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CPC6128

1 CPC 6128 moniteur monochrome ... 4490 F
[J CPC 6128 moniteur couleur ........ 5990 F
1 CPC 464 moniteur monochrome .. ... 2690 F
[ CPC 464 moniteur couleur.......... 3990 F

[ ter lecteur de disqueftes...............
[ 2eme lecteur de disquettes. .. .. 5

[ cordon 2&me lecteur disquette

Produits DK TRONICS

Extension 64 K :
Clpour 464-B64...........ccccvvvnennns 599 F
extension 256 K.ROM
O pour 464-664........ s sk 1199 F
BRI BI2D . ..o 1199 F
extension 256 K. silicon-disk
O pour 464-664...................cc0n 1199 F
Bl B128................ B byt o 1199 F
stylo optique
O pour 464-664 en cassette........... ... 249 F
O pour 464-664-6128- en ROM............. 349 F
synthé vocal
[ pour 464-664 éncassette. ........... .... 349 F
I pour 464-664-6128 en ROM. ............ 490 F
DIVERS
[ ruban imprimante DMP1 (par 2) ........... 198 F

[ adaptateur péritel pour 464

[ adaptateur péritel pour 664-6128.......... 450 F

— modem DIGITELEC :

grace  ce modem vous pourrez non seulement faire de

latr ission de d mais ég transformer

notre AMSTRAD en minitel.

0 modem (avec logiciel télétel) ............. 1490 F

CImagnétophone ...........coooeeeeeenee 390 F

Ccable magnéto ..............oooveeeeens 50F

Rallonge alimentation + vidéo

O ne soyez plus collé & I'écran, rallonge. 464 130 F

664 180F

LI housse pour moniteur + clavier............ 1715 F
(préciser couleur ou monoc.)

O boitier rangement disquettes. .......... 255 F

NOM
ADRESSE

COMMENT COMMANDER : Cocher le(s) article(s) désiré(s) ou faites-en une liste sur une
ORDINATEUR CICPC 612

Clwarrior............... [l raid sur Ténéré ........ 155 F
0O ballade au pays de big ben DOsanpablo............. 119F
(cours d'anglais. ........ 179F Ol syclone 2. .130F
[ they sold a million : O scriptor. ... e 165 F
décathlon + beach head + jet 5 edis|l ... ...... 130 F

set willy + sabre wolf.. 120 F

O logiformes ............ 120 F
O logiphrases . ... 120 F
Oloto......... 125F
Otransmat ............. 150 F
Cltomeat ......ovvvvenes 130F
[ votez pour moi < 199 F
Clagenda ....... 150 F

. 250°F
130F
140 F

[J amélie minuit

O amstradivarius . . 145F
Oamsword ............ 245 F
O azimuth head

alignment tape ....... 120 F
[ bataille d'Angleterre .. 140 F
Obeachhead .......... 130 F
[ budget familial . . 180F
O business + ....... 199 F
[ cahier de textes 150 F
(O Cap Horn.......... 149 F
[ carnet d'adresses. 150 F
O chirologie. .........
[ cobra pinball
O code name mat....... 100 F
O combat lynx ......... 110F
O compilateur intégral .. 250 F
O cours de solfege

niveau 1 ............ 250 F
O cours de solfége

niveau2 ............ 250 F
Olcub-bert............. 120 F
EDAD., oo 120 F
[1dr. Watson (autoform.

assembleur) ......... 195 F
O devpac assembler .... 290F
Oeasybank ........... 180 F
O easy calc ... .... 180F
O easy file. . 180 F
[ easy graph 180 F
O easy report .. ... 120F
O fighter pilot ........... 110F
[ gestion de fiches (logys) 180 F
[ gestion documentaire

(lagYS) <aesn-ivionis 160 F
O cobra pinball .......... 220 F
Ll warrior....... .195F
[ raid sur Ténéré .245F
O mandragore........... 290 F
[ ballade au pays de big ben

(cours danglais) ....... 269 F

([ they sold a million :
décathlon + beach head
+ jet set willy + sabre

WilE s
O sorcery “+"
O transmat ...
[ tomeat: .r it
Osyclone 2 .............
O scriptor . "
Ozedis ...
O printer pac ... t
[ file (francais) . 345 F
[ bank (francais) 345 F
O amsgolf ........ 149 F
[ code name mat. . 149°F
[ master chess. 149 F
[ spannerman .. 149 F
O graph (francais) ...... 345F
O snooker ............. 149 F
ODAMS. francais ..... 395 F

[ e langage machine du CPC

[ autoformation a I'assembleur (frangais) :
lcassette+ Tlivre.................conn

[ graphismes et sons du CPC.... ..

[ les jeux d"aventure comment les

[ peeks et pokes du CPC.
C1DDI 1 FIRM WARE. ......
[ concise basic spécification

O super-jeux Amstrad..........
] AMSTRAD ouvre-toi..........
[ programmes basic CPC 464. ...
[ basic au bout des doigts. ..............
O trucs et astuces pour CPC 464

O le tour de 'amstrad

O printerpac 1.... 125F
O systeme X ...... 170 F
B RS e 160 F

Oforce 4 ...
Olamstral............... 120 F
[ biorythmes. ........... 120 F
[ graphologie . .......... 150 F
O métro 2018 .......... 198 F
[ 3 D voice chess ....... 160 F
[ gestion domestique

(logys) «..oovvvvennnn 180 F
[ 3D megacode .......... 180 F
[ ghosbuster .......... 130F
Elgutter: .. . .. oosies 120 F
[l hard hat mack ....... 175 F
[ histo quizz . . .. 120 F
[ hyperspace 120 F
O imperialis ........... 179F
O initiation basic

o
O jump jet...
O knight lore. ..
O la palette magique ... 118°F
O la ville infernale ... ... 120 F
[ le bagne de nepharia.. 140 F
O le millionnaire. ......... 40 F
[ le mystére

du kikekankio......... 160 F
Ole survivant.......... 120 F
O le trésor de 'Amazone 99 F
COMA.base ........... 65F
O macadam bumper .... 160F
Cmanager ............ 160 F
[ meurtre a

grande vitesse
[ micro gestion . .
[ micro sapiens . .
[ mission delta

O multicopy. . ..

O night booster.

OO0thello .............
LOGICIELS DISQUETTES
[ 3 D voice chess 160 F
O syteme X .205F
O oddjob. ....... .200F
ER IR e 215F

[ meurtre & gandre vitesse 240 F

[ textomat : traitement de texte

francais compatible toute impri-
T MANG..E ..o o it 450 F
[ datamat : gestion de fiehier

[JU-DOS : nombreuses fonctions
supplémentaires et fichiers en
ACCES DIRECT (jusqua 7 fi-
chiers en méme temps), livré
avec manuel ......... 380F

[ facturation : saisie, édition fac-
tures, gestion stock, journal des
des ventes. Livré avec manuel

1150 F

.................... 50
[ amstradivarius .. ..... 185 F
[ centre court tennis ........ 150 F
O othello master.......... 160 F
COcub*bert............. 160 F

LIVRES ET REVUES

feuille & part - Faites le total + frais de port (20 F pour achats inférieurs

TEL

Mode de paiement : O chéque / [ mandat / O contre-remboursement (prévoir 20 F de frais)

20, rue de Montreuil 94300 VINCENNES — Tél.: (1) 43.28.22.06
OUVERT DU MARDI AU VENDREDI de10h 30213 hetde 15 h 19 h, LE SAMEDI de10h 30a19h

REVENDEUR OFFICIEL AMSTRAD FRANCE

o'000'00'00765;'LDGlCIELSCASSETTE ee00c0ce000000

[ mandragore . . 240 F
[ poseidon
Otyrann.......c.oceeeeees
J montsegur ..

[ID.AM.S. (désas. ass. monit.)

(francais) ............. 295 F
[ bad max (en relief !).... 190 F
Orallyll ........ ...180F
O3 D fight ... ...160F
[ space shuttle. . ..290F

O infernal runner . ...160F
[ le mystre de kikekankoi 180 F
Clempire ........oevnnnn 230 F
[ alien (en relief) .. .230F
[ diamant ile maudite .... 200

O planite base .......... 150 F
O lorigraph ..... .230F
COtennis 3D ... .150 F
Ofoot.......... .180F

11000 bornes. ... .145F
[ master of lamps . ..120F
[ 3 D grand prix. .. ..120F
3 H-basic. ...c - o5 samnnis 490 F
[ way of exploding fist ... 115 F
O torann + dianne

+3Dsub............ 295F
O rocky horror show ... 125 F
[ the hobbit ........... 180 F
Othequill ............. 220 F

180 F
290 F
120°F

Tl turtle graphic vision ..
[ master file (francais) . .
[ histo-quizz...........
[ gems of stradus +

Cimprimante DMP 2000 ................. 2290 F
Ointerface MADL ....oooooiiiiiniiiinins 1490 F
Olinterface RS 232 (Amstrad) .... .. B90F
I stylo optique ......oovvennnieeinneenees

[ 102 prog¥pour AMSTRAD
[ la bible du programmaeur du CPC
[ méthode pratique (P.S.1) .
[J AMSTRAD en famille
[ montages, extensions et périphériques
O le livre du CP/M amstrad

D:taf E:jvengflf --------- }gg; de rendre votre ordinateur plus bavard qu‘un politicien en
um darach ......... campagne !
Ssgf_ﬂﬂka -------- }ig ‘E [ synthétiseur vocal
strip poker...... °
O world cup football 120F o
[ stress.. ... ;. tasiin cic 120F o
Oworldwar3 ......... 95 F ®
O salut l'artiste (D.A.O0) . 185F .
[ ghostbuster.......... 140 F
[ amsward (francais) ... 245F s
O easy file (frangais) ... 175F ®
0O easy calc (francais) ... 175F ®
[ easy bank (francais) .. 175F @
Ol colatic .. .o soans e ios g5F @
] amscale . ..ol 245F @
°
O poseidon.............. 269F @
ggall;vf!l'{ ------- . gig‘; : L'IMPRIMANTE PERSONNELLE
ight ...... o COULEUR "OKIMATE 20"
O empire ........ 295 F ® LOKIMATE 20 est la premicre imprimante personnelle dans sa gamme de prix
O 2 ® a offrir une véritable i!npress_inn cnuleurvUne téte rj‘impvzs§|un 4 24 éléments crée
orphée (parlant) ..295F ¥ pius de 100 nuances d'une definition et d une netteté exceptionnelles.
gtoriﬂ;aiph ............. 310F § fefeecoons 2950 F
multiplan %

(pour 6128 et 8256) ... 498 F

3D grand prix ........155F
O mission delta ... 200F
[ macadam bumper-...... 240 F
O graphologie ........... 199 F
[ boite a outils. . 300F

CBIE. .-t 345F
O cours de solfage

niveau?2 ............ 290 F

i 345 F

Ol le bagne de nepharia.. 165 F
[ maestro ....... . 420F
00 master file. .. 345 F

Ol micro script.......... 580 F

[ micro spread. .. . 580F
O multicopy. ... .. .. 170F
[ turbo pascal ... .. 750 F
O turbo tutor........ .. 415F
[ autoform. a I'assemb.. .. 295 F
................ 120 F

L249F

.............. i

O les routines sur 464, 664, 6128 .. .149F
O amstrad assembleur .................ooonts 98 F

ihae REVUES
________ CImicrostrad ........ovvveeeeeeeaeeeenn.n.. 18F
[ amstrad user - le numéro .. 12F
__________ 149 F [Jamstrad magazine - le numéro ... e 18F
CICPC la revue utilisateurs amstrad .......... 18 F

CODE POSTAL

.100F
.120F

.149F

3 500 F, 40 F de 500 1000 F, 60 F pour achat supérieur a 1000 F).
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: [ grace a cet interface vous pouvez enfin faire du
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hisme sur toute impri 345 F

giap!

Céble imprimante AMSTRAD

Vous permet de connecter votre AMSTRAD & n'im-
porte quelle imprimante au standard “centronic”

[ cableimprimante. . .................... 150 F

Carte E/S
Vous permet de commander moteur, relais, lampe.
sonnerie, projecteur

O carte 8
Carte E/A
Pour transformer votre AMSTRAD en centrale de me-
sures. Possibilité de brancher plusieurs cartes
ETCAMBIBEE/IN o s s S eee 3

8 couleur Ol CPC 6128 monoch [] CPC464 couleur [0 CPC464 monochrome [ CPC664 couleur [0 CPC664 monochrome

VILLE

“Il ne lui manque que la parole”, synthé. VOC1 la lui donne !
Trés performant ce synthétiseur vocal va vous permettre

— envoyer le tout a : ORDIVIDUEL, 20, rue de Montreuil 94300 VINCENNES.

reseau

ix sont indicatifs

Tous nos pri
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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 continueliement 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’étre 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 maitre. Car avant tout, cher lecteur, ce que vous réclamez
ce sontdes trucs, des astuces,et des solutions pour réussir vos transferts.
Vous trouverez péle-méle des solutions, des articles pour encore mieux
utiliser SPIRIT et TRANSMAT, des routines systémes abondamment
commentées, et un concours.

A NE PAS MANQUER'!

Laurent KUTIL

\_ ),

LIM informatique

Ordinateurs - Logiciels - Périphériques. - Location -
Assistance Technique.

Centre Commercial du CATS 37170 CHAMBRAY LES TOURS
Tél : 47.27.29.00




( “Pour I'ensemble des Routines, CLEAR signifie de presser CLR lorsque TRANSMAT )
attend le nom du fichier a sauvegarder ; DEFAULT signifie de presser ENTER lorsque
TRANSMAT attend un nom pour sauvegarder ; RELOCATE sig,ifie de presser surY a
I'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.”

\- J

s
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™ 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

- /

-

?\0\31 We SPV VS SPY

- Tapez le programme suivant qui transfera sur la disquette

10 ITAPE. INNMODE 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

-cl)\/laigtenant tapez le programme de chargement et sauvez le comme “SPYVSSPY “
1 DEO

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 TO 11:READ A:INK X,A:NEXT

70 DATA 24,1,26,0,13,6,14,16,18,24,3,15

80 LOAD “SPY1*

90 SYMBOL AFTER 256

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 ITAPE:OPENOUT “d*“:“MEMORY&707:CLOSEOUT

20 LOAD “1*,&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=8&4FFB TO&505C : READ A: POKE X,A: NEXT: CALL &4FFB: CALL&500B
20 DATA &3E,&C3,&32,&30,&00,&21,&00,&80,822,&31,&00,&C9,&C3,&40A
30 DATA &50,&F7,821,&32,&50,&7E,&CD,&5A,&BB,&23,&7E,&FE,&FF,&20
40 DATA &F6,&C9,&3E,&01,&06,800,848,&CD,&32,&BC,&3E,&02,806,&00
50 DATA &48,&CD,&32,&BC,&3E,&03,406,&00,&48,&CD,&32,&BC,&C9,&04
60 DATA &01,&1C,&00,&00,&00,&1C,&01,&1A,&1A,&1C,&02,&0E,&0E,&1C
70 DATA &03,&06,&06,&1D,&00,800,&1F,&0B,&0C,&53,86B,&79,866,&6F
80 DATA &78,&20,869,&73,&20,84C,&6F,&61,&64,8469,86E,867,&2E,&FF
90 OPENOUT*“d““MEMORY &707:LOAD"sky1*:LOAD"sky2“:LOAD"sky3"
100 INK 1,0,0:INK 2,0,0:INK 3,0,0:LOAD"sky4"“:LOAD"sky5 “:CALL &5007

SKY FOX

SKYFOX \e\?\'\g?\‘

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 I'avantage d'une plus
grande vitesse de lecture; ce temps est habituellement perdu par la lecture des en-téte
et des gaps (période de défilement sans écriture).

Un fichier sauvegarde en MONOBLOC ne peut-étre lu que par 'appel du vecteur
place en &BCAT1, et en fournissant aux différents registres les renseignements habi-
tuels pour la lecture. Le registre HL contient 'adresse ou sont écrites les données, le
registre DE contient le nombre d’octets a lire, et 'accumulateur contient le caractere
de synchronisation. Lorsque toutes ces données sonten mémoire, un fichier peut-etre
Iu.




Vous pouvez remarquer a l'aide d'un desassembleur que les différents registres
contiennentbien, les valeurs relatives aux fichiers. Le nombre de fichiers a charger est
de 5. Apres chaque lecture, les valeurs du fichier suivant sont a nouveau chargées
dans leurs registres respectifs ( HL, DE, et A ).

Les différentes valeurs sont dans 'ordre du chargement.

1. HL =&C000 DE=&4000 A=8&64
2. HL =&708 DE=&490C A=8&64
3. HL =&5014 DE=&5400 A=8&64
4. HL =&C000 DE=&1800 A=8&64
5. HL =&EA60 DE=&400 A=8&64

La routine de transfert, a 'aide d’un chargeur basic, “poke” les codes objets en
hexadécimal dans un endroit de la mémoire qui n’est jamais corrompue par le
programme a transférer. Pour revenir sous basic et sauvegarde sur disquette le fichier
en mémoire, on rajoute le code objet C9 ( RET ), qui correspond a l'introduction
RETURN sous basic.

Pour votre prochain transfert, n’hésitez pas a rechercher ces adresses, et construisez
votre routine. Seulement aprés ce travail comparé votre routine a la notre. Pour
désasembler, vous pouvez, par exemple, utiliser ZEDIS I.




NEWS

Un journal qui n’est pas un magazine. Une BOURSE D'INFORMATIONS
qui n’est pas trop technique. Une BOURSE D'INFORMATIONS ouverte a
tous, programmateurs chevronnés ou débutants. Une BOURSE D’INFOR-
MATIONS qui débloque votre ordinateur, pour encore mieux profiter de
nos utilitaires ; une BOURSE D'INFORMATIONS sérieuse a I'écoute de
vos besoins...

TRANSMAT INFORMATIONS c’est déja tout ¢a, plus le service PRIDE
UTILITIES en France. A en juger par le nombre de lettres regus, nous
sommes convaincus que vous avez trouvé les bourses d’informations de
transferts, une aide indispensable dans vos copies de sauvegarde de
cassette a 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 I'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 |ésez dans vos copies de
sauvegarde. A I'heure ou la polémique sur les droits de I'auteur bat son
plein, musclez votre UTILITAIRE PREFERE, TRANSMAT , dans la |égalité
. 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 a la rédaction de
TRANSMAT INFORMATIONS.

En attendant de découvrir vos ceuvres, SALUT !

Laurent KUTIL
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QoM CAULDRON

- Tapez le programme suivant qui transféra automatiquement sur disc
10 ITAPE.IN

20 MEMORY &A500:LOAD“ICAULDRON*

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 65,800:POKE 66,&18:POKE 68,&DA:POKE 69,&7B:CALL 64
70 SAVE“CAUL1“,B,&1800,&7BDA

80 POKE POKE 65,&DA:POKE 66,893:POKE 68,&77:POKE 69,&0A:CALL 64
90 SAVE“CAUL2",B,&93DA,&0A77

100 POKE 65,&00:POKE 66,8&C8:POKE 68,&00:POKE 69,&31:CALL 64
110 SAVE“CAUL3",B,&C800,&3100

120 DATA &21,&00,&C0,&11,800,840,&3E,84C,&CD,&A1,&BC,8C9

- Tapez le programme suivant et sauvegardez le comme “CAULDRON.BAS"

10 MEMORY&17FF

20 MODE 1:LOAD“CAULDRON.BIN“:LOAD“CAULDRON.ECR*

30 LOAD“CAUL1“:.LOAD“CAUL2"

40 POKE &A2,80:POKE &A3,&C8:POKE &A4,&2:POKE &A5,80:POKE A6,&0:POKE
&A7,&18:POKE &A8,&6:POKE &A9,&0:POKE &AA, &0

50 CALL &A505

-

W

\
QOM 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 0O

50 CALL &821A : CALL &86C4

Sauvegardez comme “FIREANT"
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OBSIDIAN

- Positionnez |la cassette aprés le 1er bloc et tapez le programme suivant :

10 ITAPE.IN

20 FOR X=&500 TO &500+85:READ A:POKE X,A : NEXT : CALL &500

30 DATA &21,&00,&C0,&11,&00,840,&3E,&76,&4CD,&A1,&BC,
&21,800,&10,&11,&60,&95,&3E,&98,&4CD,&A1,&BC,
&06,807,821,&48,&05,&CD,&8C,&BC,&21,&00,&C0,
&11,&00,&40,&01,&00,&00,&3E,&02,&CD,&98,&BC,
&CD,&8F,&BC,&06,&07,&21,84F,&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,
849,&31,84F,&42,&53,&49,844,849,&32

- Tapez le programme suivant qui lancera le jeu
10 MODE 1 : BORDER O

20 INK 0,2:INK 1,6: 2,26

30 OPENOUT “X“:MEMORY &999:CLOUSEOUT
40 LOAD“OBSIDI1“:RUN*OBSIDI2*

oo™

OBSIDIAN "\

AL

Lors de cette explication, nous ne reviendrons pas sur I'explication de I'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 a la fonction basic
SAVE.

10



Le formatde lecture du fichier sur cassette se faitau travers de I'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 estimpossible 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 a transférer. L’utilisation des vecteurs implantés en RAM, se révéle d’'une
grande facilité.

Ecriture d’un fichier standart :

code objet LD B, 1g -- 1g:longueur du nom du fichier a 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

11in LD DE,1n -- 1n: nombre d’octets a écrire

O1exc LD BC, exc--exc : adresse d’execution

3Etf LD A, tf -- tf : type de fichier a écrire

cd98bc CALL &BC98-- écriture du fichier (1er et AV dern bloc)

cd8fbc CALL &BCB8F-- 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 programme sur une cassette vierge. Et utilisez TRANSMAT pour le
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 &6EGE:CALL 1000

-

W

ou’
© BATTLE BEYOND THE STARS

- Positionnez la bande aprés le 1er bloc basic et tapez

10 ITAPE.IN

20 FOR X=&A000 TO &A000+39:READ A:POKE X,A:NEXT:CALL AACOO

30 DATA &21,&00,&A0,&11,8&00,&5A,&3E,&4A,&CD,&A1,&BC,&06,
&05,&21,824,&A0,&CD,&8C,&BC,&21,&00,&440,&11,&00,
&5A,&01,880,84F,&3E,&02,&4CD,&98,&BC,&CD,&8F,&BC,
&53,841,&52,853.

- Lancez le programme par RUN “STARS*

12
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?\0 LA GESTE D’ARTILLAC

- Insérer la cassette LIMINAIRE dans le lecteur puis tapez le programme suivant:

10 OPENOUT “X* : MEMORY &4FF:CLOSEOUT

20 ITAPE.IN : LOAD “1*, &1170

30 FOR X=&500 TO&670 : POKE X, PEEK (X+&1000) : NEXT

40 A=PEEK (&562) : POKE &562,&C9 : POKE &5C5,&C9 : POKE &5F4,8C9

50 CALL &548 : SAVE “GEST1",&B,C000,4000

60 POKE &562,A : CALL &562 : SAVE “GEST2“, B,&C000,&4000 : SAVE “GEST3 “,
B,&1200,&1208 : SAVE “GEST4", B,&6000,&200: SAVE “GEST5", B,&5000,&1B1

70 CALL &5DE : SAVE “GEST6é", B,&1200,&3000 : 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 &11FF : CLOSEOUT

20 ITAPE.IN

30 FOR X=64 TO 75:READ A:POKE X,A:CALL 64

40 DATA &21,&EE,&3C,&11,&8E,&69,&3E,&00,&CD,&A1,&BC,&C9

50 FOR |=0 TO 5:A%$=“C" + CHRS (64+1) : CALL 64

60 SAVE AS, B,&3CEE,&B98E : NEXT -

70 INPUT “RETOURNEZ LA CASSETTE S.V.P.. "“: A$

80 FOR =7 TO 12: A$=“C" +CHR$ (64+1) : CALL 64

90 SAVE AS, B,&3CEE,&698E : NEXT

- Tapez maintenant le programme de chargement suivant et sauvegardez le comme
“LAGESTE"

10 OPENOUT “X“ : MEMORY &4FF:CLOUSEQUT

20 MODE 1 : BORDER 0:INK 0,0:INK 1,11:INK 2,6:INK 3,26:LOAD “GEST1"
30 CLS:INK 1,6:INK 2,25:INK 3,23:LOAD “GEST2"

40 LOAD “GEST3“: LOAD “GEST4" : LOAD “GESTS5"

50 CALL &610E:CALL &1A66:CALL &6159

60 ? CHRS$ (7);

70 FOR X=1 TO 9:POKE &66D+X,PEEK (&21B7+X):NEXT

80 LOAD “GEST6"

90 FOR X=1 TO 9:POKE &3C16-+X,PEEK (&66D+X):NEXT

100 LOAD “GEST7*

110 FOR X= &3116 TO &3132:READ A:POKE X, A:NEXT:CALL &1200
120 DATA&3A,&45,&1F,&C6,840,&32,845,81F,&11,&EE,&3C,
&21,844,81F,&06,&CD,&77,&BC,&77,&EB,&CD,&83,
&BC,&CD,&7A,&BC,&C3,&50,&31

14




LA GESTE E\)\?\,\

Etudions a présent la routine de transfert de la GESTE D’ARTILLAC, qui se présente
sous une forme peut habituelle.

Dés le début de la routine numéro 1, vous remarquez que 'on déplace un morceau de
lamémoire, apres le chargement de fichier (lignes 20 et 30). Le fichier qui estchargéen
ligne 20 se place normalement a I'adresse &170, or a cette adresse commence le
stockage des programmes basic. Une solution s’impose donc, déplacer le fichier
chargé si I'on ne veut pas écraser notre routine basic.

Le code objet &C9 (RET), correspond a un retour sous basic, apres 'appel d'une
routine en langage machine. Laligne 40 permetdonc de modifier certains octets etd’y
placer des retours sous basic, ce qui équivauta un retour a notre routine. Comme nous
le verrons plus tard, la valeur de I'adresse &562 est sauvegardé dans la variable A.
CALL &548 fait appel au programme chargé a cette adresse figure une routine de
chargement, qui se termine en &562. C’est pourquoi nous en avons sauvegarde le
contenu, pour le replacer avant I'appel d’'une seconde routine de chargement. Ce qui
estfaitalaligne 60, et une fois la valeur initiale de 'adresse replacée, CALL &562 lance
la deuxiéme routine de lecture. Le programme se déroule normalement jusqu’a ce
gu’il rencontre a nouveau un retour que nous avons placé a une adresse stratégique.
Le processus se répeéte 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 systeme de I'appel en &BCA1. Si toutefois vous désirez avoir des
informations complémentaires et plus détaillées, écrivez-nous. Les réponses seront
publiées soit dans cette rubrique EXPLICATION, soit dans Ir courrier des lecteurs.

15
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TRANS

Utilisateurs de TRANSMAT, vous n’étes pas sans savoir que certains programmes en
langage machine posent le délicat probléme de la relocation.

Derriére 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 I'adressage absolu. (Pour des questions de vocabulaire reportez vous
a Jla rubrigue NEWS, qui vous expliquera le fonctionnement de TRANSMAT
INFORMATIONS.).

Lorsque le drive est connecté, la valeur de HIMEM est diminué de 1284 octets. Sa
valeur initiale étant de 43903, elle se trouve abaissée a 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 bloguera |'ordinateur. La
majorité des programmes installés a une adresse inférieure a A700, ne devrait pas
poser de problémes . L'utilisation de TRANSMAT se révéle nécessaire lorsque des
programmes risquent d'écraser la zone d’exploitation du disc, et le message
LOCATION ERROR. RELOCATE (Y/N) apparait. A partir de cetinstant que se passe-t-
il pour reloger le programme a transférer.

Si TRANSMAT juge qu'il fautreloger le fichier a transférer, il vous demandera, par son
habituel message, si vous désirez ajouter un rempiacement au programme. En
appuyant sur N, vous transférerez le programme selon l'original. En appuyant surY,
vous déplacerez le programme au point le plus élevé de la mémoire, en y ajoutant un
programme de replacementde 14 octets au début. Vous pourrez ainsi observez que la

- longueur du programme reloge (LEN) est supérieur de 14 octets a la longueur de

I'original. Quant a son point d’entrée (EXC), il sera normalement le méme que sa
localisation en mémoire ( LOC ), et désignera I'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 a le
lancer. S’il n’avait pas de pointd’entrée, |'utilisation de CALL replacera le programme a
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“FRUITYF.BIN*:CALL &1B6F:CALL &8200

A quoi cela correspond-t-il ?

Le premier CALL (CALL &1B6F) correspond au pointd’entrée donné par le programme
de replacement. Cet appel permet de replacer le programme dans sa zone initiale, le
rendant ainsi exécutable a partir du basic. Le second CALL faitappel au lancement du
programme, puisque aprés avoir appelé le programme de replacemment on retourne
sous basic. CALL &8200, correspont a I'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
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FONCTIONS POSSIBLES

PEN RESOLUTION

MODE D, 1, 2

SINGLE MENU

DRAG AREA

COPY AREA

FLIP AREA

REVERSE AREA

Z00M EDITICREATE
DEFINE IKON/SPRITE

9 DIMENSIONS DE PINCEAU
9 SPRAY NOZZLES - PAINT TEXTURE
LIGNE ELASTIQUE
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

CUBE ELASTIOUE
TRIANGLE ELASTIQUE
PYRAMIDE ELASTIQUE
PENTAGON ELASTIQUE
LOSANGE ELASTIOQUE
OCTOGONE ELASTIQUE
HEXAGONE ELASTIQUE

CUBE

WEDGE

4 TEXTURES DE BASE
VARIATIONS DE TEXTURE
DEFINE TEXTURE/PSEUDO COLOUR
TEXTURE FILL

FLECK PRINT FILE
SYMBOL/SHAPE FILE

CHANGE INK/PAPER

PAPER/NK INFORM

AFFICHAGE X, Y

FOND DE REFERENCE
REMPLISSAGE COULEUR

UNFILL SOLID

LAVAGE COULEUR

SCREEN COMPRESS

DISC DIRECTORY

SAVE/LOAD SCREENS

COLOUR MASK 200+ COMBINATIONS
DELETE LAST FUNCTION
SCREEN SWITCHING/MERGING
CALIBRATE FUNCTION
LEFT/RIGHT HANDED OPTION
SAMPLE SCREENS

VIDAGE ECRAN RESIDENT
SCROLLING WINDOW

DARK COLOUR SWITCH
PSEUDO COLOURTTONE PALETTE
COLOUR EDITING

B&W/COLOUR COMPATIBLE

PLUS DE 20 AUTRES FONCTIONS ENCORE!
DISPONIBLE POUR

464 SURCASSETTE. ... .ccvvvveiieiiineannn 340F
464 EN DISQUETTE (INTERFACE COMPRIS) .. 415 F
664 ENDISQUETTE ....... ...t 415 F

EGALEMENT DISPONIBLE :

LOGICIEL GRAPHIQUES A HAUTE RESOLUTION POUR
DES APPLICATIONS PLUS SERIEUSES (COMPREND
MODE 1 & 2) EN CASSETTE OU DISQUETTE .. 150F

BON DE COMMANDE

COMMENT COMMANDER : Cocher le(s) article(s) ou faites-en un liste sur une feuille a part — Faites le total + frais de port (20 F pour achats inférieurs a 500 F) Franco pour achats supe-

rieurs a 500 F
Oui, je commande le stylo optique pour mon CPC ...

NOM

au prix unitaire de ... F

SIGNATURE

ADRESSE

Mode de paiement : [J chéque/[d mandat/Jcontre-remboursement (prévoir 20 F de frais) — envoyer ie tout a :

Tondu, 33000 Bordeaux.

ESAT SOFTWARE, 55, rue du
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QM STRONG MAN

- CLEAR le 1er programme
- DEFAULT les 2 suivants et reloger le 3éme
- 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: BORDER 0

30 FOR X=0 TO 15: READ A : INK X,A : NEXT

40 LOAD “STRONG*“

50 FOR X= &8025 TO &802D : POKE X,0 : NEXT : CALL &8000
60 OPENOUT “X“ : MEMORY 1000 : CLOSEOUT

70 LOAD “CAPES1": LOAD “CAPES2"

80 CALL &3F4E : CALL 1100

-

e

?\0\3 HOLD-UP

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

10 ITAPE.IN

20 FOR X= &40 TO &40+11: READ A : POKE X,A NEXT : CALL &40

30 SAVE “HOLD-UP*, B, &550, &A063

40 DATA &21, &50, &05, &11, &63, &A0, &3E, &B5, &CD, &A1, &BC, &C9

- Tapez et sauvez comme "HOLD-UP.BAS” le programme suivant
10 OPENOUT”X”:MEMORY &500:CLOSEQUT

20 LOAD”HOLD-UP.BIN”
30 CALL &55E

18
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OV RED MOON

CLEAR le 1er programme et renommez le reste MOON1 a MOONS3. Ne reloger aucun
code. Tapez et sauvegardez comme MOON.BAS, le programme suivant.

