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Tape contents:

1)
2)
3)
4)
S)
6)

Screen monitor

The Hack Pack

L et e . pre—

LO&D mn

Memory monitor CLEAR 32767: LOAD "" CODE: PRINT USR 32768
AlkCode CLEAR 28671: LOAD "" CODE: PRINT USR 28672
SpeedCode CLEAR 49999: LOAD "" CODE: PRINT USR 50000
FireCode CLEAR 25855: LOAD "" CODE: PRINT USR 25856

Headerless file

- For use with 3,4.,5.

Memory Monitor (2nd on tape)

The program will load and display ROM in the bottom left hand corner of the

screen., This signifies that the program is now under your control. Press
BREAK/SPACE to enter the program.

All

inputs to and from the program will be in HEX (see conversion table

in appendix) A complete list of the commands available now follow:-

(Q)

(W)

(R)

(Y)

List ASCII

Enter a number from 0000 to FFFF. The program will list the address you

selected say, 7F12, as 7F12 33 3, with a cursor alongside. The first
value 1is the memory location, the second is the value it contains and
the third is the ascii value of it. Typing in a number or letter on the
keyboard will insert the value of that character into the memory location.

Pressing ENTER will move you to the next memory location, whilst CAPS
SHIFT will abort this mode.

For example if you have just loaded a basic program then enter the address
566B. This will list the basic and ignore hidden program lines, so you

will see the basic as it really is. Typing other addresses will simply
show the text from those addresses onwards.

Ram page (128k machines only)

This will page in the memafy banks which occupy the locations from C000
to FFFF . Insert a number from 0 to 7 for the bank required.

Register dump

Lists the values of the spectrums internal registers and the values they
had when the monitor was entered.

Return to BASIC

This option can be useful for

taking anti-merge out of a program ie a program that crashes when you try
MERGE "". Just load it in via option (L) and when it has finished loading
use this option to return to basic, and you will break into it.



(P)

(A)

fr)

(J)

(L)

(S)

HEX dump.

Type in an address and a window of 8 characters across by 16 down is
displayed. This is handy for fast memory display.

Block move.

A block mover for code, simply type in where from - to end of - and where
you want it to go and it will do the rest.

Find bytes. (Infinite life finder!)

Type in a start and end address of some code eg 5B00 and press ENTER. Then
type the string of bytes that you wish to find eg 3E 05 32 for 5 lives in

a game. It will then list all the locations that contain this string and
will disassemble the surrounding code.

Jump to.

Type in an address that you wish the program to jump to in memory.
This will cause the program to exit the monitor and jump to the address
specified executing the code at that address.

For example address 0000 would activate a reset.

Load program.

This has two basic modes of use, which may seem strange at first!

If the program you wish to hack has 2 header then just type (L) and then
ENTER to load it. Values obtained from the header will be remembered by
the monitor eg the start address of the following code to be loaded.
Programs will be loaded to the address specified in the header.

If the program does not have a header then you will have to tell the

monitor where to place the program in memory. An example being C000 4000
and then ENTER.

Save program.

This works on the same principal as the (L) command. If a file has been

loaded in with a header, then pressing (S) and ENTER will save that file
out with the same start address and length of bytes (still remembered from
loading) complete with its header and any alterations that you have made.

But 1f you wanted to save your own program out then type in your own start
address and length.

eg. (S) and 4000 1BOO would save out a headerless file from address 4000
of length 1B0OO bytes.



() Disassemble memory.

Type in an address and the program will disassemble the memory from that
location ie converting bytes into op-codes. A time ago there were a lot of
extra opcodes discovered and protection systems went mad using them.

This will handle ALL the illegal opcodes and quite a few more!

(X) Exit a mode

Entering this in any mode quits the current mode of use.

Advanced Memory Monitor usage.

