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C] PCW 8256 ................. ._ 5.925 F

E1 BPC 6128 moniteur monochrome ...4490 F
Cl BPC 6128 moniteur couleur _ _ . _ . _ __ 5990 F
El CPC 464 moniteur monochrome _ _ _ _ _ 2690 F
1:] BPC 464 moniteur couleur _ _ _ _ _ _ _ _ _ _ 3990 F

El ler lecteur de disquettes _ . _ . _ _ _ _ _ _ _ . _ _.1990 F
El 2eme lecteur de disquettes_ . _ . _ _ _ . . _ _ __15-90 F
B cordon 2eme lecteur disquette _ _ _ _ _ _ _ _ _ _ _ _ 150 F
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Extension 64 K =
CI pour 464-664_ _ _ _ _ _ _ _ . _ _ _ . _ _ _ _ _ _ _ _ _ __ 599 F
extension 256 I(.ROM
El pour 464-664_ _ _ _ _ _ __: _ _ _ _ _ _ _ . _ _ _ _ _. 1.199' F
El pour 6128 . _ . _ _ _ _ . _ . _ _ _ _ _ _ _ _ _ _ _ . _ _ _ _ __ 1.199 F
extension 256 K. silicon-disk
Cl pour 464-664_ _ _ _ _ _ _ _ _ _ _ . _ _ . _ _ _ _ _ _ __
U pour 6128 _ _ . _ _ _ _ . _ _.
stylo optique
El pour 464-664 en cassette_.___ _ . _ _ _ __ 249 F
El pour 464-664-6128- eii RDM _ _ _ _ _ _ _ _ _ _ _. 349 F
synthe iiooill
El pour464-664-eii cassette _ . _ _ _ _ _ _ . _ 349 F
1] pour 464-664-6128 en RDM _ _ _ _ _ . _ _ _ _ . __490 F

DIVERS
Elruban imprimante DMP1 (par 2) _ _ _ _ _ _ _ _ _ _ _ 198 F
El adaptateur peritel pour 464 . _ _ _ _ . _ _ _ _ _ _ _ _. 390 F
III adaptateur peritel pour 664-6128 _ _ _ _ _ _ . _ _ .450 F
- modem DIGITELEB =
grâce à ce modem vous pourrez non seulement faire de
la transmission de données mais également transformer
notre AMSTRAO en minitel.
El modem (avec logiciel télétel) _ _ _ _ _ _ . _ _ _ _ __ 1490 F
El magnétophone . . _ _ _ . _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ ._ 390 F
E1 câble magnéto _ _ _ _ _ _ _ _ . _ _ _ _ _ _ _ _ _ . _ _ _ _ _ _ 50 F
Rallonge alimentation + video
II! ne soyez plus collé à l'écran_ rallonge. 464 130 F
[Il 664 180 F
l_l housse pour moniteur + clavier _ _ . . . _ _ _ . _ _ _ 115 F

(préciser couleur ou monoc_l

íí ãa'-0

GD

fifllfl 'FI-|1

El boitier rangement disquettes. _ _ _ _ _ _ _ _ _. 255 F

COME!-ENT COMMANER zîochílelsl-a-rticlãs) desirélsl ou faites-en une liste sur une feuille à part - Faites le total + frais de port (20 F pour achats inférieurs à 500 F. 40 F de 500 à 1000 F. 60 F pour achat supeneur a 1000 F]

,__ S) ¿¿ _

0000000000000
El warrior _ _ _ _ _ . _ _ _ _ . _ _ _. 160 F
1] ballade au pays de big ben

(cours d'anglais _ _ _ . _ _ _ _ 179 F
El they sold à million =

décathlon + beach head + iet
set willy + sabre wolf.. 120 F

Cl logiiormes . _ _ . _ _ _ _ _ _ _ _ 120 F
III logiphrases _ _ _ _ _ _ _ _ _ __ 120 F
El loto _ . _ _ _ . _ _ _ _ _ _ _ _ _ _ __ 125 F
III transmat _ . _ _ _ _ _ _ _ _ _ __ 150 F
Eltomcat _ . _ . _ _ _ _ _ _ _ . _ __ 130 F
U votez pour moi _ _ _ _ _ _ _ 199 F
El agenda _ _ _ _ _ _ _ _ _ . . _ _ 150 F
El aide bureautique 250 F
II] ailien 8 _ _ _ . _ _ _ . _ . _ _ _ 130 F
El amélie minuit _ _ _ _ _ _ _ _ 140 F
El amstradivarius _ _ _ . . _. 145 F
El amsword _ _ _ _ _ _ . . _ _ _ _ 245 F
E1 azimuth head

alignment tape . _ _ _ _ _ _ 120 F
bataille d'Angleterre ._ 140 F
beach head _ _ _ . . _ . . ._ 130 F
budget familial . _ . . _ ._ 180 F

El business + . . . . _ _ _ . _ _ 199 F
1] cahier de textes _ _ _ _ _ _ 150 F
El [Zap Horn _ _ _ _ _ _ _ _ _ _ ._ 149 F
El carnet d'adresses. _ _ _ _ 150 F
El chirologie _ _ _ _ _ _ _ _ _ _ _ _ 140 F
1] cobra pinball . _ _ _ _ _ _ _ _ 140 F
E1 code name mat _ _ _ _ _ _ _ 100 F
E] combat lynx _ _ _ _ _ _ _ _. 110 F
III compilateur intégral __ 250 F
El cours de solfège

niveau 1 _ _ _ _ _ _ _ _ _ _ __ 250 F
E1 cours de solfège

niveau 2 . . _ _ _ _ _ . _ _ _ _
cub-bert . _ _ _ _ _ _ _ _ _ _ __
D_A_0 _ _ _ _ _ _ _ _ _ _ _ _ _ . _ _
dr. Watson (autoform
assembleur) . _ _ _ _ _ _ __ 195 F

U devpac assembler 290 F
El easy bank _ _ _ _ _ _ _ _ _ _ _ 180 F
I] easy calc . _ _ _ _ _ _ _ _ _ _ _ 180 F
El easy file _ _ _ _ . _ _ _ _ _ . _. 180 F
EI easy graph _ _ _ . . . . . _ _ 180 F
1] easy report _ _ _ _ _ _ _ _ _ _ 120 F
U fighter pilot . ._ _ _ _ _ _ _ _ _ 110 F
El gestion defiches (logys) 180 F
[Il gestion documentaire

(logysl . . . _ _ _ _ _ _ _ _ . _. 160 F
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E] cobra pinball . _ _ _ _ _ _ _ _ _ 220 F
U warrior _ _ _ _ _ _ _ _ _ . . _ _ __ 195 F
[Il raid sur Ténéré _ _ _ _ _ _ _ _ 245 F
E] mandragore _ _ . _ _ _ _ _ _ _ _ 290 F
El ballade au pays de big ben

(cours d'anglais) _ _ _ _ . _ _ 269 F
II] they sold a million =

decathlon + beach head
+ iet set willy + sabre
wult _ _ . _ _ _ _ _ _ _ _ _ _ _ _ __ 180 F

El sorcery "+" _ . _ _ _ . _ _ __ 169 F
Eltransmat _ _ _ _ . _ _ _ _ _ _ __ 185 F
Eltomcat _ _ _ . _ _ _ _ _ _ _ _ . __ 165 F
lI]syclone2 _ _ _ _ _ _ _ _ _ _ _ __165F
El scriptor _ _ _ _ _ _ _ _ _ _ _ _ _ _ 165 F
Elzedisll _ _ _ . _ _ _ _ . _ _ _ _ _ __165F
III printer pac _ _ _ _ _ _ _ _ _ _ _ 160 F
El file [français] _ _ _ _ _ _ __ 345 F
III bank (francais) _ _ _ _ I.. 345 F
El amsgolf . . . _ _ _ _ _ . _ _ _ _ 149 F
El code name mat . _ _ _ _ _ _ 149 F
El master chess _ . . _ _ _ _ __ 149 F
El spannerman _ _ _ . _ _ _ __ 149 F
lÎ_l graph (français) _ _ _ _ __ 345 F
III snooker _ _ _ _ _ _ _ _ _ _ . _ _ 149 F
Cl D_A_M_S_ français __.__395 F

Cl le langage machine du CPC _ _ . . . _ _ _ _ _ _ . _ _ _ 129 F
El autoformation à l'assembleur (français) =

1 cassette + 1 livre . _ _ _ _ . _ _ _ _ _ _ _ _ _ _ _ _ _ _ _.195 F
_ _ _ _ _ _ _ _ _ _ _ 99 F

El les ieux d'aventure comment les progr_ _ _ _ _ _ 129 F
El graphismes et sons du CPC. _ _ _ _

El peeks et pokes du BPC _ _ _ . _ _ . _ _
El DDI 1 FIRM WARE . _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ . _ _ _ __245 F
C1 concise basic spécification _ _ _ _ _ _ _ _ _ . _ _ _ _ _ _ 195 F

LOGICIELS CASSETTE
E] raid surïénéré _ _ _ _ _ _ _ _ 155 F
Elsanpablo _ _ _ _ _ _ _ _ _ . . ..119F
III syclone 2 . _ . _ _ _ _ _ . _ _ _ _ 130 F
Elscriptor _ _ _ _ _ _ . _ _ _ _ _ _ _. 165 F
Elzedisll _ _ _ _ _ _ _ _ _ _ . _ _ __130F
II! printer pac 1 _ _ _ _ _ _ _ _ ._ 125 F
l_ÎlsystemeX . . _ _ _ _ _ _ _ _ __170F
[Il 1815 _ . _ _ _ _ _ _ _ _ _ _ . . __ 160 F
lIlforce4 . _ . . _ _ _ _ _ . _ _ _ ..120F
Elamstral . _ _ _ _ . _ _ _ _ _ _ _ __ 120 F
lÎl biorythmes. _ . _ _ _ _ . _ . __ 120 F
El graphologie _ . _ _ _ _ _ . _ __ 150 F
l]métro2018 _ _ _ _ _ _ _ _ __198F
Cl 3 D voice chess _ _ _ _ _ _ _ 160 F
El gestion domestique

(logys) _ _ _ _ . . _ _ . _ _ _ _ _ 180 F
E1 30 megacode _ _ _ _ _ _ _ _ 180 F
El ghosbuster _ _ _ _ _ . . . ._ 130 F
I] gutter _ _ . _ _ _ _ _ . _ _ _ __ 120 F
Clhard hat mack _ _ . _ _ ._ 175 F
1] histo quizz _ _ . _ . . _ _ _ _ _ 120 F
El hyperspace _ _ _ _ _ _ _ _ _ _ 120 F
El imperialis _ _ _ _ _ _ _ _ _ __ 179 F
Cl initiation basic

vol. 1 _ _ . _ _ _ _ _ _ _ _
E1 iump iet _ _ _ . _ _ _ _.
El knight lore . _ _ _ . _ _
EI la palette magique
Ella ville infernale _ _ _ . _ _
U le bagne de nepharia _ _
El le millionnaire _ . _ _ _ _ _ _
Cl le mystere

du kikekankio _ _ _ _ _ _ _ _
Elle survivant _ _ _ _ _ _ _ _ _ _
El le trésor de l'Amazone
III M_A_ base _ _ _ _ _ _ _ _ _ _ _
El macadam bumper _ _ _ _
El manager _ _ . _ _ _ _ . _ _ _ _
El meurtre à

grande vitesse . . _ _ _ _ _ 180 F
El micro gestion . _ _ _ _ _ ._ 150 t
El micro sapiens . . . _ _ _ _ _ 140 F
III mission delta _ _ _ _ _ _ _ _ 120 F
El mission detector _ _ _ _ __ 120 F
El monopolic _ . . . _ _ . _ _ __ 130 F
El montsegur _ _ _ _ _ _ . _ _ ._ 140 F
Cl multicopy _ _ _ _ _ _ _ _ _ _ __ 120 F
El night booster _ . _ _ _ _ _ _ _ 120 F
El Uthelio . _ _ _ . _ _ _ _ _ . ._ 120 F
LOGICIELS DISIIUETTES
E1 3 D voice chess _ _ _ _ _ _ _ _ 160 F
E]sytèmeX _ _ . _ _ _ _ . . ._ 205 F
El oddiob _ _ _ _ . _ _ _ _ _ _ . _ . _ _ 200 F
Cl 1815 _ . _ _ . . _ _ _ _ _ _ _ _ _ _ 215 F
El meurtre à gandre vitesse 240 F
Utextomat; traitement de texte

français compatible toute impri-
El mante _ _ _ _ _ _ _ . . _ _ _ _ ._ 450 F
lIldatamat= gestion de iiehier

(français iusqu'a 4000 fiches)
. _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ . _ 450F

E] U-DOS = nombreuses fonctions
supplémentaires et fichiers en
ACCES DIRECT (iusqu'à î fi-
chiers en même temps), livré
avec manuel _ _ _ _ _ _ . ._ 380 F

[Il facturation = saisie. édition fac-
tures, gestion stock. iournal des
des ventes. Livre avec manuel
_ _ _ _ _ _ _ _ _ . _ _ _ _ _ . _ _ ._ 1150F

El amstradivarius . _ _ _ . _ _ 185 F
El centre court tennis _ _ _ _ _ 150 F
El othello master . _ _ . _ _ _ _ _ 160 F
Ucub*bert _ . _ _ _ _ _ _ _ _ _ ._160F
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El mandragore _ _ . _ . . _ _ _ _ _ 240 F
EI poseidon _ _ _ _ _ _ _ . _ _ _ ._ 179 F
Eltyrann _ _ _ _ _ _ _ _ _ _ _ _ _ . ._ 185 F
El montsegur . _ _ _ . . _ _ _ _ __ 140 F
El l]_A_M_S. (désas_ ass. moult.)

(francais) _ _ _ _ _ _ _ . _ _ _ _.295 F
E1 had max (en relief l) _ _ _ _ 190 F
Elrallyll _ _ _ _ _ _ _ _ _ _ . _ . ..180F
U3Dfight _ _ . _ _ _ _ _ _ _ _ ._160F
El space shuttle _ _ _ _ . _ _ . _ _ 290 F
Cl infernal runner _ _ _ _ _ _ __ 160 F
El le mystère de kikekankoi180 F
III empire _ _ _ _ _ _ _ . _ _ _ _ _ _ _ 230 F
El alien (en relief) _ _ _ _ _ _ _ _ 230 F
III diamant île maudite _ _ _ _ 200 F
El planète base _ _ _ _ . _ _ _ _ _ 150 F
El lorigraph _ _ _ _ _ . _ _ _ . . _ _
El tennis 3 D _ _ _ _ _ _ _ _ _ _ _ _
Cl foot _ _ _ _ _ _ _ _ _ _ _ _ _ _ _
El 1000 bornes _ _ . . _ _ _ _ ._
EI master of lamps _ _ _ _ . _ _
III 3 D grand prix _ _ _ _ _ _ _ _ _
E1 H-basic . _ _ . . _ _ _ _ _ _ _ _ _ _
El way of exploding fist
El torann + dianne

+3Dsub _ _ _ _ . _ . _ _ _ __
B rocky horror show _ _
[Il the hobbit . _ _ _ . _ _ _ _
I] the quill . . _ _ _ . _ _ _ _ _
Îlturtle graphic vision
El master file (français)
El histo-quizz _ . _ _ _ _ _ _ _
[1 gems of stradus +

star avenger _ . . . . _ _
U dum darach _ _ _ _ . _ _
II] sorcery _ _ _ . _ _ _ _ _ _ _ _
[Il strip poker . . _ _ _ _ _ _ _
EJ world cup football. _ _
El stress . _ _ _ _ _ . _ _ . . _ _
El world war 3 _ _ . _ _ _ _
El salut l'artiste (D_A_0_)
El ghostbuster _ . _ _ _ _ _ _
El amswordlfrancaisl _
U easy file (français) _ _
III easy calo (français) _
1] easy bank (français)
El coloric . _ _ _ . _ _ _ _ _ _ _
El amscalc _ _ _ . _ _ _ _ _ _ _

230F
150F
180F
145F
120F
120F
480F
115F
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125F
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220F
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El poseidon . _ _ _ _ _ _ . _ _ _
E] rally ll _ . _ _ _ _ . _ _ _ _ _
El 3 1] fight . _ . _ _ _ _ . _ _
El empire _ _ _ _ _ _ . _ _ _ _ _
E1 orphée (parlant)
Ill lorigraph _ _ _ _ _ . _ . _ _
1] multiplan

(pour 6128 et 8256)
lIl3Dgrand prix
III mission delta . . _ . _ _
1] macadam bumper. _ _
El graphologie _ _ _ _ _ _ _ _
El boîte à outils _ _ _ . _ _ _

___269F
260F
240F
295F
295F
310F

48BF
155 F
200F
240F
199F
300 F

El calc _ . _ _ _ _ _ _ _ _ _ _ . _ . _ _ 345 F
II] cours de solfège

niveau 2 _ _ _ . _ _ _ _ _ _
Elfile _ _ _ _ _ _ _ _ _ _ . . _ _ . _ _ 34
1] le bagne de nepbaria _ _ 16
1] maestro _ _ _ _ . _ . _ _ _ _
El master file _ _ _ _ . _ _ . _ _ _ _ 345
EJ micro script _ _ . _ _ _ _ _
El micro spread _ _ . _ _ _ _
Cl multicopy _ _ _ . _ _ . _ _ _
El turbo pascal . _ _ _ _ _ _
Cl turbo tutor _ . _ _ . _ _ _ _
Cl autoform_ à l'assemb__ _ _ 295

III 102 progflpour AMSTRAD _ _ _ _ _ _ . _ _ _ _ __
1] la bible du programmaeur du CPC _ _ _ . . . _ _ _ _ 249 F
El méthode pratique (P_S_l.l _ _ . _ _ _ _ . . . _ _ _ _ . _ _ 100 F
El AMSTRAD en famille _ _ _ _ _ _ . . _ . _ _ _ _ _ _ _ _ _ _
El montages, extensions et périphériques _ _ _ . ._ 199 F

-I":--J-=t'.rtt.r|-PN --.iut--..itJDooNicn lI..'I'l2É@@E¢.I'llJ'1=

"'|1'i-ri-'i'i-i'1-'i'i-i-i-i"i-ri-fl'ri

120F

120F

_ . _ _ _ _ _ __ 99F lIllelivreduCP/Mamstrad

El super-ieux Amstrad _ . . _ _ _ _ _ _ . _ _ _ _ _ . _ __ 120 F
i:i Aivisriino ouvre-ini_______ _ _

III le tour de 1'amstrad _ _ _ _ _ . . _ _ _

_ _ _ _ _ . _ _ _ 99 F
Cl programmes basic CPC 464_ _ _ _ _ . _ _ _ . ._ 129 F
El basic au bout des doigts_ _ . _ _ _ _ _ _ _ _ _ _ _ _ 149 F
El trucs et astuces pour CPC 464_ _ _ _ _ _ . . _ _ 149 F

[Il microstrad __

_ _ . _ _ . . ._ 80 F

REVUES

El amstrad user - le numéro _ _ _ _ _ _ _ _ . _ _ . _ _ . _ _
El amstrad magazine - le numéro _ _ _ _ _ . . _ _
El BPC la revue utilisateurs amstrad _ _ _ _ _ _ . . _ _

Possibilités de crédit partiel ou total

El les routines sur 464. 664. 6128 _ _ _ _ _ _ _ _ _ _ 149 F
Cl amstrad assembleur _ _ _ _ _ . _ _ _ _ . _ . _ . . _ _ _98F

_18F
12F
16F
18F

UH

El

Ulilš

Cl imprimante DMP 2000 2290 F
11 interface M_l_D_l_ 1490 F
El interface RS 232 (Amstrad) 590 F
U stylo optique _ _ _ _ _ _ _ _ 290 F

U Joystick AIVISTRAD 149 F
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“ll ne lui manque que la parole synthé li'0[I1 la lui donne l
Très peitormant ce synthetiseur vocal va vous permettre
de rendre votre ordinateur plus bavard qu un polrticien en
ampagne!

synthétiseur vocal . . .- 499 F
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L'lHPRlMMITE PERSEINNELLE
CUULEUR DKIIVIATE 20

L'0KlMATE 20 est la première imprimante personnelle dans sa gamme de prix
ii offrir une veritable impression couleur Line tête dimpression a 24 elements cree
plus de 100 nuances d'une definition et d une nettete exceptionnellesI _
~Îi`ålÈ“.Î§iã”§à'"l'° ._ 2 950 F

souris _ _ _ _ _ . _ _ . _ _ _ __ 690 F

es vierges C20

8 bits interface printer
E] grâce à cet interface vous pouvez enfin faire du
graphisme sur toute imprimante 345 |=

Câble imprimante AMSTFIAD
Vous permet de connecter votre AMSTRAD a nim-
porte quelle imprimante au standard centronic
El cãbleimprimante_ _ _. 150 F
Carte E/S
Vous permet de commander moteur relais lampe
sonnerie. proiecteur
III carte 8 E/S. _ _ _ _. 395 F
Carte E/A
Pour transformer votre AMSTRAO en cemrale de me
sures. Possibilité de brancher plusieurs cartes
El carte 8 E/A. _ _ _ _ _. 395 F
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les 5 . _ _ _ . _ _ _ _ _ . _ _. 45 F
les 10 _ _ _ _ . _ _ _ _ . _ __ Bt] F

El disquette vierge 3 pouces
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remercier, et n'a aucun lien avec un organisme de presse.



EDITO
Vous tenez entre vos mains le premier numéro de TRANSMAT
INFORMATIONS, consacré aux solutions des transferts de cassettes a
disquettes.
Si notre travail est de rechercher continuellement de nouvelles routines
pour vous tenir informé, nous ne sommes pas un organisme de presse,
mais un service technique pour vous aider dans vos copies de
sauvegardes sur disquettes.
Notre ambition est d'être le trait d'union entre tous les possesseurs d'un
CPC équipé d'un drive.
TRANSMAT INFORMATIONS vous fera découvrir les secrets de votre
lecteur de disquette, en vous apportant une aide précieuse, dont vous
seul resterez le maître. Car avant tout, cher lecteur, ce que vous réclamez
ce sont des trucs, des astuces,et des solutions pour réussir vos transferts.
Vous trouverez péle-mêle des solutions, des articles pour encore mieux
utiliser SPIRIT et TRANSMAT, des routines systèmes abondamment
commentées, et un concours.
A NE PAS MANQUER!

Laurent KUTIL

W LIM informatique
Ordinateurs - Logiciels - Périphériques. - Location -

\ Assistance Technique.

Centre Commercial du CATS 37170 CHAMBRAY LES TOURS
Tél : 47.27.29.00

_ ×_____._.í



“Pour l'ensemble des Routines, CLEAR signifie de presser CLR lorsque TRANSMAT
attend le nom du fichier à sauvegarder; DEFAU LT signifie de presser ENTER lorsque
TRANSMAT attend un nom pour sauvegarder; RELOCATE sig,ifie de presser sur Y à
l'apparition du message LOCATION ERROR. RELOCATE (Y/N)
“Si une solution publiée refuse de transférer, ou d'exécuter votre programme il est
possible que vous ayez une version différente de celle qui est décrite."

ç\í:
r›\O\>1\  LE MYSTERE DU KIKEKANKOI.

Face K7 jeu _
DEFAULT premier programme, DEFAULT et RELOCATE le second, effectuer les
modifications suivante au 1er programme :
10 CALL &BB48 : MEMORY 37BF :* LOAD “K2“ : CALL &31 3E

?_û\;1\<\€ si=v vs SPY
- Tapez le programme suivant qui transfera sur la disquette
10 lTAPE_ lN:MODE 0
20 SYMBOL AFTER 256
30 OPENOUT “X“:MEMORY&12FF
40 LOAD “LOADCODE“
50 POKE &6031, &C9
60 CALL &6000
70 SAVE “SPY1 B,&C000,&4000
80 POKE &6031,&21:POKE &6089,&C9
90 CALL&6031
100 SAVE “SPY2“, B,&300,&A3FB
-¿\A_s_i8tenant tapez le programme de chargement et sauvez le comme “SPYVSSPY “
1 DE 0
20 ENV 1,2,1,2,5,2,1,5,-2,2:ENV 2,10,-1,2:ENV 3,3,1,2,3,1,4
30 ENV 4,3,5,1,1,0,10,3 -1,1,10, -1,1:ENV 5,3,5,1,1,0,10,3, -1,1,10, -1,2
40 ENV 6,5, - 1,10,10,-1,7,:ENV 7,3,5,1,15,-1,5:ENV 8,1,4,1,4,-1,1
50 ENV 9,3,5,1,10, -1,15
60 FOR X=0 T0 11:READ A:lNK X,A:NEXT
70 DATA 24,1 ,26,0,13,6,14,1 6,18,24,3,1 5
80 LOAD “SPY1 “
90 SYMBOL AFTER 256

A 100 OPENOUT “X“:MEMORY &2FF:CLOSEOUT
_ 110 LOAD “SPY2“

120 CALL &302
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Tapez et lancez ce programme qui transférera les différents fichiers sur disc :
10 lTAPE:OPENOUT “d“:MEMORY&707:CLOSEOUT
20 LOAD “l“,&4FFB
30 POKE&5014,&C9:POKE &5038,&C9
40 CALL&5006 : IDISC
50 SAVE “skyl“ , b,&C000,&4000 : ITAPE
60 POKE&A442,&3E
70 CALL&A442 : IDISC
80 SAVE “sky2“, b,&708,&490C
90 SAVE “sky3 b,&5014,&5400
100 SAVE “sky 4", b,&C000,&1800
110 SAVE “sky 5", b,&EA60,&400
Tapez et sauvegardez comme SKYFOX le programme suivant:
10 FOR X='&4FFB TO&505C : READ A: POKE X,A: NEXT: CALL &4FFB: CALL&500B
20 DATA &3E,&C3,&32,&30,&00,&21,&00,&80,&22,&31,&00,&C9,&C3,&0A
30 DATA &50,&F7,&21,&32,&50,&7E,&CD,&5A,&BB,&23,&7E,&FE,&FF,&20
40 DATA &F6,&C9,&3E,&01,&06,&00,&48,&CD,&32,&BC,&3E,&02,&06,&00
50 DATA &48,&CD,&32,&BC,&3E,&03,&06,&00,&48,&CD,&32,&BC,&C9,&04
60 DATA &01,&1C,&00,&O0,&00,&1C,&01,&1A,&1A,&1C,&02,&OE,&0E,&1C
70 DATA &03,&06,&06,&1D,&00,&00,&1F,&0B,&0C,&53,&6B,&79,&66,&6F
80 DATA &78,&20,&69,&73,&20,&4C,&6F,&61,&64,&69,&6E,&67,&2E,&FF
90 OPENOUT“d“:MEMORY &707:LOAD“sky1“:LOAD“sky2“:LOAD“sky3“
100 INK 1,0,0:lNK 2,0,0:INK 3,0,0:LOAD“sky4“:LOAD“sky5 “:CALL &5007

Îsi<YFox €__\9\_\§`›9`
L'appel en &BCA1 permet de lire des fichiers de plus de 2K. Le chargement de tels
fichiers n'est possible qu'a partir du lecteur de cassette, et offre l'avantage d'une plus
grande vitesse de lecture; ce temps est habituellement perdu par la lecture des en-tête
et des gaps (période de défilement sans écriture).  
Un fichier sauvegarde en MONOBLOC ne peut-être lu que par l'appel du vecteur
place en &BCA1, et en fournissant aux différents registres les renseignements habi-
tuels pour la lecture. Le registre HL contient l'adresse ou sont écrites les données, le
registre DE contient le nombre d'octets à lire, et Faccumulateur contient le caractère
de synchronisation. Lorsque toutes ces données sont en mémoire, un fichier peut-etre
lu.
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Vous pouvez remarquer a l'aide d'un desassembleur que les différents registres
contiennent bien, les valeurs relatives aux fichiers. Le nombre de fichiers a charger est
de 5. Aprés chaque lecture, les valeurs du fichier suivant sont a nouveau chargées
dans leurs registres respectifs ( HL, DE, et A ).
Les différentes valeurs sont dans l'ordre du chargement.
1. HL =&C000 DE=&4000 A=&64
2. HL =&708 DE=&490C A=&64
3. HL =&5014 DE=&5400 A=&64
4. HL =&C000 DE=&1800 A=&64
5. HL =&EA60 DE=&400 A=&64
La routine de transfert, a l'aide d'un chargeur basic, “poke“ les codes objets en
hexadécimal dans un endroit de la mémoire qui n'est jamais corrompue par le
program me à transférer. Pour revenir sous basic et sauvegarde sur disquette le fichier
en mémoire, on rajoute le code objet C9 ( RET ), qui correspond à l'introduction
RETURN sous basic.
Pour votre prochain transfert, n'hésitez pas a rechercher ces adresses, et construisez
votre routine. Seulement après ce travail comparé votre routine à la notre. Pour
désasembler, vous pouvez, par exemple, utiliser ZEDIS ll.  

`
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NEWS
Un journal qui n'est pas un magazine. Une BOURSE D'lNFORMATlONS
qui n'est pas trop technique. Une BOURSE D'lNFORMATlONS ouverte à
tous, programmateurs chevronnés ou débutants. Une BOURSE D'lNFOR-
MATIONS qui débloque votre ordinateur, pour encore mieux profiter de
nos utilitaires ; une BOURSE D'lNFORMATIONS sérieuse à l'écoute de
vos besoins...
TRANSMAT INFORMATIONS c'est déjà tout ça, plus le service PRIDE
UTILITIES en France. A en juger par le nombre de lettres reçus, nous
sommes convaincus que vous avez trouvé les bourses d'informations de
transferts, une aide indispensable dans vos copies de sauvegarde de
cassette à disquette. Ces bourses vous on certainement fait économiser
des HEURES PRECIEUSES dans la conversation de la plupart de vos
logiciels sur cassettes en logiciels sur disquette. Et ceci pour de multiples
raisons (MANQUE DE DOCUMENTATION PRECISE) inadaptation du
programme sur disquette, ou (ASTUCES TECHNIQUES). Toute l'équipe
de PRIDE UTILITIES et de TRANSMAT INFORMATIONS a le soucis de
pouvoir vous offrir un service encore inégalé sur un ' micro ' familial.
Pourquoi vous, chers lecteurs, seriez vous lésez dans vos copies de
sauvegarde. A l'heure ou la polémique sur les droits de l'auteur bat son
plein, musclez votre UTILITAIRE PREFERE , TRANSMAT, dans la légalité
_ TRANSMAT INFORMATIONS est avant tout votre revue et cette rubrique
dans laquelle ' j'use ma plume ', c'est la votre. Vous étes invités a écrire
des articles sur ce qui vous passionne, tant que cela ne déborde pas du
cadre de NOS LOGICIELS. N'hésitez plus, participé à la rédaction de
TRANSMAT INFORMATIONS.

En attendant de découvrir vos œuvres, SALUT I

Laurent KUTIL
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- Tapez le programme suivant qui transféra automatiquement sur disc
10 lTAPE_lN
20 MEMORY &A500:LOAD“!CAULDRON“
30 SAVE“CAULDRON“, B,&A500,&51
40 FOR X=64 TO 75:READ A:POKE X,A:NEXT:CALL 64
50 SAVE“CAULDRON_ECR“,B,&C000,&4000
60 POKE 65,&00:POKE 66,&18:POKE 68,&DA:POKE 69,&7B:CALL 64
70 SAVE“CAUL1“,B,&1800,&7BDA  
80 POKE POKE 65,&DA:POKE 66,&93:POKE 68,&77:POKE 69,&OA:CALL 64
90 SAVE“CAUL2“,B,&93DA,&OA77
100 POKE 65,&00:POKE 66,&C8:POKE 68,&00:POKE 69,831 :CALL 64
110 SAVE“CAUL3“,B,&C800,&31 00
120 DATA &21,&00,&C0,&11,&00,&40,&3E,&4C,&CD,&A1,&BC,&C9

- Tapez le programme suivant et sauvegardez le comme “CAULDRON_BAS“
10 MEMORY&17FF
20 MODE 1:LOAD“CAULDRON.BlN“:LOAD“CAULDRON_ECR“
30 LOAD“CAUL1“:LOAD“CAUL2“
40 POKE &A2,&0:POKE &A3,&C8:POKE &A4,&2:POKE &A5,&0:POKE A6,&0:POKE
&A7,&18:POKE &A8,&6:POKE &A9,&0:POKE &AA,&0
50 CALL &A505

«Wi
913° FIRE-ANT

CLEAR le premier, DEFAULT les trois autres et RELOCATE Tapez maintenant,
10 OPENOUT “BIDON”
20 MEMORY 510
30 LOAD “FCODE1“ : LOAD “FCODE2“ : LOAD “FCODE3“
40 MODE 0
50 CALL &821A : CALL &86C4
Sauvegardez comme “FlREANT“



c
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OBSIDIAN

- Positionnez la cassette après le 1er bloc et tapez le programme suivant
10 lTAPE_lN
20 FOR. X=&500 TO &500+85:READ A:POKE X,A : NEXT : CALL &500
30 DATA &21,&00,&C0,&11,&00,&40,&3E,&76,&CD,&A1,&BC,  

&21,&00,&10,&11,&60,&95,&3E,&98,&CD,&A1,&BC,
&06,&07,&21,&48,&05,&CD,&8C,&BC,&21,&00,&C0,
&11,&00,&40,&01,&00,&00,&3E,&02,&CD,&98,&BC,
&CD,&8F,&BC,&06,&07,&21,&4F,&05,&CD,&8C,&BC,
&21,&00,&10,&11,&60,&95,&01,&00,&11,&3E,&02,
&CD,&98,&BC,&CD,&8F,&BC,&4F,&42,&53,&49,&44,
&49,&31,&4F,&42,&53,&49,&44,&49,&32

- Tapez le programme suivant qui lancera le jeu
10 MODE 1 :BORDER 0
20 INK 0,2:lNK 1,6: 2,26
30 OPENOUT “)(“:MEMORY &999:CLOUSEOUT
40 LOAD“OBSlDl1“:RUN“OBSlDl2“

oBsiDiAN ?\,\ï`-gti*
ei\°“

Lors de cette explication, nous ne reviendrons pas sur l'explication de l'adresse
&BCA1 et de son utilisation.
Bien qu'il n'y est pas de difficulté quant au transfert de ce programme, vous pouvez
remarquer que la sauvegarde sur disquette ne fait jamais appel à la fonction basic
SAVE. 5

10



Le format de lecture du fichier sur cassette se fait au travers de l'appel en &BCA1 _ Vous
pourriez ainsi penser qu'il suffit de construire une routine semblable a celle de
SKYFOX et de transmettre les valeurs aux différents registres, pour mener a bien le
transfert sur une disquette. Dans certains cas, il est impossible de se référer a une telle
méthode. La raison est qu'une fois le programme en mémoire,il ne reste plus assez de
place pour utiliser les commandes basic. Il arrive aussi que le fichier écrase une partie
des vecteurs nécessaires aux instructions basic.
La commande SAVE étant devenu inopérante, le programmeur se doit de la stimuler,
afin de réaliser son implantation dans des cases de la mémoire inoccupées par le
programme à transférer. L'utilisation des vecteurs implantés en RAM,se révèle d'une
grande facilité.

Ecriture d'un fichier standart :
code objet LD B, 1g -- fg 1 longueur du nom du fichier à écrire
21 ad LD HL,ad -- ad : adresse du nom du fichier
11 bf LD DE,bf -- bf : adresse du buffer de 2K
cd8cbc CALL &BC8C-- : ouverture du fichier en sortie
21al LD HL,al -- al : adresse du début des données
11ln LD DE,1 n -- tn :nombre d'octets à écrire
01exc LD BC, exc--exc : adresse d'execution
3Etf LD A, tf -- tf : type de fichier à écrire  
cd98bc CALL &BC98-- écriture du fichier (1 er et AV dern bloc)
cd8fbc CALL &BC8F-- écriture du dernier bloc et fermeture du fichier

Pour cette routine de transfert, essayez de repérer les différentes adresses et leur
construction. Pour les types de fichiers reportez vous au numéro 2 de TRANSMAT
INFORMATIONS, dans la rubrique SPIRIT.
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CHOPPER SQUAD

- Utilisez TRANS 1 AUTO. Eteignez votre ordinateur puis tapez en mode direct --LOAD
"CHOPPERS". Puis: ITAPE et éteignez le drive.

- Tapez 135 SAVE“SQUAD1“,B,1000,5000:SAVE“SQUAD2“, B,10000,16384:SAVE
“SQUAD3“,B,29816,14336

- Sauvegardez le program me sur une cassette vierge. Et utilisez TRANSMAT pour le
A transférer.

- DEFAULT les 3 programmes et reloger le 3eme

- Tapez le programme de chargement suivant :
10 OPENOUT“X":MEMORY 999:CLOSEOUT
20 LOAD"SQUAD1":LOAD"SQUAD2"LOAD"SQUAD3"
30 CALL &6E6E:CALL 1000

QE
a<>“1\BATTLE BEYOND THE STARS

- Positionnez la bande après le 1er bloc basic et tapez
10 ITAPE_lN
20 FOR X=&A000 TO &A000+39:READ A:POKE X,A:NEXT:CALL AA000
30 DATA &21,&00,&A0,&1 1,&00,&5A,&3E,&4A,&CD,&A1,&BC,&O6,

&05,&21,&24,&A0,&CD,&8C,&BC,&21,&00,&40,&11,&00,
&5A,&01,&80,&4F,&3E,&02,&CD,&98,&BC,&CD,&8F,&BC,
&53,&41,&52,&53_

- Lancez le programme par RUN "STARS"

12





01“É90) LA GEsTE D'ARTiLLAc
- Insérer la cassette LIMINAIRE dans le lecteur puis tapez le programme suivant:
10 OPENOUT "X" : MEMORY 84FF:CLOSEOUT
20 lTAPE_lN : LOAD , 81170
30 FOR X=8500 TO8670 : POKE X, PEEK (X+81000) : NEXT
40 AIPEEK (8562) : POKE 8562,8C9 : POKE 85C5,8C9 : POKE 85F4,8C9
50 CALL 8548 : SAVE "GEST1",8B,C000,4000
60 POKE 8562,A : CALL 8562 : SAVE "GEST2" , B,8C000,84000 : SAVE "GEST3

B,81200,81208 : SAVE "GEST4" ,B,86000,8200: SAVE "GEST5", B,85000,81 B1
70 CALL 85DE 2 SAVE “GEST6“, B,&1200,&3000 I SAVE “GEST7 B, 3CEE, 698E

- Le programme sera automatiquement transféré sur disc.