10 FOR X=&3AB TO &3FE:ROAD A:POKE XA : NEXT

20 CALL&3AB: ITAPE:CALL&3F1

30 DATA &C3,&BD,&03,84D,&4F ,&4F,84E,&32,84D,84F &4F &4E,&33,&4D,84F

40 DATA &4F,&4E,&31,806,805,&21,&AE,&03,&C0,&77,84BC,&21,&00,816,&CD

50 DATA &83,&BC,&CD,&7A,&BC,&06,805,821,&B3,803,&CD,&77,&BC,&21,&00

60 DATA &67,&4CD,&83,&BC,&CD,&7A,&BC,&06,805,&21,&BB,&0G,&CD,&77,&BC

70 DATA &21,400,&04,&CD,&83,&4BC,&CD,&7A,&BC,&C9,&21,800,804,&11,&00

80 DATA &9A,&01,&00,&12,&ED,&B0,&C3,&00,&BD

-

,\(\ <

‘?\0\3‘ ROCCO

Utilisez TRANS1.CLEAR le 1er programme. RESET l'ordinateur puis entrez etlancez le
programme suivant pour transférer sur disc.
10 FOR X=&BES80 TO &BEB3:READ A:POKE X A:NEXT:CALL &BES80
20 DATA &21,&FF,&06,&11,840,&00,&0E,&07,&CD,&CE,&BC,&21,&C0
30 DATA &07,&11,&F8,&A7,&3E,&10,&CD,&A1,&BC,&21,&4B2,&BE,&06
40 DATA &02,&CD,&8C,&BC,&21,&C0,&07,&11,&FB,&A7,&01,&00,896
50 DATA &3E,&02,&CD,&9B,&BC,&CD,&8F,&BC,&C3,&00,&96,852,831

Maintenant tapez et sauvegardez comme ROCCO.BAS, le programme suivant :
10 MODE 1:INK 0,0:INK 1,26:INK 2,24:INK 3,6:BORDER 0

20 LOAD “screen*

30 FOR X=&BEB80 TO &BE9C:READ A:POKE X,A:NEXT:CALL &BE80

40 DATA &21,&FF,&06,&11,&40,&00,&0E,807,&CD,&CE,&BC,&21,89B, BE,&06
50 DATA &02,&CD,&77,&BC,&EB,&CD,&83,&BC,&E5,&C3,&7A,&BC,&52,831
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LE PROGICIEL UTILITAIRE SUR DISQUE

QUE VOUS ATTENDEZ

obbJOB

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 plutét les possibilités :

* Un éditeur complet, qui vous permet d'examiner le menu du disque, et

d’en modifier aisément le contenu. =
* De récupérer les programmes effacés. NOUVEALJJ
* De cacher des programmes du menu.

* Un éditeur de secteur complet pour examiner et/ou modifier le contenu
des fichiers en HEX ou en ASCII.

® Faire un plan de votre disque et localiser les fichiers sur le disque.

* Empécher I'effacement involontaire des programmes.

* Un duplicateur de disque intelligent qui peut copier les secteurs
endommagés/non standard sur un drive simple ou double.

* Formatter deux fois plus vite sur I'un ou l'autre drive.

* Tansférer les programmes/fichiers dont vous vous servez le moins sur
cassette pour récupérer votre espace disque qui vous coute plus cher.

* Augmenter la vitesse de votre drive jusqu'a 20 %.

® Charger et lister les programmes en BASIC.

* Toutes les instructions sont fournies sur disque sur un menu d'aide.

* Utilisation simple, avec sélection par une seule touche.

* Utilise pieinement le drive.

e Compatible avec tous les ordinateurs AMSTRAD CPC.

130F 165F
ZEDIS ICASSETTE_DISQUETTE

Un désassembleur et programme d’édition de code & la fois global et convi-
vial. Indispensable pour le néophyte tout comme pour I'expert.

¢ Démontage complet Z80 ® Insertion de point d’interruption et controle de
registre * Entrée sous forme hexadécimale/caractéres ® Recherche rapide
forme hexadécimale/caractéres ® Instructions complétes pour le démon-
tage des ROM’s ¢ Visualisation continue des menus ¢ Pré-chargement du
registre avant I’'exécution ® Sortie vers I'imprimante.

s limprmante.
125 F 160 F’“\-
PRINTER PAC 1 LCAS/‘SEL//W

Une extension de;systéme résidante qui ajoute StX nouvelles commandes
3 votre CPC 464/664. Un ensemble & deux programmes concu pour |'impri-
mante AMSTRAD DMP1 (AMDUMP) et pour les imprimantes compatibles
ESPSON (EPDUMP).

* VIDAGE ECRAN dans tous les modes. Deux formats avec EPDUMP
Vidage texte dans tous les modes ® Trois nouveaux types de caractéres
pour le DMP1 e Préciser les encres de fond (la version 664 n’est pas dispo-
nible sur cassette).

POUR VOTRE 464-664-6128

iTSﬁEF’ 185 F
TRANSMAT CASSETTE DISQUETTE

Permet le transfert facile sur disques de tous logiciels sur bande auto-
transférable.

* Modes de fonctionnement automatigues ou non-automatiques ® Lecteur
global d’en-téte de disque ® Adjonction éventuelle de réadressage * Pro-
grammes faciles d’effacement ou de changement de nom.

BOURSE D’'INFORMATIONS TRANSMAT 80 F

Informations complémentaires pour passer des programmes difficiles.

Mise & jour réguliére des 4 premiéres éditions.
sPIRIT  NOUVEAU A% F

SPIRIT est un outil pour transférer les vrais programmes sans en-téte de
cassette sur disque. Il est concu pour étre 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 désassem-
bleur. il est également utile d’avoir un exemplaire de la spécification Firm-

ware pour s'y référer évemuellement‘I‘T“_3,0,,Fﬁ*l165 F
TOMCAT ICASSETTE DISQUETTE

Le nec plus ultra de la duplication de sauvegarde bande & bande, gréce a ce
programme simple, qui se charge pratiquement de tout. Les performances
et la facilité de fonctionnement du TOMCAT restent inégaiées sur le mar-

ché. FﬁéF 165 F
SCRIPTOR

CASSETTE_DISQUETTE

Un éiément essentiel pour les propriétaires d’ imprimante DMP-1. Six poli-
ces de caracteres définissables. Laissez faire votre DMP-1 sans extension.
® Caractére a jambage inférieur ® Futuriste ® [taliques ® Compatible avec
AMSWORD e Ecriture liée ® Caractéres gros et gras * Programme de défi-
nition de caractéres ® Une finition professionnelle pour votre correspon-

dance.
340

K.D.S. 8 BIT INTERFACE
POUR IMPRIMANTE

Permet huit BIT imprimante de fonctionner sur le sept BIT AMSTRAD.
Envoie tous 256 codes a I'imprimante via la commande {8.

Se branche entre I'ordinateur et I'imprimante sans aucune modification.
Un listing en BASIC est fourni qui peut étre 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.

BIENTOT “TRANSMAT MAGAZINE
sortie avril, pour vous aider & mieux utiliser votre
transmat, écrivez-nous pour détails.

QUE VOUS DEMANDIEZ T0US... ?

Le service PRIDE UTILITIES “DISK SERVICE”

ELECTRIC STUDIO ST7YLO OPTIQUE

Qualité professionnelle,
précision a un pixel !
Prix promotionnels

enfin disponible en France transfert vos logiciels sur 4B4 cassette . . . .. ... 295 F
disquette pour le prix incroyable de 75 F (disquette 464/664 diSQUETIE . . . .o\ 375 F
comprise. Envoyez vos cassettes. .. nous vous ren- 6128 disquette . . ... ... 375 F

verrons une disquette avec le programme transféré
{(votre cassette sera détruite).

AMS- 9
BON DE COMMANDE

| TOMCAT |

I g:g\:smi:'geE’S?Msm#?)l)::néfg({:’:t'eralcet(lsa)‘sarst‘:cplzizu?: ;ascz)egy:n une liste sur une feuille 3 part Faites le total + frais de port {20 F pour TRANSMAT I

I SIGNATURE SCRIPTOR |
ADRESSE

’ . L . . . KDS 8 BITS C1 l

l Mode de paiement : [ chéque [} mandat | . contre-remboursement (prévoir 20 F de frais}) — I
envoyer le tout & : ESAT SOFTWARE, 55, rue du Tondu, 33000 Bordeaux. 0ODD J0O8B

! i

20




SPIRIT

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 AMSTRAD est congu pour la lecture et I'écriture de fichiers
comprenantdes blocs de 2K (2048 octets ). Le systeme 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 de la machine ont envisagés la possibilité de lire et d’écrire
sous un autre format. Que I'on pourrait qualifier de format MONOBLOC, et ceci au
travers de 'appel a &BCA1 pour la lecture, et &BCOE pour I'écriture.

Nous reviendrons plus en détail sur le fonctionnement de SPIRIT, pour le moment
nous allons nous attarder sur LOADER 1 et LOADER 2, ce quia mon sens pose le plus
de probléme.

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’ou le probléme lorsqu’on veut
lire un fichier sur disc appelé par &BCA1. LOADER!1 intercepte I'appel a &BCA1 et
charge ensuite un programme préalablement désigné a partir du disque. Essayez,
apres 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 A$ = "nom
du programme” : CALL &BEB80, @ A$, puis aprés le retour du message Ready tapez
CALL &BCA1; vous entendez maintenant ronronner le drive.

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

Que se soit la programmation du lecteur de cassette, ou la programmation du drive, il
arrive que certaines taches ne peuvent étre accomplie sous BASIC.

A cet effet, le programmeur utilise des vecteurs placés en RAM. C’est a dire, au lieu
d’appeler directement une routine du systéme d’exploitation voulue, cette routine est
appelée atravers une adresse de la RAM a laquelle figure un saut a la routine systéme
correspondante.

Le réle primordial, outre le fait de pouvoir accomplir des taches inaccessibles sous
BASIC, des routines systéemes est de mofifier les vecteurs appelés. Il n’est pas possible
de modifier les vecteurs de la RAM, mais comme certains de ces vecteurs possedent
un appel en RAM, ils peuvent étre sans probléme ‘ détournés ‘ sur les routines propres
del'utilisateur. A cet égard, il est possible de modifier toutes les fonctions appelées au
travers de ces vecteurs.

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

Comme nous l'avons déja souligné la programmation du drive, ainsi que celle du
gestionnaire cassette, fait appel a ces différents vecteurs. Par exemple pour le 464, les
vecteurs du lecteur de cassettes ( catalogue. lecture. moteur), sontdétournés au profit
deI'utilisation du drive, et ceci dés la mise sous tension. L'instruction ITAPE permetde
rétablir I'état initial de ces vecteurs. Les autres modeles de CPC font appel a la méme
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
I'ensemble de ces 22 vecteurs. Un listing assembleur, ainsi qu’un listing BASIC
accompagnera a la description de chacun de ces vecteurs.

Dans ce premier numéro, nous allons énumérer quelques uns des drivers vecteurs,
qui feront I'objet d’'une explication. Les noms donnés aux différents vecteurs sont
empruntés au FIRMWARE MANUAL, et seront accompagnés d’une traduction fran-
caise de leur équivalence.
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—ayYaleiMe CPC

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 I'écriture et ferme un fichier
&BC95 CAS OUT CHAR Ecrit un caractere
&BC98 CAS OUT DIRECT Ecrit la mémoire vers un fichier en sortie
&BC9B CATALOG

23



TRANS—LECTEURS

- Qu'y-a-t-ilaux adresses commengant a partir de &BE80. Vous utilisez ces adresses

notamment pour 3D GRAND PRIX et BRIDGE MASTER en mettant le loader a cette
place. N'y avait-il rien d’'important ?

- Comment utiliser I'adresse &BCCE, ce que vous faites pour charger JET 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 conflitavec 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
Pordinateur. La RAM est ainsi organisée :

&0000-&0170 utilisé par le systéme
&0171-&AB7F stokage des programmes basic
&AB80-&BFFF utilisé par le systéme
&CO000-AFFFF mémoire écran

En ce qui concerne, le systeme d’exploitation du disque sous CP/M 2.2, commence a
'adresse &BES8O, les vecteurs d’extensions du BIOS (Basic Input/Output System).
Jusqu’a 'adresse &BECO.

Pour répondre a votre seconde question, '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 I'instruction MEMORY permet de réserver un certain
nombre d’octets, 'adresse &BCCE permet cette réalisation a partir du systeme d’'ex-
ploitation. Par exemple, pour réserver 256 octets a partir du sommet de la mémoire
&ABT7F, le programme soustraira 256 de HL, donnant un nouveau sommet de &AATF.
I'espace réservé sera compris entre &AA80 et &AB7F inclu.
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Vous n’arrivez pas a transférer votre programme préféré sur disquette !

Pensez vite DISC SERVICE, et recevez votre programme transféré (sans en-téte,
speedlock, et autres.....)

Envoyez votre cassette avec ses instructions et 75 francs par programme (+ 15 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 REDACTION

Sans précédent ! Deux lignes téléphoniques sont a votre disposition. L'une vous
mettant en contact avec le siége social, 'autre reliée directement a la rédaction.
Respectez seulement les horaires et les jours qui vous sont indiqués :

LUNDI de 9H a 12H
MARDI de 9H a 12H
JEUDI de 14H a 16H30

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

o\

LES NUMEROS : 56.96.35.23 ou 47.26.46.57

BOURSES D’INFORMATIONS

Les 5 premieres éditions des bourses d’'informations de TRANSMAT, contenant les
solutions pour transférer plus de 90 programmes, sont encore disponibles a ES. AT
SOFTWARE, pour la somme de 20 francs chacune.

DANS LA DISPONIBILITE DES STOCKS...
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ECRIVEZ VOS ROUTINES...
...NOUS VOUS PUBLIONS !

Participez a la vie de TRANSMAT INFORMATIONS, en nous envoyant les routines
dontvous étes fiers. Vous avez découvert des trucs, ou des astuces pour améliorer les
capacités de nos utilitaires.

Rejoignez des a présent le cercle de TRANSMAT INFORMATIONS, et devenez I'élite
de demain sur AMSTRAD. Et surtout n’oubliez 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 a TRANSMAT INFORMATIONS.

Le jury sera composé des lecteurs etde la rédaction. Le rble de cette derniere sera de
sélectionner les meilleures routines envoyées, les lecteurs voteront pour celle qui leur
aura semblé étre la solution a leur probleme .

POUR PARTICIPER

Envoyez vos routines ainsi qu’une explication détaillée du fonctionnementde 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
ecrite.

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

BONNE CHANCE ET A VOS CLAVIERS!
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Enfin un support technigue pour encore mieux apprecier la qualité des
logiciels PRIDE UTILITIES.

Tous les secrets de TRANSMAT, de SPIRIT et de biens d’autres encore,
vous seront devoilés.

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
a 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.

Cl - JOINT UN CHEQUE (LIBELLE A L'ORDRE D’E.S.A.T SOFTWARE)
D'UN MONTANT DE ......

E.S.A.T. SOFTWARE 55, rue du Tondu. 33000 Bordeaux.




E.S.A.T. Software

55, rue du Tondu - 33000 Bordeaux

PRIDE UTILITIES LTD.
7 Chalton Heights

Chalton, Luton, Beds. LU4 9UF
England

Mais n’oubliez pas que des copies de sauvegarde
faites par TRANSMAT ou par tout autre moyen
ne doivent étre ni vendues ni données a un tiers.
ELLES SONT POUR VOTRE UTILISATION PERSONNELLE.
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the loading screen to disc as WBANKD,

The GOLDM
Book. 1

ARK Club
ndex

Bridge It
Bridge Plavyer
Bridge Plavyer

- . . ) : TIE “Page N Remarks
FLY SPY (MASTERTRONIC) -Courtesy H. E. Haxwell, Program Title No.. Noe (For all CPC s aniess clarifiec
Run the following program with  fully gahe tape. 1t will transfer the ;gé (Darts) 1; 6; Use SPEEDTRANS -
game to disc without the need for. TRANSMAT, i Lt : 1942 . " * Change LOAD/RUN commands
- 3D orana%pri '3 1%
] . ran rix
18 |DISC:FOR X=BEB2 TO &BEF2 3D Starctrike . ¥ No changes
20 READ A$:POKE X, VAL ("&"+A$)iNEXT 3D Stunt Rider 17 . &9
38 SAVE"FLYSPY“,B,&BEB2,%71,4BEB2 : ng -'H°"1’5§ ngtware g 1;
48 DATA 21,FF,AB,11,40,08,0F,87,CD,CE,BC,21,E7,BE,3E,83,E5,F5,44,48,CD,32,BC,F1 Adventore gLopee 1 %
50 DATA E1,23,3D,FA,A3,BE,C3,92,BE,2B,44,46,CD,38,BC,11,00,C8,06,B5,CD,D8,BE, ! 1 Air Traffic Control (H) * * No changes e
42 DATA @®,01,84,84,CD,DB,BE,11,00,51,94,87,C0,08,BE,11,00,D8,04,08,CD,D8,BE,F3 gir Tﬁafhc antr;::l(S) * * No changes -
78 DATA 21,0@,D0,!!,0@,Al,01,50,19,ED,B0,C3,56,77,21,EB,BE,D5,CD,77,BC,E1,CD,83 M?gn iggins Snooker . . .ﬁ‘ftgpatggg & RUN commands
82 DATA BC,CD,7A,BC,C9,8B,14,02,08,46,4C,59,2D,49,49,49,49 Alien B 3 8 : n
9@ FOR X=4ABR@ TO &ABCY:READ A$:POKE X,VAL("L“+A$):NEXT:1CALL kAQQQ . ) gmg:xggnoﬁootball(*) ‘1‘ 1% Not 664/6128
180 DATA 21,82,1F,11,08,88,3E,16,CD,Al1,BC,3E,BF,21,00,20,11,48,00,81,01,02,AE,77 Animated Strip Poker 3 % Not 664/6128
118 DATA ED,A®,E2,1F,AR,18,F7,F3,DD,21,00,C0,11,FF,3F,CD,1F,01,CD,BB,A0,21,C2,A0 Arnhem 5 14
128 DATA 84,05,11,08,C0,DS,CD,8C,BC,E1,11,08,40,3E,02,CD,98,BC,CD,8F,BC,F3,DD,21 2'{?"9'2~ ; ég Correction to page 14
132 DATA @@,l0,11,00,58,CD,!F,01,CD,BB,AB,21,C2,A0,06,06,11,00,18,D5,CD,8,BC,EL Aveﬁgeﬁs 16 &4
140 DATA 11,08,50,3E,82,CD,98,BC,CD,8F,BC,F3,0D,21,80,10,11,58,49,CD,1F,81,CD BB garry McBuigans Boxing * % Use SPEEDTRANS
150 DATA A®,21,C2,AR,06,07,11,00,10,D5,CD,8C,BC,EL,11,00,5@,3E,82,CD,98,BC,CD, 8F atman L. * *# Use SPEEDTRANS
168 DATA BC,21,C2,A,86,88,11,00,6@,D5,CD,BC,BC,E!,11,50,19,3E,82,CD,98,BC,CD, 6F Battle Britain DEMO TAPE J 22 Demo Tape from AMSTRAD ACTION
170 DATA BC,0E,00,CD,0F,B9,3A,38,BD,FE,B8,20,083,C3,44,C0,C3,58,C0,81,8D,7F,AF,D9 Battle of the Planets 12 42 :
182 DATA @8,C9,46,4C,59,2D,49,49,49,49 Beach Head 12 41
Blagger 8
Elagger 17
gom djagkth R 2; No changes
in W , ored o e Rings
WEST BANK Courtesy Jim HWestoby Boulder Dash 14
. . . . Bounty Bob Strikes Back #*.  Use SPEEDTRANS
Type in and save as WESTTX® the following program. Now RUN it - it will transfer Brian Bloodaxe 24

Not 664/6128
For 66476128

18 MEMORY &7FFF: TAFE:LOAD "!'",4B18B:POKE %8182,4&C3:POKE &B8183,%40 Bruceé Lee Use SPEEDTRANS
28 POKE %B184,4EF:FOR L=4%EF@® TO &BFSFIREAD V$:PDKE L,VAL{“&“+V$}:NEXT L Eﬁzéé’m” No ch
38 FOR L=4BBEQ TO LEBBF:READ VS:POKE L;VAL("&"+V$):NEXT L:CALL 48000 Ehilter Ne Ehggg::
189 DATA 57,42,41,4E,4E,20,00,00,32,05,8F,C5,D5,E5,06,06,11,40,22,21,00,BF,CD,8C CRDP er gquad 1
118 DATA BC,E!1,D!,C1,3E,02,CD,98,BC,CD,B8F ,BC,C9,21,84,03,11,84,C3,01,7C,3C,ED,B0 Chuckie Egg No changes ]
Chuckie E 1
12@ DATA 2i,0e,4e,1!,00,20,01,00,71,ED,B0,00,00,00,00,00,CD,37,BD,RE,07,11,40,080 Craceis Aggen{ure 1 Use deprotection pokes
138 DATA 21,FF,AB,CD,CE,BC,08,00,3E,30401,08,00,11,00,48,21,60,C6,CD,P8,BF,00,C7 Classic Racing
140 DATA 21,09,81,11,00,01,01,00,03,ED,B0,C3,00,0!,00,00 Cluedo Use SPEEDTRANS

Codename Matt
Codename Matt 11
Colossal Adventure
Combat Lynx

No changes

Reset the computer. Now re-load WESTTX® and make the following alterations:

m\l\l*mmblu*t'\)-h-h*(}*Q*NN\I\IOHMNKAU\**NN**N**Q#U\'—'NUJ*LMD*D‘H

Alter Line 20 ...C3:POKE B8183,425:P.., i gommando | !
Alter Line 38 ...%BF@Q TO &BF4F:RE... Conquest 1 b4
Replace Line 150 DATA 3E,31,01,00,00,1!,7C,3C,21,84,C3,CD,08,BF,00,00 ggﬂ%ﬁg‘??éﬁ,o” 1 ;i
Add Line 1408 DATA 3E,32,81,02,00,!1,80,71,21,00,20,CD,08,BF,00,C7 Crgz o1+ %

Cubi

] . i en . i : Cyrus 11 Chess * Nc changes
Now REMND the oqame tapel and RUN this amended progranm It walldsave the DEM Databace & Labels 24 9
remzinder of the ganme to disc. Reset the computer, Finally type in and save as Daly Thompscns Decathlon % Use SPEEDTRANS
WESTBANK the following loader progranm: ° Daly Thompsons S. Test 1 63
‘ [D)ambgsters ' Z Use SFEEDTRANS
ar S
18 HODE @:BORDER B:FOR 1@ TO I5:READ V:INK 1,V:NEXT I1:LOAD "WBANKD" Danger Mouse 10 Not 664/6128
20 MEMORY &1FFF:LOAD “WHANK2":FOK L=&5FB@ TO &BFIF:READ V3§ : garthsta‘: 6 N b
. ny . . “ Sy, ea uake * O changes
38 POKE L,VAL(G& +Vsl.NEXT L:LOAD NBANEI .EALL %BF R0 Defend or Die 12 g
120 DATA B,13,26,12,24,9,1B8,10,20,4,19,22,15,14,3,6 Detective 8
2¢@ DATA 21,FF,90,11,FF B0 ,21,00.71,ED,BB,R08,00,00,00,00 gev1ls Crogrjl Soft %g
' iscovery—Siren Software
218 DATA 21,84,C3,11,B84,03,0!,7C,3C,ED,B0,00,00,C3,8C,91 . Dlan * Instructions included
: ) Doomsday Blues DEMO TAPE 19 Demco Tape from AMSTRAD ACTION

You may now ERAse WESTTXQ. Play the game with RUN"WESTBANK. Doppleganger 20 .

Draughgs 26
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TIE Page Remarks X
Program Title No. ~No. .(For all CPC’'s unless clarified)
Draughtsman 7 22
Dun .Darach 3 1@
Dungeon "Adventure 3 8
Dynamite Dan 14 52
Easi Amscalc 1 1
Easi Amsword 1 2
£den Blues 12 43
Electro Freddy 1 1
Elidon * * No changes
glite 14 S1 Correction to pages 47/48/49
Zlite—Metropolitan (GOLD) 13 47 6128 only - uses banked memory
Emerald Isle 4 12
Emerald Isle 12 45 With Disc saving
Endurance 11 40
zrik the Viking 4 11
trik the Viking 12 44 for 4128
Lveryone’'s a Wally 4 11
.A. Cug 9 27
Fairlight * * No changes
“antasia Diamond 1 4
“ighter Pilot S 14
“inders Keepers 4 12
“ireant 9 29
“light Path 737 1 1
“ly Spy 17 72
“orest at Horlds End 1 3
“orest at Worlds End =) 16
“orest at Worlds End 9 27 Correction to page 16
ormula 1 9 27
‘rank—n-Stein 17 65
‘rankie Goes To Hollywood * * lse SPEEDTRANS
‘ruit Machine 2 7
‘ruit Machine 11 37 Correction to page 7
‘ruity Frank 1
Semini Database 15 Not 444/46128
jems of Stradus S Not 664/6128
Shostbusters 18 :
5hostbusters 23 Correction to page 18
S5hostbhusters &
5hosts and Geblins 1 44
5houls 3
3illigans Gold 10
jladiator * No changes
3len Hoddle Soccer 26
5lider Rider 1 58

ireen Beret * Use SPEEDTRANS

iremlins * No changes
iridtrap 1 68

jyroscope * Use SPEEDTRANS
jacker * Use SPEEDTRANS
larrier Attack 23

leroes of Karn 16

leroes of Karn 23 Correction to page 146

PHAURNANDLOUNDDN Rk ENN*¥U= 200Dk kN Kk XUD X UWNNOCNUI-

leroes of Karn 27 Correction to page 16
ii Rise * No Changes
fouse of Usher 4
funchback 15
funchback II * Use SPEEDTRANS
lunter Killer 19
lygerbowl 1 &6
py * Use SPEEDTRANS :
kari Warrior * Change LOAD & RUN commands
nca Curse * No changes - :
ndoor Soccer 1 71
nterdictor Pilot 12
nto Oblivion 25
ack the Nipper 1 59
ack the NipBer 1 61  Correction to page 59 .
et Boot Jac 11
et Set Willy 4 Not &44/46128
et Set Willy * Use SPEEDTRANS
ewels of Babylon 2Q
ewels of Babylon 2
uggernaut 1 50
uggernaut 1 51 Correction to page =@
ump jet . 11 .

1@ MEMORY L3IFFF:LOAD "CLOADR@":POKE L4DF3
20 SAVE "CLOADR1",B,%4000,%200,%4000

Type in and run the +#ollowing program
disc.

CONTAMINATION Courtesy Jim Westaby,

EASLS NI LN\ ]

Run TRANSMAT and use binary
deprotection pokes, Use TRANS ! and
name the file CLOADRO. Do not move or
remove the tape.

Type in and and run the following
prograa which will 1lcad CLOADO? from
disc, alter it and re-save it to disc:

y&DE1POKE Y40F4,48B)POKE L4BFS,LSB

which wWill put the second loader onto

18 FOR L=4BF@® TO &BF32:READ V$:POKE L,VAL{"&"+V$)INEXT L:RUN “CLOAD@L"
1802 DATA 63,4C,4F,61,64,31,30,00,CD,37,BD,0E,07,11,48,28,21,FF,AB,CD,CE,BC, 86
1818 DATA 87,11,28,40,21,80,BF,CD,BC,BC,21,08,40,11,88,02,01,99, 40, 3E,02,CD, 98

1028 DATA BC,CD,BF,BC,C7
¥ 4

'

Type in and run the following program which will transfer the picture and gane
onte disc. (lgnore the scrambled picture on load.)

1@ MEMORY L3FFF:LOAD “CLOADIB":POKE &4@0C,kF:POKE &482A,4CD:POKE L482B,L59

20 POKE %482C,%BF:POKE &483A,4C3:POKE &403B,423:POKE &4@3C, LBF

30 FOR L=%BFBQ TO &BF64:READ V$:POKE L,VAL("&"+V$):NEXT LiCALL %4208

1880 DATA 43,4F,4€,54,41,4D,20,00,32,04,BF,CS,DS,E5,05,87,EB,21,00, BF ,CD, 8C , 5C
1e1@ DATA E1,D1,C1,3E,02,CD,98,BC,CD,BF,BC,C9,CD,37,BD,0E,87,11,40,80,21,FF,AB
le2e DATA CD,CE,BC,3E,31,01,9C,42,11,081,A3,21,50,089,CD,08,BF,21,@0,C0, 11 ,8E, 3F
1838 DATA @1,A8,37,ED,B8,3E,39,21,80,80,11,A8,37,21,8E,3F,CD, 88, BF,C7,21,8E, 3F

te4e DATA 11,0@,C@,81,A8,37,ED,B@,C9

Finally type in and save as CONTAM the following loader progras:

10 MEMORY &3FBD:LOAD "CONTAM@":CALL &3F8E

2@ RUN "CONTAM1™

INDOOR SOCCER Courtesy A, B. B. Hatfield.

