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"SUPERCOPIER SC&n

INTFOCUCTLON.

We thank you for buying ouwr “SUPERCOPIER SCA" wtility #for your GSpectrum, and
we hope you will enjoy using 1tf.

PLEASE NOTE:- SUPERCOPIER 5Ce IS SUPPLIED SOLELY OM THE UNGEFSTANDING THAT YOU OML{
USE IT TO MAKE BACK UP COPIES OF YOUR OWM SOFTWARE FOR SECURITY REASONS, NOT TO USE IT
T0 mAKE COPIES TD SELL OR DJISTRIBUTE - THIS 1S PIRACY, AND #E 0 NOT CONDONE PIRACY!

M(TE:- 5C& now contains SIX sain parts 1.e.:-

lar., "SUPER KOBRAH COPY PLUS":- This deals with norsal speed crograss and normal speed
long blocks up to 49887 bytes long. It also copies normal speed “toned® prograes
1.8, prograes «ith no pause between code olocks.

fbl. *THE YOBRAH TAPE UTILITY":- This again deals with norsai speed proorass, but it
has the facility of you being able te select your awn type of copier for the
program you wish to copy. It can also copy Firebird type suiti-olock prograss.

(c). "WOBRAHSOFT ADVAMCED TAPE COPIER":- A very versatile cooier which wall copy
virtually ANY Fast Loader, with its sasy to wuse baud rate seasurer. It will also
copy Trivial Pursuit question packs and other programs without leasers - as far as
we know no other copier will copy these. Another very usesul point is 1ts ability
to copy VERY LONG prograss - up to arcund 88K! This 1s dore using code compression
techniques. It also will "smooth® out the baud rate for different tape decks -
this is very useful for +2 owners. [t will now also copy even the VERY LATEST
Alkatraz protected programs (see later) e.g. "THUNDER BLALE" and *LED STORM®.

{d). "SPEEDLOCK DECODER SD1":- SDL will copy the earliest Speedlock protected prograes
and later ones up to around the type such as “OUTRUN®.

{e). "SPEEDLOCK DECODER SD2":- This latest addition to SC4 enables the easy backup of
the VERY LATEST Speedlock programs e.g. “BATMAN 2. It now also has the ability to
copy ALL the blocks of Multi-Block Speedlock prograss. Thus, COMPLETE prograss
such as "AFTERBURMER", "DRAGON WINJA®, “"DPERATION WOLF" and "WEC LE MANS" can now
all be copied easily, as can “"QUTRUN®!

(). "COPYING ALKATRAI PROGRAMS®:- Contains FULL details on copving Alkatraz prograss.

PLEASE NOTE:- Please do not expect 5Cb to copy ALL your programs, it cannot, neither can

any other copier available. However 1t WILL now copy the vast sajority of Spectrua

prograss availaole. In addition to the above., S5Ch also contains instructions on how to
copy FULL 126K prograss AMD comes with FREE Header Reader AND Headerless Block Length

Feader, for easy program analysis.

TECHNICAL SECTION.
Here, we shall try and help you understand more about how your Spectrum LOADS and

SAVES programs.
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When you load a progras, you usually see at first a burst of RED/CYAM THICK STRIPES
wnich 15 called a LEADER (L), and 15 around 5 sec. in length for a HEAIER, >ut only 2
sec. for a CODE BLOCK. These terms will be explained shortly. After, coses a burst of
BLUE/YELLOM NARROWE® STRIPES - these are BYTES (B) 1i.e. bits of code. Thus, for a
typical Basic progras you get:-

HEADER (TIME GAP) CODE BLOCK
L8 e
- A L] A

Ssec VY. short 2 sec.  Any lengtn

RED/CYAM  BLUE/VELLCW
THICK BANDS  THINNER 2AMDS

PED/CTAN  BLUE/YELLOW
THICK BANDS  THINNER BANDS

The HEADSR sust alwavs cose +irst, since it telis the Spectrum wners the foilowing
coge St §o in sesorv. The burst of BYTES for a HEADER 15 always very snort, since it
always contairs only 17 oytes. These 17 bytes give the following inforsation:-

Byte Ho, Information

“‘;‘“‘ - gives the T'I'P;;;“;;;q_ril, i.e. @ for BASIC; 1 for a
RUMERIC ARRAY; 2 for a STRING ARRAY; 3 for MACHINE CODE.

-1 ; = these 18 bytes give the PROGRAN MAME.

12, 13 = these 2 bytes give, for a block of code the CCDE LENGTH,

or for a BASIC PROGRAM the length of the progras plus
its variables.

14, 15 - these 2 bytes give, for a block of code, the START
ADDRESS of the block in memory, or, for a BASIC PROGRAN,
the AUTO-RUN LINE WUMBER.

16, 17 - these 2 bytes give, for a block of code, a repeat of the
CODE LENGTH, or, for a BASIC PROGRAM, the length of the
progras area only.

