang Rate shenever 1o prensed:
T uld be done on a Fast part of the




of “Pulsating

A few example are given

end of this booklet).

Load by LOAD "DE-PULSER"  Title and Copyright
message will appear when Loaded.

Tay in the normal part of your game. When
Loaded the message CONVERSION COMPLETE will

Place a Blank tape in recorder, set to record,

then press the ENTER key to Save out.
Pr. en play in next part of your
game. The short pulsing tone (next on tape

ignored and the longer pulsing part generally
builds-up a picture. jain ENTER-SAVE). AIl

and then Saved out by pressing ENTER key.
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UL SER

This program is DNLY for the [afest "Pulsing Tone"
programs such as RECN BCRET", "NIGHTARE-
RALLY", "ALTEN HIGHWAY", "WAR™ VAN", ete.

DEPULSER 2 also lets you alter the Speed of the
Back-Up copy. Latest Pulsing games are made up of;

R_2 N COMMENTS

Normal  These tuo narmal program

File 1 parts have hidden Gode
in part 2 uhich is much

Header Normal  longer and different to

Main Part 2 File 2 the earlier games.

Short Pulser PR Dhese el pafeahave b
cPar+ y" moises in th
Long Pulser File 4 loading tor

Part 4>

USING DEFULSEE 2

1. LOAD "DEFULSER 2" uhen loaded, title appears.
2. Press Enter then play in
hormal part will load

3. Press Enter to save out this File 1 to
4. Press Enter and play

DON'T let tape run

RTED appears, to show that
the File is ready for Saving. (Will Save out at

6. Press Enter to Save this out to your Back-Up
tape. When Save completed, message appears;
Press ENTER to load pulsar files

7. Press Enter (screen goes Black), then play in

ey Save out to

your “Back-Up tape (Actually saves out two
blocks; Screens and then the game).

9. SUPRISE...Press the A key and game will start.

To play your Back-Up copy, Load it by LOAD "* and
when all Ioaded, press A key to start the game.

B



TO_CHANGE BAUD RATE OF BACK-

ue

1- Beload Depulser 2 bv; LOAD “DEPLLSER 2°
2. Press Enter and play in Back-Up tape till

2. Press Enter to Save out to second Back-Up tap
4. Press Enter then play in of originai
Back-Up tape. (Stop tha tane uhen second part

t
BeGinning:CCannot oress A torestart here>.

To play this Back-Up copy, Load it by LOAD = and
vhen all parts have loaded it waits for you to
brens the  key ¢ the pae.. (Homs coptox uay
v a veird Barder nitiallys prese A to RN

42 the DEPULGER 2 Saves out programs with a known
standard fornat, these are very easi(y transferred

Drive using the special Tranater  programs
307 HLTISEN, cattod wproginy mprenz® md proos:

These three programs will transfer the Back-lUp

See later notes. The IX-GUARANTEED products are
the ONLY ones uhich can handle these Pulsing types
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E_TEANSEER

Althor these both use the same commands to Load or
Save, the major difference is that the OPUS uses
NONE of the  Spectrum memory. The probiem

Stopping games =o that you can transter them ' and
also that some overurite the  Systems
Variables area makn\q Then very aviward. Obviously

"Speedi ok Hyper Loaders give even more

et

With the Microdrive there are extra problem as it

of the Basic, this second problem uouldn’t occur.

There are several ways to transfer programs to the
Opus/Microdrive. With the latest Speedlok types

transfer then. We will therefore consider the
latest "Pulsing tone" games first.
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The THREE programs which are after DEFULSER 2,
transfer programs uhich have been “Depulsed” b
the DEPULSER 2 (Normal Specd) onto Cartridgs/Disc.

LOAD "prog1® then play in ALL of the Depulsed
ame taps.

2. Place a Biank tape in recorder, set to record,
then press the Enter key. Saves out TWO Files
vith 8 2 second gap betueen then.  hen action
is complete, Spectrum will NEY

3. LOAD "prog2” then enter the name you want for

i but
running.
NED
ove Disc/Cartridge).
s
6 e name"y
ote
(RE tranaterving “NIBHTHARS "RALL
a8 Drive,
may
oo
place of

the tuo Data values at present in line S0.

9. Delete Lines 11,1213 1 14 then Save to "drive
byi BAVER+m?; 1 tname” LINE 5

Sames tranatarrad to Drive by thess three programs
aluays vait for the pre: the A to
Start: Some games, vhen reloaded may give & veird
Border effect...ignore this and press A to start.