Nearly all Spectrum protection systems use some sort of encryption, this is
usually an XOR of the spectrum code (a code up) or more commonly now the
refresh register. This is the counter held in the Cpu which counts every
instruction the computer performs. Every spectrum monitor finds it impossible
to single step any program containing the instructions LD A,R , LD R,A.

This is the point when our ordinary hacker must give up because he knows that
from now on every instruction is timed. However our monitor is able to give

the cpu the times that it expects to see. Therefore you can single step through
any type of protection and if you wish automatically decrypt it.

It is suggested that you read this section carefully, twice if possible and
then attempt to use these functions.

(T) Trace mode.

This option gives you full control of any Z 80 program and it is here
where the hack pack comes into its own. It can single step, decrypt
loaders, in fact there is not much it cannot achieve if used correctly.

Typing (T) and then ENTER will take you into trace mode and will display
the current contents of the program counter location.

By typing (T) and an address eg FE0O, would display from address FEO0O
onwards and all operations continuing from this address onwards.

We will consider 2 example protection systems:

Speedlock
Players

Speedlock Hack

Yes, lets rip apart a speedlock. You can generally notice such a system
on a program, they have a large basic header, border stripes, a screen$

which suddenly appears and a counter which ticks away in a corner in
mins-secs-tenths of secs.



(S)

(M)

(6)

(7)

(1)

Load the speedlock program in on (L) mode. The speedlock RANDOMIZE USR
in hex is 5D06 so we will use mode (T) with this address.

At the top of the screen you will see the instruction DI. Press ENTER
about 12 times, during this the screen will go blank. Do no worry simply
press (X) then press (T) ENTER and the screen will go back to normal.
What you have done is moved part of speedlocks program, now type (B) FCOO
then ENTER. The monitor will decrypt all of the program.

Be warned it takes a very, very long time. The program will stop when it
reaches FCOO in memory. '

Set Program counter to..

This is handy for skipping code when tracing that you do not want to trace
eg.

C000 DI

C001 PUSH AF

C002 PUSH BC

C003 LD BC, 65535

C006 DEC BC A long loop that we are
Coo07 LD A,B not interested in tracing.
Cc008 OR C

C009 DJ NZ,C006

CO0A EI

By typing (S) and then address CO0A we could miss out this time consuming
piece of code.

i

Display Memory PEEK contents

Displays the PEEK contents of the address that you specify onwards.
Pressing ENTER continues the mode and (X) quits.

Cursor up
Cursor down
Edit register under cursor

These keys allow you to alter the spectrums internal registers to the
values that you want them to be. During the course of machine code or
computer use the contents of these registers will alter. Using the above
keys you can alter the contents. At the end of the instructions is a

diagram of a typical program in trace mode with an explanation of the
registers.



Players Hack

Now we can try a Players protection system with the monitor.

Players programs usually load in blue/black, having a small piece of
BASIC at the beginning followed by a small block of code. It is this
code that we are interested in so after loading this using option (L)
it will display something like ,

FRED FEQCO 0120

Use option (Z) to disassemble the code from address FE00. You would see
something like this :-

FEO0O DI
FEO1 LD HL,FFO0O
FEOQ4 XOR A
FEO5 LD R,A ; Skateboard construction set
FEO7 LD A,R s (Front cover YS August)
FEO9 XOR (HL)
FEOA LD (HL),A
FEOB INC HL
FEOC LD A,H
FEOD OR L
FEOE JP NZ,FEO7
FE11 JP FFOO
/

/

Notice the jump at the end, this must be important as it is where the program

is going to next after executing the previous instructions. Type (X) to exit
the disassembly. Press (T) and FE00. A whole list of registers is displayed
(these are not important now). Notice how the program disassembles the current

instruction at the top of the screen. Press ENTER once and it moves wup an
instruction and updates the screen display to whatever action that instruction
performed. Keep pressing ENTER and soon you will see JP NZ,77127.

modes of use).
(D) Break point.

