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"SUPERCOPIER SC3°

INSTRUCTIONS FOR USE

NOTE: - SUPERCOPIER §C3 IS SUPPLIED TO ENABLE YOU TO MAKE YOUR ESSENTIAL SECURITY BACKUP COFIES OF YOUR OWN SOFTWARE. IT
1S ILLEGAL TO USE IT TO MAKE COPIES TO SELL OR OTHERWISE BISTRIBUTE - THIS IS PIRACY; AND WE BO NOT CONBONE PIRACY.

General Iaforsation.

Technical Details,

Here, we shall try to belp you usderstaad more about how your Spectrus LOABS and SAVES prograss.

Vher you load a progran, you wsually see at tirst a burst of RED/CYAN THICK STRIPES - this is called a LEADER (L}, and is
around Ssec. in leagth for a KCABER, but only 2sec. for a CODE BLOCK. (These will be explained shortiyl. After, comes a buest
ot BLUE/YELLOY MARROVER STRIPES - these are BYTES (D) i.e. bits of code. Thus, for a typical BASIC program you get:-

HEABER (TIKE GAP} COBE BLOCK

----------------

) = A
Jsecs.  Very short 2secs. Aay leagth
RED/CYAM  BLUE/YELLOW REB/CYAN  BLUE/YELLOW
THICK THINNER THICK THINNER
S i BANDS BANBS

The HEABER must always cose fiest, siace it tells the Spectrun where the following code must go ia memory. The burst of BYTES
for a header is always very short, since it always contains oaly 17 bytes. These 17 bytes give the following informatioh:-

1 - } Gives the TYPE of program, i.e. § for
BASIC: 1 for a NUMERIC ARRAY: 2 for a
STRING ARRAY: 3 for NACHINE COBE.

2-11 } These Iff bytes give the PROGRAM NAKE.

12,13 } These 2 bytes give, for a block of code
the COBE LENGTH, or for a BASIC PROGRAN
the leagth of the program area ¢ its
variables,

14,15 } These 2 byles give, for a block of
code, the start address of the block in
memory, or, for a BASIC program, the
AUTO-RUN Iine number.

16,17 } These 2 bytes give, for a block of
code, a repeat of the COBE LENGTH,
or, for a BASIC prograa, the length
of the prograa area oaly.

You will note, that whilst LOADING or SAVING with SC3, its INTEGRAL HEADER REABER will give the above intormation, e.9.:-



BASNANRE §------ 58§------ 1----- -494
Prograa Type  Length Auto Length
Rare (Basic) ¢ Rua  (Progran

Variables Line  oaly)

ul

CODENANE 3------ 32768------ 32768------ 32765
Progran Type Leagth Start Repeat
Raze (Code} of code of code  of lenagth

Atter Lhe HEADER, usually comes a CODE BLOCK. This contains a leader of around 2 sec. and thea CODE which can be of any
length. Thus, we can bave:-

Le=s-=} I 8 b L------B

Header |  Code |  Header 2 Code 2

In every case, (LtB) = | BLOCK, e.9. for so-called HEADERLESS BLOCKS we qet.-

Reader | Code | Code 2 Code 3 Code 4

i.e. here we have 5 BLOCKS bat only | HEADER - this can be ideatified by only haviag ONE leader of Ssec. - the rest will be

29ec.
Seme prograns contaia FALSE HEADERS. These are blocks of code 17 bytes long but with illegal character types. They are usually

Alse, there are ditfereal types of LEADERS aow wsed e.g. VERY SHORT, WIDE, NARROV, etc - 5C3 copes with all of these,

The Spectram loads its programs at a certain speed - called the BAUD RATE - this is wsually 1588, However, the modern FAST
LOADERS have beea evolved which increase this to give shorter loadiag times. FAST LOABERS can be recoqnised by the fact thatl
the "apise’ when loadiag is wswally very high-pitched - the bands of the leader and the code are very narrow, 2nd sometimes of
2 ditferest colour from mormal, These are harder to copy, aad SC3(b) must be used for tbese,

BENERAL NETHOBS OF BACKING UP PROGRANS,

EIZITEIET

The PAJORITY of "ordinary® prograss cas be copied with 5C3 easily ie one operation. Exceptioss arise when:-

(1} The TOTAL PROGRAM LENGTH is loager thas about 41584 bytes - here SC3 cam be used for, say, 2 operations.
(2) Aay b'ock is a FAST LOADING block, or any single block is longer tham 41589 bytes. In these cases, SC3 (b) must be used.