The <Pulsing” programs are usially considered to
ot e have

©
still use this wathod, then work our way thro the

ore difficult ones. The other proorams on the 007
FOLTIBPY will be inbroduced and s necessary.
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DUESTION? How do we knw if it7s a normal program?
SWER.  Listen to the program it is being
oaded in. If it has a Header then a

Block, then a Header then a Block, AND

H
H

cur speed,

then most {1kely 15 in'a siepie novesi
progran.

GUESTION? How do 1 knuw how long each part is?

ANSWER.  Use the Header Reader built into the
o007¥

Nane, Start address and Code Length).

+ FLEASE. PLEASE +

% Please do resd all these note and don't just %
* jump to the transferring sec

Firstly ve will consider transferring BASIC & CODE
seperately, then we'll try a few example programs.

TRANSFERRING BASIC

his can be Loaded by MERGE "". If it is a fairly
long Basic, then after it has Loaded in It might
for 0.1

h 1
near the end of side et 5

Cor Load and Stop 1t), then Load O007VAL anywhere
in memory, RANDOMIZE it. Best method to
nwure 1t dossn’t get in the vay of your Basic ie

o put it on fore you
b Ho07vac CODE 16051:  PANDONTZE UBR. 16394
Page 10



After a short delay, depending on length of the

. message appears. LIST and

commands (you can VAL then if you want).

1f the Basic locks-up uh erged in, use the
(could try it on DEPULSER Basic

part to prove that it uorks). This method is
teed to ANY Basic program....some uill
St be invisible if INK/PAPER characters have
been POKEd into the fines.

1. Enter LOAD "" and play in your Basic, but GTOP
thetape THMEDIATELY the progran. e
2. Press Break key. Enter SAVE "x" the

out
o a blank tape, but STOP tape 1m£nurku the

ppeara.:

burst lreak then raset compuben
3. Load in the "x" just Saved, by Li "t
play in the rest original Basic tape,
Cuhich is positioned just after its Header as
you stopped it after this in action 1 above).
The program will Ioad in but not run. The original
auto-start line could

Basic into the 007SPY

TRANSFERRING (

Whenevar a Cod is saved you ALUAYS have
h T

of 16384 and Length of €912 Bytes. In these notes
we will refer to this as 16384,6912.

In order to successfully transfer Code blocks we

in the memory are all

Page 11



MEMORY yiar Without an Interface 1 the
48K Spectrum nemory nap vould

Rom be as shown
DISPLAY This area and the screen ATTR
colours) are usually
Iumped together and cal lod
ATTRS This is 16384,6912
PRINTER Printer Buffer is 23296,28
BUFFER.
These are used by Soectrun
SYSTEN to hold info on position of
VARIABLES FAMTOP, Print positions ebe-
23734
23735 This area expand by 58 Bytes
RESERVED when Interface 115 on. Also
FOR THE en you open a charl
M/DRIVE réc Fazma brinters. imanevar
AND CHANS
emands by 39 Bytes
23754
23755 WITHOUT Interface 1 conmected
user and UITHOUT any RS232 chamnel
HEMORY open, Basic area starts
arER 20755, msu {7 Tnter facen>
65367 <
5368
This area reserved for you to
avEA define your oun araphics.
RAMTOP.

The abave nan spmlies shen you sitchoon Spectrun:

The RAMTOP 15 set to 65368 (Vou ca checic

this by typing PRINT PEEK zJI.{aozﬁsxPEEv' Tarais.
Just

extra 168 Bytes of roow). BEWARE. The top area of
the User Memory Area 1% used to hold the Return

Fage 12



fddresses fron GOSUDs and is also used by the o
a the s

b e faed = means
Toad Code hich
ytes of the RAMIOP. Hang on'

oing
Sets RAMIOP to
efore all the area
is BELOW the Code.

used by the "stack, ste,
he types of Machine-Code blocks

Tets consider
There are five categories:

we want to transfer.

1. A screent. This has Start=16384. Length=6912
2 Code stariing igh in aew & going over £5360.
30 Code starti in memory....by lov we mean
Starts el ou about 2000
ds into System Variables area.

Futl 4810
th

transferred and explained in later notes.

