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"SUPERCOPIER SC7 "

INTRODUCTION.

We thank you f{for buying our 'SUPERCOPIER SC7" wutility for your Spectrus, and

we hope you will enjoy using it.

PLEASE NOTE:- SUPERCOPIER SC7 [S SUPPLIED SOLELY ON THE UNDERSTANDING THAT YOU ONLY

USE IT TO MAKE BACK UP COPIES OF YOUR OWN SOFTWARE FOR SECURITY REASONS, NOT TO USE IT

T0 MAKE COPIES TO SELL OR DISTRIBUTE - THIS IS PIRACY, AND WE 00 NOT CONDONE PIRACY!

NOTE:- SUPERCOPIER SC7 now contatns EIGHT sain parts i.e.:-

(a), "SC7 COPY":- The NEW aain copier, which contains many
new facilities - for full details, see later.

(b). "THE KOBRAH TAPE UTILITY":- This again deals with norsal speed prograas, but it
has the facility of you 3eing able to select vour own type of copier for the
prograa you wish to coov. It can also ceoy Firenird type aulti-block prograas.

{c). "KOBRAHSOFT ADVANCED TAPE 7IPIER":- A very versatile copier which will copy
virtually ANY Fast Leacder, m1th 1ts =2asy to use baud rate ameasurer. Another very
useful point 1s its ability to copy VERY LONG prograss - up to around B@K! This is
done 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 prograss (see later) =.g. "THUNDER
BLADE" and "LED STORM®.

(d). SPEEDLOCK DECODER SDL®:- SD1 will copy the earliest Soeedlock protected prograss
and later ones up to around the type such as “QUTRUN".

(e}. "SPEEDLOCK DECODER SD2":- This latest addition to SC7 enables the easy backup of
the VERY LATEST Speedlock orograms e.g. "BATMAK 2°. It now also has the ability te
copy ALL the blocks of Multi-Block Speedlock programs. Thus, COMPLETE prograas
such as "AFTERBURNER", °*DRAGON NINJA®, °"OPERATION WOLF" and *REC LE MANS" can now
all be copied easily, as can "QUTRUN"!

(£). "COPYING ALKATRAZ PROBRAMS®:- Contains FULL details on copying Alkatra: prograss.

(g). “CONVERSION UTILITY CU":- This new program enables a NORMAL speed copy of most
SINGLE LOAD Speedlock, Alkatraz and Firebird programs to be sade; 48K AND 128K.

(h), "CONVERSICN UTILITY CU7":- As for CU6 above, but CU7 will aake a backup of the
latest types of these pregraas,

NOTE:- Please do not expect SC7 to copy ALL your prograss, it cannot, neither can anv

other copier available. However, it WILL now copy the vast sajoritv of Spectrua

prograss available. In addition to the above, SC7 also contains instructions on how to
copy FULL 128K programs AND comes with FREE Header Reader AND Headerless Block Length

Reader, for easy progras analysis.

TECHNICAL SECTION.
Here, we shall try and help you undsrstand how your Spectrua LODADS and SAVES prograas.
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When you load 2 program, you usually see at first a burst of RED/CYAN THICK STRIPES
which is called a LEADER (L), and is around 3 sec. in length for a HEADER, but only 2
sec. for 2 CODE BLOCK. These terss will be explained shortly. After, comes a burst of
BLUE/YELLOW NARROWER STRIPES - these are BYTES (B) i.e. bits of code. Thus, for a
typical Basic progras you get:-

HEADER (TIME GAP} CODE BLOCK
Loammmm= B L-====- B
3 sec V. short 2 sec. Any length
RED/CYAN  BLUE/YELLOW RED/CYAN  BLUE/YELLOW
THICK BANDS THINNER BANDS THICK BANDS  THINNER BANDS

The =EADER aust always come first, since it tells the Spectrua wnere the #2llowing
tode aust g0 in semory. The burst of BYTES for a HEADER 15 aiwavs verv short. since 1t
always cantains only 17 bytes. These 17 bytes give the following inforaation:-

Byte No. Information

l - gives the TYPE of program, i.e. @ for BASIC; 1 for a
NUMERIC ARRAY; 2 for a STRING ARRAY: J for MACHINE CODE.

2-1 - these 18 bytes give the PROGRAM NAME.

12, 13 - these 2 bytes give, for a block of code the CODE LENGTH,
or for a BASIC PROGRAM the length of the program plus
its variables.

14, 13 - these 2 bytes give, for a block of code, the START
ADDRESS of the block in aemory, or, for a BASIC PROGRAM,
the AUTD-RUN LINE NUMBER.

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
program area only.

You will note, that when vou are LOADINE or SAVING with *SC7 COPY®, the INTEGRAL HEADER
READER in this program will give the following inforaation, 1.e.:-
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BASNAME #--=--588--=--1-----490
Prograa Type Length Auto Length
Nase {Basic) ¢+ Run (Program
Variables Line only).
MI
CODENANE Jo=a=-49392-----146384-----20372
Progras Type  Length  Start Repeat
Nase (Code) of Code of Code of length

Aftar the KEADER, usually comes a CODE BLOCK. This contains a leader of around 2 sec
and then CODE which can be of any length. Thus, we can have:-

L 3L B L 3 L ]

A A A A

Header | Code | Heacer 2  Code 2
In every case, (L+8) = | BLOCK e.q. for so-called HEADERLESS BLOCKS. we get:-
L B L B L B Le-=-e-eB [====--- B

A A A - A

Header | Code 1 Code 2 Code 3 Code 4

i.e, here we have 5 BLOCKS but only | HEADER - this can be identified by only having
ONE leader of 3 sec. - the rest will be 2 sec.
Some programs e.g. MASK 2, have noraal length Specirum Leaders, but NO t:a2 gaps between
parts, These are said to be "TONED". An exasmple of 3 program with a series a4 very short
AND toned leaders are the Firebird type. These have a large nusber of verv saall blocks,
with verv short toned leaders.

