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"SUFERCOPIER SCS*"

INTRODUCTION,

We thank you for buying ocur *SUPERCOPIER SC5* utility for vyour Spectrum, and
we hope you wi1ll enjoy using it.

FLEASE NOTE:- SUPEKCOPIZR SC5 IS SUPPLIED SCLELY ON THE UNDERSTANDING THAT YOU ONLY
USE IT TO MAKE BACK UP COPIES OF YOUR OWN SOFTWARE FCR SECURITY REASONS, NCT TO USE IT
T0 MAXE COPIES TO SELL OR OTHERWISE DISTRIBUTE - THIS IS PIRAZY, AND WE DO WOT CONDONE
PIRACY!

KOTE:- SCS now contains THREE eain parts i.e.:- SC5{a); SCS(bi and SCS(c).

‘a). "SUPER KOBRAH COPY PLUS":- This deals with norsal speed prograss and norsai speed
long blocks up to 49087 bytes long. It also copies noreal speed *toned” prograas
1.e. programs with no pause between code blocks.

(b}, "TKE KOBEAH TAPE UTILITY":- This again deals with normal speed prograss, but it
hzs the facility of you being able to select your own type of copier for the
program you wish te copy. It can copy the eultiple block programs e.g. Firebird

type.

(ch. "KOERAHZDFT ADVANCED TAPE COPItR":- A very versatile copier which will copy
virtually ANY Fast Loader, with its easy tc use baud rate measurer. It will also
copy Trivial Fursuit questicn packs and other programs without leaders - as far as
we know no other copier will copy these. Another very useful point is its ahility
to copy VERY LONS prooraes - up to around BOK! This is done using code coepression
techniques, It also will "smooth® out the baud rate for different tape decks -
thic 15 very useful for +2 owners,

PLEASE NOTE:- Flease do not expect 5C5 to copy ALL your programs, it cannot, neither’can
any other copier available. This is due to the increasing complexity and protecticn
rethods used 1n aodern zottware. We feel SCS WILL enable you to copy more programs than
any other coprer currently available. SCS now  includes our *SD1 Speedlock Decoder®
program, which enables even the latest "Pulced Leader® prograss to be easily copied. SCS
slsc has instructione on how to cony true 128k programs. It also cupplies you with FREE
Beader Feader AND Headeriess Block Length Reader programs to help you more accurately
deteraine the composition of the programs vou are trying o copy.

TECHRICAL SECTICH
mEfgy == chail try anc  aeip



GENERAL METHODS OF BACKING UF FROGRAMS,

The KAJORITY of ‘ordinary” programs can Ge
FLUS"! 1n one operation. Excepticns arise wheni-

copled with SC5(a) ("SUFER KOBRAH CORY

(1} The TOTAL PROGRAM LENGTH is longer than about 42000 bytes - here the "Naxibytes”
section should be used. For longer blocks (48K to BOK), use SCifcl.
(2) For Firebird type programs, or other unusual loading programs, use SCS(b).

(3) Any block is a FAST LOADING bicck, or
In these cases, SCS(c) must be used.

any single block is longer than 42000 bytes.

However, PLEASE BE PATIENT! Don't try and back-up your latest prograss first - since
they are likely to be the best protected and will need patience and experimentation.
Please try first on your ‘*sispler” programs, then use your experience thus gained tmo
eventually tackle the mcre difficult ones.

LOADING AND USING 5CS5(a) - "SUFER KDBRAH COPY PLUS":-

NOTE: - Before loading any SC5 progras, ensure your Spectrua
erther disconnecting then reconnecting the power,
applicable.

1s cleared (RESET) by
or pressing RESET, whichever is

For the 43K Spectrum:- Type LOAD *" then press ENTER. PLAY in the prograa.
For the 128K Spectrus:- Select 48K Basic from the Menu, and proceed as for the 4BK.

The prograe will load and run displaying the messages:-

SUPER KOBRAH COPY PLUS
SAVE LOAD PAUSE BREAK BUIT
J:NORMAL 4:TONES S5:MAXBYTES

The keys available at this stage are:-

Press "I = Select NORMAL data.