You will note, that whilst LOADING or SAVINE with SChial, 1ts INTEGRAL HEALER READER
will give the above information i.e.:-

i3

BASHARE #--—--580---==1---==450
Program Type Length Auto Length
Name (Basic) t Fun (Program

Variables Line onlyl.

No.

CODENARE Jm=—- 4819215124~ 48152
Progras Type  Length  Start Reneat
Nane (Codel  of Code of Zode of length

After the -!EAEE‘F.'. Jsually comes a CIDE BLOCK. This contains a leader of around 2 szec
ang then CODE which can be af any length. Thus, we can nave:-

L B L 3L B L -8

A F Y S

Header 1| Code | Header 2  Code 2

In every case, (L+B) = 1 BLOCK e.q. for so-called HEADERLEZS 3LOCKS, we get:-

L B L B L B L 3L B

A ~ & A A

Header 1 Code | Code 2 Code 3 Code &

i.e. here we have 5 BLOCKS but only 1 HEADER - this can be identified by only having
OME leader of 5 sec. - the rest will be 2 sec,
Some prograss e.g. MASK 2, have norsal length Spectrum Leaders, but NO tise gaps between
parts. These are said to be "TONED". An example of a program with a series of very short
AND toned leaders are the Firebird type. These have a large nusber of very ssall blocks,
with very short toned leaders.

Some prograss contain FALSE HEADERS. These are blocks of code 17 - 28 bytes long but
with illegal character types. They are usually put in to try and crash the conier.
Homever, SC& ignores these, and resains totally unaffected by their presence.

There are also many types of LEADERS now used e.g. VERY SHORT, WIDE, NARROM, etc -
SCa copes with all of these.
The Spectrum loads its prograss at a certain speed - called the BAUD RATE - this 1s
usually 1508@. However, the sodern FAST LOADERS have been evolved which increase this to
give shorter loading times. FAST LOADERS can be recognised by the fact that the “noise*
when loading is usually very high-pitched - the bands of the leader and the code are
very narrow, and sometimes of a different colour from normal. These are harder to copy,
and 5Ch0c) must be used for these (see later).
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BENEFAL METHODS OF 3ACKING UP PRCERAMS.

The MAJCRITY of “crdinary" prograss can be copied with 5Chia) ("SUPER KDERAH COPY
PLUS®} 1n one cperation. Exceptions arise when:z-

(1) The TOTAL PRCGEAM LENGTH 15 longer than about #2288 bytes - here the "Ma<ibvtes"
section should be used. For longer blocks (4BK to G6K:, use SChic).

{2) For Firebird type programs, or other unusval loading programs, use SCo(b).

{3} Anv bleck is a FAST LDADINE block, or any single block is longer than 42289 bytes.
In these cases, SC&ic) must e used.

However, PLEASE SE PATIENT! Don't +*rv and back-up your latest prograes firs: - since
thev are iikeiv to te the best protected and will reed patience and experisentation.
Please trv #irst on your “sispler® programs, then use your esperience thus jained to
eventually tackle the more difficult ones.

LGADING ANG LSING SChial - "SUPE? KOERAH COPY PLUS®:-

MOTE:- Be‘zre loading amy 5C6 program, ensure your Soectrus is cleared (FESET) by
either disccnnecting then reconnecting the power, or pressing RESET, whichever is
applicable.

For the 28K Spectrum:- Type LOAD ** then press ENTER. PLAY in the program.
For the 128K Spectrus:- Select 48K Basic from the Menu, and proceed as for the AEK.

The program will load and run displaying the messages:-

SUPER KDBRAH COPY PLUS
SAVE LOAD PAUSE BREAK BUIT
J:MORMAL 4:TOKES S:MAIBYTES

The keys available at this stage are:-

Press "3* = Select HORMAL data.

Press "4" = Select TONED data.

Press "3* = Select MAXBYTE option.

Press "L" then ENTER = LDAD data.

Press "5° then ENTER = SAVE data.

Press *P* during SAVE = PAUSE the saving.

Press "BREAK" during LOAD/SAVE = Abort LOAD/SAVE.
Press "8" at Menu = GUIT or RESET the cosputer.

{3)

when the copier has loaded, it defaults to the “MORMAL® mode; to return to this aéter
using any other aode - press "I". To copy prograss with no gaps oetween parts, press "4°
for *TOMES*. This will copy any such progras e.g. Lerm copiers stc, For aode *3* and "4*
press next "L* to load, then press ENTER to start loading. s the program loads, the
integral Header Reader will read the Headers and give information like:-

For a BASIC program:- HO® NAME (1@ letters) 29125 fPeee 4Z56i
- LY A L] &
Header Filenase File Auto- Coge Lengtn
Type 8 Length Fun  Left.
{Basic) Line Ho.