Godes uhich give no problens and which can be sust
o El

Loa aved to Opus/Microdrive
1. Screens. (16384,6912

20 ms in Printer Buffer area. (23296,255)
3 Prosrams in UDG area. (63363 to 655

the memory.
JUDGE DREAD and FEUD, are over 40000 Bytes long
ut transfer easily. MERGEing in the Basic will

must include a

CLEAR uhich is 1 Byte below the start of the Code.
Trans: a screens is best dane by one command
LOAD ** GCREEN®: SAVEX"n"s 13 ‘mame® SCREEN® o111
Toad and transfer a screen picture without losing
the bottom tuo lines of
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Gode which Load into the Sys vars area  cannot

nd pult e
correct address vary powerful facility.

GUESTION® Why do you =ay Godes which start above

7 you have SETPAC, good. 1T nat, do buy it or at
least borrou it from a friend as it is the ideal

progran to demostrate the etmmiques. (o waT Cuse
Horace Goas Skiing as it is a trap for the unwary
Tia Uil B fealt vith tater
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Load in 007SPY and press L. Play in JETPAC & urite
doun the info 1 gives. YOU FUST DO THIS a5 there
geper and tiguren aitter
glxqmly}. Faveatabre o pato
TVPE  START LENGTH rsr\ﬂr AuTo)
sErac pasic o

JPSE CoDE earz
o cope 8192
1 come
2 con These 1ast two are in
3 cooe 2 Sys Vars area.
The method is basically to transfer all the Code

Blocks to Dpus/Microdrive, then make up a neu
Basic to Load each of the” Code Blocics from off the
h o £

this is the Frinter Buffer 1t will be O.K.
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normally loaded into the
o e to move them

side 2 (called "007MOVER"). Make up the Basic by
Tirat Loading OO7MIVER % raply to vides auestioner

MOVE FROM?  Type in 50005 as the o " we want
11 be in 30000 cnvards.

MOVE 07 Type in 24576 as this in the correct
Vocation tor par

LENSHT?  Type in 8192 an part 0v iz 6192 Bytes

UsR? ype in the RANDOMIZE or PRINT

e a
game does not have a USR vaiue, then
0.

e O7HOVER i 11 mow dispiay the values ntered

Delete line 10 as it is only there to calculate
the values for the & to 1 ‘and ‘e have finished

-
Fediires and our Basic will sppear thums
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PSP" SCREENS:

To ensure Basic

LT v3av, 48, 117,VAL "17",0,96,VAL 17,
0,32,VAL "1957,128,91: FOR X=VAL "65500" TO
POKE X,2: NEXT X: LET X

—USR VAL "6

This Basic 1= now oty to e Saved v sarive by
SAVEX"m"; 1; " JETPAC™ LINE 10

Note that to Save Bytes the QOTHOVER wes VAL on
the numbers. To help ensure Basic ix ort  as
ibie ai1 the LOADS are in one Tine.

When you enter #7mts 1 “JETPACY  the Basic as
Gbove’1a Loaded from "orive and line 10 Loads  in

cmmand to Junp bo the address formed
y the next tuo Bytes).

The aforementioned method applies to virtually ali
the Ultimate games, plus very many others. SABRE-
an ddne

nt in that the block of Code uhich
would temporarily loading higher, is fai
Tong. This means nstead of moving it to
30000, you could use say, 28900. Note also that
the DATA statement has to he put somewhere in the
memory. Th OVER puts its to 65500
s It can be put ANYUHERE provided that the
sther Code doasn’t uip out ery 1ong
Brograms, the DATA could be put onto the screen

cessary (by aH:erlm; the  FOR Toon  and
lhe us»a value st the end

SinelE FaRT CORE

A= mentioned previously, an example of a one part
machine-code Qame (tne game had ©o be Loadad by
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LOAD "" CODE) is PINBALL by Sagittarian Software.
This is an oid game, but i5 STILL the best Pinbail
game available. This Code is 16384, 1612
Sinply Loaded a

LoaD

to questions:

n't 2 RAND
Delate the Line m Dv Lhe DoTHOVER, then add i
10 LoADY NBALLC" CODE 30000

ty personat ut
o "Code marbe m UhAL 4 CAT Comnang would"shav
umch blacks are Code,

These CAMMOT be transierred! Dissapointed? what ue
do 1% to convert the Headerless program into a

b

Use OO7SEARCH program to get Lhe Start Address,
Langtn ana SRANDOR € USRY val ue-