Nowever, PLEASE BE PATIENT' Doa’t try and back-up your latest programs first - since they are likely to be the best protected
aad will aved patieace and experinentation. Please try first on your "simpler® programs, then use your experience thus gainéd
to evestually tackle the mare difficult ones.

70 LOAD §C3:-

TYPE: - LOAB"*CODE (ENTER}. For the 128K Spectrsm - select 128K Basic, type load”“code - press ENTER.
The program will load aad thea auto-rua, giving a series of proaptiag messages.
NOTE:- The messages refer lo:-
THE SOURCE TAPE - this is the tape you wish o back-up.
THE OBJECT TAPE - this is the new tape oato which the Dback-up will be placed.
The first screen showe is the MAIN LOADING SCREEK. This shows your LOADING IMSTRUCTIONS. The following keys are relevant
overall in 8£3:-
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*1* = Normal load.

“a® = Looks for useal leaders.

*N* = MEV - resets the computer - erases S(3.
'u® = Loads wide leaders.

*s" = Loads shortl leaders.

FOR SAVING: -

"¢’ = j0 sake 2 back-up copy.

*p" = PAUSE betwees blocks.

*u’ = Gives a copy with a wide leader.

"a" = Bo to MAIN LOADING SCREEN (s0 save).

Assaning that the exceptioas (1) and/or (2) above don’t apply, the procedure for making your back-up copy is as follows:-

T0 BACK-UP MOST PROGRAMS.

IXTE

(11, Insert the tape you wish to copy (the SOURCE tapel iato your recorder.
(2). Press PLAY, thea key "u" oa the Spectrun.

\_/131. Vhea loading is completed, press "BREAK®, aad stop your recorder.
(4). The prompting message thea ashs:- "ANY MORE LOADS?® If YES, press "y", thea starl your recorder playiag again. It KO,
press "a” asd the SAVING INSTRUCTIONS will be displayed.
(5). To make a back-up copy, pal your mew (OBJECT) lape iato your recorder and press REC « PLAY.
(4). Press "c® oa your Spectrus, whea the program will be saved out to tape. MOTE:- Pressing "a® returas to the inaitial HAIN
LOADING SCREEM i.e. bach to step (2).
(7). After Lhe progran bas beea saved, stop your recorder. The prompting message asks:- "ANY MORE COPIES?" For another copy,
press "y® for YES - this returas you to step (3). Pressing "a® for M0 returas you to step (1) - the main loading screea. K.B.
Vhilst at step (1), pressing "N° (capital), gives a systea reset i.e. clears the compater.

EXTRA FEATURES.

ESEEEBERINIAERS

SC3 bas other extra usetul features as listed below:-

{al 1#, during LOADING, you press "BREAK®, Ipading is stopped and the program goes to step (4). Mow, you can SAVE what has
beea loaded, or lsad more blocks.

th) If, during SAVING, you press "BREAK®, saviaq is slopped and the program qoes to step (7)., NOTE:- If you have loaded in 5C3
__Ato copy itself), pressing "c” returas to step (1), since 5C3 VILL NOT COPY ITSELF!