For a M/C Program:- HD3 Wame (18 letters) 01577 24352 Azied

. A

Header Filenase Cooe Start Cooe Length
Tyoe I Length Address La2ét,
(Codel}

dten you nave finisned loading, press BPEAK. The message "LOAD 4AS BEEN ABORTED® will ze
dispiavef. You can now save what you have loaded by pressiag "s* then ENTER, Juring
saving, when the last 588 bytes of a file is being saved a white sguare will fizss -
pressing "p* at this point will insert a pause before the next file is saved whan vou
release the "p® key. NOTE:- Pressing "g" at the Menu will Buit the progras and RESET the
cosputer. When the saving has #inished the message “ALL MY SECTIONS HAVE BEEN SAVED®
will be displayed. You may then load/save wmore data. To load a LONG block up to 4%&37
bytes - press *5* for Maxbytes mode. Press ENTER, then *1® will LDAD, "2* will SAVE.
MCTE:- This mode will ONLY load/save ONE BLOCK, after which the border will go YELLDW,
NOTE:- Repeat copies can always be sade in normal and toned sode by pressing ®s® again,
or by pressing "2" again in Maxbytes mode.
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"SC& (b))

THE KOBRAH TAPE UTILITY®

Description,
This is an advances tape utility in which you work out how a progras is loading,
then alter the copier to copy it.

Firstly, liszen to tn2 tape you wish to copy. drite down the amssers to these guestions:

(1), What tvaes of leasers are there? Are they long, short or norsal? As an example
consider the *sultioie block® Fireoira type gases. Here the leaders are very sharp
{sounding lice a "blia®}. Thus, for type of leaders required on reloading we seiect
"chort® = me usualiy zelect the same as the original leagers.

(2). How are the leazers loading? Are they normai, or high pitched (short), or have a
deeo base tawno (wize ” Here, they are normal. A

(3). How is the gase loading? Here 1t is with short leaders with no gaps. Other
possibilities are "Toned® i.e. Normal leaders with no gans, and Wide.

idi. Do you want tne coprer to put any delays between gaps when saving - here we need
none.

khen we have gathered this information, we can then load the copier:-

LOADING SC413) - THE KOBRAH TAPE UTILITY.

For the 43K Spectrum:- Type LOAD ** ; press ENTER and PLAY the tape.
For the 128K Spectrum :- Select 48K Basic from the Menu, proceed as for 48K,

On loading, the following messages appear:-

THE KOBRAH TAPE UTILITY
Select Preferences

Leader H Horaeal
Type : Normal
Rode : Morwmal
Delay - Noreal

To select your choice, press "1* to select nature of leaders; *t* to select type: *a*
to select wode; “d* to select delay.

m

ks an examale consider a typical "sulti-block® Fireoird progras. Here there are no sound
gaos and fast very short "blip" type leaders. The typical program starts with one, and
soaetises two, Basic parts - these are best copied first using 5Ch{al. Mext, load
SCs(b), and orocess o cooy the "multi-block® parts. There are usually two of these, the
first is the screen picture, followed by a short pause of arcund lsec. while the progras
decoges the next section, then the fimal long block,

Next, we set “"Leacer® to short by pressing "1* until the correct choice appears. Since
the leaders, although short, sound normal in pitch, we set "Type® to normal. Since the
leagers are short with no gaps, we set ‘*Mode® to short. There are no delays between the
blocks, so set *Jelay” to none. When all the options have been selected, press "s* to
start. Then press *1* to load and "s® to save. Pressing "BREAK" aborts any load or save.
Presging "3* RESETS the Spectrus. Pressing *c" clears the screen. NDTE:- The screen ares
15 used as 3 buffer ind you will see some weird screen patterns, but this is norsal and
snouid e :gnored.

There zre two ways to cooy the two "sulti-block® parts i.e:-

(1}, Copy tse first part (the screen display), leaving a gap of around Zsec on the taoe
at the end. Press "3* lreset); reload SCh(b) and copy the second part. Remesoer
always to press "BREAK® at the end of any load to abort the load; then press "s* to
save out to tape.

{2). This wethod involves sisply copying BOTH the “"sulti-block® parts, and saving to
tape. Although guicker, the snag is that nmo gap is inserted after the first block;
thus, when the second block starts loading, the program say not have enough tise to
see the first part, in which case it will give a load error message. This is easily
overcose by stopping the tape, and rewinding slightly, then playing in the second
part again - the progras should now load perfectly.

We prefer sethod (1), since no loading probless occur with this method.
MOTE:- Because of the way the code is saved by SCh(b), a second copy is NOT available by
pressing "s* again - the code will be corrupted. If a second copy is required, reset the
cosputer lpress *q"), reload 5C&ib) and repeat the process.
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"sSscoe(e) KSFT ADVANCED COPIER™®

Descrigtion.
This is probably the sost useful and certainly the sost powerful part of 5Cé. It will
ccov almost 991 of anything; in fact 1t will even copy Asstrad tapes!