After the above is done, the Headed File can be
sinply transferred to 7driv
Once Again the example 1% tone using an ofd (but

which is a Loader for Headerless. When it finds

this 1t will print it a
30030 L 1x 24376 THIS 15 START
30034 LD DE 16384 ler

OAD "* CODE 2457t

a1 FeiERse? ook 24, ey
uld be si

‘Cove 24576 RAMHUN!ZII use

Fage 19



Long programs, which means those aroung 40K,

can be ignored after  you've MEFGE them
check for any RANDDMIZE USR values.
Method using SCRABELE as an examp!
I. Load "MULTI" and menu of options will appear.
just at beginaing of the

Header 'fer the long Cove blocks|ast on the tapes
Press 3 to seiect 40MEIKEM then play 1

FABDLE code. When loadeds put a

the Save is complete, the Spectrum will

Fage 20



U now_have the Code eplit into tuo parts & uilt
use a Pasic to Load the iom =
in wenoryy and put giber  bemporarliy ok the
screen. Transferring the tue parts to  ’drive can
he Gons several vayss but care is meeded vith part
1as it is low in memory. best method

1. Enter LOAD "* CODE 20000 then play in all of
part 1 cuhich is 4000 Eytes long).

2. Save to drive by
SAVEX"m"s L; "SCRADBLEL" CODE 3000014000

3. Enter CLEAR 283991 coDE 28400
use a CLEAR as this black

weouran bo nové: tha. 4608
Bytes ve temporarily put onto the screen area.

28400

15 CODE 16
ine uould be line 9999 of DOTMOVER)
f. Save to drive by SAVEE"m";1;"SCRABBLE" LINE 10

Fage 21



Note that ue use a CLEAR wnich is 1 Dyte below the

statement action) we can do this safely

FULL 48k Procrams

You CANNOT save a full 48K in
method used 15 to again use the MULTICHOP, but
this time chop-off the screens part and split

rest ints 4000 Bytes and

Note that a genuine 48K game will

Screen area. The method
9K games in identical and vould

cne Block. The

for ALL full

1. LOAD "MULTI* and select Option 4. This will
d Split the rest into tuo
Block 1 would be 4000 Bytes & Block

K of the game; MULTI

oesn”t care if it 1s Header type or not as
LU ALWAYS saves cut hlocks uith Headers on them,
EX d in, pressing Enter will start
ank tape.
a. sfer the tun blocks to "drive b
cOpe 20000:
namel” CODE 30000,4000
LOAD ** CODE 2729
nane2" CODE 27296, 38240
5.

d in COTHOVER and ansier the

FROM?  Type in 16384

102 Type in 23296
LENGTH? Type in 4000
Type in 0
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Eait doun line 9999 and substivate the A to I

TO 20493: READ Z: POKE X,Z: NEXT X:

Delete fine 19 as it is no longer required. Add
in the following Basic lines;
10 CLEAR 27295
20 LoAD* F"name2" CODE 27296
20, LOADE""3 1 "named* CODE 16304
is the line 1 007MOVER)
7. Save ta Drive by: SAVERIALI 11 names LINE 10

o

AWEWARD FROGEAMS

®_LOADERS

HYPER load programs are very difficult  to

to recognise the Loader program.

Page 23



games use a simole routine to load in oarts
Hor

meana b it ! B teatenniing the start of
TORATE e part callud "ol i Coa

0 This is ¢ y the Header, which
Lo vE, 16 they have made 16 ytes instesd of

Kor 17. The XOR A is the same as LD A0
which 1= the "code® for a Header.
EALL 1366 CALL 1356 is a GOSUB to ROM Loader.

o lxuzwm The last block is really loaded into
0 DE, 694 Incation 23760 and is 634 Bytes
D e The 1

CALL 1366 Nate aloo that 2
I 24432 even without an Interface

the MOVER is adaed to the Basic,

fets toa lon it now means another block
Cuhich loads in 24576) 5 then ton low and  al
require the MOVER. Ideally require a double
ER in machine code, but for non-machine  code
People, we will use the the OCTMOVER tuie. (Het
thought HORACE transfer woul 32 Method
used will

high in memory, then save to ’drive as
1. Load in the tuo parts reauired by sntering;
LDAD "ski® CODE 30000: LOAD “m* CODE 40000

2. Transfor to Torive by;
e (ORACE1" CODE 30000, 805
FACEZ" CODE 42000, 694
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Noxt we wiil

use MOVER tuice...exnlained later.
3. Load OO7MOVER and STOP it. To mave tiwe later.
999 and mak

o s is being
in 24576 used to Mave the
50 first Block so ue
. 11 it o USR.
a. Tine 9999 and substilute the
*