Press "4" = Select TONED data.

Press *3" = Select MAXBYTE option.

Press "L® then ENTER = LOAD data.

Press *5" then ENTER = SAVE data.

Press *P" during SAVE = PAUSE the saving.

Press "BEEAK® during LOAD/SAVE = Abort LOAD/SAVE,
Press "8" at Menu = BUIT or RESET the coasputer.

non
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khen the coprer has loaded, 1t defaults tc the *NORMAL® mode; to return to this atter
using any cther mode - press "3". To copy prograss with no gaps between parts, press 4"
tor "TOKES*. This will copy any such program e.g. Lera copiers etc. For mode "3 and 4"
press next "L® to load, then press ENTER to start loading. As the progras loads, the
integral Header Reader will read the Headers and give information like:-

For a BASIC prograa:- HDO NAME (10 letters) 00125 00000 43981

A A A A

Header Filenaae File Auto- Code Length
Type 0 Length Run  Left.
{Basic) Line No.

For a M/C Prograa:- HD3 NAME (10 letters) 01573 24352 42864
Header Filenase Code Start Code Leagth
Type 3 Length Address Left.
(Code)

When you have finished lcading, press BREAK. The message "LOAD HAS BEEN ABORTED® will be
displayed. You can now save what you have loaded by pressing "s® then ENTER. During
saving, when the last 500 bytes of a f1le 1s being saved a white square mill flash -
pressing "p® at this point will insert a pause betore the next file is saved when you
release the "p" key. NDTE:- Pressing "g" at the Menu will Buit the program and RESET the
coaputer. When the saving has finished the message "ALL MY SECTIONS HAVE BEEN SAVED®
will be displayed. You may then load/save more data. To load 3 LOWG block up to 49087
bytes - press "5' for Maxbytes mcde. Press ENTER, then *1™ will LOAD, "2" will SAVE.
NOTE:- This mcde will OKLY load/save ONE BLOCK, after which the border will go YELLOW,
NOTE: - Repeat copies can always be made in normal and toned eode by pressing “s" again,
or by pressing 2" again in Maxbytes acde.
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"SCS (b)Y THE KOERAH TAFE UTILITY®"™

Description,

This is an advanced tape utility in which you work cut how a program is loading,
then alter the copier to copy it.

Firstly, listen to the tape you wish to copy. Write down the answers to these questions:

(1). What types of leaders are there? Are they long, short or norsal? As an example
consider the "sultiple block® Firebird type games. Here the leaders are very sharp
(sounding like a “blip"). Thus, for type of leaders required on reloading we select
*short® - we usually select the same as the original leaders.

(2). How are the leaders loading? Are they normal, or high pitched (short), or have a
deep base sound iwide)? Here, they are normal.

-

(3). How is the gase loading? Here it is with short leaders with no gaps. Other
possibilities are *Toned® i.e. Norsal leaders with no gaps, and Wide.

(4), Do you want the copier to put any delays between gaps when saving - here we need
none.

When we have gathered this inforsation, we can then load the copier:-

LOADING SCS(b) - THE KCBRAH TAPE UTILITY.

For the 48K Spectrum:- Type LOAD "* ; press ENTER and PLAY the tape.
For the 128K Spectrum :- Select 4BK Basic from the Menu, proceed as for 4BK.
Cn loading, the following messages appear:-

THE KDBRAH TAPE UTILITY
Select Preferences

Leader 0 Noramal
Type : Noraal
Mode 0 Noreal
Delay ] Normal

To seiect your choice, press "1* to select nature of leaders; "t* to select type; "a*
to select mcde; "d® to select delay.