Some programs contain FALSE HEADERS. These are blocks of code 17 - 28 bytes long but
with illegal charactar types. They are usually put in to try and crash the copier.
However, SC7 ignores these, and reaains totally unaffected bv their oresencs.

There are also sany types of LEADERS now used e.g. VERY SHORT, WIDE, NARROW, etc -
SC7 copes with all of these.
The Spectrus loads its programs at a certain speed - called the BAUD RATE - this is
usually 150@. However, the acdern 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 scaetises of a different colour from normal. These are harder to copy,
and SC7(c) aust be used for these (see later).
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GENERAL METHODS OF BACKING UP PROGRAMS.

The MAJCRITY of ‘ordinary" prograss can be copied with °SC7 COPY* in one
operation using the normal aodes. Exceptions arise when:-

(1) The TOTAL PROGRAM LENGTH is longer than about 42888 bytes - here the "Maxifile®
section should be used. For longer blocks (upto 49188), use SC7(c).

(2) For Firebird type prograss, or other unusual loading grograas, use SC7(b},

(3} Any block is a FAST LDADING block, or any single block is longer than 4223 bytes.
In these cases, SC7(c) aust be used.

However, PLEASE 3E PATIENT! Don't try and back-up your latast orcorass first - since
thev are likely to be the pest protected and will need patience iag 2xper:iazntation,
Please try first on your ‘“simpler® programs, then use your exper:2nce thus iained to
eyentually tackle the more difficult ones.

LOADING AND USING "SC7 COPY":-

NOTE:- Before loading any SC7 program, ensure your Spectrus is cleared iXZSET) by
gither disconnecting then reconnecting the power, or pressing RESET, whichever is
applicable.

For the 48K Spectrua:- Type LOAD "* then press ENTER. PLAY in the prograa.
For the 128K Spectrum:- Select 4BK Basic froa the Menu, and proceed as for the 42K,

The program will load and run and a scrolling message at the top of the screen will give
the keys available. Also shown is the copier current status i.s.:-

INPUT Files Loaded: @ Free Memorv: 41562
MODE Sensor Modes: OFF Leader Pitcn: OFF
Changed by Changed by

pressing “D" pressing “P*
Key - see belom key - see oelow

The keys available at this point are:-
SPACE:- Holding down this key will stop the scrolling aessage it any point.
CAPS SHIFT:- Pressing this key will rapidly advance the scrolling aessage.
Key 'L*:- Pressing this key puts the copier in LOAD aode. NOTE:- Any files already
present will be DELETED, unless they have been aarvad for xeeping by
first pressing the K" key - see below.
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After pressing °L", PLAY the tape you wish to copy. The prograam will tirstly read any
Header Data and display the results thus:-

Header Data

For a Basic progras:- Program:- Prograa Name
Run Line:-  Length:-  Vars:-

For a M/C program:- Bytes:- Progras Name
Start Address:- Code Langth;-
The pregrae then reads the marker byte and File Length thus:-

File Data

For a Basic program:- Markbyte:- rile Length:-

For a M/C program:- Markbyte:- File Length:-

When all files have loaded, pressing BREAK abor:s the load. The files loaded are

diselavea ind nusbered. The current fils is labelisc =v a flashing cursor.

Arrow keys:- These are used to aove the cursocr to a r2juired file.

Key "§":- This saves the loaded orograms to tape - 2ress REC and PLAY on your recorder
BEFCORE pressing key 'S", as the files are sived out immediately.

Key "V"i- This is used to verify a loaded file in the usual way.

Key "C"i- This COUNTS the nuaber of bytes in the file currently leading.

Kev “K":- This is used to keep a file during the loading of other files. Pressing "K*
saves the current file,

Key "8":- This is used to ERASE the current file.

Key "R":- For a Basic program, this key will deactivata anv RUN line nuaber. If the file
is then saved, on reloading 1t will not aute-rum. NOTE:- [f a file contains
pachine code, reloading it without running aav cause a crash.

Key "H"i- This is used to CREATE A HEADER on a heaga-lass file. The headerless block is
PLAYED in, pressing the "H* key then craates a header for the file called
Headerfile - the progras has counted the file length and this new header will
ALWAYS have Start Address = 240844 i.e. on releading the bytes are loaded to
this iddress for examination etc. This 1s aainly used for machine code
programs, but it CAN also be used for Basic orograes.

Key "D":- Pressing this will enable the copier to sclit TONED headers i.e. headers with
no gap between the parts.
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Key "P":- Pressing this key enables the copier to copy prograss with SHORT or WIDE tene
leaders.

Key *N"i= This gives the MAXIFILE aode which will copy single file prograss up to around
42809 bytes in length. Press "N® then key “L" to load and PLAY in the file,
dhen loaded, press key 'S" to save. NOTE:- This is for HEADERLESS single files
ONLY - the copy may only be saved ONCE, since the code is corrupted if 3
second save 15 attempted. To make another copy, the orocess aust be repeated.