1.
nacks hanae the

Y in 40000 This is fo
Tpe in 23760 second Block oo
in 894 put in the true
in USR value.
e tine 9999 and substitute the A to I,
iste line 10 as not needed
a We' now have tuo MOVERs set up.
" GO TO NOTE B AND IGNORE NOTE 7.
7. O7RECLAIN® (don’t use Load
our Basic), play in OOJRECLAIM.
9998. e have to shuffle the
¢ is BEFORE the MOVERs. Do this
line 9998, and cha B
n Delate Iine 9990).
8. Add in the fol loving few lines;
Hor CODE 30000
H a0
10.

£ "HORACE" LINE 10
Complete action is lines 10 & 20 Load in the Codes
Iine 9000 will

he Tirst m
ould overurite part of Basic). First MOVER will
ve first Block, then second MOVER moves second
block and starts the game. This is complex, but is
nfortunately necessary for this game.

MICRODRIVE RULE: For safety, best to ALWAYS use
the RECLAIN routine BEFORE the MOVER(s).
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Several of the previou

Ity jumg anto the game, vhich
¥ to Rasic
ith
DATA statements and/or a fsu machine coda parts in
A= al

ytes as we n
Qane/progran. On the
short program

with cara, b

the acki
fety, ALWAYS

(An exanpie is

Button, or by
r by entering RUN USR 0

10 PRINT PEFY 23635+2564PEEK 23636
3. RUN, and it’11 print 23755

23755 will be pronted. This shous that the line

%o be taken when adding Lhis \lne o your
prograns as you may have DATA statemen YOURS.
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After cbeying my DATA the next DATA it would try
vead mects a READ command, would be
APTER my Tine: The best vay o une GORECLAIN ia

Suppose your Basic normally starts from line 10.
Load in your Basic, and Stop it. WERGE in the 007-
RECLAIN. For safety, chan @ of line

9999 w0 it is; 9999 wsrms: 999)» DATA
i

ste, etc
Also put at the very ine 9999
RESTORE: GOTO 10
Save complete program to Microdrive by;
SAVEX"m"; 1; "name” LINE 9993
n when you reload this program
off Microdrive, line 3999 reclains the Microdrive
Map arca, then jumps to start of your proaram.
Note that the FOR loop puts my DATA into top part

of memory, but this could

be moved elseuhers if 1t
Iashes with DATA

in your program.

A
save Bytes in Basic programs by
r= to be VALed. Changing G0TO 10
GOTO VAL "10" would save three Bytes. In very
- Saving can be upto about 7000
007VAL can be loaded anyuhere

3. Enter RANDOMIZE USR 16384 and after a short
pause, the D.K. message appears. LIST and all
your progran has been VALed.

QOTZRECLA
Use to "reclaim® the Microdrive Map area. See the
top part of this page for example of use.
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cozEILE
This program will put a Header onto ANY Headerless

progran.
1.7LOAD "0u7EILEY  uhen [oaded THO option sppear.
a. P=PROGRAN FILE. Use this Option P if your
Header Lass program is knon b0 be

chert O i1 uhen you Load nornally

this Dark does not include the

b 5= s:RPiNoPRnFMN FICE. ‘Use this Option S if
Headeriess program  includes

»
2
H
k3
9
o
g
9

@
H
=
H
g
]

that when using option S, the first feu hundrad
Bytes uill be corrupted. This will appear as just
a few extra dot and lines on the screen. Doean’t
matter as we would chop-off the screen before
transferring to arive.

TEANFEE FROGRAM 3

See notes on page 9.
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Used to find the info from Headerless File Loaders.
The Loaders MUST be on your tape BEFCKE the File

15oa in the Gode part berore your File b

2. Enter LOAD "O07SEACH" then play in QU7SEARCH.

3. Enter the address to Searching
vould he 39000 11 you.loaded your Code an
Unen found the. info will be printed in plain

ould ber
00 LD IX 34567 THIS IS START
30104 LD DE 5355 length

30107 LD
30109 sCF

110 CALl

P12 JUNP 35000 THIS IS "RUN"

Is you that your Headerless File is
intended to load into address 34567 is s
Bytes long. The RANDOMIZE USR value to start this
program running, in this example, is
Note the order may differ slightly from the above.
4. 11 it prints NOTHING, then it didn’

Loader. This can happen 1f the Loader is in a
Basic program (in a REM or in a DATA statement)