(7

As an exaaple consider a typical "sulti-block® Firebird progrsa., Here there are na sound
gaps end fast very short “blip® type leaders. Thus, we set “Leader® to short by pressing
"I" until the correct choice appears. Since the leaders, although short, sound normal in
pitch, we set "Type® to normal. Since the leaders are short with no gaps, we set *Kode*
1o short, There are no delays between the blocks, so set *Delay® to none, When ail the
options have been selected, press "s® to start. Then press "1" to load and "s* to cave.
Pressing "BREAK" aborts any ioad or save, Pressing "q" RESETS the Spectrua. Pressing “c*
clears the screen. KOTE:- The screen area 15 used as a buffer crd you will see some
weird screen patterns, but this is norsal and should be ignored.



19

{8}

"SCS(c) KSFT ADVANCED COFIER™"

Description,
This 1s probably the most useful and certainly the most powerful part of 5C5. It will
copy almost 99% of anything: in fact it will even copy Amstrad tapes!

Loading SCS(c).
For the 4BK Spectrum:- Type LOAD " press ENTER and PLAY the tape.
For the 128K Spectrus:- Select 48K Basic from the Nenu - proceed as for 48K Spectrus.

When loaded, the only thing visible is a BLUE screen! This was necessary to save on
neaory. At this stage, the following keys are available:-

"1" = Load. *
"s" = Save.

*ct® = Clear Screen.

"a" = Measure Baud Rate.

"e" = Even out Baud Rate.

"o" = Special "ODE" copier - see Page 9.

"u® = Return to normal copier after "o".

"q" = Buit - Reset the Spectrums.

"

In "Maxi Mode®:- "1" = Load a block (first atteapt).
"2" = Load a block (second attespt).
"s" = Save.

This copier will copy virtually ANY fast loader or very long programs.

Firstiy, copy any ncraal speed parts up to the long fast block using SC3(a). Next we
measure the baud rate of the #: t section. Press "a" and play in a "noisy" part of the
fast section. By noisy we mean an area where there is a lot of ditferent changes in the
width of the loading stripes. It is usually best NOT to use a screen code area, since
large parts of this can consist of only zeroes or ones. Within a second of playing in
the noisy part, the screen will go RED, indicating that the baud rate has been seasured.
NOTE:- DO NOT play in the leader - this will give a false result. Rewind the tape to the
start of the long fast block. Press "c® - this will clear the screen back to BLUE.
NGTE:- At this stage the copier 1s VERY sensitive, For this reason, when starting to
copy the long block, 1t 1s best to PLAY 1t, and wait until you hear the leader betcre
pressing "1 te load, I+ this is not done, the copier say copy any "glitches® or
background noise on the tape. This is very likely to occur when trying to copy a copy
{which :s not recosmended anyway). If this does happen, it is recognised by the copier
showing a few white lines at the top of the screen, and then stopping copying and going

i9)

inty "save’ mode. It 15 recovered by pressing “c” to clear the screen, and then pressing
"}1" WHEN THE LEADER 1S LCADING. The copier will now lcad data up te a maximum of 48000
bytes. 1+ the black is longer than this, i1t will stop leading, though you wiil still
hear data loading frem your tape - watch for this. 1f this occurs you must use the
"Maximode" to copy the long block (see later). If 0.K., sisply press REC and PLAY then
"s" and save the copied bleck cut to a fresh tape. Any mcre saving and loading is cone
at the same baud rate unless "s" 1s used again.

I the blaock is found to be longer than 4B000 wusing "1" above, press "c® to clear tnc
screen, rewind to the start of the long block, press ®1* and PLAY in the block. The
copier will load 48000 bytes and then stop. When 1t has stopped, DO NOT TOUCH THE
COMPUTER KEYBOARD IN ANY WAY FOR AT LEAST TEN SECONDS. During this time the copier is
cospressing the 48000 bytes loaded tc make room for the rest of the block. Next, rewind
te the start of the long block, and press "2° and PLAY in the block again. It will now
load the whole block regardless of its length. When finished, press "s" to save, and an
uncospressed copy will be saved out to tape. Repeat copies are made by again pressing
the "s" key.