Type. in the following transfer prograa
the screen and game to disc:

18 MEMORY &3FFF)iTAPE.INiLOAD" ! ", 4K
28 POKE A4FBLCosCALL LA41R ‘

which will automatically save

30 SAVE"FIVESCN",B,&CGBG,&4BBB|SAVE"FIVEGAHE',B,&CGB,&?BlB,&5E4B

Reset the computer.
Type in the following loader program and

{ MODE 0@:BORDER (3

2 FOR x=@ TOQ B:READ atINK x,a:NEXT
3 LOAD"fivescn®

9 DATA 13,26,12,0,6,16,9,24,2

1@ OPENQUT"d":MEMORY &BFF,CLOSEOUT
28 LOAD"fivegame",%CO0@:CALL &5E4B
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WHO DARES WINS 11 Courtesy H,E.Haxwell.
: TIE ' Page ’ R
1) Fully rewind game tape and run TRANS 3 AUTD. Do _not move tapl, ... ...y E:EE:am Title - . No. " No. (For-all CPC'gm:;lf:ss clarifie
2) Reset cosputer. Type in and run this short basic prograsi- = : Kane ] -
1@ OPENDUT"D®sMEMORY &183@:CLOSEOUT S Lo Karls Treasure Hunt 1 %. U=e TRANS 5 AUTO
2@ LOAD*LDADER* ,4BEDD : S &?T%ééége 15 575
39 POKE LBED2,L101POKE LBEDE,LC?3POKE BEER,&121PDKE &BEE,kCY Killer Borilla 12799 o h
40 CALL LBED@1SAVE™WI™,k1040,46030 Knight Lore by % No changes
5p CALL WBEDEIGAVE™W2®,L1B78,43BO01SAVE"W3*,L407H, k2090 nig yme * *  Change LOAD com
e ' B , Kong Strikes Back x * Use SPEEDTRANS mand
3} A1) the code is now transferred but the BASIC loader aust be L*‘Atfaire Vera Cruz 16 62 Use SPEEDTRANS
altered as follows:- : e t?nﬂSCape Creator 15 55
Colomotion 0%
: * o cthanges
Reset computer and enter as DIRECT COMMANDS tg;g50;+t¥?m§1ngs 41; T Use our CONVERSION CASSETTE
Lono=uon" Hacadan Bumper & 15 Not e128
RENUR 230,10 Manic Minor ! L Not 664/6128
SAVE"HDN" ' Marsport 2 1; Not 664/6128. Non Hyperload
Mast
LOAD*NHODARES* Master of the Lam L2
MERGE"WDH" Mastercalc e ¥ % No changes
Masterfile . * Instructions included
Matchday * # Instructions included
Add new liner- 5 OPENOUT®D*:MEMDRY L1838:CLOSEOUT Melbourne Draw 12 43 Use SPEEDTRANS
DELETE t9@-210 . Message from Andromeda 8 26
Add the following new lines:- . ng:::g: i:gm gngromega 9 28
340 RESTORE 480:FOR X=BE9® TO LBEAY ; : Meccage from Andromeda 18 33 Gorrection to page 28
g;g5zgglgtff?:‘?vALH&"+AanEXT ' Message from Andromeda 1137 Correction iélga;S”§é°”
\ Mind )
39 LOAD'H2",L7@70:L0AD"W3" ,LCABRICALL LBE9B ”;g;igg*;;gossible ! 3 lee sPE
400 DATA F3,21,40,10,81,32,90,11,42,00,E0,B0,21,00,C0,!! Molecule Man * * No changeg NS
onopoly
419 DATA 70,98,01,99,20,ED,B2,C3,18,A0 Monsters of Murdac % % Use SPEEDTRANS
n Buggy 2 11
SAVE*WDW2® Mordens Guest * % No ch
mg Ezegzﬁ o 12 anges
You can now erase the files "WHODARES®,“WDW",“LOADER* and "WDW.BAK" Nightshade 12 g?
Run the game with RUN"WDW2 “ighgshade 12 as
ofma
Nonferraqueous ¥ X Use SPEEDTRANS ’
edus i
REVOLUTION Courtesy H.E.Haxwell. Nuclear Heist 14 54 Correction to page 13
. Bbsiaten i
Type in and run the following progran. 1t will transfer the game to disc without One Man and his Droid li 42
the need for TRANSKAT: Pinball Wizard ol % No changes
19 rong * * Use SPEEDTRANS
10 !DISC E;}ggnolvg;gngutor ¥ ¥ Change RUN command_
28 MEMORY &9508:FOR X=k9F52 TD &AGC! Price of Magik 12 a1 Bé??eli?ﬁﬁ”ﬁl e S
30 READ A$:POKE X,VAL ("&"+A$):NEXT:CALL &9FS2 EE8422§ Future & 16 page
40 DATA 21,E9,9F,86,83,11,6F,9F,D5,CD,BC,BC,11,91,08,3E,082,E1,E5,C1,CD,98,BC,CD Psychedelia | 1 37
5o DATA 8F,BC,C3,88,A8,8E,07,CD,CE,BC,DD,21,F8,9F,3E,BF ,F5,0D,46,28,0D,23,48,C0 Punchy < 15
0 DATA 32,BC,F1,3D,FA,BB,9F,18,EF,01,09,00,CD,38,BC,F3,081,00,BC,3¢,81,ED,79,04 ;zg::gggm: 1 3 Hyperload version
78 .DATA 3E,20,ED,79,@5,3E,86,ED,79,04,3E,18,ED,79,085,3E,82,ED,79,04,3E,2A,ED, 79 GUestprobe .3 B Non Hyperlcad versicn
Be DATA 21,E9,9F,86,87,11,09,C8,D5,CD,77,BC,E1,CD,B3,BC,CD,74A,BC,21,E9,9F,06,04 Radzcne 5 21
99 DATA 11,e@,1e,CD,77,BC,EB,CD,83,BC,CD,74A,BC,F3,21,00,18,11,00,00,01,00,82,ED ai _ * % Use SPEEDTRANS
1e@ DATA B@,31,FF,D6,C3,9A,04,52,45,56,31,50,49,43,00,00,00,00,00,00,00,02,00,00 gggbgrﬁgggt Blood 11 12 35 Use SFPEEDTRANS
lie DATA ee,ee,@s,1n,e2,ee,co,37,BD,3€,C3,32,30,00,21,4B,A8,22,31,00,3€,01,CD, 65 Red Maocn & 1&
120 DATA BC,@6,08,CD,77,BC,EB,CD,83,BC,CD,7A,BC,21,38,A0,11,CD,39,81,8D,08,ED, B0 Red foen 18 33 Correcticn to page 16
138 DATA 21,45,A0,11,A9,39,01,26,00,ED,B8,C3,A9,39,EB,CD,83,BC,CD,7A,BC,3E,A0,32 Res 18 33
! K cue on Fractalus * * Use SPEEDTRANS
120 DATA 1A,03,28,21,FF,AB,11,42,02,CD,6B,BB,01,00,F6,ED,49,31,00,C0,B7,08,01,61 Return to Eden 2 3 :
{50 DATA 7F,ED,49,3A,02,C®,87,C4,B3,48,CD,44,09,CD,88,08,D9,01,8D,7F,ED,49,D9,21 Return to Eden 12 46  for
! ' ' Revolution 6128
140 DATA FF,AB,11,40,B0,BE,07,CD,CE,BC,01,80,40,C5,21,E9,9F,06,07,11,00,C8,D5,CD Robin Hood 17 7@
170 DATA 8C,BC,E1,DI,3€E,02,CD,98,BC,CD,BF,6C,81,00,80,C5,21,E9,9F,86,04,11,008,10 Rocca 17 8% Not 6128
180 DATA DS,CD,BC,BC,E1,D1,3E,082,CD,98,BC,CD,BF,BC,C3,D7,9F,3D,28,84,3E,BD,32,48 Rock and Wrastle 15 =6
Roland Ahay 3 9

192 DATA

A®,09,3E,B8,32,68,A0,C9
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X TIE Page Remarks
-ogram Title No. No. (For all CPC’'s unless clarified)
sland Goes Digging. * No changes
>land Space * No changes
>land 1n Time 2
bland in the Caves * No changes
bland on the Ropes ) 1
sland on the Run 1 464
bland on the Run 1 31 Correction to page 46
com 190 1 S1
aboteur * No changes
abre Wul+f 29
alut L artiste 1 39
amantha Fox Poker #* llse SPEEDTRANS
tooby~do 1 61
trabble * Use SPEEDTRANS
reen Desxgner 7
zabase Del 1 34
radow Fire 1 35
torts Fuse %* No changes
ir Lancelot ?
Ry Fox 18
Ry Fox 27 Correction to page 18
1owball ?
rcery 1 Not 664/56128. Flash Load.
rcery 13 For 664/6128. Flash Load.
rcery 19 Correction to page 13
bul of a Robot 15
suls of Darkon 1 49
>uls of Darkon 1 51 Correction to page 49
race Harrier * No changes
lannerman * No changes
yecial Operations 3 Not 66476128
yeed Kin * No Changes
yellboun 29
>ellbound 1 57
rindizzy 1 39
yindizzy 1 &3
ritfire 40 17
xlat #* No changes
wy Trek * llse SPEEDTRANS
tairway to Hell 1 3

tar Avenger (%)

tar Command

tarion

teve Davis Snooker
torm

trike Force Harrier
bsunk

1ltans Maze

wper Pipeline I1

iper Sam

veevo ‘s World

ank Busters

au—-Ceti

achnician Ted

arrra Cognita

e Apprentice

e Apprentice

e Experience

1@ Fourth Protocol

e Hobbit

e Last v8

e Rina of Darkness{*)
'@ Rocky Horror Show: ..
e Way of Exploding Fist
1ink

imeman One

bruk (also 2 computers)
ymahawk

pgun

railblazer

apdoor

ipods

irbo Espirit

wmpire Killer

.deo Poker

»odoo Rage

- s

- s
XA DO NUITUD Rk XKDUNDONRUDPWRC RN X kN INUW-S Xk 00 UI0 kX DWUINUWICWRORWU R k= OXDBN - k- kX

- WU =

1014 e
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oy

4]
2]

Not &64/6128
Revised version.

Uses TRANSMAT and SPIRIT

No changes
No changes

No changes
464 only.
TRANS 3 Change load commands

Correction to page 5@

No changes

Not 664/6128

Not 664/6128

Use SPEEDTRANS

No changes

Change RUN command

Change LOAD & RUN :ommands
Alter LOAD command

30 STUNTRIDER Courtesy H.E.Haxwell.

This routine will only work on-a CPC
6128 or a CPC 4b64/664 machine with
DK'TRONICS memory expansion pack
fitted.

The transfer is carried out in three
partsi-

(1) Type in and run the +¢ollowing program with fully * rewound game tape ir
recorder. The game will load as normal and then THE COMPUTER WILL RESET. Do nc

be alarmed by this, the complete game and screen is now safely stored in tf

extra memory bank. DO NOT SWITCH OFF OR PERFORM ANOTHER RESET

1@ FOR X=4B0@@ TO &BRQ7F

2@ READ A$1POKE X,VAL("&"+A¥) 1 NEXT

3@ CALL &seee

40 DATA @1,C5,7F,ED,49,21,4A,B@8,11,49,BF,01,36,0@,ED,B@,CD,37,BD, 3E, 44,CD,4B,BC
50 DATA AF,i1,7F,3C,47,CD,77,BC,EB,CD,83,BC,ES,CD,7A,BC,2!,30,80,11,9D, 3C,01,0e0
4@ DATA @0,ED,BD,2t,FF,AB,11,40,00,01,FF,B0,CY,EB,CD,83,BC,CD,7A,BC,21, 8B,E8, 22
70 DATA AD,01,01,C4,7F,ED,49,21,40,00,11,408,40,01,C0,3F,ED,B0,081, C&,7F,ED,49,21
8@ DATA e@,8@,11,00,40,01,00,48,ED,BO, ﬁl c7,7F,ED,49,21,0@,C0,11,008,40,01,28,42
9@ DATA ED,B®,0Q!,C0,7F,ED,49,C7

(2) Type in and run this program which will save each of the extra memory banks
to disc. Do not use different file names.

1@ DUT &7F@@,4C7:SAVE"STUNT.PIC",B,&4088,44080
28 OUT &7FPBQ,&C41SAVE"STUNT.I",B,&4040,43FCB

3@ OUT &7F@0,&C5:SAVE"STUNT.II®,B,%4000,44000
43 OUT &7F0@0,&C&:1SAVE"STUNT.III",B,%4000,43E00

(3) Type in and save as "3IDSTUNT" the following loader which will run the game.

1@ MODE @:B0RDER @:FOR X=8 TO 15:READ CiINK X,CiINEXT

28 DATA @,13,24,12,24,6,18,2,20,11,2,26,13,26,1,6

30 LOAD” STUNT PIC' &CBBB FDR X= &BE?B TO &BEDB: READ A$1POKE X,VAL ("% +A$)INEXT
4D CALL &BE9Q

5@ DATA B6,@7,11,48,08,CD,CD,BE,B6,26,11,00,48,CD,CD,BE

+@ DATA @1,C4,7F,ED,49,04,09,11,00,4@,CD,CD,BE,F3,21,80

78 DATA 4@,11,00,80,01,00,3E,ED,B®,01,C0,7F,ED,49,31,37

ge DATA @@,C3,00,AD,53,54,55,4€,54,2E,49,49,49,21,C4,BE

9@ DATA DS,CD,77,BC,E1,CD,83,BC,CD,7A,BC,C9

ROBIN HOQD  Courtesy Philip Jones, Cwaavon, M. Glamorgan.

t. Run TRANSHAT and use TRANS 4

2. Name the first file ROBINE and RELOCATE it.

3. DEFAULT. the rest. (ROBPIC, ROBIN! & ROBIN2),

4. Reset the computer.

5. Type in the following loader program and save as ROBIN:

1@ MEMORY &1CEB

2@ LOAD"ROBINB.BIN": LOAD ROBIN1,BIN":LOAD“ROBINZ.BIN®
3@ CALL &AS9E
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TIE Page Remar ks
. Program Title No. No. {(For all CPC’'s unless clarifie
TRAP A.B.B., Hattield. -
SR sthield Warlord & 16 .
Warlord 9 27 Correction to page 16
Run TRANSMAT and use TRANS 1 AUTOD. Do not touch the tape. Reset the computer, West Bank 17 72 i
) : ' Who Baras uins %% lg gg Correction to page 32
Load"GRIDTRAP" from disc and DELETE 9@-96508. Now alter line 8P to read: ' ﬁﬂg D:;gg Nigg I1 17 7@
315 N
n " Wild Bunch or
80 SAVE"GRIDSCN",B,&CB@0,%40001SAVE"GRIDTRAP",B,Lb4FF, 43902 - Winter Games * % Use SPEEDTRANS
Wizards Lair * # No Changes
Type RUN. The screen and part of the game code will now be transferred to disc. World Series Baseball * # Use SPEEDTRANS
Worm in Paradise lg Sg
Reset the computer. Run TRANSMAT and use TRANS 2 AUTD. Reset the computer. xanagrams 17 &7
Yabba Dabba Doo * # No changes
Type in and save as GRIDTRAP the following loader progrean: }':lg Ar Kung Fu 1; 6% Use SPEEDTRANS

18 MEMORY &66FFiMODE @3 INK 14,33INK §,133INK 2,2611NK lﬁ,bllNK B,25:INK 13,D
28 INK 18,2:INK 9,121INK 7,11:INK 5,91 INK 6,183 INK 4,24:INK B,16:INK 3,12
30 INK 11,23INK 12,4:LOAD"BRIDSCN.BIN": LOAD"GRIDTRAP,BIN"tRUN"GRIDUDG"

188 Courtesy lain Segall, Stanmore, Middlesex.

To position the tape after the first program run TRANEMAT and use TRANS 8. Stop
the tape and CLEAR the first progras.

Do not touch the 1B@ tape. Reset the computer and insert the save disc.

Type in the following transfer prograam, press PLAY on the 188 tape and type RUN.

18 FOR I=%9080 TO 49@2B:READ A:POKE 1,A:NEXT I:CALL &9000
38 SAVE"1B8@1*,B,L4000,44000,44000
188 DATA &21,%80,440,4!11,400,%40,&3E,416,4CD, %A1, 4BL, LT

When the 188 tape stops do not rewind it. Reset the computer and type in the
fellowing routine which will load 188! from disc and the remainder of the code
from the 188 tape.

18 KEMORY &3IFFF:LOAD"1BB1": A=4B2:C=&BY

38 POKE L4BAF,C:FOKE &48B2,C:POKE &4@BA,C:POKE &4BCC,C:FOKE %48CF,C

48 POKE 44@D5,A:POKE &4BDE,A:POKE &4BED,A:POKE &48F4,A:POKE &41D3,A

5@ POKE &410D,A:POKE &413C,A:POKE 44155,A:POKE &41464,C:POKE &4169,C

48 POKE £41A1,C:POKE &41AA,A:POKE &41AD,C:POKE &4147,A:POKE L4816 ,4B2

70 POKE L482A,%B2:POKE 44824 ,LS0:POKE %4825,4B3:L=kB3S@:READ YiWHILE V<>-1

80 POKE L,V:L=L+1:READ V:WEND:CALL L4p@@

118 DATA &21,480,LA4,L11,350,812,%81,%B8, %86 ,4ED, 4BB,421 469 kB3, 411, 430,512,581
128 DATA LOE,%80,LED,&BB, kLI, &77,4B3, 421,450, 412,411,508 ,4Ab ,&B1, 458, %06, &ED,&BD
138 DATA &C3,%00,%04,4CD,%37,4%BD,&CD, %71, %EC, L3E,400,CD, %65, ¥BC,&FE, 406,588, &CD
149 DATA &BC,LBC,L21,400,%B4,k11,400,LA2, 481,430, k12, &3E,402, 40D, 498, 4BC, &CD, LBF
150 DATA %BC,LC7,-!

When the 188 tape stops rermove it and replace with a SAVE tape. Fress REC & PLAY
then any key. The remainder of the code will be saved onto the SAVE tape. When
the SAVE tape stops, rewind it and reset the computer. Hun TRANSMAT, uce TRANS 1

and nase it 1882, Reset the computer., Type in the following loader program and
save ac 188,

18 MEMORY &IFFF:LOAD"1881":POKE &4035,&t9:LHLL ¥400@:RUN"IBB2"
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QUESTPRGBE A.B.B. Hatfield.
Run TRANSMAT and use TRANS 3 AUTO.

Reset the computer. Type in the following loader program and save as QUEST)
1@ MODE Q:BORDER @:INK @,@:INK 1,243INK 2,6

2B LOCATE &,7:PRINT"QUESTPROBE":LOCATE &,11:PRINT"IS LOADING"

38 MEMORY &A42C:LOAD"QUEST.BIN":PEN 2:LOCATE 4,18:PRINT* PRESS ANY KEY®

4@ LOCATE §5,21:PRINT"TO START GAME":CALL %A&2D

TRAPDOOR Jim Westoby.

Type in and run the following program. It will transfer the game to disc without
the need for TRANSMAT:

18 !TAPE:FOR L=%BFB® TO &BF74:READ V$:POKE LyVAL("&"+V$ ) NEXT L1CALL &BFS4

20 DATA 74,72,61,70,32,00,00,00,CD,37 yBD,QE, 97 11,4@,@e9,2t,FF,AB,CD,CE,BC,04,05
3@ DATA 11,48,00,21,80,BF,CD,BC,BC,21,00,C0,11,00,40,01,00, ee,3E,02,CD,98,BC,CD
40 DATA 8F,BC,3E,31,32,@4,8F,06,05,11,42,00,21,00, Bf,CD,8C,BC,21,00,083,11,020,99
52 DATA 21,20,83,3E, E‘,CD 98,8C,CD,8f,BC,C7,CD,37, BD,d4,20,2t,00,BF,11,48,00,CD
&0 DATA 77,BC,EB,CD,83,8C,CD,7A,BC,3E,C3,21,08, BF,32,14,BD, 22,17,BD,C3,00,02

»
Type in and save as TRAPDOOR the folluhing loader progran:
t@ BORDER @:MODE @:FOR [=@ TO 15:INK 1,0:NEXT 1:LOAD *TRAPR"*
20 FOR I=B 7O IS:READ V:INK 1,V:NEXT I:RUN “TRAPL"

38 DATA @,13,26,6,15,24,19,18,9,11,4,1,2,8,10,8

XCEL  Courtesy lain Segall, Stanmore.
Run TRANSMAT and use TRANS | to save

the first file as TEMPt. DO NOT Touch
the tape,

Reset the computer and type in and run
the following program:

18 MEMORY LBFFF:LOAD*TEMPL":POKE 981E,&C9:CALL L9000
20 SAVE"XCEL1",B,%1820,%1455:SAVE*XCEL2" ,B, 43000 ,444D

DO NOT Touch the tape. Reset the computer and type in and run the following
program:

1% FOR 1=%700R TO %9Q2@B:READ A:POKE I,A:NEXT:CALL &9008:SAVE" TEHPZ" B,%9D00, %603
20 DATA %21!,%00,%9D,%11,%D3,%06,%3E &lu,&CD %A1, &BC,&CP

DO NOT touch the tape. Reset the cnmputer and type in and run-the following
program:

18 FOR I=49CQ0 TO L9C@B:READ A:POKE I,A:NEXT:CALL &9C0®:SAVE® TEHP3" B,&7CE,&9308
2@ DATA &21,%CE,%087,%11,%D8,%93,%3E, &15 &CD &A1,4BC,&CH

Reset the computer and type in and run the fol)oulng programs: . ]

12 LOAD"TEMP2":OPENQUT *X":MEMORY %7CQ:CLOSEQUT:LOAD*TEMP3":FOR 1=%9C08 TO &9CDD
2@ READ A:POKE 1,A:NEXT:MEMORY LA47B:SAVE"XCEL3",B,%7CE,&9C085,%9C00

38 DATA &21,&BB,&FB,&[l,&BE.&?D,&EI,&DS,&Db,&ED,&BB,&CS,&SD,&&A

Reset the computer and type in. the
as "XCEL"

18 OFENOUT "X":MEHORY &7D@:CLOSEOUT:LOAD"XCEL1":LDAD"XCEL2*
20 FOKE &321B,%C9:CALL %320@Q:RUN"XCEL3"

following loader program-and save

TEMPI.BIN, TEMP2.BIN and TEMP3.BIN may now be ERAsed
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HYPERBGUWL

HYPERBOWL Courtesy Jim Westoby.

. (1) Physicallly remove all ROMs from
Eiansst b Y ; the computer (except the disk ROM).

Type in the following program. DO NOT

RUN it but have it loaded into the computer.

AR R R

19 {DISC
20 FOR L=4BF14 TO &BFIE{READ V$:POKE L,VAL{"&“+V$):NEXT L:CALL kBF14
30 SAVE "HLDAD®,B,&4848,4552:DATA 3E,BF,01,52,05,11,40,48,21,00,90

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

(4) Type as DIRECT COMMANDS the following: !TAPE:MEMORY &SFFFiLDAD “!" LBFOR

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.

14 the loading screen is required, type in and run the following program which
Will transter the screen to disc. Play the tape from the count in. (3) "above with
a disk in the drive.

18 MEMORY &SFFF:LOAD “HLOAD":!TAPE

20 POKE %6875,4B:POKE %6274, %A0

30 POKE %6255,%C3:POKE L6256,425:POKE £6257,4BF

40 FOR L=%6000 TO L46@BF:READ V§:PDKE L,VAL("L"+V$) 1 NEXT L

5@ FOR L=4BF@2 TO &BF41:READ V$:POKE L,VAL(*L*+V$):NEXT L

60 CALL 44000

189 DATA F3,21,4,60,11,40,208,01,52,05,ED,B0,C3,40,08,00,68,79,70,65,72,20,00
119 DATA @@,32,85,BF,CS,DS,ES,B6,06,11,40,00,21,00,5F,CD,8C,BC,E1,D1,C1,3E,B2
12@ DATA CD,98,BC,CD,BF,BC,C9,CD,37,BD,0E,07,11,40,08,2%,FF,AB,CD,CE,BC,3E,30
138 DATA ©1,00,00,11,00,40,21,00,C8,CD,28,BF,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 plagy and record and then press any key to
commence the drop.

When the computer resets run TRANSMAT and wuse TRANS 1, defaulting the name or
renaming as required.

10 KEMORY &5FFF:LOAD “HLOAD"::TAPE

20 POKE 44875,%0:POKE L627A,%A0

38 POKE %6299 ,4C3:POKE ¥629A,425:POKE L629B,&EF

49 FOR L=%6800 T0 %4@0F:READ V¥:POKE L,VAL{*&"+V#)1NEXT L

56 FOR L=AEF2@ 10 LBF3IF:READ VS:POKE L,VAL("&*+V$):NEXT L

68 CALL %6000

129 DATA F3,21,40,60,11,48,00,01,52,05,ED,B0,C3,40,00,00,48,79,78,65,72,20,00
110 DATA @@,32,05,8F,C5,D5,E5,06,06,11,408,080,21,00,8F,CD,8C,EC,E1,D1,Ct,3E,082
128 DATA CD,98,BC,CD,8F,BC,C9,22,06,BF,21,38,BF,ED,79,L9,00,00,3E,31,ED,4B,84
13@ DATA BF,11,43,81,21,FD,@1,CD,08,BF,C7

Finally enter and save as HYPER the following as the new loader.
1@ BORDER @:MODE @:FOR [=0 TO 15:REARD V INK T,V:NEXT I

20 LORD"HYPER@":RUN"HYPER]"
- 10@ DATA 9,13,26,12,24,9,18,10,20,1,2,11,4,8,3,6

13

FRUITY FRANK
DEFAULT all programs(2), RELDCATE second. Make the follow!ng changes
to FRUITYF.BAS :

180 LDAD“FRUITYF. BIN“'CALL &leF CALL &BZBQ

MANIC MINDOR Not 664/6128B g
DEFAULT all programs (24, RELOCATE second. Make the following changes
to MANICMIN,BAS

120 MEMORY &4508:LDAD"DATAMKIV":POKE &507A,&SC:CALL &SO4E

FLIGHT PATH 737
DEFAULT all programs(2), RELOCATE second. Make the following changes
to FLIGHTPA.BAS )
36 SYMBOL AFTER 256:MEMORY  -35@0@:SYMBOL AFTER 230:LO0OAD"CODE":CALL
&ASB8

ROLAND ON THE ROPES
DEFAULT all programs(4), RELDCATE fourth. Make the following changes
to ROLAND2
37 CALL &766E
Now do the following: REN ROLAND,D=ROLAND.BAK
REN ROLAND.C=ROLAND.BIN

ELECTRO FREDDY
DEFAULT first four programs. Make the following changes to ELECTRO
3@ LOAD"EL1"
40 LOAD"EZ2"
5@ LOAD"E3"
DELETE 6@
212 LOAD"AL"™
220 CALL &7F2C
DELETE 230-250
Remove disc drive. Type in and RUN the following program
10 MEMDRY &BQOOO:FOR Xx=1 TO St LOAD" " :NEXT: SAVE"A1" ,B,&B3C?,&2742
Save onto a spare tape then reconnect the disc drive and use
TRANSMAT to RELOCATE the saved code.

LORDS OF TIME
DEFAULT first and RELOCATE second. Make the following changes to
LORDSOFT
DELETE 1@
128 LOAD"ADVENTUR": | TAPE: CALL &%2AEF

EAS] AMSCALC
DEFAULT first two programs only and make the following change to
AMSCALCL
S7@ RUN"EASIAMSC"
Make the following changes to EASIAMSC
DELETE 1-3

SORCERY Not 664/6128

For flash load version. Use TRANS 1 AUTO to transfer first program
only then reset computer and load SORCERY. Type in the following as
a direct command

POKE &238,0:POKE &23A,D:POKE &2B8C , &FB: POKE &28D, &C%: | TAPEt SPEED
WRITE 1:RUN
Play the rest of the tape and when finished insert a blank cassette
and type as a direct command SAVE"SORCERY",B,&5DC, &A524 ,&5DC. Use
TRANSMAT to relocate this code and ERA SDRCERY BAS



JEWELS OF BABYLON e
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
use TRANSMAT
1@ !TAPE. IN:MEMORY &A40OF:READ N$:LOAD N$%
20 FOR X=1 TO 3:FDR Y=42006 TO 42009:READ A:POKE Y,A:NEXT:POKE Y,69
30 OUT &F600D,16
40 CALL 42000
S@ IF PEEK(42011)<>@ THEN 40
6@ DUT &F6020,0
70 READ N$,A,B:SAVE N$,B,A,B
B0 NEXT
9@ DATA JCODE1 ,&EO@,%2E,%4D,&11,J)1,%2EEQ,%114D,%D0,7,%80,%48,J2,%7D0
10@ DATA %4880,%50,%50,%55,%4B,)3,45050,%4B535
Save the following loader program
1@ SYMBOL AFTER 129
2@ SYMBOL 129,255,255,255,255,255,255,255,255
30 OPENOUT"DUMMY™
4@ MEMORY &7CF
56 LDAD"J1":CALL 15500
60 LDAD"J2":LDAD"JI3"
7@ CALL 20560

MASTER CHESS
DEFAULT all programs and make the following change to CHESS.BAS
720 LDAD"CHESS.BIN"

STEVE DAVIS SNOOKER
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 SNODOKER1.BAS
30 SYMBDOL AFTER 256:MEMORY &8140:SYMBOL AFTER 216
Change the RUN command in line 280 to read RUN"SNOOKER2"
Make the following change to SNOOKERZ2.BAS
Change the LOAD command in line 178 to read LOAD"SNDOKER3"

BRIDGE PLAYER Not 664/6128
CLEAR first program and DEFAULT second. Type in and save ‘the
following loader program

19 POKE &BO90,&AB:RUN"X"

EASI AMSWORD
DEFAULT first two programs only and make the following change to
AMSWORDL
57@ RUN"EASIAMSW
Make the following change to EASIAMSW
DELETE 1-4

ROLAND IN TIME
CLEAR the first program and DEFAULT second. Type in. the following
loader program and SAVE as ROINTIME.
1D MEMORY 4999
20 LOAD"ROINTIME.BIN",5000
30 CALL. SBOOD . ; i : . )
If endless lives are required then add: 25 POKE 5851,187
For green screen users. add: 22 POKE 5081,1

KARLS TREASURE HUNT . . ; EF Y : . : : i :
DEFAULT on all program5(4), RELOCATE second. Make the following
change to KARLSTRE
585 CaLL &BC6E

MARCH 1987

TRANSMAT INFORMATION IE)((:E&E\bJCEIE 1'7
The following inforaation is [c] GOLDNARK SYSTEMS

NUNE OF QUR ROUTINES SHOULD BE WSED 70 INERINGE COPYRIGT LAWS

In the following, use TRANS @ unless otherwise stated. CLEAR msans press CLR
when TRANSMAT is waiting for a SAVE name. DEFAULT “means press ENTER whar
TRANSNAT is waiting for a SAVE name and RELOCATE aseans-press Y to the prospt
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 testad.
ERRATUM - VERA CRUZ page 42. The fourth CALL (after saving VERA4) read:

POKE &7141,%C91CALL &7134
ERRATUM AVENGER page 43. Instruction 2 should read:

(2) Rewind the game tape. Type in and run etc etc

1UB Courtesy Jim Westoby.

T¥pe in and run the following progras.
It will transfer the first part to disc
as IUB@:

18 MEMORY &3FFFi!TAPE.IN:1!D1SC,OUT:1LOAD"!" %B0401POKE 4&B8@58,4&CT1CALL &BE4D
20 SAVE"1UBR",B,k4008,%4000

Reset the computer and type in the following prograam which will transfer the
remainder of IUB to disc:

{@ MEMORY &3FFF:LOAD"IUBB.BIN":POKE &41AB,%21:1POKE &41AC,%4: POKE &41AD,&BF

2@ FOR L=%BF®@ TO %BF43:READ V3:POKE L, VAL( &U+VS)INEXT LxCALL %4000

32 DATA 5A,55,42,31,D?,CB,?I.ED,49,D9,21,EB,BU,11,UB,BE,BI,4B,BB,ED,BU,CD,D9,B9
4@ DATA CD,37,BD,0E,07,11,40,0®,21,FF,AB,CD,CE,BC,®4,084,21,00,BF,11,48,0@,CD,BC
5@ DATA BC,21,00,04,1%,@8@,9C,ED,4B,05,@1,3€E,02,CD,98,BC,C0,BF,BC,C7

Reset the computer and type in and save as IUB the following loader programi
1@ MEMORY &3FFF:LOAD"ZIUB®":POKE %4018,%C9:CALL %4@@88:RUN"IUB1"

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

Run 'TRANSMAT, use TRANS | 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:

180 FOR X=%BEC® TO &BECE:tREAD AS$:POKE X,VAL("LH"+A$)}:NEXT

28 CALL 4BECO:SAVE"FRANKPIC",B,%4000,%27FF

18@ DATA 11,FF,27,21,00,48,3€,44,CD,A1,BC,CD,71,BC,CY

Do not touch the tape. LIST the transfer program and modify lines 38 and 100 as
folloms:

3@ SAVE"FRANK!",B,%&208,%48600

1e@ DATA 11,0@,86,21,900,82,3E,44,CD,AL,BC,CD,71,BC,CY

RUN the program again and it will transfer the game code to disc. Reset the
computer., Type in the following loader program and save as FRANKi

{@ OPENOUT"D":MEMORY &1FF:CLOSEQUT:LOAD"FRANK.BIN":CALL &9@1F

20 LOAD"FRANKPIC"1POKE &94Ch,%C9:1CALL &9{8F1L0AD'FRANK1':CALL 3000
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SPINDIZZY Courtesy of Richard Brown, Loughton, Essex.

(1) Use TRANSMAT to CLEAR the first program.

(2} Reset the computer.

(3) Type in and run the following transfer prograa. It will locad the resainder
of the tape and then save two files to disc:

1@ FOR X=LBF@R TO 4BFE31READ A$:1POKE X,VAL("&K"+A$):NEXT1!TAPE, IN:CALL LBF@A

160 DATA 53,50,49,4E,31,53,50,49,4€,32,21,49,00,11,C0,B2,3E,4A,CD,Al BC,21,08,A6
11@ DATA 11,B2,C2,01,00,08,ED,Be,0E,@7,11,40,00,21,08,B1,CD,CE,BC,86,85,21,088,BF
120 DATA 11,B8,Fe,CD,BC,BC,21,0@,C0,11,08,88,91,09,00,3E,082,CD,98,BC,CD,8F (BT, B4
138 DATA B5,21,B5,BF,11,08,FB,CD,8C,BC,21,40,28,11,C0,A5,21,08,B8,3E,82,CD,98,BC
149 DATA CD,8F,BC,C9,

{4} Reset the computer.
(5) Type in and save as SPIN the following loader program:

18 FOR ¥=4BF@® TO &BF3FIREAD A$:POKE X,VAL ("&H"+A$):NEXTiBORDER @

20 FOR X=B TO 15:INK X,@:NEXTiCALL &BF@A

180 DATA 53,58,49,4E,31,53,508,49,4E,32,06,05,21,80,BF,11,2@,F8,CD,77,BC,21,08,C0
119 DATA CD,83,BC,CD,7A,BC,86,05,21,05,BF,11,08,F@,CD,77,BC,21,4@,28,CD,B3,BC,CD
120 DATA 7A,BC,21,080,C0,!1,00,A4,81,00,BB,ED,B2,C3,00,B0

(6) To play the gaee RUN"SPIN

DALEY THOMPSON'S SUPER-TEST Courtesy of H.E.Haxwell HMCD.