=
The simplest solution is to Load in the Basic

with the REM in it, then MERGE in OO7SEARCH and
enter GOTO 9999 and tell it to start Search

Load in OO7SEARCH and tell it to start Search

FOR loop which




moves the DATA into memory, and change it to
move the DATA inta 30000 crwards. Note that if
DATA statements then

s the RANDOMIZE USR
which normally "RANDOMIZES" this DATA after it
had been moved, and change the RANDOMIZE USR

xxxxx to be STOP. RUN the FOR loop line so that
the DATA s woved into 20000 cruards, then Save
this Data to tape tor Drive

SAVE *x* CODE 30000,L  with U being number of
Bytes to be saved.

Reset Spectrum. Load in the tape just Saved by
LOAD " CODE 30000. Enter LOAD "OD7SEARCH" and
load in the SEARCH program. Tell it bo start

Searching from 30000,

This is a machine-code Block Maver routine uhich
v econd. The MOVER

ROM, TO and the

Block Move
from Machine
a game can
Value, then

1. Load in OO7MOVER  Uhen Loaded, it asks you the
FROM, T0, LENGTH & USF values. Answer these as
follous (for this example):

HOVE FROM?  Type in 30000

MOVE TO7 Type in 16384
LENGTH?, Type in 6912
USR? T

°
The USR value uould normally be the RANDOWIZE

2 Progran will now display the values you entered
Spiit into A fo 1 and Licts Iine 99

Fage 30



3. Edit down line 9999,

by pressing EDIT key, or
y pressing CapShift % 1 Key. Substitute the
letter 1 5999 for the value
displayed, then press Enter to put the line
Tove 14 t is only there t
calculate the values for us, and we no longer

need it.
4 For this Deno exsmole add in o line 10,
by

£ EUN progran, then
L

7. Press Enter key,

Block Moved form the 30000 area to th

MULTICHOE Tars

This tape contains FOUR programs to chop your long
emove screent part of a

brograms work with Headed

e RS Bavesout bl seks. it

tions will appear.

a1
REMN
anm
oPTION 1. reen part
a0 onto | screen and
more all in one bilock.
shortening games to save
dge.
OPTION 2. t the first €912 Bytes. Could
Just the screent
OPTION 3. in.
FE 1 uould be 4000 Bytes and
part 2 vo the remainder.
oPTION 4. tions of 1

and splits the
Yest Into tus managable biocke.
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NOTE 1: Option 2 is the only one to aluays restart

Multichop after use. Due o the others using the
the screen as workspace, and overuriting the Vars
ares, after the Saves completed, trum Resets.
NOTE2¢ WULTICHDP uill WO vork on proarans chich

We reqret that it just isn’t possible to

tape ca making Back-Up copies of All games
and it never will be possible to transfer ev

thing, altho’ the ZX-GUAFANTEED products o
more sucensful than any othe: also supply our
products at lower pri our products  sell

Hor1d wide on vecommendation alone.

The Transfer routines which follow are for some of
more aukward programs uhich require special
techniauss.

% Note that ss the Transfer programs/techniaues ¥
* means that
3 tne 007 MOLTISPY and MALTIEHOR witt ates be

% able to Transfer programs to the SPECTRUMG %

% fully avare of the Disc requirements.
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AWKWARD TRANSFERS

PROBLEM: Games which require POKES to be added
enable the transfer, will have different addresses
it a Microdrive.

t necessary for OPUS, but has
been included to ensure that if an
Presents the extra variables are suitched i

Bane transfers which use the Back-Up copy made by
the DE-PULSER program will have the main bl

ocks as
Header | ess—Fi l es.

- These uill require Headers to b

put onto then by using the OO7FILE or could make

False Headers" for them as follows: To make a

False Header for a CODE program uhich is 6912

Bytes longy

Enter SAVE "x" CODE 0,6912 ar
oF

o out to a blank
Gape, but STOR tape MMEDIATELY the computer
pauses, This means IMMEDIATELY after the first Iot

iing DE-PULSER.
First for 31337 Bytes,

2. Load 31337 False Header by; LOAD "" CODE 26384
3. Play in the first long Headerless File of your
RAMBO Back-Up tape made by DE-PULSER.
4. Save to Drive b
SAVEX"n"} 1; "RAMBO1" CODE 25500, 22211
5. Load 11628 Faise Header by; LOAD ** CODE 30000
Q Header less File of you

by;
EXvm; 17 “RAMBO2" CODE 30009, 11628
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8 Type in this Basic Loader
1o cuear 25495: |