(c) While at step (5) - part of the displayed message is:-

Ka. Blocks = 4
This is the sumber of progran BLOCKS (defined earlier), stored in memory at this time. e.9. if you have & blocks in memory,
asd you oaly want to save the first 4, pressing "d" for BELETE, twice, will resove the last two blocks (the sumber will reduce
to 4). Thea, saviag will only save the firesl 4 blocks. Beleting all the blocks will return you Lo step (1),

(d) Some programs have a pause betweea sections i.e. adveatures, whem a mew game can be loaded, etc. This pause can be
inserted into your back-up as follows:- Whilst at step (6], press and HOLD BOUN the "p" key while 5C3 is SAVING THE BYTES OF
THE BLOCK BEFORE THE GAP TO BE IMSERTED. SC3 will them wait watil you release the "p" key before saviag aay more data i.e. any
leagth of passe can be thes inserted.

{e) Please note that SC3 now contains imstructicas om copyieg 128X programs, also a Header Reader and Headerless Block Leagth
Reader - for tull instructioas see later.



L}

MORE DIFFICULT PROGRALS.

Some prograss have wmssual parts, i.e. moa-staadard leaders, long blocks, fast loading blocks etc. Remember, as loag as the
total progran leagth is ot greater tham 41588 bytes, or no block is a fast loader - you can uswally copy them with SC3.
However, other unussal features can also be eacountered. These are:-

(11, Prograss wilh a total leagth greater Lhan 41588 bytes, or a single block greater than 41548 bytes long. SC3 waras you of
these - usually the messagej *CAUTION! MEMORY SHORTAGE!® is dicplayed. Stop loading immediately, thea save what you have onto
tape. The loager part caa thea be copied wsing SC3 a second time. Or, it the longer block is morc than 41584 bytes lowg, S5C3
(b) must be used.

(2), Programs wild tast loading blocks - again these are copied usiag SC3 (b).

(3], Some prograas have blocks with very wide band leaders. Copy all but these Liocks im the uscal way. To copy these, at step
two, press "w® instead of "u’. Thea whea saving, at step (), press "w" instead of 'c’.

(4). Some prograss have blocks with very short leaders with ao time gaps between the blocks e.g.:-

L-m-===n BL------- e B Here, L can be as short as 1/1@sec!

L] A ]

Block ! Block 2 Block 3

For these, copy the normal blocks as wswal. For the short leader blocks, press °s” at step (2) instead of ‘u'. When saving,
press °c’ at step (4).

MOTE:- Proklens can arise with short leaders, especially when there are THD together, in that SC3 sometimes can misread the
program f.e.:-

e D

A A

Block | Block 2

Somelizes, here, BLOCK 2 caa be misread, This is overcome by pressieg "d° to delete Lhe 2ad block and reloading uatil the Ist
block has passed, thea press "t” not "s”® to load BLOCK 2, which caa thea be saved as normal.

Also, when using the *1” option, siace so check is made here for leaders, SC3 can misread a leader as bytes - especially when
there is no time gap between the blocks. This cam be recognised siace, instead of the wsual sequenace of:-

L—---- } L---ee- ]
RED/CYAN BLUE/YELLOW  RED/CYAN BLUE/YELLOW
THICK NARROY THICK RARROW
BAS JANGS BANDS  BANDS
you will actually see:-
{======o ] L-eemmn- ]
RED/CYAN DLUE/YELLOW  BLUE/YELLOV BLUE/YELLOW .
THICK RAZROY THICK RARROY
BANDS BANDS BAND5 BANDS

i.e. 5C3 is misreading L as B. This is best overccae by stoppiag the tape and startiag again wheaever you notice the border
beconing THICK yellow/blue basds.

Remember, with the enorsous variation of sodern program structures available, the key to successful copying is PATIEKCE and,
unfortunately, TRIAL AND ERROR, even with a copier as advaaced as SC3!

Also, piease remenber thal, as loag as the total program leagth is cot loager than 41588 bytes AND mo block is a fast loader,
then SC3 should copy thes successfully. For other cases, SC3 (bl MUST be used.
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"SUPERCOPIER 8C3 (D))"

INSTRUCTIONS FOR USE

INTROBUCT ION.