Key "M":- This gives the MEGAFILE aode in which the copier will copy single headerless
files of up to 4719@ bytes in length. Press °M", then press °"L*® and PLAY 1in
the file. During the first PLAY, the program counts the number of bytes.
Rewind to the start of the file, and press “L" then PLAY in the file again.
dhen loaded, pressing "S* will save a copy to tape. NOTE:- As for MAXIFILE
above, he ZAVE asay only be done ONCE.

JELETE :- Pressing this RESETS the cosputer.

)]

"SC7(b) THE KOBRAH TAPE UTILITY?"

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

Firstly, listen to the tape you wish to copy. Hrite down the answers to these questions:
(1), What types of leaders are there? Are they long, short or noreal? As an exaaple
consider the "multiple block" Firebird type gases. 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 (wide)? Here, they ire noraal.

(3). How is the game loading? Here it is with shert 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
nene.

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

LOADING SC7(b) - THE KOBRAH TAPE UTILITY.

For the 48K Scectrum:i- Type LDAD "* j press ENTER and PLAY the tape.
For the 128K Spectrus :- Select 48K Basic froam the Menu, proceed as for 4BK.
On loading, the foilowing messages appear:-

THE KDBRAH TAPE UTILITY
Select Preferences

Leader : Noraal
Type : Noraal
Mode : Noraal
Delay : Normal

To select your choice, press "1" to select nature of leaders; *t* to select type; "m"
to select aode; "d" to select delav.
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As an exasple consider 3 typical ‘aulti-block" Firebird orogras. Here thera are no sound
gaps and fast very short "blip" type leaders. The typical grogram starts with one, and
sosetimes two, Basic parts - these are best copied first using "SC7 COPY". Next, load
SC7(b), and proceed to copy the “"multi-block® parts. There are usually two of these, the
first is the screen picture, followed by a short pause of around lsec. while the progras
decodes the next section, then the final long block.
Next, we set "Leader” to short by pressing *1" until the correct choice aopears. Since
the leaders, although snert, sound norsal in pitch, we set "Type* to normal., Since the
leaders are sport with ne gaos, we set “"Mode® to short. There are no delays between the
blocks, so set *Delay” to none, When all the options have been selected, press 's* to
start, Then press *1" te load and 's* to save. Pressing *BREAK® aborts any load or save.
Pressing ‘3" AESETS the Spectrus. Pressing "c* clears the screen. NOTE:- The screen area
is z3ed 25 31 buffer and you will see some weird screen patterns, but this is noraal and
sneuid Je lancrad,
There are two ways to cooy the two “multi-block® parts i.e:- :
‘ih, ooy the first oart (the screen display), leaving a gap of around 2sec on the tape
it the 2nd, Press "0" (reset); reload SC7(b) and copy the second part. Resember
1lmays to press "3REAK" at the =nd of any ioad to abort the load; then press "s® to
save out to tape,

(2). This sethod involves simply copying BOTH the ‘“aulti-block® parts, and saving to
tage. Althcugh quicker, the snag is that no gap is inserted after the first block;
thus, when the second block starts loading, the program may not have enough time to
see the first part, in which case it will give a load error aessage. This is easily
overcoee Jy stopping the tape, and rewinding slightlv, then playing in the second
part again - the prograa should now load perfectly,

w2 areéer aethod (!}, since no loading problems occur with this aethod.
NOTE:- Because of ths wav the code is saved by SC7(b), a sscond copy is NOT available by
prassing "s" again - the code will be corrupted. If a second copy is required, reset the
coaguter {press "q"!, reload SC7(b) and repeat the process.
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"SC7(c) KSFT ADVANCED COFPIER*“

This is probably the aost useful and certainly the most powerful part of SC7. It will
copy almost 99 of anything; in fact it will even copy Asstrad tapes!

Loading SC7(c).
For the 48K Spectrus:- Type LOAD "* press ENTER and PLAY the tape.
For the 128K Spectrus:- Select 48K Basic froa the Menu - proceed as for 48K Spectrus.

When loaded, the only thing visible is a BLUE scresn' This was necessary to save on
seaory. At this stage, the following keys are availablz:-

*1" = Load.

*s" = Save,

"c* = Clear Screen,

“a" = Measure jaug Rate.
"e" = Even out Zaug Rate.

"0" = Buit - Resat the Spectrua.

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

This copier will copy virtually ANY fast loader or verv long progras.

Firstly, copy any normal speed parts up to the long fast block using "SC7 COPY®, Next we
aeasure the baud rate of the fast section, Press "a* and olay in a *noisy® part of the
fast section. By noisy we mean an area where there is i lot of different 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 zerces or ones. Within a second of plaving in
the noisy part, the screen will go RED, indicating that the baud rate has been seasured.
NOTE:- DD 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 te BLUE.
NOTE:- At this stage the copier is VERY sensitive. For this reason, when starting to
copy the long block, it is best to PLAY it, and wait until you hear the lzader before
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 copv a copy
(which 1s not recomeended anyway). [f 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
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into "save® aode. It is recovered by pressing "c* to clear the screen, and then oressing
®*|* WHEN THE LEADER IS LOADING. The copier will now load data up to 2 maxisum of 48208
bytes. 1§ the block is longer than this, it will stop loading, though you will still
hear data loading from your tape - watch for this. If this occurs you sust use the
*Maximods® to copy the long block (see later). If 0.K., siaply press REC ang PLAY then
*s* and save the cooled block out to a fresh tape. Any aore saving and loading is done
at the sase baud rate unless "a* is used again.