- Maintenant insérez la cassette CHANTS face 1 et tapez le programme suivant.
Prévoyez 1 face de disc pour 1 face de cassette.  
10 .OPENOUT "X" : MEMORY 81 1 FF : CLOSEOUT
20 lTAPE_lN
30 FOR X=64 TO 75:READ A:POKE X,A:CALL 64
40 DATA 821,8EE,83C,811,88E,869,83E,800,8CD,8A1,8BC,8C9
50 Fon i=0 To 5:A$= "C" + ci-les (64+i) :CALL 64
60 SAVE A$, B,83CEE,8698E : NEXT '
70 INPUT "RETOURNEZ LA CASSETTE S_V.P._. “ : AS
80 FOR II7 TO 12 : A$= "C" +CHR$ (64-I-1) : CALL 64
90 SAVE A$, B,83CEE,8698E : NEXT
- Tapez maintenant le programme de chargement suivant et sauvegardez le comme
"LAGESTE"

10 oi=>Ei×ioUT **x“ : iviEi\/ionv a4FF:cLousEouT
20 ivioDE1 ;eoi=iDEi=i 0:iNi< 0,0:ii\ii<1,11:ii\ii< 2,0:ii\ii< s,2e;LoAD “GEsT1**
30 cLs:ii\ii< 1,e;ii\ii< 2,25;ii×ii< s,2s;LoAD “GEsT2**
40 LoAD “0.EsTs“ 1 LOAD “GEsT4“ ; LOAD “GEsT5“
50 cALL &e10E:cALL a1Ae0:cALL sei 59
60 ? crins (7),
70 Fon x=1 To 9:i=>oi<E &0eD+x,i=>EEi< (&21e7+x):NExT
80 LoAD “GEsT6“
90 Fon x=1 To 9:PoKE &3c16+x,PEEi< (&6eD+x);NExT
100 LoAD **GEsT7“
110 Fon x: 8.3110 To as1s2:nEAD A:i=>oi<E x, A;i\iExT:cALL 8.1200
120 DATAasA,a45,&1E,&c6,a40,&s2,&45,a1F,a11,&EE,&sc,
&21.&44,&1F,&0e,&cD,&77,aec,a77,&Ee,&cD,ass,
&ec,acD,&7A,&Bc,&cs,a50,&s1
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Etudions a présent la routine de transfert de la GESTE D'ART|LLAC, qui se présente
sous une forme peut habituelle.
Dés le début de la routine numéro 1, vous remarquez que l'on déplace un morceau de
la mémoire, aprés le chargement de fichier (lignes 20 et 30). Le fichier qui est chargé en
ligne 20 se place normalement a l'adresse 8170, or a cette adresse commence le
stockage des programmes basic. Une solution s'impose donc, déplacer le fichier
chargé si l'on ne veut pas écraser notre routine basic.
Le code objet 8C9 (RET), correspond a un retour sous basic, après l'appel d'une
routine en langage machine. La ligne 40 permet donc de modifier certains octets et d”y
placer des retours sous basic, ce qui équivauta un retour a notre routine. Comme nous
le verronsplus tard, la valeur de l'adresse 8562 est sauvegardé dans la variable A.
CALL 8548 fait appel au programme chargé à cette adresse figure une routine de
chargement, qui se termine en 8562. C'est pourquoi nous en avons sauvegardé le
contenu, pour le replacer avant l'appel d'une seconde routine de chargement. Ce qui
est fait a la ligne 60, et une fois la valeur initiale de l'adresse replacée, CALL 8562 lance
la deuxième routine de lecture. Le programme se déroule normalement jusqu'à ce
qu'il rencontre à nouveau un retour que nous avons placé à une adresse stratégique.
Le processus se répète tant qu'il y a des routines de lecture de fichiers.
Nous n'expliquerons pas la routine de transfert numéro 2, car nous espérons que vous
avez compris le système de l'appel en 8BCA1_ Si toutefois vous désirez avoir des
informations complémentaires et plus détaillées, écrivez-nous. Les réponses seront
publiées soit dans cette rubrique EXPLICATION, soit dans lr courrier des lecteurs.
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TRANS
AUtilisateurs de TRANSMAT, vous n'etes pas sans savoir que certains programmes en

langage machine posent le délicat problème de la relocation_
Derrière ce mot magique qu'est la "RELOCATION" se cache une technique de
programmation qui rend un programme indépendant de ses propres adressages et
indépendant de l'adressage absolu. (Pour des questions de vocabulaire reportez vous
à .la .rubrique NEWS, qui vous expliquera le fonctionnement de TRANSMAT
lNFORMATlONS.)_
Lorsque le drive est connecté, la valeur de HIMEM est diminué de 1284 octets. Sa
valeur initiale étant de 43903, elle se trouve abaissée à 42619 sous basic. Donc
lorsque vous voulez charger un programme qui doit se loger dans la partie haute de la
mémoire, un chargement a partir du disc se corrompra et bloquera l'ordinateur_ La
majorité des programmes installés à une adresse inférieure à A700, ne devrait pas
poser de problèmes _ L'utilisation de TRANSMAT se révèle nécessaire lorsque des
programmes risquent d'écraser la zone d'exploitation du disc, et le message
LOCATION ERROR. RELOCATE (Y/ N) apparaît. A partir de cet instant que se passe-t-
il pour reloger le programme à transférer.
Si TRANSMAT juge qu'il faut reloger le fichier à transférer, il vous demandera, par son
habituel message, si vous désirez ajouter un remplacement au programme. En
appuyant sur N, vous transférerez le programme selon l'originaI. En appuyant sur Y,
vous déplacerez le programme au point le plus élevé dela mémoire, en y ajoutant un
programme de replacement de 14 octets au début. Vous pourrez ainsi observez que la
longueur du programme reloge (LEN) est supérieur de 14 octets à la longueur de
l'original. Quant à son point d'entrée (EXC), il sera normalement le méme que sa
localisation en mémoire ( LOC ), et désignera l'endroit ou vous exécuterez le
programme pour la prochaine fois. Si le programme initial avait un point d'entrée, un
simple lancement par RUN “nom du fichier", suffira a le mettre en mémoire et à le
lancer. S'il n'avait pas de point d'entrée, l'utilisation de CALL replacera le programme à
sa place initiale, et retournera sous basic.
Par exemple, pour FRUITY FRANK, vous devez relogez le second programme et
modifiez la ligne 180 du chargeur basic, comme suit:
180 LOAD“FRUlTYF_BlN":CALL 81 B6F:CALL 88200
A quoi cela correspond-t-il ?
Le premier CALL (CALL 81 B6F) correspond au point d'entrée donné par le programme
de replacement. Cet appel permet de replacer le programme dans sa zone initiale, le
rendant ainsi exécutable à partir du basic. Le second CALLfait appel au lancement du
programme, puisque après avoir appelé le programme de replacemment on retourne
sous basic. CALL 88200, correspont à l'adresse qui permet de lancer le jeu. Liste le
chargeur basic avant d'y effectuer les modifications, et vous verrez y figurer le CALL
&8200



 

Fonctions Possietes _. 0UE

PEN RESOLUTION
MODE II, 1, 2
SINGLE MENU
DRAG AREA
COPY AREA
FLIP AREA
REVERSE AREA
ZOOM EOITICREATE
OEFINE IKONISPRITE
9 DIMENSIONS DE PINCEAU
9 SPRAY NOZZLES - PAINT TEXTURE
LIGNE ELASTIOUE
PINNED ELASTIC
RAYONS DE POINT FIXE
FANS
PENCIL
RULER
ERASER
DESSIN EN MIROIR HORIZ
DESSIN EN MIROIR VERT
4 PEN DRAW
BOITES PLEINES
CERCLES PLEINS
ELLIPSES PLEINES
CIIBE ELASTIOUE
TRIANGLE ELASTIOUE
PYRAMIDE ELASTIOUE
PENTAGON ELASTIOUE
LOSANGE ELASTIOUE
OCTOGONE ELASTIOUE
HEXAGONE ELASTIOUE

QPTI
 I LE STYLCÈNCTIONS

viiriiiirioivs or riaxrunr _ F
orriiviz roiruiirirsruoo coiouii I L
rrxruiiiz nu _ M
FLECK PRINT FILE
SYMBOUSHAPE FILE '
CHANGE INKIPAPER
PAPERIINK INFORM
AFFICHAGE X, Y
FOND DE REFERENCE
REMPLISSAGE COULEUR
UNFILL SOLID
l_AVAGE COULEUR 1
SCREEN COMPRESS I
DISC DIRECTORY
SAVEILOAO SCREENS I
COLOUR MASK 2[I]+COMBINATlONS
OELEIE LAST FUNCTION
SCREEN SWITCHINGIMERGING
CALIBFIATE FUNCTION
LEFITRIGHT HANDED OPTION
SAMPLE SCREENS
VIOAGE ECRAN RESIDENT
SCROLLING WINOOW
DARK COLOUR SWITCH
PSEUDO COLOURITONE PALETTE
COLOUR EDITING
BBWICOLOUR COMPATIBLE

uw”E U
s/\NS LEUREIL UnEI-EM sDOUTO OPTIQUE,

%«›°'*f  '-E
PLUS ANT _

efiflffwí N
i=›Lus DE 20 Aurries Foiicrioiisiariconei ' Ê U

' PRECIS' PRES .IDISPONIBLE POUR
464 sun cAssETTE _______________________ _ _ 340 F
464 EN DisouETTE (INTERFACE coivii=›i=iis) ._ 41 5 F
664 EN DisouETTE _______________________ _ _ 41 5 F
EGALEMENT DisPoNieLE ;
LoGiciEL GRAPHIQUES A HAUTE i=iEsoLuTioN Poun
DEs Ar›i=›LicATioNs PLUS sEi=iiEusEs (coiviPnEND
ivioDE 1 a 2) EN cAssETrE ou DisouETTE _ _ 1 so F
Aivis- 10' BON DE COMMANDE'I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I

|........_.....__.__....._ I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I

ADRESSE _ LE _________ ___ _______ _ ___. .EEE ___ _ __ ___ ____:__ _.

COMMENT COMMANDER :Cocher le(s) articiets) ou faites-en un liste sur une feuille a part - Faites le total + frais de port [20 F pour achats intérieurs a 500 F) Franco pour achats supe-
rieurs à 500 F
Oui, je commande le stylo optique pour mon CPC _ . _ _ _ . __ au prix unitaire de _ _ . _ _ _ __ F SIGNATURE

NOM __ E

Mode de paiement : ÈI chèque/U mandat/Ucontre-remboursement (prévoir 20 F de frais) -- envoyer le tout à : ESAT SOFTWARE, 55, rue du
Tondu, 33000 Bordeaux.
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- CLEAR le 1er programme
- DEFAULT les 2 suivants et reloger le 3ème
- Tapez le programme de chargement suivant

10 DATA 0, 13, 26, 14, 24, 9, 18, 10, 20, 1, 2, 11, 15, 8, 3, 6
20 MODE 0 2 BORDER 0
30 FOR X=0 TO 15: READ A: INK X,A : NEXT
40`LOAD “STRONG”
50 FOR X: 88025 TO 8802D : POKE X,0 : NEXT I CALL 88000
60 OPENOUT "X" I MEMORY 1000 2 CLOSEOUT
70 LOAD “CAPES1 “ 2 LOAD “CAPES2"
80 CALL 83F4E : CALL 1100

ç\€
Q,ç)\3"\ HoLD-UP

- Posisionnez la cassette aprés la page de présentation puis tapez le programme
suivant:

10 ITAPE_lN
20 FOR X: 840 TO 840+11 : READ A : POKE X,A NEXT I CALL 840
30 SAVE “HOLD-UP", B, 8550, 8A063
40 DATA 821, 850, 805, 811, 863, 8A0, 83E, 8B5, 8CD, 8A1, 8BC, 8C9

- Tapez et sauvez comme ”HOLD-UP_BAS" le programme suivant

10 OPENOUT"X”:MEMORY 8500:CLOSEOUT
20 LOAD"HOLD-UP.BlN"
30 CALL 855E

18



«WP
09° RED iviooN

CLEAR le 1er programme et renommez le reste MOON1 à MOON3_ Ne reloger aucun
code. Tapez et sauvegardez comme MOON_BAS, le programme suivant.
10 FOR X=83AB TO 83FE:ROAD A:POKE X,A : NEXT
20 CALL83AB: lTAPE:CALL83F1
30 DATA 8C3,8BD,803,84D,84F,84F,84E,832,84D,84F,84F,84E,833,84D,84F
40 DATA 84F,84E,831,806,805,821,8AE,803,8C0,877,8BC,821,800,816,8CD
50 DATA 883,8BC,8CD,87A,8BC,806,805,821,8B3,803,8CD,877,8BC,821,800
60 DATA 867,80D,883,8BC,8CD,87A,8BC,806,805,821,8BB,80G,8CD,877,8BC
70 DATA 821,800,804,8CD,883,8BC,8CD,87A,8BC,8C9,821,800,804,811,800
80 DATA 89A,801,800,812,8ED,8B0,8C3,800,8BD

ç\€
Q\g\>`\ Rocco

Utilisez TRANS1 .CLEAR le 1 er program me. RESET l'ordinateur puis entrez et lancez le
programme suivant pour transférer sur disc.
10 FOR X=8BE80 TO 8BEB3:READ A:POKE X,A:NEXT:CALL 8BE80

20 DATA 821,8FF,806,811,840,800,80E,807,8CD,8CE,8BC,821,8C0
30 DATA 807,811,8F8,8A7,83E,810,8CD,8A1,8BC,821,8B2,8BE,806
40 DATA 802,8CD,88C,8BC,821,8C0,807,811,8FB,8A7,801,800,896
50 DATA 83E,802,8CD,89B,8BC,8CD,88F,8BC,8C3,800,896,852,831

Maintenant tapez et sauvegardez comme ROCCO_BAS, le programme suivant :
10 MODE 1:lNK 0,0:lNK1,26:lNK 2,24:lNK 3,6:BORDER 0
20 LOAD "screen"
30 FOR X=8BE80 TO 8BE9C:READ A:POKE X,A:NEXT:CALL 8BE80
40 DATA 821,8FF,806,811,840,800,80E,807,8CD,8CE,8BC,821,89B, BE,806
50 DATA 802,8CD,877,8BC,8EB,8CD,883,8BC,8E5,8C3,87A,8BC,852,831



LE PROG|c|E|. UTILITAIRE SUR DISQUE
QUE VOUS ÀTTENDEZ

oDD.ioB  @it
Un utilitaire complet sur disque contenant tous les programmes que vous
attendiez, le tout groupé sur un seul disque qui vous épatera. 39 k
d'espace-disque utilisés.
Voyez plutôt les possibilités :
° Un éditeur complet, qui vous permet d'examiner le menu du disque, et
d'en modifier aisément le contenu. fg .4 4
¢ De récupérer les programmes effacés.
° De cacher des programmes du menu. P *Fi 5
° Un éditeur de secteur complet pour examiner et/ou modifier le contenu
des fichiers en HEX ou en ASCII.
0 Faire un plan de votre disque et localiser les fichiers sur le disque.
0 Empêcher l'effacement involontaire des programmes. '
0 Un duplicateur de disque inteliigent qui peut copier les secteurs
endommagés/non standard sur un drive simple ou double. *
0 Formatter deux fois plus vite sur Fun ou I'autre drive.
0 Tansférer les programmes/fichiers dont vous vous servez le moins sur
cassette pour récupérer votre espace disque qui vous coûte plus cher.
0 Augmenter la vitesse de votre drive jusqu'a 20 %_
* Charger et iister les programmes en BASIC.
0 Toutes les instructions sont fournies sur disque sur un menu d'aide_
0 Utilisation simple, avec sélection par une seule touche.
P Utilise pleinement le drive.
¢ Compatible avec tous les ordinateurs AMSTRAD CPC.

_*--* pao if 165 F
ZEDIS IcAssETrE DISQUETTE-
Un desassembleur et programme d'édition de code à la fois global et convi-
vial. lndispensable pour le néophyte tout comme pour l'expert.
* Démontage complet Z80 0 Insertion de point d'interruption et contrôle de
registre tr Entrée sous forme hexadécimale/caractères * Recherche rapide
forme hexadécimale/caractères 0 Instructions complètes pour le démon-
tage des ROM's * Visualisation continue des menus ° Pré-chargement du
registre avant l'exécution 0 Sortie vers I'imprimante.

Pninireit PAC 1 CA5SETri¿_Dis_0u_ErrE_
_ -_ V25; lair 1.
Une extension deisystème résidante qui ajoute SIX nouvelles commandes
à votre CPC 464/664. Un ensemble a deux programmes conçu pour l'impri-
mante AMSTRAD DMP1 IAMDUMPI et pour les imprimantes compatibles
ESPSON lEPDUMPI_
* VIDAGE ECRAN dans tous les modes. Deux formats avec EPDUMP *
Vidage texte dans tous les modes * Trois nouveaux types de caractères
pour le DMP1 0 Préciser les encres de fond lla version 664 n'est pas dispo-
nible sur cassette).

POUR VOTRE164-fioelsizs
\150 F 185 F

TRANSMAT \CASSE-_-I-E_ D|3QUETTE
Permet le transfert facile sur disques de tous logiciels sur bande auto-
transférable_
0 Modes de fonctionnement automatiques ou non-automatiques 0 Lecteur
global d'en-téte de disque 0 Adjonction éventuelle de réadressage * Pro-
grammes faciles d'effacement ou de changement de nom.
BOURSE D'lNFORMATIONS TRANSMAT 80 F
Informations complémentaires pour passer des programmes difficiles.
Mise a jour régulière des 4 premières éditions.

ššîãíi iï\'i"o'ï.ïriEAuI_"ií
SPIRIT est un outil pour transférer tes vrais programmes sans en-téte de
cassette sur disque. Il est conçu pour être utilisé avec TRANSMAT, le pro-
gramme de transfert cassette a disque. Pour utiliser SPIRIT, il faut avoir
une certaine connaissance du code machine Z80 et un utilitaire desassem-
bleur. il est également utile d'avoir un exemplaire de la spécification Firm-
ware pour s'y référer éventuellement. _L______ . ee- ~ P__ __ r13oi= 165
T°'“°^T IcAssErTE D_is0uET_rE
Le nec plus ultra dela duplication de sauvegardeibande à bande, gràce à ce
programme simple, qui se charge pratiquement de tout. Les performances
et la facilité de fonctionnement du TOIVICAT restent inégalées sur le mar-
ché. _ __ _ __ __* -

sci=iiProR CA_¿S_ET_T_E _ D|5gUEr_*r_E
Un élément essentiel pour les propriétaires d'imprimante DMP-1. Six poli-
ces de caractères définissables Laissez faire votre DMP-1 sans extension.
° Caractère à jambage inférieur 0 Futuriste 0 ltaliques ° Compatible avec
AMSWORD U Ecriture liée 0 Caractères gros et gras * Programme de défi-
nition de caractères ' Une finition professionnelle pour votre correspon-
dance.

i<_D.s_ s Bir iiv1'ERFAcE “IÎ_.3Î9FT
Poun iiviPi=iiiviAiv'rE
Permet huit BIT imprimante de fonctionner sur le sept BIT AMSTRAD.
Envoie tous 256 codes à Fimprimante via la commande E8. -
Se branche entre I'ordinateur et l'imprimante sans aucune modification.
Un listing en BASIC est fourni qui peut être compris avec vos programmes
ou RUN avant de charge des programmes disponibles dans le commerce.
CETTE INTERFACE EST NECESSAIRE POUR LES PROPRIETAIRES
D'UN AMSTRAD AVEC HUIT BIT IMPRIMANTE.

Bis/vrôT "TRA/vs/i/:A T" MA GAZ/NE
sortie avril, pour vous aider à mieux utiliser votre
transmat, écrivez-nous pour détails.

OUE I/Ol/S DEM/IIIIDIEZ TOUS... .7
Le service PRIDE UTILITIES “DISK SERVICE”
enfin disponible en France transfert vos logiciels sur
disquette pour le prix incroyable de 75 F (disquette
comprise). Envoyez vos cassettes. _. nous vous ren-
verrons une disquette avec le programme transféré
lvotre cassette sera détruite).

ELECTRIC STUDIO STYLO OPTIQUE
Qualité professionnelle,

précision à un pixel !
Prix promotionnels

464 cassette . . . . . _ _ _ _ _ . _ _ _ _ _ . . _ . . . _ _ _ _ _ . _ . . . . . _ _ _ _ . _ _ . _ . _ _ 295 F
464/664 disquette _ . _ _ . . _ . . _ . . . . _ . _ _ . _ _ _ . _ . _ . _ _ . _ _ . _ . _ . . . _ _ 375 F
6128 disquette . _ . _ . _ _ _ . _ _ _ . _ _ . . . . . . _ . _ . . . . . _ _ _ _ . _ _ . _ _ . . . _ _ 375 F

Vf/95`/0/V 5255 5/5/I/707 U/SP0/I//515 __ __ __ __ _
,Airis-9 FFF F T FT

eoiv DE coiviiviAivDE * =
_C0_MMENT COMMANDER : Cocher lelsl articlelsl ou faites-en une liste sur une feuille à Döfï Faites le tom' + "als de D0" I20 F Dour _ * _

~ achats inférieurs à % Fi Franco pour achats supérieurs à 500 F. TRANSMAT _ 1 ` _
'77 T' I

roMcAr _ y y
col
tt!

NDM __ ___ __ _ _- __ _ SPIRIT _ _
ADRESSE _ *

20

Mode de paiement : IÎI chèque l 1 mandat i L contre-remboursement (prévoir 20 F de frais) ~ 1 *I
* envoyer le tout à : ESAT SOFTWARE, 55, rue du Tondu, 33000 Bordeaux. ODD J__0_E___ .

KDS 8 BITS C1 1



SPÎRÎL
Bien qu'étant un outil quasi indispensable pour réaliser ses transferts sur disquette,
TRANSMAT ne permet pas pour autant de transferer des fichiers sauvegardes dans
un format différent du standart AMSTRAD.
A l'origine le format AMSTRADest conçu pour la lecture et I'écriture de fichiers
comprenant des blocs de 2K ( 2048 octets). Le système d'exploitation fait donc appel a
des routines adressables par les vecteurs placés en RAM.
- Pour la lecture :

&BC77
&BC83
&BC7A

- Pour I'écriture:
&BC8C
&BC98
&BC8F

Pourtant les concepteurs dela machine ont envisagés la possibilité de lire et d'écrire
sous un autre format. Que l'on pourrait qualifier de format MONOBLOC, et ceci au
travers de l'appel a &BCA1 pour la lecture, et &BC9E pour l'écriture.

Nous reviendrons plus en détail sur le fonctionnement de SPIRIT, pour le moment
nous allons nous attarder sur LOADER1 et LOADER 2, ce qui a mon sens pose le plus
de problème.

Alors que les adresses de gestion du format courant s'applique au lecteur de cassette
comme drive, &BCA1 n*est valable que sur cassette. D'où le problème lorsqu'on veut
lire un fichier sur disc appelé par &BCA1. LOADER1 intercepte l'appel a &BCA1 et
charge ensuite un programme préalablement désigné a partir du disque. Essayez,
après une initialisation de votre ordinateur de taper en mode direct CALL &BCA1 ;vous
entendez nettement le moteur de votre lecteur de cassette se mettre en route. A
présent charger en mémoire LOADER1, et toujours en mode direct tapez ASE I “nom
du programme" : CALL &BE80, @ A$, puis après le retour du message Ready tapez
CALL &BCA1; vous entendez maintenant ronronner Ie drive.

En attendant le mois prochain, essayez de trouver des applications à LOADER1 _ Le
prochain numéro approfondira votre connaissance en SPIRIT et ses dérivés.



S STEME CPC
Que se soit la programmation du lecteur de cassette, ou la programmation du drive, il
arrive que certaines tâches ne peuvent être accomplie sous BASIC.
A cet effet, le programmeur utilise des vecteurs placés en RAM. C'est à dire, au lieu
d'appeler directement une routine du système d'exploitation voulue, cette routine est
appelée à travers une adresse dela RAM à laquelle figure un saut à la routine système
correspondante. S

Le rôle primordial, outre le fait de pouvoir accomplir des tâches inaccessibles sous
BASIC, des routines systèmes est de mofifier les vecteurs appelés. ll n'est pas possible
de modifier les vecteurs de la RAM, mais comme certains de ces vecteurs possèdent
un appel en RAM, ils peuvent être sans problème ' détournés ' sur les routines propres
de l'utilisateur. A cet égard, il est possible de modifier toutes les fonctions appelées au
travers de ces vecteurs.

Par ailleurs, l'utilisation de ces vecteurs implantés en RAM, va permettre la comptabi-
lité entre les différents modèles de CPC (464.664.6128) _ Le problème de cette compta-
bilité et de ses limites sera abordé dans les numéros futurs.

Comme nous l'avons déjà souligné la programmation du drive, ainsi que celle du
gestionnaire cassette, fait appel à ces différents vecteurs. Par exemple pour le 464, les
vecteurs du lecteur de cassettes ( catalogue. lecture. moteur), sont détournés au profit
de I'utilisation du drive, et ceci dès la mise sous tension. L'instruction ITAPE permet de
rétablir l'état initial de ces vecteurs. Les autres modèles de CPC font appel à la même
procédure de détournement.

L'ensemble de ces vecteurs, au total 22, n'est pas "détourné" sur le drive ; seulement
13 le sont. Au travers de ces pages et des futurs numéros, il sera étudié en détail
l'ensemble de ces 22 vecteurs. Un listing assembleur, ainsi qu'un listing BASIC
accompagnera à la description de chacun de ces vecteurs.
Dans ce premier numéro, nous allons énumérer quelques uns des drivers vecteurs,
qui feront l'objet d'une explication. Les noms donnés aux différents vecteurs sont
empruntés au FIRMWARE MANUAL, et seront accompagnés d'une traduction fran-
çaise de leur équivalence.



SVSTEITIE BPE

Les vecteurs d'exploitation du gestionnaire cassette et du disc.

&BC77 CAS IN OPEN Ouvre un fichier en lecture
&BC7A CAS IN CLOSE Ferme un fichier ouvert en lecture
&BC70 CAS IN ABANDON Abandonné la lecture et fermer le fichier
&BC80 CAS IN CHAR Lecture d'un octet
&BC83 CAS IN DIRECT Lecture et écriture en mémoire d'un fichier
&BC86 CAS RETURN Le dernier octet lu est réecrit
&BC89 CAS TEST EOF Test la fin d'un fichier
&BC8C CAS OUT OPEN Ouvre un fichier en écriture
&BC8F CAS OUT CLOSE Ferme un fichier en écriture
&BC92 CAS OUT ABANDON Abandonne l'écriture et ferme un fichier
&BC95 CAS OUT CHAR Ecrit un caractère
&BC98 CAS OUT DIRECT Ecrit la mémoire vers un fichier en sortie
&BC9B CATALOG  

› Q

`

\



TRANS-LECTEURS

- Qu*yea-.t-il aux adresses commençant à partir de &BE80. Vous utilisez ces adresses
notamment pour 3D GRAND PRIX et BRIDGE MASTER en mettant le loader à cette
place. N'y avait-il rien d'important ?
- Comment utiliser I'adresse &BCCE, ce que vous faites pour chargerJET SET WILLY
qui fait 45K ?

M. Dominique LEMAIRE
B.P. 105

, 92803 PUTEAUX CEDEX

Dans les différents exemples que vous cites, la routine de transfert “poke“ du code
machine en RAM. Toutefois ce code implante ne doit pas entrer en conflit avec la zone
mémoire du programme a transférer. C'est pourquoi nous utilisons des adresses
hautes de la RAM, ce qu'il convient de faire avec réserves pour ne pas planter
l'ordinateur. La RAM est ainsi organisée :

&0O00-&0170 utilisé par le système
&0171-&AB7F stokage des programmes basic
&AB80-&BFFF utilisé par le système
&CO00-AFFFF mémoire écran

En ce qui concerne, le système d'exploitation du disque sous CP/M 2.2, commence à
I'adresse &BE80, les vecteurs d'extensions du BIOS (Basic Input/Output System).
Jusqu'à I'adresse &BECO.
Pour répondre à votre seconde question, I'adresse &BCCE permet d'initialiser une
ROM de second plan. Le registre C contient I'adresse de la ROM a initialiser, compris
entre 1 et 7. DE contient I'adresse du premier octet utilisable et HL 1 I'adresse du
dernier octet utilisable. En basic l'instruction MEMORY permet de réserver un certain
nombre d'octets, I'adresse &BCCE permet cette réalisation à partir du système d'ex-
ploitation. Par exemple, pour réserver 256 octets à partir du sommet de la mémoire
&AB7F, le programme soustraira 256 de HL, donnant un nouveau sommet de &AA7F.
l'espace réservé sera compris entre &AA80 et &AB7F inclu.



sE?=lit?I:cE
Vous n'arrivez pas à transférer votre programme préféré sur disquette I
Pensez vite DISC SERVICE, et recevez votre programme transféré (sans en-tête,
speedlock, et autres._...)
Envoyez votre cassette avec ses instructions et 75 francs par programme (+ 1 5 francs
de port) _ Votre cassette sera détruite pour des raisons légales. Votre programme
transféré vous sera retourné sur disquette, avec ses instructions.
NE PASSEZ PLUS DE NUITS BLANCHES A TRANSFERER, PENSEZ DISC SERVICE.

CONTACT RÊDACTION
Sans précédent I Deux lignes téléphoniques sont à votre disposition. L'une vous
mettant en contact avec le siège social, l'autre reliée directement à la rédaction.
Respectez seulement les horaires et les jours qui vous sont indiqués:

LUNDI de 9H à 12H
MARDI de 9H à 12H
JEUDI de 14H à16H3O

Tout appel en dehors des horaires sera refoulé. Ne téléphonnez pas inutilement.

Q LEs NUMEROS; 56.96.3523 ou 47.26.-46.57

BOURSES D'INFORMATlONS

Les 5 premières éditions des bourses d'informations de TRANSMAT, contenant les
solutions pour transférer plus de 90 programmes, sont encore disponibles à E.S_A_T
SOFTWARE, pour la somme de 20 francs chacune.

DANS LA DISPONIBILITE DES STOCKS...



ECRIVEZ VOS ROUTINES...
...NOUS VOUS PUBLIONS !

Participez à la vie de TRANSMAT INFORMATIONS, en nous envoyant les routines
dont vous êtes fiers. Vous avez découvert des trucs, ou des astuces pour améliorer les
capacités de nos utilitaires.

Rejoignez dès à présent le cercle de TRANSMAT INFORMATIONS, et devenez I'élite
de demain sur AMSTRAD. Et surtout n'oubIiez pas notre concours...

CONCOURS
GAGNEZ UN ABONNEMENT GRATUIT A TRANSMAT INFORMATIONS

Nous organisons un concours permanent tous les trimestres, qui peut vous faire
gagner un abonnement gratuit à TRANSMAT INFORMATIONS.
Le jury sera composé des lecteurs et de la rédaction. Le rôle de cette dernière sera de
sélectionner les meilleures routines envoyées, les lecteurs voteront pour celle qui leur
aura semblé être la solution à leur problème _

POUR PARTICIPER

Envoyez vos routines ainsi qu'une explication détaillée du fonctionnement de celle-ci,
en n'oubliant pas de mentionner CONCOURS TRANSMAT. Toutes routines envoyées
sur un support magnétique (K7 ou DISC), seront réexpédiées sur simple demande
écrite. .

Si votre routine n'est pas tout à fait au point, un de nos spécialiste vous dira comment
l'améliorer pour nous la proposer à nouveau.

BONNE CHANCE ET A VOS CLAVIERS !



Enfin un support technique pour encore mieux apprécier la qualité des
logiciels PRIDE UTILITIES.  
Tous les secrets de TRANSMAT, de SPIRIT et de biens d'autres encore,
vous seront dévoilés.
Des astuces, des solutions inédites, vous permettront de réaliser vos
transferts de sauvegarde sur disquette. Des rubriques dans lesquelles vous
pourrez écrire.
TRANSMAT informations une trilogie utilitaires, informations, et compétence
à votre service.

12 Numéros pour 220 francs
au lieu de 240 francs
Economisez 20 francs

ABONNEZ - VOUS
ABONNEZ VOUS ET RECEVEZ 12 NUMEROS

POUR LE PRIX DE 11 NUMEROS
SOIT 220 FRANCS.

CI - JOINT UN CHEQUE (LIBELLE A L'ORDRE D'E_S.A_T SOFTWARE)
D'UN MONTANT DE _____ _.

NOMI_ . . . . . . . . . . . _ _ . . . . . . . . . . . . . . . . . . _. PRENOM:_ . . . . . . . . . . . . . . . . . . _ . . _ . . . . . . . . _.
ADRESSE :___ ......................................................................... _.
CODE POSTAL:_ .................................................................. ._
VlLLE:_............................................................................... _.
TELEPHONE:_ . . . . . . . _ . . . . . . . . . _ . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . _.
DATE:__ . . . . . . . . . . . . . . . . . _ . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . _ . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . ._
SIGNATURE:_ ...................................................................... ._

E.S_A_T. SOFTWARE 55, rue du Tondu_ 33000 Bordeaux.



 üä1|.HEH|I_`_ |_ iIl_ %fl1|'H _7  ill|



,_-a

  S/VDEI?;!/“@/PG
__,-_----,.-w""""'“"-"""'--\-. _,-,'.-H. .... ,. - ‘ . ._.-.. -' ' . '

, .
1 4
I
I .;

i

AMSTRAD CPC 464/664/6128  ,

.~\..---in“.---—

TRANSMAT  
* /

/  1

////' A ‘

/

_ __ ‘._ , ;_._._.‘__...,.1¢.-

'~=\\'_

__‘ _ _ _ __ _ . .___‘_¢-- __._ -____ _. .-- .--_ 1-,,'~<_-.'|.

-Q.-|p|-|;— in-an-nulw " J "

_.,_._.1.-_'1¢- .@_~-3,14-L - :1"-=.};j'..".' _.;i.'_'»4.-". ‘,;§"_'I;4- i--'-"'.'!":@‘3"—_" '('i“‘-'- '-3'1" m“‘.*"m:*.-‘a“"'::";‘*‘-ivuggih’ 1?‘?-;'

Peter Harzog, Posflach 2361, .
V 8240 Berchtesgaden. Holline: O B6 52 I 6 1‘! 99 - 26 91 3-_ §_;



I”___I__’t_)_‘I_)_);}$‘_"E“E:z5A‘k‘“Q_7*,_5M3‘WMH“NfiwfidWQ“UMUaavgUd?“QU“AWHmxzflfiM“wfl““4_w“U““J20“‘_1_,H



an ~r A

FLY §§l"j§§§I§BlBQ§l§L;§Q9urtesy AL E. Haxnell. feggggegggqw" "%§

Run the ate! 10'" "9 Arne ' M. "9? etch ATM 1 v re -nu D the9 me to =11“ ~1 About it E ed TRAWAT-   
10 IDISC:FDR X=&BEB2 TO &BEF2. -
20 READ A$;PDKE X,VAL('&'+Ail:NEXT_ =?-,1y _I__ Aq;}5gg£§ <q
so sAvE"FLvsPv",B.&see2.&71.&BEe2 ~Wi~~** ~a y  ;**“*‘?:TiT
4B DATA 21,FF,AB,ll,40,00,0E,07,CD,CE,BC,2l5E7;BE,3E,03,E5,F5,45;4g,CD{32,BC,F1
5D DATA £1,23,sD,rA,A3,De,cs,92,ne,2B,4A,4e,cD,3e,sc;11,ae,ce,eA;es,c0;De,se,11
an DATA De,D1,aa,oa,cD,De,Be,11,DD,51;DA,a7,cD,Da,BE,11,aD,DD,eA,ee,cn,Da,ee,r3
70 DATA 21,eD,De,11,DD,A1,0:,5D,i9,sD,eo,c3,sA,77,21,eD,ee;Ds,cD,77,Bc,e1,cD,e3
ea DATA BC,CD,7A,BC,C9,BB,l4,B2,0B,4b,4C,59,2D,49,49,49,49 A
ea FDR X=&A000 T0 &AOC9:READ A$:PDKE X,UAL('&'+A$):NEXT:CALL &A000 _ 
100 DATA 21,00,lF,l1,00,0B,3E,16,CD,A1,BC,3E,BF,21,00,20il1,40,00,01,D1,02iAE,77
110 DATA ED,A0,E2,lF,A0,l8,F7,F3,DD,21,00,C0,11,FF,3F,CD,1F,0l,CD,BB,A0,2l,C2,A0
120 DATA 06,05,ll,00,C0,D5,CD,BC,BC,El,11,00,40;3E,02,CD,9B,BC,CD,BF,BC,F3,DD,21
130 DATA 00,10,11,00,50,CD,lF,0l,CD,BB,A0,2l,C2,A0,06,06,ll,00,l0,D5,CD,BC;BC,E1
140 DATA ll,00,50,3E,02,CD,9B,BC,CD,8F,BC,F3,DD,2l,00,l0,1l,50,69,CD,1F,@l,CD,BB
150 DATA A0,21,C2,A0,0b,07,ll,00,10,D5,CD,BC,BC,E1,1!,00,50,3E,02,CD,98,BC;CD,8F
160 DATA BC,21,C2,A0,0b,0B,ll,00,60,D5,CD,BC,BC,E1,1l,50,19,3E,02,CD,9B,BC,CD,BF
170 DATA BC,0E,00,CD,0F,B9,3A,3B,BD,FE,8B,20,03,C3,b4,C0,C3,58,C0,0l,8D,7F,AF,D9
180 DATA 0B,C9,46,4C,59,2D,49,49,49,49 , »; ‘Y ‘Ax ~l»

Q§§l_§Afl§ Courtesy Jim Hestoby. ~i ~ ' - ' » I ‘

Type in and save as HESTTXD the §ollnwing.program. Now RUN it - it will transfer
the loading screen to disc as HBANKO. 1 ~ A _ "

10 MEMORY &7FFF:ITAPE:LDAD “!“,&B100:PDKE &8182,&C3:PUKE &B183,&40
20 PDKE &Bl84,&BF:FDR L=&EF00 TD &BF5F|READ V$:PDKE L,VAL(“&“+V$l:NEXT L
30 FDR L=&B000 TD &EO0F:READ U$:PDKE L§UAL("&“+U$):NEXT L:CALL £8000
100 DATA 57,42,4I,4E,4B,20,00,00,32,05,BF,C5,D5,E5,0b,06,ll,40,00,2l,00,BF,CD,BC
110 DATA BC,El,Dl,Cl,3E,02,CD,9B,BC,CD,8F,BC,C9,21,84,03,11,B4,C3,01,7C,3C,ED,B0
120 DATA 21,00,40,ll,00,20,01,00,7l,ED,B0g00,00,00,00,00,CD,37,BD,0E,07,11,40,00
130 DATA 21,FF,AB,CD,CE,BC,00,00,3E,3U§0l,00,00,11,00,40,2l,00,C0,CD,08,BF,00,C7
140 DATA 21,00,B1,1l,00,01,0!,00,03,ED,B0,C3,00,0l,00,00 *6“

Reset the computer. Now re-load HESTTXO and make the {allowing alterations:

Alter Line 20 ...C3:POKE &8l83,&25:P...
Alter Line 30 ...&BF00 T0 &BF6F:RE... ~“
Replace Line 150 DATA 3E,3l,Dl,00,00,i1,7C,3C,21,B4,C3,CD,08,BF;00,00
Add Line 160 DATA 3E,32,01,00,00,l1,00,71,21,00,20,CD,0B,BF,00,CT

How REHIND the game tape and RUN this amended program. It will save the
remainder oi the game to disc. Reset the computer. Finally type in and save as
HESTBANK the iollowing loader program: '

10 HDDE 0:BDRDEH 0:FOR 1=0 TO l5:READ V:lNK 1,V:NEXT I:LDAD "HBANHO" 1
20 MEMORY &1FFF:LOAD "HHANK2":FDR L=&BF00 TD &BF1F:READ.V$ D == 7 T
30 PURE L,VAL("&“+V$J:NEXT L:LDAD “HBANK1“:CALL &BF00 flfl -
100 DATA 0,13,26,l2,24,?,1B,l0,20,4,l?,22,lS,lb,3,b "A .
200 DATA 21,FF,90,ll,FF,B0,0l,00.7l,ED,BB,00,00,00,00,00 A
210 DATA 21,84,C3,ll,B4,03,0l,7C,3C,ED;B0,00,00,C3,8C,9l

You may new ERAse HESTTXO. Play the game with RUN"HESTBANK.
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Program Title 7 '
Ilvll '

1B8 (Darts) ”- "
1942 ‘~
3D Boxing
3D Grand Prix
3D Starstrike
3D Stunt Rideram». y
AHX-House Sottwaree --“
Admiral Bra+spee -
Adventure Guest =+=e> -
Air Tra+fic.Control(H)
Air Traffic Control(S)
Alex Higgins Snooker
Alien
Alien B
American Footba1l(*) ~
Android One
Animated Strip Poker
Arnhem
Arnhem
Atlantis
Avenger
Barry HcBuigans Boxing
Batman
Battle Britain DEMO TAPE
Battle of Britain
Battle of the Planets
Beach Head Y-'~‘
Blagger
Blagger
Bom Jack
Bored of the Rings
Boulder Dash
Bounty Bob Strikes Back
Brian Bloodaxe~ A
Bridge It
Bridge Player
Bridge Player
Bruce Lee
Cauldron
Chess
Chiller
Chopfier Squad
Chuc ie Egg
Chuckie Egg II
Classic A venture
Classic Racing
Cluedo
Codename Matt
Codename Matt II
Colossal Adventure
Combat Lynx
Commando
Confuzion
Conquest
Contamination
Contragtion
Craz ol¥
Cubit A
Cyrus II Chess
D M Database & Labels
Daly Thompsons Decathlon
Daly Thompsons S. Test
Dambusters
Dan Dare ~
Dan er Mouse
Dara Star
Deathauake
Defen or Die
Detective
Devils Crown
Discovery-5iren_So+twareDlan .. Wf
Doomsday Blues DEMO TAPE
Doppleganger
Draugh s

TIE
No.
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3B
42
41

B
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Nofifl (For all CPC's_unless_clarifiec

1-_11111111111-1-_-u—wna»1i—-ix

Use SPEEDTRANS  ,1§; j” - T
Change LOAD/RUN commands,f§

No changes

-CDBDQEB ,PDD_No
No changes . ' =-
No changes .
Alter L AD & RUN commands
Not 664/6128 ' A X

Not 664/6128
Correction to page.14

Use SPEEDTRANS A“ A
Use SPEEDTRANS A
Demo Tape +rom AHSTRAD ACTION

No changes

Use SPEEDTRANS

Not 664/6128 A
For 664/6128
Use SPEEDTRANS

No changes
No changes

No changes -
Use deprotection pokes j

Use SPEEDTRANS
No changes

No changes

Use SPEEDTRANS

UseTSPEEDTRANS

Not'664/6128

No changes

Instructions included
Demo Tape from AMSTRAD ACTION

4
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4

1



Program Title

Drau htsman av.‘ H
Dun Barach ;@; A L
DungeofirAdventure,.
Dynamite Dan A. rg
Easi Amscalc
Easi Amsword_ V
Eden Blues _
Electro Freddy
Elidon
Elite _
Elite~Metropolitan (GOLD)
Emerald Isle
Emerald Isle
Endurance _ _
Erik the Viking .
Erik the Viking .
Everyone's a Hally.g, '
=.A. Cufi '
Eairlig t -
Eantasia Diamond
Eighter Pilot
Einders Keepers
Eireant V
flight Path 737
;1v Bey
-orest at Horlds End
Eorest at Horlds End
Eorest at Horlds End
Eormula 1
=rank—n—Stein
Erankie Goes To Hollywood
Truit Machine
Bruit Machine
Eruity Frank
Semini Database
Sems oi Stradus
Shostbusters
Shostbusters
Shostbusters
Shosts and Goblins :~
Shouls r
lilligans Gold .g‘
Sladiator
ilen Hoddle Soccer
Slider Rider
Sreen Beret i
‘re 1‘3 m ins
Sridtrap
iyroscope
lacker
larrier Attack
leroes oi Karn
{eroes oi Karn
leroes oi Karn
Ii Ri 'se
louse oi Usher
lunchback
Iunchback II
lunter Killer
lygerbowl

PY .kari warrior
nca Curse
ndoor Soccer
nterdictor Pilot A
nto Oblivion
ack the Nipper ‘
ack the Nipfier
et Boot Jac
et Set Hilly
et Set Hiély
ewe s o¥ abylon
ewels o¥ Babylon
uggernaut
uggernaut ‘
umpjet ' ”

en. -

The GOLDHARK Club‘ ~= ~
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No.
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emuNeoumew0» eesmeaaeeoumeaaaopa

No changes ’a=. "“ =-_
Correction to pages 47/4B/49 A
6128 only — uses banked memoryo
Hith Disc savingpf@@T;.