Loaging SCaict.
For the 43¢ Zpectruss- Type LOAD ** press ENTER and FLAY the tape.
For the 12BK Spectruss- Select 48K Basic fros the Menu - proceed as for 48K Spectrus.

Wher loaged. the only thing visible is a BLUE screen! This was necessary to save on
seacry. At this stage, the following kevs are available:-

*1* = Load.

"s5* = Gave.

*c" = Clear Screan.

*a" = Measure Baud Rate.

*s* = Even ocut Paud Rate.

*s* = Special "ODE" copier - see Page 9.
*u* = Return to normal copier after “o".
*g" = Quit - Reset the Spectrua.

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

Thic cooier will copy virtually ANY fast loader or very long program,

Firstly, copy any norsal speed parts up to the long fast block using SChlal. Mext we
seastre the baud rate of the fast section. Press “"a* and play in a "noisy® part of the
fast section. By noisy we sean an area where there is a lot of different changes in the
width of the loading stripes. It is wusually 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 npisy nart, the screen will go RED, indicating that the baud rate has been s2asured.
NOTE:- DO MOT 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 BLLUE.
KOTE:- At this stage the copier is VERY sensitive. For this reasen, when starting to
copy the long block, it is best to PLAY it, and wait until you hear the leader hefore
pressing *1* to load. If this is not done, the copier may copy any *glitches® or
background noise on the tape. This is very likely to occur when trying to copy a copy
{which 15 not recossenced 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

9

into *save* mede, It is recoversd by pressing “t* to clear the screen, and then pressing
*|* WHEN THE LEAGER 15 LOADING. The copter will now load data up to i saxisua of 48882
aytes. 1§ the block is longer than this, it will stop loading, though you will still
hear data loading from your tape - watch for this. I+ this occurs you sust use the
“Maxisode® to copy the long block (see laters. If 0.K., simply press REC and PLAY then
*s* and save the copied block out to a fresh tape. Any more saving ing loading is gone
it the sase baud rate unless "a* is used again.

1 the block is found to be longer than 4B883 using "1" above, press *c* to clear tlhe
screen, rewind to the start of the long block, press “1° and PLAY in the biock. The
copier will load 4E@E@ oytes and then stop. When it has stopoed, D0 NOT TOUCH THE
COMPUTER KEYSOARD [N ANY WAY FOR AT LEAST TEN SECONDS. During this time the cooler is
ceapressing the 28@@@ bytes loaded to sake room for the rest of the block. Mext, rewind
tp the start of the long block, and press "2° and PLAY in the block again. it will new
load the wnoie plock regardless of its length. When finished, press *s* to save, and in
incoapressed copy will oe saved out to tape. Repeat copies are mace by again oressing
the *s* kev.

NOTE:- 1f there are any large gaps in a gase, you should try to keep these 1m. Cor
exasole, the ALKATRAZ PROTECTED "Countdown® ‘type games e.q. *Cobra®, “Imdiana Jones®
etc. have a Basic first section, then a fast section with a large gap. Cooy the fasic
part with 5Chla), then use SColc) to copy the long fast block thus:- cooy the first
part up to the gap, save it; AND LEAVE A GAP ROUGHLY ESUAL TO THE ORIGINAL., It only
needs to be near - it is just to give the progras tise to decode the gase code. Then
topy the last part from the end of the gap omwards in the usual way lsee later:.

COPYING DDE PROGRAMS,

These are prograss containing a protection systes used in “Trivial Pursuit® questien
packs; and *Sailing® by Activision, As far as we know, no copler up to date has been
able to copy these, but SC&(c) can! Firstly, wmeasure the baud rate, and rewind to the
start of the data. Press "o® (not zero!) and wuse *1* and "s* to load and save. NOTE:-
The program saces a buzzing sound in operation, and on loading and saving KD leader
tones are present. To revert to the normal copier afterwards, press "w".

SHOOTHING THE BAUD RATE FOR DIFFERENT TAPE RECCRDERS.

Most tape decks run at different speeds, and at higher baud rates e.q. from 2708
upwards loading errors may often occur. Also, when a copler saves a progras it may zet
the baud rate too high to suit a particular tape deck (Plus 2 users please notell. To
check if this is happening with your tape deck (especially if it appears prone to a
lot of tape loading errors with fast loaders), lead in a sasple program and look at
the yellow/blue code lines when saving, Do they look narrower? I so, the baud rate 15
too high - press "e" to even it out. This is especially useful for +2 owners. Repeated
pressing of *e® will load a progras in fast, and save it out slow -~ an 1deal use #or
aicrodrive transter,
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“"SPEEDLOCK DECODER spDi"

INSTRUCTIONS

INTROTUCTION.

One form of software srotection which has recently been developed is the famous (or
infasous) SPEEILCCK system - which uses the dreaded “Pulsed Leaders® to load
the program. These have lead o wany loading probless, and because of this we have
produced our *SD1 SPEEDLOCK CECOOER* systes. We did this since these programss are
now o widesoread - being used by cseveral software houses including Ocean, US Gold, and
Imagire o name Jut a few.