SUPERCOPIER SC3 () will only copy OME block at a time. Thus, you could wse SC3 (b} iastead of SC3, but it wouid be rather
laborfous' or exasple, to copy a BASIC program, you would have to copy the header and code blocks separately!

§C3 (b) is especially useful for copying very loag blocks which SC3 can’t handle (up to arowsd 65589 byles), and it will also
copy FAST LOADERS.

Thus, it is wswally best to use SC3 first to copy as much as it can, thea use SC3 (b) for the difficult parts. Uhile loading
data, igaore the wausual screea patteras which appear - these are a norsal part of the loading process.

Ustertesately, we could NOT sake this program user frieadly (to save on memory) thus, please read the iastructions carefully!

T0 LOAD SL3 (b):-

TYPE:- LOAD**CODE (ENTER). For the 128K Spectrum, eater 128K Basic, type load"'code; press ENTER.
The progras will load asd thea asto-ren - qiviag a GREEN screes with a BLACK border. This is the INITIAL display - the meau of
optioas showa belew is thes available. You can returs to the INITIAL screea at any time (except after the "¢" option - when
‘he progran MEU'S itselt), by pressing *a’.

*2® = Load a block wp to 48293 bytes in leagth.

*b* = Load a block from 46294 - 49494 bytes in leagth.

°q’ = Bo back to the INITIAL screes.

a® = MEV - reset (clear) the computer.

*t* = Byte counter - border goes YELLOV. (Nust be used before "¢°).

°s® = SAVE the block to tape.

*4* = Load a VERY Joag block of up o 65569 bytes. Use *t® first to count the bytes. Press ENTER whea loaded to SAVE out to

Lape.
g - 9% = Alter BAUD RATE, (D=SLOW: 2=MORNAL:@ S=MORNAL FAST LOADER: 9=FASTEST). Rorder goes NAGENTA.
NOTE:- If using *t* to count the bytes - "a* resets the couater to zero.

APPROXIMATE BLOCK LEMSTH GULDE.

At NORMAL baud rate - the following values were obtained:-

LENGTH LOAD TINE TAPE COUNT
47884 Bytes 4 Nin. 12 sec. n
50080 Byles 4 Nin. 29 sec. 76

Thas, if the couat is less thas around 72 - use the "2’ optioa.
14 the couat is 72-76 - use the "b" optioa.
14 the count is nore than 76 - use the "d° optioa, after wsing "t® first to cowat the bytes.
For a soce accurate determination of Block Leagth - we recomsend you use the Header Reader and Headerless Block Length
Reader prograns (see later).
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GENERAL LOAB/SAVE METHOB.

For a block leaglh of less ihan 48293 Bytes:-
t1). Insert SOURCE tape - wind to the start of the block.
{2}, Press PLAY, thea the appropriate iocad optios, = *a® here. (For *b*, and °d° options, see belowl,
(3], Atter loadiag, (border changes colour) - stop your recorder. Insert mew (OBJECT) tape - press REC + PLAY, then "s’. Uhen
the block bas beea saved (border changes colcur), pressing "s” agaim gives asother copy. To load acother block just press
ehich option you require. MOTE:- Strees pictures may be slightly aitered.
{4), For a siagle block 46292 - 49494 bytes long:- This covers the majorily of loag blocks - these uswally load a picture oato
the screea, and the loading takes a loag time. Simply start at step (11, but press °"b°.
(5). For blocks losger than arousd 494%4 bytes:- For these, the couat bytes oplion *L* KUST be used FIRST as foliows:- Rewind
the tape to the start of the long block, Press PLAY and the °t® key and play uatil all the block is loaded. The bytes have
thea been counted and the count stored in mesory.
Mext, repeat the above, and press the *d" key to load the block. Then save, by pressing ENTER. (Start tape first!). To save
another copy, press ENTER agaia. MOTE:- To copy a ditfereat loag block, SC3(bi wmust be reloaded aad the above procedure
repeated,

PROCEDURE FOR PROGRANS WITH BIFFERENT BAUD RATES.