{or 6128 .  

No changes “

Correction to page"16y =

Use.SPEEDTRANS ’ .
Correction to page 7

Not 664/6128 - "
Not 664/6128 . "

Correction to page 18?

No changes

Use SPEEDTRANS
No changes D

Use SPEEDTRANS
Use SPEEDTRANS ,

Correction to page "_j
Correction to page A
No Changes A '

I-ll-1' D0

Use SPEEDTRANS -

Use SPEEDTRANS *  . .t
Change LOAD & RUN commands ‘
No c anges , ~ ~

Correction to page 591A
Not 664/6128 xa“
Use SPEEDTRANS

.-1

Correction to page SBDHT

~(For all CPC'5 u less clariiiedl _ COHTAHINATIUN Courtesy Jln Ueitoby. .

~ ~- Run TRANSHAT- and use binary
deprotection pokes. Use TRANS 1 and

??1*i I name the file CLOAD00.~ Do not move or
. ;p remove the tape. ‘ ‘ A

Type in and and run the following
program which will load CLOAD00 from
disc; alter it and reFsave it to disc:

10 HEHORY’&3FFF:LOAD 'CLDAD00':POKE a40F3,aDEiP0xE &40F4,&8BlPDKE‘&40FS,&SB
20 SAVE-"CLOADBI",B,&4000,&200,&4000   
Type in and run the tO11OHlflg; program iwhlchi will 'put the second loader onto

10 FOR L=&BF00 T0 &BF32:READ V$:POKE L,VAL("&“+V$lTNEXT L:RUN"CLOAD01"  
1000 DATA é3,6C,6F,o1,64,3l,30,B0,CD,37,BD,0E,07,1l,40,B0,21,FF,AB,CD,CE,BC,06
1010 DATA 07,11,00,40,21,00,0F,cD,0c,Dc,21,00,40,11,00,02,01,00,40,3e,02,cD,qa
1020 DATA ac,cD,0r,sc,c1   

. A A v A
Type in and run the following program which will transfer the picture and game
onto disc. (Ignore the scrambled picture on load.) A A _.

10 nenonv &3FFF:LDAD "CLDAD10“:POKE &400C,&F:POKE &402A,&CD:POKE“&402B,&59
20 POKE &402C,&BF:PDKE &4B3A,&C3:POKE &4D3B,&23:POKE &403C,&BF
30 FOR L=&BF00 To &BFb4:READ V$2PUKE L,VAL("&"+V$):NEXT L:CALL &4D00
1000 DATA 43,4F,4E,54,41,4D,20,00,32,B6,BF,C5,D5,E5,0b,07,EB,21,00.BF,CD,BC,BC
1010 DATA E1,Dl,Cl,3E,02,CD,98,BC,CD,BF,BC,C9,CD,37,BD,0E,07,l1,4B,B0,21,FF,AB
1020 DATA CD,CE,BC,3E,3l,01,9C,42,11,0!,A3,21,5D,B0,CD,08,BF,21,00,C0,ll,BE,3F
1030 DATA 01,AB,37,ED,B0,3E,30,01,00,00,11,Ae,37,21,0e,3F,cD,00,0F,c7,21,0e,3F
1040 DATA ll,00,C0,D1,AB,37,ED,B0,C9

Finally type in and save as CUNTAH the following loader program:

10 nenoev &3F8D:LOAD 'CONTAHO'iCALL &3F8E
20 RUN "CONTAH1‘   

lNDDOR_§QCCER Courtesy A. B. B. Hatfield.

Type in the following transfer progran which will automatically save
the screen and game to disc: *

10 nenoev QAFFFTITAPE.IN:L0AD'!:,kfl§{0/J’  A '  p ,.Aa@
20 PDKE aA4gp%ac9=cALL &A410 i “"    =.li A * @~F*h 
30 SAVE"FlVESCN",B,&C000,&40D0:SAVE"FIVEGAHE',B,&CBO,&98lB,&5E4B
Reset the conputer.. _ -

Type in the iollowing loader program and save as FIVEi

l MODE 0:BORDER 13 ‘ ‘
2 FUR x=0 T0 B:READ a:lNK x,a:NEXT~¥
3 LOAD'fivescn' '
9 DATA 13,26,12,0,6,1b,9,24,2 ‘~
10 0PENOUT'd':HEHDRY &BFF|CLDSEDUTi'»
20 LOAD"¥iveqaae'|&C00:CALL &5E4B.A”

7l



4\——

HHO DARESDHINS llg Courtesy H.E.Haawell- emf ~;;g;g3e

.1) Fully rewind game tape and run TRANS 3 AUTO. Do_not_aova tapeéééi
in 0PE“0UThDI‘HEHQRY Q1Q3Q|CLOSEUUT _\ H 1 ggq §@§

 9- QADER' uDeD0 =i "0 ‘” "pi. » 1f.<? . 
§§ A025 l0eD2,Ai0iPDxe &BEDB,&C9iPOKE &BEEB,&1BTPDKE.&BEE9,AC9_g@

A0000 SAVE‘Hl' a1040 A6030     
0: Egtl t0EDeisAve~u2":u1010:i3000=sAve"ws~,a407B|i?@9B      _
3) All the code is now transferred but the YBASIC loader oust aey*?A

altered as follows:- <f‘1l§H fI*‘7_7 f'"~*Ti”

.Reset computer and enter as DIRECT COMMANDS

LOAD'HDN"
RENUH 2s0,10~
BAvE"HDH'
LOAD'NHODARES'
HEREE“HDH"    

Add new line|- s OPENOUT“D':HEHDRY &l030:CLOSEOUT=  
DELETE 190-210 A  
Add the iollowing new lines:-
see RESTORE 406:FOR x-0590 TO LBEA9
:10 READ Asieoke X,UALt"&"+A$l:NEXT
:90 LOAD'H1',&l040 A
390 LOAD"H2“,&7D70:LOAD"H3“,&C000:CALL aseqa400 DATA F3.21.4B.1B.B1.3B.°B.11=4°-A9-ED-9°-2‘1°°~°°~“
410 DATA 10,90,01,90,2B.E0.BB.¢3l1@T99

SAVE'NDH2' _ .

You can now erase the files “HHODARES“,"HDH9,"LOADER' and “HDH.BAK"
Run the game with RUN“HDH2   .     

REVOLUTION Courtesy H.E.Haxwel1. gg .
- - _ ‘ 'th tType in and run the following program. It will transfer the game to disc wi ou

the heed for TRANSHAT: .,,v .‘ by T my

10 :D1sc
20 nenoev &9500:FOR X=&9F52 TO &AOC1

P ' '+A$l:NEXT:CALL &9F52
jg Eififi g::Egf5rfi:?Di,i1,aF,9F,D5,cD,0c,0c,11,91,00,se,02,e1,e5,c1,cD,90,Bc,cD
s0 DATA er.Dc.c3.00.A0.0E.0T.cD,cE.0c,DD,21.FB.9F.3E.@F.F5.DD.4b.@B.D°=?3»‘8~°°
00 DATA s2.sc.F1.:D.rA.00.9F.1e.eF.01.00.00,BD.3B.BE.F3.B1.@@.BE.3E.@1=E°~7°~°4
7a_DATA 3E‘2B‘ED‘7g,g513E,@5‘ED,791B4,3E,18,ED,79,05,3E,02,ED,79,04|3E,2A,ED,79
00 DATA 21.E9.9F.DblB7,11|BB,E0,D5{CD,77,BC,E1,CD,B3,BE.CD,7AgBCT211E919F19A»94
99 DATA 11'55‘1g1CD'77‘B[‘EB,ED193,BC,CD,7A,BC,F3,2l,00,l0,ll,00,00,0éé0géB:éEga

100 DATA 00,31,Fr,De,c3,9A,04,s2,As,s0,s1,s0,4q,43,00,00,00,00,00,00, .al.cD.6B
110 DATA 00.00.06.1A.02.9"TED.37.BD.3E.B$.32.3@.°°»?1T4B»“°-?2~3‘t°°'3E' ' '

 120 DATA 00.00.0@.ED.77.BE.EB.BD.B3.B¢.¢D.7ATBB»?1»39»“°~11~9°~3°~°‘~“D*°°'ED'B°
1:0 DATA 21.4s.A0.11.Aq.s9.01.00.00.ED,00.c3.A9.39.EB.BD.B3.BB.BDi7fi=B@»3E~*°-32
140 DATA 1A.0s.00.21.FF.A0.11.40.00.ED.bB.BB.@1.@B.F6.ED.49,311°"-9°~B7-°9=°1~81
150 DATA 7FTED|4913BT021C0qB71C4aB3TAa1cDi44saavcbieeieeioqial18D'7F'ED'4q'D9'21
100 DATA FF,AB,11,40,0D,BE,D7,CD,CE,BC,D1,00,40,C5,21,E9,9F,D6,07,11,00,C0,D€,Cg
170 DATA 0c.0c.E1.D1.3E.02.CD.°8»BC.9D.8F»BC,@1.@@.9@'@5~?1=59-9F~°6~°‘~1‘~“ i
100 DATA D5.cD.0c.0c.E1.D1.$E.@2.CD.98.BC.CD.8F.BE.E3.D7»9F~3°¢?9¢°¢»3E~B°=32=6B
190 DATA A0,;9,3e,BB.$2.bB.A@.B°
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Kane
Karls Treasure Hunt
Kentilla
Killapede
Killer Gorilla
Knight Lore
Knight Tyme
Kong Strikes Back
Kung Fu Master
L'A Taire Vera Cruz
tanfiscape Creator

ig tiorce
Locomotion
Lord o+ the Rings
Lords o+ Time
Macadam Bumper
Manic Minor
Manic Minor
Marsport
Master Chess
Master of the Lamps
Mastercalc ‘
Masterfile _
Matchday
Melbourne Draw
Message
Message
Message
Message
Message
Minder

from Andromeda
from Andromeda
irom Andromeda
irom Andromeda
{rem Andromeda

Mini Oifice
Mission Impossible
Molecule Man
Monopoly
Monsters of Murdac
Moon Buggy
Mordens uest
Mr Freeze
Night Gunner
Nightshade
Nightshade
Nomad
Nonterraqueous
Nonterraaueous
Nuclear eist
Obsidian
Obsidian
One Man and his Droid
Pinball wizard
Ping Pong
Pitman Tyfiing Tutor
Price of agik
Price of Magik
Project Future
Project Future
Psychedelia
Punchy
Pyjamarama
Pyjamarama
Ouestprobe
Radzone
Raid
Rambo First Blood ll
Red Arrows
Red Moon
Red Moon
Red Moon
Rescue on Fractalus
Return to Eden
Return to Eden
Revolution
Robin Hood
Rocco
Rock and Wrestle
Roland Ahoy *'ffg
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TIE “Page °“*' 'Remarks
Program Title - - No. 'No. ~(For all CPC‘s unless clari+ie

Use TRANS 5 AUTO

No changes

Change LOAD command
Use PEEDTRANS
Use SPEEDTRANS

No changes " i
Use our CONVERSION CASSETTE

Not 6128 -.*
Not 664/6128 ~
Not 664/6128. Non Hyperload

No changes
Instruc ions included
Instructions included
Use SPEEDTRANS "5

Correction to page 28
Headerless file version
Correction to page 26

Use SPEEDTRANS
No changes
Use SPE DTRANS

No changes

Use SPEEDTRANS

Correction to page 13

No changes ,
No chan es I.
Use SPEEDTRANS @i.~
Change RUN command£n
Uses TRANSMAT and SPIRIT
Correction to page 38.»

Hyperload version ‘
Non Hyperload version

Use SPEEDTRANS
Use»SPEEDTRANS

Correction to page 16

Use SPEEDTRANS

ior 6128

Not»6128



"ogram Title __

oland _
nland 1n
nland in

A

The'GOLDHARKyC1ub
Book Index

TIE
No.

nland Goes Digging~
in Space

Time
the Caves

nland on the Ropes
nland on the Run
nland on the Run
nom 16
aboteur
abre Huli
alut L'artiste
amantha Fox Poker
:oobg—do .
:rab le Q . v
:reen Designer
eabase Del a
wadow Fire ' I
worts Fuse. 1
ir Lancelot
<y Fox
<y Fox
iowball -
JFCEFY
JFCEFY
JFCEFY
Jul 0+ a Robot
JUIS 0+ Darkon
Juls o+ Darkon
Jace Harrier ~ ’
Jannerman - -. M
Jecial Operations
need King
Jellboun
Jellbound
Jindizzy
Jindizzy
Jit¥ire 43
Jlat
Jy Trek
tairway to Hell
tar Avenger(*)
tar Command
tarion
teve Davis Snooker.
torm
trike Force Harrier
lbsunk
11t&flS Haze
1pEF Pipeline II
JDEF Sam
ueevo's Horld
ank Busters
au—Ceti. w =-»
achnician Ted
arra Cognita
1e Apprentice
1e Apprentice
1e Experience .- ~-
1e Fourth Protoco1P~_?-
1e Hobbit . .=-. ~
1e Last VB
1e Rin of Darkness(*IQg
1e Roc y Horror ShowwT$£
1e Hay of Exploding Fisti
jink
Lmeman Une 1 ._
ubruktalso 2 computersr
Jmahawk ~@-_:§3
3p un '

"a?lblazer ~
'apdoor ~T
"i ods
IFEO Esfiirit
umpire iller
.deo Poker - .
Jodoo Page
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Page Remarks _ ’
(For all CPC's unless clarified)No-
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#H*#PflMflMPflflmfl*Mhfl*P#flfl*HP0P*M**
29
57
39
63
17
e

>eNrnmw**Hram»heM
*epuuun*m~1e*0#o“4#eowmoannmmnma

MOON 0PGH*
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3
28

B
e
e

No changes
No changes

No changes

Correction

No changes

to page 46'

Use SPEEDTRANS
Use SPEEDTRANS*7”

No changes

Correction to page 18. ll
Not aa4/a12a. Flash Loaa. i
For 664/6128 Flas. h Load._,
Correction to page 13 V

Correction‘to‘page“49"
No chan es A ,'9No chan es
Not 66496128
No Changes

No chan es
Use SPEEDTRANS

Not 664/6128

Revised version. ,

Uses TRANSHAT and SPIRIT ,

No'changes
No changes

No changes
464 only.
TRANS 3 Change load"commandsf
Correction to page SB

No changes

Not aa4/a12aNot aa4/a12a I itUse SPEEDTRANS A
No chan es
Change RUN command

Change LOAD a RUN ¢¢mmanaa?**
Alter LOAD command

T 3D STUNTRIDER Courtesy H.E.Haxue1l.'

_ This routine will only work on e‘DPC
. . 6128 or a CPC 464/664 machine with

'm 1' DK'TRDNlCS memory ' eflpifliiflfl Plik
¥itted. " '

H The transfer is' carried” out 'in three
" parts|- _' .- '

be alarmed by this, the complete game and screen is non safely stored in tt
extra memory bank. DQtNUT SHll§H:UFF UR REBFQBHLBNQTHER B5551

19 FUR X=&BBBB TU &BB7F
29 READ
33 CALL
49 DATA
58 DATA
69 DATA
79 DATA
BB DATA
99 DATA

<2) Type in and run this program which will save each of the extra memory banks

A$:PUKE X,VAL('&'+A$l:NEIT
aaoao I. I
91,C5,7F,ED,49,21,4A,BB,l1,4B,BF,B1,3b,BB,ED,B@,CD,37,BD|3E,441CDiA51BE
AF,11,7F,3C,47,CD,77,BC,EB,CD,83,BC,E5,CD,7A,BC,21,3D,BB,11,9D,3C,9i,@:
@@,En,aa,21,FF,AB,11,4a,oa,a1,FF,eo,c9,EB,cn,e3,BC,CD.7fl.B81211BB.E8.2=
An,@1,a1,c4,7F,sn,49,21,4o,oa,11,4a,4a,a1,ca,3F,En,Be.e1.Cb.7F=ED»4i.21
g@,9@,11,BB,4B,@1,BB,4B,EDgBB,U1,C7,7F,ED,49,21,BB,CB,11139149191195149
ED,BB,Bl,CD,7F,ED,49,C7 '

to disc. Do not use di¥¥erent Tile names.

19 DUT &7F@B,&C7:SAVE"STUNT.PIC",B,&4BBB,&4BBB
26 OUT &7FB@,&C4lSAVE'STUNT.I',B,&4B4B,&3FCD 4
30 UUT
48 OUT

(3) Typ

19 HODE
20 DATA

&7FBB,&C5:SAVE"STUNT.II",B,&4BBB,&40BB , 4
&7F@D,&C6:8AVE'STUNT.IIl‘,B,&4@B0,&3EB@

e in and save as "3DSTUNT" the Tollowing loader which will run the game.

0:BORDER 0:FOR i=6 TU 15:READ C:£NK X,C|NEXT '
g,13,25,12,24,a,1B,2,20,11,2,2b,13,2b 1 6I l

30 LOAD'STUNT.PIC',&CBBB:FDR X=&BE90 T0 &BEDB:READ A$:PUKE X,VAL('&'+A$l|NEXT
40 CALL
59 DATA
60 DATA
70 DATA
BB DATA
98 DATA

asses
g51g7,11‘4g,aa,cD,cD,BE,Bb,B8,11,@@,4fl,CD,CD,BE
@1,c4,7F,Eo,49,oa,a9,11,oa,4o,cn,cn,BE,F3,21,eB
40,11,BB,8U,@1,00,3E,ED,BB,@1,CB,7F,ED,49|31|37
ao,cs,ao,no,s3,s4,ss,4E,s4,2E.49,49,49.21,C4.BE
D5,CD,77,BC,E1,CD,83,BC,CD,7A,BC,C9

ARg5|N HQQQ; Courtesy Philip Jones, Cwaavon, H. Glamorgan.1-

1. Run TRANSHAT and use TRANS 4QflIJ,,J'-S-,'_'.-@¥ late
2; Name the Tirst +119 ROBINB and-RELDCATE it..
3. DEFAULT the rest (ROBPIC| RABIN1 h RUBIN?)-;=teg In \"'
4. Reset the computer. - .- _ Q‘ _ ~*. -_"'Tj.'_
5. Type in the iollowing loader program and save as RDBlN:_ L

1B'HEH0RY-&1CEB?~fi~~"e1 '11; J<.ri».£‘-"-"“ “i‘”i“f=§%=*
26 LDAD"R0BINB.BIN":L0AD"RUBIN1;BIH":L0AD"RUBlH2.BlHF~§~
so CALL eases we L L gig; T 1 ~

. . _ . . . .

(1) Type in and run the“ Tollokingl program "with Tully“ reuound game tape ir
recorder. The game will load as normal and then Tfl§_CDhPUT§BWW1LL R5551; 9° "Q
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§§lQLJRAP A.B.B. Hatfield. ' “J ‘.T“T ‘Tm A

Run TRANSHAT and use TRANS 1 AUTO. Do not touch the tape. Reset the cohputer.

Load'GRIDTRAP' from disc and DELETE 90-vase. Now alter line so to ...i. l 
BB SAVE“ BRIDSCN“,B,&CBBO,&4BBD:SAVE"GRIDTRAP",B,&66FF,&39B2 V -

Type RUN. The screen and part of the game code will now be transferred to disc.

Reset th

Type in

e computer. Run TRANSHAT and use TRANS 2 AUTO. Reset the computer. *

and save as GRIDTRAP the following loader program; T"

10 nsnonv saarrlnone e=1nx 14,si1ux l,l3lTNK 2,2a¢1nx 15,6:lNK e,2s=1~K 1:,a  
28 INK 1
38 INK 1

a,2=1nx q,lIINK 7,11=1ux 5,9|INK 6,l8IlNK 4,24:lNK 8,l6:lNK 3,12  
1,23INK 12,4:LOAD"6RIDSCN.BIN":LOAD“6RlDTRAP.BIN':RUN"GRIDUDG"

lgg Courtesy lain Segall, Stanmore, Hiddlesex.

To posit ion the tlpl after the first program run TRANEHAT and use TRANS B. Stop
the tape and CLEAR the first program.

Do not t

Type in

16 FUR I

ouch the IBB tape. Reset the computer and insert_the;saye disc. ’ »;»1

the following transfer program, press PLAY on the 185 tape and type RDA.

=s9eaa to &9BGB:READ A:PDKE I,A:NEXT I:CALL a9aoo, l i   T“
so SAVE'lBBl',B,&4BBB,&400D,&4BBO ei&; , *
188 DATA

Hhen the
followin
lrom the

16 HEHOR
30 PDKE
48 POKE
58 PDKE
66 PURE
70 PDKE
BB PDKE
110 DATA
120 DATA
130 DATA
140 DATA
150 DATA

when the
then any
the SAVE
and name

&21,&BB,&4B,&11,&DB,&4B,&3E,&1b,&CD,&A1,&BC,&C9f7Tle~;Y¢,~ Int Uf”A

180 tape stops do not rewind it. Reset the computer and type in the
g routine which will load 1801 from disc and the remainder of the code

186 tape.  A  

Y &3FFF:LUAD"18B1": A=&B2:C=&B3
&4BAF,C:PDKE &4BB2,C:POKE &4DBA,C:POKE &4BCC,C:POKE s4acr,c
t4BD5,A:PUKE &4BDE,A:POKE &4BED,A:POKE &4BF4,A:PUKE &41B3,A
&41BD,A:PDKE &4l3C,A:PDKE &4l55,A:PDKE a41a4,c=PoKE a41e9,c
&41A1,C:POKE &41AA,A:PUKE &41AD,C:POKE &4147,A:POKE a4a1a,aa2
&4B2A,&B2:POKE &4B24,&50:POKE &4B25,&B3:L=&B35D:READ V:WHlLE v<>—1
L,V:L=L+l:READ V:HEND:CALL a4aao
a21,aae,ane,s11,ase,a12,se1,aee,soe,aEn,aap,a21,aa9,ta3,t11,s3o,a12,so1
&BE,&6B,&£D,&BB,&C3,&77,&B3,&2l,&5B,&12,&11,&BB,&A6,&Bl,&88,&0b,&ED,&BB
ac3,toa,aa4,acn,ss7,aao,sco,s71,asc,ssE,soa,acn,aas,ssc,ars,sea,seo,ecn
&8C,tBC,&21,&00,&B4,&l1,&GB,&A2,&B1,&3B,&12,&3E,&fl2,&CD,&98,&BC,&CD,&8F
sac,ac1,-1   

188 tape stops remove it and replace with a SAVE tape. Press REC L PLAY
key. The remainder of the code will be saved onto the SAVE tape. when
tape stops, rewind it and reset the tonputer. Hun TRANSHAT, use TRANS 1
it 1862. Reset the computer. »Type in the following loader program and

save as 186. T

18 HEHDR Y &3FFF:LOAD“18B1":PUHE &4@BB,aC9:LAlL a4ooo=au~"1ao2"    

68

Q»-

Program Title
Harlord
Harlord
Nest Bank
Hho Dares Hins
Hho Dares Hins
who Dares Hins
Hild Bunch
wild Bunch
Winter Games
Wizards Lair
Horld Series Baseball
Norm in Paradise
Xanagrams
Xcel
Yabba Dabba Doo
Yie Ar Kung Fu
Zub

O-IO-IO-I D-40-IO-4

The BDLDHARK Club "

TIE
No.

s-es-er-e|-es-n-I ‘Q1!*\UUGI*1!*Lflb\$UGF¢UU‘

Book Index i“i- »
Pgqe T ’Remarks
No.

16
27
72
33
32
7B

O‘0'OI**" Lfl*=¥\HfiD‘*1I#J>S

(For all CPC's unless clarifie

Correction to page 16 '
Correction to page 32

Not 664/6128
For 664/612B
Use SPEEDTRANS
No Changes-
Use SPE DTRANS

No changes
Use SPE DTRANS



ggggggg mae.Aauind. ‘

Run TRANSHAT and use TRANS 3 AUTO. ' - -
Reset the computer. Type in the following loader program and save as QUEST:
19 HUDE B:BGRDER @:lNK B,B:lNK l 24:INK 2,6 __ .. 1 .
2B LOCATE 6,7:PRINT"DUESTPRUBE":LOCATE b,11:PRINT"lS LOADING"
38 HEHORY &A64C:LOAD"QUEST.BIN':PEN ZILUCRTE 4,lBlPRINT' PRESS ANY KEY‘ '
4B LOCATE 5,21:PRlNT"T0 START GAHE“:CALL &A62D

LRflRQQQR_ Jim Hestoby.

Type in and run the following program. It will transfer the game to disc-Hlthout
the need for TRANSHAT:
16 iTAPE:FUR L=&BFBB T0 &BF7b:READ V$:PUKE L,VAL("&"+V$l:NEXT L:CALL &BF54 '
2o DATA 74,72,é1,76,3B,Bfl,BB,B6,CD,37,BD,BE,B7,l1,4B,BB,21,FF,AB,CD,CE,BC,Bb,B5
so nnrn 11,4a,oo,21,oo,aF,c0,ec,ac,21,oo,co,11,oa,4a,a1,aa,oa,3e,a2,cn,9a,ec,cn
4o DATA 8F,BC,3E,31,32,B4,BF,B6,B5,l1,4B,B@,2l,6B,BF,CD,BC,BC,2l,BB,B3,ll,BB,99
SB DATA El,B@,B3,3E,@2,CD,9B,BC,CD,BF,BC,C7,CD,37,BD,Bb,BB,21,BB,BF,ll,4B,BB,CD
ea earn 77,BC,EB,CD,83,BC,CD,7A,BC,3E,C3,2l,B8,BF,32,lb,BD,22,17,BD,C3,@@,B2

I >
Type in and save as TRAPDUUR the following loader program:
19 BORDER B:HODE B:FOR I=B TU 15:INK I,6:NEXT l:LUAD 'TRAPB'
26 FUR l=B TU l5:READ V:INK I,V:NEXT l:RUN PTRAPl"-
39 DATA e,13,2¢,¢,15,24,19,1s,a,11,4,1,2,e,1o,a

gggg Courtesy Iain Segall, Stanmore.

1 Run TRANSHAT and use TRANS 1 to save
_4 the first file as‘ TEHP1. DU NUT Touch

the tape.- _ .

Reset the computer and type in and run
; _ - the following program:

19 MEMORY &8FFF:LOAD'TEflPl":POKE &9B1E,&C9:CALL &90BB
28 SAVE"XCELl",B,&1B@B,&1455:SAVE“XCEL2",B,&3@BB,&4bD

D0 NOT Touch the tape. Reset the computer and type in and run the following
program: -.l . - '
10 FUR 1=&9@@E TO &9@@B:RERD A:PUKE l,fi:NEXT:CALL &9BBB:SRVE'TEHP2",B,&9DBB,&bD3
20 DATA &2l,&@B,&9D,&l1,&D3,&Bb,&3E,&l5,&CD,&Al,&BC,&C9 . ‘ = - =.-

D0 NUT touch the tape. Reset the computen~ and. type "in and run-the follofling
program: _ .W.__h;; ¢-r_ =._; - - a- ‘P. .~ I ~-'*'
18 FUR l=&9C@0 TO &9CBB:READ A:PUKE l1R:NEXT:CRLL'&9CBB:SAVE‘TEHP3“,B§&7CE;&93DB
20 DATA &2l,&CE,&B7,&ll,&D@,&93,&3E,&l5,&CD,&Al,&BC,&C? .- ~-" .L? *" “ '

Reset the computer and tYPe in and run the following Pro9ram:>"-‘ 4. *¥ "#? 5“?
10 LOAD"TEHP2":0PENOUT 'X“:hEHORY &7C@:CLUSEOUT:LUAD'TEHP3':FOR I=&9CBB TU &9CBD
28 READ A:POKE l,A:NEIT:hEMORY &A67B:SAVE“XCEL3“,B3&7CE,&9CB5,&9CBB - "'
38 DATA &2l,&@B,&FB,&ll,&B@,&9D,&Bl,&D3,&Bb,&ED,&BB,&C3,&5D,&bA<'- -we “

Reset the computer and type in. the following loader program and saves u
as “XCEL' ‘*
ID UFENUUT X':HEHURY &7DB:CLUSEOUT:LUflD"XCELl“:LURD“XCEL2"
28 PURE &3?lE,&C9:CALL &3@@@:RUH”XCEL3'u>;_-@@___--~@- -~L

TEHPl.BlN, TEMP2.BlH and TEHP3.BlN may now be ERAsed

bk



BYPERBUNL_Courtesy Jim Hestobyh
n

4

_ ' >ill_Physicallly remove all ROHs from
, _g M vthe computer (except the disk ROM). ,y'
. if°'Type in the following_ program. D0 NOT '

' RUN it but have it loaded into the computer.
la :DISC A .y _.1__ _ i.-_ ._. _ Q _. _ - .

20 FDR L=&BF14 T0 &8F1EQREAD V8.PUKE L,VAL(i&"fV$):NEXT L:CALL &BF14
30 SAVE 'HLUAD',B,&6B4B,&552:DATA 3E,BF;01,52,05,ll,4B,6D,2l,DB,90

(3) Zero the cassette player, press play on the cassette with the tape in and a
disc in the drive.

<4: Type as DIRECT connnuns the following: ITAPEIHEHURYy§§EEFiLQADg§lF,&8FBB“Mel;

Listen to the tape and when tape has loaded first block (the computer's cassette
control relay will click) wait until after you hear a second block of code being
loaded. Now press ESC and type RUN and press the enter key.fYL_§§, r
lf the loading screen is required, type in and run the following program which
will transfer the screen to disc. Play the tape from the count in I3) above with
a disk in the drive. ym.“_U*~j“ “I *f“f_ .t

lo ncnoev &5FFF:LOAD 'HLOAD':lTAPE
2o FUKE &6B75,&B:PUKE &627A,&AB
so POKE &b2S5,&C3:PUKE &6256,&2S:POKE &b257,&BF
As FOR L=&6DDB TO &bBBF:READ V$:PUKE L,VAL(“a"+V$l:NEXT L
so FUR L=&BF60 r0 &BF4l:READ V$:POKE L,VAL('&'+V$):NEXT L
so cALL aaooo "*
loo DATA F3,21,4B,b@,11,4B,BB,B1,52,B5,ED,BB,C3,4B,BB,0B,68,79,7B,b5,72,2D,BB
11o DATA oo,32,as,eF,cs,os,ss,oa,oe,11,4o.oa,21,oo,aF,co,Bc,Bc,E1,0!,c1,3E,B2
120 DATA CD,98,BC,CD,BF,BC,C9,CD,37,BD,BE,B7,1l,4B,BB,2l,FF,AB,CD,CE,BC,3E,3B
130 DATA o1,oa,oo,11,oo,4a,21,oo,ca,co,oe,aF,c7  

The following program transfers the program code as an executable file, naming
it hyperl. To use it position the tape at the position as in (3) above, play
the tape and run the program. when the program code has loaded, remove the game
tape and insert a fresh tape press play and record and then press any key to
commence the drop.
Hhen the computer resets run TRANSHAT and use TRANS 1, defaulting the name or
renaming as required. ' ' '

1o mcnoev &5FFF:LOAD “HLOAD":lTAPE
2o POKE &bB75,&B:POKE &627A,&AB
so PUKE &6299,&C3:PDKE &629A,&25:POKE &b29B,&BF
4o FOR L=&6BB@ ro &6DBF:READ v$:POKE L,VAL('&“+V£l:NEXT L
so roe L=&BFB6 10 &BF3F:READ v$:PDKE L,VAL(“&"+V$):NEXT L
an CALL Abode  
IUD DATA F3,21,4B,bB,1i,4B,BD,Bl.52,B5,ED,BB,C3,4B,BB,BB,b8,79,7B,65,72,2B,BB
11a DATA BB,32,05,BF,C5,DS,E5,B6,B6,1l,4B,BB,2l,BB,BF,CD,8C,BC,El,Dl,C1,3E,B2
12o DATA cp,9a,ac,c0,aF,ac,c9,22,aa,aF,21,3a,aF,Eu,7a,c9,oo,oo,3E,si,sn,4a,aa
130 DATA BF,1l,43,81,2l,FD,B1,CD,B8,BF,C7 A A A
Finally enter and save as HYPER the following as the new loader.

ID BORDER D:HODE 8:FOR [=9 TO l5:READ V:lNK l,V:NEXl~I~ A
2a LOAD"HYPER@":RUN“HYPERl"  ' L“
loo DATA o,13,2a,12,24,9,1a,1o,2a,1,2,11,4,e,s,a

66

FRUITXLEBBNK   . . 
DEFAULT all programs(2), RELOCATE second. Make the iollowingtchanges
to FRUITYF.BAS  » ,e@».   ~e e  @. @  .       i*  
ieo LDAD"FRUITYFrBIN":CALL‘&1BbFcCALL¢&82DD¢   . ».     