SD1 converts the oulsed leacers to norsal ones, and saves the program out at nocmal
speed. It also saves the progras coge in two well defineq blocks, with NORMAL headers,
and gives the start address for the sachine code, as well as producing a Basic loader to
reload the program for a tape cackup copy to be produced. With SOI, these prograss can
now be acked up to tape with a minisus of effort on your part.

We have isproved SD1 and it is now in THO distinct parts. Part | converts the “old*
type Speedlocks prograss, whereas Part 2 converts the later types. Please note that any
utility like 501 or similar, can MEVER transfer ALL programs, since new sethods of
protection are continually being evolved. However, when used in conjunction with our new
SD2 (see later), wost Speedlock prograss can now be copied with SCh.

HOW TO TELL WHICH SPEEDLOCK SYSTEM A PROGRAM CONTAINS.

Thg DLDER type Speedlock games had | (sosetises 2) Basic parts, these were usually

fairly short, and were followed by the "Pulsing Leaders®. Here, instead of seeing the
"5".'3] RED and CYAN (light blue) loading stripes in the border, we see "jerking”® stripes
which load with a "clicking® sound. The colour of the stripes was later changed to RED
and BLACK on gases such as °“ENDURD RACER® etc. All these are classed as OLD type
Speedlocks, and 501 Part 1 will convert these,

"".' NEWER Speedlock games are cospletely different. These have a very short Basic
se:hpn. then a long Basic section. This is followed by the border turning red/black and
2 series of random susical “beeps" is heard. Following this is a very short red/black
part; then the start of a long block loading with a blue/black border. Also, there
appears on the screen a counter which starts around 2e 38s and counts down to @. Part 2
of SD! will convert these prograss. NOTE:- As mentioned earlier, the newest Speedlock
e.0. in "BATMAN 2* have a cospletely different loading systes. 502 will now copy these.

(i

LIAGING ZD1.

Firstiy, sace sure you clear your cosputer by either disconnecting then reconnecting
the aower supply OR press the Peset switch, whichever applies. To load 501 in 48K Moge:-
Far the 4K Spectrums- Type LOAD °°, press ENTER, then PLAY on your recorder.

For the 122K Spectrus +;+42; +I :- Select 48K Basic from the Menu - proceed as for 48V,
To ioad 231 in 128K Mode:-

For the 123K Spectrum + and +2:- Press ENTER at the Menu, then PLAY in SDI.

For the Zpectrum +3:- Press ENTER at the Menu (no disc in drivel, then PLAY in 5D1.

It can e setter to backup a gase in 12BK wmode 1f possible, since many games e.3.
"INDURD ®ACER®, *MITBALL®, etc have extra ausic which is thus retained.

01 will loag and run, starting with the wmessage:- “Please Choose:® (1) OLD Tyce
Speedlocks; (2) MEW type Speedlock.

{13, MACINE 3ACKLPS °F OLD TYPE SPEEDLOCK FRUGRAMS,

frees gey "1 at the above menu, when the sessage "Press ENTER then PLAY Tape® will ze
disolayed. Semove the 5D1 tape, ano insert your Speedlock program tape, and rewing it %2
the start. 301 1s now ready to use.

Sose old Speedlock programs have ONE Basic section, others have TWO, before the pulsies
sections, Where TWO Basic sections are present, §D1 will ignore the first. Press ENWIEs,
then PLAY on your recorder. When 501 meets the wmain Basic, it will gisplay its nase,
which will be used when saving Basic and code blocks. Watch your screen, and when the
pain Basic has loaded you will hear a warning beep and see a sessage saying "Stop the
Tape®. STOP your recorder - there will be a short pause while 5D decodes the Speedisck
Basic, then the sessage “"Start Address of Code = ###8#" will appear. This is the
E.A. (R.USR number} of the converted programs - this is not needed for a TAPE backup.

NOTE:- You may sosetises see the sessage:- “Decoding Error - Press ENTER®. If tris

happens, rewind your Speedlock tape to its start, press ENTER, then PLAY to try agais.
1f the error reoccurs, try again using a slightly different voluse, if it still happens,
assume the program isn't Speedlock, or SD1 can't convert it. The Menu available is:-

Key Function

1" - gtart loading a NEW Speedlock progras.
o - Save Basic loader for TAPE use.

"n" = Next stage; loading pulsing parts.
BREAK - Perfores a reset or NEW.