1f the block is found to be longer than 4B@8@ wusing "1" above, press "c” to clear the
screen, rewind to the start of the long block, press “1* and PLAY in the block. The
copier will load 48082 bytes and then stop. When it has stopped, 00 NOT TOUCH THE
COMPUTER KEYBOARD IN ANY WAY FOR AT LEAST TEN SECONDS. During this tiae the copter is
compressing the 48888 bytes loaded to make rooa for the rest of the block. Next, rewind
to the start of the long block, and press *2° and PLAY in the block again. It will now
load the wnole block regardless of its length. When finished, press "3 o save. and an
ancomoressed copy will e saved out to tape. Repeat copies are made 2y 2gain pressing
the "s" key,

NOTE:- 1f there are any large gaps in a game, you should try to keep these in. For
example, the ALKATRAZ PROTECTED ‘Countdown® type gases e.g. "Cobra®, “Indiana Jones*
etc, have a Basic first section, then a fast section with a large gap. Cooy the Basic
part with *SC7 COPY" then use SC7(c) to copy the long fast block thus:- cooy the first
part up to the gap, save it; AND LEAVE A GAP ROUGHLY EBUAL TO THE ORIGINAL. It only
needs to be near - it is just te gqive the program time to decode the game code. Then
copy tha last part from the end of the gap onwards in the usual way (see later),

SMOOTHING THE BAUD RATE FOR DIFFERENT TAPE RECORDERS.

Most tage decks run at different speeds, and at higher baud rates e.g. from 2709
upwards loading errors may often occur. Also, when a copier saves a progran it aay set
the baud rate too high to suit a particular tape deck (Plus 2 users please nate!). To
check if this is happening with your tace deck (especially if it aopears prone to a
lot of tape loading errors with fast loaders), load in a sample progras and look at
the yellow/blue code lines when saving. Do they look narrower? [f so, the baud rate is
too hign - press *e® to even it out. This is especially useful for +2 owners. Repeated
pressing of "e® will load a program in fast, and save it out slow - an ideil use for
sicrodrive transfer,
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"SFEEDLOCK DECODER SD1"™

INSTRUCTIONS

INTRODUCTION.

One form of software protection which has recently been developed is the famous (or
infamous) 3PEEDLOCK systea - which uses the dreaded “Pulsed Leaders® to load
the progras. These have lead to aany loading probleas, and because of this we have
produced our “SDI{ SPEEDLOCK DECODER® systea. HWe did this since these prograss are
now 5o widespread - being used by several software houses including Ocean, US Gold, and
imagine to naze jut i few.

301 converts the sulsed leaders to norsal ones, and saves the progras out at normal
saeed. [t aiso saves the program code in two well defined blocks, with NORMAL headers,
ind gives the start address for the aachine code, as well as producing a Basic loader to
reload the prograa tor a tape backup copy to be produced. With SDI, these prograss can
now be backed up 2 tape with a ainiaum of effort on vour part.

We nave improved SD1 and it is now in TWD distinct parts. Part | converts the "old"
type Speedlocks orograms, whereas Part 2 converts “he later types. Please note that any
utility like 301 or similar, can NEVER transfer ALL prograss, since new aethods of
protection are continually being evolved. However, when used in conjunction with our new
502 (see later), acst Speedlock programs can now be copied with 5C7.

The OLDER tvpe Speedlock games had ! (sometises 2) Basic parts, these were usually

fairly short, anc were followed by the *Pulsing Leaders®. Here, instead of seeing the
usual 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. Ail these are classed as OLD type
Speedlocks, and SD! Part | will convert these.

The NEWER Soeadlock games are cospletely different. These have a verv short Basic
section, then a long Basic section. This is followed bv the border turning red/black and
a series of randoa ausical “beeps® is heard. Following this 1s a very short red/black
part; then the start of a long block loading with a blue/black berder. Also, there
appears on the screen a counter which starts around 2a 38s and counts down to 8. Part 2
of SDI will convert these programs. NOTE:- As aentioned sarlier, the newest Speedlock
e.g. in "BATMAN 2* have a completely different loading systes. SD2 will now copy these.
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LOADING SD1.

Firstly, aake sure you clear your cosputer by either disconnecting then reconnecting
the power supply OR press the Reset switch, whichever applies. To load SDI in 48K Mode:-
For the 48K Spectrua:- Type LDAD "*, press ENTZR, then PLAY on your recorder.

For the 128K Spectrua +#;+2; +3 :- Select 48K Basic froe the Menu - proceed as for 48K.
To load SDI in 128K Mode:-

For the 128K Spectrus + and +2:= Press ENTER at the Menu, then PLAY in SDL.

For the Spectrua +3:- Press ENTER at the Menu (no disc in drive), then PLAY in SDI.

It can be better to backup a gase in 128K aode if possible, since many games e.g.
"ENDURD RACER", *WIZBALL®, etc have extra music which is thus retained.

SOl will load and run, starting with the aessage:- “Please Choose:® (1) OLD Type
Speedlocks; (2} NEW type Speedlock.

(1}, MAKING BACKUPS CF OLD TYPE SPESILOCK PRCERAMS.