MANIC MINOR Not seq/s12e  . @w ¢¢=@ .  +»+=~.~  . '
-DEFAULT all programs(26, RELDCATE second; Make the following changes
to MANICMIN.BAS A    
ioo MEMORY &45DD:LDAD“DATAMKlV":POKE &5D7A,&5C:CALL &5DbE*‘   l 
FLIGHT PATH 737    

DEFAULT all programs(2), RELOCATE second. Make the following changes
to FLIBHTPA.BAS ' ' "“

*3b-SYMBOL AFTER 25b:HEMDRY 35@@@ISYMBOL TAFTER»f23D:LDAD"CDDE":CALL

ROLAND on THE RDPES ' ~ ii “ e
DEFAULT all programs(4), RELDCATE fourth. Make the +o11ow1hg Changes
to RULAND2  A     
37 CALL aveee A    
Now do the following: REN ROLAND.D=RDLAND.BAK  

REN ROLAND.C=RDLAND.BIN

ELECTRD FREDDY
DEFAULT first four programs. Make the following changes to ELECTRD
30 LOAD"E1" » ' =-
4D LOAD"E2" ‘ “ '"-
50 LOAD“E3"
DELETE 60
210 LOAD"A1"
220 CALL &7F2C
DELETE 230—2S@
Remove disc drive. Type in and RUN the following program
10 MEMORY &60@@:FDR X=1 TO SILOAD“!“:NEXT:SAVE"A1“,B,&B3C9,&2742
Save onto a spare tape then reconnect the disc drive ‘and use
TRANSMAT to RELOCATE the saved code. T l"1ll

LQRDS 0E TIME ’ A
DEFAULT first aha RELOCATE 5eCOnd. Make the +e11cw1hg changes ‘to
LDRDSDFT ‘ _ if
DELETE IDD   
12o LDAD"ADVENTUR“:lTAPE:CALL &2AEF

EASI AMSCALC ‘    
DEFAULT first two programs only and make the following change lto
AHSCALCL ' ' eel
578 RUN"EASIAMSC" '
Make the following changes to EASIAMSC
DELETE 1-3

’SDRCERY Not 664/6128
For flash load version. Use TRANS 1 AUTO to transfer first program
only then reset computer and load SDRCERY. Type in the following gas
a direct command ‘ ” ‘
POKE &23B,0:POKE &23A,D:POKE &2BC,&FB:PDKE &2BD,&C9:lTAPE:SPEED
HRITE 1:RUN A A  *-"  A  
Play the rest of the tape and when finished insert a blank cassette
and type as a direct command SAVE"SDRCERY",B,&SDC,§A524l&5DC. Use
TRANSMAT to relocate this code and ERA SORCERY.BAS l§f;Yi§m E

1



JEwELS OF BABYLON =- .m ,,_.p,» ,;;;Q @'r @_ *@,.,. ’*» MARCH 1937
Type in the following program and play the tape. It will load JEWELS
OF BABYLON and then save it directly onto disc without the need to :EIz§%bJE5Q4£&iE*»:Lhi£?g2EihL££I:I$2l§——l£j$$:£i£5h1£iI§—+J~2i
use TRANSMAT ’ LL!§l°lL°"‘,"Q_1B_i_0I!€l1.9Fl_,,1§ [cl 50LBPlAR_L§!5.IE!i_'-_"__I'_ __1.A 1;; ~ ___ .
1o lTAPE.lN:MEMORY &A4OF:READ N$:LOAD ms  R  
2o FOR x=1 TO 3:FOR v=42oos TO 42009:READ A:POKE Y,A:NEXT:POKE Y,b9
so OUT &FbOO,1b
40 CALL 42ooo
so IF PEEK<42o11><>o THEN 4o
so OUT &FbO0,0
7o READ N$,A,B:SAVE N$,B,A,B     C re.
BB NEXT ' , -_-~-@
90 DATA JCODE1,&EO,&2E,&4D,&11,J1,&2EEO,&114D,&DO,7,&8D,&48,J2,&7DO
IOO DATA &4880,&5@,&5@,&55,&4B,J3,&5OS@,&4BS5
Save the following loader program
1O SYMBOL AFTER 129
20 SYMBOL 129,255,255,255,255,255,255,255,255
30 OPENOUT"DUMMY" ,
40 MEMORY &7CF
SO LOAD"J1":CALL 15580
6O LOAD"J2“:LOAD“J3"
7O CALL 20560

MASTER CHESS    T  
DEFAUET all programs and make the following change to CHESS.BAS
723 LUAD“CHESS.BlN"

STEVE pAvTs swookge
For revised version only IE third program is SNOOKER 3.6.
DEFAULT all three programs, do not RELOCATE the third. Make the
following changes to SNOOKER1.BAS
30 SYMBOL AFTER 25b:MEMORY &8140:SYMBOL AFTER 216
Change the RUN command in line 288 to read RUN"SNOOKER2"
Make the following change to SNOOKER2.BAS
Change the LOAD command in line 178 to read LOAD"SNOOKER3"

BRIDGE PLAYER Not 664/6128 .
CLEAR first program and DEFAULT second. Type in_ and save 'the
following loader program
10 PUKE &B@9D,&AB:RUN“X"

EASI AMSNURD
DEFAUET first two programs only and make the following change to
ANSNURDL , ’ . . _
57$ RUN"EASIANSN
Make the following change to EASIAMSN
DELETE 1-4 ,.~~;@;;.

ROLAND IN TIME
CLEAR the first program and DEFAULT second. Type. in. the following
loader program and SAVE as ROINTIME.-=
1o MEMORY 4s9s     “
2o LoAo"Ro1NT1nE.a1N",sooo   t..
3@.QALk 5ooo_ Q ,g. ,.,A-A.A,¢aAA l .l~ eeqe ;»;@.s_n;w
If endless lives are required then add: 25 POKE 5851,1875».
For green screen users add: 22 POKE 5001,1 ._ ..-»

DEFAULT on all programs(4), RELOCATE second. Make the following
change to KARLSTRE _
585 CALL &8CbE ' 3

I . A 2gp

fluflf pf QQR R0dTlflE§_$HOUlQ 8{,U5§QgTQ,IHFRlH6E'CUR[Bl§HT’llF$y§Ti'H-,L,
- - ’, “»». .. .,

In the following, use TRANS 0 unless otherwise stated; CLEAR scans press CLR
when TRANSHAT is waiting for a SAVE name. DEFAULTS Deans press ENTER when’
TRANSHAT is waiting for a SAVE nane and RELOCATE lamina press Y to the prompt
LOCATION ERROR. RELOCATE {Y/Nl. lf the solution given below will not work thon*
it is possible that you have a different version to the one tested. , T

ERRATUH ‘VERA CRUZ page 62. The fourth CALL (after saving VERA6l readi
POKE &714l,&C9iCALL &7134

ERRATUH AVENSER page 63. Instruction 2 should read: . . -_g ;
(2) Rewind the game tape. Typo in and run etc etc

ggg A Courtesy Jim Hestoby.

,_ . Type in and run the following program.
It will transfer the first part to disc
as ZUBB:

IO HEHORY &3FFF|lTAPE.lNilDlSC.OUTiLOAD'!',&BO40|POKE &BB5B,&C9|CALL &BB4D
2D SAVE"ZUDD",D,&4DDD,&4DDD ‘

Reset the computer and type in the following program which will transfer the
remainder of ZUB to disc: ,
1a HEHORY &3FFF:LDAD"ZUBD.BlN“:POKE &41AB,&2liPOKE &4lAC,&4:PDKE &41AD,&BF
20 FOR L=&BFBB To &BF43:READ V$lPOKE L,VALi'&'+V$liNEXT L:CALL &4BBB c  ~ 
so DATA 5A,55,42,31,D9,CB,91,ED,49,D9,21,6B,0B,ll,DB,BB,B1,4B,0B,ED,BB,CD,H9,B9
40 DATA CD,37,BD,6E,B7,1l,4B,BB,21,FF,AB,CD,CE,BC,Bb,B4,2l,BB,BF,1l,40,BB,CD,BC
so DATA BC,21,BB,B4,ll,BB,9C,ED,4B,05,B1,3E,B2,CD,9B,BC,CD,BF,BC,C7 T .

Reset the computer and type in and save as ZUB the following loader program!
IB HEHURY &3FFF:LOAD"ZUBO":PUKE &401B,&C9iCALL &4BBfl:RUN"ZUB1'

FRANK N STEIN By A.B.B. Hatfield.

Run TRANSHAT, use TRANS 1 and name this file FRANK. Do not touch the tape. Reset
the computer. Type in and run the following transfer program which will transfer
the screen to disc‘ .
10 FOR X=&BECO TO &BECE:READ ASIPOKE X,VAL("&H'+A$l:NEXT
26 CALL &DECD:SAVE'FRANKPlC',B,&4000,&27FF "~~
189 DATA 1l,FF,27,2l,OU,4B,3E,46,CD,Al,BC,CD,7l,BC,C9 ’

Do not touch the tape. LIST the transfer program and modify lines 30 and 106 as
follows: . ,
so SAVE"FRANK1",B,&2BB,&BbBB
Tao DATA ll,Qg4Bb,2l,flB,B2,3E,4b,CD,Al,BC,CD,71,BC,C9. .  

RUN the program again and it will transfer the game code to disc. Reset the
coflPUt9F- TYPE in the following loader program and save as FRANK: »~ 3 r»
16 0PENOUT"D”:HEHORY &lFF:CLOSEDUT:LOAD"FRANK.BIN":CALL &9B1F _ ‘ "'
20 LOAD'FRANKPlC'iPOKE &94Cb,&C9iCALL &948FiLOAD'FRANK1'iCALL &3BOO

65
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SPINDIZZY Courtesy of Richard Brown, Loughton,_£ssex. ”

11)
(2)
(31

Use TRANSHAT to CLEAR the first proqren.
Reset the computer.
Type in and run the following “transfer proqrel. 1t will load the remainder
of the tape and then save two files to disc: 1"b11 ~

ID FDR XIDBFDB TD &BF63:READ ASIPDKE X,UAL("&H"+A$):NEXT|iTAPE.INlCALL IBFDA
IDD
HG
123
136
14D

14}
(5)

DATA 53,5D,49,4E,31,53,5D,49,4E,32,21,4D,DD,11,CD,BD,3E,bA,CD,Al,BC,21,DD,Ab
DATA 11,BB,CD,D1,BD,DB,ED,BD,DE,B7,11,4D,DD,21,BB,B1,CD,CE,BC,B6,D5,21,BD,BF
DATA 11,BD,FD,CD,BC,BC,21,DD,CD,11,DB,DB,D1,DD,DD,3E,D2,CD,98,BC,CD,8F,BC,Db
DATA 55,21,B5,BF,11,BD,FB,CD,8C,BC,21,4D,BB,11,CB,A5,D1,BB,BD,3E,D2,CD,9B,BC
DATA CD,BF,BC,C9,

Reset the computer.
Type in and save as SPIN the following loader program:

ID FUR X=&BFDD TD &BF3FlREAD A$lPDKE 1,VAL('&H'+A$):NEXTlBDRDER D
2D FUR X=B TD 15:INK X,D:NEXT|CALL &BFDA
EDD DATA 53,5D,49,4E,31,53,5D,49,4E,32,D6,D5,21,DD,BF,11,DD,FB,CD,77,BC,21,DB,CD
11D D
129

£6)

DATA CD,83,BC,CD,7A,BC,Db,B5,21,D5,BF,11,DB,FD,CD,77,BC,21,4B,DD,CD,B3,BC,C
DATA 7A,BC,21,DB,CD,11,DD,Ab,B1,DD,DB,ED,BB,C3,DD,BD »= g P

To play the game RUN"SPIN

DALEYgTflQHPSOHf5 §UPEB;TE§T Courtesy of H.E.Haxwel1 MED. ' I

(1) The following program will automatically transfer SIDE 1 of Super-Test.

1B
28
3D
AB
SB
éB
76
SD
TB
IBD
11D
123
13D
14D

H)
(3)
Ml

HEHURY &3DDD:lDISC:FUR X=&BFDB TD &BT3E:READ A$:PDKE X,VAL('&‘+A$):NEXT
SAUE"DTST1",B,&BFDD,&4B,&BFDD '
DATA 21,FF,AB,11,4D,DD,DE,D7,CD,CE,BC,CD,25,BF,3E,32,32,3E,BF,CD,25,BF,F3,21
DATA DB,DB,11,CD,9F,D1,bB,1B,ED,BD,C3,5B,A9,11,BB,CB,21,38,BF,Bb,D7,CD,7?,BC
DATA EB,CD,B3,BC,CD,7A,BC,C9,44,54,53,54,31,2E,31 A       
ITAPE:LUAD'!':FUR x=&se9e TD &399C:READ-A§:PDKE X,VAL('&f+A$l:NEXT;;~’““
PUKE &39CD,&1B:PUKE &39CE,&C1 *e =  .  
DATA 3E,B9,21,35,D2,77,23,77,21,4D,DD,1E,33,21,FF,AB,l1,4B,DB*Q§
FUR X=&39A9 TU &39AE:READ A$:PUKE X,VAL1"&“+A$):NEXT T.1 - Y ~;L-1

FUR X=&BE82 TU &BECE:READ A$:PUKE X,VAL1T&“+A$llNEXT .j - H A i
DATA 21,CD,9F,11,DD,DD,B1,bB,1D,ED,BD,CD137,BD,21,FF,AB,11,AB,DD,DE,B?,CD,CE
DATA ac,11,4a,ae,a1,aa,eF,cn,B4,BE,3E,32,32,3E,aF,11,ee,De;a1;sB,1e;cD,s4,BE
DATA 1a,a2,c5,n5,aa,e7.21,3a,aF,cn,ac,Bc,E1,D1,3E,e2,CD,9B,BB.CD;BF;BB.B9CALL asqnq _ ihfg _ ggp__ _L_h _gg.p _..H?

To transfer side 2 make the following a1terations:—
Alter filename in line 2D to ‘DT5T2“ " "" T
Add two new lines:- - ' " = "

0 . ' . ' '

15 PUKE &BF1E,&91:PUKE &BF1F,&11:PUKE &BF23,&17:PUKE &BF24,&AA:PUKE &BF3C,&32
185 PUKE &BEB9 &91|PUKE &BEBA,&111PDKE-&BEAD,&91:PUKE &BEAE,&l1

FDRE5TL5T1HQRkD5 END ' -1 ~
DEFAULT on all eragkemezqa. Hake the following changes to-FOREST
e7oo L0AD"FAwE1".1aooo ~ ~ - I L It ,t §<@t; 1.. Q‘-
"1926 RUN"FAHE2“ A - {A ¢ ee~"i~
Make the following change to FAHE2 "
129 LOAD"FAHE3",2l21D

GHOULS * >11 »t~ I
CLEAR the first and rename the second GHOULS2. Type in the followi
loader program _ __
io OPENOUT"DUMMY“ T A 1
26 MEMORY &FFF
SO LOAD"GHOULS2"
40 CALL &31@C _
Save this as GHOULS

TRIPODS '
DEFAULT all programs. RELOCATE MCODE. Make the following changes
TRIPODS '“' T '
515 MEMORY &7@F4
Remove the MERGE from line 74O
Make the following changes to TRIPODS2
DELETE $@—7@
33 LOAD"MCODE":CALL &7OF5

PYJAMARAMA
For HYPERLOAD version only. Remove disc drive and type
following program which will load PYJAMARAMA, then save it onto
fresh tape in the normal form. Then use TRANSMAT to relocate t
1D MEMORY &1FFF
29 FOR X=&1@@@ TO &1OOA:READ A:POKE X,A:NEXT:CALL &1@@@4
so SPEED HRITE 1:SAVE"PYJAMA",B,&2000,&889F,&2017
40 DATA 33,0,32,17,159,13b,b2,1b,195,1b1,188

§EE§l6Efl9PEB&Il0N§ Not 664/6128
CLEAR the first program. RELOCATE the second and_DEFAULT the thir
Make the following changes to SO.BAS E i ' .' ]g
Add MODE 1 to the start of line 3 I“
5 IF HIMEM<>34o@o THEN MEMORY &B72E:LOAD“CODE“:iTAPE:CALL &B72F PC
&B294,&7F:POKE &B29b,&F8:POKE &B297,&A7 _ II“. ."T@_

AMERICAN FOOTBALL Not ee4/e128 A ;qI
Use sfdeiffiof caggette. CLEAR first program. DEFAULT the second
third programs. Make the following changes to AMFOOTGA.BAS
8999 SYMBOL AFTER 25b:MEMORY &BFFF:SYMBOL AFTER 32:2ZZZZ=HIMEM
ERROR GOTO 99@@:MODE 1:LOAD . . .etc(rest of line).

MINI OFFICE
DEFAULT allfiprograms. RELOCATE HORD2. Make the following Changes
WORD .BAS DELETE 10,15,302
wORD1 .BAS 4o LOAD“HORD2“:iTAPE:CALL &eeeE
DBASE .BA5 DELETE 3o2
SPREAD .BAS 7 OPENOUT“DUM“:MEMORY &84CF:CLOSEOUT
SPREAD2 .BA5 5 OPENOUT“DUM“:MEMORY &b1A7:CLO5EOUT A

Change the LOAD"l“ to LOAD“VARB“ 1h 435
DELETE 3231~3232

GRAPH .BAS 7 OPENOUT“DUM“:MEMORY &5F37:CLO5EOUT
GRAPH1 .BA5 Change the LOAD“I" to LOAD"VARB" in EQO

REMEMBER f_TlE is for TRANSMAT users_on1y

e4 - 3



FA~TA$1A.91AD@~Q           
Type in theifollowing program, insert the tape; run. it and follow
the prompts. It will transfer the program to disc without the need
for TRANSMAT. Run game with RUN“FANTASIA" then press any key when
loaded. A
ID lTAPE.IN:MEMORY &12BF
20 LOAD"F":CALL &9B61 ‘
39 SAVE“FANTASIA",B,&12C@,&B59B,&7DO@

MOUSE OF USHER _
Use TRANS l AUTO. Reset the computer and LOAD“HOUSEOFU". Change the
third from last DATA statement in line 110 from 195 to 2B1 and add
the following line
185 SAVE"U1",B,&CODD,&4@@D:SAVE“U2",B,&500D,&SDDO
Run this program which will transfer the program to disc. Make the
following changes to HOUSEOFU.bas
100 LOAD"U1":LOAD"U2"
110 CALL &5DDD

§TA3_AvEm§ER Not 664/e128     
DEFAULT all programs and RELOCATE the second. Make the following
changes to STARAVEN.BAS
3 MEMORY &1AEF:GOSUB 210 (may be line 30) V
ISO LOAD“STARAVEN.BIN“:CALL &155F:...etc(rest of line).

QET SET NILLX, Not 664/6128
Type inland run the following program and play the tape. It will
load in JET SET NILLY and save it onto a spare tape in the normal
format. You can then use TRANSMAT on it but do not relocate the
second program
10 iTAPE:SPEED NRITE 1
20 FOR X=&8D TO &FD:READ A:POKE X,A:NEXT
30 CALL &8O '
40 DATA &D6,&16.&3E,&1A,&21,&DO,&A9,&11,&@@,&D8,&C5,&D5,&E5,&F5,&CD
50 DATA &A1,&BC,&F1,&3D,&E1,&D1,&B7,&ED,&S2,&C1,&10,&EF,&O6,&66,&2l
60 DATA &D5,&DO,&CD,&BC,&BC,&21,&DB,&D0,&11,&26,&DO,&O1,&DB,&DD,&3E
70 DATA &O2,&CD,&9B,&BC,&CD,&8F,&BC,&3E,&FF,&CD,&6B,&BC,&D6,&D4,&2l
BO DATA &FA,&DD,&CD,&8C,&BC,&21,&@D,&O1,&11,&DD,&BO,&D1,&OD,&DD,&3E
90 DATA &@2,&CD,&9B,&BC,&CD,&BF,&BC,&C3,&OO,&DO,&4A,&45,&S4,&53,&45
100 DATA &54,&11,&DD,&OD,&21,&BD,&B8,&OE,&07,&CD,&CE,&BC,&D6,&O4,&21
110 DATA &FA,&DO,&CD,&77,&BC,&21,&DD,&D1,&CD,&B3,&BC,&CD,&7A,&BC,&C3
120 DATA &4A,&AC,&4A,&53,&57,&31

RETURN TDWEQEN A
Use TRANSE3 AUTO and make the following changes to EDEN.BAS
31$ LOAD"FIRSTBIT"
BOO POKE &921@,&B7:POKE &921B,&B7:FOR X=374@1 TU 3742B2READ A8POKE
X,A:NEXT
830 DATA &21,&2E,&B7,&11,&39,&A7,&O6,&O7,&CD,&77,&BC,&EB,&CD,&83,&BC
,&CD,&37,&BD,&C3,&DO,&8B,&4C,&41,&53,&54,&42,&49,&54
KNIGHT LORE _ . _ _
 __?$|| . - . .. ' .

Use TRANS 2 AUTO and type in the following loader program and, save
as KNIGHT.BAS . .., _
10 MEMORY &1FFF .*
20 LOAD"KNIGHT.BIN"_ -.-~_.. --
30 POKE &l13B,1:POKE,&1@@@,4B:POKE &1148,&C3
40 CALL &1104:CLOSEIN:CALL &1l4B '

REMEMBER - TIE IS FOR TRANSMAT USERS ONLY '

i€§§E§§?§;E§[t~ . AVENGER
§s;e§§ag@eee&§1

7*AF
Tr  éhggingguam

' Courtesy Jim iwlestoby.
‘ 9. '..I'_ 4:“ _- ...".._ T5L’ :3 ...

Ta. '4
~.
a-anion

av
.. Type in and run the following program.
._ .,.. ,, “. It will transfer the loading screen tow.- '. ' '_ '~, - J

_t"__T____-i,:‘éI-1: : _ 15C|_ Y

'-:1 33?? '1 "A > ~

16 MODE ITHEMDRY &lFFF:fTAPE:LOAD'!":PDKE &26b1,&C3:PDKE &26b2,a6B
2a PUKE &2663,&BF:FOR L=&BF66 TD &BF4D:READ VSTPOKE L,VAL("&“+Vt):NEXT L
46 CALL &2666
166 DATA 41,5b,45,4E,47,45,52,36,31,66,C6,D9,61,81,7F,ED,49,D9,21,66,66,11,66,66
11a DATA 61,46,66,ED,B6,D9,CB,D1,ED,49,D9,CD,37,BD,6E,67,11,46,66,2l,FF,AB,CD,CE
120 DATA BC,66,68,11,46,66,21,66,BF,CD,BC,BC,21,66,C6,11,66,46,61,66,66,3E,62,CD
130 DATA 98,BC,CD,8F,BC,C7,   

(2) Type in and run the following program: It will transfer the program code to"
disc in two files: -

16 MODE 1:MEHORY &1FFF:ITAPE:LDAD“!":PDKE &26b7,&62:PDKE &2671,&55
26 PDKE &267B,&C2:PDKE &26B2,&C3:PDKE &26B3,&6BlPOKE &26B4,&BF
36 FDR L=&BF66 TD &BFB4:READ USIPDKE L,UAL(“&"+V$l|NEXT LICALL &2666
166 DATA 41,56,45,4E,47,45,52,3l,2l,66,62,ll,66,D2,6l,66,2E,ED,E6,21,66,36,11,6D
116 DATA 26,61,66,7E,ED,B6,31,66,C6,D9,61.81,7F,ED,49,D9,21,66,66,1l,66,66,6l,46
126 DATA 66,ED,B6,D9,CB,D1,ED,49,D9,CD,37,BD,6E,67,11,46,66,2l,FF,AB,CD;CE,BC,66
146 DATA 68,11§46,66,21,66,BF,CD,BC,BC,21,66,C2,11,66,3E,61,66,66,3E,62,CD,9B,3C
156 DATA CD,BF,BC,3E,32,32,67,BF,66,6B,11,46,66,21,66,BF,CD,BC,BC,21,66,26,l1,66
166 DATA 7E,61,66,66,3E,62,CD,9B,BC,CD,8F,BC,C7

t3) Finally type in and save as AVENGER the following loader program:

16 HEHDRY &1FFF:HDDE 1:BDRDER QIINK 6,6:INK 1,6:lNK 2,24:INK 3,2b:LOAD"AVENBER6"
26 LOAD"AVENGER2'
so FDR L=&BF66 TD &BF1C:READ V$:POKE L,VALl"&"+V$):NEXT:LOAD"AVENGER1"
46 CALL &BF66
166 DATA F3,2l,FF,9D,11,FF,BD,6l,66,7E,ED,B8,21,66,C2,11,66,62,6l,66,3E,ED,B6
110 DATA 31,66,66,C3,DB,65

(3C)NI3L1EE3TE

Courtesy Jim Hestoby.

Run TRANSHAT and use TRANS 3.
CLEAR the first. Name the rest
CUNUUE6, CDNDUEI AND CONDUEZ. D0 NUT
RELUCATE any file.
Type in and save as CDNDUEST the
following loader program: I

,..

16 ncnoev &3FFF:HDDE 1:BDRDER BIINK 6,6:lNK 1,9=1ux 2,2b:lNK 3,5 T
2a LOAD "CONDUE6",&C666:LDAD “CONDUE1",&9F66 A  
46 FUR L=&BF66 TD &BF2D:READ V$:POKE L,VAL('&'+V$l:NEXT L:CALL asses F  .
100 DATA 43,4F,4E,51;5s,45,s2,DD,D¢,D7,11,4D,aa,21,aa,DF,cD,71,Dc,21,£4,a1,cD,a3
1l6 DATA BC.CD,7A,BC,CD,37,BD,F3,21,D1,9F,ll,D1,AF,61,EE,9D,ED,B8,C3,72,A4;

- 63
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T T ~=-W-"l "T-of‘ LRE L V E B
. _ ~11: -- -- - -.Iiwrstvattl gt. I flVA T _Courtesy_H.E.HawwellgHCD. ;_ ,V.

g , _§e Lg; Btart with a formatted disc with at
least 116K free and the VERA tape in

no the datacorder, fully rewound. The
_;ea-F _ - whole transfer has to be done with
A; """ "‘“““ DIRECT CDHHAHDS. It cannot be run as

Awnmnl ' 'P‘ a basic program. YOU HUST_;PRESSVENTER
BLAHCOH Gilles 0 IHFOGRAHES - .1985 ' - I

lTape.in:HEHDRY &2FFF|LDAD'!',&6c76 _ V Y
PDKE &722F,&CB:PDKE &7236,6|PDKE &765A,&C9|CALL &764D:SAVE“VERA1',B,&7666,l296
SAVE'VERA2',B,&3666,&7C6 h_ _ _ _ __._;fTT ~ 1 V
PDKE &7674,iC9:CALL &76b7 ' ' ' '* "T* 7 "

DH 4a4 ONLY PDKE &AEB3,&53|PDKE aAEe4,a13
DH a§§!§l2B Dwtv PDKE &AEbb,&53|PDKE aAEaT,a13 A

5AVE'VERA3'

CALL &711R:5AVE"VERA4“,B,&8DAD,&1666
CALL &7l22:5AVE'VERA5',B,&7536,&2866
CALL &712B:SAVE"VERA6",B,&7536,&2B66
CALL &7134

ON 464 DNLY POKE &AE63,&64|PDKE &AEB4,&4C
DH 66§L6l28 DNLY PDKE &AE66,&B4lPDKE &AE67,&4C '

5AVE"VERA7“

CALL &71I9!5AVE"VERAB",B,&BDAD,&1B66
CALL &726E:5AVE'VERA9',B,&5BC7,&4BDD

You now have all 9 files on to disc and have to edit the two basic files and
write a short loader program. T i

Reset computer and load "VERA3". Delete'Iine 26.

EDIT 96:-Replace CALL deb with HEHDRY &2FFF:LDAD'VERA4'
EDIT 1I6|—RepIace CALL meur LDAD"VERA5"
EDIT 126:-Replace CALL const with LDAD'VERA6'
INSERT NEH LlNE:- 125 CLDSEINICLDSEDUT
EDIT 766:-Replace CALL suite with HEHDRY &B666:run"VERA7' '
SAUE"UERA3"

Reset the computer and load "VERA7". Insert new.linesia_‘

5 FDR I=&BF66 TD &BFlF:READ As:PDKE I.VAL('&'fA$I:NEIT£\-.<-' in >- ~=¢ >K>
7 DATA 21,13,DF,aa,g5,11,c7,5s,cD,77,Dc,ED,DD,53,90,cD,7A,Dc,c9,5a,A5,52,A1,3D

EDIT 16l—ALTER visa=&726e to visa-&bflB. ALTER-deb=&7119~to.debF&BF66<HY-

Now type in the short loader and save as“VERA"

16 HEHDRY &2FFF:LDAD‘VERA1'lPDKE &764D,&C9:CALL &7622
26 LDAD"VERA2":PDKE &7664,&C3|CALL &765A|RUH"VERA3“-

62

THE HOBBIT *e A VVA*
Type in and run the following program then play the tape.
16 .‘TAPE.IN - use -Lt-
26 OPENOUT"DUM":MEMORY &EFF:CLOSEOUT "
36 LOAD"":POKE &F62,26l:CALL &F66
46 SAVE"HOBBIT1“,B,&C666,&4@@6 -
so SAVE"HOBBIT2",B,&1666,&95BB,&7BF6 yE" A=i*
This will read the required program from tape and save it onto disc.
TRANSMAT is not required. Type in the following loader program -an;
save it as “HOBBIT" ' “ '“
16 MODE 6:FOR X=15 TO 6 STEP —1:READ A:INK X,A:NEXT:BORDER 26 "
26 LOAD"HOBBIT1":RUN"HOBBIT2" _ I '
36 DATA 26,23,15,1B,11.24,6,7,13,3,12,16,25,B,6,4

IRE RING OF QAERNESSV Not 664/6128 I
Use TRANS 5 AUTO then type in and run the following program'
16 MEMORY &4666 ' ' '
26 LOAD"RCODE",&4B38
36 SAVE"RCODE",B,&4B38,&4A48
46 SAVE"RCHAR",B,&9586,&666
Make the following changes to THERING.BAS
16 SYMBOL AFTER 256:OPENOUT"DUM":MEMORY 15979:CLOSEOUT:MODE M
LOAD"lTITLE“:GOSUB 266:POKE 42184,&41:POKE 421B5,&49
15 FOR I=6 TO 15:READ A:INK I,A:NEXT:BORDER 6:MODE 6:CALL 23243:
LOAD"!RCODE“,&5B38
596 CLS '
666 GOSUB 56:BORDER 6:INK 6,6:GOSUB 266:POKE 42184,&41:POKE
42185,&49:MODE 6:CALL 23243
665 CLEAR:MEMORY 23351:SYMBOL AFTER 48:HI=HIMEM:LOAD"RCHAR",HI+1:
RUN"lRING2"
766 CLS:PRINT"Load a saved character.":PRINT:PRINT"Insert your SAVE
disc":GOSUB 56:CALL 37312
765 CLS:PRINT“Replace the RING disc":PRINT“then ";:GOTO 666
Replace the RUN command in line 2165 of RING2.BAS with RUN"FINALDUE'

XANAGRAMS
DEFAULT first program. Rename second X1, RENAME third X2" ant
RELOCATE it. Make the following change to XANAGRAM.BAS i "
74m RUN"X1" ' A *
Make the following change to X1.BAS
81 LOAD“X2“:CALL &315A:SYMBOL 255,6,6,6,6,6,6,126,6

SEMSVOFj5TRADUS Not 664/6128
DEFAULT béth programs aha make the +o11om1hg change to GEMSSTRA.BAS
4616 PRINT:PRINT:PRINT:POKE &B696,&AB:RUN"GEMSPROG“ ' YE"f '.
Save this as_GEMS. Type in and run the following "
16 OPENOUT“DUM“:MEMORY HIMEM—1:CLOSEOUT
26 POKE &B696,&AB:LOAD“GEMSPROG“ '
when the program has loaded RENUMber the program and add ‘the
following line -'”_ _
1 POKE &B696,166 if
Save this as GEMSPROG

CUBIT I
DEFAULT first program. CLEAR the second and DEFAULT the third. “Make
the following change to the first Program '"‘ '“' ]""T AATA
1o MEMORY &1FFF A A A A
DELETE 26-96 ' '
166 LOAD“CODE"

-L 5
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TANK BUSTERS
ype in the following program, run it and play the tape
6 lTAPE:SPEED HRITE 1 _ _ _
6 OPENOUT"DUM":MEMORY &2FF:CLOSEOUT
D LOAD"|" _ L

FEBRUARY 1987

6 FOR X=&BB66 TO &BB24:READ A:POKE X,A: NEXT V'If..f£.1Vi.g:.,tg.i”s1:>31.*=a1I‘ -_._J;.NE‘.QRM.AT. 1,0111 _E&Q 
Q1 1NF>UT"PRES5 ENTER " ,A$ . ;_- __ _ _ The following inforaation is [cl EULDl'lARlI'SYSTEl'lS '

CALL &BB66 L ---1! I I ~.
DATA_&F3,&21,&69,&63,&11,&49,&66,&61,&66,&63,&ED,&B6,&21,&25,&AB
DATA R11,&64,&66,&3E,&42,&CD,&49,&66,&21,&66,&63,&ED,&5B,&27,&AB

6 DATA &3E,&2A,&CD,&49,&66,&FB,&C9 A A _
hen the PRESS ENTER prompt apppears wind the tape forward for a few
econds then press PLAY and ENTER. when the program has loaded you
ill get a SYNTAX ERROR. Enter SAVE"TANK“,B,&6D6,&A23C and save onto
spare tape. Use TRANSMAT to transfer it to disc but do not

ELOCATE it.
ype in and SAVE as 6TANK.BAS" the following loader program
6 OPENOUT"D":MEMORY &3CF:CLOSEOUT -
:6 LOAD"TANK.BlN“,&3D6
6 FOR X=&A6FC TO &A7FF:POKE X,l76:NEXT
6 CALL &1B66

SSS

DARK STAR._
ype in the following program. Run it and play the tape
6 lTAPE.INe
6 OPENOUT"DUM":MEMORY &2FF:CLOSEOUT
6 LOAD"I"
6 FOR X=&BB66 TO &BB24:READ A:POKE X,A:NEXT
i6 INPUT"PRESS ENTER ",A$ I
6 CALL &BB66 A
6 DATA &F3,&21,&69,&63,&11,&49,&66,&61,&66,&63,&ED,&B6,&21,&25,&AB
6 DATA &11¢&64,&66,&3E,&42,&CD,&49,&66,&21,&66,&63,&ED,&5B,&27,&AB
6 DATA &3E,&2A,&CD,&A9,&66,&FB,&C9
lhen the PRESS ENTER prompt appears wind the tape forward for a few
econds then press PLAY and ENTER. when the program has loaded you
dll get a SYNTAX ERROR. Enter SAVE“STAR“,B,&6D6,&8536 to save it
irectly on disc. Type in and SAVE as "STAR.BAS" the following
oader proggam _ ‘
6 OPENOUT"DP:MEMORY &3CF:CLOSEOUT
D LoAD"sTARYBIw",&3DD
6 CALL &1B66

SULTANS MAiE' - A
Tee TRANS 2 AUTO. Remove MEMORY &A9FF from line 36 0+ MAZE1.BAS

150
Eil35T BU§l§E§ R 236 DATA Ar,sD,47,ss,4E,2E.5D.49.43
ransfer the third program only (OBJ). Type in and SAVE as GHOST
he following loader program _
6 OPENOUT"DUM“
6 MEMORY 1666 ‘
6 CLOSEOUT
6 LOAD“OBJ"
6 CALL &7666

CLASSICWRACING
EFAULT first, RENAME the second RACINS1, RENAME the third RACING2
nd RENAME the fourth RACINGE and RELOCATE it. Make the following
hange to RACING2 _
6 LOAD"RACIN63":ITAPEiCALL &652E:POKE &7999,&52

6
-

-..__.-.

_ R055 Q? DER iflgiljii SHOULD BE U5EDWIQmlfl[flIH§t CUPTATGHTWIAPS -

ln the following, use TRANS 6 unless otherwise stated. CLEAR means press CLR
when TRANSMAT is waiting for a SAVE name. DEFAULT means press ENTER when
TRANSMAT is waiting for a SAVE name and RELDCATE means press Y to the prompt
LOCATION ERRDR. RELDCATE TYXNT. If the solution given below will not work than
it is possible that you have a different version to the one tested.

ERRATUH JACK THE NTPPER page 59. .
Please amend the transfer program as follows:
Line 126 DATA 66,ED,B6,DjJCl,ED etc etc _ - -
LIFTE .....CD,§_§,EC---=----~--Caycoqi;

Line 16 of the loader program should be INK 1,26 and not DNK 1 26.. 1 .

_ ---@s@!'4!_!',~"'-"-*' * “ ' “ “ ' ' " ' ' " “ “ - - “ * “ “ ' ' ' * ‘ * ' ' ' ' ' “ ’ ' ' ' ' ' ' ' - ' T '. _ . __;_,___._ .. ._

"' Q/EMI §5fT€T- ’ TOPGUN
%g§TTfi%LjC§f; Courtesy of H.E. Haxwell HCD.

5 :§§§§§5Mff§§ Type in and run the following program.
It will automatically transfer TDPSUN

1 to disc without the need for TRANSMAT.

61565 PHRFIHIJUHT PICTURES. 61565 IJEEHI1. 5'

10 nsnonv &9FFF:FOR X=&BE82 TD &EEES:READ A$:POKE X.VALf'&'+A$l:NEYT
26 SAUE"TOPGUN",B,&BE82,&b7,&EE82
so DATA 21,FF,B6,11,46,66,DE,D7,CD,CE,BC,3E,66,CD,6E,BC,21,D9,SE,6b,16,C5,E5,79
4e DATA 3D,4A,4a,cD,32,Dc,s1,23,c1,1D,r2,4s,4D,cD,se,Dc,cD,DA,DE,DD,E1,sE,31.32
56 DATA Db,BE,66,68,CD,BC,BE,C9,Db,6A,21,CF,BE,11,66,C6,CD,77,BC,EB,CD,S3,BC.E3
an DATA E5,CD,7A,BC,C9,54,4F,56,47,55,4E,2E,56,49,43,6E,14,6B,61,61,6F,l6,66,63
76 DATA 19,18,6C,1A,6A,6D,D6
an FDR X=&A666 TD &A698:READ A$:PDKE X,VALI"&"+A$l:NEXT|CALL &A666 ,
166 DATA CD,37,BD,3E,44,CD,b8,9C,Db,66,ll,66,16,CD,77,BC,D5,EB,CD,B3,BC,CD,7A,BC
110 DATA 21,1D,9E,22,sD,39,21,3D,AD,11,aD,39,D1,DD,DD,ED,BD,21,FF.AB,11.4fl.BB.E9
120 DATA 3E,BC,32,67,D2,21,Sb,87,22,68,62,1D,55,CD,4E,BC,21,49,A6,22,4D,BF.C3.66
136 DATA BF,21,FF,B6,11,4D,66,6E,D7,CD,CE,BC,21,BF,A6,66,6A,11,56,C6,D5,CD,EC.BC
146 DATA E1,11,aa,sr,ss,D2,cD,Ra,Dc,cD,aF,Dc,3E,31,32,ae.AB.21.BF.flfl.BA.@B.11.E@

DATA 63,D5,CD,8C,BC,E1,11,26,95,61,C6,6D,3E,62,CD,96,BC,CD,DF,DC,C3,CB,60.54

1'{T
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BCQDBYTDQ

A.B.B. Hatfield, Hertfordshire.