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

i WERORY %30@0:{DISC:FOR X=kBF@R TO YBFIE:READ A$:POKE X,VAL(*&*+A$):NEXT

20 SAVE"DTSTi",B,&BF@B,%4D,LBFEO .

3B DATA 21,FF,AB,11,40,8,0F,07,CD,CE,BC,CD,25,BF,3E,32,32,3E,BF,CD,25,BF ,F3,21
49 DATA 2@,D@,11,C8,9F,01,48,10,ED,B8,C3,58,A9,11,00,C0,21,38,BF,06,87,CD,77,BC
5P DATA EB,CD,B3,BC,CD,7A,BC,C9,44,54,53,54,31,2E,31

&0 !TAPE:LOAD®!®:FOR X=%3990 TO k399C:READ A%$:POKE X,VAL("&*+A$):NEXT

70 POKE &39CD,%18:POKE &39CE,&C!

ge DATA 3E,BY,21,35,02,77,23,77,21,48,08,18,33,21,FF,AB,11,40,00

50 FOR X=k39A9 TO &39AE:READ A$:POKE X,VAL("&"+A$):NEXT

128 FOR X=&BEB2 TO &BECB:READ A$1POKE X,VAL ("&*+A$)INEXT

118 DATA 21,C0,9F,11,80,00,81,4B,10,ED,808,CD,37,BD,21,FF,AB,14,40,08,0E,07,CD,CE
120 DATA BC,11,40,08,81,80,9F,CD,B4,BE,3E,32,32,3E,BF,11,00,02,01,6B,10,CD,B4,BE
138 DATA 18,42,C5,D5,06,07,21,38,BF,CD,8C,BC,E1,Dt,3E,02,C0,98,BC,CD,BF ,BC,CY
140 CALL &39A%

(2) To transfer side 2 make the following alterations:-
(3) Alter filename in line 20 to *DTET2*
(4) Add two new lines:-

15 POKE &BF1E,%91:POKE &BFIF,&11:POKE &BF23,%17:POKE &BF24,&AA;POKE &BF3C,&32
185 POKE %BEBY &911POKE &BEBA,&%11tPOKE BEAD,&91:POKE &BEAE,&1!

64

FOREST AT WORLDS END
DEFAULT on all programs{(4). Make the following changes to FDREST
700 LOAD"FAWE1l",1B2ED
1920 RUN"FAWE2"
Make the following change to FAWEZ2
120 LOAD"FAWE3" ,21210

GHOULS

CLEAR the first and rename the second GHOULSZ2. Type in the followi
loader program

1® OPENOUT"DUMMY"

20 MEMORY &FFF

30 LOAD"GHOULSZ2"

40 CALL &31@C

Save this as GHOULS

TRIPODS
DEFAULT all programs. RELOCATE MCODE. Make the following changes
TRIPODS
515 MEMORY &7@8F4
Remove the MERGE from line 740
Make the following changes to TRIPODSZ2
DELETE 3I0-7@

30 LOAD"MCODE":CALL &70OFS

PYJAMARAMA
For HYPERLOAD version only. Remove disc drive and type in t
following program which will load PYJAMARAMA, then save it onto
fresh tape in the normal form. Then use TRANSMAT to relocate it.
10 MEMORY &1FFF
20 FOR X=%1000 TO &100A:READ A:POKE X,A:NEXT:CALL %1000
30 SPEED WRITE 1:SAVE"PYJAMA",B,%2000,%B88%9F ,&2017
40 DATA 33,0,32,17,159,136,62,16,195,161,188

SPECIAL OPERATIONS Not 664/6128
CLEAR the first program. RELOCATE the second and DEFAULT the thir
Make the following changes to S50.BAS
Add MODE 1 to the start of line 3
S IF HIMEMK>346D6 THEN MEMORY &B72E:LOAD"CODE": i TAPE:CALL &B72F:PL
&B294,&7F: POKE &B296,&FB8:POKE &B297,&%A7 .

AMERICAN FODTBALL Not 664/6128

Use side 2 of cassette. CLEAR first program. DEFAULT the second ¢
third programs. Make the following changes to AMFOODTGA.BAS

8999 SYMBOL AFTER 256:MEMORY &BFFF:SYMBOL AFTER 32:zzzzz=HIMEM:
ERROR GOTO 9900:MODE 1:LOAD . . .etclrest of line).

MINI OFFICE
DEFAULT all programs. RELOCATE WORD2. Make the following changes:

WORD . BAS DELETE 10,155,302

WORD1 . BAS 40 LOAD"WORDZ2": | TAPE:CALL &966E

DBASE . BAS DELETE 302

SPREAD .BAS 7 OPENOUT"DUM":MEMORY &BA4CF:CLOSEOUT

SPREADZ .BAS S OPENDUT™DUM'":MEMORY &61A7:CLOSEOUT
Change the LOAD"!" to LOAD"VARB" in 435
DELETE 3231-3232

GRAPH . BAS 7 OPENOUT"DUM":MEMORY &SF37:CLOSEOUT

GRAPH1 . BAS Change the LOAD"I" to LOAD"VARB" in 390

REMEMBER - TIE is for TRANSMAT users only
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FANTASIA DIAMOND

Type in the following 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.

10 ! TAPE. IN:MEMORY &12BF

20 LOAD"F":CALL &9861

30 SAVE"FANTASIA",B,%12C0,&8598,%7D00

HOUSE DF USHER

Use TRANS 1 AUTO. Reset the computer and LOAD"HOUSEOFU". Change the
third from last DATA statement in line 110 from 195 to 201 and add
the following line

185 save“"L1”,B, &C000,%4000: SAVE"U2",B, 45000, 45000

Run this program which will transfer the program to disc. Make the
following changes to HOUSEOFU.bas

190 LOAD"U1":L0AD"U2"

110 CALL &5000

STAR AVENGER Not 664/6128

DEFAULT all programs and RELOCATE the second. Make the following
changes to STARAVEN.BAS

3 MEMORY &1AEF:GOSUB 21@ (may be line 3@)

180 LOAD"STARAVEN.BIN":CALL &155F:...etc(rest of line).

JET SET WILLY . Not 664s/6128

Type in and run the following program and play the tape. It will
load in JET SET WILLY and save it onto a spare tape in the normal
format. You can then use TRANSMAT on it but do nmnot relocate the
second program

12 | TAPE:SPEED WRITE 1
20 FOR X=&80 TO &FD:READ A:POKE X,A:NEXT
30 CALL &BO
40 DATA &06,&16.43E,&1A,4%21,%00,4%A7,%11,%00,%08,4%CS,&DS,&ES,&FS,&CD
S@ DATA &A1,&BC,&F1,&3D,&E1,&D1,&B7,%ED,&52,4%C1,%10,%EF ,&06,%06, %21
60 DATA &DS,&B@,&CD,&BC,&BC,&Zl,&DB,&BE,&ll,&26,&90,&01,&08,&0B,&SE
70 DATA &@2,4%CD,%98,4&BC,%CD,&BF,&BC,&3E,&FF,&CD,%6B,&BC,%06,4%04 ,&21
80 DATA &FA,%00,&CD,&8C,&BC,%21,%00,%01,%11,%00,%B0,%01,%00, %00 ,&3E
70 DATA %02,%CD,%98,%BC,&CD,&8F ,&BC,&C3,%00,%00,%4A,%45,%54 ,453,%45
1860 DATA &54,&11,%00,%00,%21,%B80,4%B8,%0E, %07 ,%CD,&CE ,&BC, %06, %04, %21
110 DATA &FA,%&00,%CD,&77,&BC,%&21,%00,%01,%CD,&83,4%BC,&CD,&7A,&BC,&C3
120 DATA &4A,%AC,%4A,%53,%57,4%31

RETURN TO EDEN

Use TRANS 3 AUTO and make the following changes to EDEN.BAS

310 LOAD"FIRSTBIT"

600 POKE &9210,%B7:POKE &9218B,&%B7:FOR X=37401 TO 37428:READ A:POKE
X,AsNEXT
830 DATA &21,%2E,4B7,%&11,%37,4A7,%06,%07,%CD,&77 ,&BC,&%EB,4%CD,&83,&BC
,&CD,&37,%BD,&C3, %00, &8B,&4C, %41 ,&53,4&54,4%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 %113B,1:POKE %1000,48:POKE %1148,%C3
40 CALL %1104:CLOSEIN:CALL &114B -

REMEMBER -~ TIE IS FOR TRANSMAT USERS ONLY
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AVENGER
Courtesy Jim HWestoby.
Type in and run the following prograa.

It will transfer the loading screen to
disct

12 MODE 1:MEMORY %IFFF:!TAPE:LOAD"!":POKE %2261 ,%C3:POKE %2062,LB8

28 POKE 42063 ,%BF1FOR L=&BFQ@ TO &BF4DIRERD V$:POKE L,VAL(*k*+V$) :NEXT L

49 CALL w2000

18@ DATA 41,54.45,4E,47,45,52,3@,31,00,C2,09,01,81,7F,ED,49,D9,21,00,0@,11,20,80
1@ DATA @1,4@,08,ED,BO,D9,CB,D!,ED,49,D9,CD,37,BD,0E,07,11,40,8@,21,FF,AB,CD,CE
120 DATA BC,04,08,11,40,08,21,00,BF,CD,8C,BC,21,0@,C8,11,82,48,81,02,08,3E,02,CD
132 DATA 98,BC,CD,8F,BC,C7,

{2) Type in and run the following progrgm. It will transfer the prograe code to
disc in two files:

1@ MODE 1:MEMORY L1FFF:!TAPE:LOAD"!":POKE %2867,%02:POKE &2871,%55

20 POKE %287B,%C2:POKE %2082,4C3:POKE 42083 ,4@8:POKE 42084 ,%BF

30 FOR L=&BF20 TO &BF84:READ V§1POKE L,VAL{"&"+V$) NEXT LiCALL &200@

18@ DATA 41,56,45,4E,47,45,52,31,21,00,082,11,00,02,01,088,2E,ED,B0,21,080,3@,11,00
11@ DATA 20,91,80,7€,ED,B@,31,08,C0,D9,@1,81,7F,ED,49,09,21,0@,08,11,08,20,81,40
128 DATA 0@,ED,80,D9,CB,D1,ED,49,09,CD,37,8D,0E,87,11,40,02,21,FF,AB,CD,CE,BC,86
149 DATA ©8,11,40,0@,21,0@,8F,CD,8C,BC,21,00,C2,11,00,3E,81,02,0@,3E,02,CD,98,5C

1Se DATA CD,8F,BC,3E,32,32,87,6F,064,08,11,40,00,21,00,BF,CD,8C,BC,21,088,20,11,08

160 DATA 7E,01,00,00,3E,02,CD,98,BC,CD,8F,BC,C7
(3) Finally type in and save as AVENGER the following loader progranm:

12 MEMORY &IFFF:MODE 1:BORDER 2:INK @,8:INK 1,61INK 2,241INK 3,261L0AD”AVENGERD"
20 LOAD“AVENGER2®

30 FOR L=&BF@Q TO LBFIC:READ V$:POKE L,VAL{"&"+V$) NEXT:LOAD*AVENGER]"

49 CALL LBFOQ

19@ DATA F3,2i,FF,9D,11,FF,BD,01!,20,7E,ED,B8,2!,00,C2,11,29,82,01,@2,2E,ED,B8
118 DATA 31,02,02,C3,DB,65

CONQUEST
Courtesy Jim Westoby.

Run TRANSHAT and use TRANS 3.

CLEAR the first. Nane the rest
CONQUE®, CONQUEL AND CONQUE2. DO NOT
RELOCATE any file.

Type in and save as CONQUEST the
following loader progras:

1@ MEMORY &3FFF:MODE 1:BORDER @3 INK @8,B:INK 1,91INK 2,261INK 3,6

28 LOAD "CONBUER",%CO@2:LOAD "CONBUE1I",%9FB@

4@ FOR L=%BFQ@ TO 4BF2D:READ V$:POKE L,VAL{"&"+V$)iNEXT L:CALL &BF@S8

18@ DATA 43,4F,4E,51,55,45,32,00,06,07,11,40,00,21,99,BF,CD,77,BC,21,E4,91,CD, 93
1@ DATA BF_PD 74,BC,CD,37,BD,F3,21,01,9F,11,D1,AF,@1,EE,9D,ED,BB,C3,72,A4
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L' 'AFFAIRE VERA CRUZ

Courtesy H,E.Haxwell .MCD.

Start with a formatted disc with at
least 118K frae and the VERA tape in
the datacorder, 4ully rewound. Tha
whole transfer has to be done with
DIRECT COMMANDS. It cannot be run as
AUTHOR i a basic program. YOU MUST PRESS ENTER
BLANCON Gilles © INFOGRAMES - 1885 AT THE END OF EACH LINE

{Tape,intMEMORY 2FFFILOAD"!",kéc70

POKE &722F,&CB:1POKE &7230,8:1POKE &785A,4C91CALL &7B4D1SAVE*VERA1",B,4&7080,4298
SAVE*VERA2",B,43200,L7C6

POKE %7@74,4C9:CALL L7847

ON 4564 ONLY POKE &AEB3,&531POKE &AEB4,&13
ON 464/6128 ONLY POKE %AE&6,&531POKE &AEST K13

SAVE*VERAJ"

CALL %7119:SAVE"VERA4",B,LkBDAD,&1600
CALL %7122:1SAVE"VERAS",B,&753@,42602
CALL &712B:SAVE"VERA4",B,k7538,k2BR2
CALL %7134

ON 464 ONLY POKE &AEB3,&B841POKE &AEB4,&4C
ON 644/4128 ONLY POKE KAEL&,4B41POKE KAEST7, k4T

SAVE"VERAT7"

CALL %7119:SAVE"VERAB",B,&%BDAD, %1808
CALL %720@E:SAVE"VERA9",B,&5BC7,&48ND

You now have 211 9 files on to disc and have to edit the two basic files and
write a short loader progranm.

. .
Reset computer and locad "VERA3I", Delete line 28.

EDIT 9@:-Replace CALL deb with MEMORY %2FFF:LOAD*VERA4"
EDIT {1@:-Replace CALL meur LOAD"VERAS"

EDIT 128:-Replace CALL const with LOAD"VERAS®

INSERT NEW LINE:- 125 CLOSEIN:CLOSEQUT

EDIT 76@:-Replace CALL suite with MEMORY &BB@Q:run"VERA7*
SAVE"VERAJ"

Reset the computer and load "VERA7". Insert new linest~

5 FOR X<&BFRB TO &BFIF:READ A$:POKE X ,VAL("&"+A$) I NEXT

7 DATA 2!,13,BF,Bé,05,1%,C7,58B,CD,77,8C,EB,CD,83,BC,CD,7A,BC,C9,56,45,52,41,38
9 DATA 3E,39,32,17,BF,C3.00,BF

EDIT 101-ALTER visa=t728e to visa=&b{1B8. ALTER deb=%7119 to deb=&BF@Q
SAVE"VERA7*

Now type in the short loader and save as"VERAR"

1@ MEMORY &2FFFiLOAD"VERA!*1POKE &784D,&C9:CALL &7822
22 LOAD"VERA2":POKE &7044,&C31CALL &7@5A1RUN"VERA3"
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THE HOBBIT

"Type in and run the following program then play the tape.

10 ITAPE.IN

20 OPENOUT"DUM":MEMORY &EFF:CLOSEOUT

30 LOAD"":POKE &F62,201:CALL &FO0O

40 SAVE"HOBBIT1",B,&C000,&4000

S50 SAVE"HOBBIT2",B,%&1000,&958B,%7BF0O )

This will read the required program from tape and save it onto disc
TRANSMAT is not required. Type in the following loader program ' ant
save it as "HOBBIT"

10 MODE ©@:FOR X=15 TO © STEP ~1:READ A:INK X,A:NEXT:BORDER 26

20 LOAD"HOBBIT!":RUN"HOBBIT2"

30 DATA 26,23,15,18,11,24,6,7,13,3,12,10,25,8,0,4

THE RING OF DARKNESS Not 664/6128B
Use TRANS S5 AUTO then type in and run the following program
10 MEMORY &4000
20 LOAD"RCODE",%&4B38
30 SAVE"“RCODE",B,%4B38,k4A48
4@ SAVE"RCHAR",B,&9580,%500
Make the following changes to THERING.BAS
1@ SYMBOL AFTER 25&:0PENOUT"DUM":MEMORY 15979: CLOSEQUT: MODE 1
LOAD"ITITLE":GOSUB 200:POKE 42184,&41:POKE 42185,%49
}5 FOR I=@ TO 15:READ A:INK I1,A:NEXT:BORDER ©®:MODE @:CALL 23243:
LOAD" !RCODE" ,&5B38B
39@ CLS
600 GOSUB SO:BORDER ©:INK 0,01 6G0SUB 200: POKE 42184 ,&41: POKE
42185,&49: MODE @:CALL 23243
605 CLEAR:MEMORY 23351:SYMBOL AFTER 48:HI=HIMEM:LOAD"RCHAR" ,HI+1:
RUN" IRING2"
700 CLS:PRINT"Load a saved character.":PRINT:PRINT”Insert your SAVE
disc":GOSUB S@:CALL 37312
705 CLS:PRINT"Replace the RING disc":PRINT"then ";:GOTO 600
Replace the RUN command in line 2105 of RING2.BAS with RUN"FINALBUE'

XANAGRAMS
DEFAULT first program. Rename second X1, RENAME third X2 ant
RELOCATE it. Make the following change to XANAGRAM.BAS
748 RUN"X1" ’
Make the following change to X1.BAS
81 LOAD"X2":CALL &315A:SYMBOL 255,0,0,0,0,0,0,126,0

GEMS OF STRADUS Not 66476128

DEFAULT both programs and make the following change to GEMSSTRA.BAS
4010 PRINT:PRINT:PRINT:POKE &B0D90,&AB:RUN"GEMSPROG"

Save this as GEMS. Type in and run the following

1® OPENOUT"DUM" :MEMORY HIMEM-1:CLOSEOUT

20 POKE &B0O90,%AB:LOAD"GEMSPROG"

When the program has loaded RENUMber the program and add tht
following line

1 POKE &BO90, 166

Save this as GEMSPROG

CUBIT

DEFAULT first program. CLEAR the second and DEFAULT the third. Make
the following change to the first program ‘

10 MEMORY &1FFF

DELETE 2¢-90

182 LOAD"CODE"

—_



TANK BUSTERS

ype in the following program, run it and play the tape
' TAPE: SPEED WRITE 1

DPENOUT"DUM" : MEMORY &2FF:CLOSEOQUT

LOAD" I ™

FOR X=&BBO@® TO &BB24:READ A: PDKE Xy A:NEXT
INPUT"PRESS ENTER " ,A$

CALL &BBO®

DATA &F3,%21,%69,%03,%11,%49,%00,%01 ,%&00,%03,%ED,%B0,%21,%25,%AB

DATA &11,%04,%00,%3E,%&42,%CD,%49,%090,%21,%00,%03,&ED,&5B, &27,%AB

DATA &3E,&2A,&CD,%&49,%00,%FB, &CT

hen the PRESS ENTER prompt apppears wind the tape forward for a few
econds then press PLAY and ENTER. When the program has loaded vyou
ill get a SYNTAX ERROR. Enter SAVE"TANK",B,&6D@3,&A23C and save onto
spare tape. Use TRANSMAT to transfer it to disc but do not
ELOCATE 1it.

ype in and SAVE as "TANK.BAS" the following loader program

@ OPENOUT"D":MEMORY &3CF:CLOSEOUT

® LOAD"TANK.BIN" ,&3D0@

@ FOR X=&ALFC TO &A7FF:POKE X,17@:NEXT

® CALL %1B0@

SO0 080

DARK STAR

ype in the following program. Run it and play the tape

@ TAPE. IN.

@ DOPENOUT"DUM":MEMORY &2FF:CLOSEOQUT

@ LOAD"I"™

® FOR X=%BBO@ TO &BB24:READ A:POKE X,A:NEXT

@ INPUT"PRESS ENTER ",A%

@ CALL &BBOO

‘D DATA &F3,%21,%69,%03,%11,%49,%00,%01 ,%00,&03,%ED,&B0, %21 ,%25,%AB

‘® DATA &11,%04,%00,%3E,&42,%CD,&49,%00,%21,%00,%03,%ED,&5B,&27 ,%AB

'® DATA &3E,&2A,&CD,%&49,%00,&FB, &C?

'hen the PRESS ENTER prompt appears wind the tape forward for a few
econds then press PLAY and ENTER. When the program has loaded you
111 get a SYNTAX ERROR. Enter SAVE"STAR",B,&6D0,%BS3® to save it
irectly on dise. Type in and SAVE as "STAR.BAS" the following
oader program '
@ OPENDOUT"D!:MEMORY &3CF:CLOSEOUT

@ LOAD"STAR.BIN",&3DO

@ CALL &1800

SULTANS MAZE
'se TRANS 2 AUTD. Remove MEMORY &A%FF from line 30 of MAZEl.BAS

GHOST BUSTERS

ransfer the third program only (0OBJ). Type in and SAVE as "GHOST"
he following loader program

@ OPENOUT"DUM"

@ MEMORY 1000

@ CLOSEOUT

@ LOAD"OBJ"

2 CALL &7000

CLASSIC RACING

EFAULT first, RENAME the second RACING1, RENAME the third RACING2
nd RENAME the fourth RACING3 and RELOCATE it. Make the following
hange to RACINGZ2

@ LOAD"RACING3": i TAPE:CALL &652E:POKE &7999,&52

FEBRUARY 1887

TRANSMAT INFORMATION BEXCHANGE 16
The foliomiag inforaation is fc) BOLDMARK SYSTEMS

KONE OF GLR RQUTINES SKOULD BE USED TO INFRINGE COPYRIGKT LAWS

In the following, use TRANS 8 unless otherwise stated. CLEAR eeans press CLR
when TRANSMAT is waiting for a SAVE name. DEFAULT means press ENTER when
TRANSHMAT is Waiting for a SAVE name and RELOCATE wmeans press Y to the proapt
LOCATION ERROR. RELOCATE (Y/N). If the solution given below will nat work then
it is possible that you have a different version to the one tested.
ERRATUM JACK THE NIPPER page 39.

Please amend the transfer program as follows:

Line 120 DATA 00,ED,208,09,C1,ED etc etc

Line 138 .....CD,CE,BC. ........CO cD,8C

Line 18 of *he loader progran 5huu1d be INK 1,26 and not ONK 1,26

TOPGUN
Courtesy of H.E, Haxwell MCD.
Type in and run the following prograa.

It will automatically transfer TOPGUN
to disc without the need for TRANSMAT.

©1985 PARANOUNT PICTURES. O1985 DCERN.
10 MEMORY &9FFF:FOR X=\BEB2 TD LBEES:READ A$:POKE X.VAL("&"+AS):NEYT
20 SAVE"TOPGUN*,B,&BEB2,467,&BE82
3@ DATA 21 ,FF,BO,11,48,08, @E @7,cD,CE,BC,3E,00,CD,8E,BC,2!,09,53E,06,10,C5,E5,78
4@ DATA 3D,44,48,CD,32,BC,Et,23,C1,1@,F2,44,48,CD,38,BC,CD,BA,BE,DD,EL,3E,31, 32
5@ DATA D&,BE,B84,88,CD,BC,BE,CY, @s,@A,21,CF,BE,11,0@,C0,C0,77,BC,EB,CD,83,BC,ES
4@ DATA E5,CD,7A,BC,C9,54,4F,50,47,55,4E,2€,50,49,43,0E,14,28,01,01,2F, 12,06,03
78 DATA 19,18,8C,1A,2A,0D,020
8@ FOR X= &AEBO TD &A0°B REAn A$:POKE X,VAL("&"+A$): NEXTIEALL &AQQQ
1ee DATA CD,37,B8D,3E,44,CD,48,8C,2s,00,11,00,1!0,CD,77,BC,DS,£8,CD,83,BC,CD, 74,BC
110 DATA 21,18 9€,22,E0,39,2!,30,A02,11,80,39,01,80,00,ED,B@,21,FF,AB, 11,408,088, c9
120 DATA 3E,BC,32,07,82, 21,46 87,22,08,02,18,55,CD, 4E,BC,21,49,A0,22,4D,BF,C3,008
13@ DATA BF,21,FF,BO,11,40,00,8E,87,CD,CE,BC,2!,8F,AR,Q6,84,11,50,C0,D5,CD,8C, BC
148 DATA El.ll 8e,3F,3E,02,CD,¥8,BC,CD,8F,BC,3E,31,32,54,A0,21,8F,A0,06,08,11,E0
150 DATA ©3,D5,CD,8C,BC,E!,11,28,95,01,C8,4D,3E,02,CD,98,BC,CD,8F,BC,C3, C8,4D,54
23@ DATA 4F,50,47,55,4E 2E,JD 49,43

SCOgBY—DO

A.B.B, Hatfield, Hertfordshire.

{1) Run TRANSMAT and use TRANS 2.

(2) Name the first file SCOOBY!

(3) DEFAULT the second.

(4) Type in and save as SCO0BYDO the
following loader programs

1@ OPENOUT"D":MEMORY &5D@:CLOSECQUT:LOAD"SCOOBYL.BIN®,&5DC
20 FOR X=&50@ TO &5D4:POKE X,A:NEXT:POKE &5EC,&C3:POKE %648,4%C3:CALL &3D0
30 DATA &@E,&27,&CD,&CE,%BC

61



dshire.
TOMAHAWK Courtesy Jim Westoby, Potters Bar, Hertfor

{1)

(2)
(3

19 MEMORY &3FFF:LOAD "TLOADO?

Wh carrying out the following instructions the‘TOMAHAWK tape
en A ’
oved. . :
;E:U%%AEEEAgeaEd use TRANS 1, ngmlgﬁntzﬁef;ii12&?22®g}0gram, It
i an
R?iitlggg %Egigégr~fiz§e é?sc, modify the code and re-save the
wi

modified file to disc as TLOADZL.

: 4QF4, &8B: POKE %4QF5, 858
POKE &40QF3, &DE: POKE & ,
%g SAVE “TLOAD@l",B,&4@@@,&13F,&4®®®

(5)

i - it
Reset the computer. Type in an@ RUN the following program
will save the second file to disc:

1 FOR L=8BF@ TO &BF30:READ V:POKE L,V:NEXT L
3¢ RUN "TLOAD@1"

100
110
120
130
140

(6)

0,00
,&4C,&4F,&41,&44,&31,&3 , c
gﬁ¥2 igg,&37,&BD,&21,&FF,&AB,&ll,&4®,§gg,§gg,ig%,igl
DATA &@6,&@7,&21,&@0,&BF,&11,&@@,&2@, E’&gz,&CD'&Qs
DATA &SE,&SF,&11,&@@,&@2,&01,&BE,&SF,&S , , ,
DATA &BC,&CD,&SF,&BC,&C7

R t the computer Type in and RUN the following program which
se . y nd &
w?ll save the third file to disc:

: “TLOAD1@" : | TAPE
LS: MEMORY &3F8D:LOAD "T .
ég gOKE &3FBF, &C3: POKE &3FC®,&§.PO§EL&3E§%X%BE
40 FOR L=&BF@0 TO &BF3@:READ V:POK , Ve
5 CALL &3F8E

102
11e
120
139
140

(7)

2,800
,&48,&41,&57,&4B,&3®,&® , c
gi?ﬁ ggg,&37,&BD,&Zl,&FF,&AB,&ll,&4®,§%%,igg,ig%,igl
DATA &@6,&@6,&21,&@@,&BF,&11,&@0,&20,&3E,&wz,&CD,&QS
DATA &SE,&BF,&11,&76,&30.&01,&8E,&3F, s , ,
DATA &BC,&CD,&SF,&BC,&C7

. <ch
R t the computer Type in and RUN the following program whic
ese .

will save the fourth file to disc:

1p MODE ©:MEMORY &3F8D: LOAD “TL%%&%?;TLTAPE

2@ FOR L=&3FB2 TO &3?%1;22%? tép.

3% POKE &3FDE, &22:P0 » &E )

gg EOR L=&RFQO® TO &BF58:READ V:POKE L, V:NEXT L
60 CALL &3FBE

100
110
120
139
149
159
160
179

(8)

&ES, &06

F O 46, 841,857, &4B, &31, 800, &00, 8C5, &DS, &2,
Bigi iaé:§21,&90,&BF,&11,&00,&C@,&CD,§%€,:%g,igi,igé
DATA &Cl,&3E,&®2,&CD,&98,&BC,&CD,&BF,&BQ,&CD,&37,&BD
D oAb a11,400,852, K01, 840, K02, &ED, &8O, 00, (0 oy
D AoB, 407,811,842, 800, 621, &FF, 4B, 8D, KOR, 00, (op
D o0, 501,811,460, kA5, 801,800, BOL, &CD, 805, 500, Lo
D a2z 532,825, LB, 421,800, £C0, 411,800, 840, 825,
DATA &@@,&CD,&@B,&BF,&C7

T in and save as TOMAHAWK the following loader program:
vpe in @ save

1% MODE ©:MEMORY &3F8D:LOAD THAWK®" : CALL &3FB8E
2 S THAWK? " il aBFOS
¥ %SQDL:ESFQQ 7O &BF3B:READ V:POKE L, V:NEXT gé;AégF&gll
100 DATA &54 o4B 541,857, 54B, 531,506, 806,821,800, BBE,
190 DaTA b £.C0, 8Ch, 877, &DC, 121,800,801, &CD, 883, BRL, o
11?2@ DATA &mﬁ&Bc,&cu,&m,&Bg,g?,%%,%g,i%,&w, 460, 160
o EAp, 8oL &ED, &BE, 621, BIF, 882,511,820, BER L0
iig Bﬁ?i &A@,&@2,&ED,&B@,&BE,&CQ,&JZ,&@0,&98,&C3,&0®

€9)

You may now ERAse TLOADQQ,BIN/TLOADﬂl.BIN/TLOADl@.BIN.

Xz

CRAZY GOLF
DEFAULT all
CRAZYGOL.BAS
12 MODE 1
SO LOAD"LOGO":CLS:CALL &9640
188 LOAD"CODE"

110 RUN"GOLF"

four - programs :and :make.‘the following changes to

FRUIT MACHINE

DEFAULT all three programs. Do not RELOCATE the third.
following change to the second program

Make the
8820 ADDRESS=HIMEM+ (8%9&)+1:L0OAD"DATA" ,ADDRESS

BRIDGE IT

DEFAULT all three programs and RELDOCATE the
following change to the first program

third. Make the
887 LOAD"T":LOAD"PIC":CALL &&666F:M1=1

ANIMATED STRIP POKER
DEFAULT all programs(3)
changes to ANIMSTRI.BAS
190 POKE &BDEE,&C?

20 RUN"POKERBAS"

Make the following changes to POKERBAS.BAS
2 MEMORY 28699:L0AD"CODEDATA":CLEAR:CALL &4976
3 POKE &B294,91:POKE &B296,%D8:POKE &B297,8%A6:60T0 100

Not 664/6128
and RELOCATE the third. Make

the following

SCREEN DESIGNER

Use TRANS 1 AUTD to transfer the first program only then type in and

run the following program which will load the next part and save {t
to disc

1@ FOR X=%8000 TO %800A

20 READ A:POKE X,A:NEXT

38 CALL %8000

40 SAVE"DESIGNER",B,%BBS,451BD,&FA9

S@ DATA &3E,%Ab,%21,&B8,&B,&11,&BD,&51,&C3, &A1, &BC

Now type in and SAVE as DESIGNER.BAS the following loader program
10 OPENOUT"DUM":MEMORY &BB7:CLOSEODOUT

20 LOAD"SCREENDE.BIN"

30 LOAD"DESIGNER.BIN"

40 CALL &SEDC

CONFUZION

Use TRANS 2 AUTDO and make the following changes to CONFUZIO.BAS
DELETE 10310

10320 RUN"SPEEDMAS"

Add the following line to SPEEDMAS.BAS
2 LOAD"CONFUZE.BIN"

Type in the following program

10 FOR X=&2000 TO &200A:READ A:POKE X,A:NEXT

20 CALL &2000:SAVE"CONFUZE",B,&3000,%5880

30 DATA &21,0,430,%11,%80,%68,%3E,49B8,4C3,%A1 ,&BC

Rewind the tape and run this program which will transfer the middle
block to disc. ’

ADMIRAL GRAFSPEE

Use TRANS 2 AUTO. Make the following change to GRAFSPEE.BAS
340 RUN"GAME"

Make the following change to GAME.BAS
REMOVE MEMORY 43700 FROM LINE S



ALIEN B
Use TRANS 2 AUTD. Type in. the following loader program and:  SAVE © as
ALIEN.BAS

19 MEMORY X&1FFF

20 LOAD"ALIEN.BIN" :

I0 POKE &1131,1:P0OKE %1090,48:POKE %113E,&C3

490 CALL %1104:CLOSEIN:CALL %1141

PYJAMARAMA
Non HYPERLOAD version. CLEAR first two programs. RENAME third PYJAMA

and RELOCATE it. Type in and SAVE as PYJAMA.BAS the following loader
program

19 MEMORY &1FFF:LOAD"PYJAMA.BIN"

20 CALL &1E79:CALL %2000

DUNGEON ADVENTURE
DEFAULT first program. DEFAULT and RELOCATE the second. Make the
following changes to the first
11® SYMBOL AFTER 256:MEMORY %2AEE
120 LOAD"ADVENTUR"

125 ITAPE
126 CALL &2AEF
130 CALL &3000

DETECTIVE
DEFAULT all four programs then type in and run the following program

1@ MEMORY &BEBS:LOAD"DETCODE",%BEB&

20 POKE &BEB7,%CE:POKE &%BEBB,&%BE

30 POKE &BEBA,&FC:POKE %BEBB,&%F

40 POKE &BEC3,%A6:POKE &BEC4,%91

50 POKE &BEC6,&FC:POKE %8BEC7,%%9F

60 POKE &%948BA,%94:POKE &984F ,&94:P0OKE &9492,%94
7@ SAVE"DETCODE",B,%BEB6,%64A

Make the following changes to DETECTIVE.BAS
Line 19880 change MEMORY statement to &8EBS

" LOAD " " "DETCODE"
" " " RUN " " "DETGAME"
" " »  CcALL " " WBEB6
N 1090 " the %A400 to &9EFC

Make the following changes to DETGAME.BAS
Line 20050 change POKE %BD2D,%A4 TO POKE &BD2D, %94
" 20060 BA!=%9EFC:NORM=%B8EB6&: PROP=&BEC2: CALL NORM

BLAGGER
CLEAR first program. RENAME second BLAGGER and DEFAULT third. Run

game with RUN"BLAGGER"

STAR COMMAND

DEFAULT both programs and make the following changes to the first
10 MEMORY 16383

20 LOAD"STARCODE"

VAMPIRE KILLER .
DEFAULT all programs. Do not RELOCATE OWIDGWAF.BIN.:@ Make the

following changes to the first program
280 INK 1,0:INK 3,26:INK Q0,1

290 LDAD“WAMPIREP.BIN“ P
300 CLEAR:SYMBOL AFTER 124:LO0AD"OWIDGWAF",41692

310 RUN"VAMPIREK.BAS" k

B =

Eé; gun TRQNSMAT and use TRANS 4

sme the files KENTILLA, KENT
23) Remes oE f T@, KENT1 and KENT2,
5 € computer but DO NOT MOVE TAPE.