This allows the trace mode to run until it meets the address you specify.
Exit trace mode with (x) and then press (D) and then enter an address eg
FE1l, this is the location that said JP FE0O. The monitor will now have
placed a call back to itself at this address. Now dissassemble FE0OQ onward
and you will see that code has appeared at your address FE11l.

then be passed to the monitor.



This mode can therefore be used to run blocks or routines and then come
back to the monitor when it has finished therefore saving a lot of time.

(R) Return on RET

Pressing (R) and then ENTER will make the program run on until it hits
a RET instruction.

To explain every mode in mass detail would probably take up a book. We have
tried to give you a broad idea of what is possible. If you get stuck then

you can contact the program author. To do this first write to Sigmasoft at our
address with your question and we will forward your query.

The screen monitor.

This is a self contained miracle program which protects itself against attempts
to wipe it out. During use there will be corruption on the screen but do not
worry. Only the bottom third of the screen is used for display.

(Q) "Last BASIC

Typing (Q) 0000 would list line 0 and (Q) 0001 will list line 1, followed
by a LINE END message indicating the end of the basic line. The program
will ignore any attempt to hide the lines and colour codes are even
ignored.

~
]
o
)
|
-
|t
=
D

eg LOAD "": RANDOMIZE USR x.
This can be used to gain auto-start for games.

(Y) Return to BASIC

This is the same as the memory monitors option and breaks into almost any
program.

(P) Hex dump

Same as memory monitor. (See NB1)
(A) Block Move

Same as memory monitor.

(S) Save code

The difference here is that this option will only save out a program with
a header on. To save a headerless program use (K).



(J) Jump to

Same as memory monitor
(K) Save code

This is the headerless option and requires a start address and end address
(L) Load code

Same as memory monitor but only loads code with a header.

(C) Load headerless code

Same as (L) on memory monitor for loading headerless code and thus will
require a start and end address.

(Z2) Dissassemble
Same as memory monitor (see NB1)
(U) Header details
Displays the information from a loaded header onto the screen.

(M) Alter bytes

1

When using (P) or (Z) by pressing SYM SHIFT & V will direct output to
a printer. Pressing N cancels this and displays information to the screen.

When using (H) and (Z) you can also specify a second address to stop at.

When using (L) and (K) in the screen monitor do not worry if your headers
say that they start at 4000 hex or less or if your headerless block starts
low down. The monitor ignores code loaded to less than 5B0O0.

Data is always loaded to its correct address. Memory monitor does not have
this feature built in so large blocks of code (>8000 hex) may crash it.

ALKCODE, FIRECODE, SPEEDCODE are programs which load in a program protected

by the relevant protection system. After choosing such a program by loading as
detailed on page 1 then 1load the game you want to hack (that has that
protection) into the spectrum. Once loaded the border will flash blue/red. Now

load in the headerless file from tape and you will enter the monitor with full
control of the game code.



Trace Mode Layout

STEP (1)
15ED RET (2)
IR 3F00 (3)

SZ H PNC (L) STACK
AF’ 00 01010101 (5) 1E29
BC' 0002 (6) 8102
DE' 0003 (1) S5G3A
HL' 0004 (8) 0101

*1090

SZ H PNC (9)
AF 00 10000111 (A)
BC 0006 (B) (BC) 01 02 03 04 05
DE 0007 (C) (DE) 09 AF DE C9 20
HL 0008 (D) (HL) 21 34 56 29 (2
1. 0009 (E)
1Y 000A (F)
SP 0000 (G)
PC 15ED (H)
M 8000 00 00 00 00 00 0O (1)

Explanation of diagram

Tells you what mode you are in eg SKIP/STEP etc
The program counter and whats in that location

The spectrums alternate registers and the values they hold
The spectrum flags (1=set) (O=unset)

The spectrums registers and the values they hold
What the (M) mode is currently pointing to

HI O EOOE PO 0N WL S WN

STACK : The contents of the spectrum stack je pushed values. The (%) represents
the value currently being used.

(HL) (DE) (BC) give the contents of the address pointed to by the register.
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