Now, if you wish to go back to the start, simply press the *1" tey, otherwise place
a new tage into your recorder, start recording, and press the "t* key to save a Basic
Loader for your tape backup.
ENSURE you press RECORD and PLAY on your recorder BEFORE pressing "t* , Since pressing
a key saves out to tape issediately. On pressing the *t* (tapel key, you will save a
Basic program that wmill 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 your tape backup.
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Haring 70w saved a arogram to tape, we go on to the next section:-
Having saved cut to tape, replace the Speedlock tape in your recorder, and press
the *a® key. This will show the FINAL Menu, i.e.:-

(1) Save Code (Tape to Tape)
5) Start Base.
BREAK = NEW

HOTE:- This is the Menu available AFTER all pulsing sections have been loaded. Start
loading all the pulsing sections by pressing ENTER, followed by PLAY on your recorder.
sait until SD1 has loaged in ALL the progras - this is shown by the border goung YELLCA.
If the screen display is corrupted, this indicates a loading error - this seans you msust
NEW the Spectrums (press BREAK) and reloas SD1.

The veys available now are as described above i.e. (1), (5) or BREAK.
Aepiace your saving tape into your recorder and set ready to record. To maie
your tac® backup, press RECORD and PLAY, followed by key (1),

a1t until the program has been saved (border YELLOW). For tape backups the process
is now coaplete. The program reloads with the usval LOAD ** ENTER comsand. When the
prooram has loaded, (screen loaded), Press ENTER to start the gase.
KOTE:- 501 always saves 2 blocks of code with normal headers, followed by a single
heacerless block. The last block is wsed for tape backups only and is in fact the
screen display.

NOTE:- After saving, you canm either reset (clear) the Spectrum by pressing BREAK,
or play the gase by pressing key (3).

i2). MAXINE BACKUPS OF NEW TYPE SPEEDLOCK PROGRAMS.

KOTE:- Again, 5D1 may be loaded in 4BK Mode OR 128X Mode (if availablel. The advantage
being that using 128K Mode will retain any special sound effects and susic which certain
gases show when loaded in 12BK Mode.

Press key "2* at the opening SD1 Menu, and proceed as for the "old® sethod, the only
difference being that after pressing ENTER to load the final block you will hear the
randos susical "beeps®. An exasple of this new type Speedlock is *WIZBALL®.

PLEASE NOTE:- SD1 when used in conjunction with SD2 (see later) CAN now copy prograss
with aultiple loading blocks such as “OUTRUN®. For the very latest msulti-load Speedlock
prograss, 502 alone can be used.
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"SFPFEEDLDCK DECODER SD2"

INSTRUCTIONS

INTEODUCTION.

E02 :s our latest aodition to SC6 and provides an easy seans of copying the LATEST
Speealock programs, INCLUDING the multi-load types. MOTE:- 5D2 proguces a NORMAL spees
copy of these srograms, but the slight increase in loading times is wore than affset oy
the reliabilty of loasing cbtained. As sentioned earlier, the Speedlock sys<tea is used
by sany software houses. asong thes Ocean, US Gold, and Imagine to name but a few. 5EZ
must be used for ‘!.!u- ~ewer Zgpeedlock prograes, the older ones can be copied using SDL.

HGW TO IDENTIFY THE LATEST SPEETLOCK PROGRANS.

The latest Zoeedlocx jrograas are indicated by having a long Basic Loader, -ollowed by
a snort block with ®E2/BLACK leader stripes then BLUE/BLACK data stripes. This is
followed by a similar sligntly longer block which loads the screen picture. “he rest of
the cooe then loads with an on screen counter down to zero. KOTE:- 502 wil® only copy
those latest prograss which contain ONE OMLY initial leng Basic Loader. Thus, for
exasple, to copy an older program 1like “OUTRUN®, the main parts would be crpizd using
501, and the sulti-loading blocks then copied using 5D2, which CAN copy them ceparately.

COPYING A SPEEDLOCK PROGRANM USING SD2.
We will wse “AFTERBURMER" as an example. The first step is to rezet tre
Spectrum then load the *Slockldr® program supplied on the 5C& tape:-

For the 48K Spectrus:- Type LOAD ** then press ENTER and FLAY in the program.

For the 128K Spectrus:- Select 48K Basic; proceed as for the 48K Spectrue,
When loaded, the message *Mame?® appears - enter a name of upto 1@ letter: and press
ENTER. This it the nase to reload the program. The usual message "Start Tape then press
any Key" appears. Put a new tape in your recorder, press REC and PLAY then eny key and
save the progras to tape. Reset the Spectrus. MNext, load the 5D2 program as for the
*Slockldr® sethod. The program loads and runs showing the wsessage "Play the Tape®.
Reaove the saving tape, insert the Afterburrer tape rewound to the stark apd PLAY it
When the long Basic tirst part has loaded, the border will +flash and click as the
progras decodes the Speedlock - leawve the tape PLAYing. When the main bulk of the tape
has loaded (counter wsually =@ at start of multiblocks) loading stops. Insert the saving
tape, start recording and press ENTER - I blocks of code will be saved to tape after
which the progras will run as it normsally would at that point. We now need to copy the
following sulti-load blocks. This is done using the "Levelcopy® progras on the SCb tape.
Load it as described above. When loaded there is just a black screen! This was necessary
to save memorv. Reinsert game tape. The following keys are available at this point:-
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Keys | to 5 = LOAD a block at various speeds (l=normal speed; S=fastest).
Keys q to t = SAVE a block at various speeds (l=normal speed; t=fastest),

e.0. "2" = LOAD a block at usual speed for sulti-load blocks - faster than normal.
"w® = GAVE a block at usual speed for sulti-load blocks.