Press key ‘1" at tha above aenu, snen the aessage “Press ENTER then PLAY Tape® will be
displayed. Remove the 501 tape, ang insert your 3peedlsck program tape, and rewind it to
the start. SDI is now ready to use.

Some old Soeedlock prograss have ONE Basic section, cthers have TWO, before the pulsing
sections. Where THO 3asic sections are present, 5Dl will ignore the first. Press ENTER,
then PLAY on your recorder. When 501 aseets the main Basic, it will display its name,
which will be used when saving Basic and code blocks. Watch your screen, and when the
pain Basic has loaded vou will hear a warning beep and see a message saying "Stoo the
Tape". STOP your recorder - there will be a short pause while 5Di decodes the Soeedlock
Basic, then the smessage "Start Address of Code = #e##® will appear. This is the
E.A. (R.USR nuaber) of the converted program - this is not needed for a TAPE backun.

NOTE:- You may soaetimes see the message:- *Decoding Error - Press ENTER'. [¢ this
happens, rewind your Speedlock tape to its start, press ENTER. then PLAY to try again.
1f the error reoccurs, try again using a slightly different voluee, if it still haegens,
assume the program isn‘t Speedlock, or SD1 can't convert it. The Menu available is:-

Key Function

' - start loading a NEW Speedlock progras.
"t" - Save Basic loader for TAPE use.

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

Now, if you wish to go back to the start, siaply press the 1" key, otherwise place
a new tape into your recorder, start recording, and press the *t" key to save a Basic
Loader for your tage backup.
ENSURE you press RECORD and PLAY on your recorder BEFORE pressing “t" , since pressing
a key saves out to tapa immediately. On pressing the "t" (tape) key, you will save a
Basic progras that wili load in the rest of the program'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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Having now saved a program to tape, we go on to the next section:-
Having saved out to tape, replace the Speedlock tape in your recorder, and press
the *n* key. This will show the FINAL Menu, i.e.:-

()} Save Code (Tape to Tape)
(5) Start Bame.
BREAK = NEW

NOTE:- 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.
Mait until SD1 has loaded in ALL the progras - this is shown by the border going YELLOW.
1f the screen display is corrupted, this indicates a loading error - this aeans you aust
NEW the Spectrus (press BREAK) and reload SD1.

The keys available now are as described abave i.e. (1), (5) or BREAK.

Replac2 vyour saving tape into your recorder and set ready to record. To make
your tape backup, gress RECORD and PLAY, followed by key (1},

Wait until the progras has been saved (border YELLOW). For tape backups the process
is now complete. The program reloads with the wusual LDAD ** ENTER comsmand. When the
progris has loaded, (screen loaded), Press ENTER to start the game.

NOTS:- 301 alWays saves 2 blocks of code with norsal headers, followed by a single
headerl2ss hlock. The last block is used for tape backups only and is in fact the
screan display.

N3TS:- After saving, you can either reset (clear) the Spectrum by pressing BREAK,
or piav the jame by pressing key (5).

(2), MAKING BACKLPS OF NEW TYPE SPEEDLOCK PROGRAMS.

NOTE:- Aaain, SDl mav be loaded in 48K Mode OR 128K Mode (if available). The advantage
being trat using 123K Mode will retain any soecial sound effects and music which certain
gases show shen lcaded in 128K Mode.

Press wav *2" at tne opening SD! Menu, and proceed as for the "old" method, the enly
differanca 921ng that after pressing ENTER to lead the final block you will hear the
randos susicil *Hesns”. An example of this new type Speedlock is *WIZBALL".

PLEASE NOTZ:- 321 wnen used in conjunction with 502 (see later) CAN now copy prograes
with aultipie loading blocks such as *OUTRUN'. For the very latest sulti-load Speedlock
prograas, 307 alone can be used.
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"SFPFEEDLOCK DECODER SD2"

INSTRUCTIONS

INTRODUCTICN.

802 is our latest addition to S5C7 and provides an easy means of cooying the LATEST
Speedlock programs, INCLUDING the aulti-load types. NOTE:- SD2 produces a NORMAL speed
copy of these prograes, but the slight increase in loading tises is sore than offset by
the reliabilty of loading cbtained. As aentioned earlier, the Speedlock system is used
by sany software houses, among thea Ocean, US Gold, and Isagine to nase but a few, SD2
sust be used for the newer Speedlock programs, the older ones can be copied using 3D1.

HOW TO IDENTIFY THE LATEST SPEEDLOCK PROGRAMS.

The latest Speedlock programs are indicated by having a long Basic Loader, followeg oy
a short block with RED/BLACK leader stripes then BLUE/BLACK data stripes. This is
followed by a similar slightly longer block which loads the screen picture. The rest of
the code then loads with an on screen counter down to zero. NOTE:- SD2 will only copy
those latest prograss which contain ONE ONLY initial long Basic Loader. Thus, for
exasple, to copy an older program like “QUTRUN®, the aain parts would be copied using
301, and the aulti-leading blocks then copied using SD2, which CAN copy thea separatelv,

COPYING A SPEEDLOCK PROBRAM USING SD2.
We will use 'AFTEREURNER® as an exasmple. The first step is to reset the
Soectrus then load the "Slockldr® prograa supplied on the SC7 tape:-
For the 48K Soectrua:- Type LOAD "® then oress ENTER and PLAY in the program.