The new FAST LOADERS come uader this heading, The BAUD RATE for LOADING and SAVING is chaaged by pressing the keys # to §.
Vhere f=siomest: 2zaornal: Jouswal fast loader: 9-tastest speed.

Oa pressing these keys, the border changes to MAGENTA. Key 2 gives WORMAL speed, whereas most fasl loaders need key 3.
However, this can only be determined by TRIAL and ERROR.

NOTE:- Betore using the *t° couater, the correct baud rate must be sel. Also, if you alter the baud rate, all subsequent
Juads/saves will be at this same baud rate. It is changed by pressing keys § to 9 as detailed above. Agaia, please be PATIENT.
Vith patieace and experisentation, sost fast loaders can be backed-up. The sain poiat to reaember 15 that the higher the baud
rate, the sore critical the lose and volume settings on your recorder will be. So please try varyiag these also.

Procedure.

(1), Save any NORNAL speed parts wilh morsal SC3.

(2), For FAST part, (usealiy screen pictere first), try Joading in usiag speed 5 - then press either "a® or ‘b" depending on
the file leagth (see earlier). I the loaded picture seeas 0.K., save out to tape by pressing "s’. If corrupled, retry using a
Gifferent speed 2.9. 4 or 6 entil a correct picture is obtained. This is then the correct speed. Remember, it can only be
achieved by trial and error!

(3}, Uhen correct speed has beea found, copy all other fast tiles in a similar mamner.

A few knowa speeds for certaia programs are.-
Pyjamarana = 3. Matomania = 6. Kokotosi Wilt = 6.



"SC3 PULSE REMOVER"
"INSTRUCTIONS FOR USE"

= Geseral Noles.

Due to the probiess caused by the new "Pulsed Leader® programs - mainly loading probleas (we have heard of sowe people taking
up to 35 min. to load one of these programs!), we have decided to design our “Pulsing Leader Prograa® copier so that it
resoves the troublesome pulses, aad coaverts the Basic Loader to reload the program with NORMAL leaders asd at NORNAL speed.
Ve realise that the copy will load more slonly, but we feel that ia the loag rua it will still prove faster, siace loadiag

probiens will be aon-existeat!

lacking up a Pulsed Leader Progras.

NOTE:- This part of SC3 is oaly to be used for the above mamed Pulsiag programs. Also, DO NOT PRESS THE BREAK KEY AT ANY TINE,

SINCE THIS WILL EITHER CRASH OR RESET THE COMPUTER!

Kost Pulsed Leader (P.L.) programs coesist of a Basic Loader, thea a short pulsing part (which sounds like a headerl, thea 1,2
or 3 pulsing tiles. NOTE:- If there is an extra Basic part - copy this first with the acemal 5C3 progranm.
Load the PULSE REMOVER by typing:- LOAD °* COBE (ENTER). For the 128K Spectrum, select 128K Basic, (ype load'’codei press
ENTER. The program will load thea auto-rum, giviag a GREEN screen with a BLACK border. The message: "To load a NORMAL file -

Press ENTER" will appear.

(1). Press ENTER and load in the sormal Basic part. The program mase will be displayed, and the wessage "Basic Loader
Coaverted® nill appear, and "To save NORMAL file-Press ENTER®. Place a fresh tape ia your recorder, start recording, aad press
~— ENTER to save out. The message "For PULSE ¢iles-ENTER=Save/Load” theo appears.
(2), Press ENTER to load the mext part. This is USUALLY a short pulsing part like a Header. With NOST programs, this part is
sot used, but IF THE BORDER GOES BLACK AND INPUT STOPS - SAVE IT!, is the rule. Thus, if required, save out this part by

pressing ENTER.

{3), Press ENTER to Joad in the sext part - usually the screea picture. Press ENTER to save out (start your recorder first!).

Repeat step (3) for each following pulsiag file.

NOTE:- Uilh SOME games the °short” pulsiag part will NOT be saved.
Vith certain gases, the "short’ part will be saved, but is found to interfere with the screea picture (mo picture appears). If
this occurs, sisply erase this saall part from your tape - by RECording over it.