NOTE:- If there are any large gaps in a game, you should try to keep these in. For
exaspie, the ALKATRAZ PROTECTED "Countdown® type games e.g. "Cobra®, “Indiana Jones®
etc. have a Basic first section, then a fast section with a large gap. Copy the Basic
part with 8C3(a), then use SCS(c) to copy the long fast block thus:- copy the first
part up to the qgap, save it; AND LEAVE A GAP ROUBHLY EBUAL TO THE CRIGINAL. It only
needs to be near - it is just to gqive the program tise to decode the game code. Then
copy the last part from the end of the gap onwards in the usual way.

COPYING ODE PROGRANS.

These are prograes containing a protection system used in "Trivial Pursuit® question
packs; and "Sailing® by Activision. As far as we know, no copier up to date has been
able to copy these, but SCS5(c) can! Firstly, measure the baud rate, and rewind to the
start of the data. Press "o" Inot zero!) and wuse "1 and "s" to load and save. NGTE:-
Theprogran makes a buzzing sound in operation, and on loading and saving NO leader
tones are present. To revert to the normal copier afterwards, press "u®.

\

SMOOTHING THE BAUD RATE FCR DIFFERENT TAPE RECORDERS.

fiost tape decks run at different speeds, and at higher baud rates e.g. from 2700
upwards loading errors may often occur. Also, when a copier saves a program 1t may set
the baud rate too high te suit a particular tape deck (Plus 2 users please note!), To
check if this is happening with your tape deck (especially 1f it appears prone to a
lot of tape loading errors with fast loaders), load in a sample program and look at
the yellow/biue code lines when saving. Do they look narrower? It so, the baud rate is
too high - press *e” to even it out. This is especially useful for +2 cwners. Repeated
pressing of "e" will load a program in fast, and save it out slow - an ideal use for
sicredrive transfer,
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"SPEEDLOCK DECODER SD1"

INSTRUCTIONS

INTROCUCTION.

One fors of software protection which has recently been developed is the famous (or
infamous) SPEEDLOCK systea - which uses the dreaded °“Pulsed Leaders® to load
the program. These have lead to many loading probleas, and because of this we have
produced our "SD!1 SPEEDLOCK DECODER® system. We did this since these programs are
now <o widespread - being used by several software houses including Ocean, US Beld, and
Inagine to name but a few.

SD1 converts the pulsed leaders to normal ones, and saves the progras out at noraal
speed. Thus, the prograss will take slightly longer to load, but we feel this
will be compensated for by the far increased reliability in loading. It also saves the
pregram code in two well defined blocks, with NORMAL headers, and gives the start
eddress for the machine code, as well as producing a Basic loader to reload the program
for Tape, Microdrive and Wafa drive conversions. This seans that these programs can now
be converted to mest drives with a minisum of effort on your part.

For certain special drives the Basic sust be written, but full details on how to do
this are given later,

LOADING 5D1.
Firstly, make sure you clear your Spectrus by either disconnecting then reconnecting
the power supply, OR presing the RESET switch, whichever is applicable.

For the 4BK Spectrue:- Type LDAD **, press ENTER then PLAY on your recorder.

For the 128K Spectrumi- Select 48K Basic from the opening menu, then type LOAD **,

press ENTER, then PLAY on your recorder.

SDI w1ll load and run, starting with the message:- "Press ENTER then PLAY Tape®. Remove
the SDI tape, anrd 1nsert your Speedlock program tape, and rewind it to the start. 5DI is
now ready to use.

Some Speedlock programs have DNE Basic section, others have TWO, before the pulsing
cections. Where THC Basic sections are present, SDI will ignore the first. Press ENTER,
then PLAY on your recorder. When G5DI meets the eain Basic, it will display its name,
which will be used when saving Basic and code blocks. Watch your screen; and when the
main Basic has loaded you will hear & warning beep and see 2 message saying “Stop the
Tape®. STOP your recorder - there will be a short pause while 501 decodes the Speedlock
Easic, then the message "Start Address of Code = ###3%" will appear. This ic the
Exacute Address (R.USR number) of the converted prograe for aicrodrive, wafadrive or
dizc, NOTE:- I# you are coaverting to a disc syctem ather than micredrive or wafadrive,
you should make a note of this rusber for later use. For tape, microdrive and wafadrive

this is aot LECRSZErY,
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NOTE:- You may scmetimes see the message:- “Decoding Error - Press ENTER®. If this
happens, rewind your Speedlock tape to its start, press ENTER, then FLAY to try again.
1+ the error recccurs, try again using a slightly different voluse, 1f it still happens,
assuse the program isn't Speedlock, or SDi can’t convert it. The Menu available 1s:-

Key Function

S - start loading a NEW Speedleck progranm.

e - Save Basic loader for TAPE use.