Ill Run TRANSMAT and use TRANS 2.
(2) Name the first-file SCDDBYI
I3) DEFAULT the second.
I4) Type in and save as SCDDBYDD the

* following loader program:

16 UPENUUT'D':HEHURY &5D6:CLUSEDUT:LUAD'SCUUBYl.BIN',L5DC
26 FDR X=&5D6 TU &5D4:PDKE X,A:NEXT:PUKE &5EC,&C3:PDKE &646,&C3:CALL &5D6
36 DATA &6E,&67,&CD,&CE,&BC

61



_ Daf HertfordshirB-
Jim Westoby, PotterS_H *_ ; .- =-r_o_mAaALLK Courtesy . - ' -the TOMAHAWK t&PBA - t the following 1?Str“°t?°n?,, .~;»-¢xw-~; A

(1) When carrying GU " . T ._. .-~ =
should not be mOVed- - - oADoo;I TRANS 1, naming the flle TL(2) Run TRANSMAT and use - following Program‘ It. Type in and RUN the nd re-Save the(3) Reset the computer d- , modify the code -8
will load TLOADGQ from isc

d'fied file to disc A= TLoADoi. it1mo .. R H- TLoADoo1® MEMORY &3FFF'L9AD F4 &8B:POKE &4oFs,&5B2o POKE &4oF3,&DE-POKE &4@ ’
so sAvE "TLoADo1",B,&4@@@=&13F*&4®®@

. following Program ' it_ Type in and RUN the ._- - 1 A(5) Reset the comPUter '18 to disc: Hal ,U‘W511 Save the second f1 V POKE L,v:NEXT L M ,
19 FOR L:&BF®® TO &BF3®.READ .
2o RUN "TLoADoi" o4 &4c &4F &41 &44 &31 &3@ Q19” DATA &5 ’ ’ ’ ’&FF’&AD:&i11&4o,&oo,&CD,&CB,&BCiio DATA &CD,&37,:E?,Zgé,&BF:&11’&@o,&2®,&CD,&8C,&BC,&2l
12” DATA &g%’:€;’&l1’&oo’&o2 &®l,&8E,&3F,&3E,&®2,&CD,&9813g DATA &_ , , J 1 J

14o DATA &BC,&CD»&8F=&BC'&C7
. 11 ' g program whlOh

(6) Reset the computer. Type in and RUN the fo owin- ' disc;will save the thlrd file Zg1Q":1TAPE
lg CLs:MEggg? §§§§?o§§“Z@F§E°&A¢p@AE &3FC1,&BFco POKE & ', ~ , ’ . ,V:NEXT L
go FOR L=%§g%o To &BF3®.READ v-POKE L

CALL &
5g TA &54,&48,&41,&57,&4B,&3®,&®@,&®® gm &cD &CB,&BC
lag DATA &CD as? &BD &21 &FF,&AB,&11,&4®,& D,&BC,&BC &21iio DA »' ’ ' ’&DF &11 &oo,&2o,&C , » »

Q DATA &®6,&06,&2l1&®®) J I ,&3E,&®2,&CD,&9812$ DATA &8E’&3F,&11,&76,&3®,&®1,&8E,&3F
c714® DATA &BC,&CD,&8F»&Bc'& ~ hich

' and RUN the followlng program W(7) Reset the computer. TYPe in
_ the following loader program

_ 18 OPENOUT"DUM“:MEMORY &BB7:CLOSEOUT
. file to disci 28 LOAD“SCREEN "

will ggvfi the fourth H @“q|TAPE
. DZLOAD TLOAD1 -116 MODE ®.MEMORY &3FB

CRAZY GOLF
DEFAULT all
CRAZYGOL.BAS
1O MODE 1

four -programs and make th

5O LOAD"LOGO":CLS:CALL &9b4O
ioo LOAD“CODE" A h
11O RUN"GOLF

FRUIT MACHINE
DEFAULT all three programs D.- o not RELOCATE the third Make the
following change to the second program
8O23 ADDRESS=HIMEM+(8*9b)+1:LOAD D

BRIDGE IT
DEFA

ANIMATED STRIP POKER Not 664/612

ULT all three programs and RELOCATE the third Make the
following change to the first program
BB7 LOAD"T":LOAD"PIC":CALL &6b6F M1=1

B
DEEAUElEallRprograms($) and RELOCATE the third Make the following

IMSTRI.BASchanges to AN
13 POKE &BDEE ,&C9
2O RUN"POKERBAS"
Make the following changes to POKERBAS BAS
2 MEMORY 2@699:LOAD"CODEDATA“‘CLEAR CALL &497b
3 POKE &B294,91:POKE &B29b,&DB POKE &B2R7,&Ab SOTO IDO

SOREENWDESIGNER
Use TRANSR1 AUTO to tra +ns er the first program only then type in and
run the following program which will l d toa he next part and save
to disc
1O FOR X=&8@OO TO &8OOA
28 READ A:POKE X,A:NEXT
SO CALL &BOOO
4O SAVE"DESIGNER“ B &B, , B8,&51BD,&FA9
so DATA &3E,&Ab,&21,&B8,&B,&11,&BD,&51,&C3,&A1,&BC
Now type in and SAVE as DESIGNER BAS

DE.BIN
‘NEXT L so LOAD"DESIGNER.BIN"

2o FOR L=&3FB2 TO &3Fci:POKE L,®-DF &BF 4o CALL &5E
3o POKL &3FDE,&22‘POKh &3F »
SQ C
1®®
l1@
l2@
13@
l4@
159
16®
176

ALL 3F6E C 4B &31 &®@ &oo,&c5,&D5»&E5»&@6DATA &s4,&4a,&41,&A?»& » » ’,&CD,&8C,&BC,&E1,&Dl
DATA &%6’:%A’§gg’§%%’§ée’§%%’§g%,&sF,&Dc,&c9,§%%»gigDATA & 1, ~ * " ’ ’ Ao &®2,&ED,&B®,&CD» »
DAT“ &A6’&11’&2®’§2o'%go’§211&FF,&AD,&cD,&cE,&Dc,&2i
DATA &®E,&®7,&11;&6®:&A5:&®1’&®®,&®l,&CD,&®8;&BF;&3E

DATA &®g’§2%’§og’ADP’&2i:&oo,&co,&i1,&oo,&4o,&o1,&oo
gig: §g®:&EDi&@5i&BF*&C7

(8) A e ‘ ' "THAWK@":,ALL &3
1Q MODE Q MEMORY &JFbD.LOAD
2o LOAD "TuAwK2" , \- (RE L,V:NEXT L:CALL &BF@6
so FOR L:&BF@® TO &BF3B.READ J-P1
1®@
11@
12G
139
l4®

<9)

. &llA r &31,&o6,&®6»&21’&@@’&Bl’DATA &54,&4b1&i1’&??’§%E’&21-&@@,&o1,&CD,&83,&B@>&CD
DATA &®®,&C®;%bD)&??:&Bfi1&F3)&2l &2@,&82,&l1J&6@’&A6

DATA &oA’§2g’§gB'§%D’&Do’&2i’AiF1&a2,&ii,&2o,§gé,§g§DATA & 1,' , -* , - :'c9'&n2]&@®’&98,&C3, a

DATA &A®,&®2,&ED,&B®,&3E,& , J » Nu*TLOAD@1.BIN/TLOAD1®.B1
You may WU“ ERASE TLOAD®® BI I

DC

F - ’v;PoKE L,V-NEXT L
fig FQR L:&BF@@ TO &BFJ8-READ

&
CONFUZION

Use TRANS 2 AUTO and make the following changes to CONFUZIO BAS
DELETE 18310
IOSZO RUN“SPEEDMAS"
Add the following line to SPEEDMAS BAS
2 LOAD"CONFUZE.BIN"
Type in the following program
IO FOR X=&200@ TO &20@A:READ A:POKE X,A'NEXT
28 CALL &2000:SAVE“CONFUZE",B,&3@OO,&b8BO

-- SO DATA &21 O &$O &11 &8O &bB &3E &RB &C3 &A1 &BC- d Ogram. 1 1 1 1 1 1 1 1 1 1

Tvpe in and save as TOMAHAWK the £ollow1?%Eloa er PF Rewind the tape and run this program which will transfer the middle
block to disc.

ADMlRAL GRAFSPEE
Use TRANS 2 Autow Make tn +. e ollowing change to GRAFSPEE BAS
348 RUN"GAME“
Make the following change to GAME BAS
REMOVE MEMORY 4 $789 FROM LINE 5

7

e following changes

ATA ,ADDRESS



ALIEN B -
Use TRANS 2 AUTO. Type in the {ollowing loader-program andV SAVE* as
ALIEN.BAS
16 MEMORY &1FFF
26 LOAD"ALIEN.BlN" \
36 POKE &1131,1:POKE &1666,4B:POKE &113E,&C3
46 CALL &1164:CLOSEIN:CALL &1141

PYJAMARAMA ~ _
Non HYPERLOAD version. CLEAR Tirst two programs. RENAME third PYJAMA
ano RELOCATE it. Type in and SAVE as PYJAMA.BAS the Tollowing loader
program
16 MEMORY &1FFF:LOAD"PYJAMA.B1N"
26 CALL &1E79:CALL &2666

DUNGEON ADVENTURE* =
DEFAu£TT€T?EEW5Fegrem. DEFAULT and RELOCATE the second. Make the
following changes to the Tirst
116 SYMBOL AFTER 256:MEMORY &2AEE
126 LOAD“ADVENTUR" A
125 ITAPE
126 CALL &2AEF
136 CALL &3666
DETECTIVE A

DEFAULT all {our programs then type in and run the following program
16 MEMORY &8EB5:LOAD"DETCODE",&BEBb
26 POKE &8EB7,&CE:POKE &8EBB,&BE
36 POKE &8EBA,&FC:POKE &BEBB,&9F
46 POKE &8EC3,&Ab:POKE &BEC4,&91
56 POKE &8ECb,&FC:POKE &8EC7,&9F
66 POKE &948A,&94:POKE &984F,&94:POKE &9492,&94
76 SAVE“DETCODE",B,&BEB6,&64A
Make the {ollowing changes to DETECT1VE.BAS
Line 1686 change MEMORY statement to &8EB5

ll ll II II ll II

" " " RUN " " A "DETGAME",
' " " CALL " " &BEBb
" 1696 “ the &A466 to &9EFC

Make the {ollowing changes to DETGAME.BAS
Line 26656 change POKE &BD2D,&A4 TO POKE &BD2D,&94,

" 26666 BA!=&9EFC:NORM=&BEB6:PROP=&BEC2:CALL NORM

BLAGGER A A A  . 
CLEAR Tirst program. RENAME second BLAGBER and DEFAULT third. Run
game with RUN"BLAGGER" »» »

STAR COMMAND 1,1,1-   
DEFAULT both programs and make the following changes to the ¥irst
16 MEMORY 16383 I I--J A I jiJ.@_:.-A 1___-
26 LOAD"STARCODE“ J- A 1;. J (D A-1~... f%W: A

VAMPIRE KILLER. ~ ~1(.,1-..»,,,,»D<; =¢» ¢.,.@@¢A.¢; ¢~D1, 
DEFAULT T511 lfirograms. Do not RELOCATE OHIDGHAF.BIN;i Make? the
following changes to the Tirst program _
286 INK 1,6:INK 3,26:INK 6,1 - ”“" ' -'7' 7'
296 LDAD"KflHP1REP.B1N" 1 ,. ,.+@,1@,1 ~»<1»-
366 CLEAR:SYMBOL AFTER 124:LOAD"OHIDGHAF",41692
316 RUN“VAMPIREK.BAS" ;.¢1,w»¢ 3; ~».A~

9

-—'——-\-'au\.4.I-Ill-LJ-QT.

Run TRANSMAT and use TRANS 4 W
Name the fil KENTILL
Reset the cozguter butAbOKfig¥QhO5gN$iP;nd KENT2' 1%
TYP8 1n and r th _ . D
last file to glsoze followlng program which will transfé

4*""\f""\)‘I""\.f-*5 Th-C010»-A ~...¢~...¢~...¢~.._¢

16 CLS - D
2D FOR L:&BF6D TO &BF6E' - A3D sAvE "KEDT3",B,&cFTA;gl2gsV'POKE L’V NEXT L’CALL &BF@@) A A
1DD DATA &21,&7A,&CF ' 111g DATA &@@’&C9 ’&11»&98»&l¢,&3E,&2C,&CD,&A1,&BC,&D2,&6D j
(5) Reset the c0mputer_ _
(6) Alter the PPOgrams as follows _

KENTILLA.BAS: gg §8fiD "KENT6",&C66D.
"K N ~KENT1.BAS: E T1

2D RESTORE 3D:FOR L—&DFDD TO &BF )“))))“)) A- DE-READ v POKE L V:NEXT L36 DATA &CD,&37,&BD &21 ' ‘
31 DATA &DD,&c9 ’ ’&7A’&CF»&11»&?A,&aF,&D1,&98,&1c{&ED
KENT2.BAS: TDDD REM MEMORY 36698

TDD1 LOAD "KENT3":MEMORY 36e9a.CALL &BF@@
(7) ERAse all BAK files and

Play the game by running ~KENTIL
. LAN

JACK THE NIPPER Courtesy of '1 -1 , 1,- _. . .J1m Westoby Potters Bar H
' . , ert.

(1) Type in and RUN th f - =
1D MODE 1:MEMORY &9FFF:'TAPE'LOAD"1~‘
2D POKE &AD58,&8:POKE &D59,&BF '
30 FOR I:&BF@@ TO &BF - -4D CALL &A0@D SE READ V$-POKE I,VAL("&"+V$)INEXT
IQQ DATA 6E,69,7@ 3
11D DATA AD,ED,BAj@?’§§'§§-gg-3;.21,FF,9F.11.FF,AD,D1,DD
12$ DATA 00,ED,Bg’Dg:C1:ED’491D9:gé:€?:g%:éé:gg1Qgxgly4Q

13D DATA 2l,FF,AB 1 ,11,4D,DD14D DATA 'CD’C3’BC’@6»@4-21»@@.BF.11 DD cD CD BCDc,21,DD,cD,11 » » 1 ,15D DATA 8F,BC,@6’g4 21,gD,;?,Di,gg,gD,gg.gg,g€,gs,Dc,cD
J J J J J J 1 , I J 1 QQ Q116D DATA 11 DD AD D1 DD DD 3E D2 ’ ': 1 1 1 J 1 1 :CD,98,BC’CD,8F,BC C7 .

8 following lggder program:
1D BORDER @:MODE 1:INK D D ONK 1 26.INK 2 14 NK

; - 1 I :I 3,162D FOR I:&BF@@ To &BF1 - '
DD LoAD"DIPD" 4 READ V$‘POKE-I’VAL("&"+V$):NEXT:CALL &BFi
46 FOR I=&BF@6 TO &BF2B:RE

(2) Finally type in and save th

1 AD V$:POKE I,VAL("&"+V$):NEXT:CALL &B?:DD DATA 61,6@,BC 21 211% DATA 61’@4,ED;69:Cg-iélgg.gé,€4,ED,69.@5.21,2A.D2,ED A
12g DATA A@,CD 77 BC‘21’@®I®1sCD:8%:g€1€$1§1;gg:BF:llxgg T H

13@ DATA D1,11IDDfDD’D1’ ’ ’~ ’ " H I A-B¢»F3.21,DD  14D DATA 1D ’ ’@@'A@»ED»B@,@8,r5,D9.c5,D9,c3,@1 A

59.



¢__.

gL1QEE_B1QEB Courtesy H.E.Haxwell MCD, Hatfield, Hertfordshire.

(1) Type in and RUN the ‘following program. It will transfer both
the screen and game to disc: . , ‘ -
TAPE.IN:MEMORY &.3FFF:LOAD"!“,&.AOQ9:POK.E &A@GB,&.C9:CALL @8999 __

SAVE"GLIDER1",B,&4000,&2B2B . .;.‘,p_. .g
POKE &41AB.&C3:POKE &41AC,0:POKE &4lAD,&A1 . A .v

READ A$:POKE X.VAL(”&"+A$):NEXT '
CALL &4D0@
DATA F3,B7,DB,9l,BB,7F,ED,49,D9,CD,44,00,D9,CB,D1,ED
D

99 D
100

10
20
30
40 FOR X=&A1B0 T0 &A141 V .
50
60
70
80 ATA 49,D9,2l,FF,B®,11,40,0@,QE,07,CD,CE,BC,21,3B,A1

ATA 06,07,11,00,04,D5,CD,BC,BC,El,1l,00,9C,44,4D,3E
DATA 02,CD,98,BC,CD,9F,BC,F3,C3,0®,04,47,4C,49,44,45

110 DATA 52,32 ~

(2)
10 H
20 R

Now type_in the following loader program and save as GLIDER{
EMORY &3FFF:LOAD"GLIDER1:POKE &4011.&C9:CALL &40®®
UN“GLIDER2

IflE*E§§EElEflQE Courtesy Jim Westoby, Potters Bar, Hertfordshire.

(1)
(2)
(3)
(4)

Run TRANSMAT and use deprotection pokes.
Use TRANS 1 anfi name the file ELOADQQ.
DO NOT MOVE THE TAPE
Type in and run the following program:

19 MEMORY &3FFFtLOAD "ELOADGD"
20 FOR L=&50®® TO &50B0:READ V$:POKE L,VAL("&"+V$):NEXT LICALL &5Q2€.
30 S
100
11D
129
130
14%
156
160
17¢

ZQD
21$

(5)

AVE "ELOAD01",B,&4@®®,&72@,&41DB
DATA C5,D5,E5,21,®@,4®,11,®®,6®,@1,9®,1®,ED,B®,E1,D1
DATA Cl,C9,®®,®,@®,9®,®®,®0,®@,®®,@@,9@,9@,90,®®,®D
DATA CD,@®,5®,F5,3E,C9,32,3Q,6®,F1,CD,95,6@,®0,0®,®®
DATA CD Q0,5®,F5,3E,C9,32,4D,6®,F1,CD,3®,6®,0®,D®,@0
DATA CD,®®,5®,F5,3E,C9,32,B®,6@,F1,CD,4D,69,90,D®,D0
DATA CD,®®,5®,F5,3E,C9,32,E5,6@,F1,CD,B®,6@,9®,D@,DD
DATA CD,@@,5®,F5,3E,C9,32,@3,61,F1,CD,E5,69,9®,®®,DD
DATA CD,®®,5®,F5,3E,C9,32,39,61,Fl,CD,®3,6l,9®,®®,®0
FATA CD,®®,59,F5,3E,C9,32,69,61,F1,CD,39,61,®®,®@,0O
DATA CD,®®,5®,F5,3E,C9,32.B6,61,F1,CD,69,6l,@0,®9,00
DATA CD,@@,50,F5,3E,C9,32,D8#6l,F1,CD,B6,61,D0,DD,00
DATA C9 4

Type in and RUN the following program which transfer the screen
and program code to disc.

19 MEMORY &3FFF:LOAD "ELOAD®1'
2Q P
39 F
40 C
IQDE
1919
192$
163$
1949
1059

(6)

OKE &43l9,&C3:POKE &43lA,&8:POKE &431B,&BF
OR L=&BF®@ TO &BF58:READ V$:POKE L,VAL("&“+V$)INEXT L
ALL &41DB

DATA 45,58,5®,45,52,2®,®@,®@,CD,37,BD,@E,97,11,4®,®®
DATA 21,FF,AB,CD,CE,BC,3E,3®,32,®5,BF,96,96,ll,®®,8®
DATA 21,®@,BF,CD,8C,BC,21,®®,C®,11,9®,49,®l,®®,D®,3E
DATA @2,CD,98,BC,CD,8F,BC,3E,3l,32,95,BF;96,06,11,96
DATA 8@,21,®®,BF,CD,8C,BC,2l,4®,®®,11,®®,75,®1,2C,1F
DATA 3E,@2.CD.98,BC,CD,8F,BC,C7

Finally type in and save as EXPER the following loader program
19 MODE 1 BORDER 26:FOR I=0 TO ISZINK I,26:NEXT I
20 LOAD "EXPER®":FOR 1:0 TO 15:READ VIINK l,V:NEXT I
36 RUN "EXPER1" -
105 6: 26I24»6| 1029: Q10: glglgl Q: Q: QIGJQ

58

Non HYPERLDAD version. CLEAR the first program and RENAME the secor
MINER, do not RELOCATE 1t. Type in the following loader program ¢;,
save it as MINER.BAS ' ’ "‘*“"
ID MEMORY &45D0:LDAD"MINDR.B1N":CALL &bE5C ”";"Y

ROLAND AHOY - > "" #2
CLEAR the ¥1rts program and RENAME the second AHOY. Load .pr°9r4
with RUN"AHDY" ~~V+

IflE%BQEKY HDRRQR SHQQ Not 664/5128 A ' '
Use TRANS 2 AUT0Tthen make the following changes to RDCKYHDR.BA5
120 LDAD“A" it ~
14D FDR X=&ACBD TO &ACD2:READ A
15o PUKE X,A:NEXT ~ -
169 CALL EACBD
176 DATA &11,@,D,&21,&BD,&BB,&E,7,&CD,&CE,&BC,b,1,&2l,&D2,&AC,&CD,
&77,&BC,&21,&4@,0,&CD,&B3,&BC,&CD,&7A,&BC,&CD,&A7,&BC,&C3,&5A,&97,
&42
DELETE IDDD-112D A
Type in the {ollowing program which will tran5{er the main progr.
onto a spare tape. Use TRANSMAT to trans¥er to disc but do nq
RELOCATE it. g
ID ITAPE:SPEED WRITE 1 2
20 FDR X=&ACB@ TO &ACF2:READ A:PDKE X,A:NEXT:CALL-&ACBD
30 DATA &21.&4@,U,1,&C@,&AB,&C5,&E5,&21,@,9,&5D,&54,&AF,&ED,&42
40 DATA &38,2,&59,&5@,&E1,&E5,&D5,&CD,&A1,&BC,&Cl,&E1,9,&EB,&E1 '
SD DATA &ED,&42,&QD,&44,&EB,&2@,&ED,b,1,&21,&F2,&AC,&CD,&BC,&BC
60 DATA &21,&4@,@,&11,&C@,&AB,1,&5A,&97,&3E,2,&CD,&9B,&BC,&CD,&BF
70 DATA &BC,&C3,&5A,&97,&42

MINDER
CLEAR the §irst program and DEFAULT the second. Type in and run tl
{ollowing program which will convert the file type on disc
10 FOR X=&Ab1@ T0 &Ab50
20 READ A:PDKE X,A1NEXT1CALL &Ab10
30 DATA b,&A,&11,@,&C®,&21,&47,&Ab,&CD,&77,&BC,&21,0,1,&CD,&B@,&BC
40 DATA &D4,&2B,&Ab,&77,&23,&1B,&Fb,&FE,&1A,&C8,b,&A,&21,&47,&Ao
50 DATA &CD,&BC,&BC,&21,0,1,&11,5,&A5,1,3,1‘&3Eu2,&CD;&9B,&BC,&CD_
60 DATA &BF,&BC,&C3,3,1,&4D,&49,&4E,&44,&45,&52,&2E,&42,&49,&4E
Now ERA H1NDER.BAK '

COLOSSAL ADVENTURE
DEFAULT ¥1k§tTbFbgram and RELOCATE the second. Hake the followb
changes to the first
DELETE 1oz
12o LOAD“ADVENTUR“:2TAPE:CALL &2AEF

SIR LANCELDT
Type in and run the {ollowing program which will. trans4er t
program to disc without the need for TRANSMAT ‘ _
10 2TAPE.IN:MEMORY &3@O@ A ‘
20 LOAD"!LDADER":POKE &3ACb,&C9:CALL &3A9B
30 POKE &9®AB,&C9
40 SAVE“LANCELOT",B,&42bB,&52@B,&7918

SNOHBALL
DEFAULT Tirst program and RELOCATE the second. Hake_ the’ followi
changes to the +irst ' ~ pg V ‘ " ’ . fl>_
DELETE 7% A
98 LUAD"ADVENTUR“:ITAPE:CALL &2AEF

T 9



DEFEAD OR plE,L .(_ ..,.A~ T s, A ; ' -_@ A A-st; T» A
ENAME first program DEFENDER and DEFAULT the last -two. Make; the
ollowing change to DEFENDER.BAS . _
1@ RUN"DEFENDDR"
59 P=PEEK(&A599—12B4+(ASC(HID$(M$,N,1))—32)*B+T)

DUN DARACH
EFAULT both programs. Type in the 4ol1owing loader program and save
t as DUNDARAC.BAS
9 DPENDUT"DUH":HEMDRY &9E9:CLOSEOUT
9 LDAD"DUNDARAC.BIN":PDKE &14BD,&C3:CALL &1459
9 FDR X=&99@ TU &99D:READ A:PDKE X,A:NEXT
9 LDAD"DUNP":1TAPE:CALL &99@
9 DATA &21,&19,&A2,&11,&D1,&AD,1,&3@,&9B,&ED,&B8,&C3,&A,&5A

DTLLIEANE GOLD
ype in the following program which will load the game
9 FDR X=&A@99 TD &c99A:READ A:PDKE X,A:NEXT:CALL &b999 V
D DATA &11,B,&FF,&21,9,1,&3E,&47,&C3,&A1,&BC V
ave the game to disc with SAUE"GILLIGAN",B,&199,&5F99,&5999

HAY DF THE E{ELDDlNG FIST
ransfer the first program only and RELOCATE it. Type in the
ollowing program and run it. It will trans+er the rest 0+ the
rogram to disc

A

SEELLEQQQQ" Courtesy H. E. Haxwelll MCD, Hatfield, Hertfordshire.

This routine will transfer the later version of SPELLBOUND which"
has been recorded on a black cassette case. However it is possible
the the routine will work _on some white cassettes. If you are
uncertain which version you have CAT the tape and look at the name
of the second file. On this later version the second file is named
"LOADER" and on the earlier versions it is named "SPROG". '

Do not move the SPELLBOUND tape between commands.

9 FDR X=&A999 TD &A967
D READ
D DATA
D DATA
D DATA
D DATA
D DATA
D DATA
9 DATA

A:PDKE x,A=NExT=cALL &A999
&21,&99,&C9,&11,&99,&49,&3E,&1b,&CD,&A1.&BC,&21,&99,&49,&11
&99,&49,&3E,&1b,&CD,&A1,&BC,&21,&99,&B9,&11,&59,&14,&3E,&1b
&CD,&A1,&BC,&21,&4@,&B@,&11,&BF,&3F,&3E,&1b,&CD,&A1,&BC,&@b
&95,&21,&SE,&A9,&CD,&BC,&BC,&21,&B@,&C@,&11,&9D,&49,&91,&@D
&D9,&3E,&92,&CD,&9B,&BC,&CD,&8F,&BC,&9b,&@5,&21,&b3,&A9,&CD
&BC,&BC,&21,&49,&B9,&11,&9F,&94,&B1,&57,&2D,&3E,&92,&CD,&9B
&BC,&C3,&BF,&BC,&4b,&49,&53,&54,&31,&4b,&49,&53,&54,&32

ow type in the following loader program and save it as FIST.BAS
9 NUDE 9:FOR X=9 TO 15:READ A:INK X,A:NEXT:BDRDER 9
9 LOAD"FIST.BIN":LOAD"FIST1" ‘
9 FDR X=&A55H TD &A573:READ A:PDKE X,A:NEXT
9 POKE
9 DATA
9 DATA

&A5B9,&73:CALL &A55B
aD2.&1s,a14,aDE,&1A,&DD,&D5,aDe,aDA,&Dc,&19,&DF,aD7;&11
&99;&93,&96,&95,&21,&6F,&A5,&CD,&77,&BC,&21,&49,&®B,&CD

Use

/—-./-~./-~. (.1-)[\3’-‘ -./-./-./

TRANS 1 AUTO:
Reset computer and load "SPELLBOU" from disc.
Replace line 29 with:— '

29 LOAD"SPELL2“:LOAD"SPELL3":CALL'&BEC9 -

(4) Delete line 199
(5) SAVE "SPELL"
(6) Type as a direct command LOAD'!",&BEC9. Press enter and tne

tape will start. *
(7) As

POKE &BEC3,&F5:POKE &BEC4,&BE:POKE &BEF9,&44:POKE &BED5,6:POKE

a direct command type:—-

&BEF6,19:POKE &BEF7,&BF (Press enter)

(8) SAVE"SPELL2".B.&BEC9,&55
(9) USE
(19)Reset the computer and type in and run the following program

TRANS 1 AND RENAME "SPELL3'4

which will transfer the final file automatically:—

FOR X=&BF99 TO &BF44 ’19
29 READ
39 CALL
49 DATA
59 DATA
69 DATA
79 DATA
89 DATA

Now run

A$:POKE X,VAL("&"+A$):NEXT _ ~
&BF99 in
CD,37,BD,3E,44,CD,6B,BC,96,99,11,99,91,D5,CD,77
BC,E1,CD,83,BC,CD,7A,BC,21,FF;AB,1l,49,99,9E,97
CD,CE,BC,21,3F,BF,96,96,ll,99,91,D5,CD,8C,BC,E1
11,1D,9B,91,93,9C,3E,92,CD,98,BC,CD,8F,BC,C9,53
59,45,4C,4C,34

the game with RUN"SPELL"D DATA &B3,&BC,&CD,&7A,&BC,&C3,&74,&A5,&46,&49,&53,&54,&32
DA§§ER MOUSE Not 664/6128
ind the tape to the start oi the second block. Type in the
ollowing program which will load the program and save it onto a
pare tape. Use TRANSMAT to transier onto disc but do not RELOCATE
t.
D :TAPE=sPEED WRITE 1
D EUR X=&AB99 To &AB2C:READ A:PUKE X,A:NEXT ‘I (T.
D CALL &AB99 T
D DATA a3E,a1s,&21,aDD,aD1,a11,aDD,&A7,acD,&A1,&Bc,&De,&De,&21,&27
D DATA &AB,&CD,&BC,&BC,&21,&9D,&91,&11,&9@,&A7,&@1,&99,&91,&3E,&92
D DATA acD,asa,aec,acD,aeF,aec.ac3,aDD,aD1,&44,&4D,&4F,&s5,&53,&45

HILD BUNCH Not 664/6128 _ - _ .cg _ __ _ _
EFAULT both programs and make the following'change to HILDBUNC.BAS
B9 SYMBOL AFTER 259:PDKE &B999,&AB:RUN“PRUGRAH" ' _ E

13

If you understand the disc system and can use the sector editor in
ODDJOB or DEDIT in UTOPIA here is an alternative way to transfer
just the game without the screen:—

(1) TRANS 1 the last file only and name SPELL4.BIN (It will default
to .BAS) and relocate.

(2) Edit the HEADER (Not the directory) as follows:—
Edit Byte &12 to &92: Edit Byte &43 to &13
Don't forget to write the alterations back to disc."

You can of course use any name you like providing you know how to
calculate the checksum at bytes &43/44.- *~ ' - - ’

This file will now auto—run. * "r? Ti
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QEQLLELAZEB Courtesy of Jim-Hestoby, Potters Bar, Hertfordshire.-

(1) Type in the following transfer program and run it. It will load
the game from tape and save it to disc-automatically:

19 MODE 9:MEMORY &1FFF:ITAPE:LOAD "1" -
29 POKE &2961,&C3:POKE &2962,&52:POKE &2963,&A9:POKE &2974,&C6
39 POKE &297E,&C3:POKE &297F,&74:POKE-&2989,&A9 ' -
49 FOR L=&A999 TO &A993:READ V:POKE L,V:NEXT L:CALL &2999' " ' .
1999
1919
1929
1939
1949
1959
1969
1979
1989
1999

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

(2) Reset

r-.;

"FT
I

&54,&52,&41,&49,&4C,&7B,&91,&99,&F6,&ED,&49.&E1,&22,&FE,&BF,&D9
&C1,&D9,&F1,&9B,&91,&89,&7F,&ED,&49.&21,&99,&99,&11,&99,&99,&91
&49,&99,&ED,&B9,&D9,&ED,&49,&D9,&31,&FE,&BF,&9E,&97}&11,&49,&99
&21,&FF,&AB,&CD,&CE,&BC,&C9,&D5,&E5,&96,&96;&21,&99,&A9,&11,&99
&99,&CD,&BC,&BC,&E1,&D1.&91,&99,&99,&3E,&92,&CD.&9B,&BC,&CD,&8F
&BC,&C9,&CD,&95,&99,&CD,&96,&A9,&3E,&39,&32,&95,&A9,&21,&99,&C9
&11,&99,&49,&CD,&37,&A9,&3E,&99,&32,&61,&29,&32,&62,&29,&32,&63
&29,&C3,&99,&29,&CD,&96,&A9,&3E,&31,&32,&95,&A9,&21,&99,&94,&11
&B9,&B2,&CD,&37,&A9,&3E,&32,&32,&95,&A9,&21,&B9,&C6,&11,&B9,&39
&CD,&37,&A9,&C7

the computer. Type in and save as TBLAZER the following
loader programi

“fDUT "D":MEMORY &3FF:CLOSEOUT
C JER 9;E?DE 9tFOR I=9 TO 15:READ V:INK I,V:NEXT IJ

- LOAD "TRA1L9":LOAD "TRAIL1"
L» FOR I=9 TO 15:INK I,9:NEXT I:LOAD "TRAIL2"
79 FOR L=&C999 TO &O9l1tREAD V:POKE L,V:NEXT LtCALL &C999
19%i DATA 9,13,26,12,24,9,1B,15,29,1,9,14,4,B,3,6
Zip DATA &F3,&21,&B9,&C6,&11,&B9,&B6,&91,&B9,&39,&ED,&B9
219 DATA &31,&99,&94,&C3,&99,&94,

ROCK ADD EEESTLE Courtesy of H.E.HAXWELL MCD, Hatfield, Herts.

rs»-~r-~
:)(\U1—l

19 1

) Fully rewind game tape.
) Place formatted disc with at least 65K free into disc drive.

D) Type in and run the following*EASIC program.

TAPE.IN:MEHORY &9999:LOAD“!"
29 POKE &9F33,&C9 CALL &9F15
39 SAVE"ROCK1",B,&C999,&4999
D9 SAVE"ROCK2",B,&l999,&BF99
59 POKE &9F43,&49:POKE &9F4A,&C9:CALL &9F49
69 SAVE"ROCK3",B,&4999,&2El9’

(2) Now type in and save as ROCK this short loader.

19 MODE 9 BORDER 9 FOR X19 TO 15 READ I:INK X,I:NEXT
29 LOAD"ROCK1
39 FOR X=&BF99 TO &BF32:READ A$1POKE X,VAL("&"+A$):NEXT
49 CALL &BF99
59
69
79

FOR X=9 TO 15:INK X,3:NEXT:CALL &BF13
.TA 1 1DP ,9,26,17,l3,24,2,8,7,25,1B,16,21,3, 4,6

DATA 2l,2E,BF,96,95,11,99,19,CD,77,BC,EB,CD,B3,BC,CD
69 DATA 7A,BC,C9,3E,33,32,32,BF,21;2E,BF,96,95,11,99,C9
99 DATA D5,CD,77,BC,E1,CD,83,BC,CD,7A,BC,C3,99,EE,52,4F
199 DATA 43,4B,32 _

56

noon sussv A, T ,,,
Type in

You can

and run the following program and play the -t;pe__ It -"11
load the program and save it onto a spare tape in the ngrmgj 4Orm.t

then use TRANSMAT on it to RELOCATE 1t.i .g.-u--.,,_.;..
1D ITAPE:HEHORY &2FFF:LOAD“l",&3999:POKE &394E,&C9 A ¢A¢.~ E C ;
29 CALL n3DDD I gr
39 SAVE"HDDNBUBGY",&5999,&6999,&7B99

ERIK THE viglus
u;é"T§Afis"3 AUTO and make the following changes to ERIK.BAS
195 LUAD"FIR5TBIT" -
335 POKE &9219,&B7:POKE &921B,&B7:FOR x=374D1 TO 3742B:READ AlEDKE
X,A:NEXT
589 DATA &21,&2E,&B7,&11,&39,&A7,&96,&97,&CD,&7?,&BC,&EB,&CD,&B3,
&BC,&CD, &37,&BD,&C3,&99,&BB,&4C,&41,&53,&54,&42,&49,&54

QEIBQDT JACK
DEFAULTTTallD three programs and RELOCATE the third. Hake th;
followin
99 LOAD"
629 FOR
639 LOAD
649 CALL
659 DATA
&49,&21,

Evsevom

g changes to JET.BAS -.
BOOT" "
X=&2999 TO &2913:READ A:POKE X,A:NEXT:CALL &2999
"JACK":CALL &446E
&299C:CALL &4899

&géfg§€?£?g9g:g1,&99,&49,&91,&99,&9E,&ED,&B9,9E9,&11,&99,

E's A uALL1
Type in
program
19 HEHOR
29 FOR X
39 PDKE
49 DATA
59 DATA
69 DATA
79 DATA
Now tyoe
19 MODE

and run the following program which will transfer the
to disc without the need for TRANSMAT
Y &1FFF:lTAPE.lN:LOAD""
=&2C9 TO &2FD:READ A:POKE X,A:NEXT
&292F,&C9:POKE &2939,2:CALL &2999
6,6,&21,&F2,2,&CD,&8C,&BC,&21,9,&C9,&11,9,&49,1,@,m,&3E,gg2
&CD,&98,&BC,&CD,&8F,&BC,6,6,&21,&FB,2,&CD,&BC,&BC,&21,9,3
&11.&2B,&A9,1,9,3,&3E,2,&CD,&98,&BC,&CD,&8F,&BC,&57,&41,&4C
&4C,&59,&31,&57,&41,&4C,&4C,&59,&32

in and save as wALLY.BAS the +ollowing loader program .
2:lNK 9,9:INK l,9:BORDER 9 , H

29 DPENOUT“D":HEMORY &2FF --
39 LOAD"HALLY1"
49 LOAD“HALLY2“:CALL &399

JUHPJET
Position the tape after the +irst program (Block 1 o+- JUMPJET) an;
type in and run the +ollowing program
19 . - -‘TAPE .IN:flEflURY &2BFF:LUAD'l':LDAD“!"
29 POKE &9947,&C9:CALL &9999 -
39 SAVE"JUflPSCRN“,B,&C999,&4999
49 POKE &9947,&21:CALL &9947
59 END
69 CALL LBFTA
79 FOR X=&BF9A TD &8FA4:PDKE X,9:NEXT
B9 SAVE"JUHPJET",B,&2C99,&6FEA
Hhen the
OT the Program BASIC and type GDTD-69. Use TRANSMAT to trans+er "the

program stops, use CAT to position the tape after block

program BASIC and make the +ollowing changes to it
1 BORDER
“D":MEHDRY &2BFD:CLDSEDUT:LUAD“JUMPSCRN":LDAD“JUMPJET.BlN"...-etc
(rest of

9:MODE 9:FOR X=9 TO 15:READ A:INK X,A:NEXT:CLEAR:OPENOU

line)
5 DATA 23.13.@.@.2.9.1B,14,1D,1,2,24,2D,23,3,a
Now save it as JUMPJET.BAS

11



RED ARRUHS
Use TRANS 2 AUTO to transfer the first two parts then type in and
run the following program to transfer the rest q.
1U.OPENUUT"D":MEMORY &FFF
2D FOR X=&1@@0 TO &1@@A:READ A:POKE X,A:NEXT:CALL &1D@B" ‘
30 SAVE"RED3",B,&1A@0,&8BDD,&81@@
40 FOR X=&31E9 TO &31FD:READ A:POKE X,A:NEXT
SD SAVE"RED2",B,&31E9,21
60 DATA &21,&D@,&1A,&11,&@D,&8B,&3E,&24,&C3,&A1,&BC
70 DATA o,4,&21,&FA,1,&CD,&77,&BC,&21,@,&lA,&CD,&83 _
BO DATA &BC,&C3,D,&81,&52,&45,&44,&33 _
Now type in and save as REDARROH.BAS the following loader program
10 OPENDUT"D":MEMDRY &1C7
20 LOAD"QEDARRON.BIN":LOAD"REDl":LOAD"RED2",&lE9:CALL &bBCF

INTERDICTOR PILOT
DEFAULT all three programs and RELOCATE the third. Type in and save
as INTERDIC.BAS the following loader program
10 MEMORY &3FDD
20 LOAD"lNTERDIC.BIN":LUAD"PT2"
SD FOR X=&3F5D TO &3FSD:READ A:POKE X,A:NEXT:CALL &3F37
40 DATA &21,&SB,&3F,&@E,&FF,&C3,&1o,&BD,&CD,&EC,&93,&C3,&00,&99

EMERALD ISOE '
Use TRANS 3 AUTO and make the following changes to ISLE.BAS
320 LOAD"FIRSTBIT"
600 POKE &9S1@,&B7
610 FOR X=&9518 TU &9535:READ A:POKE X,A:NEXT
860 DATA &B7,&0o,&@8,&21,&2E,&B7,&CD,&77,&BC,&EB,&CD,&B3,&BC,&CD,
&7A,&BC,&CD,&37,&BD,&C3,&@@,&8B,&53,&45,&43,&4F,&4E,&44,&42,&49

ANDROID ONE -
Type in and run the following program which will tran5+er the
program to disc without the need for TRANSMAT
ID iTAPE.IN:MEMORY &1327:LOAD"l"
28 FOR X=&9DDO TO &9D1o:READ A:POKE X,A:NEXT:CALL &9D00
30 SAVE"ANDROlD“,B,&5D0,&97D@
40 DATA &21,B,&4D,&l1,D,&4D,&3E,&FE,&CD,&Al,&BC,&21,0,S,&11,&D0,&97
50 DATA &3E,&FF,&CD,&A1,&BC,&C9
Now type in and save as ANDROID.BAS the following loader program
10 MEMORY &13FF:LUAD“ANDROID.BIN",&1400
20 CALL &A142
If endless lives are required add 15 POKE &7391,D

FINDERSTREERERS
Enter the following as a direct command
2TAPE:LUAD"l":NEH ’
Now type in and run the following program which will “transfer the
program to disc without the need for TRANSMAT “'
10 FDR x=42mo0 TO 42B25:READ A:POKE X,A:NEXT:CALL 4200a
29 lDISC:5AVE“FINDERS",B,204B,34@OO,2D4B ' l
33 DATA 2O5,9,185,b2,255,2O5,IO7,188,33,44,1b4,17,D,152,5,2,2@5,119
4a DATA 1ae,33,o,a,2m5,131,1ae,2o1  A

PUNCHY H g _._ if , _, ._ I .