{13 "RANEDL" CODE 25500
e ~eAB02- CODE 53396

5o RanboizL bow sesea
9. Bave to Drive by; SAVEX"m"

RAMBO" LINE 10

HIGHWAY ENCOUNT

TER

Need to nake o Back-p copy tape using DE-PULSER,
This Back-Up made by  DE_PULSER different in
nat it actuaily DOES copy he short “ciicking®
part after the Basic. Make a False Header for Code
of 39166

to be_just at the start of the

CODE 26384 then play
alse Header you made, then play in  the

tape.
3. Save the tuo blocks to Drive by

hich includes its

oun MOVER type routine;

10 ‘CLEAR 65535: LOADE™n";1;"HE1" CODE 26296
0AD#"a"3 13 "HE2" CODE 55808

1,237,176,6,
28,237,176,95, 120, 237, 75, 155, 225, i 76

5
5. Save v br

£y

HE" LINE 10

UNDERWURLDE
This routines uarks by altering the way original
a means you do NOT have make a
Back-Up copy first.
1. Use the 007GPY (option &) to get a STOPPED copy
Basic, or use the method explained on
ko
2. Enter CLS ## : LOAD " hen play in the
Stopped Basic part of UNDERWURLDE.
If a MICRODRIVE, enter these POKES, etc
POKE 24849,251: POKE 24850,207
Enter RANDOMIZE USR 24798




4. If an OPUS, enter these POKES,
Enter  POKE 2¢791,2511 FUKE 4752, 207
Enter RANDOMIZE USR 24:

5. Emter POGE Go410,251: POKE 62411,201
Enter RANDOMIZE 62374

€. Play in all the rest of UNDERWURLDE after its
i

UNDERWc - CODE 26610, 34820

UNDERC + CODE 26110
20 RANDOMIZE USR 26610
9. Save to Drive by; SAVEX"m

“UNDERU" LINE 10

ENIGHTLORE

1. Use the 007SPY (option A) STOPPED copy
amicy or use the method explained on

2. Enter 'Eis 7 1 CLEAR 600001 LOAD % then play
the Stopped Basic part of KNIGHTLORE.
3. 17 5 RICRODRIVE, anter POKE 24849, 195
40 1f an OPUS, enter 24791,195
5. Enter POKE 63872,251: FOKE
POKE £3874,51: .
6. If a MICRODRIVE, enter RANDOMIZE USR 24802
enter RANDOMIZE USR 24744

7. 1t an OPUS,
8l Press

9. Enter
10. Play
11] Save

SAVER"m*; 1; "KNIGHTC" CODE 24832,30720
12. Tye in this Basic Loters
DADY"m" 1 "KNIGHTC " CODE 24832
20 FANDOIZE UK 24035
13. Save to Dy SAVER"w"

YKNIBHT" LINE 10

TORNADO LOW_LEVEL
The older version can be transferrcd by using the
OO7FILE o put a Header on the Header|ess—File,and
transfer similar to SCRABELE method. This routine
is for the later version (the Basic is "invisibler
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on this version) which loads Headerless part into
S5 orwarde. Altho 43055 Bytes long, only 39104
*

then RUN the following, then play in
e long Header | ess part only; (ignore error

20 paTA 221,33, 224, 63,17, 156,191,62, 255, 55, 205,

5430 10 E5149: READ
40 Doonze ues o
2. Save to drive by,

SAVES w3 1) PTLLE" cobE 26300, 33104
3, Type in this Basic Loa
10 CLEAR est
20 LoADR"mey 13 *TLLe" COD

POKE X,2: NEXT X

4. Save to Drive by;

CHUKIE-EGG (orininal version)
eally difficult, except Header fess
is really THO Header|ess parts with no gap between
them. First File is actually tus Bytes long.

,
10 RESTORE 10: DATA 271,33,0,0,17,2,0,55,62,255,
153,20, 130, 17, 160,

205,86, 5,20
20 FOR X=30000 TO 30026: READ 2
00

POKE X,7: NEXT X
21 Set CHKL wape o start of the first Headeriess
Part, then RUN above pregram and play in
ve o Drive by
"3 15 "CHUKIES * CODE 33390, 10100

OMIZE USR 42000
The Loader discarded the 2 Byte File but this is
required in the program....hence the tuo Pokes.
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La
The aukuard oart of Hrafhtine 1s knouing which
t ue need to transfer.
1 Type in and FUN the Tot towings
LOAD “vmc™ CODE 300

T UhALL LY cope 0000, 12153
5. RESET Spectrum. Enter CLS ## : var i ver

&1 Play in the "virives part. After Loadingy 1t
will take approx 2 minutes before 0.K. appears.