T . -
YpPe 1n and run the following Program which will transf

last file to disc:

18 CLgS ’

2@ FOR L=&BF@@ TO &BFOE:RE V:POKE L, V:NEXT L:CALL &BFg@

30 SAVE "KENT3", B, &CF74, &1C98

100 DATA &21,&7A,&CF,&11,&98,&1C,&3E,&2C,&CD,&A1 &BC, &D2, &20

110 DATA %00, &C9

(5) Reset the computer.
(8) Alter the Programs as follows -

KENTILLA. BAS: 7@ LOAD "KENTZ", &Co00
89 RUN - "
KENT1. BAS: KENTT

20 RESTORE 3@:FOR L=4BF@Q T
. = O &BFQE:READ V:p :
30 DATA &CD,&B?,&BD,&ZI,&7A,&CF,&11,&7A,&8F?251F&35Ngfg'EED

31 DATA &B@,&C9

KENT2.BAS: 7000 REM MEMORY 36698
7001 LOAD "KFNT&":MEMORY 36698:CALL &BFog

7 .
(7) ERAse all BaAK files and play the game by running "KENTILLA"

JACK THE NIPPER. Courtesy of -Jim Westoby, Potters Bar, Hert

(1) Type in and RUN the following program. It will transf |
It sfer

the screen and Eame to disc automatically:

10 MODE 1:MEMORY &9FFF: ' TAPE: "
. ‘L “
20 gggEI&A®58,&B:POKE &@59,&BFOAD !
=&BFO0 TO &BF6E: : .

30 IOR I=tbro E:READ V$:POKE I,VAL(“&"+V$):NEXT
100 DATA 6E, 69,70, 30, 6E, 69 7

169,70, 30, 6K, 69, 70, 31, 21, FF, 9
12 ,21,FF,9F, 11, FF,
123 gﬁ: Sg,gg,gg,m,zal.?mzn,49,21,@@,@@,11,@@ 33'3%'%
120 DAt ZI,FF,AB,D@,c1,ED,49,D9,@8,F1,®B,GE,®7'11'4@'@@
140 DATH oo 57+AB,CD,C3,BC, 06,064,210, BF, 1100, Cp. On. oo
150 DATA 8Fch:zs'gg'éi’gg'gg'?i'gg'gﬁ'aE'gz'CD:QS:BC:CD
168 DATA 11,@@,A@,@l,@@,QQ:BEZQZ:CDZSSZSg:gglgg'gé'gglgl

(2) Finally type in and save the tollowing loader Program:

10 BORDER @:MODE 1:INK 0,2:0NK 1,26:INK 2,14:INK 3,18

i

€

20 =
FOR I=&BF@@ TO &BFl4 READ V$:POKE I,VAL(”&"+V$):NEXT:CALL &BF¢

3¢ LOAD"NIPg"

40 FOR I1=&BF2@ TO &BF2B:READ V$:POKE I,VAL("&“+V$):NEXT:CALL &BF
ED

12 DATA AQ,CD,77,BC;21,@@,01,CD,83,BC,CD,7A,BC F3 21’09

)

13@ DATA @],11,0@.@@,@1,QQ.AQ,ED,B@,@S,F5,D9 C5,D9,C3,01

59



-

GLIDER RIDER 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: .

10 !TAPE. IN:MEMORY &3FFF:LOAD"!", &A0QO: POKE &AOZB, &CH:CALL &ASOD

20 SAVE"GLIDERl“,B,&400Q,&2828

30 POKE &41AB, &C3:POKE &41AC,2:POKE &41AD, &A1l

49 FOR X=&A10¢ TO &Al41

5@ READ A$:POKE X,VAL("&"+AS$) :NEXT

60 CALL &4000

7@ DATA F3,B7,08,01,88,7F,ED, 49,D9,CD, 44,90, D8, CB,D1,ED

80 DATA 48,D9,21,FF,B0, 11, 49, 080,0E, 27, CD, CE, BC, 21, 3B, Al

9@ DATA 06,07,11,08,04,D5,CD,8C,BC,E1,11,00, 8C, 44,4D, 3E

16¢ DATA ©2,CD,98,BC,CD,8F,BC,F3,C3,00,04,47, 4C, 49,44,45

119 DATA 52,32

(2) Now type .in the following loader program end save as GLIDER:
19 MEMORY &3FFF:LOAD"GLIDER1:POKE &4011, &C9:CALL &4000
20 RUN"GLIDER2

THE _EXPERIENCE Courtesy Jim Westoby, Potters Bar, Hertfordshire.

(1) Run TRANSMAT and use deprotection pokes.
(2) Use TRANS 1 end name the file ELOAD@J.
(3) DO NOT MOVE THE TAPE

(4) Type in and run the following program:
1¢ MEMORY &3FFF:LOAD “"ELOADOO™

20 FOR L=%5000 TO &50B0:READ V$:POKE L,VAL("&"+V$):NEXT L:CALL &5020,

3@ SaVE "ELOAD@1",B, &4000,&720, &41D8
19¢ DATA C5,D5,E5,21,00, 40,11,00, 60,921,990, 10,ED,BJ,E1,D1
119 DATA C1,C9,00,00,00,00,00,20,00,00,00,00,00, 00,00,
128 DaTs CD,00,50,F5,3E,C9,32,30,60,F1,CD, 05, 60, 00,00, 20
139 DATA CD, 99, 52,F5,3E,C9,32, 4D, 60,F1,CD, 30, 62, 00,920,900
14¢ DATA CD,0@, 59,F5, 3E,C9,32,B0,60,F1,CD, 4D, 60, 90,20, 20
150 DATA CD,00¢, 59,F5, 3E,C9,32,E5,60,F1,CD, BD, 60, 00,090, 29
160 DATa CD,©02,50,F5,3E, C9,32,03,61,F1,CD,Eb, 60,00, 00,22
17 DATA CD,00,59,¥5,3E,C9,32,39,61,F1,CD,03,61,90, 00, 20
“ATA CD, 00, 50,F5,3E,C9,32,69,61,F1,CD,39,61,00,00, 00
.. .aTA CD,02,50,F5,3E,C9,32,B6,61,F1,CD,69,61,00,00,00
202 DATA CD,9D, 50,F5, 3E, C9, 32, D8 61,F1,CD,B6,61,00,08, 00
210 DATA C8 4

(5) Type in and RUN the following program which transfer the screen
end program code to disc.

10 MEMORY &3FFF:LOAD "ELOAD@1'

20 POKE &4319,&C3:POKE &431A,&8:POKE &431B, &BF

3¢ FOR L-=&BF@® TO &BF58:READ V$:POKE L,VAL("&"+V3$):NEXT L

40 CALL &41D8

19000 DATA 45,58, 50,45, 52, 20,909,900, CD, 37, BD,QE, 97, 11, 49, 20

191® DATA 21,FF, AB,CD, CE, BC, 3E, 30, 32,05,BF, 06,06, 11,09, 80

ip2¢ DATA 21,00,BF,CD,8C,BC,21,99,C0,11,00, 49,01,00, 90, 3E

1932 DATA @2,CD,98,BC,CD,8F,BC,3E,31,32,05,BF,06,06, 11,90

1943 DATA 82, 21,00,BF,CD, 8C, BC,21, 40,00, 11,00, 75,01, 2C, 1F

195 DaTA 3E,@2,CD.98,BC,CD, 8F,BC, C7

(6) Finally type in and save as EXPER the following loader progream
19 MODE 1:BORDER 26:FOR I=9 TO 15:INK I,26:NEXT I

29 LOAD "EXPERG":FOR 1= TO 15:READ V:1INK 1,V:NEXT I

3¢ RUN "EXPER1™ .

102 DaTs ©,26,24,6,,0,0,0,0,0,0,9,9,0,0,2,9

58

Non HYPERLOAD version. CLEAR the first program and RENAME the secor
MINER, do not RELOCATE it. Type in the following loader program ar
save 1t as MINER.BAS

10 MEMORY &4500:L0AD"MINOR.BIN":CALL &6ESC

ROLAND_AHOY

CLEAR the firts program and RENAME the second AHOY. Load progri
with RUN"AHOY"

THE ROCKY HORROR SHOW Not 664/6128

Use TRANS 2 AUTOD then make the following changes to RDCKYHDR BAS
120 LDAD"A"

140 FOR X=kACBO TO &ACD2:READ A

150 POKE X,A:NEXT

168 CALL &ACBD

178 DATA &11,0,0,&21,480,4B8,%E,7,4CD,&CE,&BC,6,1,&21 ,&D2,&AC,&CD,
&77,4BC,%&21,%40,0,%CD,&B3,4&BC,&CD,&7A ,&BC,&CD,&%A7 ,&BC,&C3,&5A, %97,
%42
DELETE 1000-1120
Type in the following program which will transfer the main progri
onto a spare tape. Use TRANSMAT to transfer to disc but do n«¢
RELOCATE it.

10 | TAPE:SPEED WRITE 1
20 FOR X=&ACBO® TO &ACF2:READ A:POKE X,A:NEXT:CALL &ACB®@
30 DATA &21.%40,0,1,%CO0,&AB,&CS5S,&E5,&21,0,9,43D,4%54 ,%AF ,&ED, %42

40 DATA &38,2,459,&50,%E1,&ES,&DS5S, &CD, &A1 ,&BC,&C) \&E) ,9,%EB,&E}

S@ DATA &ED,&42,&4D,&44 ,&EB,&20,%E0,6,1,&21 ,&F2,&AC,&CD,&8C,&BC
5@ DATA &21,%40,0,%11,&C0,&AB,1,45A,&97 ,&3E,2,4&CD,&%98,4BC, &CD , &BF
70 DATA &BC,&C3,45A,k97,&42

MINDER

CLEAR the first program and DEFAULT the second. Type in and run ti
following program which will convert the file type on disc

12 FOR X=&Ab61D TO &AL50

20 READ A:POKE X,A1NEXTiCALL &A610

32 DATA 6,%A,%11,0,%C0,&21,&47 ,%A6,&CD,&77,&BC,&21,0,1,%CD, %8B0, &BC
40 DATA &D4,&2B,4A6,%77,8%23,418B,4F6,&FE &1A,&CB,6,4A,&21 ,%47 , &AL
50 DATA &CD,&BC,&BC,&21,0,1,&11,5, &AS 1,3,1,&3E, 2 &CD &98 &BC, &CD
60 DATA &BF,&BC,&C3,3,1,%4D,449,%4E,%44, &45 &52, &ZE L42,549, &4E
Now ERA MINDER. BAK

COLOSSAL ADVENTURE
DEFAULT first program and RELOCATE the second. Make the followi
changes to the first
DELETE 10@
120 LOAD"ADVENTUR": i TAPE:CALL &2AEF

SIR LANCELOT

Type in and run the following program which will transfer t
program to disc without the need for TRANSMAT

12 TAPE. IN:MEMORY &3000

20 LOAD" !LDADER":POKE &3IAC6,&CT:CALL &3A98

30 POKE &90AB,&C%

40 SAVE"LANCELOT",B,&4268,45208,4%7718

SNOWBALL

DEFAULT #first program and RELOCATE the second. Make the followi
changes to the first .

DELETE 7@

9@ LOAD"ADVENTUR": | TAPE:CALL &2AEF
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DEFEND OR DIE |

ENAME first program DEFENDER and DEFAULT the last two. Make . the
ollowing change to DEFENDER.BAS

12 RUN"DEFENDOR"

50 P=PEEK (&AS00-1284+ (ASC(MID$ (M3 ,N,1))~32)%8+T)

DUN DARACH

EFAULT both programs. Type in the following loader program and save
as DUNDARAC.BAS

OPENOUT"DUM": MEMDRY &%E%:CLOSECUT

LOAD"DUNDARAC.BIN":POKE &148D,&C3:CALL %1439

FOR X=490@ TO &9@D:READ A:POKE X,A:NEXT

LOAD"DUNP": | TAPE: CALL &%00

DATA &21,%19,%A2,%11,&D1,%AD,1,&30,&98,%&ED, &B8,&C3, %A, &5A

8800868

GILLIGANS GOLD

ype in the following program which will load the game

@ FOR X=.6000 TO &600A:READ A:POKE X,A:NEXT:CALL &6000

® DATA &11,0,%FF,&21,0,1,&3E,&47,&C3,&A1,&BC

ave the game to disc with SAVE"GILLIGAN",B,&100,&5F00,%5000

WAY OF THE EXPLODING FIST

ransfer the first program only and RELDOCATE 1it. Type in the
ollowing program and run it. It will transfer the rest of the
rogram to disc

FOR X=&AD00Q TO &ABL7

READ A:POKE X,A:NEXT:CALL &AD0Q

DATA &21,%00,%C0,%11,%00,%40,&3E,%16,&CD,&A1.4&BC,&21,%00,%40,%11
DATA &00,%40,%3E,%16,%CD,&A1,4%BC,&21,%00,4%B80,%11,4%50,&14,&3E,%&16
DATA &CD,%&Al,%BC,%21,%40,%00,%11 ,&BF ,&3F ,&3E,&%16,%CD,&A1 ,&BC, &@6
DATA &@5,%21,%5E,%AD,&CD,&8C,&BC,%21,%00,%C0,%&11,%00,%40,%01 , %00
DATA %00,%3E,&02,%&CD,%&98,&BC,&CD,4%BF ,&%BC,&06,&05,&21 ,%63,%A0,&CD
DATA &8C,&BC,%21,%40,%20,%11,%0F ,&94,%&01 ,&57,%2D, &3E,%02,&CD, %98
DATA &BC,&C3,&BF ,&BC,&46,&49,&53,%54,4%31 ,%46,%49,&53 ,454,&32
w type in the following loader program and save it as FIST.BAS
MODE @:FOR X=@ TO 15:READ A:INK X,A:NEXT:BORDER @
LOAD"FIST.BIN":LOAD"FIST1" )

FOR X=%AS55B TO &AS73:READ A:POKE X,A:NEXT

POKE &AS580,&73:CALL &ASS5SB

DATA %02.%19,%14,%06,%1A,%00,%05,%08,5%0A,80C, %19, %0F ,&07, %11
DATA &09,%03,%06,%05,%21,%6F ,&AS,4&CD, &77,4%BC, &21,%40,%00,%CD
DATA &B3,&BC,%CD,%7A,&BC,&C3,&74 ,&A5,%46,%49,853,854,432

90080 AEN

DANGER MOUSE Not 664/6128

ind the tape to the start of the second block. Type 1in the
Qllowing program which will load the program and save it onto a
pare tape. bse TRANSMAT to transfer onto disc but do not RELOCATE
t. :
{TAPE: SPEED WRITE 1

EOR X=4AB@O TO &AB2C:READ A:POKE X,A:NEXT

CALL XABO@

DATA &3E,&16,%21,%00,%01,%11,%00,%A7,&CD, &A1 ,&BC,&06,%06,%21,427
DATA &AB,&CD,&8C,&BC,%21,%20,%21,%11,%00,%A7 ,4%21 ,%00,%01 ,43E,%02
DATA &CD,&98,%BC,%&CD,&8F ,&BC,&C3, %00, %01 ,%44,4%4D, &4F ,&55,453,%45

888686

WILD BUNCH Not 664/6128
EFAULT both programs and make the following change to WILDBUNC.BAS
8@ SYMBOL AFTER 250:POKE &BO90,%AB:RUN"PROGRAM"

10

SPELLBOUND 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.

(1) Use TRANS 1 AUTO:
(2) Reset computer and load "SPELLBOU" from disc.
(3) Replace line 20 with:-

20 LOAD"SPELL2":LOAD"SPELL3":CALL &BECO

(4) Delete line 100

(5) SAVE "SPELL"

(6) Type as a direct command LOAD"!",&BEC#. Press enter and tne
tape will start. N

(7) As a direct command type:-

POKE &BEC3,&F5:POKE &BEC4, &BE:POKE &BEFQ, &44:POKE &BEDS, 6 : POKE
&BEF6, 10: POKE &BEF7,&BF (Press enter)

(8) SAVE"SPELL2", B, &BEC@, &55

(9) USE TRANS 1 AND RENAME "SPELL3"

(1%)Reset the computer and type 1in and run the following program
which will transfer the final file automatically:-

10 FOR X=&BFO@ TO &BF44

20 READ A$:POKE X, VAL("&"+A$):NEXT

3¢ CALL &BF0Q

4¢ DATA CD, 37,BD, 3E, 44,CD, 6B, BC, 06,02, 11,99,91, D5, CD, 77
5@ DATA BC,E1,CD,83,BC,CD, 7A,BC, 21, FF; AB, 11, 40, 90, 9E, @7
60 DATA CD,CE,BC, 21, 3F, BF,06,06,11, 09,01, D5, CD, 8C, BC,E1
79 DATA 11,1D,9B,91,93,@C, 3E, @2, CD, 98, BC, GD, 8F, BC, C9, 53
80 DATA 5@, 45, 4C, 4C, 34

Now run the game with RUN"SPELL"
If you understand the disc system and can use the sector editor in
ODDJOB or DEDIT in UTOPIA here 1is 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 &@2: Edit Byte &43 to &13
Don't forget to write the alterations back to disec.

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.
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TRAILBLAZER Courtesy of Jim Westoby, Potters Bar, Hertfordshire.

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

1@ MODE @:MEMORY &1FFF: |TAPE:LOAD "!™

29 POKE &2061,&C3:POKE &2062, &52:POKE &2063,4A0:POKE &2074, &C6

3¢ POKE &207E,&C3:POKE &207F, &74:POKE &2080, &AG

40 FOR L=&AZ0P TO &AP93:READ V:POKE L, V:NEXT L:CALL %2000

1000 DATA &54,%&52,%41,&49,&4C,&78, &01, &0, &F6, &ED, %49, &E1,&22, &FE &BF, &D9
101¢ DATA &C1,&D9,&F1, &08, 421,480, &7F, &ED, &49,&21, &0, &80, &11, &30, 800, &01
1020 DATA &40, &B0, &ED, kB0, &D9, &ED, &49, &D9, &31, &FE, &BF, &0, &07, &11, &40, &0
1¢3@ DATA &21,&FF,&AB, &CD, &CE, &BC, &C9, &D5, &E5, &06, &06,&21, &00, &40, &11, &00
1040 DATA &9@,&CD,&8C, &BC,&E1,&D1, &01, &80, &20, &3E, &02, &CD, &98, &BC, &CD, &8F
1250 DATA &BC, &C9,&CD, &95, &80, &CD, &26, &AQ, &3E, &30, &32, &05, &AQ, &21, &2, &CO
1060 DATA &11,%00,%&40,&CD,&37,&A0, &3E, &00, &32,&61, &20, &32, &62, &20, &32, &63
107¢ DATA %20,84C3, &80, &20, &CD, &06, &AD, &3E, &31, &32, &05, &40, &21, &00, &84, &11
1080 DATA &80, &B82,&CD, &37, &AQ, &3E, &32, &32, &05, &AQ, &21, &80, &C6, &11, &80, &39
1998 DATA &CD,&37, &AQ, &C7

(2) Reset the computer. Type in and save as TBLAZER the following
loaeder program:

:DUT “D":MEMORY &3FF:CLOSEOUT

3¢ ,ER @:“7DE @:FOR I=0 TO 15:READ V:INK I,V:NEXT I

LO&L "TRALILO":LOAD "TRAIL1"

FOR I=0 TO 15:INK I,@:NEXT I:LOAD "TRAILZ"
7? FOR L=&COQ® TO &CP11:READ V:POKE L, V:NEXT L:CALL &COQ00
1¢w DATA ©,13,26,12,24,9,18,15,20,1,0,14,4,8,3,86
i DATA &FS,&21,&80,&C6,&11,&80,&86,&01,&8@,&39,&ED,&B0
210 DATA &31,&00, &24, &C3, &00, &04

ROCK ANDL HWRESTLE Courtesy of H.E.HAXWELL MCD, Hatfield, Herts.

(1) Fully rewind geme tape.
(2) Place formatted disc with at _least 65K free into disc drive.
(2) Type in and run the follow;ng*éASIC program.

18 {TAPE. IN:MEMORY &9000:LOAD"!

20 POKE &9F33,&C9:CALL &9F15

30 SAVE"ROCK1",B, &C800, &4000

4@ SAVE"ROCK2",B, &1990, &BFOQ

5@ POKE &9F43, &40:POKE &9F4A, &C9:CALL &9F40
6@ SAVE"ROCK3",B, &4000, &2E19

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

1¢ MODE ©:BORDER ©@:FOR X=0 TO 15:READ I:INK X, I:NEXT

29 LOAD"ROCK1

39 FOR X=&BF@® TO &BF32:READ A$:POKE X, VAL("&"+AS$):NEXT
40 CALL &BFO©

5¢ FOR X=@ TO 15:INK X,3:NEXT:CALL &BF13

60 DATA 1,0,26,17,13,24,2,8,7,25,18,16,21,3,14,6

70 D&TA 21, 2E,BF,96,085,11,00,10,CD,77,BC,EB,CD, 83,BC,CD
80 DaTA 74,BC,C9,3E,33,32,32,BF,21,2E,BF,06,05,11,00,Co
99 DaTA D5,CD,77,BC,E1,CD,83,BC,CD, 7A,BC,C3,00, EE, 52, 4F
100 DATA 43, 4B, 32

56

MODN_BUGGY
Type in and run the following program and play the tape. It wil!
load the program and save it onto a spare tape in the normal 4ormah
You can then use TRANSMAT on it to RELOCATE {t.

10 (TAPE:MEMORY &2FFF:LOAD"1" ,&3000:POKE &3ID4E,%C9
20 CALL 3000

30 SAVE "MDONBUGGY" , %5000 ,%56000,%7B00

ERIK THE VIKING

Use TRANS 3 AUTO and make the following changes to ERIK BAS

195 LOAD"FIRSTBIT"

335 POKE &9210,&B7:POKE 49218,4B7:FOR X=374@1 TO 3I742B:READ A1POKE
X, A:NEXT

582 DATA &21,%2E,&B7,%11,&39,4A7,%06,%R7,4%CD,%77,4BC,&EB,4CD,&B3,
&BC,&CD,&37,&BD, &C3,&00,48B,&4C,&41 ,&53,454 ,%42, %49, 454

JETBOOT JACK

DEFAULT all three programs and RELOCATE the third. Make the
following changes to JET.BAS

9® LDAD"BOOT"

620 FOR X=&2000 TO &2013:READ A:POKE X,A:NEXT:CALL &2000

630 LOAD"JACK": CALL ¥&446E

&40 CALL &208C:CALL %4800

650 DATA %11,400,430,%21,%400,%40,401 ,%080,&0E ,&ED,&B0O, LT, 411,400,
%40,8%21 ,%00,430,&18,&F2

EVERYONE 'S A WALLY

Type in and run the following program which will transfer the
program to disc without the need for TRANSMAT

10 MEMORY &1FFF: iTAPE. IN:LOAD""

20 FOR X=&2C0 TO &2FD:READ A:POKE X,A:NEXT

30 POKE &202F,&C0:POKE &2030,2:CALL &2000

49 DATA 6,6,%21,%F2,2,4CD,48C,4BC,4%21,0,%C0,4%11,0,%40,1,0,0,4%3E,%02
5@ DATA &CD,&98,&BC,&CD,&8F ,&BC,6,6,%21,4F8,2,%CD,&8BC,&BC,4%21,0,3
6@ DATA &11,%28,%A0,1,0,3,43E,2,4CD,%98,4BC,&CD,&8F ,&BC,&57 ,&41 ,&4C
70 DATA &4C,4&59,&31,457,%&41,%4C,%4C,459,432

Now tyoe in and save as WALLY.BAS the following loader program

1% MODE 2:INK @,8: INK 1,0: BORDER ©

20 DPENOUT"D":MEMORY &2FF

30 LOAD"WALLY1L1"

40 LOAD"WALLYZ":CALL &300

JUMPJET

Position the tape after the first program (Block 1 of JUMPJET) anc
type in and run the following program

120 I TAPE. IN:MEMORY &2BFF:L0AD"1":LOAD"!"
20 POKE &9@247,&C9:CALL &9000Q
30 SAVE"JUMPSCRN",B, &C000, %4000
40 POKE &9047,&21:CALL &9B47
S0 END
60 CALL &B8F%A
70 FOR X=&BF9A TD &BFA4:1PDKE X,D:NEXT
80 SAVE"JUMPJET",B,&2C00,&&FEA
When the program stops, use CAT to position the tape after block £
of the program BASIC and type GOTO 60. Use TRANSMAT to transfer the
program BASIC and make the following changes to it
1 BORDER ©:MODE @:FOR X=0 TO 15:READ A:INK X,A:NEXT:CLEAR:OPENOU"
"D":MEMORY &2BFD: CLOSEQUT: LOAD" JUMPSCRN" : LOAD"JUMPJET.BIN"....etrs
(rest of line)
S DATA 23,13,0,0,2,9,18,14,10,1,2,24,20,23,3,4
Now save it as JUMPJET.BAS
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RED ARROWS
Use TRANS 2 AUTO to transfer the first two parts then
run the following program to transfer the rest
1@ OPENDUT"D":MEMORY &FFF
20 FOR X=%1000 TO &%100A:READ A:POKE X,A:NEXT:CALL %1000
3@ SAVE"RED3",B,%1A00,%B8B00,%&8100
40 FOR X=431E9? TO &31FD:READ A:POKE X,A:NEXT
50 SAVE"RED2",B,&31E9,21
60 DATA &21,%&00,%1A,%11,%00,%8B,4%3E,&24,&C3,%A1,&BC
70 DATA 6,4,%21,%FA,1,&CD,&77 ,&BC,%21,0,%1A,&CD,4&83
80 DATA &BC,&C3,0,%81,&52,%45,%44,8&33
Now type in and save as REDARROW.BAS the following loader program
1@ OPENOUT"D":MEMORY &1C7

20 LOAD"REDARROW.BIN":LOAD"RED1":LDOAD"RED2" ,&1ET: CALL &&6BCF

type 1in and

INTERDICTOR PILOT

DEFAULT all three programs and RELOCATE the third. Type in and
as INTERDIC.BAS the following loader program
10 MEMORY &3FQO

2@ LOAD"INTERDIC.BIN":LOAD"PT2"
32 FOR X=&3FS@ TO &3FSD:READ A:POKE X,A:NEXT:CALL &3F37
40 DATA &21,%58,&3F ,%0E,&FF ,&C3,&16,4BD,&CD, &EC, &93,&C3, 400,499

save

EMERALD ISLE
Use TRANS 3 AUTO and make the following changes to ISLE.BAS
320 LOAD"FIRSTBIT"
600 POKE &9510,%B7
610 FOR X=49518 TO &9535:READ A:POKE X,A:NEXT
860 DATA &B7,%&06,%08,&21,%2E,&B7,&CD,%&77,%BC,%EB, &CD, %83 ,&BC, &CD,
&7A,&BC,%CD,&37 ,&BD, &C3,%00,%8B, %53 ,%45,%43,&4F , X4E , %44 , 42,449

ANDROID ONE :
Type in and run the following program which will transfer the
program to disc without the need for TRANSMAT
1@ (TAPE.IN:MEMORY &1327:LO0AD"!"
28 FOR X=%9DO@ TO &9D146:READ A:POKE X,A:NEXT:CALL %5D0O
30 SAVE"ANDROID",B,4&500,%97D0
4@ DATA &21,0,%40,%11,0,%40,4%3E,%FE,&CD,&A1,%BC,&21,0,5,%11,%D0, &97
580 DATA &3E,&FF,&CD,%&A1,%BC,&C9?
Now type in and save as ANDROID.BAS the following loader program
18 MEMORY &13FF:LO0AD"ANDROID.BIN",&1400
20 CALL &A142

If endless lives are required add 1S5 POKE &7391,0

FINDERS KEEPERS

Enter the following as a direct command

i TAPE: LOAD" | ": NEW
Now type in and run the following program which will
program to disc without the need for TRANSMAT

18 FOR X=42000 TO 42825:READ Ai1POKE X,A:NEXT:CALL 42000
20 iDISC:SAVE"FINDERS",B,2048,34000,2048
38 DATA 205,9,185,62,255,205,107,188,33,44,164,17,@,152,6,2,205,119
4@ DATA 188,33,0,8,205,131, 188,201

transfer the

PUNCHY

DEFAULT the first program. CLEAR the second and DEFAULT the
Make the following changes to PUNCHY.BAS )
DELETE 1-90

Then add
1@ MEMORY &1FFF

third.
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JANUARY 1987

ITNFORMATION EXCHANGE 15
TRANSMA'IT;E folloming inforsation is {c) GOLDMARK SYSTEMS (TIE)

VONE OF QYR ROUTINES SHQULD BE USED T INFRIKGE COPYRIGHT LANS

win use TRANS @ unless otherwise stated. CLEAR means
I e in whon TRANSMAT is waiting for a SAVE name. DEFAULT means
press ENTER when TRANSMAT is waiting for a SAVE name and RE
means press Y to the prompt LOCATION ERROR. RELOQATE (Y/N): chat
I1f the solution given below will not work then it is possible a
you have a different version to the onc tested.

1) Run TRANSMAT and use deprotection pokes. ]

22; TRANS 1, name the file MLOAD but DO EOT RELOCATE it.
R t the computer but DO NOT move the tapg. .

Ei; T;;Z in and run the following program which will transfer the
remainder of the game to disk.

10 MEMORY &44FF:LOAD "MLOAD", &4500

2% POKE &4554,&C3:POKE &4555, &24:POKE &4556, &BF

3@ CALL &BD37 . . )

4% FOR L=%A@0@ TO &A@OD:READ V$:PUKE L,VAL("&“+V$).NEXT L
5@ FOR L=&BF@@ TO &BF4E:READ V$:POKE L, VAL("&"+V$) :NEXT L .
8@ CALL &AQG0O0

190 DATA 21,@@,45,ll,@@,A5,®1,®®,®5,ED,B®,C3,®®,A5

110 DATA 4D,55,52,44,41,43,2®,C5,D5,E5,§2,®6,BF,®6,®7,11
120 DATA QQ,C@,ZI,QQ,BF,CD,BC,BC,El,Dl,Ll,BE,QZ,CD,98,BC
130 DATA CD,SF,BC,C9,CD,37,BD,®E,®7,11,4@,@@,21,FF,AB,CD
140 DATA CE,BC,BE,BQ,Ql,QQ,QQ,ll,®®,4®,21,®®,C@,CD,®7,BF
150 DATA BE,31,@1,4@,@0,ll,@Q,A5,21,4@,®®,CD,®7,BF,C7

(5) Reset the computer. Type 1in and save as MURDAC the following
loader program:

1% MODE 2:BORDER ©@:INK @,0:INK 1,26

2¢ LOAD "MURDACO”
3¢ RUN "MURDAC1”

LANDSCAPE  CREATOR.

1) R TRANSMAT and use TRANS 1 AUTO.