Thus, if for any reason you wisn to save a block at norsal speed, press key "g". The
code could then be inspected etc. To load the first sulti-block, press "2* then PLAY on
your recorder. NOTE:- The first part to load is the cne byte "blip® leader - be ready to
stop the tape IMMEDIATELY. When loaded, a few lines appear on the screen, and the border
goes BLLUE. Imsert your saving tape, press REC and PLAY then “w® to save to tape.
Rewnsert your jase tape, and repeat - press "2" and PLAY until the rest of the block
has loaded. Then save to your saving tape by pressing FEC and PLAY then key "w". Repeat
the arocedure for all other multi-loan blocks., The complete program reloads in the usual
way, u5ing the LOAD ** coesand then press ENTER.
To coov, say, "OUTRUN®; use the sase sethod, but use 3D1 to obtain the copy up to_the
start af the sulti-load blocks. “"Levelcopy® is then used to copy these as shown above.
NOTE:- Of course, if no wulti-blocks are present, the procedure is completed usually
when the screen counter reaches zero.

Using a similar grocedure, most of the latest Speedlock games may te copied.
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“"COFPYING ALEATREAZ FPROGREAMS"™

INTRODUCTION.
dnother pooular fors of protection system which has recently been evolved is the
ALXATRAL PROTECTION SYSTEM. [t 15 used by software houses such as Ocean, US Gold, The
Edge and Capcom. Its presence is indicater 3y a loading sequence wnich has ne changing
border colours; a screen display which loads in an unusual wav (often loading from the
outside in); and a 3 digit counter which resuces to zerc. To confirs, proceed thusi-

For the 48K Spectrum:- Reset, then type MESGE *® then press ENTER and FLAY the tape.
For the 128K Spectrum:- Reset, select 4BK Basic and proceed as for the 48K Spectrua.
Now, type LIST and oress ENTER. You shouid see the sessage "ALZATRAL PROTECTION SYSTEM®.
Since these grograms are now so widespread, we give below detiiled instructions on how
to use SC6 to copy these programs - this was dealt with briefly in the section on SChic!
Please note that “hese orograms are YERY sensitive to load:ng voluse changes. Thus, it

is a good idea to ensure before trying to copy these progriss, that the correct voluse
has oeen selected to load the original!

PRGCEDURE FOR COPYIMG ALKATRAL PROBRAMS.
Most Alkatraz prograss have the following structure:-

Basic : Short fast Block : Gap lapprox iBsec) : Long Fast 3lock : Short fast block

Some programs have | or 2 Basic parts: earlier prograss do not have the last block. &e
will use as an example "THUNDER BLADE®. Firstly, we wmust copy the first (Basic) part
using SChla) - see earlier. To copy the rest, RESET and then load SChic) as described
earlier, With the gase tape positioned AFTER the Basic part measure the Baud Rate thus:-
PLAY the game tape till just AFTER the leader. Stop the tape. Press "a" then PLAY the
gase tape. The baud rate will then be seasured and the screen will go RED. Press "c” to
clear the screen back to Blue. Rewind the game tape until it is again just after the
Basic part. PLAY it, and WHEN YOU HEAR THE LEADER, press "1* to load. When loading is
cosplete, insert your saving tape, start recording and press "s® to save. When saving is
cosplete, leave a gap on the tape of roughly equal length to that on the original - this
gives the progras time to decode the gase code. Press "c® to clear the screen. Positien
the game tape near the end of the gap. Press "1® to load, then PLAY the tape. The copier
will load the short leader and then the code. WOTE:- Mo probleas should occur when
copying ORIGINAL prograss. However, if the progras 1s itselt a copy, or it is very old,
the copier {which is VERY sensitive at this point) MAY pick up any *glitches® on the
tape. This is overcome as stated earlier wunder the 3C&(c) wethed. After loading, press
"s* to save. To lead the last part of the gase, which is the final code block, press “c"
to clear the screen. Insert the game tape, FLAY it, and WHEN YOU HEAR THE LEADER, press
"1"* to load. When loading is complete, press "s* to save to the saving tape.
Dther COMPLETE Alkatraz gases can be similarly copied.
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COPYING 128K PROGRAMS

The basic sethoo 1s the same when using SCh and SCA(b). However, since the 122K Spectrus
has such 2 large amount of wmemory, 1t beccmes more isportant than ever to detersine
accurately the structure of any progras we wish to copy; particularly with regard to
olock lengths. This is where the Heager Reader and Headerless Block Length Reader
prograss coee in. For full instructions in their use, see later.