DEFAULT the first program. CLEAR the second and DEFAuLT"'£he' thikd.
Make the following changes to PUNCHY.BAS  .  _   late; T  
DELETE 1_9a . _ T N H.@i;-;ja¢~p ; _ ~

Then add M ‘
10 MEMORY &lFFF ‘

12‘

JANUARY 1987

jLp§I?C)£ib4£>ITI<QlJ_eI32§C3EL&dS§3£S__l!5
TRANSMAQDTA {D11911Agjhgorglgatiqnoggspuipaninnnnx svsrsns ms»

non: 0F our 'ROUIlHES snou;ng_5£_gys£pg1o 1HFRIH6£ £0PYR{6H7 lAH5
- Q 1 th wise stated. CLEAR means

In theC€g1ih:hn%DANgsA¥Ri:swaitghgesiog :rSAVE name. DEFAULT meansPress ~ - - d RELOCATE’Pres ENTER "he TR““s"“‘T ‘S “’““"“g f°’A aA§i‘5§A’%E“‘?Y3E>  means press Y to the prompt LOCATION ERRO . h _t _ Ossible that
If the solution given below will not work t en i ls P .
you have a different version to the One tested-
"""""""""""""""""""""""""""Qfdu-__-_______#—_ , H t .MON$TEB5"OF Munnaci Courtesy Jlm Westoby» P°tte’S Ba‘ 8” S  

d t t'on Pokes.
$;2NgRl?S::gea2%eu??lee§L8ADCbDt DO NOT RELOCATE it. - -NOT th t pe. A A A ~

) gegztighzndoifigtihebugollowingmogiogrzm shich will transfer theY
remainder of the game t0 disk-

f\f\f'\/\ QCDRDH \_;Ll\I

10 MEMORY &44FF:LOAD "MLOAD",&45@0 A
2g POKE &4554,&C3:POKE &4555,&24:POKE &4556,&BF
so CALL &BD37 - H H _
4D FOR L=&AD@@ To &AD@D:READ vs PDEE k,¥§E€“§":¥§;;§%§$ E
so FOR L:&BFDD TO &BF4E:READ V$.PO , - ~
ig@CDkTA&§?@g@,45,11,@@,A5,@1,0@,0s,ED,B@,cs,@@,A511D DATA 4D155.52,44,41,48»2@»°5AD5’E5'§2'@6’BF’%D'g; DD
120 DATA GD,C@,21,®@,BF,CD,8C,BC,El»D1»bl»3E»@3’ » »
130 DATA CD 8F BC c9,CD,37,BD,@E,@7,11,40,@@.21,FF,AB,cD
140 DATA cE’Bc’sE’a@,@1,@@,@@,11,®@,4@,21,@@»¢@»CD»@7»BF
15¢ DATA 3E’s1:@1:4@,@@,11,@0,A5,21,4@,@@.CD,@?.BF,C7
(5) Reset the-computer. Type in and save as MURDAC the following

loader programi

10 MODE 2:BORDER_@:INK @,®:INK 1,26
2e LOAD "MURDAC@’
so RUN “MURDACl"

LANDSCAPE~CREATOB~

MAT d TRANS l AUTO.
2;; g::e€R::: oomgateisgut do not move the LANDSCAPE tape-
(3) Type in and run the following. program which will transfer the

remainder of LANDSCAPE to disc.

ig ig§P§¥igEc0 To &BECB:READ Y$:POKE x,VAL<"&"+Y$>=NEXT
JQQDQQJllagga13!3E?l6’CD’Al’BC’C9

fig 225$ ZDEC@:SAVE"LCODE",B,&6®9@,&45@@
Reset the comPUteF- _ » o
Load LANDS.BAS and make the fOllOW1Dg Change-/'\/'\ Lflb s__J\-/

4 DlSC=1
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This routine will transfer Lhfi_Ei§fiL“iflliEAELmih§wfi£ZfifiDHfl5_°D9'Ti

A--_

auto~run file. _';j ,;j';j_._"- _ 9' K;

MEMORY &9FFF:LOAD"!“.&A999 .
FOR X=&BEC9 TO &BEFD .¢

CALL
DATA
DATA

79 DATA
B9 DATA

19
29
39 READ
49
59
69

A$=Po1<:E X,VAL("&"+A$)=NEXT. S
21,49,99,11,C9,A5,3E,EF,CD,A1,BC,91,D9,37,21,49
99,7E,AB,B1,77,23,7C,FE,A7,29,F6,21,F7,BE,96,97
11,49,99,D5,CD,BC,BC,E1,11,C9,A5,3E,92,91,BC,6E_
CD,9B,BC,CD,BF,BC,C9,44,41,4E,44,41,52,45 -- --

QAHDAEE Courtesy of H.E.HAXWELL MCD, Hatfield, Hertfordshire. T“ NQNTEFEAQUEUHET ; »;¢:;..;@;~w ,, , rift " A
Enter the following as.a direct command: }TAPE.IN:LOAD"l_:NEH _
This will position the tape at the begining of the second program.
Now type in and run_thg'fo1lowing_program_which wwill transfer _the
rest of the program to disc without_the need for TRANSMAT.:-__ ' H
19 ITAPE.lN:OPENOUT9D"lNEMORY 2999 ', _;l- ' L . - _'_ '
29 LDAD»|",3999 ;- . __ p__ L ."_ W _ T
39 MODE 9:CALL 3993,&FFFE,1b3B3 .5
49 SAVE"NON2",B,&C999,&4999
59 CALL 3993,49956,37999
69 SAVE"NON1“,B,3957,37999
79 MODE 9:CALL 3993,&FFFE,1b3B3"

flQQLEAB_HEl§I Courtesy of Andy Todd, Grangemouth. - T

Use TRANS 3. DEFAULT the first file, name the second HEISTSCR and
DEFAULT the third. Reset the computer. Load NUCLEAR.BAS from disc
and amend as follows: A

1249 MODE 1:INK 9,26:BORDER 26:INK 1,26:INK 2,24:INK 3,B:PAPER
1:CLS:INK 9,9:LOAD"HEISTSCR.BIN",&C999

§EAQE_HAHK§ .

Use TRANS 2 AUTO. Reset the computer. Load HAWKS.BAS and alter
the LOAD command in line 2999 to read LOAD"CODE.BIN"

NIGHT GUNNER Courtesy of H.E.HAXWELL MCD, Hatfield, Herts.

This routine will transfer NIGHT GUNNER automatically.

B9 SAVE"NON3“,B,&C999,&4999
Type in
19 MODE

and save as NON.BAS the following loader program
9:BURDER 3:0PENOUT"D":MEMURY 2999 ' ' ' '

29 FOR X=9 TO 15:READ A:INK X,A:NEXT
39 LOAD"NON2"
49 FOR X=1 TO 2999:NEXT
59 LOAD“NON3" ‘
69 LOAD"NON1"
79 CALL
B9 DATA

4999
9,13,2b,12,24,9,18,19,29,1,2,11,4,B,3,b

3D GRAND Q31; All CPC's
Use TRANS 2. RENAME the first program GRAND.BIN and the second
GRAND1.BIN but do not RELOCATE it. Type in and run the following
program
19 FOR X—&BEB9 TO &BED7:READ A:POKE X,A:NEXT:CALL &BEB@
29 DATA
39 DATA
49 DATA
59 DATA
69 DATA
79 DATA

&21,&BB,&BE,&9E,&FD,&C3,&1b,&BD,&9E,&97,&11,&49,&99,&21,&4F
&B1,&CD,&CE,&BC,&9e,&9A,&21,&CE,&BE,&11,&99,&C9,&CD,&77,&BC
&21,&49,&99,&CD,&B9,&BC,&D4,&AB,&BE,&77,&23,&1B,&F6,&FE,&9F
&C9,&E1,&CD,&7A,&BC,&21,&CE,&BE,&96,&9A,&CD,&8C,&BC,&21,&49
&99,&11,&BC,&Ab,&91,&eB,&41,&3E,&92,&CD,&9B,&BC,&CD,&BF,&BC
&C3,&6B,&41,&47,&52,&41,&4E,&44,&31,&2E,&42,&49,&4E19 MEMORY &3F99:iDISC:FOR X:&BF99 TO &BF3E

29 READ
39 SAVE"
49 DATA
59 DATA
69 DATA
79 DATA
B9 RESTO
99 READ
199 CALL
119 DATA
129 DATA
139 DATA
149 DATA
159 DATA
169 DATA
179 DATA
189 DATA
199 DATA
299 DATA
219 DATA
229 DATA
239 DATA

A$:POKE X,VAL("&"+A$):NEXT
GUNNER",B,&BF99,&3F,&BF99
2l,FF,AB,11,49,99,9E,97,CD,CE,BC,2l,99,43iE5,ll
BE,3F,CD,24,BF,CD,8E,3F,3E,32,32,3E,BF,l1,49,91
CD,24,BF,C9,D5,21,38,BF,96,97,ll,99,C9,CD,77,BC
E1,CD,83,BC,CD,7A,BC,C9ffl7,55,4E,4E,45,52,3l
RE 119 FOR X=&9999 TO &99C2
A$:POKE X,VAL("&“+A$):NEXT

&9999
CD,37,BD,3E,44,CD,6B,BC,96,99,11,99,49,CD,77,BC
EB,CD,83,BC,CD,7A,BC,21,3E,49,22,FF,3F,9E,FF,9C
CD,15,B9,D6,89,29,F8,B4,C4,45,99,21,39,98,22,38
BD,21,C9,BE,22,E3,BD,2l,69,99,ll,C9,BE,91,63,99
ED,B9,C3,FF,3F,3D,28,9C,3E,BD,32,61,99,21,A9,97
22,2C,99,C9,3E,BB,2l,A5,97,22,2C,99,32,61,99,C9
CD,88,9B,3E,CD,2l,CF,BE,32,E9,99,22,El,99,C9,21
DF,BE,22,1D,A4,2l,F7,BE,22,32,A4,2l,43,99,C9,CD
8E,3F,2l,FF,B9,l1,49,99,9E,97,CD,CE,BC,9l,34,23
1l,8E,3F,CD,97,BF,C9,E3,3E,32,32,22,BF,9l,C9,9E
1l,49,9l,CD,97,BF,C9,C5,D5,21,lC,BF,96,97,CD,8C
BC,El,Dl,3E,92,CD,98,BC,CD,8F,BC,C9,47,55,4E,4E
45,52,3l

54

Reset the computer and type in and save as GRAND.BAS the following
loader program -
19 FOR X=&BEB9 TO &BEBB:READ A:POKE X,A:NEXT:CALL &BEB9
29 DATA &21,&4F,&B1,&CD,&CE,&BC,&9e,&99,&21,&A6,&BE,&CD,&77,&BC,&EB
39 DATA &CD,&83,&BC,&CD,&7A,&BC,&21,&9E,&BE,&22,&BD,&91,&C3,&49,&99
49 DATA &21,&AF,&BE5&9e,&9A,&C3,&77,&BC,&47,&52,&41,&4E,&44,&2E,&42
59 DATA &49,&4E,&47,&52,&41,&4E,&44,&31,&2E,&42,&49,&4E

CODENAME MAT II All CPC's
Use TRANETS. RENAME the first program MAT, the second MAT1 and the
third MAT2 and RELOCATE it. Make the following change to MAT.BAS
149 RUN“MAT1“
Make the following change to MAT1.BAS
1 SYMBOL AFTER 25o:SPEED HRITE 1:MEMORY 4b97:LOAD"MAT2",&F4C:MODE 1:
CALL &F4C:CALL 33915

SORCERY For 664/6128. Flash Load version.
Use TRANS 1 AUTO to transfer the first program. Reset the computer
and load SORCERY.BAS. Type in the following as a direct command
POKE &AEB1,&bF:POKE &AEB2,&1:PDKE &23B,9:PDKE a23A,9:POKE &2BC,&FB:-
POKE &2BD,&C9:ITAPE:SPEED HRITE 1:RUN
Play the rest of the tape and when finished insert a blank tape and
type SAVE“SORCERY",B,5DC,A524,&5DC. Use TRANSMAT to RELOCATE this
code and ERA SORCERY.BAS - ' " - ' '
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AI.

MR. FREEZE ' .
Position tape immediately after MR FREEZE block 1. Type in and‘ run
the following program which will, transfer, the program to disc
without the need for TRANSMAT A
19 iTAPE.IN:FOR X=1999 TO 1911:READ A:POKE X,A:NEXT:CALL 1999
29 CALL &395F:POKE &3975,&C3:POKE &397b,&8C:POKE &3977,&39
39 SAVE"SCREEN“,B,&395F,&1999:SAVE"GAME",B,&495F,&4227
49 DATA 33,95,57,17,9,1b,b2,1,295,1b1,188,291
Reset the computer and type in and save as FREEZE.BAS the following
loader program
19 MEMORY &39SE:LOAD"SCREEN.BIN":CALL &395F
29 LOAD"GAME.BIN":CALL &BC3E:CALL &7E9E:CALL &7D1A:CALL &B27F

HILD BUNCH For 664/6128  
DEFAULT both programs and make the following change to wILDBUNC.BAS
289 SYMBOL AFTER 259:FOR X=&BE89 TD &BEBC:READ A:POKE X,A:NEXT
299 IF PEEK (&BD52)=2 THEN POKE &BEBA,&7D
399 CALL &BEB9,“PROGRAM"  
319 DATA &DD,&6E,&99,&DD,&b6,&91,&4b,&23,&7E,&23,&ob,&6F,&CD
329 DATA &77,&BC,&C5,&EB,&CD,&83,&BC,&CD,&7A,&BC,&D1}&2A,&64
339 DATA &AE,&23,&19,&22 &bb,&AE,&22,&6B,&AE,&22,&bA,&AE,&22
349 DATA &bC,&AE,&3E,&AB,&32,&74,&B9,&21,&B6,&BE,&9E,&FD,&C3
341 DATA &1b,&BD,&21,&BC,&BE,&C3,&7B,&EA,9

BRTDSE PLAYER For 664/6128 C ,' r
CLEARTfirstT program and DEFAULT second. Type in and save as
BRIDGE.BAS the following loader program
19 SYMBOL AFTER 259:FOR X=&BE89 TO &BEBC:READ A:POKE X,A:NEXT
29 IF PEEK (&BD52)=2 THEN POKE &BEBA,&7D
39 CALL &BEB9,"X"
49 DATA &DD,&bE,&99,&DD,&bb,&91,&4b,&23,&7E,&23,&ba,&bF,&CD
so DATA &77,&BC,&CS,&EB,&CD,&B3,&BC,&CD,&7A,&BC,&D1,&2A,&o4
69 DATA &AE,&23,&19,&22 &66,&AE,&22,&68,&AE,&22,&bA,&AE,&22
79 DATA &6C,&AE,&3E,&AB,&32,&74,&B9,&21,&B6,&BE,&9E,&FD,&C3
so DATA &1b,&BD,&21,&BC,&BE,&C3,&7B,&EA,9

ARNHEM All CPC's  
Use TRANS 3 AUTO then make the following changes to ARNHEM.BAS
279 LOAD"ARNHEMCO“,1799 ~

TOQEUK Courtesy of H. E. HAXNELL MCD, Hatfield, Herts. _ _

' ° 'll t f side one of "TOBRUK" automatically.
g:;itr3T€gn?uTly rewgggd gzme tape, press the PLAY button and make
sure your disc has at least 55k free.

19 MEMORY &3F99:1DISC:FOR X=&BF99 TO &BF3E
29 READ A$:POKE X,VAL("&"+A$)1NEXT
39 SAVE"TOBRUK",B,&BF99,&3F,&BF@9
49 DATA 2l,FF,B9,ll,49,99,9E,97,CD,CE,BC,CD,25,BF,CD,8E
59 DATA 3F,21,39,8C,11,39,99,CD,AB,BB,3E,34,32,3E,BF,CD
69 DATA 25,BF,C3,2F,5E,21,38,BF,96,97,11,99,C9,CD,77,BC
79 DATA EB,CD,83,BC,CD,7A,BC,C9,54,4F,42,52,55,4B,33
89 RESTORE 119 FOR X=&9999 TO &99C2 ‘
99 READ A$:PggE X,VAL<"&"+A$)=NEXT
1T9 DATA CD?37,BD,3E,44,CD,6B,BC,96,99,11,99,49,CD,77,BC
129 DATA EB,CD,83,BC,CD,7A,BC,21,3E,49,22,FF,3F,9E,FF,9C
130 DATA CD,15,B9,D6,89,29,F8,B4,C4,45,99,21,39,98,22,38
149 DATA BD,21,C9,BE,22,E3,BD,2l,69,99,11,C9,BE,91,63,99
159 DATA ED,B9,C3,FF,3F,3D,28,9C,3E,BD,32,61,99,21,A9,97
169 DATA 22,2C,99,C9,3E,BB,2l,A5,97,22,2C,99,32,61,99,C9
179 DATA CD,88,98,3E,C3,21,CF,BE,32,E9,99,22,E1,99,C9,2l
189 DATA DE,BE,22,96,91,2l,F6,DE,22,A6,91,C3,7F,91,CD,8E
199 DATA 3F,21,FF,B9,ll,49,99,9E,97,CD,CE,BC,91,E8,3E,11
299 DATA 8E,3F,CD,97,BF,C9,3E,34,32,22,BF,91,7B,96,11,E8
219 DATA 93,CD,97,BF,C3,2F,5E,C5,D5,21,1C,BF,96,97,CD,8C"
229 DATA BC,El,D1,3E,92,CD,98,BC,CD,8F,BC,C9,54,4F,42,52
239 DATA 55,4B,33

TOBRUK for 2 computers To transfer side two use the same program as
for side one but make the following changes to it:

Alter name in line 29 to."TOBRUK2"
Add the following lines:
25 POKE &BF23,&44:POKE &BF24,&2C:POKE &BFlB,&35
95 POKE &9997,&35:POKE &99A5,&44:POKE &99A6,&2C
Now RUN the program and it will transfer the first part Of Side
two When the tape stops do not move it. To transfer the second
part of side two again use the side one program but with these

289 A$="ARNHEMDA"
295 POKE &492A,8:POKE &42l4,&F9
296 POKE &419F,8:POKE &4lA1,&F9

alterations:

1) Replace lines 19 to 79 as follows:—

FIGHTER PILOT All CPC's
.777 A ___)

If the first program is FP.BlN then simply use TRANS 1 and RENAME it
FIGHTER.
If the first program is FP.BAS then transfer it. Reset the computer
and type the following as direct commands at
LDAD"FP.BAS" (ENTER) ‘ D»
PDKE 434,291:iTAPE.IN:RUN (ENTER)  A
when the program has loaded then SAVE"FIGHTER",B,&3E8,&9988,&3E8
ERAse FP.BAS ‘ - *

39ELQ?RcQA5H A11 CPC'5  v   "?' .iI3¢ .ii of
Type in the following program and play the taper ;Th@gAp,og,am Q111_
then be transferred to disc without the need for TRANSMAT K '
19 FOR X=&A999 TO &A92A:READ A:POKE X,A:NEXT:CALE &A999_r   * it
29 DATA a21,&DD,&D2,&11.&25,a7D,a3E,&s7;&cD,&Ai,&sc,&Da,&D7,&21,&24
30 DATA aAD,&cD,&sc,aBc,&21,&DD,aD2,&11,&25,a7D,&D1,&s2,&1F,&3E,&D2
49 DATA &CD,&9B,&BC,&C3,&8F,&BC,&42,&4F,&55,&4C,&44,&45,&52

142'

19 FOR X=&BF99 TO &BF33
29 READ A$:POKE x,vAL<"&"+A$> NEXT  
39 SAVE"SLAVE",B,&BF99,&34,&BF99
49 DATA 2l,FF,B9,11,49,99,9E,97,CD,CE»BC»CD»1A»BF»21»3@
59 DATA ac,11.3®.DD,CD,AB,BB,C3,11,2D,21,2D,BF»@6»@7»11
69 DATA 99,C9,CD,77.BC,EB»CD»83:BC»CD»7A»BC»C9»54»4F'42
79 DATA 52,55,4B,36

1. :_ I A ,
2)9gn;8§E Z99$9,&ET?POKE &9975,&18:POKE &9976,4:POKE &9D9v,&ss= 

POKE &999C &AE:POKE &999D,19:POKE &999F,&19:POKE &99A9,&27:
POKE &99A5:&11:POKE &99A6,&2D:POKE &998C,&18:POKE &998D,8

RUN this program and it will transfer the second part of Side two-
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TECMNICIAN TED All CPCs -
lse TRANS 2. CLEAR the first program and DEFAULT the second. Type in
Tnd run the following program to transfer the rest to disc- H

9 OPENOUT“D“:MEMORY &FFF:CLO5EOUT:LOAD"NONAMEl" - ,-
?9 FOR X=&1999 TO &192b:READ A:POKE X,A:NEXT:CALL &1999
L9 SAVE“TT1",B,&1DD9,&bEE:SAVE“TT2",B,&23EE,&8114; -- -' .
-9 DATA &F3,&21,&13,&19,&E5,&2l,&D9,&22,&E5,&11,&D4,&91,&DD3&21,&99
i9 DATA &24,&C3,&72,&23,&3E,&C3,&21,&22,&19,&32,&CF,&25,&22,&D9,&25
T9 DATA &37,&C3,&99,&24,&91,&S9,&7F,&D9,&C9
low type in and save as TED.BAS the following loader program
lONAME1.BIN can then be erased.
9 MEMORY &1CFF -

T9 MODE 1:BORDER 9:FOR x=9 TO 3:lNK x,9:NEXT
L9 FOR X=&C999 TO &C965:READ A:POKE X,A:NEXT _
-9 LOAD
i9 DATA
T9 DATA
'9 DATA
I9 DATA
'9 DATA

"TT1":CALL &C999
&21,&FC,&Ab,&11,&b6,&C9,&91,&94,&l9,&ED,&B9,&3E,&C3,&21,&l9
&C9,&32,&C7,&23,&22,&CB,&23,&C3,&B9,&23,&3E,&2A,&21,&E8,&Al
&32,&C7,&23,&22,&CB,&23,&DD,&2l,&b6,&C9,&21,&FC,&Ab,&9l,&94
&19,&DD,&7E,&99,&5F,&7E,&DD,&77,&99,&7$,&23,&DD,&23,&9B,&7B
&B1s§Z9,&EF,&2l,&b3,&C9,&96,&93,&CD,&77,&BC,&EB,&CD,&8$,&BC

99 DATA &F3,&11,&FC,&Ab,&21,&b6,&C9,&91,&94,&l9,&ED,&B9,&9l,&7E,&FA
19 DATA &AF,&ED,&79,&2l,&l7,&3D,&C3,&8A,&2C,&54,&54,&32

RED MOON fA11 CPCs_
ILEAR the first program and rename the rest MOON1 to MOON3. Do not
IELOCATE any code. Type in and save as MOON.BAS, the following
oader program.
9 FOR X=&3AB TO &3FE:READ A:POKE X,A:NEXT
I9 CALL&3AB:ITAPE:CALL &$F1
I9 DATA
-9 DATA
i9 DATA
.9 DATA
9 DATA

19 DATA

HARLORD

&C3,&BD,&93,&4D,&4F,&4F,&4E,&32,&4D,&4F,&4F,&4E,&33,&4D{&4F
&4F,&4E,&3l,&9b,&95,&2l,&AE,&93,&C9,&77,&BC,&2l,&99,&lb,&CD
&83,&BC,&CD,&7A,&BC,&9b,&95,&2l,&B3,&93,&CD,&77,&BC,&2l,&99
&b7,&CD,&83,&BC,&CD,&7A,&BC,&9b,&95,&2l,&B8,&93,&CD,&77,&BC
&21,&99,&94,&CD,&B3,&BC,&CD,&7A,&BC,&C9,&2l,&99,&94,&ll,&99
&9A,&9l,&99,&12,&ED,&B9,&C3,&99,&BD

2:,‘ \i§A" '__-_.. _':':.?sr_-.;..:

lse TRANS 4g§AUTO, reset the computer then enter and run the
ollowing Pmpgram:
9 MEMORY &§FFF:LOAD"HARLORD.BIN":POKE &4924,28
f9 SAVE "NARLORD.BIN",B,&4999,&F4,&4999
rARLORD.BAK pan now be ERAsed. Play game with RUN "HARLORD"

5§RQ€5_9F KARE
'se TRANS 4% AUTO, reset the computer then enter and irun the
ollowing rogram:
9 MEMORY &3FFF:LOAD"HEROES.BIN":POKE &4924,2B
9 SAVE "HEROES.BIN",B,&4999,&F7,&4999
EROES.BAK can now be ERAsed. Play the game with RUN "HEROES"

FOREST AILHQRLD5 END
se TRANS 4 IAOTO; Eeset the computer then enter and run the
ollowing program: - _ t _ '
9 MEMORY &3FFF:LOAD"FOREST.BIN":POKE &4924,28 -
9 SAVE “FOREST.BIN",B,&4999.&F7,&4999 _ .
OREST.BAK can now be ERAsed. Play game with RUN "FOREST"

ERQJECTi§UTUR§ All CPCs. _ - 1 C A
se TRANS 1. CLEAR the first and second programs. Type in" and save
s PROJECT the following loader program: _ .
9 OPENOUT"d":MEMORY &1DF:CLOSEOUT
9 LOAD"PFUTURE",&1E9:CALL &9FB8

lb '

Ava-

12/B6

QBAESMATTINFQBMAILQNcEXQHANGE_1&
Thaofolloyifln.1n+@t!¢i1@n is Lilriflifififififi E1§lE"5 11151

Hfiif QF QUE ij0UTIRE§"_§HflU1D BE’ HSEQ IQ l[ffilfl§§ TDFTTEGHT LAEQ

In the following, use TRANS 9 unless otherwise stated. CLEAR means
press CLR when TRANSMAT is waiting for' a SAVE name. DEFAULT means
press ENTER-when TRANSMAT is waiting for a SAVE name and RELOCATE
means press Y to the prompt LOCATION ERROR. RELOCATE (Y/N).
If the solution given below will not work then it is possible that
you have a different version to the one tested.
L1-—___.—-1-1111-;._1--_--@--..1—-_-._A_-1111_-v--.---_...--.._-.-.--_---..—-_-1111:-111:1-.--,_.,_--.-:1---D--.-i111

ERliI2t§iFLJbi
ELITE Pages 47/48/49 .
We made several errors in this listing last month — some of which
was due to a poor original. Please amend as follows:
Page 47 amend line 149:

149 DATA &44,&91,&99,&99,Q§E,&92,&CD,&98,&BC etc.
Page 48_second listing: _ * '

59 DATA &E5,&D5,&CD,&37,&BD,&FB,&CD,&96,&BB,Q§E,&FF,&CD,&6B
89 DATA &99,&21,&99,&5C,&ll,&99,&C9,&91,&99,&49,§ED,&B9,&F3
In line 199 it should read "&CD" and not "’CD"

Finally page 49. Line 89 should LOAD"ELITE2“ and not ELITE3. -

SOULS OF DARKON Page 49

The authors wish to apologise for an error in line 29:
29 POKE &A991,§9§:POKE &A993,&49

THE APPRENIICE Page 59

If the game colours are not correct they can be amended by altering
line 39: 39 BORDER 9:INK 9,9:LOAD"APPRENT2":CALL &9E7A

ROLAND ONLTHE RUN Page 46 T

The direct command should read: MEMORY &5fl5E:LOAD"PIC.BIN",&5B6C

QUGGERNAUT Page 59

Amend the DATA in line 59 to read: .;..,99,CD,Al,EQ,E1,7C,C6

ROOM 19 Courtesy of H. E. HAXWELL MCD, Hatfield, Herts.

Type in and RUN the following program — it will transfer ROOM19 to
disc without the need for TRANSMAT:

19 FOR X=&l99 TO &154:READ A$:POKE X,VAL("&"+A$):NEXT
29 CALL &199
39 DATA CD,37,BD,3E,91,CD,6B,BC,21,24,9l,96,91,l1,99,49 -
49
45

DATA D5,CD,77,BC,E1,CD,83,BC,CD,7A,BC,21,25,91,22,46'
_DATA 64,C3,99,64,41,2l,FF,B9,11,49,99,9E,97,CD,CE,BC-'

59 DATA 21,4D,91,96,97,11,99,97,D5,CD,BC,BC,E1,E5,11,B9.H
69 DATA 9D,Cl,3E,92,CD,98,BC,CD,BF,BC,C3,99,97,52,4F,4F'-
79 DATA 4D,54,45,4E,99 . "
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Use TRANS 2 AUTO. Reset the computer. * ' A , . -

Type in and run the following program which will load LIGHTFOR from
disc, modify its code and save it back to disc as LIGHT.

19 OPENOUT"D":MEMORY &5D9:CLOSEOUT:LOAD"lightfor
29 POKE &5DB,&F3:POKE &5DD,&EE
39 FOR X=&2254 TO &2262:READ A:P0 NEXT
49 DATA &2l,&FF,&B9,&11,&79,&AB,&9 &CD,&CE,&BC
59 DATA &C3,&DB,&95,&99 . ‘
69 SAVE"LIGHT".b,&5DB,&2267,&2254

gqfi$3‘ SJR

Run the program with RUN"LIGHT.

LIGHTFOR may now be ERAsed.

IBE_AEEEENIlQE Courtesy of Iain Segall, Stanmore, Middlesex.

This routine saves the opening screen.

T55 TRANSMAT and use TRANS 1 naming the file APPRENT1.

NOT rewind the tape but leave the PLAY button depressed.

Reset the Computer.

Type in and run the following program:

19 MEMORY &11FF:LOAD "APPRENT1":POKE &125F,&C9:CALL &1254
29 SAVE"APPRENT2",B,&l2BA,&9246,&9E7A

Now type in the following loader program and save to disc as APPRENT:

19 MEMORY &llFF:LOAD“APPRENT1:*
29 POKE &124A,&C9:CALL &l299
39 RUN“APPRENT2"

To play the game RUN"APPRENT".

QU§QEENAQIg Courtesy of I. Jennings, Barlestone, Nuneaton.

Use TRANSMAT to CLEAR the first two parts of the program.
1

¢
/

Reset the computer. Type in and RUN the following program:

19 OPENOUT"D":MEMORY &3FF:CLOSEOUT
29 FOR X=&A699 TO &A6l6:READ A$IPOKE X,VAL("&"+A$):NEXT
39 CALL &A699 '
49 SAVE"JUGGER9",B,&499,&A299,&6669
59 DATA 96,l2,2l,99,94,C5,E5,AF,ll,99,99,CD,A1,BA,E1,7C,C6
69 DATA 99,67,Cl,l9,EF,C9 "

RUN THE GAME WITH RUN"JUGGER9.

59

./ ~ '

Rocco NOT 6128  ": 
Use TRANS 1. CLEAR the first program. Reset the computer then ante
and run the following program to transfer the remainder to disc: i
19 FDR X=&BE89 TO &BEB3:READ A:POKE X,A:NEXT:CALL &BEB9 2. V 7
29 DATA &21,&FF,&9b;&11,&49,&99,&9E,&97,&CD,&CE,&BC,&21,&C9 ¢YW
39 DATA &97,&11,&F8,&A7,&3E,&19,&CD,&A1,&BC,&21,&B2,&BE.&9b
49 DATA &92,&CD,&BC,&BC,&21,&C9,&97,&11,&FB,&A7,&91,&99,&96 _
59 DATA &3E,&92,&CD,&9B,&BC,&CD,&BF,&BC,&C3,&99,&9b,&52,&31 ".=
Now type in and save as RDCCD.BAS the following loader program:
19 MODE 1:INK 9,9:INK 1,2b:1NK 2,24:lNK 3,6:BORDER 9 - ‘
29 LOAD"scr¢en"
39 FDR X=&BEB9 TD &BE9C:READ A:POKE X,A:NEXT:CALL &BEB9
49 DATA &21,&FF,&9b,&11,&49,&99,&9E,&97,&CD,&CE,&BC,&21,&9B,&8E,&9
59 DATA &92,&CD,&77,&BC,&EB,&CD,&B3,&BC,&E5,&C3,&7A,&BC,&52,&31

BLABGER
Use TRANS 9. Rename the first program BLAGGER. DEFAULT programs tw
three and four. '
Make the following changes to BLAGSER.BAS:
219 RUN“BLAGGERl"
259 P=PEEK(&A599—l284+(ASC(MID$(MS,N,1))-32)§B+T)
Make the following change to "BLAGBERl.BAS“
5 LOAD"BLAGGER2"

5PITE1R§c§@
Use TRANS 4 AUTO. Now type in and save as SPITFIRE.BAS the followi|
lader program: ._
19 DPENOUT”d":HEHORY &999:CLOSEOUT
29 LOAD"SPITFIRE.BIN":CALL R1999

SNEEVOfS HORLD
Use TRANS 2. Rename the first program SNEEVO9 and the second SHEEVI
Do not RELOCATE any code. Now type in and save as SwEEvO.BAS tl
following loader program:
19 OPENOUT"d":MEMORY &5DBlCLDSEDUT
29 MODE 1:BORDER 9:INK 9,9:INK 1,2:lNK 2,29:lNK 3,6
39 LOAD"SwEEvO9.BIN":CALL &bB?
49 LOAD"SwEEVO1.BIN",&2BbA
59 FOR X=&S99 TO &59B:READ A:POKE X,A:NEXT
69 CALL &599:CALL &bb8
79 DATA &21,&FC,&Ab,&11,&D2,&AB,&91,&93,&7B,&ED,&B8,&C9

MARSPORT
Use TRANS 2 AUTO. Now type in and save as MARSPORT.BAS the followi:
loader program:
19 OPENOUT"d":MEMORY &8?5:CLOSEOUT
29 LOAD"MARSPORT.BIN"
39 FOR X=&B9b TO &8A9:READ A:POKE X,ATNEXT
49 FOR X=&8D9 TO &8D7:POKE X,9:NEXT:CALL &89b
59 DATA &21,&FF,&97,&11,&49,&99,&9E,&97,&CD,&CE,&BC

~I**§l***-I-{iii‘I-*I~*I>I>I"I'I*'l"l>'I'**—I-I-i--Ir-I--I--I-I--I>-I>-I-I’-I'i~~I>I'I'<I><I><I>'l>I»<I*i><I**I'fl-{HI--I--I-I-l-I-I-I'I-I’-I'*¥'1

E3F>IIFQII'F The perfect advanced software compliment to Transme
for those knowledgable in computing. Spirit offers all the tools yr
need in one economic package to transfer those genuine headerles
programs onto disc. This sophisticated package on a Transmatabl
cassette is available direct from Pride Utilities Lt:
<I-<I-‘IHI-~l-‘I-I--I:-I'i--I'<I'~I--I’-I'I>'I"I'I"l'I'I'I'~I-I-‘I~I'<I><I><I>‘l{iii~I*~I>~I~<I*~I>I-<I>I-I-'I'I*I*I*I>‘I>‘I>‘I>~l~l{I><I<I-I><I-I>-I>~I>~I>I-I-i
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ungsnupeacme
Jse TRANS 1. CLEAR the +irst program. Reset the computer then enter
and run the following program to transfer the remainder to disc
19 MEMORY &9FFF
2% LOAD"
33 PDKE
QB CALL

ldr" '
&A®37,&C9
&A00® ,' .

5D SAVE"obJ",B,&9D0,&91b8 A E
Now type in and save as “BHOST.BAS" the following loader progr
16 OPENDUT"d":MEHDRY 1DD@:CLOSEDUT
20 LDAD“obJ":CALL a7ooo A
LDR.BIN can now be ERAsed.

SKY FOX
Enter and run the following program which will transfer the required
parts to disc:
18 iTAPE:OPENOUT"d":MEMDRY &7@7:CLDSEDUT
20 LOAD"l",&4FFB
SD POKE
40 CALL
53 SAVE"
66 POKE
7B CALL
SQ SAVE"
RD SAVE"

&5®l4,&C9:POKE &5o3e,&c9
&5ooe=:o1sc
skyl",b,&CDDD,&4D@D:{TAPE
&A442,&3E A
&A442:lDISC
sky2",b,&7®8,&49®C
sky3",b,&5D14,&5400

189 SAVE"sky4",b,&CD00,&18D®
119 SAVE"sky5",b,&EAbD,&4DD p
Type and
1D FOR X=&4FFB TD &505C:READ A:PDKE X,A:NEXT:CALL &4FFB:CALL &5@0B
2B DATA
30 DATA
40 DATA
50 DATA
60 DATA
78 DATA
80 DATA

save as SKYFDX the following loader program:

&3E,&C3,&32,&30,&D0,&21,&D@,&8@,&22,&31,&@@,&C9,&C3,&0A
&50,&F7,&21,&32,&50,&7E,&CD,&5A,&BB,&23,&7E,&FE,&FF,&20
&Fb,&C9,&3E,&01,&@b,&00,&48,&CD,&32,&BC,&3E,&@2,&@b,&0@
&48,&CD,&32,&BC,&3E,&03,&Db,&00,&48,&CD,&32,&BC,&C9,&@4
&0l,&lC,&@@,&@@,&@@,&1C,&01,&1A,&1A,&1C,&02,&0E,&@E,&1C
&03,&@b,&@b,&1D,&@B,&@0,&1F,&@B,&0C,&53,&bB,&79,&be,&bF
&78,&2@,&b9,&73,&2@,&4C,&bF,&b1,&b4,&b9,&bE,&b7,&2E,&FF

OPENDUT d ~MEMORY &7@7-LOAD"sky1"-LDAD"sky2":LOAD k 3gm ll ll . . . IIS Y ll

ioo INK l,0,D:INK 2,o,o=1NK 3,6,6:LDAD"sky4":LOAD"sky5":CALL &5oo7
********<l>****<l><I><I~'l********-I--I>'I*'I*******'I******'I><I>'I*<l>-I--I><I><I><I>-I>'I>-I“-I“-I“-I***-I-I--I--I~'***'I>'I*<I*'I*
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11/86

ELITE gogtigued,
~

When the save is completed reset the computer.