22; R:get the computer but do not move the LANPSCAPE tape. N

(3) Type in and run the following program which will transfer the
remainder of LANDSCAPE to disc:

19 |TAPE. IN . )

2@ FOR X=&BEC® TO &BECB:READ Y$:POKE X, VAL( "&"+Y$) :NEXT
30 DATA 21,@@,9@,ll,@@,13,3E,16,CD,A1,BC,C9

40 CALL BEC®:SAVE"LCODE", B, &6000, &4500

4) R t the computer. )
25; ngg LANDS.BAS and make the following change:

4 DIsC=1
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DAN DARE Courtesy of H.E.HAXWELL MCD, Hatfield, Hertfordshire.

Thi

auto-~run file.

10
20
30
490
50
60
79
80

5 routine will trensfer the side without the screen as one

MEMORY &SFFF:LOAD"!", &AQQQ

FOR X=&BEC® TO &BEFD

READ A$:POKE X, VAL("&"+A$) :NEXT

CALL &BECO

DATA 21, 40,92, 11, CO, A5, 3E, EF, CD, A1, BC,01,D9, 37,21, 40
DATA @@, 7E, A8,81,77,23,7C, FE, A7,20,F6,21,F7,BE, 06,07
DATA 11, 40,@9,D5,CD, 8BC, BC,E1, 11, C3, A5, 3E,©2,01, BC, 6E
DATA CD, 98, BC,CD,8F,BC,C9, 44, 41, 4E, 44, 41,52, 45

NUCLEAR HEIST Courtesy of Andy Todd, Grangemouth.

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

124¢ MODE 1:INK ©@,26:BORDER 26:INK 1,26:INK 2,24:INK 3,86:PAPER

1:CLS: INK ©,0:LOAD"HEISTSCR.BIN", &C000

SPACE HAWKS

Use TRANS 2 AUTO. Reset the computer. Load HAWKS.BAS and alter
the LOAD command in line 200@ to read LOAD"CODE.BIN"

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

Thi

10
20
39
49
50
690
79
80
90
100
110
120
130
140
150
160
179
180
199
200
210
220
239

s routine will transfer NIGHT GUNNER automatically.

MEMORY &3F@9@: DISC:FOR X=&BFO@ TO &BF3E

READ A$:POKE X, VAL("&"+A$):NEXT
SAVE"GUNNER", B, &BF00, &3F, &BFOQ

DATA 21,FF, AB, 11, 40,00,9E,07,CD, CE, BC,21,00,43,E5,11
DATA 8E, 3F, CD, 24, BF, CD, 8E, 3F, 3E, 32, 32, 3E, BF, 11, 49,01
DATA CD, 24, BF,C9,D5, 21, 38,BF,©06,@7, 11,09, C8,CD, 77,BC
DATA E1,CD, 83,BC,CD, 7A,BC, C9,47, 55, 4E, 4E, 45,52, 31
RESTORE 11@:FOR X=&9000 TO &90C2

READ A$:POKE X, VAL( "&"+A%) :NEXT

CALL &9000

DATA CD, 37,BD, 3E, 44, CD, 6B,BC, 06,00, 11,00, 48,CD, 77, BC
DATA EB,CD, 83, BC,CD, 7A, BC, 21, 3E, 40, 22, FF, 3F, 9E, FF, 0C
DaTA CD, 15, B9, D6, 89, 20, F8, B4, C4, 45, 90,21, 39, 98, 22, 38
DATA BD,21,C@,BE, 22,E3,BD, 21, 60,99, 11,C0,BE,01, 63,090
DATA ED, B@, C3, FF, 3F, 3D, 28,0C, 3E,BD, 32,61, 99,21, A9, 97
DATA 22,2C,99,C9, 3E,BB, 21, A5,97,22,2C, 99,32,61,90,CS
DATA CD, 88,98, 3E,CD, 21, CF,BE, 32,E0,00, 22,E1,00, C9, 21
DATA DF,BE, 22,1D, A4,21,F7,BE, 22,32, A4, 21, 43,00,C9,CD
DATA 8E, 3F,21,FF,BQ, 11, 40,00,0E,©7, CD, CE, BC, 21, 34, 23
DATA 11,8E, 3F,CD, @7, BF, C9,E3, 3E, 32,32,22,BF, 01, C0, 9E
DATA 11, 4@,01,CD,®7,BF,C9,C5,D5,21, 1C, BF, 36,07, CD, 8C
DATA BC,E1,D1,3E,©2,CD, 98, BC,CD, 8F,BC,C9, 47,55, 4E, 4E
DATA 45,52, 31
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NONTERRABUEDOUS )
Enter the following as a direct command: {TAPE. IN: LOAD" I "1 NEW
This will position the tape at the begining of the second program.
Now type in and run the following program which . will ¢transfer the
rest of the program to disc without the need for TRANSMAT
10 !TAPE. IN:OPENOUT"D":MEMORY 2999
20 LOAD™"!I",3000
39 MODE ©:CALL 3003,&FFFE, 16383
4@ SAVE"NONZ2",B,&C000,%4000
50 CALL 3003,40956,37000
60 SAVE"NON1",B,3957 ,37000
70 MODE ©@:CALL 3I003,&FFFE, 16383
80 SAVE'NON3",B,&CO00, %4000
Type in and save as NON.BAS the following loader program
12 MODE ©:BORDER 3:OPENOUT"D":MEMORY 2999
20 FOR X=0 TO 15:READ A:INK X,A:NEXT
30 LOAD"NONZ2"
40 FOR X=1 TO 2000:NEXT
5@ LOAD'"NON3"
6@ LOAD"NON1"
7@ CALL 4000
B® DATA @,13,26,12,24,9,18,10,20,1,2,11,4,8,3,6

ID GRAND PRIX 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

10 FOR X-&BEB® TO &BED7:READ A:POKE X,A:NEXT:CALL &BEBD
20 DATA &21,4%B8,%BE,&RE,&FD,&C3,%16,4BD,&0E, 407,411 ,440,400,%21 ,&4F
3B DATA &B1,&CD,&CE, &BC, %06, &0A,%21 ,&CE,&BE,%&11,%00,4&C0,4&CD,&77 ,&BC
40 DATA &21,%40,%00,4%CD,%&B0O,4&BC,&D4,&AB,&BE,&77,423,4&18,&F 6, &FE, &OF
50 DATA &CO,&E1,&CD,&7A,&BC,&21,&CE,&BE,&06,%0A,&CD,&BC,&BC,&21,%&40
60 DATA &0O,&11,&BC,&A6,&01,%6B,%41,4%3E,%02,4%CD,&98,&BC,&CD, &8F , &BC
70 DATA &C3I,&5B,%41,%47,452,441 ,%4E,&44,431 ,&2E,%42,%49 ,&%4E
Reset the computer and type in and save as GRAND.BAS the following
loader program

190 FOR X=&BEBO® TO &BEBB:READ A:POKE X,A:NEXT:CALL &BEB®
20 DATA &21,%4F,%B1,&CD,&CE, &BC,&06,%09,&21,%A6,%BE,&CD,&77,&BC, &EB
30 DATA &CD,&BI,&BC,&CD,&7A,&BC,&21,%9E,&BE,&22,&%BD,&01 ,&C3, &40, &00
40 DATA &21,%AF,%BE,&06,%0A,4C3, %77 ,%BC,%47,452,%41,%4E,%44 ,42E,%42
50 DATA &49,%4E,&47,&52,%41,%4E,%44,&31,%2E,%42,%49 ,&%4E

CODENAME MAT II All CPC's

Use TRANS 3. RENAME the first program MAT, the second MAT1 and the
third MAT2Z and RELOCATE it. Make the following change to MAT.BAS

140 RUN"MATL"

Make the following change to MAT1.BAS

1 SYMBOL AFTER 256:SPEED WRITE 1:MEMORY 4607:L0AD"MAT2" ,&F4C:MODE 1:
CALL &FA4C:CALL 33915

SORCERY For 664/612B. Flash Load version.
Use TRANS 1 AUTD to transfer the first program. Reset the computer
and load S0ORCERY.BAS. Type in the following as a direct command

POKE &AEB1,&5F: POKE &AEB2,%1:POKE &238,0:POKE &23A,@:POKE &2BC,&FB:
POKE &2BD,&C%?: | TAPE: SPEED WRITE 1:RUN

Play the rest of the tape and when finished insert a blank tape and

type SAVE"SORCERY",B,5DC,AS524,&5DC. Use TRANSMAT to RELOCATE this
code and ERA SORCERY.BAS
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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
10 !TAPE.IN:FOR %X=1000 TO 1@11:READ A:POKE X,A:NEXT:CALL 1000
280 CALL &395F:POKE &3975,%C3:POKE &3976,%BC:POKE &3977,&39
30 SAVE"SCREEN",B,&395F,&1000: SAVE"GAME" ,B,&495F , %4227
40 DATA 33,95,57,17,0,16,62,1,2085,161,188,201
Reset the computer and type in and save as FREEZE.BAS the +following
loader program
1@ MEMORY &39SE:LOAD"SCREEN.BIN":CALL &395F
20 LOAD"GAME.BIN":CALL &BC3E:CALL &7EQE:CALL &7D1A:CALL &B27F

WILD BUNCH For 664/6128

DEFAULT both programs and make the following change to WILDBUNC.BAS
280 SYMBOL AFTER 25@:FOR X=4BEB@ TO &BEBC:READ A:POKE X,A:NEXT

290 1F PEEK (&BDS2)=2 THEN POKE &BEBA,&7D

300 CALL %BEB®@, "PROGRAM"

310 DATA &DD,&56E ,%00,&DD, %b66,%01 ,446,%23,%7E, %23, &66,&6F , &CD

320 DATA &77,&BC,&C5,%EB,&CD,&83,&BC,&CD,&7A,&BC,&D1,&2A, k&4

330 DATA &AE ,&23,%19,%22 &%b&6,%AE,&22,4%68,%AE,&22,%6A, %AE, &22

340 DATA &6C,&AE,&3E,&AB,&32,%74,%B0,&21 ,%B6&,4%BE, %0E,&FD, &C3

341 DATA &16,&%BD,&%&21,%BC,%BE,%C3,&%78,%EA,Q

BRIDGE PLAYER For 664/s6128B

CLEAR first program and DEFAULT second. Type in and ‘save as
BRIDGE.BAS the following loader program

10 SYMBOL AFTER 25@:FOR X=%BEBSB® TO &BEBC:READ A:POKE X,A:NEXT
20 1F PEEK (%BDS2)=2 THEN POKE &BEBA,&%7D

30 CALL &BEB®,"X"

49 DATA &DD,&&6E,&00,%DD, %66,%81,446,423 ,&7E,%23,%66,%6F ,&CD
50 DATA &77,&BC,&CS5S,%EB,%CD,&B3,&BC,&CD,&7A,4BC, &D1,&2A,%564
60 DATA &AE ,&23,%19,%22 &&6,%AE,&22,468,%AE, %22 ,&6A,%AE, %22
70 DATA &6C,4%AE,&3E,%AB,%32,%74,%B0,%21 ,%B6,%BE , &0E ,&FD,&%C3
80 DATA &16,&BD,&21,%BC,&BE,%C3,%78,%&EA,Q

ARNHEM All CPC’'s
Use TRANS 3 AUTO then make the following changes to ARNHEM.BAS
270 LOAD"ARNHEMCO",1700 :
2B@ As$='"ARNHEMDA"
295 POKE &402A,B:POKE %4214,%F9
296 POKE &419F,B:POKE %41A1,&F9

FIGHTER PILOT All CPC's

If the first program is FP.BIN 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

LOAD"FP,BAS" CENTER>

POKE 434,201: TAPE. IN:RUN <ENTER?>

When the program has loaded then SAVE"FIGHTER",B,&3EB,%9088,%3E8
ERAse FP.BAS

BOULDER DASH All CPC’'s

Type in the following program and play the tape. ~The program will
then be transferred to disc without the need for TRANSMAT

18 FOR X=%A000 TO &AQ2A:READ A:POKE X,A:NEXT:CALL %AR00

20 DATA &21,&00,&02,&11.&25,&70,&3E,&87;&CD,&AI,&BC,&Eé,&D7,&21,&24
30 DATA %AQ,%CD,&BC,&BC,%21,%00,402,%11,%25,470,%01,4&52,%1F,%3E, %02
48 DATA &CD,&98,%BC,%C3,&BF ,&BC,%42,%4F ,4&55,84C,&44,%45,%52
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TOBRUK Courtesy of B. E. BAXWELL MCD, Hatfield, Herts.

This routine will transfer side one of “TOBRUK” automatically.
Start with fully rewound game tape, press the PLAY button and make
sure your disc has at least 55k frge.

10
20
30
40
50
80
79
80
90

100
119
120
130
149
150
169
170
180
180
200
210
220
230

MEMORY &3F@@: !DISC:FOR X=&BF@® TO &BF3E

READ A$:POKE X, VAL("&"+A$):NEXT
SAVE"TOBRUK", B, &BF@0, &3F, &BF0Q

DATA 21,FF,B@,11,40,08,0E, 07, CD, CE, BC, CD, 25, BF, CD, 8E
DATA 3F. 21,30,8C,11,38,09,CD, AB, BB, 3E, 34, 32, 3E, BF, CD
DATA 25 BF,C3,2F,5E, 21,38, BF, 6,07, 11,08, C8, CD, 77, BC
DATA EB.CD,83,BC,CD,74,BC,C9, 54, 4F, 42, 52, 55, 4B, 33
RESTORE 110:FOR X=&9000 TO &90C2

READ A$:POKE X, VAL("&"+A$):NEXT

CALL &9000

DATA CD, 37, BD, 3E, 44, CD, 6B,BC,06,09,11,09, 49,CD, 77, BC
DATA EB,CD,83,BC,CD,74,BC, 21, 3E, 40, 22, FF, 3F, OE,FF, 8C
DATA CD, 15,B9,D6, 80,208, F8, B4, C4, 45,99, 21, 39, 98,22, 38
DATA BD,21,C®,BE, 22,E3,BD, 21, 60, 99, 11, C8, BE, 01,63, 99
DATA ED, B3, C3, FF, 3F, 3D, 28, @C, 3E, BD, 32, 61, 99, 21, A9, 97
DATA 22,2C,9@,C9, 3E,BB, 21, A5,97,22,2C,99,32,61,99,C9
DATA CD, 88,98, 3E, 3,21, CF, BE, 32, E0,90, 22,E1,00,C9, 21
DATA DE,BE,22,96,91,21,F6,BE, 22,A6,01,C3,7F,21,CD, 8E
DATA 3F,21,FF,B@, 11,40, 8, 9E, @7, CD, CE, BC, @1, E8, 3E, 11
DATA 8E, 3F,CD, @7, BF,C9, 3E, 34,32, 22,BF, 01, 7B, 96,11,E8
DATA 03,CD, @7, BF, €3, 2F, 5E, C5,D5, 21,/1C, BF, 96, 07,CD, 8C
DATA BC,E1,D1,3E,®2,CD, 98, BC, CD, 8F, BC, C9, 54, 4F, 42, 52
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 2@ to. TOBRUKZ"

Add the following lines:

25 POKE &BF23,&44:POKE &BF24, &2C:POKE &BF1B, &35
95 POKE &9097,&35:POKE &90A5, &44: POKE &90A6, &2C

Now RUN the program and it will transfer the first part of side

two. " -
part of side two agein use the side one program but with these

alterations:

When the tape stops do not move it. To transfer the second

1) Replace lines 1@ to 79 as follows: -

10
20
39
49
50
69
70

FOR X=&BF@@ TO &BF33

READ A$:POKE X, VAL("&"+AS$):NEXT
SAVE"SLAVE", B, &BF00, &34, &BF00

DATA 21,FF,B®,11,4®,®®,®E,07,CD,CE,BC,CD,1A,BF,21,3®
DATA 8C,11,3@,0@,CD,AB,BB,C3,11,2D,21,2D,BF,®6,®7,11
DATA QZ,CQ,CD,77,BC,EB,CD,83,BC,CD,7A,BC,C9,54,4F,42
DATA 52,55,4B,36

2) Insert a new line:-

95

POKE &9070,%E1:POKE &9@75, &18:POKE &9076, 4: POKE 9097, &36:

POKE &909C, &AE : POKE &9@9D, 18: POKE &90@9F, &10: POKE &90AD, &27:
POKE %90A5,&11:POKE &90A6, &2D:FOKE %908C, &18:POKE &908D, 8

RUN this program and it will transfer the second part of side two.
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TECHNICIAN TED All CPCs :
lse TRANS 2. CLEAR the first program and DEFAULT the second. Type in
nd run the following program to transfer the rest to disc

© OPENQUT"D":MEMORY &FFF:CLOSEOUT:LOAD"NONAMEL™

'@ FOR X=&1000@ TO &1026:READ A:POKE X,A:NEXT:CALL &1000

@ SAVE"TT1",B,&1DDO,&6EE: SAVE"TT2",B,&23EE, %8114

© DATA &F3,&21,%13,%10,%E5,4%21,&D9,%22,&E5,4&11,%D4,%01,4&DD, %21, %00

@ DATA &24,&C3,&72,%23,&3E,4%C3,%21,&22,%10,&32,&CF ,&25,%&22,%D0, &25

@ DATA &37,4C3,%00,%&24,%01,4B9,%7F,&D9,&CT

low type in and save as TED.BAS the following loader program
IONAMEL1.BIN can then be erased.

©® MEMORY &1CFF

'® MODE 1:BORDER @:FOR x=@ TO 3:INK x,0:NEXT

@ FOR X=%C000 TO &CO6S5:READ A:POKE X,A:NEXT

© LOAD"TT1":CALL %COQO

i@ DATA &21,&FC,&A6,%11,%66,%C0,%01,%04,%19,%ED,&B0,&3E,4C3, %21 ,%19

@ DATA &COD,&32,&C7,&23,&22,%C8, %23 ,&C3,&4B7,&23,&3E,&2A,&21,&EB, &A1l

‘® DATA &32,&C7 ,&23,&%22,&CB,&23,&%DD, &21 ,%66,&C0,&21 ,&FC, &AL, %01, %04

i@ DATA &19,&DD,&7E,%&00,&S5F ,&7E,&DD,&77,%00,&73,&23,%DD, &23, &0B, &78

'@ DATA &B1;%&20,%EF ,&21,%63,%C0,%06,%03,%CD,%&77,&BC,%EB,%CD, &83,&BC

20 DATA &F3,&%11,&FC,&Ab6,4%21,%66,%C0, 401,404 ,%19,%ED,&B0,%01 ,&%7E,&FA
10 DATA &AF,&ED,&79,%2! ,&17,&3D,&C3,&B8A,&2C,&54,&54,&32

RED MOON All CPCs

LEAR the first program and rename the rest MOON1! to MOON3I, Do not
'ELOCATE any code. Type in and save as MOON.BAS, the following
cader program.

© FOR X=&3AB TO &3FE:READ A:POKE X,A:NEXT

'@ CALL&3AB: | TAPE:CALL &3F1

@ DATA &C3,&BD, %03, %4D,%4F ,&4F ,&4E,&32,%4D,&4F , &4F ,&4E,&33, &4D , &4F

® DATA %4F ,%4E,&31,%06,%05,%21,&AE ,&03,%C0,&%77,%BC,&21,%00,%16,4&CD

i@ DATA &B83,&BC,&CD,&7A,&BC,&06,%05,%21,%B3,&03,&CD, %77 ,&BC, &21 , %02

@ DATA %67,%CD,&83,&%BC,%CD,%&7A,&BC, 4%06,%05,%21,4%B8,%03,&CD, &77,&BC

® DATA &21,%00,%04,%CD,&B3,&BC,&CD,&7A,&BC,&C9,%21,%00,%04,%11, %00

‘@ DATA &9A,4%&01,&00,%12,%ED,&B0,%&C3,%00,%BD

WARLORD o

lse TRANS 4. AUTO, reset the computer then enter and run the
ollowing Priogram:

@ MEMORY &3FFF:LOAD"WARLORD.BIN":POKE %&4024,28

'@ SAVE "WARLORD.BIN",B,&4000,%F4,%4000

'ARLORD.BAK “can now be ERAsed. Play game with RUN "WARLORD"

HERDES OF KARN

'se TRANS 4 AUTO, reset the computer then enter and run the
ollowing rogram:

@ MEMORY &3FFF:LOAD"HEROES.BIN":POKE &4024,28

@ SAVE "HEROES.BIN",B,%4000,%F7,%4000

EROES.BAK can now be ERAsed. Play the game with RUN "HERDES™

FOREST AT WORLDS END

se TRANS 4 AUTO, reset the computer then enter and run the
ocllowing program:

@ MEMORY &3FFF:LOAD"FOREST.BIN":POKE &4024,28

@ SAVE "FOREST.BIN",B,%4000,&F7,%4000

OREST.BAK can now be ERAsed. Play game with RUN "FOREST"

PROJECT FUTURE All CPCs R

se TRANS 1. CLEAR the first and second programs. Type in and save
S PROJECT the following loader program:

@ OPENDUT"d":MEMORY &1DF:CLOSEOUT

@ LOAD"PFUTURE" ,&1E@:CALL &9FBS
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TRANSMAT INFORMATION BEXCHANGE 14
The following 1nforsation is [c] BOLDMARK SYSTEMS (TIE)

KOKE QF QUR_RQUTINES SHOULD BE USED TO IKFRIXGE CUPYRIGHT LARS

In the following, use TRANS @ 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
vou have a different version to the one tested.

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 148:
140 DATA %44, &01, &390, &09, &3E, &22, &CD, &98, &BC etc.

Page 48 second listing: ) +
50 DATA &ES5, &D5, &CD, &37, &BD, &FB, &CD, &06, &BB, &3E, &FF, &CD, &6B
8@ DATA %00, %21, &20, &5C, &11, &20, &C3, &31, &30, &40, &ED, &BJ, &F3
In line 199 it should read "&CD" and not "’CD"

Finally page 49. Line 80 should LOAD"ELITE2" and not ELITES.

SOULS OF DARKON Page 49

The authors wish to apologise for an error in line 20:
20 POKE &AQ01, &06:POKE &AJD3, &40

THE APPRENTICE Pade 50

If the game colours are not correct they can be amended by altering
line 3@: 3@ BORDER @:INK J,9:LOAD"APPRENTZ2":CALL &9E74A

OLAND ON UN Page 46
The direct command should read: MEMORY &5B5F:LOAD"PIC.BIN", &5B6C

UGG UT Page 50
Amend the DATA in line 50 to read: ....,99,CD,Al,BC,E1,7C,C6

ROOM 1@ Courtesy of H. E. HAXWELL MCD, Hatfield, Herts.

Type in and RUN the following program - it will transfer ROOM1@ to
disc without the need for TRANSMAT:

10 FOR X=%&10@ TO %154:READ A$:POKE X, VAL("&"+A$):NEXT
20 CALL &109

39 DATA CD,37,BD,3E,91,CD,6B,BC,21,24,01,06,901,11,00, 40
49 DATA D5,CD,77,BC,E1,CD,83,BC,CD,74,BC,21,25,01,22,46
45 DATA 64,C3,09,64,41,21,FF,B@, 11, 40,00, 2E,87,CD, CE, BC
5@ DATA 21,4D,91,06,07,11,09,97,D5,CD,8C,BC,E1,E5,11,80
6@ DATA 9D,Cl1, 3E, 92, CD, 98,BC, CD, 8F, BC, C3, 30,87, 52, 4F, 4F
7@ DATA 4D, 54, 45, 4E, 29
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LIGHTFORCE ;
Use TRANS 2 AUTO. Reset the compgter.

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

10 OPENOUT"D":MEMORY &5D@:CLOSEOUT:LOAD"lightfor

20 POKE &5DB, &F3:POKE &5DD, &EE

30 FOR X=.2254 TO &2262:READ A:POKE x, a:NEXT

40 DATA &21,&FF,&B2, %11, 472, &AB, &0F, &07, &CD, &CE, &BC
50 DATA &C3, &DB, &25, &0C .

62 SAVE"LIGHT",b, &5DB, &2267, &2254

Run the program with RUN"LIGHT.

LIGHTFOR may now be ERAsed.

TBE _APPRENTICE Courtesy of Iain Segall, Stanmore, Middlesex.
This routine saves the opening screen.

n TRANSMAT and use TRANS 1 naming the file APPRENT1.

H0T rewind the tape but leave the PLAY button depressed.
Reset the Computer.
Type in and run the following program:

1¢ MEMORY &11FF:LOAD "APPRENT1":POKE &125F,&C9:CALL &1254
20 SAVE"APPRENTZ", B, &12BA, &9246, &SE7A

Now type in the following loader program and save to disc as APPRENT:
10 MEMORY &11FF:LOAD"APPRENT1" -

20 POKE &124A,&%C9:CALL &1200

30 RUN"APPRENT2"

To play the game RUN"APPRENT"

JUGGERNAUT. Courtesy of I. Jennings, Barlestone, Nuneaton.
Use TRANSMAT to CLEAR the first two parts of the progream.
Reset the computer. Type in and RUN the following program:
19 OPENOUT"D":MEMORY &3FF:CLOSEOUT

20 FOR X=8A600 TO &A616:READ A$:POKE X, VAL("&"+A$):NEXT

3@ CALL &A600

40 SAVE"JUGGERQ", B, &400, &A200, 46660

50 DATA ©6,12,21,00,94,C5,E5,AF, 11,00,99,CD, A1,BA,E1, 7C, C6
60 DATA ©9,67,C1, 10, EF, C9 e

RUN THE GAME WITH RUN"JUGGER®.

50

ROCCO NOT 6128 )
Use TRANS 1. CLEAR the first program. Reset the computer then ente
and run the following program to transfer the remainder to disc:
10 FOR X=&BEBO® TD &BEB3:READ A:POKE X,A:NEXT:CALL &BEB® K
20 DATA &21,&FF,&06,&11,%40,%00,%0E,&07,&CD,&CE,&BC,&21 ,4CO
30 DATA &O7,&11,&FB8,&A7 ,&3E,%10,&CD,&A1 ,&BC,&21 ,&B2,&BE, 406
40 DATA &02,%CD,&BC,4&BC,%&21,%C0,%07,%11,4FB,&A7 01,408,496
5@ DATA &3E,%02,4&CD,4&98,4&BC,&CD,&8F &BC,&C3, kOO ,&96,%52,431
Now type in and save as RDCCD.BAS the following loader program:
10 MODE 1:INK ©,0:INK 1,26:INK 2,24:INK 3,6:BORDER ©
20 LDAD"screen"”
30 FDR X=&BEB® TO &BEYC:READ A:POKE X,AtNEXT:CALL &BEBO
40 DATA &21 ,&FF 406,411,440, %00, %0E, %07 ,&CD,&CE , &BC,&21 ,&9B, &BE , &0
58 DATA &02,&CD,&77,&BC,&EB, &CD, &B83,&BC,&ES,&C3 ,&7A,&BC ,&52,431

BLAGGER
Use TRANS @. Rename the first program BLAGGER. DEFAULT programs tw
three and four.
Make the following changes to BLAGGER.BAS:
210 RUN"BLAGGERL"
250 P=PEEK(&A50d—1284+(ASC(MIDS(MS,N,1))—32)GB+T)
Make the following change to "BLAGGER1.BAS"
5 LOAD"BLAGGER2"

SPITFIRE 4@
Use TRANS 4 AUTO. Now type in and save as SPITFIRE.BAS the followi
lader program:
18 OPENOUT"d":MEMORY &999:CLOSEDUT
20 LDAD"SPITFIRE.BIN":CALL &1200

SWEEVD 'S WORLD
Use TRANS 2. Rename the first program SWEEVDOD and the second SWEEV
Do not RELOCATE any code. Now type in and save as SWEEVD.BAS tI
following loader program:
18 DPENDUT"d":MEMORY &SDB:i:CLOSEDOUT
20 MODE 1:BORDER B:INK 2,0:INK 1,2:INK 2,20:INK 3,6
30 LOAD"SWEEVO®.BIN":CALL &6B9
40 LDOAD"SWEEVOD1.BIN",&2B6&A
50 FOR X=&500 TO &50B:READ A:POKE X,A:NEXT
60 CALL &500:CALL %668
70 DATA &21,%FC,%Ab6,%11,%D2,%AB,%01,&93,&7B,%ED,&B8,4CY

MARSPORT
Use TRANS 2 AUTO. Now type in and save as MARSPORT.BAS the followi:
loader program:
1@ OPENOUT"d":MEMDRY &895:CLOSEOUT
20 LDAD"MARSPORT.BIN"
38 FOR X=4B96 TO &BADB:READ A:POKE X,AtNEXT
49 FOR X=%8DO® TO &BD7:PDKE X,@:NEXTiCALL &B89&
S50 DATA &21,4FF,407,%11,%40,%00,%0E,4&07 ,&CD,&CE, &BC

La AR AR AR LSRR SRR XX 222X X2 2S TR LT L TR R E P FRIPRIPIP PR R

B SFPFIRIT The perfect advanced software compliment to Transm:

for those knowledgable in computing. Spirit offers all the tools vyt
need in one economic package to transfer those genuline header le:
programs onto disc. This sophisticated package on a Transmatab:
cassette is available girect from Pride Utilities Lte
LA R E R R R S X S RS SR ZE S R TSRS T EE TSI E LI L LT R L B R R T T I R RPN g A
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GHUS | BUbD 1 EXD

Jse TRANS 1. CLEAR the first program. Reset the computer then enter
and run the following program to transfer the remainder to disc:
1@ MEMORY &9FFF

20 LOAD"1ldr"

30 POKE &AO37,%C9

40 CALL %ARQ0O

5@ SAVE"obj",B,&900,%7168

Now type in and save as "GHOST.BAS" the following locader program:
1@ OPENOUT"d":MEMDORY 100@:CLOSEDUT

20 LOAD"obj":CALL &7000

LDR.BIN can now be ERAsed.

SKY FOX

Enter and run the following program which will transfer the required
parts to disc:

1@ ! TAPE:OPENDOUT"d":MEMORY &70@7:CLOSEQUT

20 LOAD" ! ,&4FFB

30 POKE &5014,%C%:POKE &5038,%C%

40 CALL &5S006::DISC

S0 SAVE"skyl",b,&C000,%4000: : TAPE

60 POKE &A442,43E

79 CALL &A442:.DISC

80 SAVE"sky2",b,&708,%470C

99 SAVE"sky3",b,&35014,%5400

100 SAVE"sky4",b,%C000,%1800

11@ SAVE"sky5",b,&EALD,%400

Type and save as SKYFOX the following loader program:

1@ FOR X=%4FFB TO &5@5C:READ A:POKE X,A:NEXT:CALL %4FFB:CALL %500B
20 DATA &3E,&C3,4%32,%30,%00,%21,%00,%80,%22,4%31,%00,%C7,4%C3, 40A

30 DATA &50,%F7,%21,%32,%50,%&7E,&CD,&5A,&BB, 423 ,&7E,&FE,&FF, &20

40 DATA &F6,%&C9,%3E,%Q1,%06,%00,%48,%CD,&32,4%BC, &3E, %02, %06,%B0

50 DATA %48,&%CD,&32,%BC,&3E,&03,%06,%00,4%48,%CD,&32,4%BC,&C7,%04

&0 DATA &01,%1C,%00,%00,%00,%1C,&01,%1A,&1A,%1C,%02,%0E,%0E,&1C

70 DATA &03,&06,%06,%1D,%00,%00,%1F,%0B,&0C, &53,%6B,4%79,456, 46F

80 DATA &78,&20,%69,&73,%20,%4C,&6F 461,464,467 ,46E, %67 ,&2E,&FF

9@ OPENOUT"d":MEMDRY &707:L0AD"sky1":LOAD"sky2"tLOAD"sky3"

100 INK 1,0,0:INK 2,0,0:INK 3,0,0:L0AD"sky4":L0OAD"sky3":CALL &5007
2969 396 H I I I 96 96 96 6 696 36 636 6T I I I I I I I I IE I BT B I I NI I I NI I I I NI IR
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ontinu
When the save 1is 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 1:INK @,@:INK 1,24:INK 2,14:INK 3,68:BORDER 13

2¢ MEMORY &3FFF:LOAD"ELITE@™

3¢ FOR L=%AQ00 TO &APPB:READ V:POKE L,V:NEXT L:CALL &AOOQJ
40 FOR L=%AQ0® TO &AOP5:READ V:POKE L,V:NEXT L

5@ POKE &A201,&FF:CALL &A@0@:LOAD"ELITE1l", &4040

60 POKE &A001, &FE:CALL &AZ90:LOAD"ELITE3", &4F020

7% POKE %&A201, &FD:CALL &A@@?3:LOAD"ELITE4", &4609

80 POKE &A®D1,%0:CALL &AQ@Q®:LOAD"ELITE3", 4000

9¢ FOR L=%&AQ@0 TO &AP43:READ V:POKE L, V:NEXT L:CALL &A008
120 DATA &21, &0, &5C, &11, &20, &CJ, &01, &20, &40, &ED, &BJ, &C9

110 DATA &3E, &09, &CD, &5B, &BD, &C9, &F6, &CO2, &6, &7F, &ED, &79

120 DATA &C9, &00, &F3, &31, 400, &EJ, &3E, &FF, &CD, %00, &AD, &21

130 DATA &40, &40, &11, &40, &20, &21, &CO, &3F, &ED, &BJ, &3E, &FE

140 DATA &CD, &G0, &A%, &21, &00, &4F, &11, &30, &AF, &01, &00, &30

150 DATA &ED, &B9, &3E, &FD, &CD, &0, &AQ, &21, &00, &46, &11, 29

180 DATA &E6,&01, &20, &1A, &ED, &BJ, &3E, &80, &CD, &09, &AJ, &C3

170 DATA &60, &00

(6[0) D

Run TRANSMAT and use TRANS 1 and name it COM1.
Now use TRANS 3 AUTO on the remainder of the tape.
Reset the computer.