For the 128K Spectrum:- Select 48K Basic; proceed as for the 48K Spectrum.
Ahen loaded, the aessage "Name?" appears =~ enter a namee of upto 1@ letters and pross
ENTER. This is the naee to reload the progras. The usual message *Start Tape then press
any Key" apoears. Put 2 new tape in vour recorder, press REC and PLAY then anv kev and
save the orograe to tagpe. Reset the OSpectrua. Next, load the SD2 prograe as for the
“Slockldr® sethod. The prograa loads and runs showing the aessage 'ﬁlay the Tape®.
Remove the saving tape, insert the Afterburner tape rewound to the start and PLAY it,
khen the leng Basic first part has loaded, the border will flash and click as the
prograa decodes the Speedlock - leave the tace PLAYing. When the main bulk of the tape
has loaded (counter usually =B at start of sultiblocks) loading stops. Insert the saving
tape, start recording and press ENTER - 3 blocks of code will be saved to tape after
which the orogras will run as it normally would at that point. We now need to copy the
following aulti-load dlocks. This is done using the “Levelcopy® program on the SC7 tape.
Load it as described above. When loaced there 1s just a black screen! This was necessary
to save sesory. Reinsert game tape. The following keys are available at this point:-
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Keys | to 5 = LDAD a block at various speeds (l=normal speed; J=fastest).
Keys q to t = SAVE a block at various speeds (1=normal speed; t=fastest).
e.g. "2° = LOAD a block at usual speed for sulti-load blocks - faster than noraal.
*w* = SAVE a block at usual speed for sulti-load blocks.

Thus, if for any reason you wish to save a block at norsal speed, press key "q". The
code could then be insoected etc. To load the first aulti-bleck, press *2° then PLAY on
your recorder. NOTE:- The first part to load is the one byte "blip" leader - be ready to
stop the tape IMMEDIATELY. When loaded, a few lines appear on the screen, and the border
goes BLUE. Insert your saving tape, press REC and PLAy then *w" to save to tace.
Reinsert your game tice, and repeat - press °2° and PLAY until the rest of the block
has loaded. Then save to your saving tape by pressing REC and PLAY then key "w®. Regeat
the sroccadure for 3ll other aulti-load blocks. The complete program reloads in the usual
Wiy, using tha LOAD ** command then press ENTER.
To copy, sav, *OUTRUN®; use the same method, but use SDI to obtain the cooy up to the
start 3¢ ihe aulti-load blocks. *Levelcooy® is then used to copy these as snown above.
NOTE:- 2% zzurse, if no aulti-blocks are oresent, the procedure is coapleted usually
anen :he scrzan counter reaches zero.

Using 3 sistlar procadure, most of the latest Soeedlock gases say be cepied.
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"COFYING ALEKATRAZ FPROGRAMS™

INTRODUCTION.
Another gogular fors of protection system which has recently been evolved is the
ALKATRAI PROTECTION SYSTEM. [t is used by seftware houses such as Ocean, US Bold, The
Edge and Capcom. [ts presence is indicated by a loading sequence which has no changing
border colours; a screen display which loads in an unusual way (often loading fros the
outside in); and a J digit counter which reduces to zero. To confirs, proceed thus:-

For the 48K Spectrum:- Reset, then type MERGE ' then press ENTER and PLAY the tage.
For the 128K Spectrum:- Reset, select 48K Basic and proceed as for the 48K Spectrus.
Now, type LIST and press ENTER. You should see the smessage *ALKATRAZ PROTECTION SYSTEM®.
Since thess grograss are now so widespread, we give below detailed instructions on how
to use SC7 to copy these programs - this was dealt with briefly in the section on SC7(c)
Pleasz not2 that these progriss are VERY sensitive to lcading voluse changes. Thus, it
is a gocd idea to ensure before trying to copy these programs, that the correct voluse
has been sz2lected to load the original!

PROCEDLZE =38 COPYING ALKATRALZ PROGRAMS.
Most Ale¢atraz prograss have the following structure:-

Basic : Short fast Block : Gap (approx !@sec) : Long Fast Block : Short fast hlock

Some prograas have | or 2 Basic parts; =arlier prograss do not have the last block. ke
will use a5 an exasple "THUNDER BLADE". Firstly, we sust copy the first (Basic) part
using SC7 COPY - see earlier. To copy the rest, RESET and then load SC7(c) as described
earlier. »:th the gase tape positioned AFTER the Basic part measure the Baud Rate thus:-
PLAY the ;zse tapa till just AFTER the leader. Stop the tape. Press "a" then PLAY the
gase tape. Tha baud rate will then be seasured and the screen will go RED. Press ‘c* to
clear the scraen back to Blue. Rewind the gase tape wuntil it is again just after the
Basic part. PLAY it, and WHEN YOU HEAR THE LEADER, press *1° to load. When loading is
cosplete, insart your saving tape, start recording and press *s* to save. When saving is
complete, leave a gap on the tape of roughly equal length to that on the original - this
gives the progras tise to decode the game code. Press *c* to clear the screen. Position
the gase t3ne 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. NOTE:- No probleas should occcur when
copying ORiSiNAL programs. However, if the program 1s itsalf a copy, or it is very old,
the copier (which is VERY sensitive at this point) MAY pick up anv *glitches® on the
tape. This 1s overcome as stated earlier under the SC7(c) eetnod. After loading, press
‘s* to save. To load the last part of the game, which is the final code block, press "c*
to clear the screen. Insert the game tape, PLAY it, and WHEN YOU HEAR THE LEADER, press
‘1" to load. When loading is complete, press "s* to save to the saving tape.
Other COMPLETE Alkatraz games can be similarly copied.
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COFYING 128K FPROGRAMS

PLEASE NOTE: Many FULL but SINBLE LOAD 128K programs say now be copied with the new CUb

and CU7 Conversion Utilities which we have now included in SC7 - see later.