Rewind the SAVE tape. Run TRANSMAT and use TRANS 4 naming the files
ELITE1, ELITE2, ELITE3 and ELITE4. '

Reset the computer. -

Type in the following loader program and save as ELITE:

10 MODE l:INK O,®:INK 1,24:INK 2,14:INK 3,6:BORDER 13
29 MEMORY &3FFF:LOAD"ELITE®" i
30 FOR L=&A909 TO &AQOB:READ V:POKE L,V:NEXT LICALL &AO0G
40 FOR L=&AO0® TO &A005:READ V:POKE L,V:NEXT L
50 POKE &AQ0l,&FF:CALL &AEQQ:LOAD"ELITE1",&4040
69 POKE &A001,&FE:CALL &AQ00:LOAD"ELITE3",&4FQQ
70 POKE &AQ01,&FD:CALL &AEQO:LOAD"ELITE4",&4600
80 POKE &A®01,&0:CALL &AEO®:LOAD"ELITE3",&4000
90 FOR L=&AQ00 TO &AQ43:READ V:POKE L,V:NEXT L:CALL &AQO8
100 DATA &21,&QQ,&5C,&11,&QO,&C@;&01,&@@,&4Q,&ED,&BO,&C9
llfl DATA &3E,&0Q,&CD,&5B,&BD,&C9,&F6,&C@,&@6,&7F,&ED,&79
126 DATA &C9,&Q0,&F3,&31,&OO,&E9,&3E,&FF,&CD,&0@,&A9,&21
13G DATA &40,&40,&l1,&40,&E0,&Q1,&C@,&3F,&ED,&B@,&3E,&FE
14$ DATA &CD,&Q0,&AQ,&21,&@O,&4F,&l1,&G9,&AF,&G1,&Q@,&30
15$ DATA &ED,&B®,&3E,&FD,&CD,&®0,&A0,&2l,&90,&46,&11,&90
189 DATA &E6,&0l,&00,&1A,&ED,&B®,&3E,&O@,&CD,&@@,&A®,&C3
179 DATA &6@,&QO

COMMAEDQ

Run TRANSMAT and use TRANS 1 and name it COMl.
Now use TRANS 3 AUTO on the remainder of the tape.
Reset the computer.

Type in the following one line loader program and save it as
COMMANDO:

10 MEMORY 5000:LOAD"COM1":CALL &5C®®

S0UL§ OF DARKOH

Courtesy M.Higgins/S.Rowe, Gosport, Hants.

Run TRANSMAT and use TRANS 5 AUTO.
Reset the computer. ‘
Type in and run the following program. It will load SLOAD.BIN from
disc, modify the code and re—save it to disc:

1Q LOAD"SLOAD.BIN"
2Q POKE &AO91,&@6:POKE &A@03,&40
30 POKE &A929,&06:POKE &AQ2B,&47 ‘
40 SAVE"SLOAD",B,&AQ@Q,&E2®0

Now ERAse the BAK file. Run the game with RUN"SOULS" A
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ELlIE_9Qn£inu2d A

Insert the ELITE tape and reset the tape counter to zero.

Type in and run the following program - it will load in more code:

10 MEMORY &5BFF:MODE 1:BORDER 13 ‘ “Q
Z0 LOAD"ELITE®“ ‘
30 FOR L=&AE®® TO &A0542READ V:POKE L,V:NEXT
40 CALL &AZ28 ~
50 DATA &E5,&D5,&CD,&37,&BD,&FB,&CD,&06,&BB,&3E,&FF,&CD
60 DATA &6B,&BC,&E6,&E®,&CD,&8C,&BC,&3E,&Q2,&D1,&D0,&D0
70 DATA &D1,&E1,&CD,&98,&BC,&CD,&8F,&BC,&C9,&DO,&00,&0O
86 DATA &Q@,&Q@,&QO,&Q0,&21,&Q0,&5C,&1l,&Q®,&C®,&01,&Q®
90 DATA &4®,&ED,&B@,&F3,&31,&Q®,&E9,&21,&40,&Q9,&11,&A0
10E DATA &9C,&3E,&16,&CD,&1E,&9D,&21,&4®,&0Z,&11,&C®,&3F
110 DATA &CD,&fl0,&A®,&21,&0®,&4®,&11,&E0,&5C,&CD,&Q®,&A9
120 DATA &C7

When the ELITE tape stops rewind it back to the zero markers and
remove it from the cassette unit. _ ,

Insert your rewound SAVE tape press REC & PLAY and any key.

The first of two parts of code will be saved to tape and when thet the second
tape stops you must again press another key 0 save
part.

Remove, but DO NOT rewind, the SAVE tape.

Reset the computer.

Insert the ELITE tape in the cassette unit (rewound to the zero’s
as above), type in and run the following program:"I

16 MEMORY &5BFFtMODE 1:BORDER 13
20 LOAD"ELITE®"
39 FOR L=&A0®0 TO &A®6C:READ V:POKE L,V:NEXT L
4O CALL &A®28
59 DATA &E5,&D5,&CD,&37,&BD,&FB,&CD,&06,&BB,&3A,&FF,&CD,&6B
6O DATA &BC,&Q6,&@®,&CD,&8C,&BC,&3E,&02,&®1,&0®,&0®,&D1,&El
79 DATA &CD,&9B,&BC,&CD,&8F,&BC,&C9,&®®,&0®,&®®,&Q®,&0®,&Q®
BO DATA &®®,&21,&®®,&5C,&11,&®®,&C®,&®1,&0Q,&4®,&AD,&B®,&F3
9Q DATA &31,&fl@,&E®,&21,&40,&0®,&11,&A®,&9C,&3E,&16,&CD,&lE
10$ DATA &9D,&F3,&21,&@®,&4F,&11,&®®,&30,&3E,&16,&CD,&1E
119 DATA &9D,&2l,&@®,&E6,&11,&®®,&1A,&3E,&16,’CD,&1E,&9D
126 DATA &21,&®®,&4F,&11,&00,&3®,&CD,&®®,&A®,&21,&Q®,&E6
130 DATA &11,&00,&1A,&CD,&00,&A®,&C7

When the ELITE tape stops remove it from the cassette unit and
insert the un-rewound SAVE tape. Press REC & PLAY followed by any
key. A

The first of two more parts of code will be saved to tape and whend
the tape stops you must again press another key to save the secon
part.
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7'F?#\PdE5r4¢A“F I
I i“Wi *;NE9RMAT5pNM§5QbAN§Ep7

In the {ollowing use TRANS.~ _ _ B 1
Press CLR when TRANSMAT is waiz:n:5S42:h:r;A:e stated. CLEAR means
press ENTER when TRANSMAT is waiting for a sivgame. DEFAULT means
mEafi5 press Y to th name and RELOCATEI‘ the Solution giv:nP;:TZ£ LDCATAZN ERRER. RELOCATE (Y/N). . A
You have a di+{erent version to the O::rte;::2 it is Possible that

ERRATUH
ERRATUH
ERRATUH
ERRATUM
ERRATUM
ERRATUH
ERRATUN
ERRATUM
ERRATUM
ERRATUM
ERRATUM
0-~—1---111-at

""_""—'I—I-I14-nu—>1-— an-Q-1-----u--1--1“_k_—:1;;-11-q—1-_,_,11-up-11,.-_. -@-I-111--_

SDRCERY Flash Load version. I
Inniuu-us-up-nu-axon-nun

Amend the SAVE in t t‘
read: S rut Ion in the final paraQFBPh to

5AVE"5°R¢ERY“.B.&soc.&A524.&5nc

ARNHEN -

Amend line 295 t d. -° "ea ' 295 POKE &42@A.e=PoKE &4214,&Fq
11-111111111- _iii1II—u@u—-1111-1 iiZZ._.—..¢-.-.,_. 1111-Q‘.-_ Z111111,_,__-'-

HUNTER KILLER

DEFAULT the first program and rename the last {
HK4. D OUF Program HK1o not RELOCATE HK1. Reset the comPuter. S to

Now load and make the f 11 '
7B®® LDAD“HKl",4®95b O Owing chan9e5 to HUNTERK1.BAS:

LDAD|1HK2||

7o1o RUN"HK3“

Replace the LOAD command in 'line b51®@ 0+ HK3 with LOAD‘ |HKqll

DUUMEQAX BLUES (DEMO TAPE FROM AMSTRAD ACTP " ""*""s c A A es» ~ ~~W LLL_l9N{
Courtes + C 'Y O “"15 R0110» Holcomhe Brook, Lan¢5_

Use TRANS 1 AUTO. d D -
Reset the comPuterTn EFAULT {1r5t Program (EDEN.BAS).
Load EDEN.BAS and add the +o11owing 1ine:—

55 SAVE "EDENBCN".B.&c@ao.&4ooo=sToP
:2:e::N thi§ Program which will trans+er the loading
R to dlSC. Do not rewind tape.
eset the computer

Use TRANS 1 on the next part (EDEN.BIN) but do not RE -LUCA
Load EDEN.BAS and carry out the {ollowing a1terations:— TE It.

DELETE line in 2o 4a5 ~ ~ ~5@~6@»7@~B@.9@»1@@.11o.12@.13o.

so RUN "EDEN.B1N"

Save this as DOOMSDAY and ERAse EDEN Bag
Run demo with RUN"DOOMSDAY

‘ 19



-Q

I

A

OBSIDIAN 5'8“ 11/86
v-------an-—----A

Courtegy 0+ Brian Bu¢k1e Du++ A t 1' _ IEIZ1LD1§1D4A§EE__QLI1IEQ1IZE1iLQ1JL§lR1__I§Qi§lE1£5D1§§I§__jL§1Y‘ Y’ Us Fa la Thegqy95;n;Lgn;q;..1iany.tgplgsoipmgs,T§Tans_g11;T
Enter and run the {ollowing program which will transfer the

required Dartg to disc: uneven nwnus 'ww n us» Trw Trrunm :0 r1M:-vwfi.
1o FOR x=o To 22:READ HEX:POKE &599+X,HEX:NEXT
2o :TAPE=cLs=cALL asooo
so IDISC:8AVE"0BS1D2",B,&C999,&4999
4o 8AVE“OBSID3",B,&1999,&95o9,&l199
so DATA &3E,&7o,&21,&99,&C9,&11,&9@,&49,&CD,&A1,&BC,&3E,&9B
so DATA &21,&oo,&1o,&11,&so,&95,&co,&A1,&sc,&c9

Reset the computer.

Now type in and save as 0BSIDIAN.BAS the {ollowing loader program:

19 UPENUUT"D“:MEMORY &3FF:CLDSEOUT
29 FUR X=&499 TO &437:READ HEX:PDKE X,HEX:NEXT:CALL &499 »
39 LUAD"UBSID2.BIN":LOAD“OBSID3.BIN":CALL &1199
49 DATA &91.&99,&99,&CD,&38,&BC,&AF,&CD,&E4,&BB,&3E,&91,&CD
59 DATA &9E,&BC,&11,&21,&99,&21,&9A,&79,&CD,&AB,&BB,&3E,&91
69 DATA &91,&92,&92,&CD,&3E,&93,&91,&1A,&1A,&CD,&32,&BC,&AF
79 DATA &91,&99,&99,&CD,&32,&BC,&C9

QEWEL§*OF%BABYLON

Courtesy of Mr R.A.Ford, Beckenham, Kent.

Use TRANS 4 AUTO. Reset the computer.

Enter the {ollowing loader program and save it as JEwELS.BAS

1o nsnosv &3FFF
2o LOAD"JEwEL8.BIN"
so POKE s4o2s,o
4o CALL aaooo

DURRLEGANGER

Courtesy 0+ Brian Buckley, Duffy, Australia.

DEFAULT the first program. Reset the computer.

Now enter and run the following program. It will load in the
program you have just saved, amend the code and save it back to
disc again:

1o 0PENOUT"D":MEMORY &225:CLOSEOUT
2o LOAD“DOPPLE.BIN":POKE &25s,&c9
so SAVE"DOPPLEl",B,&226,&8F,&23o

You can now ERAse DOPPLE.BIN. -Reset the computer

(continued page 21) '
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In the following, use TRANS 9 unless otherwise stated. CLEAR means
press CLR when TRANSMAT is waiting for a SAVE name. DEFAULT means
press ENTER when TRANSMAT is waiting for a SAVE name and RELOCATE
means press Y to the prompt LOCATION ERROR. RELOCATE (Y/N).
If the solution given below will not work then it is possible that
you have a different version to the one tested.

INFORMATION Goldmark Club members and other users require routines
REQUESTED for the following programs: THING ON A SPRING;

1.1--_---Q-‘-

ELITE — Metropolitan LQQLD) versionm
6128 ONLY — uses banked memory.

Courtesy of Jim Westoby, Potters Bar, Herts.

Run TRANSMAT and use TRANS 1.

CLEAR the first program and name the second ELOAD9.

Do not touch the ELITE tape.

Type in and run the following program. It will initially load
ELOAD9 from disc, the tape will start and code will load in,from
the ELITE tape.

19
29
39
49
59
69
79
89
99
199
119
129
139
149
159

Whe
cas

MODE 1:BORDER l3:MEMORY &3AFF
WINDOW#1,14,26,12,12:WINDOWfi2,14,26,14,14
INK 9,9:INK l,24:INK 2,14:INK 3,6
LOCATE 11,2:PEN 3:PRINT"ELITE — version 3/86"
LOAD"ELOAD9“:POKE &3B76,&C3:POKE &3B77,&9:POKE &3B78,&3D
FOR L=&3D99 TO &3D54:READ V:POKE L,V:NEXT L
ITAPE:CALL &3B99
DATA &32,&46,&5B,&14,&F5,&7A,&FE,&46,&28,&92,&Fl,&E9
DATA &3E,&32,&32,&76,&3B,&3E,&46,&32,&77,&3B,&3E,&5B

DATA
DATA
DATA
DATA
DATA
DATA

n the
sette

8|-.32, &78, &3B, &.3E, &C9,&32, &3A, 8:91, &.F‘l, &CD, &99, 8:91
&F5,&3E,&3A,&32,&3A,&91,&3E,&C9,&32,&7B,&91,&F1
&.CD, &.4B,.8r.91, &F5, &3E, &.21, 8:32, &7B, &91, &F1, &FB, &CD
&96,&BB,&96,&99,&CD,&8C,&BC,&21,&99,&5C,&11,&99
&44,&91,&99,&99,&3A,&92,&CD,&98,&BC,&CD,&8F,&BC
&C7

ELITE tape stops DO NOT REWIND IT BUT remove it from the
unit. _ , .

Insert the fresh SAVE tape, press REC & PLAY and then any key.

When the SAVE tape stops rewind it and reset the computer.

Run TRANSMAT and use TRANS 1 naming it ELITE9.

Rewind the SAVE tape and ERAse ELOAD9.

Reset the computer.
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RETUENLIQ EDEN for 6128

Courtesy of D. Newman, Leicester.

Use TRANS 3 AUTO.

REName FIRSTBIT to EDEN2  
REName LASTBIT to EDEN3
Make the following changes to EDEN.BAS:

319 LOAD"EDEN2"
699 POKE &9219,&C9
695 FOR X=&9218 TO &9234:READ A:POKE X,A:NEXT
839 DATA &C9,&21,&2E,&C9,&11,&39,&A7,&96,&95,&CD,&77 T-
849 DATA &BC,&EB,&CD,&83,&BC,&CD,&7A,&BC,&C3,&99,&8B
859 DATA &45,&44,&45,&4E,&33,&99,&99 .

ERIK THE VIKINQ for 6128

Courtesy of D. Newman, Leicester.

Use TRANS 3 AUTO.

REName FIRSTBIT to ERIK2
REName LASTBIT to ERIK3

Make the following changes to ER1K.BAS:

319 LOAD"ERlK2"
699 POKE &9219,&C9
695 FOR XI&92l8 TO &9234:READ A:POKE X,AINEXT
839 DATA &C9,&21,&2E,&C9,&11,&39,&A7,&96,&95,&CD,&77
849 DATA &BC,&EB,&CD,&83,&BC,&CD,&7A,&BC,&C3,&99,&8B
859 DATA &45,&52,&49,&4B,&33,&99,&99

4

BQLAND;QN THE RUN Courtesy of H.E.Haxwell MCD, Hatfield, Herts.

Use TRANS 3 AUTO. Reset the computer.

Load ROLRUN.BAS.

Amend the LOAD command in line 635 to read! LOAD"MC BIN" ,
Amend the LOAD command in line 649 to read: LOAD"PIC.BIN“,&5B69:CALL &5B69

Reset the computer.

Typo as direct commandt" MEMORY &5BFF1LOAD "PIC.BIN",&5B6C

DOPPLEBANGER continued I   I . 5/9°

Enter and run the + ll 'th ‘ 0' owing Program to trans+er the remaining
FEE Programs to disc. _

io FOR x=o To ll:READ HEX:POKE &5ooo+x HEX' it
2o ITAPE:CALL asooo ' 'NEXT
so lDISC:SAVE"DOPPLE2",B,&C999,&4999
4o FOR x=o To 11:READ HEX:POKE asooo x HE -
so :TAPE=cALL asooo + ' x'NExT
so lDISC:SAVE“DOPPLE3",B,&8991,&2b7A
7o FOR x=o To 11:READ HEX:POKE asooo x HE ~
so :TAPE=cALL asooo + ' x'NExT
so1Dm=gi$§=€gYE;DoPPLE4",B,&2sc,&sD44,aAs7D

12o DATA &2i'&ac'&o2'a11.€72'&2b'&3E'&35'&CD'&A1‘&BC‘&C9‘I ‘I 1 5 4

Reset the computer.

Finally enter a d .program; n save as DOPPLE.BAS the following loager

5 MEMORY HIMEM-2 . -
19-OPENOUT“D":MEMORY &225:CLOSEDUT
2o CLS:LDAD“DOPPLE1":CALL azss
2o LOAD"DOPPLE2“:LDAD"DOPPLE2",&499D
so LOAD“DOPPLE3":LOAD"DOPPLE4“
49 SPEED INK 4,4:CALL &A9b2:CALL &A$7D

CONTRAPTION
x%_@- 

USE TRANS Q. all three
" " N N Programs naming them "CONTRAP HCON] and CON2 . Reset the computer. T '

Amend line 7 of CONTRAPT as follows: '

7 LOCATE 5,15:PEN 3:LOAD“CON1“:CALL 28o59:LOAD"CON2"

ELEEIEEQBE
Courtesy of Alan Roper, Rowner, Hahtg,

CLEAR the first two programs (NIGHT
RELOCATE the third. and N'PIC)' DEFAULT and

Reset the Computer,

Type in and save as NSHADE.BAS the following loader pr ogram:

io MEMORY &12FF:LOAD"NPRB.BlN"
Type in the following basic program and RUN it: 2o CALL &EbE:CALL &13@@

19 FOR X1&5B69 to &5B6B:READ V$:POKE X,VAL("&"+V$):NEXT
29 DATA 21,EB,9A,11,EB,AA,91,7F;3F,ED,B8,C9

Type as a direct commandI— SAVE"PlC",B,&5B69,&3F8C

Run game with RUN"ROLRUN

AC.‘
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BATTLE OF BRITAIN (DEMO TAPE FROM AMSTRAD ACTION)

Courtesy of Chris Rollo, Holcombe Brook, Lancs.

Use TRANS 1. CLEAR the first program (DEMOAIR.BAS) and DEFAULT the
second (Dair1d.Bin).

Reset the computer. Do not rewind the tape.

Now type in and run the {ollowing program to transfer the
remainder of the program to disc:—

1G MEMORY &bB@@
2D LOAD"dair1d.pin"
3G FOR a=&b83A TO &b848
46 READ
SB CALL
68 DATA
7G DATA
BU POKE
QB SAVE

Type in

v :POKE a,v:NEXT
&bB$A A
&21,&4b,&b8,&l1,&28,&2c,&3e,&49,&cd,&a1,&Dc
&C9,&C3,U,@,®,® A
&b845,@

"DDdem0",b,&bB1A,&2C5@

the +o1lowing loader program and save it with the name o{
your choice.

10 REM Battle of Britain demo loader
20 MEMORY &6800
so LDAD"DAIRLD.BIN" Y
40 LOAD“BBDEMQ.BIN"
SB CALL &6B46

DRAUGHTSMAN

Use TRANS 2. RENAME the first program DRAFT1. Reset the computer.

Alter the following lines of DRAFT1,BAS to read:

252$ OPENIN"SYMBOL"
2828 UPENOUT“SYMBDL"

Reset the computer.

Type in and save as DRAFTMAN.BAS the {ollowing loader program:

1U SYMBOL AFTER 25b:MEMORY 42b39:SYMBOL AFTER 240
2U FOR x=4264@ TD 42743:READ aZ:POKE x,aZ:NEXT:CALL &Ab9@
3U IMG.IN
40 RUN“dra¥t1
so DATA
so DATA
7D DATA
so DATA
so DATA

&1,&99,&Ab,&21,&AD,&A6,&C3,&D1,&BC,&Al,&A6,&C3,&B1
&Ab,&C3,&E6,&Ab,&4D,&47,&2E,&49,&CE,&4D,&47,&2E,&4F
&55,&D4,&@,&E@,&F8,&FE,&F8.&3A,&8@,&BC,&32,&F8,&Ab
&2A,&81,&BC,&22,&F9,&A6,&3E,&C3,&32,&B@,&BC,&21,&C9
&A6,&22,&B1,&BC,&C9,&FS,&E5,&CD,&EB,&A6,&E1.&F1,&CD='

IQG DATA &8U,&BC,&F5,&28,&9,&3B,&7,&FE,&1A,&2@,&3,&F1,&3F
11% DATA &F5,&E5,&CD,&B1,&A6,&E1,&F1.&C9,&3A,&F8,&Ab,&B7,&C8
12D DATA &3A,&F8,&A6,&32,&8@,&BC,&2A,&F9,&Ab,&22,&8l,&BC,&C9

22

i

19/86
NIGHT§HADE

Courtesy of Jim Westoby, Potters Bar, Herts.,-

Use TRANS 3. ' Y .

Name the first NIGHT the second NIGHTD and the third NIGHTl.

Reset the computer. Load NIGHT.BAS and amend as follows:

16 CLSIMODE 1:BORDER ®:INK @,®:INK 1,6:INK Z,Z4:INK 3,15
20 OPENOUT"D":MEMORY &E6D:CLOSEQQT
30 LOAD"NIGHT®.BIN",&13®®:CALL &l300:LOAD"NIGHT1.BIN",&E6E:CALL
&E6E:CALL &13@@

KILLAEEDE Courtesy of Andy Todd, Grangemouth.

Use TRANS 4 AUTO.

Reset the computer. b

Load KlLLAPED.BAS from disc and amend as follows:

85 LOAD"KILLDISC.BIN" ~
130 LOAD"KILL.B1N"

EMERALD ISLE Courtesy of H. E. Haxwell MCD, Hatfield, Herts.

This conversion routine will give Disc Saving

19 FOR X=&BEC@ TO &BEFA:READ V$:POKE X,VAL("&"+V$):NEXT
29 DATA 21,FF,B@,11,4®,®@,®E,®7,CD,CE,BC,21,F4,BE,®6,®6
36 DATA 11,70,®®,D5,CD,77,BC,E1,CD,83,BC,CD,7A,BC,21,F4
49 DATA BE,06,®7,11,3@,64,D5,CD,77,BC,E1,CD,83,BC,CD,7A
58 DATA BC,C3,®0,8B,49,53,4C,45,2D,49,49
68 SAVE“EMERALD",B,&BEC®,&3B,&BEC@
7U ITAPE.IN:MEMORY &3®6F
89 LOAD"FIRST BIT".&3®70:SAVE"ISLE-I",B,&3®7®,&63C®
90 LOAD"",&543®
IQQ POKE &82B6,&2D:POKE &82C®,8:POKE &82E7,8:POKE &8F58,®
1®5 POKE &8F59,@
11® SAVE"ISLE—II",B,&5430,&42CF

Now run the game with RUN"EMERALD and not only will it save to disc
but that dreadful blue border will now be black.
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SIQEM Courtesy of Martyn Comerie, Nottingham.

Transfer all parts to disc using TRANSMAT.

Reset the computer.

Load STORM.BAS from disc and amend as follows:

10$ LOAD"DES.BIN",&35C0
119 LOAD"SPRITES.BIN",&7D74
12D LOAD"ENVELO.BIN",&550D
139 RUN"GAME.BIN",&17D

DXNAMLIECDAN

Courtesy of Brian Buckley, Duffy, Australia.

Type in and RUN the following program and press PLAY on the
datacorder.

It will load in DYNAMITE DAN and save it onto a spare tape in
the normal format. It will save two Binary parts, the first of
which (about 1K) is a loader for the main program.

Now use TRANSMAT TRANS 2 on the saved tape but DO NOT rename or
relocate the second program. .

19 ITAPE:SPEED WRITE 1
20 FOR X=&7A TO &EAIREAD A$IPOKE X,VAL("&H"+A$):NEXT:CALL &A6
3Q DATA
4D DATA
5Q DATA
6D DATA
7D DATA
8D DATA

QHDOST LN

64,79,6E,64,61,6E,ll,@®,®®,21,8®,B8,®E,®7,CD,CE,BC,®6,®4
21,9F,®®,CD,77,BC,2l,®1,®2,CD,83,BC,CD,7A,BC,C3,21,®D,64
61,6E,3l,@®,®®,®D,21,®l,®2rll,9F,AC,3E,87,CD,Al,BC,®6,@6
21,7A,®®,CD,8C,BC,21,8@§@®,l1,26,@@,®1,8®,®®,3E,®2,CD,98
BC,CD,8F,BC,3E,FF,CD,6B,BC,®6,®4,21,9F,®®,CD,8C,BC,2l,@l
D2,22,9F,AC,®1,®1,@2,3E,®2,CD,98,BC,DC,8F,BC,C3,®®,®®

GQELINS Courtesy of Mr McKiddie, Cleethorpes.

Use TRANS D.

Save the first file as GOBLINS the second as GOBLINSO the
third as GOBLINS1 and the fourth as GOBLINS2.

Reset the computer. '

Load GOBLINS from disc and amend as follows:

SO LOAD"GOBLINS®":RUN"GOBLINSl"
50 MODE 1:MEMORY &12FF:LOAD9GOBLINS2"
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In the following, use TRANS D unless otherwise stated. CLEAR means
press CLR when TRANSMAT is waiting for a SAVE name. DEFAULT means
press ENTER when TRANSMAT is waiting for a SAVE name and RELOCATE
means press Y to the prompt LOCATION.ERRDR. RELOCATE (Y/N).
If the solution given below will not work then it is possible that
you have a different version to the one tested_

ERRATUM QHOSTBUSTERS page 18. Run TRANSMAT as usual. Go into
ERRATUM T RT A BASIC and use deprotection pokes.
ERRATUM V _
ERRATUM HEROES OF KARN page lb. Amend the PDKE in line 10 to
ERRATUM TE 2* CWT read: POKE &4D28,28 V;

§ir="-€sft~ac@'=DPIBCOVERY
Use TRANS 1 and default the first program (DISCOVER.BAS).

DO NOT TOUCH THE DATACORDER KEYS as the positioning of the tape is
critical.

Reset the computer and LOAD"DISCOVER“ from disc.

Alter the following lines to read:

40 SAVE"DISCO",B,&B@@@,&181@
so STOP A

Now type RUN and ENTER.

The tape will start and save a further program to disc. when the
Ready prompt appears reset the computer and type in the following
loader program and save as DISCOVER.BAS: w_rw

.. . ,.__),:l_~

in FOR X=&40D@ To &4@19:READ A:POKE X,A:NEXT
20 DATA s44,&4q,&53,a43,&4F,&ms,&os,&21,&o,a4o,&11,&D
so DATA &b@,&CD,&77,&BC,&21,&@,&80,&CD,&B3,&BC,&C3,&@
40 DATA aa@,ao,ao
so CALL &4a@o

Now ERAse DISCOVER.BAK.

HARRIER ATTACK

Use TRANS 1. CLEAR the first program.

RENAME the second HARRIER and RELOCATE.

Run game with RUN“HARRIER.
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THE DEVILS CROWN

Courtesy of Kendall Johns, Deptford, London.

RUN TRANSMAT in the normal manner. Return to BASIC and type in, as
a direct command, the following binary deprotection pokes:

FOR X=&9l00 TO &9105:POKE X,0:NEXT
Return to TRANSMAT (ITMAT) and use TRANS 1. CLEAR the first two
programs. RENAME the third CROWN and RELOCATE it.
Run the game with RUN"CROHN.

THE LAST VB

Courtesy of Simon Goodwin, Acklam, Cleveland. A

Use TRANS 4. CLEAR the first two programs and DEFAULT the next
four.
Type in the following loader program and save as LASTV8:

1O MODE O:OPENOUT“D":MEMORY 1799:CLOSEOUT
2O LOAD“B",49l52
SO LOAD"C",l2BDD
40 LOAD"D",l800
56 FOR N=O TO l5:INK N,0:NEXT N
60 LOAD“E“,49152
70 CALL 1800

PEP‘ QATABASE .-§:cL_5E§.E5
Courtesy of Kendall Johns, Deptford, London. ‘

Use TRANS 5. DEFAULT the first three programs and CLEAR the fourth
(DEMO). DEFAULT the fifth and RENAME the sixth DFMABELS (this
is the second DFM LABELS).
Now make the following changes:

DFMDATAB.BAS alter line
DFM4b4 .BAS alter line

alter line
DFMLABEL.BAS alter line
DFMABELS.BAS alter line

alter line

Both programs use the
transfer the second one

NOTE: Files may only be

BRlANgBLQQDAXE

570 to read: RUN"DFM4b4"'
5 to read: {TAPE

9022 to read: LOAD"CASROUTI",H-&D1:CLOSEIN
S70 to read: RUN"DFMABELS"

5 to read: ITAPE '
9010 to read: LOAD"CASROUTI",H—&D1

same CASROUTI so there is no need to
on the tape. V V‘

saved and loaded from tape. A A

Courtesy of Kendall Johns, Deptford, London.

USE TRANS 4 AUTO.

No changes are needed. Use RUN“BLOODAXE"T i

24

CLASSIC ADVENTURE Courtesy of Mr. P. Clark, Ipswich

Using TRANSMAT only transfer ADV.BIN.

Type in and save as CLASSIC the following loader program

10 MODE OIBORDER OIINK O,18:INK l,O:CLS
20 LOCATE 2,5:PRINT"CLASSIC ADVENTURE"
30 LOCATE 2,6IPRINT"fl ._g,W .;:L,R_,._"
40 RUN"ADV.BIN

EDEN BLUES

Position the tape after the first program and type in the
following transfer program. It will transfer the screen to
disc

5 ITAPE.lN
1O FOR X=&A@®® TO &AO®O+11:READ A;POKE X,A:NEXT CALL &A®®@
20 SAVE"EDENl",B,&CO®®,&40®O ' ~
30 DATA &2l,&®®,&C®,&11,&OO,&40,&3E,&FF,&CD,&Al &BC &C9

Do not touch the tape — Reset the computer,

Now use TRANS 1 RENaming this program EDEN2 — do not relocate

Type in an save as EDEN the following loader program

10 DATA 0,l3,26
2o MODE 0
so BORDER 0:FOR I=0 TO l5:READ A:INK I,A:NEXT
4o LOAD"EDENl".&C000:RUN"EDEN2"

Run the game with RUN"EDEN.

MELBOURNE DRAW

Use TRANS 5 AUTO.

Reset the computer. Type in and save as MELDRAW the following
loader program:

2O
10 MODE O:BORDER O

DATA 0,26,1,9,l4,2,6,13,15,l7,20,7,3,24,12
30 FOR a=® TO l5IREAD bIINK a,b:NEXT
40 LOAD"1me1pic",&C0@@
50 FOR x=&BE8® TO &BEAC:READ a:POKE x,a:NEXT:CALL &BE8O

DATA &®6 &®8 &2l,&A5,&BE,&CD,&77,&BC,&EB,&CD &83 &BC &CD &7A60 , ,
&BC,&2l,&97,&BE
70 DATA &®E,&FF,&C3,&16,&BD,&OE,&O7,&21,&FF,&BO &ll &4@ &O® &CD
&CE, &BC, 8:-.C3, 8:90
80 DATA &O1,&50,&41,&4E,&41,&4D,&45,&4C,&42

¢

This disc conversion will also save/load screens to disc

43

10/86

,14,24,9,l8,lO,20,l,2,1l,l5,8,3,6



n

10/as _
BORED OF THE RINGS

BfiIILEmQE_IHE_ELfiHEI§ '. , ,.f' Courtesy of Kendall Johns, Deptford, Lonoon.

Type in the following program. It will transfer the required parts .Th15 fo 1
to ' ' A

p gram requ res 178k so the disc must be formatted us
disc without the need for TRANSMAT. ~ ,1 A. j,.;_ ADATA and not SYSTEM.

19 }TAPE_IN _ _ - RUN TRANSMAT in the normal manner. Return to BASIC and type in
20 MEMORY &1FFF:LOAD"!“
30

a direct command the followin binar de rote ti k - ‘. u v p c on no es.
FOR X=&81C0 TO &81FD:READ A$:POKE x,vAL("&H"+A$)=NEXT

40 POKE &202F,&C0:POKE &2030,&81:CALL azeoa TFDR X=&?1@@ T0 &91@5=POKE X.@=NEXT
50 DATA 06,96,21,F2,e1,cD,8c,Bc,21,oe,c0,11.@0,40.01.0@.0fl
so DATA 3E,02,CD,98,BC,CD,8F,BC,06,06,21,F8,81,CD,8C,BC,2l Return to TRANSMAT <=TnAT> and use TRANS 0.
70 DATA gg,g1,11,99,7F,g1,g3,g1,3E’g2,CD,9g,BC’CD’3F,BC,42 DEFAULT the first program, CLEAR the second, RENAME the th

D T 41 54 54 4C 3 42 i80 A A I ’ , I 1, ,41,54,54’4C,32 BOREDIGA and RELOCATE it. DEFAULT the fourth and CLEAR the fif
RENAME the sixth BOREDZGA and RELOCATE it. DEFAULT the seventh

Now type in the following program and save as BATTLE: RENAME the next BOREDSCR. RENAME the ninth BOREDSGA aho RELOC
it. RENAME the tenth SCEPLOAD, the eleventh SCEPTSCR and

10 MODE 1:INK 0,0:INK 1,0:BORDER 0 ' ‘"e1*t“ $°EPT1°“-
gg §8§9B§$$Egié?é§ ’&C@@0 Alter BORED1.BAS as follows:

so MEMORY 5000:MODE 0:INK 0,0:BORDER 0:INK o,b:INK 15,24:

Z5151ZERZsTéiT'§@lEL2Z;éTE.§;fL’§Z5é°' ‘ ‘ ’ “K 4 ' °’ “°“°"B°RE°S°
use TRANS 1 AUTO- Alter BORED2.BAS as follows:

Reset the °°mP“ter~ so MEMORY 5000:MODE 0:INK 0,0:BORDER 0:INK b,b:lNK 1s,24=

wA1>"<=H@PPERs" from disc and Add the following 11n~'==s= EOAD‘I':'ORED;SA':":<MODE2iiifi: ?IZ§§E§ Ralii‘Z’.§BYa?éZ‘i’S?33§§§§E§§
135 sAVE“sQUAD1u B lggg sage :INPUT a$:IF a$<>“GO SQUASH A DHARF“ THEN CALL 0:ELSE CALL 3

lg? gQ$E:igggQgg::g:%gg?€:12322 0 Alter BORED3.BAS as follows:

_ '2 _ _ 40 LOAD "BOREDSCR":LOAD "BORED3GA":MODE l:INK 1,b:PEN 1:CALL &B

CALL U:ELSE CALL 3655
Now type }TAPE.IN:RUN and press enter.

Alter SCEPLOAD.BAS as follows:
When the prompt PRES REC & PLAY AND ANY KEY appears remove CHOPPER
QQUAD cassette from datacorder and replace with a fresh Cassette so MODE 0:INK 0,2b:BORDER 2o:INK o,2:lNK 2,1:LOAD “SCEPTSCR":RU
and press any key. "SCEPTICA"

When the save has been completed rewind the save cassette back to A11 three parts of the game use the same loading screen so it
the beginning_ only necessary to transfer it once.

Now use TRANS 3 and relocate the third part.
_ INTO OBL}VlON ‘

Type in and save A: CHOPPERS the following loader program:
» Curtesy of James G. Johnston, Auchtertool, FIFE.

1D OPENOUT"D":MTh-NY 999:CLOSEOUT
20 LOAD"SQUAD1"ILOAD"3QUAD2";LQAD"SQUAD3" Use TRANS 2. RENAME the first program (INTO O) to OBLIVION
36 CALL &6E6E.CA[L 1@@@ ‘ DEFAULT the SECOHG (IO.BlN).

s
0 .

ERASP thp CHOPPERS BAK file_ Reset the computer ‘and load.‘ OBLIVION and amend ‘the L
J J instruction in line 10 to read: LOAD"IO.BIN”. .
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1BAT LYNX

srtesy of Alan Roper, Rowner, HANTS.