7. 11 a MICRODRIVE, ALL the RANDOMIZE values need
changing by making the Randomizes in | as

8. Save to drive by
9. type in this Basic Loader;
 LOADE™n" 13 "VHALL " GODE 3

750

10 Save_bo Dikve.bys GAVERTMS L "UHALLY LINE 16

SHERLOCK
This again is mainly awkuard in knowing which part
ue need for the gume Only the part cailed "pr
required. This has to be split into three p
od

1. Enter LDAD "p" CODE 16384 then play in the
B". This uill start loading Bytes ont.

the screen area. STOP the tape IMMEDIATELY the
colours start to appear (this means when colour

jon” &
worry as long as you stop tape before these
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7. Enter CLEAR 4431

LOAD "p* CODE 44320 & play

© Loader includes a MOVER routine:
5

1536
cone 2753

577120053 1, 160,15,

READ A: POKE J,A:NEXT J

"3 13 "SHERLOCK" LINE 10
Do lease study this transfer method and try
calculate why "p" was loaded the various
addresses each time. Part "p is 35506, 1600

VUSFILE_Gith bain Cods 25065, 5640)
erved ve basically by
e pare BEFORE the Pasit
E 25088 then can play in
VU-FILE from beginning as al | parts except the
ignored.

d play in the tape. The
Basic will Load but not run.
5. Delete Line 50 and change line 109 to bes
100 CLS ## : DIM 18(32): LET A=29785: SORDER 1
Goto vk 29721
6. Change lines 1005,1100 & 2000 by adding in the
+ szar

SAVEF"M; 1;"VUB" LINE 100
ic Loaders
CODE_ Z508B: LOADE"™m"; 1 "VUB"

9. Save to Drive by; SAVER"m";1;"VUFILE" LINE 16
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25088, 5880)
in lenath

VU-FILE ith
This vereion remises the Besiz reduting

Basic Loader;
DE 25088: LOADE"w

7. save to briv
SAvESmy 1] UUB LINE 100

Enter LOAD "c* CODE 25088

fay A, rast of the tape SEIL DK, appests;

8. RESET Spectrum,

0. ave' 5 Drive
WEK"m"; 1] "WUC" CODE 25088,5000

Whilst every attempt has been made to include as
wkward oddment programs as possibie,

or can get hold of it, we will gladly forward it.

#© COPYRIGHT G.A.BOBKER of ZX-GUARANTEED 1987 %
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A Hackera delight. Enables you to STOP & REVEAL

RANDDRIZE vl e for Header |ess progr ans-

£55. 9 Post free to U.K./BFPO/Treland

007 SUPERFILE =

and

LISTEIL

=

JPERF
addresses). Each Record

Print out can b
@ character or string of characters.
LISTFILE is a single Line record

ord system, ideal
for holding record ot games tapes,

atc.
OTH programs suppiied on one cassette. MNote
Toat. haved Saniie P Gt

Alphcon,
r Centronic printers.

BOTH CAN AUTD-TRANFER THEMGELVES ONTO M/D or OFUS

£6. DT Post free to U.K./BFPO/Ireland

G- a.BOBEK
29 Chadderson llnv BT T
0B1-766 S712




MICRODRIVE-EXCHANGE (Inc OPUS

At insues
o ksay i kAt ess ) ace mvatha | at s M
12 issues, or £5 for all these form o
Useful set of references motes for M/drive or fpus
Post free in U.K. Europe +£1. Elseuhere +£2

Tnis vas o Microdrive (and QFUS) Newsletter ciuby
s yea

LEARN MACHINE CODE

Trying to learn from a book is possible, but books
dan’t amsuer any questions and usual Iy are boring.

Decimal and Hex wil! be sent with
Finai note: Of course you can write and

R T LRSS

£1 UK. £1D Europe. £ Elseuhers
Please state if a Spectrum or Amstrad 464/664/6126

ATl cheques/P.0./Bank Drafts payable to: B.BUBKER

ZX—BUARANTEED

29 Chadderton Drive, Unsworth, Bury, Lancs.
Tels 0G1-766 5712
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