"2t - Save Basic and code for a/d conversien.

"W" - Save Basic and code for wafadrive conversion.
oo - Save code only - for disc drive transfer.

"n* - Next stage; loading pulsing parts.

BREAK - Perforas a reset or NEW.

Now, if you wish to ge back to the start, simply press the "1* key, otherwise place
a new tape into your recorder, start recording, and according to which systems you are
converting for, press the appropriate key i.e.:- "t*, "a", "w" or °c"., Press “t* for a
copy that is to be reloaded from tape. Press "a* if you are transferring to microdrive.
Press "w* if transferring to Wafadrive. Press “c* for any other disc drive. NOTE:-
Ensure you press RECORD and PLAY on your recorder BEFORE pressing a key, since pressing
a key saves out to tape imsediately. On pressing any key except “c”, you will save a
Basic progras that will load in the rest of the progras‘s sachine code i.e. a Basic
Loader. This will contain the equivalent of LOAD"a"CODE for tape, LOAD#"a";1;"a"CODE for
sicrodrive, or LOAD#"a*,34000 for Wafadrive. Also, for microdrive or Watadrive transfer
you will save an additional block of machine code which you need to make the program run

NOTE:- Disc drive owners sust press °*c”. Resesber, you will need to write your own
Basic loader (cee later). Also, write down the Start Address as shown on the screen.
Having now saved a program to tape, we go on to the next section:-

Having saved cut to tape, replace the Speedlock tape in your recorder, and press
the "n* key. This will show the FINAL Menu, i.e.:- \

(1) Save Code (Drive/Tape).
(5) Start Bame,
BREAK = NEW

NOTE:- This is the Menu available AFTER all pulsing sections have been loaded. Start
Joading all the pulsing sections by pressing ENTER, followed by PLAY on your recorder.
Wait until SDI has loaded in ALL the prograe - this is shown by the border going YELLOW.
I¥ the screen display is corrupted, this indicates a loading error - this means you must
NEW the Spectrua (press BREAK) and reload SDI.

The keys available now are as described above i.e. (1), (5) or BREAK.
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Feplace ynur saving tape into your recorder and set ready to record. For Tape,

Microdrive, Wafadrive and Disc drive transfer, press RECORD and PLAY, followed by key
(1), Wait until the program has been saved (border YELLOW). For tape backups the process
15 now complete. The program reloads with the usual LOAD "® ENTER command. When the
program has loaded, (screen leoaded), Press ENTER to start the game.
KOTE:- SD1 always saves 2 blocks of code with normal headers, followed by a single
headerless block. The last block is used for tape transfer only and is in fact the
screen display. The first 2 blocks have the same name as the original except the tenth
character is set to 1 and 2 respectively. These 2 blocks are always of length 4096 and
38144 bytes respectively e.g. suppose the program was called "test®, SD! would save the
following 2 blocks:-

409¢6.
38144,

"test 1, start address = 23294, length
"test 2", start address = 27392, length

In addition, for M/d and W/d, an extra block of code 1.e. "test 3", will be saved,
whose Start Address = Start of Code address given on screen. This is saved AFTER the
Basic loader. For disc drive transfer, N0 Basic is saved, ONLY the code block which we
have called "test 3" - you need to write your own Basic - see later.

NOTE:- After saving, you can either reset (clear) the Spectrum by pressing BREAK,
ar play the game by pressing key (3).

FOR DISC DEIVE DWNERS OTHER THAN K/D AND W/D.