Type in the following one 1line loader program and save it as
COMMANDO :

10 MEMORY 500@:LOAD"COM1":CALL &5C@Q

SOULS OF DARKON
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: '

19 LOAD"SLOAD.BIN"

20 POKE &A291, &#6: POKE &ASO3, &40
30 POKE &ADZ29,&026:POKE %AG2B, &47
4@ SAVE"SLOAD", B, %AQ00, &2200

Now ERAse the BAK file. Run the game with RUN"SOULS"
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ELITE continued
Insert the ELITE tape and reset the tape counter to zero.

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

1% MEMORY &5BFF:MODE 1:BORDER 13

20 LOAD"ELITE@Z"

30 FOR L=%AZ00 TO &AO54:READ V:POKE L, V:NEXT

40 CALL &A@28

50 DATA &E5,&D5,&CD,&37,&BD,&FB,&CD,&ES,&BB,&SE,&FF,&CD
690 DATA &GB,&BC,&ZG,&@Q,&CD,&BC,&BC,&SE,&EZ,&Zl,&Zﬁ,&QQ
70 DATA &Dl,&El,&CD,&QB,&BC,&CD,&BF,&BC,&CB,&ZQ,&ﬁQ,&QZ
80 DATA &QZ,&ﬂZ,&Q@,&ZZ,&Zl,&ﬂ@,&SC,&ll,&E@,&CQ,&El,&Q@
92 DATA &40,&ED,&B®,&F3,&31,&Q@,&EQ,&ZI,&4Q,&EQ,&11,&A@
10@ DATA &9C,&3E,&16,&CD,&1E,&QD,&21,&40,&5@,&11,&C®,&3F
119 DATA &CD,&Q@,&A@,&Zl,&Z@,&4@,&11,&E®,&5C,&CD,&Q®,&A@
120 DATA &C7

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

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

The first of two parts of code will be saved to tape and when the
tape stops Yyou must egein press another key to save the second

part.

Remove, but DO NOT rewind, the SAVE tape.

Reset the computer.

Insert the ELITE tepe in the cassette unit (rewound to the zero’s
as sbove), type in and run the following program:
-+

10 MEMORY &5BFF:MODE 1:BORDER 13

2¢ LOAD"ELITEZ"

39 FOR L=&A008 TO %A@6C:READ V:POKE L,V:NEXT L

40 CALL &A028

5@ DATA &E5,&D5,&CD,&37,&BD,&FB,&CD,&DB,&BB,&SA,&FF,&CD,&SB
60 DATA &BC,&QS,&Q@,&CD,&BC,&BC,&SE,&QZ,&ZI,&QZ,&QZ,&Dl,&El
72 DATA &CD,&QB,&BC,&CD,&BF,&BC,&CQ,&Z@,&Q@,&QQ,&@Q,&QQ,&@Q
80 DATA &00,&21,&00,&5C,&11,&ZZ,&CZ,&ZI,&E@,&4®,&AD,&BZ,&F3
99 DATA &31,&@0,&E®,&21,&4@,&QZ,&ll,&AQ,&QC,&3E,&16,&CD,&lE
100 DATA &QD,&FS,&21,&@0,&4F,&11,&9®,&3@,&3E,&16,&CD,&1E
11@ DATA &QD,&ZI,&QZ,&EB,&Il,&Q@,&lA,&3E,&16,'CD,&lE,&QD
120 DATA &21,&90,&4F,&11,&0@,&30,&CD,&®®,&A®,&21,&90,&E6
130 DATA &11,&00,&1A,&CD,&0®,&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.

The first of two more parts of code will be saved to tape and when
the tape stops you must agein press another key to save the second

part.
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TRANSMAT INFORMATION EXCHANGE 7

In the following, use TRANS @ unless otherwi
se stated.
g:giz gh$E;h5: TR?NSMAT is waiting <for a SAVE name. DEg:EC$ :z::s
e rreee v in RANSMAT is waiting for a SAVE name and RELDCAT;
neans o the prompt LOCATION ERROR. RELOCATE (Y/N)
e solution given below will not work then :
you have a different version to the one tested

it is possible that

ERRATUM SORCERY Flash L i
oad
e Tm ad version.
ERRATUM Amend the SAVE i
ER T omend instruction in the final paragraph to
ERRATUM SAVE" "
R E"SORCERY",B,&SDC,&AS524 ,&5DC
ERRATUM
ERRATUM ARNHEM
ERRATUM
ERRATUM

Amend line 295 t : .
B aTom o read: 295 POKE %420A,B:POKE &4214,&F9

HUNTER KILLER

DEFAULT tne first
program and rename the last
HK4. Do not RELOCATE HK1. Reset the computer four programs HK1 to

Now load and make the follow changes to HUNTERK1, BAS:
ing
7000 LOAD"HK1™ , 40956 :

7005 LDAD"HK2"
7010 RUN"HK3I"

Replace the LOAD command in line 65100 of HK3 with LOAD"HKA4"

DOOMSDAY BLUES (DEMO TAPE FROM AMSTRAD ACTION)

Courtesy of Chris Rollo, Holcombe Brook, Lancs.

Use RANS 1 AUTO and DEFAU firs Prograr ( EN A
- L
t ED .BAS) .

Load EDEN.BAS and add the following line:-
S5 SAVE "EDENSCN",B,&C0D0,&4000:STOP

Now RUN this program which wi
= d will transfer th i
screen to disc. Do not rewind tape. ) tosding
Reset the computer
Use TRANS 1 on the next
part (EDEN.BIN) but do not R i
E
Load EDEN.BAS and carry out the following alterations:EDCATE e

DELETE lines 18,20,40,50,60,70,80,90,100,110,120,130

ADD lines: - 40 LLOAD "EDENSCN"
5@ RUN "EDEN.BIN"

Save this as DOOMSDAY and ERAse EDEN.BAS
Run demo with RUN"DOOMSDAY
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OBSIDIAN

Courtesy of Brian Buckley, Duffy, Australia.

Enter and run the following program which will transfer the
required parts to disc:

12 FOR X=0 70O 22:READ HEX:POKE &SOO+X,HEX:NEXT

20 | TAPE:CLS:CALL &5S000O

38 DISC:SAVE"0OBS1D2",B,%C000, %4000

4@ SAVE"0OBSID3",B,%1000,%9560,%1100

S0 DATA &3E,&76,%21,%00,%C0,&%&11,%00,%40,%CD, &A1 ,&BC, &3E, 498
60 DATA &21,%00,%10,%11,%60,%95,&CD,&%A1,&BC,4&C9

Reset the computer.
Now type in and save as OBSIDIAN.BAS the following loader program:

1@ OPENOUT"D":MEMORY &3FF:CLOSEOUT

20 FOR X=%400 TO &437:READ HEX:POKE X,HEX:NEXT:CALL %400

30 LOAD"0OBSID2.BIN":LOAD"OBSID3.BIN":CALL &1100

40 DATA &@1,%00,%00,%CD,%38,%BC,&AF ,&CD,&E4,&BB, &3E, %01 , &CD
S0 DATA &BE,&BC,%11,&21,%00,%21,%08A,&70,%CD,%AB, BB, &3E, 401
60 DATA &01,%02,%02,%CD,&3E,4B3 ,&01,&1A,&1A,&CD,&32,&BC, &AF
7@ DATA &D1,%00,%00,%CD,&32,%BC,&CY

JEWELS OF BABYLON

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

Use TRANS 4 AUTO. Reset the computer.

Enter the following loader program and save it as JEWELS.BAS:

1@ MEMORY &3FFF

20 LOAD"JEWELS.BIN"

30 POKE &4025,0

40 CALL &4000

DOPPLEGANGER

Courtesy of 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:

10 OPENOQUT"D":MEMORY &225:CLOSEQUT

2@ LOAD"DOPPLE.BIN":POKE &256,%C9

30 SAVE"DOPPLE1",B,&226,%8F ,&236

You can now ERAse DOPPLE.BIN. Reset the computer

(continued page 21)

20 -

11/86

The following inforeation is.Tc] SOLDKARK SYSTEWS (TIE)

HONE OF OUR ROUTINES ioviLb bE USED iy IRFRinb: wore2iGHT LAKS

In the following, use TRANS @ 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:

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 ELOAD@.
Do not touch the ELITE tape.

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

10 MODE 1:BORDER 13:MEMORY &3AFF

20 WINDOW#1, 14, 26, 12, 12: WINDOW#2, 14, 26, 14, 14

32 INK 0,0:INK 1,24:INK 2,14:INK 3,6

40 LOCATE 11, 2:PEN 3:PRINT"ELITE - version 3/86"

5¢ LOAD"ELOADZ" :POKE &3B76,&C3:POKE &3B77, &3:POKE &3B78, &3D
60 FOR L=&3DJ@ TO &3D54:READ V:POKE L,V:NEXT L

7% TAPE:CALL &3B0O0Q

80 DATA &32, &46, &5B, &14, &F5, &7A, &FE, &46, &28, &02,&F1, &E9
90 DATA %3E, &32, &32,&76, &3B, &3E, &46, &32, &77, &3B, &3E, &5B
10606 DATA &32,&78, &3B, &3E, &C9, &32, &3A, &01, &F1, &CD, 403, &1
110 DATA &F5, &3E, &34, &32, &3A, &01, &3E, &C9, &32, &7B, &01, &F1
120 DATA &CD, &4B,.&d1, &F5, &3E, &21, &32, &7B, &J1, &F1, &FB, &CD
130 DATA &96, &BB, &06, &0, &CD, &8C, &BC, &21, &0, &5C, &11, &30
140 DATA &44, &81, &203, &90, &3A, &02, &CD, &98, &BC, &CD, &8F, &BC
150 DATA &C7

When the ELITE tape stops DO NOT REWIND IT BUT remove it from the
cassette 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 ELITE@.

Rewind the SAVE tape and ERAse ELOAD@.

Reset the computer.
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RETURN TOQ EDEN for 6128

Courtesy of D. Newman, Leicester.
Use TRANS 3 AUTO.

REName FIRSTBIT to EDENZ
REName LASTBIT to EDEN3

Meke the following chenges to EDEN.BAS: .

310 LOAD"EDENZ2"

60@ POKE &9210, &CO

605 FOR X=8&9218 TO &9234:READ A:POKE X, A:NEXT

830 DATA &CQ,&21,&2E, &C0, &11, &39, &A7, &06, &05, &CD, &77
840 DATA &BC, &EB, &CD, &83, &BC, &CD, &7A, &BC, &C3, &20, &8B
850 DATA &45, &44,&45, &4E, &33, &00, 0@

ERIK THE VIKING for 6128
Courtesy of D. Newman, Leicester.
Use TRANS 3 AUTO.

REName FIRSTBIT to ERIK2
RENeme LASTBIT to ERIK3

Make the following changes to ERIK.BAS:

312 LOAD"ERIKZ2"
600 POKE &9219,&CH
605 FOR X=&9218 TO &9234:READ A:POKE X, A:NEXT
830 DATA &C9,&21,&2E,&CQ,&11,&39,&A7, &06, 405, &CD, &77
840 DATA &BC, %EB, &CD, &83, &BC, &CD, &7A, &BC, &C3, &90, &8B
850 DATA &45,&52,%49, &4B, &33, &20, &20

-

ROLAND ON THEE 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 640 to read: LOAD"PIC.BIN” , &5B6D: CALL &5B69

Reset the computer.
Type as direct command:- MEMORY &5BFF:LOAD "PIC.BIN", &5B6C
Type in the following basic program and RUN it:

19 FOR X=&5BEY 1o &5BER:KEAD V$:POKE X, VAL("&"+V$):NEXT
23 DATA 21,EB,9A,11,EB, AA,@1,7F,3F,ED, B8, CY9

Type as a direct comﬁhnd:» SAVE"PIC”, B, &5B6@, &3F8C

Run game with RUN"ROLRUN

A

DOPPLEGANGER continued =786

Enter and run  the followin
g program to trans{
three programs to disc: =" the remaining

10 FOR X=0 TO 11:READ HEX:POKE &S0@0+X,HEX:NEXT

20 TAPE:CALL &S000

30 IDISC:SAVE"DOPPLE2",B,&C0O0DD, %4000

40 FOR X=0 TO 11:READ HEX:POKE &S5000+X,HEX:NEXT

50 ! TAPE:CALL &Sp00

60 DISC:SAVE"DOPPLE3",B,&B8001,%267A

70 FOR X=0 TO 11:READ HEX:POKE &SQ0D+X ,HEX: NEXT

80 TAPE:CALL &5000

70 IDISC:SAVE"DOPPLE4",B,&2BC,&3D44,&A37D

100 DATA &21,8%00,%C0, &11 %00, &4@ &3E,&1F,&CD,&A1 ,&BC,&C9
110 DATA &21,%01,%B0,%11,&74, %26 ,83E,435,%CD, &A1 ,&%BC, &C9
120 DATA &21,%BC,%02,%11,%44,%3D,s3E, &3E,&CD, &A1 ,&BC,&CT

Reset the computer.

ally, e er and sav a . Wl
Fin t e S DOPPLE.BAS the follo n
9

loader

S MEMORY HIMEM-2

10 -OPENDUT“D": MEMORY &225:CLOSEOUT

20 CLS:LOAD"DOPPLE1":CALL &236

20 LOAD"DOPPLE2":LDAD"DOPPLEZ2",&4000
30 LOAD"DOPPLE3":LDAD"DOPPLE4"

40 SPEED INK 4,4:CALL &AR62:CALL &A37D
CONTRAPTIDN

Use TRANS B. DEFAULT all three i
J R . programs naming them "C "
CON1" and "CON2", Reset the computer. S ONTRAPT™,

Amend line 7 of CONTRAPT as follows:

7 LOCATE 5,15:PEN 3:LDAD"CONI1":CALL 2B65S0: LOAD"CONZ2"

NIGHTSHADE
Courtesy of Alan Roper, Rowner, Hants,

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

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

1@ MEMORY &12FF:_OAD"NPRG.BIN"
20 CALL &EGE:CALL &130D

21



5786

BATTLE OF BRITAIN (DEMO TAPE FROM AMSTRAD ACTION)

Courtesy o? Chris Rollo, Holcombe Brook, Lancs.

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

Reset the computer. Do not rewind the tape.

Now type in anag run the following program to transfer the
remainder of the program to disc:-

12 MEMODRY &&6800

28 LOAD"dairld.bin"

3@ FDOR a=&&6B3A TO &&848

40 READ v :POKE a,v:iNEXT

5@ CALL %683a

6@ DATA %21,%46,8%68,%11,%28,&%2c,&3e,%49,%cd,&al,&bc
79 DATA &(C9,%C3,0,02,0,0

B0 POKE &6B845,0

70 SAVE"bbdemo" ,b,&&681A,&2CS50

Type in the following loader program and save it with the name of
your choice.

18 REM Battle of Britain demo loader
280 MEMORY &&B800

30 LOAD"DAIRLD.BIN"

40 LOAD"BBDEMO.BIN"

5@ CALL &6B846

DRAUGHTSMAN

Use TRANS 2. RENAME the first program DRAFT1. Reset the computer.
Alter the following lines of DRAFT1.BAS to fead:

2520 OPENIN"SYMBOL"
2828 OPENDUT"SYMBOL"

Reset the computer.

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

18 SYMBOL AFTER 256:MEMORY 42639:SYMBOL AFTER 240
20 FOR x=4264@ TO 42743:READ a%:POKE x,a%:NEXT:CALL &A&9@
30 IMG.IN

40 RUN"draftl

5@ DATA &1,%79,&%A6,%21,%AD,&A6,&C3,&D1 ,&BC, &AL, &AL ,&C3,&B1
6@ DATA &AL, &C3,%EH,%AL,&4D %47 ,&2E,%49 ,&CE ,&4D, %47 ,&2E , &4F
7@ DATA &35,%D4,%0,%EQ,&FB,&FE,&FB ,&3A , &80, &BC,&32,%F8, &Ab
8@ DATA &2A,8B81,%BC, &22,&%F7,%A6,&3E,&C3,%32,%B80,&BC, %21 ,&C9
50 DATA &A6,&22,8%B1 ,&%BC,&C7,&FS,&ES,&CD, &EB &AL, &E1 {&F 1 ,&CD
100 DATA &BO,&BC,&FS,&28,%9,&38,%7 ,&FE,&1A,&28, &3 ,&F1 ,&3F
110 DATA &FS,&ES,&CD,&B1,&%A6,&%E1 ,&F 1 &C9,&3A,&F8,%A6,%B7, &C8
120 DATA &3A,&F8B,&A6, 432,488 ,&BC,&2A,&F 9 ,&A6,&22,&81 ,&BC, &C

22
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NIGHTSHADE

Courtesy of Jim Westoby, Potters Ba;, Herts.

Use TRANS 3.

Name the first NIGHT the second NIGHTZ and the third NIGHT1.
Reset the computer. Load NIGHT.BAS and amend as follows:

19 CLS:MODE 1:BORDER @:INK ©,@:INK 1,6:INK 2,24:INK 3,15

2@ OPENOUT"D":MEMORY &EE6D:CLOSEOUT

32 LOAD"NIGHT@.BIN", &130@:CALL &130@:LOAD"NIGHT1.BIN", &E6E:CALL
&EBE:CALL &1300

KILLAPEDE Courtesy of Andy Todd, Grangemouth.

Use TRANS 4 AUTO.

Reset the computer. .

Load KILLAPED.BAS from disc and amend as follows:
85 LOAD"KILLDISC.BIN"

1390 LOAD"KILL.BIN"

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

This conversion routine will give Disc Saving

1% FOR X=&BEC® TO &BEFA:READ V$:POKE X, VAL("&"+V$):NEXT
2¢ DATA 21,FF,B@, 11, 49,08,9E,97,CD,CE, BC,21,F4,BE, 96,06
3@ DATA 11,79,99,D5,CD,77,BC,E1,CD,83,BC,CD, 7A,BC, 21,F4
4¢ DATA BE,96,07,11,39,64,D5,CD,77,BC,E1,CD, 83,BC,CD,7A
5@ DATA BC,C3,99, 8B, 49, 53, 4C, 45, 2D, 49, 49

620 SAVE"EMERALD®, B, &BEC®, &3B, &BEC?

7@ |TAPE. IN:MEMORY &3@6F

80 LOAD"FIRST BIT",&3079:SAVE"ISLE-I1", B, &3079, &63C0O

92 LOAD"", &5430

1090 POKE &82B6,&2D:POKE &82C@, 8:POKE &82E7, 8:POKE &8F58,0
195 POKE &8F539,0

116 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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STORM Courtesy of Martyn Comerie, Nottingham.
Trensfer all parts to disc using TRANSMAT.
Reset the computer.

Load STORM.BAS from disc and amend as follows:
100 LOAD"DES.BIN", &35CQ

110 LOAD"SPRITES.BIN",&7D74

120 LOAD"ENVELO.BIN", &5500

132 RUN"GAME.BIN", &170

DYNAMITE DAN

Courtesy of Brian Buckley, Duffy, Australia.

10/86

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,
which (about 1K) i§ a loader for the main program.

the first of

Now use TRANSMAT TRANS 2 on the saved tape but DO NOT rename or

relocate the second program.

10 |TAPE:SPEED WRITE 1

20 FOR X=&7A TO &EA:READ A$:POKE X, VAL({"&H"+A$):NEXT:CALL &AB

30 DATA 64,79,6E,64,61,6E,11,900,00,21, 89, B8, @E,37,CD, CE, BC, @6, 04
40 DATA 21,9F,09,CD, 77,BC,21,91,02,CD, 83,BC, CD, 74, BC, C3, 21, @D, 64
50 DATA 61,6E,31,00,00,09,21,01,02,11,9F, AC, 3E,87,CD, Al, BC, @6, @6
62 DATA 21,7A,09,CD, 8C,BC,21,8@,00,11,26,00,01, 80,00, 3E,2, CD, 98
79 DATA BC,CD, 8F, BC, 3E, FF, CD, 6B, BC, 26,04, 21, 9F, @9, CD, 8C, BC, 21, &1

890 DATA ©2,22,9F,AC,91,01,922, 3E,02,CD, 98, BC, DC, 8F, BC, C3, 00, 00

GHOST'N GOBLINS Courtesy of Mr McKiddie, Cleethorpes.

Use TRANS @.

Save the first file as GOBLINS the second as GOBLINS® the

third as GOBLINS1 and the fourth as GOBLINSZ.
Reset the computer.
Load GOBLINS from disc and amend as follows:

30 LOAD"GOBLINS@":RUN"GOBLINS1"
59 MODE 1:MEMORY &12FF:LOAD"GOBLINS2”
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TRaAaNSMaT INFORMATION EXCHANGE 8

The following information is [cl GOLDMARK SYSTEMS (TIE)

In the following, use TRANS @ unless otherwise stated. CLEAR means
press CLR when TRANSMAT is waiting for a S5AVE 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).

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

ERRATUM GHOSTBUSTERS page 1B8. Run TRANSMAT as usual. Go into

ERRATUM BASIC and use deprotection pokes.
ERRATUM

ERRATUM HEROES OF KARN page 16. Amend the POKE in line 10 to
ERRATUM read: POKE &4028,28

Siren Software’'s DISCOVERY

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,%B8000,%1810
50 STOP

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:

192 FOR X=%400@ TO &4019:READ A:POKE X ,A:NEXT

20 DATA %44 ,%49,&%53,%43,%4F ,&06,%05,%21 ,%0,%40,%11 ,%0

30 DATA &60,%CD,&77,%BC,%&21,%0,%B80,%CD,&B3,&3C,&C3, %0

4@ DATA &BO,%0,%0

50 CALL &4000

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=%9100 TO %9105:POKE X,@:NEXT
Return to TRANSMAT (!TMAT) and wuse TRANS 1, CLEAR the first two
programs. RENAME the third CROWN and RELDCATE it.
Run the game with RUN”CROWN.

THE LAST v8
Courtesy of Simon Goodwin, Acklam, Cleveland.

Use TRANS 4. CLEAR the first two programs and DEFAULT the next
four.

Type in the following loader program and save as LASTVS8:

1©@ MODE @:0PENOUT"D":MEMORY 1799:CLOSEDUT
20 LOAD"B",49152

30 LOAD"C",12800

490 LOAD"D", 1800

S@ FOR N=@ TO 15:INK N,@:NEXT N

60 LOAD"E",49152

70 CALL 1800

DFM DATABASE & LABELS

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 S5S70 to read: RUN"DFM4&4" -
DFM4A&4 .BAS alter line S to read: {TAPE
alter line 9022 to read: LOAD"CASROUTI" ,H-&D1:CLOSEIN
DFMLABEL.BAS alter line S70 to read: RUN"DFMABELS"
DFMABELS.BAS alter line S to read: (TAPE
alter line 9010 to read: LOAD"CASROUTI",H-&D1

Both programs use the same CASROUTI so there 1is no need to
transfer the second one on the tape.

NOTE: Files may only be saved and loaded from tape.

BRIAN BLOODAXE

Courtesy of Kendall Johns, Deptford, London.

Use TRANS 4 AUTOD.

No changes are needed. Use RUN"BLOODAXE"
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CLASSIC ADVENTURE Courtesy of Mr. P. Clark, Ipswich.
Using TRANSMAT only transfer ADY.BIN.
Type in and save as CLASSIC the following loader program:
19 MODE @:BORDER @:INK @, 18:INK 1,0:CLS
20 LOCATE 2,5:PRINT"CLASSIC ADVENTURE:

39 LOCATE 2,6:PRINT"
49 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 JTAPE. IN

1@ FOR X=R&AZ0Q® TO &AZG@@+11:READ APOKE X, A:NEXT:CALL &AQQOQ
20 SAVE'EDEN1", B, &(000, &4000

39 DATA &21,%00,&CO,&11, &00, &40, &3E, &FF, &CD, &A1, &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 @,13,26,14,24,9,18,10,20,1,2,11,15,8,3,6
20 MODE 9

3¢ BORDER @:FOR I=@ TO 15:READ A:INK I,A:NEXT
40 LOAD"EDEN1", &C@@@ : 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:

19 MODE @:BORDER @

20 DATA ©,26,1,9,14,2,6,13,15,17,20,7,3,24,12,21

3@ FOR a=@ TO 15:READ b:INK a, b:NEXT

49 LOAD" imelpic”, &COOY

5@ FOR x=&BE8Q TO &BEAC:READ a:POKE x, a:NEXT:CALL &BE8O

6@ DATA &O06, %08, &21, &A5, &BE, &CD, &77, &BC, &EB, &CD, &83, &BC, &CD, &74,
&BC, &21, &97, &BE :

7@ DATA &@E,&FF,&C3,&16,&BD, &0K, &37, &21, &FF, &BJ, &11, &40, 490, &CD,
&CE, &BC, &C3, 400

80 DATA &J1, &5, &41, &4E, &41, &4D, &45, &4C, &42

This disc conversion will also save/load screens to disc.
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BATTLE OF THE PLANETS

Type in the following program. It will transfer the required parts
to disc without the need for TRANSMAT.

i@ (TAPE. IN

20 MEMORY &1FFF:LOAD™"!"

30 FOR X=%81C® TO &B81FD:READ A$:POKE X, VAL("&H"+A$):NEXT
40 POKE &202F, &C@:POKE &2030, &81:CALL %2000

50 DATA ©6,06,21,F2,81,CD, 8C,BC, 21,00,C0, 11,90, 46,01, 00,00
60 DATA 3E,@2,CD,98,BC,CD, 8F,BC,26,06,21,F8,81,CD,8C,BC,21
70 DATA ©0,01, 11,908, 7F, 81, 03,01, 3E,02,CD, 98, BC, CD, 8F, BC, 42
80 DATA 41,54,54,4C,31, 42, 41, 54, 54, 4C, 32

Now type in the following program end save as BATTLE:
1@ MODE 1:INK 9,@:INK 1,@:BORDER @

20 LOAD"BATTL1.BIN", &CO0Q
3¢ RUN"BATTLZ.BIN"

CHOPPER SQUAD

Use TRANS 1 AUTO.

Reset the computer.

LOAD "CHOPPERS" from disc and add the following lines:
135 SAVE"SQUAD1",B, 1099, 5880

136 SAVE"!SQUAD2",B, 10000, 16384
137 SAVE"!SQUAD3",B, 29816, 14336

- .
‘T 2dd an exclamation mark to the SAVE command in line 135.

Now type 'TAPE.IN:RUN and press enter.

When the prompt PRES REC & PLAY AND ANY KEY appears remove CHOPPER
SQUAD cassette from datacorder and replace with a fresh cassette
and press any key.

When the save has been completed rewind the save cassette back to
the beginning.

Now use TRANS 3 and rilocate the third part.

Type in and save =: UHOPPERS the following loader program:
1@ OPENOUT D™ :MiriktY 999:CLOSEOUT

2@ LOAD"SQUAD1":1.0AD "3QUAD2" :LOAD"SQUAD3™

3@ CALL &BEBE:CAll. 1200

ERAse the CHOPPERS.BAK file.
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BORED OF THE RINGS

Courtesy of Kendall Johns, Deptford, Lonoon.

This program requires 178k so the disc must be formatted us

< DATA and not SYSTEM.

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

FOR X=%9100 TO &F105:POKE X,@sNEXT

Return to TRANSMAT (iTMAT) and use TRANS ©.

DEFAULT the first program, CLEAR the second, RENAME the th
BORED1GA and RELDOCATE 1it. DEFAULT the fourth and CLEAR the fif
RENAME the sixth BORED2GA and RELOCATE it. DEFAULT the seventh
RENAME the next BOREDSCR. RENAME the ninth BORED3GA and RELOC
it. RENAME the tenth SCEPLODAD, the eleventh SCEPTSCR and
twelfth SCEPTICA.

Alter BORED1.BAS as followss

30 MEMORY SQ0@2:MODE @:INK ©9,0:BORDER O:INK &,6:INK 15,24
7,7:INK 9,9:INK 12,24:INK 8,B:INK 10,11:INK 4,0:L0AD"BOREDSC
LOAD"BORED1GA":CALL &BB18:CALL 3655

Alter BORED2.BAS as follows:

30 MEMORY $S000:MODE ®:INK ©,0:BORDER ©O:INK 6,6:INK 15,24:
7,7:INK 9,9:INK 12,24:INK 8,8:INK 10,11:INK 4,0:L0AD"BOREDSC
LOAD"BORED2GA":MODE 1:INK 1,6:PEN 1:CALL &BB1B:PRINT"PASSWOR
:INPUT as:1F as$<>"G0O SQUASH A DWARF" THEN CALL O:ELSE CALL 3

Alter BORED3.BAS as follows:

40 LOAD "BOREDSCR":LOAD "BORED3IGA":MODE 1:INK 1,6:PEN 1:CALL &B
PRINT"PASSWORD"; : INPUT a%$:IF as$<{>"ONWARDS THEY MUST TRAVEL"
CALL ©@:ELSE CALL 3655

Alter SCEPLOAD.BAS as follows:

30 MODE ®:INK @,26:BORDER 2&:INK &,2: INK 2,1:LO0AD “SCEPTSCR":RU
"SCEPTICA"

All three parts of the game use the same loading screen so it
only necessary to transfer it once.

INTO OBLIVION

Cur tesy of James G. Johnston, Auchtertool, FIFE.

Use TRANS 2. RENAME the first program (INTO 0O) to OBLIVION
DEFAULT the secona (I0.BIN).

Reset the computer and load  OBLIVION and amend ‘lhe L
instruction in line 1@ to read: LOAD"I10.BIN".



1BAT LYNX
irtesy of Alan Roper, Rowner, HANTS.

» TRANS 1. CLEAR the first two programs (COMBAT and SCREEN) and
'AULT the third.

set the computer and type in and save as LYNX.8AS the following
ider programs

MODE 1:MEMORY S630@
LOCATE 10,10:PRINT"COMBAT LYNX IS LODADING"
LOAD"MAIN.BIN":CALL 32138

you wish to increase the maximum payload from 2145kg to 4@95kg
i the following lines to the loader:

POKE 2774Q,255:POKE 27741,15:POKE 27910,255:POKE 27911,15
POKE 2830©,52:POKE 28301,48:POKE 28B302,57:1POKE 28303,53
A\UGHTS

2 TRANS 2 AUTD. Reset the computer and load DRAUGHTS.BAS. Amend
e 210 to read:

) LOAD"DRAUGHTS.BIN",16384

v DELETE 260-1040.

N HODDLE SOCCER

» TRANS 4 AUTO.

1ame HODSGUSH.BIN to HODSGUSH.SCN

5SAGE _FROM ANDROMEDA

» TRANS § AUTO. Reset the computer. Type 1in and RUN the
lowing programs:

MEMORY &3FFF:LOAD"MESSAGE.BIN":POKE %4028,28
SAVE"MESSAGE.BIN" ,B, %4000, %10E, %4000

v ERAse MESSAGE.BAK.

\y the game with RUN"MESSAGE".
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@] o
The following inforeation is [c) GOLDMARK SYSTEMS (TIE

HONE OF OUR ROUTINES SHOULD BE USty 10 INFRINGE COPYRIGHT LANS

In the following, use TRANS @ 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.

ERRATUM PRICE OF MAGIK page 38

ERRATUM

ERRATUM The values for the three headerless files are:

ERRATUM

ERRATUM PRICE1.BIN location &9809 length &OFFC

ERRATUM PRICEZ.BIN location &2979 length &9799 exec. &B8960

ERRATUM PRICE3.BIN location &49093 length &4009

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.