For "ordinary® 128K programs the basic sethod is the sase when using SC7 COPY and SC7(b)
However, since the 128K Spectrum has such a large asmount of smesory, it becomes more
important than ever to determine accurately the structure of any program we wish to
copy; particularly with regard to block lengths., This 1is where the Header Reader and
Headerless Block Length Reader programs cose in. For full instructions in their use, see
later,

We shall illustrate their use in a general asethod of cooying [28K prograas using the
following prograa as an illustration:-

Daley Thompson's Supertest 128K,

de have found the vest method of cooying 128K arograas :s5 to first make a list of the
various Basic programs, and code hlocks, together with their lenqths. In the case of
DTST, PLAY the tape, noting which are Basic prograss and which are Code blocks -
Headerless or otherwise. Next. use the Header Feader prograa to determine the lengths of
the Basic parts and code blocks with Headers: use the Headerless Block Length Reader for
those blocks without Headers. Thus, for DTST, we find:-

Tape Count Type

3 -7 Basic

B -18 Basic

11 - 14 Basic

15 - 26 Basic

27 - 5t Headsr less
52 - 76 Header less
77 - 104 Header less
185 - 129 Header less
138 - 1581 Header less
162 - 193 Headzr less
194 - 224 Header less
227 - 242 Header less

We sust now determine the lengths of these various blecks., For the Basic programs we can
use the Header Reader program provided (we could also use the integral Header Reader in
SC7 COPY, but HRaader will give more information). Follow the loading instructions (see
later), load the Header Reader and PLAY 1n the DTST tape. Note the length of each Basic
program., Next, load the Headerless Block Langth Reader and note the langth of each
Headerless Block. We find:-
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Block No. Tape Count Type Length
1 3§ =l Basic 128
2 B -18 Basic 249
3 11 - 14 Basic 248
¢ 15 - 24 Basic 6912
3 27 - 31 Headerless 16384
b 52-76 Header less 16384
7 77 - 184 Header less 16384
] 185 - 129 Headerless 16384
g 130 - 141 Header less 16384
18 162 - 193 Headerless 16384
i1 194 - 224 Heaaer less 16384
12 227 - 2 Headerless 5888

NOTE:- SC7 COPY can only cooy blocks upto around 42888 bvtes long. We COULD use SC7(b),
but 5C7 COPY is much =asier, We can see that the first SIX blocks add up to 48354
(including 4X17 bytes for the Headers) - we can copy the first & blocks using SC7 COPY
in the usual way. Similarlv, blocks 7 + 8 total 32748; use 3C7 COPY for these. Blocks 9
and (@ total 32768; copy these with SC7 COPY. Blocks 11+12 total 22272; copy these with
SC7 COPY.

A similar sethod can be used for other 128K games. Also, SC7(c) can be used for fast
loaders and VERY long blocks.
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"CONVERSION UTILITY CUS&&"™

INSTRUCTIONS FOR USE

Introduction,

CU& i5s the latest addition to our SC7 utility, and enables a NORMAL SPEED tape backup to
be made of 48K and FULL SINGLE LOAD 128K Speedlock, Alkatraz and Firebird programs. The
copy reloads with the normal LOAD*" comsand. Although it takes a little longer than the
norsal progras, this is aore than offset by the increased reliability of loading, which
will probably in the long run save time taken to load compared to the original, as these
programs are notoriously difficult to load.

Loading and Using CU6.
To load CUb:-

For the 48K Spectrus:- Type LOAD"" then press ENTER and PLAY the tape.
For the 128K Spectrus:- At the opening Menu, select Loader option and PLAY the tape.

NOTE:- Obviously, only 48K programs say be copied on a 48K Spectrum, due to the mesory
lisitations, whereas BOTH 48K AND [2BK programs may be copied on the 128K Soectrum.
CU& will load and run, displaying a seall Menu of options, thus:-

Firebird 48K
Firebird 128K
Alkatraz 48K
Alkatraz 128K
Speedlock 48K
Speedlock 128K

o~ LA e L D -
= s s = & =

To decide if the program you wish to copy is either Speedlock, Alkatraz or Firebird,
please see the details of Speedlock and Alkatraz given 2arlier. Firebiro "Ssall Multi
Block® programs usually load with either one or two 33sic parts, this displays the
prograa name, and the sessage ‘Searching®, The asulti blocks then start te load with a
dark blue/light blue leader followed by 3 red/yellow leader, both being very short, The
m2ssage then changes te “Loading Block No". The block nusbers (in hexadecisal) then
incraase as each block loads. At around 2E Hex the screan picture appears, there is a
short pause and further blocks load - when finished the prgram runs.

To copy your tape, press the required key nuaber I to &, than PLAY in the game tape from
the start.
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Some prograss have a saall initlal Basic part which is ignored - the next Basic part
will then load, When this has loaded, a PATTERNED BORDER will appear - STOP the gase
tape and insert the tape on which the copy is to be sade, press REC and PLAY then key
*1*, and a seall Basic loader will be saved to the tape. STOP the tape when this has
been saved. Reinsert the gase tape, and PLAY in the rest of the progras - it will load
in the usual way, When loaded, reinsert the saving tape, press REC and PLAY then key "1*
and a normal speed copy of the rest of the progras will be saved to the tape. The
progras reloads by using the usual LOAD"® command in 48K Basic, or selecting the Loader
option in 129K Basic.