2 TRANS 1. CLEAR the first two programs (COMBAT and SCREEN) and
7AULT the third.

set the computer and type in and save as LYNX.BAS the {ollowing
ader program:

MODE 1:MEMORY 5633
LOCATE 1@;1D:PRINT"COMBAT LYNX IS LOADING"
LDAD"MAIN.BIN":CALL 32138

you,wish to increase the maximum payload from 2145kg to 4@95kg
1 the {ollowing lines to the loader:

POKE 2774@,255:POKE 27741,15:POKE 2791D,255:PDKE 27911,15
POKE 2B3@@,52:POKE 2B3D1,4B:PDKE 2B3U2,57lPOKE 2B3D3,53

KUGHTS

a TRANS 2 AUTO. Reset the computer and load DRAUGHTS.BAS. Amend
we 216 to read:

5 LOAD"DRAUBHTS.BIN",163B4

u DELETE 268-1949.

an HODDLEMSOCCER

? TRANS 4 AUTO.

lame HODS@USH.BIN to.HODSGU5H.5CN

§S@~BEFR@~@~~vR@MED~=~
2 TRANS 5 AUTO. Reset the computer. Type in and RUN the
Llowing program:

memonv &3FFF:LOAD"MESSABE.BIN":POKE a4a2e,2e
SAVE"MESSABE.BIN",B,&4@@@,&1@E,&4@@@

1 ERAse MESSAGE.BAK.

my the game with RUN"ME55AGE

u
J

' 1a/as
.JlE§é5bJ55b41i§FlL;LliI?§QI€hfi£§§EQLQQLJ E£l££lE11£hl£il£__J£1

[pg fpllnuinqilfiioyggtjon i5mL;lIBULQ§fiBK_5YSTEH§fijTlE]

HQ[§_flf EUR RUUTIHES SHQfllQm_B§_WflS£U J0 I![R1H6E_CUFYRI6H[ LABS

In the following, use TRANS O unless otherwise stated. CLEAR means
pre

PIG

ss CLR when TRANSMAT is waiting for a SAVE name. DEFAULT means
ss ENTER when TRANSMAT is waiting for a SAVE name and RELOCATE

means press Y to the prompt LOCATION ERROR. RELOCATE (Y/N).
If
you
._.1._

the solution given below will not work then it is possible that
have a different version to the one tested.

1?-_-1?-----—-1-111-111ii-----.---n---_.¢|—.¢-|.-..,---n--1-111‘-‘-4-.111,__i-__._iii—_iiiiiii1ii1ik

ERRATUM ERIQEWOFAMAQIE Page 38
ERRATUM
ERRATUM The values for the three headerless files are:
ERRATUM
ERRATUM PRICE1.BIN location &98®® length &0FFC
ERRATUM PRICE2.BIN location &@®7@ length &979@ exec. &896®
ERRATUM PRICE3.BIN location &4®®® length &4®O@

INFORMATION Goldmark Club members and other users require routines
REQUESTED for the following‘programs: THING ON A SPRING.

BEACH—HEAD Courtesy of H. E. Haxwell MCD, Hatfield, Herts.

This routine will transfer BEACH—HEAD automatically without the
need for TRANSMAT.

FOR X=&BEC® TO &BF®510
20 READ
30 DATA
40 DATA
50 DATA
60 DATA
70 DATA
80 SAVE

A$:POKE X,VAL("&"+A$):NEXT
21,FF,AB,11,4®,®®,@E,®7,CD,CE,BC,2l,FE,BE,06,®7
11,40,®®,CD,77,BC,EB,CD,83,BC,CD,7A,BC,21,FE,BE
06,08,11,00,D®,CD,77,BC,EB,CD,83,BC,CD,7A,BC,F3
21,00,D®,11,C®,9F,®1,AA,13,ED,B®,C3,8®,B2,42,45
4l,43,4B,2D,49,49
BEACH",B,&BECO,&46,&BEC®

90
100
110
120
130
140
150
160
170
180
190
200
210
220
230
24$
25$
26$
27$
28$

MEMORY &39®0:ITAPE.IN:LOAD"!"
FOR X:&39A9 TO &39AE
READ A$:POKE X,VAL("&"+A$):NEXT
FOR X=&39CD TO &39D9
READ
DATA
DATA
POKE

A$:POKE X,VAL("&"+A$):NEXT
Z1,FF,AB,11,4@,@®,EB,CD,83,BC,CD,7A,BC,3E,EE,32
73,®Z,®@
&3®,&C3:POKE &31,&C@IPOKE &32,&BE

FOR X=&BECO TO &BF47
READ
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
CALL

P16? the

A$:POKE X,VAL("&"+A$):NEXT -
21,C®,9F,11,®®,D®,®1,AA,13,ED,B®,D9,CB,99,ED,49
D9,3A,G2,CO,B7,C4,32,BF,D9,CB,D9,CB,91,ED,49,D9
CD,44,®@,CD,88,®8,CD,®9,B9,21,FF,AB,11,4®,®@,®E
@7,CD,CE,BC,21,2A,BF,®6,®8,11,®@,D®,D5,CD,8C,BC
E1,11,AA,13,3E,®2,CD,98,BC,CD,8F,BC,21,2A,BF,®6
O7,11,4€,®@,D5,CD,8C,BC,E1,11,8B,9F,3E,®2,CD,98
BC,CD,8F,BC,CD,®@,B9,C3,64,C®,42,45,41,43,48,2D
49,49,FE,@1,28,®B,3E,BD,32,E4,BE,3E,58,32,28,BF
C9,3E,BB,32,E4,BE,18,F3
&39A9

game with RUN"BEACH

I 4 1
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ENDURANCE by cat

Courtesy of H. E. Haxwell MCD, Hatfield, Herts.

1. Use TRANS 1 and transfer the first file ENDURANC.BAS.

2. Reset the computer and load ENDURANC from disc.

3. Type as a direct command iTAPE.lN

4. List ENDURANC and insert a new line: 175 STOP

5. Now type: RUN 15D and press ENTER. The tape will start.

6. when the tape stops type as a direct command:

POKE &1bDA,&C9 (press ENTER)
CALL &1bB1 (press ENTER)

The tape will restart.

7. when the tape finally stops type in as a direct command:

SAvE"END",B,&1770,&8E3E,&9FBE (press ENTER)

The game will now save to disc.

B. ERAse ENDURANC.BAS and run the game with RUN"END". However
saving your position during the game will still be to cassette.

4 .

OBSIDIAN
:1-~?_--aiw

Position the tape after the first block.

Type in the following program which will transfer the game to disc
without the need for TRANSMAT:

1o iTAPE.IN
20 FOR X=&5@@ TO &500+85:READ A$:POKE X,VAL(“&h"+A$):NEXT:CALL uses
so DATA 21,oo,co,11,em,4m,3E,7a,cD,A1,Bc,21,@®,10.11.b®.95.3E.9B.CD
40»DATA Al,BC,@b,®7,21,48,05,CD,BC,BC,2l,OO,C®,11,00,40,@1,@@.@@,3E
50 DATA o2,cD,9e,Bc,cD,eF,Bc,Da,m7,21,4F,e5,cD,BC,BC.21.®®.1@.11.6%
60 DATA q5,D1,e@,11,3E,@2,cD,9a,ac,cD,BF,Bc,4F,42.53.49.44.49.31.4F
7O DATA 42,53,49,44,49,32 ‘

Now type in and save as OBSIDIAN the following loader program:

10 MODE l:BORDER 0:INK 0,2:lNK 1;b:lNK 2,26
20 OPENOUT"D":MEMORY &999:CLOSEOUT
3e LOAD"OBSIDI1“:RUN"OBSIDl2"

4O

-Q-—

7/B6

TRAN§m9TcIN€QRMATIQN EXCHANGE Q
‘ ‘ The iollciifiq inigglaljqfllgiéIQJWEQLDHARE isiémls mu T“ *

In the following, use TRANS O unless otherwise stated. CLEAR means
press CLR when TRANSMAT is waiting for a SAVE name. DEFAULT means
press ENTER when TRANSMAT is waiting for a 5AvE flame and RELOCATE
means press Y to the prompt LOCATION ERROR. RELOCATE (Y/N).
If the solution given below will not work then it is possible that
you have a different version to the one tested

ERRATUM SKY FOX
ERRATUM
ERRATUM 6128 owners should add an additional line 5 to the loader
ERRATUM program as follows:
ERRATUM
ERRATUM 5 MEMORY &4FFA
ERRATUM
ERRATUM
ERRATUM
ERRATUM
ERRATUM In

ERRATUM
ERRATUM POKE &4024,2B:POKE 402B,2B

F.A. CUP

Courtesy of Mr. J. S. Smith, Ramsbottom, LANCS.

all bf the above programs -line IO of the transfer
ERRATUH routine should contain two pokes:

-non-wow;-.1111in---1iii-aqziiiiiii_-_--Q-.-1-itiiiiiiiijtiii, Q-a---1:11111;

HQEEQEQ HEROES OF KARN FOREST AT WORLDS EN]

Use TRANS 3. DEFAULT the first two programs and RELOCATE the
third.,

Reset the computer and load F.BAS from disc and make the following
changes to

Delete the
Change the
Change the

Save this program as FACUP and ERAse F.BAS

FORMULA 1

line 10

CALL &BD37.
LOAD"!" command to LOAD"SCREEN.BIN".
RUN"!" command to RUN"CODE.BIN".

Type in and RUN the following program. It will transfer FORMULA1 t
disc without the need for TRANSMAT.

IO 1TAPE.IN:OPENOUT"D":MEMORY &17bF:CLOSEOUT
2O LOAD"!F1",&177O
so FOR x=&4oee TO &4OOB:READ A:POKE X,A:NEXT:CALL aaooe
4o SAVE"FORMULA1",B,&1770,&bBBO,&1770
SO DATA &21,&OO,&50,&11,&O1,&OO,&3E,&1b,&CD,&A1,&BC,&C9

Run game with RUN"FORMULA1.



NESSAQEWFRQDHANDRQUEDQ

Courtesy of Jim Nestoby, Potters Bar, Herts.

Load TRANSMAT and use TRANS 4.

CLEAR the first program, name the second MESS9 — the third MESS1
and the fourth MESS2 and the fifth MESS3.  

Reset the computer.

Type in and save as MESSAGE the following loader program:

10 SYMBOL AFTER &7D:M=HIMEM
20 OPENOUT"D":MEMORY &3FFF:CLOSEOUT
30 MODE 1:BORDER 9:FOR 1=o TO 3:INK I,9:NEXT I
40 LOAD"MESS9.BIN",&C999
so INK 9,9:INK 1,2:INK 2,12:INK 3,13
so LOAD“MESS2.BIN",&4999:LOAD"MESS3.BIN",M+1
7m FOR L=&3F99 TO &3FB1:READ V:POKE L,V:NEXT L:CALL &3F95
1mm DATA &4D,&45,&53,&53,&31,&9b.&95,&21,&99,&3F,&CD,&77,&BC,&21
110 DATA &49,&99,&CD,&83,&BC,&CD,&7A,&BC,&CD,&37,&BD,&C3,&99,&49

TURBO ESPIRIT

Use TRANS 9 and CLEAR the first two programs.

Reset the computer and type in the following program:

19 :TAPE:SPEED NRITE 1
29 FOR x=&49 TO &49+i1:READ A:POKE X,A:NEXT:CALL &49
39 PRINT:PRINT"Insert fresh SAVE cassette" .
49 SAVE"TURBO1",B,&4999,&42b8 _ T
59 POKE &4i,&9:POKE &42,&8:POKE &44,&54:POKE &4S,&A1
69 PRINT:PRINT"Insert ORIGINAL cassette press PLAY then any key"
79 CALL &BB9b:CALL &49
89 PRINT:PRINT"Re-insert SAVE cassette"
99 SAVE"TURBO2",B,&S99,&A154
199 DATA &21,&99,&49,&11,&b8,&42,&3E,&1b,&CD,&A1,&BC,&C9

Reset the computer.

Rewind the SAVE cassette and use TRANS 2, DEFAULTing both programs
and relocating TURBO2.BIN

Now type in and save as TURBO.BAS the folowing loader program:

10 OPENOUT"D":MEMORY &599:CLOSEOUT
20 MODE 1:INK 0,26
30 LOAD"TURBO1":CALL 32763   
40 LOAD"TURBO2":CALL &51A:CALL &1q55+11

28

9/86
sALgT L'ARTISTE

Use TRANS I AUTO.

Reset the computer.

Type in the following program which will transfer the remainder to
disc:

29 FOR X=&49 TO &49+1l:READ A:POKE X,A:NEXT:CALL &49
39 SAVE"ARTCODE",B,&9B7C,&529E
49 DATA &21,&7C,&9B,&11,&9E,&52,&3E,&Ab,&CD,&A1,&BC,&C9

Rest the computer.

Type in the following loader program and save as ARTISTE.BAS:

19 OPENOUT"D":MEMORY &B79:CLOSEOUT
29 LOAD"ARTISTE.BIN":LOAD"ARTCODE"*
39 CALL &5EF2

SPINDIZZY

Courtesy of Jim westoby, Potters Bar, Herts.

Run TRANSMAT, go into basic and use deprotection pokes.

Use TRANS 1 and name this program SPIN9. Do not rewind the tape.

Type in the following transfer program which will save the
remainder of the game onto a fresh cassette:

10 ITAPE  
2m FOR L=&C999 TO &C93F:READ V$:POKE L,VAL(“&H"+V$):NEXT:CALL acmmm
30 DATA 21,49,99,11,C9,B9,3E,bA,CD,A1,BC,CD,7A,BC,CD,9b,BB
am DATA 9b,99,CD,SC,BC,21,49,99,11,C9,2F,91,99,99,3E,92,CD
5a DATA 98,BC,CD,8F,BC,96,99,CD,8C,BC,21,99,39,11,99,B1,91
b9 DATA 99,99,3E,92,CD,98,BC,CD,BF,BC,C3,99,99

RUN this program and when the tape stops remove it and insert a
fresh cassette press REC & PLAY and any key.

when the SAVE has been completed rewind the tape and use TRANS 2.
Name the first SPIN1 and the second SPIN2. DO NOT relocate any
code.

Now type in and save as SPIN the following loader program:

19 MEMORY &1FFF Y
29 LOAD“SPIN9.BIN":POKE &8915,&C9:CALL &8999
39 LOAD"SPIN2.BIN",&2999 "
49 FOR I=9 TO 3:INK I,9:NEXT I
59 LOAD"SPIN1.BIN“,&C949 ' ' I I
69 FOR L=&C999 TO &C918:READ V$:POKE L,VAL(“&H"+V$:NEXT L:CALL;&C999
79 DATA 21,FF,A9,11,FF,B9,91,99,81,ED,B8,21,49
89 DATA C9,1l,49,99,91,C9,2F,ED,B9,C3,99,B9

39
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SUBSUNK by Firebird. Routine using TRANSMAT and SPIRIT.'" all

Courtesy of Chris Swann, Rayne, Braintree, Essex.

1.Use Transmat to clear the first 2 programmes. (SUBSUNK.BAS_and
SUBSUNK.BIN). ~-; -,z. >; - .-..
2.Do not touch the tape.
3.Run Spirit and follow the instructions ~ . -

4.Transfer the first headerless file from SUBSUNK to disc with the
following info. al File Name :SUBSUNK1 - _ w @!1_-A "

Location :&4999 T
Sync :&2
Length :&2999
Execution :&4999 '

5.Transfer the second headerless file from SUBSUNK to disc with the
following info: b) File Name :SUBSUNK2

Location :&E48
Sync :&2
Length :&Bl99
Execution :&E4B

b.Reset the computer and save to disc the following loader program:

19 OPENOUT"D":MEMORY 3b55:CLOSEOUT
29 LOAD"SUBSUNK1.BIN"
39 RUN“SUBSUNK2.BIN":CALL &E4S

This game runs on my 6128. I hope it is successful on other CPC's.

PRICE OF MABI§,b12B routine using banked memory and SPIRIT.

Courtesy of Jim westoby, Potters Bar, Hertfordshire.

Use TRANS l. CLEAR the first program‘and name the second PRICE9.

Do not rewind the tape.

Use SPIRIT to transfer the next THREE sections. Name these PRICE1,
PRICE2 and PRICE3.

Now type in and save as PRICE the following loader program:

19 MEMORY &3FFF:LOAD"PRICE9“:POKE &417B,&C9:CALL aaaas
29 FDR T=1 TO 5999:NEXT T
3D BORDER 9:FOR I=9 TO 3:INK I,9:NEXT 1
49 LOAD"PRICE1“,&CB99 9
so FOR L=&C999 TO &C9b1:READ V$:POKE L,VAL("&H“+V$):NEXT L:CALL

acaec
be DATA 59.52.4R.43,45,32,59,52,4R,43,45,33,21,99,C8,11,99,R8
79 DATA 91,99,9S,ED,B9,CD,5B,9B,CD,23,RB,21,99,C9,11,99,E9,9b
ea DATA 9b,CD,77,BC,21,79,99,CD,B3,BC,CD,7A,BC,3E,91,CD,24,9B
R9 DATA 21,96,C9,1l,99,E9,9b,9b,CD,77,BC,21,99,49,CD,B3,BC,CD
199 DATA 7A,BC,3E,C4,91,99,7F,ED,7R,21,99,D9,11,99,A9,91,FC,97
119 DATA ED,B9,CD,37,BD,C3,99,Bb -

SB

SABRE HULF

Courtesy of Jim westoby, Potters Bar, Herts.

Load TRANSMAT and use TRANS 4.
Name the first SABRE the second SABRE9 the third SABRE1 and the
fourth SABRE2

Reset the computer. Load SABRE.BAS and amend as follows:

5 CLS:MODE 1:BORDER 9:INK 9,9:INK 1,9:INK 2,24:INK 3,6
19 MEMORY &12FF:LOAD"SABRE9",&1399:CALL &1399:LOAD"SABRE1“,&1399
29 INK 9,9:INK 1,9:INK 2,9:INK 3,9:LOAD"SABRE2“,&C999:CALL &C999

FIREANT

Run TRANSMAT and use TRANS 3. CLEAR the first program and DEFAULT the
other three, RELOCATING the code in the 2nd (FCODE2.BIN).
Now type in the following loader program and save as FIREANT:

19 OPENOUT"D“:MEMORY 519:CLOSEOUT -
29 LOAD"FCODEl":LOAD"FCODE2":LOAD"FCODE3“
39 MODE 9:CALL &B21A:CALL &8bC4

SPELLBOUND

Courtesy of Jim westoby, Potters Bar, Herts.

Load TRANSMAT and use TRANS 2.
CLEAR the first program, name the second SPELL9 — CLEAR the third
and name the fourth SPELLI. The tape will stop — do not rewind it.

Reset the ,computer. Type in the following program which will
transfer the final part onto a fresh tape:

19 ITAPE:MEMORY &BFF
29 FOR L=&A899 TD &A81E:READ V:POKE L,V:NEXT:CALL &AB9A
39 INPUT A$:POKE &AB13,&BC
49 FOR L=&AB18 TO &A82o:READ V:POKE L,V:NEXT:CALL &AB9A
59 DATA &53,&59,&45,&4C,&4C,&42,&4F,&55,&4E,&44,&96,&9A,&21,&99,&AB
so DATA &11,&99,&94,&CD,&77,&BC,&21,&99,&9C,&CD,&B3,&BC,&CD,&7A,&BC
7D DATA &C9,&11,&9B,&9B,&91,&93,&9C,&3E,&92,&CD,&RS,&BC,&CD,&BF,&BC
B9 DATA ace I

Prepare your fresh cassette and RUN the above program. when it
stops insert the fresh tape and press REC and PLAY followed by
ENTER.

when the program has been saved reset the computer load TRANSMAT
and use,TRANS 1. Name this program SPELL2. "

Type in and save as SPELL the following loader program:

19 MEMORY &27l9
29 BORDER 9:MODE 1:INK 9,9:INK 1,26:lNK 2,5:lNK 3,9
39 LOAD"SPELL9.BIN":LOAD"SPELL1.BlN“:POKE &2722,&C9:CALL &2714
49 RUN“SPELL2.BIN“ _

29



BATTLE OF BRITAIN

Use TRANS 3 AUTO. Reset the computer, load BOB.BAS and modify as
follows:

49 LOAD"!BOB1":lTAPE.IN:CALL &961B
45 SAVE"BOB2",B,&2F4,&935B:STOP

Now type RUN and Enter. when the tape stops reset the computer and
use TRANS 1 AUTO on the final part of the tape.

Reset the computer and load BOB.BAS. modify as follows and save as
BOB.BAS then ERA BOB.BAK:

49 LOAD"BOB1.BIN“:LOAD“BOB2.IN"

ATLANTIS

Use TRANS 5 AUTO. Reset the computer. Type in the following
program which will automatically transfer the remainder to disc:

19 iTAPE.IN F“
29 FDR X=&49 TD &49+1:READ A:POKE X,A:NEXT:CALL &49
39 SAVE"C4”,B,&5499,&4762
49 DATA &21,&99,&54,&11,&62,&47,&3E,&69,&CD,&A1,&BC,&C9

Rest the computer. Load JEU.BAS and modify as follows:

90..--‘on It 0 0 Q u D Q I:LOAD“C3":LOAD"C4"0cncniiglolllaunetc

CAULDRON

Type in the following program which will automatically transfer
the required parts to disc:

19 iTAPE.IN:MEMORY &A599:LOAD"!CAULDRON"
29 SAVE"CAULDRON",B,&A599,&B4
39 FOR X=64 TO 75:READ A:POKE X,AINEXT:CALL 64
49 SAVE"CAULDRON.SCN",B,&C999,&4999 v
59 POKE 65,&99:POKE 66,&1B:POKE 6B,&DA:POKE 69,&7B:CALL 64
69 SAVE"CAUL1",B,&1899,&7BDA
79 POKE 65,&DA:POKE 66,&93:POKE 68,&77:POKE 69,&9A:CALL ea
em SAVE"CAUL2“,B,&93DA,&9A77
99 POKE 65,&99:POKE 66,&CB:POKE 68,&99:POKE 69,&3l:CALL 64
199 SAVE"CAUL3",B,&C899,&3199
119 DATA &21,&99,&C9,&11,&99,&49,&3E,&4C,&CD,&A1,&BC,&C9

Type in and save.as CAULDRON.BAS the following loader program:

19 MEMORY &17FF:MODE 1
29 LOAD"CAULDRON.BIN":LOAD"CAULDRON.SCN“:LOAD"CAUL1":LOAD"CAUL2"
39 POKE &A2,&9:POKE &A3,&C8:POKE &A4,&2:POKE &A5,&9:POKE &A6,&9
49 POKE &A7,&18:POKE &A8,&6:POKE &A9,&9:POKE &AA,&9 ~
59 LOAD"CAUL3":CALL &A555

39
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In the following, use TRANS 9 unless otherwise stated. CLEAR means
press CLR when TRANSMAT is waiting for a SAVE name. DEFAULT means
press ENTER when TRANSMAT is waiting for a SAVE name and RELOCATE
means press Y to the prompt LOCATION ERROR. RELOCATE (Y/N). ~
If the solution given below will not work then it is possible that
you have a different version to the one tested
-—--uo.-_-_---...-q-

ERRATUM
ERRATUM
ERRATUM
ERRATUM
ERRATUM
ERRATUM
ERRATUM
ERRATUM
ERRATUM
ERRATUM
ERRATUM
ERRATUM
ERRATUM
ERRATUM
ERRATUM
ERRATUM
ERRATUM
ERRATUM
ERRATUM

_.._-q~_.-—-Q-0-Q-1111111-@__q—-111;;--0111—n1-11---——-I11.-111111'--""""""“i111

MESSAGE FROM ANDROMEDA page 26
Line 1o pekee should read POKE &4924,28:POKE &492S,28

FRUIT DACHINE Page 7  ‘
Line 8929 should read: A
8929 ADDRESS=HIMEM+(B*96)+1:LOAD"DATA",ADDRESS

NQNIERRBQQEOUS
Line 69 enedle read: 69 %QISC:SAVE"NON1",B,3957,37999

wHO DARES wIN§ Page 32
TEE +1Fe1 routine (which transfers w1.BINl should be
amended to read as follows:
19 IDISC
29 FOR x=&A999 TO &A925:READ A$:POKE x,VAL("&"+As):NEXT
39 CALL &A999
49 DATA 21,49,99,11,39,69,3E,63,CD,A1,BC,96,92,2l.24.A9
59 DATA 11,49,99,D5,CD,8C,BC,E1,11,39,69,3E,92,CD,98,BC
69 DATA CD,8F,BC,C9,57,31

11_-.----@111--1-Q--11111--11111111q-_-¢—-pi11—>Z-1->..—111—---pn—11_n-0-n-—-viii-I

INFORMATION The following information is requested by users
REQUESTED Transmat for converting the following to disc:

INFORMATION
REQUESTED SD STAR STRIKE.......RAID.......THING ON A SPRING

--@—-1111 iii-A-..;1-—-Z1111:-pg-.1111—pg-@1111-Qua-111-00-111i—'-lIi'—11iii'“"-—'iii"-‘”"

PROJECT FUTURE _

Use TRANS 1. CLEAR-the first program and DEFAULT the second.

Reset the computer and type in the following program which will
transfer the next part to disc:

19 !TAPE.IN
29 FDR X=&A999 TD &A911:READ A:POKE X,A:NEXT:CALL &A999
39 SAVE"FUTURE1",B,&C999,&4999
49 DATA &21,&99,&C9,&11,&99,&49,&3E,&FF,&CD,&A1,&BC,&C9

Reset the computer.

Use TRANS 1 on the next part, RENaming it FUTURE2.BIN.

Type in and save as FUTURE.BAS the following loader program:

19 OPENOUT"D“:MEMORY 12999:CLOSEOUT -
29 LOAD"PF" -- -- » »
39 FOR X=&3917 TO &392l:POKE X,&9:NEXT:CALL 12242
49 LOAD"FUTURE1":RUN"FUTURE2"
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1 .8/86 Routine to transfer "RADZONE" from tape to 915g

wORM;lN PARADISE  

Courtesy of Andrew Bond, Sinope A59, Nr Coalville.

Type "ITAPE“ and load the first program from tape.

Now type in and RUN the following program which will save the
game onto a fresh cassette: A

19 :TAFE=ED5Ds 16m
20 MEMORY &3FFF:LOAD"!“:POKE &42B9,&C9
39 CALL &4269:GOSUB 140
40 SAVE“wORMLOAD",B,&9CF9,&Bl9
so GOSUB 169
69 POKE &A7DA,&99:POKE &A7DB,&3F:POKE &A7DF,&C9
79 CALL &A7D6:GOSUB 14a
em SAVE"FIRSTBIT“,B,&4999,&3F99
99 GOSUB 169
199 POKE &A7DA,&F9:POKE &A7DB,&5C:CALL &A7D6
119 GOSUB 140
129 SAVE“LASTBIT“,B,&4999,&5CF9
139 END
140 PRINT"INSERT DESTINATION TAPE AND HIT A KEY"
150 GOTO 179
169 PRINT“INSERT SOURCE TAPE PRESS PLAY, HIT A KEY"
17m CLEAR INPUT
180 As=INKEY$:IF A$="" THEN 180
190 RETURN

Reset the computer, and rewind the save cassette.

USE TRANS 3 AUTO to transfer the save cassette to Disc.
I

Type in and save as wORM the following loader program:

1m MODE 1:FOR I=9 TO 15:lNK l,1:NEXT
2m MEMORY &2FFF:LOAD“FIRSTBIT.8IN“,&4999
39 FDR I=&3999 TD &399B:READ A:POKEI,A:NEXT 1
49 DATA &21,&99,&49,&11,&99,&C9,&91,&99,&3F,&ED,&B9,&C9
50 CALL &3999
69 LOAD "LASTBIT.BIN“,&4999
7a LOAD “wORMLOAD.BIN",&3999
ea FDR I=&3C99 TO &3C9B:READ A:POKE I,A:NEXT 1 T
99 DATA &21,&99,&39,&11,&F9,&9C,&91,&19,&9B,&ED,&B9.&C9
199 CALL &3C99
119 FDR I=&A7CD TD &A7DA:READ A:POKE I,A:NEXT I
129 DATA &21,&99,&C9,&11,&79,&99,&91,&99,&3F,&ED,&B9,&C3
139 DATA &12,&BA
149 CALL &A7CD I

Thi

Mastertronic Cassette No. 1A9l12

s routine Copyright Anthony Bethell and Goldmark Ltd

1:— Type
Be ca

in the following BASIC Program
reful to use only Zeros(9) in the data,not "O".

19 %TAPE.lN:lDlSC.OUT
29 For x
39 CALL
49 DATA
59 DATA
69 DATA
79 DATA
B9 DATA
99 DATA
199 DATA
119 DATA
129 DATA

2:— You m

Insert a
RADZONE t

RUN above
put them
Do not worry about the error messages that will appear at the end

=&89 to &199:read a$:poke x,val("&"+a$):next
&99
52,41,44,5A,4F,4E,45,2E,42,4l,53,52,4l,44,2E,42
41,53,52,41,44,2E,42,49,4E,3E,FF,CD,6B,BC,21,B@
99,96,97,CD,E3,99,21,89,99,96,9B,CD,F5,99,21,BB
99,96,93,CD,E3,99,2l,BB,99,96,97,CD,F5,99,21,B1
36,11,69,6B,ED,53,79,99,3E,B9,CD,A1,BC,2l,92,99
96,97,11,B1,36,CD,BC,BC,2l,B1,36,ED,5B,79,99,3E
92,18,29,ll,79,91,CD,77,BC,ED,43,79,99,EB,CD,B3
BC,CD,7A,BC,C9,11,99,B9,CD,BC,BC,21,79,91,ED,5B
79,99,AF,CD,9B,BC,CD,BF,BC,C9

ust use a cassette recorder with remote control

formatted disc with at least 63K free. Put fully rewound
ape in recorder.

program. This will load in all 3 files and automatically
on the disc but they will not run in this form.

of this routine.

3:— Reset the computer.

Load first file from disc with LOAD"RADZONE

Edit memory statement in line 49 to read MEMORY 13979

Edit restore statement in line 59 to read RESTORE 559

Edit FOR N=&B752 in line 59 to read FOR N=&B742

Change line 550 to DATA 5241,442E,4249,4E21,42B7,9697,11B1,36CD,
77BC,21B1

Edit Line
the first

,36CD,B3BC,CD7A

569 by removing the first 5 data items so that
one is BCDD

4:— SAVE“RADZONE"

52- Load next file from DISC with LOAD“RAD
Edit line 3 to read CALL &8749

6:— SAVE"RAD“

7:— You may now if you wish erase the two BAK files from
the d

B:—.Reset

isc

computer and play the game with RUN"RADZONE
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TRIKE FORCE HARRIER

se TRANS 6 AUTO.

ow do the following:

EN FORCE.BIN=FORCE.
EN HARRIER.BAS=STRIKE.BAS

UN the program with RUN"HARRIER.

HO DARES wlNS_ll

se TRANS 3 AUTO. ' _
eset the computer and type in the following program which will
ransfer the first part of wDw to disc:

EGGS

lTAPE.lN
FOR X=&A999 TO &A999+11:READ A:POKE X,A:NEXT:CALL &A999
SAVE"w1",B,&49,&6939
DATA &21,&49,&99,&11,&39,&69,&3E,&63,&CD,&A1,&BC,&C9

eset the computer and type in the following program which will
ransfer the second part of wDw to disc:

a !TAPE.lN
e FOR X=&49 TO &49+11:READ A:POKE X,A:NEXT:CALL &49
e SAVE"w2“,B,&3999,&4999:SAVE"w3",B,&7999,&1999
a DATA &21,&99,&39,&11,&99,&59,&3E,&11,&CD,&A1,&BC,&C9

eset the computer. Load and modify wDw.BAS as follows:

29 FDR X=&C999 TO &C999+64:READ A:POKE X,A:NEXT
25 POKE &D999,&57:POKE &D991,&31:POKE &D992,&57:POKE &D993,&32:
OKE &D994,&57:POKE &D995,&33:1DlSC:CALL tceee
39 DATA &21,&99,&D9,&96,&92,&CD,&77,&BC,&49,&99,&CD,&B3,&BC,&CD,
7A,&BC,&21,&92,&D9,&96,&92,&CD,&77,&BC,&21,&79,&96,&CD,&83,&BC,
CD,&7A,&BC,&21,&94,&D9,&96,&92,&CD,&77,&BC,&21,&99,&D5,&CD,&B3,
BC,&CD,&7A,&BC,&21,&99,&D5,&11,&79,&A9,&91,&99,&19,&ED,&B9,&C3,
19,&A9

ave this modified loader as wDw.BAS and ERA wDw.BAK

SYCHEDELIA

se TRANS 2 AUTO. Reset the computer and do the following:

EN PSY1.BlN=PSY.BlN

oad PSY.BAS from disc and modify line 199

QQ... .-.........-..-"IS LDADING"IIIIIIlQI.BB‘B3‘4q‘

nu u a u A nu|&@61&@41-onuanunuunn
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STAIRHAY TO HELL

Use TRANS 7 AUTO.

Reset the computer. Load the following programs from disv and
modify as follows:

STAlRwAY.BAS: Line 49 LOAD"STHl“
59 LOAD"STH2“
69 LOAD"STH3"

Re—save STAIRwAY.BAS back to disc. Reset the computer.

STH3.BAS: Line 169 RUN“STH4"
Re-save STH3.BAS back to disc. Reset the computer.

STH4.BAS: Line 29 LOAD“STH5"
39 LOAD"STH6“

Re—save STH4.BAS back to disc. Reset the computer.

Run the game with RUN"STAIRwAY. *

SHADOw FIRE

Use TRANS 5 AUTO. Reset the computer. Type in and save as
SHADOw.BAS the following loader program:

19 OPENOUT"D":MEMORY &4C99:CLOSEOUT
29 LOAD"X“:CALL &4CF9

RAMBO

Courtesy of H. E. Haxwell MCD, Hatfield, Herts.

Type in and RUN the following program which will transfer RAMBO tr
disc without the need for TRANSMAT.

5 MODE 1:lNK 9,13:BORDER 13:PEN 2:LOCATE 6,6:lNPUT"IS THIS A CPC 464
[Y/N] “;V$
6 vs=UPPERs<vs):IF V$=“N" THEN-VZ=1 ELSE VZ=9
19 MEMORY &3S99
15 1TAPE.lN::DlSC,OUT
29 LOAD"!rambo"
39 POKE &39,&C3:POKE &31,9:POKE &32,&BF
49 FOR =&39A9 TO &39AE:READ A$:POKE X,VAL("&"+As):NEXT
59 FOR =&39D5 TO &39E1:READ As:POKE X,VAL(“&“+Asl:NEXT
69 FOR =&BF99 TO &BF38:READ A$:POKE X,VAL(“&"+As):NEXT
79 IF VZ=1 THEN POKE &BF2E,&58
S9 CALL &39A9
99 DATA 21,FF,AB,11,49,99,EB,CD,S3,BC,CD,7A,BC,3E,C2,32,25,@2,gg,gD
199 DATA 37,BD,21,FF,AB,11,49,99,9E,97,CD,CE,BC,21,39,BF,g5,g9_11,4g
119 DATA 99,cD,SC,Bc,21,49,99,3E,92,91,99,BF,11,gg,9g,QD,9g‘gQ,gD,gF
129 DATA BC,CD,99,B9,C3,64,C9,52,41,4D,42,4F,2E,42 49 4E1 1

>(>(>(
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TR@NSMQT INFORM

8/

Txow ExcHANsE itAM g iizkgg mi, W

I "lb? *°1*°'li\i _i'1*@Tr-imii F5 Tillilliliiiifilillislfi "151 If

In the following, use TRANS 9 unless otherwise stated. CLEAR mear
press CLR when TRANSMAT is waiting for a SAVE name. DEFAULT mear
press ENTER when TRANSMAT is waiting for a SAVE name and RELOCA1
means press Y to the prompt LOCATION ERROR. RELOCATE (Y/N).
If the solution given below will not work then it is possible the
you have a different version to the one tested

ERRATUM
ERRATUM
ERRATUM
ERRATUM
ERRATUM
ERRATUM
ERRATUM
ERRATUM
ERRATUM
ERRATUM
ERRATUM
ERRATUM
ERRATUM
ERRATUM
ERRATUM
ERRATUM
ERRATUM
ERRATUM
:_..._.q_-_u-q.-

RED MOON

lia--11111-@;q—c.1-Q—--@;;q—q——-._-.-_—...-Q.-0-so-u--.q_q-.¢_q-1-u_a—-ax-1.-111;----ix---_-1-

RED MOON page 16

In line 49 the DATA statement &C9 (halfway along line
should read &CD

nE55AeE FRDQTANDRDMEDA page 2a
79 FOR.L=&3F99 TO &3FlB: READ etc

wHQ DARESiw1NS II page 32

In line 939 the DATA statements should be amended t
read: ~ A
939 DATA &21,&99,&D9,&96,&92,&CD,&77,&BC,&21,&49,&99,&C
&83,&BC,&CD,&7A,&BC,&21,&92,&D9,&96,&92,&CD,&77,&BC,&2l
&79,&69,&CD,&83,&BC,&CD,&7A,&BC,&21,&94,&D9,&96,&92,&C[
&77,&BC,&2l,&99,&D5,&CD,&83,&BC,&CD,&7A,&BC,&21,&99,&DE
&11,&79,&A9,&91,&99,&19,&ED,&B9,&C3,&19,&A9
11—.-._.11—-‘1--111*‘...-_111:1—._1_.-1111111111111:1--Li.--__v--11¢11-

Courtesy of Jim westoby, Potters Bar, Herts.

Run TRANSMAT and use TRANS 4. .

Name the first RED the second RED9 (do not relocate) the third
and the fourth RED2

Reset the computer. Load RED.BAS and amend as follows:

39 MODE 1:MEMORY &15FF
369 LOAD“RED9.BIN",&9A99:LOAD“REDl.BIN",&l699:LOAD“RED2.BIN“,&67E
419 CALL &BD37:CALL &8D99

fiDY5NTE€§-@Q55T
Courtesy of Mr McKiddie, Cleethorpes, S. Humberside.

Run TRANSMAT and use TRANS 9.

DEFAULT the first and RELOCATE the second.

Reset the computer, load OUEST.BAS and make the following changes
DELETE line 19.
Edit 129 to read:— 129 LOAD"ADVENTUR":!TAPE:CALL &2AEF
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S SAGE FROM ANDROMEDA (Routine for headerless file version)

U

e TRANS 4. CLEAR the first program. Name the.rest MESSAGE
S

rtesy of Jim westoby, Potters Bar, Hertfordshire.

S9, MESS1, and MESS2.

not rewind the tape. -

B/B6

1

set the computer type in and RUN the following transfer program
~ 1

\_r§'\_,h-\_._(i__

PS

)6:

ch will transfer two binary files to disc:

MEMORY &lFFF
LOAD"MESSl"
iTAPE.lN
FOR FILE=1 TO 2
FOR L=42996 TO 42999:READ V:POKE L,V:NEXT L:POKE 429l9,69
OUT &F699,l6 "
CALL 42999:IF PEEK(429ll)<>9 THEN 59
OUT &F699,9
READ S$,S,L.SAVE Ss,B,S,L
NEXT FILE
DATA &2B,&23,&95,&39.MESS3.&232B,&399S

DATA &C9,&5D,&69,&49,MESS4,&5DC9,&4969

Jr

0 l

et the computer.

d MESSAGE.BAS and alter as follows:

1 LOAD"MESS9",l5999
I
19

REM LOAD etc
9 CHAIN “MESS2"

iad MESS2.BAS and alter as follows:

>lete lines 169-199
EO

>@
lines: A
LOAD"MESS3":LOAD“MESS4":LOAD“MESS1"

'9 lTAPE

in the game with RUN“MESSASE

IABASE DELTA

iurtesy of Iain Segall, Stanmore. Middlesex.

se TRANSMAT and return to BASIC. Enter the deprotection pokes and
iturn to TRANSMAT.

se TRANS 1. CLEAR the first two parts, DEFAULT the third and
ILOCATE it.

In the game with ADVENT.

34
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