We snall illustrate their use in a general sethod of copying 128K prograss using the
following progras as an illustration:-

Balev Thososon's Supertest 12BK,

ke nave found tne best sethod of copying 12BK programs is to first sake 3 list of the
rarious 5asic crograss, and code blocks, together witn their lengths. In the zase af
U737, PLAY the tape, noting which are Basic programs and which are Cage slocks -
Heacerless or otherwise. Next, use the teader Reader program to determine the lengths of
the Zasic parts and code blocks with Heagers; use the Headerless Block Lengtn #eager ‘or
*%ose blocks without Headers. Thus, for DTST, we find:-

Tape Count Type
-1 Basic
8 -10 Basic
11 - 14 Basic
15-28 Basic
a-3 Header less
2-7 Headerless
17 - 104 Headerless
183 - 129 Header less
138 - 181 Header less
162 - 193 Header less
194 - 226 Header less
221 - 42 Headerless

We wust now determine the lengths of these various biocks. For the Basic programs we can
use the Header Reader program provided Iwe could also use the integral Header Reader in
5Ctial, but HReader will give sore inforsationl. Follow the loading instructions (see
later), load the Header Reader and PLAY in the DTST tape. Note the length of each Basic
program. Nett, load the Headerless Block Length Reader and note the length of each
Headerless Block. We find:-

(in

Block Mo. Tape Count Type Length
1 5 = 1 Basic 128
: 2 8 -18 Basic 248
3 1 - 14 Basic 248

4 I5-2 Basic 8912

3 21 -5l Headerless 16384

[ 52 -76 Headerless 16284

7 17 - 184 Header less 16384

B 195 - 129 Header less 16254

9 128 - 161 Headerless 16304

12 162 - 193 Heager less 16384

11 194 - 224 Headerlecss 16384

12 227 - 42 Header l2ss JBEB

Remesder, SCh(a) can oniy cooy blocks upto aroung 42000 bytes long. We COULD use 5Caib!,
but ZC6al 1s such easier. We can see that  the first 5iX blocks add up to 4815
lincluding 4117 bytes for the Headers) i.e. we can copy the first & blocks using SCéla
in the usual way. Similarly, blocks 7 and 8 total 32768; use 5Chla) for these. Blocks ¢
and 1B total S278B; copv these with SCh{a). Blecks 11 & 12 total 22272; copy these with
SChial.

A similar sethod can be used for other 12BK games. Also, SChic) can be used for fasr
loaders and VERY long blocks.

HEADER READER

INSTRUCTIONS FOR USE.

EooTTTooTITTDDTDoDooDoD=o
LDADING: -
For the 48K Spectrum:- Type LOAD **, press ENTER, and PLAY in the program.
For the 128K Spectruss:- Select 48K Basic from the Menu - proceed as for the 48K above.

USING: -
The HEADER READER will read the data from the header section at the start of each data
block in a program. It will display details such as:-
FILENAME:- The progras nase. This may sosetises be printea vertically due to the
presence of certain control codes in the heager e.g. CHRS$(L3), etc.
PROGRAM TYPE:- i.e. Basic, Machine Code, SCREENS, Mumeric Array, Character Array, etc.
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PROGFAM LENGTH:- The HEADER READER will give, for & Basic program, the total progras
length (Basic progras length + Variablesl, and the normal progras length. it will alse
give the length of a machine code block.

START ADDRESS:- For a machine code block, this is the start of the block in sesory,
AUTO-PUN LIME WUMBER:- For Basic prograss only.

To chtain this infersation, load the HEADER READER as described above, *hen lcad your
desired cassette and press "PLAY". For each header, the screen will clear, and the data
read will be displaved. It is usually best to "STOP® the tape when =ach -eader 1s read.
so that the data can be written down. Press °“PLAY" to continue. Repeat until no msore
data loads i.e. the program has finished. This can then be repeated with any other tape
you wish to investigate.

#e recomsend you use the HEALER READER before copying a program, since this will tell
you how sany data blocks you must copy and hence, when the progras has zndea.

MOTE:- DO NOT PRESS "BREAK®™ AT ANY TIME - THIS WILL PESET THE COWPUTZR.

HEADERLESS BLOCK LENGTH READER

INSTRUCTICNS FOR USE.

To load:-

For the 48K Spectrus:- Type LDAD **, press ENTER then PLAY in the progras.

For the 128K Spectruss:- Select 48K Basic from the Menu - proceed as for the 48K above.

The progras will load and then auto-run. The progras is then ready to
use. To detersine the length of any required Headerless Block, position your tape at the
start of the 3lock, then press “PLAY" on your recorder. The progras will read in the
bytes, count thes, and print out the nuaber of bytes in the block. To read in another
bleck, press "r®, then repeat as above.

With these two utilities, the cosposition of wost programs can be detersined [except
fast loaders and pulsing prograssl.