This program will copy most of the latest Pulsing Leader games, some of which are:-

Bruce Lee

Spy Hunter

Ghostbusters

Beach Head

Buck Rodgers

Baley Thomgsoa's Supertest
Daley Thoupson’s Decatalon
Match Bay

Knight's Lore

- and sany nore! We hope you will eajoy using this copier, but remember that:- THIS COPIER IS SUPPLIER ON THE
THAT YOU USE IT ONLY TO MAKE BACK-UPS OF YOUR OUN SOFTWARE. IT IS ILLEGAL TO USE IT TO MAKE COPIES TO SELL OR OTHERWISE

DISTRIBUTE!

UNBERSTANDING



Geaeral Notes.

--------------

This suppleseatary part of SC3 is inteaded OMLY tor use with the VERY LATEST ‘Pulsing Leader® programs e.g. "V*, ‘Green
Beret®, 'Alien Highway®, etc. It will provide a MORMAL speed pulse free copy which loads with total reliability.

cmem- -

The latest Pulsing Leader programs comsist of:-

Small Basic Prograe - Norsal File |
Larger Basic Progran - Norzal File 2
Shoet Pulsing "Header® = Pulsing File
Long Pulsiag Progran - Pulsing File

There may also be extra parts after the loag Pulsing part, Firstly, load the SC3 PULSE RENOVER TWO PROGRAN wsing LOAD ' CODE.
For the 128K Spectrus, select 128K Basic, type load®’codej press ENTER. The program will Ioad and thea run giving the message:
*To Load WORMAL File:- Press Eater®, Next, press ENTER, then play ia the progras from the start. The message “lst KORNAL
File Loaded" and *To save MORMAL File Press ENTER® appears. Put a fresh tape ia your recorder, set to record, and press ENTER
- the Ist Mormal File will be saved out to yowr tape. The messace "To Load NORMAL File:- Press ENTER® appears. Press ENTER aad
play in the sext Morsal file froa your program tape. AS SOON AS THE FILE HAS LOADER, STOP THE TAPE. The message "SECGND NORMAL
File Converted® and *To Save NORMAL File Press ENTER® appears AFTER A SHORT PAUSE. As before, press ENTER, and the File will
be saved oat to your backup tape. The message "ENTER LOADS/SAVES Pulsiag Files® appears. Press ENTER - the screen goes black -
and play in the rest of the game tape. Vhea the program has loaded, press key *S” to save out the rest of the program to the
backup tape. As a borus, whea this has beea saved, if ycu press the "A’ key, the game will rua as normal.

To reload the converted backup, use the norsal LOAD *° cosaand. Whea loaded, press key "A° to start the game.
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The basic sethod is the same whea using 5C2 aad SC2(b). However, siace the 128K Spectrum has such a large amoust of memory,
it becomes wore importaat than ever to determine accurately the structure of any program we wish to copy; particularly with
~_ regard to block leagths. This is mhere the Header Reader and Headerless Block Leagth Reader prograns come in. For full
iastructions in their use, see later.
Ve shal) illustrate their use in a geseral method of copying 128K programs usiag the followiag program as an illustratioe:-
J ¢
e have found the best method of copying 128K prograns is to first make a list of the various Basic programs, and code
blocks, together with their leagths. In the case of BTST, PLAY the tape, noting which are Basic prograns aad which are (ode
blocks - Headerless or otherwise. Mext, use the Header Reader program to determine the leagths of the Basic parts and code
blocks with Headers; use the Headerless Block Leagth Reader for those blocks without Headers. Thus, for BIST, we find:-

katuut Type
s -2 Basic
g8 -1 lasic
1 - 14 Basic
13 - 24 Basic
271-31 Header less
2-7 Header less
77 - 1M Headerless
105 - 129 Header less
138 - 161 Headerless
162 - 193 Headerless
194 - 226 Headerless
227 - 42 - Header less