By pressing either key "a" or "w* earlier, M/d and W/d owners saved some Basic AND
ccde. By pressing key "c®, you saved a block of machine code. You aust now write your
own Basic loader to load the blocks of code you have saved to tape - this loader must
contain the correct loading syntax to suit your drive. Suppose the progras you are
converting is called "test®. By pressing key “c® you saved a block of code called
"test 3" whose start address was given on the screen. Let us assume it was 34023.
Subsequently you also saved blocks “test 1* and “test 2°. You will need to save
the following Basic icacer to your drive, to auto-run from line 10:-

10: BOEDER (: INK 0: PAPER 0: CLEAR 27390
20: LDAD "test 1" CODE 16384

I0: LODAD "test 2" CODE 27392

40: LODAD "test 3* CODE 34025

30: RANDOMISE USE 34025

You only need to alter tne syntax of this program to suit your particuiar drive.
PLEASE NGTE:-

{1}, For zach code block caved bo tape you need a Bacic line to load it.

(131

(2). The code "test 3" MUST be loaded LAST, and into the start address given earlier
on the screen,

i3). The code "test 1" must be loaded to address 16384, whereas the code "test 2"
aust be loaded to address 27392. ;

i4;. The R.USR number 15 always the same as the Start Address shown on the screen.

FINAL TRANSFER.

To complete the process, we noW need to transfer the Basic and machine code to your
drive. The single headerless block (the last on the tape) 1is only needed for TAPE
conversion, and can be ignored for any other case. For Micredrive or Wafadrive
conversions, the Basic loader we need to transfer to your drive is already on the saved
tape - it is the first progras. To transfer it, type MERGE ** , press ENTER and PLAY 1t
in from tape. This stops it auto-running. Now, save to drive with e.g. for microdrive:-
SAVE#"a";1;"test"LINE 0 - press ENTER. We now need to transfer the 3 blocks of machine
code to the drive. This is done thusi-

(1). Reset your Spectrus. We now need to know the start address and length of the first
code block which is "test 3®. Do this using our Header Reader progras HReader. Load
this by typing LOAD ** CODE - press ENTER. PLAY in the code block. The Start Address
will be 34025. Let us assume the code length is 55 bytes. Reset your Spectrum. Type
CLEAR 27390, Load the block from tape with LOAD "* CODE - press ENTER, then PLAY. Save
to microdrive with:~ SAVE#"s“;l;"test 3" CODE 34025, 55 - press ENTER, The next
block on tape is "test 1", Load this to a convenient address e.g. 40000 with LOAD **
CCDE 40000 - ENTER. Save to wmicrodrive with:- GAVE#"a";1;"test 1" CODE 40000,4096 -
EMTER. Load the third and final block with LDAD *° CODE 27392 - ENTER. Save to
aicrodrive with GAVE#*a";l;"test 2° CODE 27392,38144 - ENTER. The program will
reload from microdrive with:- LOAD#"a";1;"test® - ENTER.

Follow a similar method for Watadrive.

For any other drive, save the Basic as detailed earlier, then the code blocks as
for the microdrive method above, using the appropriate drive syntax.

Using similar methods, will enable you to transfer other prograas.
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COPYING 128K PROGRAMS

The basic method 15 the same when using SCS and SC5(b). However, since the 128K Spectrua
has such a large asount of wmemory, it becomes more important than ever to determine
accurately the structure of any progras we wish to copy; particularly with reqard to
block lengths. This is where the Header Reader and Headerless Block Length Reader
programs cose in, For full instructions in their use, see later.

We chall illustrate their use in a general sethed of copying 128K programs using the
following progran as an illustration:-

Daley Thoapson's Supertest 12BK.