NOTE:- With 2 seall ausber of 128K programs, e.g. 'OPERATION WOLF 128K, the amount of
code is so large that there is a SMALL piece of normal speed code at the very end of the
tape. This is =asily copied using SC7 COPY.

Using this sethod, 2 cooy of many 4BK and 128K prograss a3y readily be aade using CUb.

|
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“"CONVERSION UTILITY CUZ"

INSTRUCTIONS FOR USE

CU7 is the latest addition to our SC7 utility, and enables a NORMAL SPEED tape backup to
be sade of 48K and FULL SINGLE LOAD 128K Speadlock, Alkatraz and Firebird programs. The
cooy reloads with the norsal LOAD"® cosmand. Although it takes a little longer than the
norsal progras, this is sore than offset by the increased reliability of loading, which
will probably in the long run save time taken to load compared te the original, as these
prograss are notoriously difficult to load.

Loading and Using CU7,
To load CU7:-

For the 48K Soectrus:- Type LOAD®* then press ENTER and PLAY the tape.
For the 128K Sgectrus:- At the cpeming Menu, select Loader ootion and PLAY the tape.

NOTE:- Obviously, only 48K progrims say be copied on a 48K Spectrua, due to the memory
lisitations, whereas BOTH 48K AND 128K prcgrams say be copied on the 128K Spectrua.
CU7 will load and run, displaying a ssall Menu of cotions, thus:-

1. Sp=adlock 48K
2, Speedlock 125K
3. Alkatraz 48¢
4, Alkatraz 125¢
3. Firebird 48K
b. Firebird 125K

To decide if the progras you wish to copy is either Speedlock, Alkatraz or Firebird,
please see the details of Speedlock and Alkatra: given earlier. Firebird "Small Multi
Block® programs usually load with either one or two Basic parts, this displavs the
progras nase, and the message "Searching”. The sulti blocks then start to load with a
dark blue/light blue leader followed bv & red/yellow leader, both being very short. The
message then changes to "Loading Block No®. The block nusbers (in hexadecisal) then
increase as each hlock loads. At around 25 Hex the screen picture appears, there is a
short pause and further blocks load - when finished the progras rums.

To copy your tape, press the required kev number 1 to &, then PLAY in the gase tape from
the start.
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Sose programs have a small initial Basic part which is ignored - the next Basic part
#ill then load. When this has loaded, a PATTERNED BORDER will appear - STOP the game
tape and insert the tape on which the copy is to be made, press REC and PLAY then key
1"y and a ssall Besic loader will be saved to the tape. STOP the tape when this has
been saved. Reinsert the game tape, and PLAY in the rest of the prograam - it will load
1n the usual way. #en loaded, reinsert the saving tape, press REC and PLAY then key "1°*
and 31 norsal speed copy of the rest of the program will be saved to the tape. The
progras reloads hy using the usual LOAD®® command in 48K Basic, or selecting the Loader
option in 128K Basic.

NOTE:- With a small nuaber of 128K programs, e.g. "OPERATION WOLF 128K*, the amount of
code is so large that there is a SMALL piece of normal speed code at the very snd of the
tage. This is easily copied using SC7 COPY.

Using this sethod, 2 copy of many 48K and 128K prograss say readily be made using CU7.
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HEADER READER

INSTRUCTIONS FOR USE.

LOADING: -
For the 4BK Spectrus:- Type LOAD *°, press ENTER, and PLAY in the progran.
For the 128K Spectruas:- Select 4BK Basic from the Menu - proceed as for the 48K above.

The HEADER READER will read the data fros the header section at the start of each data
block in a program. It will display details such as:-

FILENAME:- The orogras naae. This say sometises be orinted vertically due to the
gresence of cartain contrel codes in the header e.q. CHR$(13), etc.

PROGRAM TYPE:- i.2. Basic, Machine Code, SCREENS, Numeric Array, Character Array, etc.
PROGRAM LENGTH:- The KEADER READER will give, for a Basic progras, the total progras
iength (Basic progras length + Variables). and the norsal program length. It will alse
give the length of a machine code hlock.

START ADDRESS:- For a machine code block, this 1s the start of the block in mesory,
AUTD-RUN LINE NUMBER:- For Basic prograss only.

To obtain this information, load ths HKEADER 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 displaved. It is usually best to "STOP® the tape when each header is read,
so that the data can te written down. Press "PLAY" to continue. Repeat until nc more
data loads i.2. the orogras has finished. This can then te repeated with any other tape
you wish to investigate.

ke recomsend you use the HEADER READER before copying a program, since this will tell
you how many data blacks you must copy and hence, when the progras has ended.

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

HEADERLESS EBLOCK LENGTH READER

INSTRUCTIONS FOR USE.

To load:-
For the 48K Sgectrum:- Type LOAD *°, prass ENTER then PLAY in the program.

For the 128K Spectruss:- Select 48K Basic from the Menu - proceed as for the 48K above.
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The progras will load and then auto-run. The program is then ready to
use. 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 thea, and print cut the nusber of bytes in the block. To read in another
block, press *r", then repeat as above.

dith these two utilities, the composition of most prograss can be detersined (except
fast loaders and pulsing prograss).