¥e sust sow determine the leagths of these various blocks, For the Basic programs we can use the Header Reader program
provided (e could also use the integral Header Reader in SC3, but the new program gives more iaformation). Follow the loading
jastructions (see later), load L2 Header Reader and PLAY in the DTST tape. Note the leagth of each Basic program. Next, load
the Headerless llngk Leagth Reader and note the leagth of each Headerless Block. We tiad:-

NEVECEND NG STeRy

Block Mo. Tape Count Type Length —

1 5 -7 Basic 128 e %30

2 8 -18 Basic 28 ey 6aRg

3 i1 - 14 Basic ril} e 12176

5 27 -5 Headerless 16384 ¥ o

8 2-7% Headerless 14384 M, 630
o 7 7 - 1M Header less 16384 i 46.3@4

8 15 - 129 Headerless 16304 e84

9 138 - 161 Headerless 16384 i

1 182 - 193 Headerless 16384

1 194 - 226 Headerless 16384

12 227 - 242 Headerless 5898

Resesber, SC3 can oaly copy blocks wp to around 41508 bytes long. We COULD wse SC3(bl, but SC3 is less complicated. We can
see that the first SIX blocks add wp to 4356 (iscluding 4X17 bytes for the Headers). Thus, we can copy the first SIX blocks
usize SC3 in the wsual way. Similarly, blocks 7 and 8 total 32768f copy these with SC3. Blocks 9 and 18 total 327687 copy
these: with SC3. Blocks 11 and 12 total 22272 copy these with SC3.

A sinilar sethod cas be used for other 128K games. Also, SC3(b} cam be used for fast loaders aad VERY Iong blocks.



INSTRUCTIONS FOR USE.

LOABINE: -

---------

To load, type LOAD ** CODE (ENTER!. For the 120K Spectrum, select 128K Dasic, type load*’codej press ENTER. The progran
will load thea auto-run.
UsTms: -

The HEADER READER will read the dala from the header section at the start of each data block in a progras. It will display
details such asi-

FILENAME: - The program aame, This oay somelimes be primted vertically due to the presence ot certain control codes in the
beader e.9. CHRS{13), elc.

FROGRAN TYPE:- i.e. Basic, Machise Code, SCREENS, Meseric Array, Character Array, etc.

PROSRAN LENGTH: - The HEADER READER will give, for a Basic progras, the total progras leagth (Basic program leagth ¢
Variables), and the norsal program leagth. It will also give the Ieagth of a machine code block.

START ABBRESS:- For a machine code black, this is the start of the block ia mesory.

AUTO-RUN LINE MUMBER:- For Basic programs oaly.

To obtaia this iaformation, load the HEADER READER as described above, thea load your desired casselte and press °PLAY'.
For each header, the screea will clear, and the data read will be displayed. It is usually best Lo °STOP* the tape whem each
header is read, so that the data caa be writtea dowa. Press "PLAY" to contisue. Repeat uatil no wore data loads i.e. the
progran has finished. This can thes be repeated with any other tape you wish to iavestigate.

Ve recossend you use the MEADER READER before copying 2 progeam, since this will tell you how many dala blocks you must
copy aad heace, when the progras has eaded.

NOTE:- DO NOT PRESS “BREAK® AT ANY TINE - THIS WILL RESET THE COMPUTER.

"HEADERLESS BLOCK LENGTH READER®
INSTRUCTIONS FOR USE.

=z

To load, type:- LOAD ** (EWTER). For the 126K Spectrum, at the Initial Meau all you do is press ENTER. The program will
load aad then amto-run. The progras is then ready to use. To determine the leagth of any required Headerless
Block, position your tape at the start of the block, then press "PLAY" on your recorder. The program will read in the byles,
count thea, and priat out the aumber of bytes in the block. To read in amother black, press "r®, thea repeat as ahove.

Vith these two utilities, the composition of most programs can be determined (except fast loaders and pulsing programsi.