He have found the best method of copying 128K programs 1is to first make a list of the
various Basic prograas, and code blocks, together with their lengths, In the case of
OTST, FLAY the tape, noting which are Basic prograss and which are Code blocks -
Header less or otherwise, Next, use the Header Reader prograa to determine the lengths of
the Basic parts and code blocks with Headers; use the Headerless Block Length Reader fbr
those blocks without Headers. Thus, for DTST, we find:-

Tape Count Type

5 - 7 Basic

B =10 Basic

11 - 14 Basic

15 - 26 Basic
7-%1 Header less
528=76 Header 1 ess
17 - 104 Header less
105 - 129 Header less
130 - 161 Header less
162 - 193 Header less
194 - 226 Header less
227 - 242 Header less

ve aust now detersine the lengths of these varicus blocks. For the Basic prograss we can
use the Header Feader grogram provided (we could also use the integral Header Reader in
§i5(a), but HReader wiil give mere information). Follow the imading instructions (see
tater), load the Header Reader and FLAY in the DTST tape. Note the length of each Basic
program, Next, lead the Headerless Block Length Feader and ncte the length of each
Hezderiecs Elock., We finde-

(i

Black No, Tape Count Type Length
1 S Basic 128
2 g -10 Basic 240
3 11 - 14 Basic 240
B 15 - 26 Basic 8912
3 2= Sk Headerless 16384
b 92 - 74 Header less 16384
7 77 - 104 Header less 16384
8 105 - 129 Headerless 16384
9 130 - 14! Header iess 16384
10 162 - 193 Header less 16384
11 194 - 226 Header less 16384
12 27 - 242 Header less 5808

Reseaber, SC5(a) can only copy blocks upto arcund 42000 bytes long. We COULD use SC3(by,
but SC5(3) is euch easier, We can <2 that the first 5IX blocks add up to 40355
(including 4X17 bytes for the Headers) i.e. we can copy the first 6 blocks using SC3(a)
in the usual way. Simitlerly, blocks 7 and 8 total 3276B; use 5C5!a) for these, Elocks 9
and 10 total J2768; copy these with SC5(e}. RBlacks 11 & 12 total 22272; copy these with
SCS(al.

& similar sethod can be used for other 128K games. Alsz, 5(5{c) can be used for fast
loaders and VERY long blocks.

HEADER READER

INSTRUCTIENS FOR USE.

To load, type LOAD "* CODE (ENTER}. F
icat“*code; presc ENTER. The prograe wil

N
sr the 128K Spectrua, select i28K Basic, type
1 icad then auto-run.

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

FILENANE:- The prograe name, This say soeetises be printed vertically due to the
prasence of certain contrcl codes in the header e.g. CHR${13), etc.

FROSFAN TYPE:- i.=. Basic, Machine Code, SCREEN$, Numeric Array, Character aArray, etc.
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FRUGRAM LENGTH:- The HEADER READER w1ll give, for a Basic program, the total prograa
tength (Basic progras length + Variables), and the normal program length. It will alse
jive the iength ot a sachine code block.

START ADDRESS:- For a machine code block, this is the start of the bleck in memory.
AUTD-RUN LINE NUMBER:- For Basic programss only.

To obtain this information, load the HEADER READER as described above, then load your
desired cassette and press "PLAY". For each header, the screen will clear, and the data
read will be displayed. It is usually best to "STOP" the tape when each header is read,
<o that the data can be written down. Press °PLAY" to continue. Repeat until no more
data loads 1.e. the prograsm has finished. This can then be repeated with any other tape
you ®1sh to 1nvestigate.

We recommend you use the HEADER READER befcre copying a program, since this will tell
you how many data blocks you must copy and hence, when the program has ended.

NOTE:- DG NOT PRESS "BREAK®™ AT ANY TIME - THIS WILL RESET THE COMPUTER.

HEADERLESS BLOCK LENGTH READER

INSTRUCTIONS FOR LSE,

T2 1cad, type:- LOAD " {ENTER}. For the 128K Spectrum, at the Iritial Menu all you do
1c press ENTER. The prograe will load and then auto-run. The prograe is then ready to
uze, To determine the length 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
bytes, count thes, and print cut the nusber of bytes in the block. To read in ansther
block, press "r*, then repeat ac above.

Hith these two utilities, the ccaposition of most prograes can be determined (except
fast loaders and pulsing programs).