10 FOR X=&BECO TO &BF©@5

20 READ A$:POKE X, VAL("&"+A$) :NEXT

39 DATA 21,FF,AB, 11, 40, 99, 9K, 87, CD, CE, BC, 21, FE, BE, 96, @7
49 DATA 11,49,90,CD,77,BC,EB,CD, 83, BC,CD, 74, BC, 21, FE, BE
50 DATA ©6,08,11, 99, Do, CD, 77, BC, EB, CD, 83, BC, CD, 74, BC, F3
60 DATA 21,00,D0,11,C0,9F, 01, AA, 13, ED, Bg, C3, 80, B2, 42, 45
70 DATA 41, 43,48, 2D, 49, 49

80 SAVE"BEACH", B, &BECQ, &46, &BECO

990 MEMORY &390@:)TAPE. IN:LOAD"!"

100 FOR X=&39A9 TO &39AE

119 READ A$:POKE X, VAL("&"+A$):NEXT

120 FOR X=&39CD TO &39D9

130 READ A3$:POKE X, VAL("&"+A$):NEXT

140 DATA 21,FF,AB, 11, 49,90, EB, CD, 83, BC, CD, 74, BC, 3E, EE, 32
150 DATA 73,02,00

160 POKE &30, &C3:POKE &31, &C@:POKE &32, &BE

170 FOR X=%BEC@ TO &BF47

180 READ A$:POKE X, VAL("&"+A$):NEXT

199 DATA 21,C@,9F, 11,00,D0,01, AA, 13, ED, BO, D9, CB, 99,ED, 49
200 DATA D9, 3A,02,C0,B7,C4,32,BF, D9, CB, D9, CB, 81, ED, 49, D9
210 DATA CD, 44,090, CD, 88,08,CD, 09, B9, 21,FF, AB, 11, 40,09, 0E
220 DATA ©¢7,CD,CE, BC, 21, 24, BF, 96,08, 11,99, D@, D5, CD, 8C, BC
230 DATA El,11,AA, 13, 3E,92,CD, 98, BC, CD, 8F, BC, 21, 24, BF, 06
240 DATA ©7,11, 42,09, D5,CD, 8C, BC, E1, 11, 80, 9F, 3E, 32, CD, 98
250 DATA BC,CD,8F,BC, CD,99, B9, (3,64, C0, 42, 45, 41,43,48,2D
260 DATA 49, 49,FE, @1, 28,08, 3E, BD, 32, E4, BE, 3E, 58, 32, 28, BF
27¢ DATA C9,3E,BB, 32, E4,BE, 18,F3 N
280 CALL &39A9

Play the game with RUN"BEACH
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ENDURANCE by CRL

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: ‘TAPE.IN

4. List ENDURANC and insert a new line: 175 STOP

5. Now type: RUN 150 and press ENTER. The tape will start.
&. When the tape stops type as a direct command:

POKE &16DA,&C9 (press ENTER)
CALL &16B1 (press ENTER)

The tape will restart.

7. When the tape finally stops type in as a direct command:
SAVE“END" ,B,&1770,&BE3E,&9FBE (press ENTER)
The game will now save to disc.

8. ERAse ENDURANC.BAS and run the game with RUN"END". However
saving your position during the game will still be to cassette.

-

OBSIDIAN
Position the tape after the +first block.

Type in the following program which will transfer the game to disc
without the need for TRANSMAT:

18 TAPE.IN

20 FOR X=4500 TO &500+85:READ A%$:POKE X,VAL ("% Lh"+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
4@ .DATA Al,BC,06,07,21,48,05,CD,8C,BC,21,00,C0,11, ©0,40,01,00,00,3E
s@ DATA ©2,CD,98,BC,CD,BF,BC,06,07,21,4F,05,CD, sc,BC,21,00,10,11,60
0 DATA 95,01,00,11,3E,02,CD,98,BC,CD,8BF,BC, 4F ,42,53,49,44,49, 31,4F
7@ DATA 42,53,49,44,49,32

Now type in and save as OBSIDIAN the following loader program:
10 MODE 1:BORDER @:INK ©,2:INK 1,6:INK 2,26

20 OPENOUT"D":MEMORY &999:CLOSEDUT
30 LOAD"OBSIDI1":RUN"DOBSIDIZ2"
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TRANSMAT INFORMATION EXCHANGE <
The following information is [c) 6OLDNARK SYSTEWS (TIE)

In the following, use TRANS @ 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 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 loades
ERRATUM program as follows:

ERRATUM

ERRATUM S5 MEMORY &4FFA

ERRATUM

ERRATUM

ERRATUM WARLORD HERDES OF KARN FOREST AT WORLDS ENJ
ERRATUM
ERRATUM In all of the above programs .line 10 of the transfe
ERRATUM routine should contain two pokes:

ERRATUM

ERRATUM POKE &4024,2B:P0OKE 4028,28

F.A. CUP
Courtesy of Mr. J. S. Smith, Ramsbottom, LANCS.

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 line 10:

Delete the CALL &BD3I7.
Change the LDAD"!" command to LOAD"SCREEN.BIN".
Change the RUN"!" command to RUN"CODE.BIN",.

Save this program as FACUP and ERAse F.BAS

FORMULA_1

Type in and RUN the following program. It will transfer FORMULAl t
disc without the need for TRANSMAT.

10 {TAPE. IN:DOPENOUT"D":MEMORY &176F:CLOSEDUT

20 LDOAD"!F1",&1770

3@ FOR X=%4Q00 TO &400B:READ A:POKE X,A:NEXT:CALL %4000
40 SAVE"FORMULA1",B,%1770,%68B0,4%1770

S0 DATA &21,%00,%50,%11,%01,%00,43E,%16,%CD, %A1 ,&BC,&C9

Run game with RUN"FORMULAL.
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MESSAGE FROM ANDROMEDA

Courtesy of Jim Westoby, Potters Bar, Herts.
Load TRANSMAT and use TRANS 4.

CLEAR the first program, name the second MESS@® - the third MESS]1
and the fourth MESS2 and the fifth MESS3.

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

1@ SYMBOL AFTER &7D:M=HIMEM

20 OPENOUT"D":MEMORY &3FFF:CLOSEOUT

3@ MODE 1:BORDER ©@:FOR I=0 TO 3:INK I1,0:NEXT I

4@ LOAD"MESS@.BIN",%C000

50 INK ©,0:INK 1,2:INK 2,12:INK 3,13

6@ LOAD"MESS2.BIN",%4000:LOAD"MESSI.BIN",M+1

70 FOR L=43F@@ TO &3FB1:READ V:POKE L,V:NEXT L:CALL &3FQ@S

190 DATA &4D,&45,%53,%53,431,&06. %05 ,%21 , %00, &3F ,&CD,&77 ,&BC, &21
110 DATA %40,%00,&CD,&83,&BC,&CD,&7A ,&BC,&CD ,&37 ,&BD,&C3, %00, %40

TURBO ESPIRIT
Use TRANS @ and CLEAR the first two programs.
Reset the computer and type 1in the following program:

10 {TAPE:SPEED WRITE 1

20 FOR x=%40 TO &40+11:READ A:POKE X,A:NEXT:CALL %40

38 PRINT:PRINT"Insert fresh SAVE cassette™ -

48 SAVE"TURBO1",B,%4000,%42468 )

58 POKE &41,%0:POKE &42,&8:P0OKE &44,%54:P0OKE &45,%Al

60 PRINT:PRINT"Insert ORIGINAL cassette press PLAY then any key"”
70 CALL &BBO&:CALL %40

88 PRINT:PRINT"Re-insert SAVE cassette"

7@ SAVE"TURBO2",B,&800,%A154

198 DATA &21,%00,%40,%11,%58,%42,83E,%16,%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:
18 OPENQUT"D":MEMORY &S500:CLOSEQUT
28 MODE 1:INK ©,26

38 LOAD"TURBO1":CALL 32748
40 LOAD"TURBO2":CALL &51A:CALL %1955+11
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SALUT L ARTISTE

Use TRANS 1 AUTO.
Reset the computer.

Type in the following program which will transfer the remainder to
disc:

20 FOR X=%4@ TO %4@+11:READ A:POKE X,A:NEXT:CALL %40
30 SAVE"ARTCODE",B,&@B7C,&S20E
40 DATA &21,%7C,%DB,&11,&0E,&52,&3E,&Ab,&CD, &A1, &BC, &C9

Rest the computer.
Type in the following loader program and save as ARTISTE.BAS:

10 OPENQUT"D":MEMORY &B7@:CLOSEQUT
20 LDAD"ARTISTE.BIN":LOAD“ARTCDDE"’
30 CALL &5EF2

SPINDIZZY

Courtesy of Jim Westoby, Potters Bar, Herts.

Run TRANSMAT, go into basic and use deproiection pokes.

Use TRANS 1 and name this program SPIN@. Do not rewind the tape.

Type in the following transfer program which will save the
remainder of the game onto a fresh cassette:

1@ TAPE

20 FOR L=&COO8 TO &CO3F:READ V3$:POKE L,VAL ("&H"+V$) :NEXT:CALL &CO0Q
3@ DATA 21,40,08,11,C0,B0@,3€E,5A,CD,Al ,BC,CD,7A,BC,CD,06,B8

40 DATA @4,00,CD,8C,BC,21,40,00,11,C@,2F,01,020,00,3E,82,CD

50 DATA 98,BC,CD,S8F,BC,®@5,02,CD,8C,BC,21,00,30,11,00,B1,01

4@ DATA @0,0@,3E,02,CD,98,8C,CD,BF,BC,C3,00,00

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 SPINl and the second SPINZ2. DO NOT relocate any
code.

Now type in and save as SPIN the following loader program:

1@ MEMORY &1FFF

20 LOAD"SPIN®.BIN":POKE &B8Q15,%C9:CALL &S000

30 LOAD"SPIN2.BIN",&2000

40 FOR I=0 TO 3:INK I,0:NEXT I

5@ LOAD"SPIN1.BIN",&CQ40Q

60 FOR L=4C@0@ TO &CO18:READ V$:POKE L,VAL ("&H"+VS:NEXT L:CALL. &C0Q0
70 DATA 21,FF,AB,11,FF,B0,21,0@,81,ED,B8,21,40

80 DATA C®,1!,40,00,01,C®,2F,ED,BR,CS, 00,50
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SUBSUNK by Firebird. Routine using TRANSMAT and SPIRIT.
Courtesy of Chris Swann, Rayne, Braintree, Essex.

l.Use Transmat to clear the first 2 programmes. (SUBSUNK.BAS and
SUBSUNK.BIN) .

2.Do not touch the tape.

Y.Run Spirit and follow the instructions

4.Transfer the first headerless file from SUBSUNK to disc with the
following info. a) File Name :SUBSUNKI1

Location : %4000

Sync 1&2

Length 1 &2900

Execution :&4000

S.Transfer the second headerless file from SUBSUNK to disc with the
following info: b) File Name :SUBSUNKZ2

Location :&E48

Sync 1 &2

Length :&B100

Execution :&E4B

6.Reset the computer and save to disc the following loader program:

1@ OPENOUT"D":MEMORY 3655:CLOSEOUT
20 LOAD"SUBSUNK!.BIN"
30 RUN"SUBSUNK2.BIN":CALL &EA48

This game runs on my 612B. I hope it is successful on other CPC's.

PRICE OF MAGIK 6128 routine using banked memory and SPIRIT.
Courtesy of Jim Westoby, Potters Bar, Hertfordshire.

Use TRANS 1. CLEAR the first progyam’and name the second PRICE®.
Do not rewind the tape.

Use SPIRIT to transfer the next THREE sections. Name these PRICE1l,
PRICE2 and PRICES.

Now type in and save as PRICE the following loader program:

1@ MEMORY &3IFFF:LDAD"PRICE®":POKE &4178,&C%:CALL &400B

20 FOR T=1 TO S@O@:NEXT T

30 BORDER @:FOR I1=0 TO 3:INK I,@:NEXT I

40 LOAD"PRICE1",&CB00

S@ FOR L=&COO® TO &CO61:READ V$:POKE L,VAL ("&H"+V$):NEXT L:CALL
&C0OOC

6@ DATA S©,52,49,43,45,32,50,52,49,43,45,3%,21,00,C8,11,00,98

70 DATA ©1,00,08,ED,B®,CD,SB,9B,CD,23,98,21,00,C0,11,080,E0,06

8@ DATA ©6,CD,77,BC,21,70,00,CD,83,BC,CD,7A,BC,3E,081,CD,24,98

%@ DATA 21,06,C0,11,00,E0,06,06,CD,77,BC,21,00,40,CD,B83,BC,CD

100 DATA 7A,BC,3E,C4,01,00,7F,ED,79,21,00,D0,11,00,A0,01,FC,07

112 DATA ED,B®,CD,37,BD,C3,90,86 :

3B

SABRE WULF

Courtesy of Jim Westoby, Potters Bar, Herts.

Load TRANSMAT and use TRANS 4.

Name the first SABRE the second SABRE® the third SABRE1 and the
fourth SABREZ2

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

S CLS:MODE 1:BORDER @: INK 0,0:INK 1,9:INK 2,24:INK 3,6

10 MEMORY %12FF:LOAD"SABREQ" ,&1300:CALL &1300:L0DAD"SABRE1",&1300
20 INK @,0:INK 1,@:INK 2,0:INK I,0:L0AD"SABRE2" ,&CP00Q: CALL %CODD

FIREANT

Run TRANSMAT and use TRANS 3, CLEAR the first program and DEFAULT the

other three, RELODCATING the code in the 2nd (FCODE2.BIN).
Now type in the following loader program and save as FIREANT:

1@ OPENOUT"D":MEMORY S51@:CLOSEOUT
2@ LOAD"FCODE1":LOAD"FCODEZ2":LOAD"FCODEZI"
30 MODE @:CALL &B21A:CALL &B6C4

SPELLBOUND
Courtesy of Jim Westoby, Potters Bar, Herts.

Load TRANSMAT and use TRANS 2,
CLEAR the first program, name the second SPELL® - CLEAR the third
and name the fourth SPELL1. 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:

10 ! TAPE:MEMORY &BFF

20 FDOR L=%ABDO® TO &AB1E:READ V:POKE L,V:NEXT:CALL &ABDA

30 INPUT A%$:POKE &AB13,4&BC

4@ FOR L=&AB18 TO &AB26:READ V:POKE L,V:NEXT:CALL &%ABDA

S0 DATA &53,4&50,%45,%4C, 4&4C, 442, %4F ,&55,%4E,%44,%06,%0A,&21 , 400, &AE
6@ DATA &11,%00,%04,%CD,4%&77,4%BC, &21,4%00,%0C,&CD,&83,&BC,&CD,&7A,&BC
70 DATA &C9,%11,%0B,%9B,%01,%03,%0C,%3E,%02,%CD,&98,%BC,&CD, &BF ,&BC
B@ DATA &C%9

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 SPELL2Z2.

Type in and save as SPELL the following loader program:

10 MEMORY &2710

20 BORDER @:MODE 1:INK ©0,0:INK 1,26:INK 2,5:INK I,9

30 LOAD"SPELL®.BIN":LOAD"SPELL1.BIN":POKE &2722,&C9:CALL &2714
40 RUN"SPELLZ.BIN" )
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BATTLE OF BRITAIN

Use TRANS 3 AUTO. Reset the computer, load BOB.BAS and modify as
follows:

40 LOAD"!BOB1": ! TAPE.IN:CALL &761B
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:

40 LOAD"BOB1.BIN”:LOAD"BOB2. IN"

ATLANTIS

Use TRANS 35 AUTO. Reset the computer. Type 1In the following
program which will automatically transfer the remainder to disc:

10 ;TAPE.IN

2@ FOR X=%4@ TO %4@+1:READ A:POKE X,A:NEXT:CALL %40

30 SAVE"C4",B,&5400,%4762

4@ DATA &21,%00,%54,&11,&52,&47 ,43E,%60,%CD, &A1 ,&BC,&CT

Rest the computer. Load JEU.BAS and modify as follows:

FB. e vt veeneeseasssLOAD"CI":LOAD"CE" . . cvvvsvevsena.BtC

CAULDRON

Type in the following program which will automatically transfer
the required parts to disc:

10 :TAPE. IN:MEMORY &AS0@:LOAD"!CAULDRON"

20 SAVE"CAULDRON",B,&AS0d,&B4

30 FOR X=64 TO 75:READ A:POKE X,A1NEXT:CALL &4

4@ SAVE"CAULDRON.SCN",B,&C000 , %4000

S@ POKE 65,%0@:POKE &6,%18:POKE &8,4%DA:POKE &9,%7B:CALL &4
6@ SAVE"CAUL!1",B,%180@,%7BDA

70 POKE 65,4%DA:POKE 66,%93:POKE 68,&77:POKE 69,%BA:CALL &4
BO® SAVE"CAUL2",B,&93DA,L0A77

90 POKE 65,%@0@:POKE &6 ,&C8:POKE 68,%00@:POKE 69,%31:CALL &4
10@ SAVE"CAUL3",B,&C800,&3100

110 DATA %21,%20,&C0O,%11,%00,%40,%3E,&4C,&CD, &A1 ,&BC, &C9

Type in and save. as CAULDRON.BAS the following loader program:

1@ MEMORY &17FF:MODE 1

20 LLOAD"CAULDRON.BIN'":L.OAD"CAULDRON.SCN":LOAD"CAUL1":LOAD"CAULZ2"
30 POKE &A2,%0:POKE &A3,&C8:POKE &%A4,%2:POKE &AS,%Q:POKE &AL,%0
40 POKE &A7,%1B:POKE &AB,%6:POKE &A7,40:POKE &AA,%0

S0 LOAD"CAUL3I":CALL &ASSS
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TRANSMAST INFORMATION EXCHANGE 11
The following inforaation is {1 GOLDNARK SYSTEMS (TIE}

In the following, use TRANS @ 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).

1f the solution given below will not work then it is possible that
you have a different version to the one tested

ERRATUM MESSAGE FROM ANDROMEDA page 26

ERRATUM Line 18 pokes should read POKE %4824,28:POKE %4028,28
ERRATUM

ERRATUM FRUIT MACHINE page 7

ERRATUM Line 8020 should read:

ERRATUM 8020 ADDRESS=HIMEM+ (B#9&)+1:L0AD"DATA" ,ADDRESS

ERRATUM . .

ERRATUM NONTERRAGQUEOUS

ERRATUM Line 6@ should read: 60 :QISC:SAVE"NONI",B,3957,37D®@
ERRATUM

ERRATUM WHO DARES WINS Page 32

ERRATUM The first routine (which transfers W1.BIN) should be
ERRATUM amended to read as follows:

ERRATUM 1@ :DISC

ERRATUM 2@ FOR x=%AQ00 TO &AD25:READ A$:POKE x,VAL("&"+A%$) :NEXT
ERRATUM 30 CALL %&AQQ0

ERRATUM 4@ DATA 21,40,00,11,30,60,3E,63,CD,A1,BC,06,02,21,24,A08
ERRATUM S@ DATA 11,40@,00,D5,CD,8C,BC,E1,11,30,60,3E,02,CD,%8,BC
ERRATUM &@ DATA CD,8F,BC,C?,37,31

INFORMAT ION The following information is requested by users of
REGUESTED Transmat for converting the following to disc:
INFORMAT ION

REGUESTED 3D STAR STRIKE.......RAID.......THING ON A SPRING.

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:

1@ {TAPE.IN

20 FOR X=%AB00O TO &AD11:READ A:POKE X,A:NEXT:CALL %ABQ00

3@ SAVE"FUTURE1",B,%C000, %4000

4@ DATA &21,%00,%C0,%11,%80,%40,%3E,&FF ,&CD,&Al ,&BC,&C7
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:
1@ OPENOUT"D":MEMORY 120@0:CLOSEOUT

20 LOAD"PF™

30 FOR X=%3017 TO &3021:POKE X,&@:NEXT:CALL 12242
4@ LOAD"FUTURE1":RUN"FUTURE2"
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8/86 Routine to transfer "RADZONE" +from tape to Disc.
: Mastertronic Cassette No. 1A0112

This routine Copyright Anthony Bethell and Goldmark Ltd

WORM IN PARADISE

1:—- Type in the following BASIC Program

Courtesy of Andrew Bond, Sinope AS@, Nr Coalville. Be careful to use only Zeros(®) in the data,not "0".
1@ < TAPE.IN:IDISC.OUT

20 For x=%80 to &109:read a%$:poke x,val ("&"+a%$):next

3@ CALL &99

4@ DATA 52,41,44,5A,4F,4E,45,2E,42,41,53,52,41,44,2E,42
s® DATA 41,53,52,41,44,2E,42,49,4E,3E,FF,CD,6B,BC,21,80
640 DATA DO,04,07,CD,E3,00,21,80,00,06,0B,CD,F5,00,21,BB
70 DATA bO,06,03,CD,E3,00,21,8B,00,06,07,CD,F5,00,21,B1
B@ DATA 36,11,69,6B,ED,53,70,00,3E,80,CD,A1,BC,21,92,00
9@ DATA Bs&,07,11,B1,36,CD,8BC,BC,21,B1,36,ED,5B,70,00,3E
1@ DATA ©2,18,20,11,70,01,CD,77,BC,ED,43,70,00,EB,CD,B3
110 DATA BC,CD,7A,BC,C9,11,DD,BG,CD,BC,BC,ZI,?G,@I,ED,SB
128 DATA 70,00,AF,CD,98,BC,CD,8F,BC,CY?

Type "!TAPE" and load the first program from tape.

Now type in and RUN the following program which will save the
game onto a fresh cassette:

10 !TAPE:GOSUB 160

20 MEMORY &3FFF:LOAD"!":POKE %4288 ,%CY

30 CALL %4269:GOSUB 140

4P SAVE"WORMLDAD",B,&9CFO0,%B10

SO GDSUB 160

60 POKE &A7DA,%90:POKE &A7DB,&3F:POKE &A7DF ,&C%
7@ CALL &A7Dé6:GOSUB 140

B0 SAVE"“FIRSTBIT",B,%4000,%3F90

90 GOSUB 160

100 POKE %A7DA,&FD:POKE &%A7DB,&SC:CALL %A7D6

110 GOSUB 140

120 SAVE"LASTBIT",B,&4000,%SCFO

130 END

140 PRINT"INSERT DESTINATION TAPE AND HIT A KEY”
1S@ GOTO 170

160 PRINT"INSERT SOURCE TAPE PRESS PLAY, HIT A KEY"
170 CLEAR INPUT

180 AS=INKEYS:IF A$="" THEN 180

190 RETURN

2:— You must use a cassette recorder with remote control.

Insert a formatted disc with at least 63K free. Put fully rewound
RADZDNE tape in recorder.

RUN above program. This will load in all 3 files and automatically
put them on the disc but they will not run in this form.

Do not worry about the error messages that will appear at the end
of this routine.

3:—~ Reset the computer.

Reset the computer, and rewind the save cassette. Load first file from disc with LOAD"RADZONE

USE TRANS 3 AUTO to transfer the save cassette to disc. Edit memory statement in line 40 to read MEMORY 13979

Type in and save as WORM the folleing loader program: Edit restore statement in line S® to read RESTORE 55@

1@ MODE 1:FOR I1=0 TO 15:INK I,1:NEXT ) Edit FOR N=&%8752 in line 5@ to read FOR N=&B742
20 MEMORY &2FFF:LOAD"FIRSTBIT.BIN",&4000

30 FOR 1=%3000 TO &300B:READ A:POKEI,A:NEXT I

40 DATA &21,%00,%40,%11,%00,%C0,%01 ,&90,%3F ,%ED,&B0,&CY
S@ CALL &3000

60 LOAD "LASTBIT.BIN",&4000

70 LOAD "WORMLOAD.BIN",&3000

B0 FOR I1=&3CO0 TO &3COB:READ A:POKE I1,A:NEXT 1

90 DATA &21,%00,%30,&11,%F0,&9C,&01,%10,%08,%ED,&B0.&CT
100 CALL &3CB0

11@ FOR I1=%A7CD TGO &A7DA:READ A:POKE I,A:NEXT I

120 DATA %21,%00,%C0,%11,%70,%00,&D1 ,&90,%3F ,&ED,&B0O,&C3
130 DATA &12,%BA

14Q CALL &A7CD

Change line SS0 to DATA 5241,442E,4249,4E21,4287,0687,11B1,36CD,
77BC,21B1,36CD,B3BC,CD7A

Edit Line 560 by removing the first 5 data items so that
the first one is BCDD

43— SAVE"RADZONE™

S:— 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 disc

B:- Reset computer and play the game with RUN"RADZONE
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TRIKE FBRCE HARRIER

se TRANS & AUTO.
ow do the following:

EN FORCE.BIN=FORCE.
EN HARRIER.BAS=STRIKE.BAS

UN the program with RUN"HARRIER.

HO DARES WINSG 11

se TRANS 3 AUTO.
eset the computer and type in the following program which will
ransfer the first part of WDW to disc:

ITAPE. IN
FOR X=%AD0® TO &A@OO+11:READ A:POKE X,A:NEXT:CALL &ADDD
SAVE"W1" ,B,%40,%5030

DATA &21,%40,%00,&11,430,%60,4%3E,&53,4%CD, &A1, &BC,&C9

[CESES NS

eset the computer and type in the following program which will
ransfer the second part of WDW to disc:

@ TAPE.IN
@ FOR X=44@ TO &4@+11:READ A:POKE X,A:NEXT:CALL &40

@ SAVE"W2",B,43000,%4000: SAVE"W3" ,B,&7000, & 1050

@ DATA &21,%00,430,%11,&90,&50 ,&3E,4%11,&CD,%A1,&BC,&C9

eset the computer. Load and modify WDW.BAS as follows:

20 FOR X=%C00Q@ TO &CQ@OQ+54:READ A:POKE X ,A:NEXT

25 POKE &DO0O,4&57:POKE &DO@1,%31:POKE &DODB2,%&57:POKE &DOO3,&32:

OKE &DQ04,%57:POKE &DOQ@S5,&33: DISC:CALL &COOO

30 DATA &21,%00,%D0O,%&056,%02,%CD,&77,%&BC,%40,%00,%CD,&B3,&BC,&CD,
7A,4%BC, &21,%02,4%D0, %06, %02, 4%CD,%&77 ,&BC, %21 ,%&70,&056,%CD, &B3, &BC,

CD,&7A,&BC, &21,%04,%&D0, %&06,%02,4%&CD,&77 ,4%BC, %21 ,%00,&D5,&CD, &83,

BC,&CD,&7A,&BC,&21,%00,4&D5,%11,%70,%&A0,%01 ,4&90,%10,&ED, &B0,&C3,

10,%A0

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.BIN=PSY.BIN

oad PSY.BAS from disc and modify line 100

@B...ivicveencnaana."1S LOADING" . cu.....,80,83,49,
BN X, V-Y% 91,7 S
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STAIRWAY TO HELL

Use TRANS 7 AUTO.

Reset the computer. Load the following programs from disv and
modify as follows:

STAIRWAY.BAS: Line 4@ LOAD"STH1"

S@ LOAD"STH2"
6@ LOAD"STH3I™

Re-save STAIRWAY.BAS back to disc. Reset the computer.

STH3.BAS: Line 160 RUN"STH4"
Re-save STH3I.BAS back to disc. Reset the computer.

STH4.BAS: Line 20 LOAD"STH3S"

30 LOAD"STHG™

Re—-save STH4.BAS back to disc. Reset the computer.

I d

Run the game with RUN"STAIRWAY,

SHADOW FIRE

Use TRANS 5 AUTO. Reset the computer. Typz in and save as
SHADOW.BAS the following loader program:

1@ OPENOUT"D":MEMORY &4CO0:CLOSEOUT
20 LOAD"X":CALL &4CFO

RAMBO

Courtesy of H. E. Haxwell MCD, Hatri1eldg, Herts.

Type in and RUN the following program which will transfer RAMBO tr
disc without the need for TRANSMAT,

S5 MODE 1:INK @,13:BORDER 13:PEN 2:LOCATE 6,6:1NPUT"IS THIS A CPC 464
[Y/N] ";Vs
6 V$=UPPERS (V$): IF Vs="N" THEN V%=1 ELSE V%.=0

MEMORY &3800

I TAPE. IN: i DISC. OUT

LOAD" 'rambo"”

POKE &30,&C3:PUOKE &31,0:POKE &32,%BF

FOR x=&39A% TO &39AE:READ A$:POKE X,VAL("&"+A%) :NEXT

FOR x=&39D5 TO &39E1:READ A$:POKE X,VAL ("&"+AS%):NEXT

FOR X=&%BF@D TO &BF38:READ A%:POKE X,VAL("&"+A$):NEXT

IF V%=1 THEN POKE &BFZ2E,&58

CALL &39A9

DATA 21,FF,AB,11,40,00,EB,CD,83,BC,CD,7A,BC, 3E,C2,32,25,02,00,CD

100 DATA 37,BD,21,FF,AB,11,40,00,0E,07,CD,CE,BC,21,30,BF,25,09,11, 40
112 DATA @O,CD,8C,BC,21,40,00,3E,02,01,00,8F,11,00,90,CD,98,BC,CD, 8F
120 DATA BC,CD,Q®,B9,C3,64,C0,52,41,4D,42,4F ,2E,42,49, 4E

35



TRANSMA T INFORMATION EXCHANGE 1
The following information is () BOLDMARK SYSTENS (TIE)

In the following, use TRANS @ 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 LOCATIDON ERROR. RELOCATE (Y/N).

If the solution given below will not work then it iIs possible th:
you have a different version to the one tested

ERRATUM RED MOON page 16

ERRATUM

ERRATUM In line 40 the DATA statement &CO (halfway along line
ERRATUM should read &CD

ERRATUM

ERRATUM MESSAGE FROM ANDROMEDA page 28

ERRATUM

ERRATUM 70 FOR L=&3FD0 TO &3IF1B: READ etc

ERRATUM

ERRATUM WHO DARES WINS II page 32

ERRATUM

ERRATUM In line 93® the DATA statements should be amended t
ERRATUM read:

ERRATUM ?30 DATA &21,%00,%D0,%046,%02,%CD,&77 ,&BC,%21,%40,%00, &C
ERRATUM &83,%BC,&CD,&7A,%BC, %21 ,%02,%D0, &06,%&02 ,%CD,&77 ,&BC, %21
ERRATUM &70,%60,%CD, 483 ,%BC,&CD,&7A,&BC,&21,%04,%D0, %06, %02, &CL
ERRATUM &77,&BC,%21,%00,&D5,%CD,%83,&BC,&CD,&7A,&BC,&21,&00,&DS
ERRATUM %11,&70,%A0,%0!1,%&70,%10,%ED,%B0O,&C3,&10,&A0

RED MOON
Courtesy of Jim Westaby, Potters Bar, Herts.
Run TRANSMAT and use TRANS 4, N

Name the first RED the second REDO (do not relocate) the third
and the fourth RED2

Reset the computer. Load RED.BAS and amend as follows:
3@ MODE 1:MEMORY &1SFF

360 LOAD"REDO®.BIN",&?AD0:L0AD"RED1.BIN" ,&1600: LOAD"REDZ.BIN" 8670
410 CALL &BD37:CALL %&BD0OO

ADVENTURE QUEST

Courtesy of Mr McKiddie, Cleethorpes, S. Humbersioe.

Run TRANSMAT and use TRANS 0.

DEFAULT the first and RELOCATE the seccond.

Reset the computer, load QUEST.BAS and make the following changes

DELETE line 10.
Edit 120 to read:- 120 LOAD"ADVENTUR": | TAPE:CALL &2AEF
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B/86

SSAGE FROM ANDROMEDA (Routine for nheaderless file version).

urtesy of Jim Westoby, Potters Bar, Hertfordshire.

e TRANS 4. CLEAR the first program. Name the. rest MESSAGE,
S55@, MESS1, and MESSZ2.

not rewinc the tape.

set the computer type in and RUN the following transfer program
ich will transfer two binary files to disc:

MEMDRY &1FFF

LOAD"MESS1 "

y TAPE. IN

I FOR FILE=1 TO 2

| FOR L=42006 TO 42889:READ V:POKE L,V:NEXT L:POKE 42010,69
I OUT &F600,16

j CALL 42000:1F PEEK(42011)<>@ THEN 356

) OUT &F600,0

) READ 5%,5,L:5AVE S5%,B,S,L

) NEXT FILE

) DATA &2B,&23,&05,&39,MESS3,&2328,&3905
@ DATA &CO,&SD,&60,%40,MESS4,&5DCO,%4060

'set the computer.

yad MESSAGE.BAS and alter as follows:
) LOAD"MESS?2", 135000

) REM LOAD etc

130 CHAIN "MESS2"

yad MESS2.BAS and alter as follows:

rlete lines 160-1°20

id lines:
»®@ LOAD"MESS3":LOAD"MESS4": LOAD"MESS1 "
'@ I TAPE

3

the game with RUN"MESSAGE

ABASE DELTA
wrtesy of lain Segall, Stanmore, Middlesex.

;@ TRANSMAT and return to BASIC. Enter the deprotection pokes and
rturn to TRANSMAT.

e TRANS 1. CLEAR the first two parts, DEFAULT the third ang
LOCATE it.

N the game with ADVENT.
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