_oBEE CRODRIVE EXCEANGE

G.d.30BK=R. 29 Chadderton Drive, Unsworth, 3ury, Lancs, Tel: C6l=766 5712

WARNING: The PREINCE Tape-To—-Microdrive transfer tape can transfer
to Microdrive FOUR ”gu!siﬂg” tone games plus Fyjamarama. éalso a
few other games such as Jetpac, Sabre-Wulf and a few other easy
cnes. A total of about TWENTY FROGRAMS ONLY!

Suppliers of software games appear to be running out of ideas.
YORTEX's latest game is CYCLONE.&n inferior version of their TLL
A+F?s latest is CHUKIE-EGGE Z. Considering that first version was
the most unoriginal (and overpriced at £7.95), do you want No. 27
ULTIMATE’s latest is ALIEN 8. Fantastic, but a KENIGHTLORE update

U.S.GOLD are importing very original games,. albeit that they
are totally unlocadable. Whilst ariginal in concept they are not
good. FRAID OVER MOSCOW has nicely drawn static back grounds, but
the moving graphics would be good on a ZXB1 or Commodore! Their
DECATHLON game has excellent graphics of a man running, but that
is it. Bame 1 iz a man running, then he jumnps.Game 2 is the same
graphic man running, then he throws something, etc, etc. Add to
this the fact that Decathlon will ruin your keyboard/jovyvsticks

IMAGINE crashed duse to sheser bad management. RABBIT crashed
due to rubbish programs.U.S5.60LD/0CEAN are original & unloadable
ULTIMATE, VORTEX % &+F producing "copies" of previous successes,
with minor changes, are all liable to join the ranks of the late
lamented. The muwch publicised dropping of sales due to "pirvacy™
is sheer nonsense. Computer psople aren't as simple as same of
the dealers try to make out. Froduce quality stuff & it sel|l.
Trying to persuade people into buying useless softwars, stcs by
unrealistic reveiws does not work. Hence the demise of ORIC,LYNX
DEAGON and shortly the ATARI, COMMODORE 2 BBEC. The latter using
the outdated &£502 chip. MEX machines? Not wanted. Not selling.

Alternative systems to the Microdrive must have Uncle Cliwve
laughing all the way to the Bank (on his CS). Disc systems are
slightly faster, two or three times the price % generally use a
large chunk of user menory. The Opus Disc system is the dearest
and altho' using "no memory area" is unreliable due £to method it
uses to connect o0 a basic Spectrum WITHOUT large keyboard. The
Wafadrive is far too slow and therefore not really a contender.
THURNALL have dropped their Disc system dus to lack of sales.

In this issue we'll "catch-up" with a several of the "Fulsing"
program transfers. In next issue I will be explaining methods in

great detail. Hopefully this will be based on RAID OVER MOSCOW.

These next three routines are based on methods sent in by J CROY

of Scotland. Be careful not to mix them wup as they are all very

similar. Each of them require a "FALSE" Header to Stop the Basic

Use the program FALSE-MAKER in MDXE8 (or MAKER on Magic Message).

DECATHLOM (Requires False Header of B27 Bytes)

1. Load FALSE Header by; CLEAR 63543@: CLS = : LOAD "" then play
in your DECATHLON tape AFTERE the SECOND Header.It'1 1l Load but
nat Fun the Basic.

2. Enter FOKE 24£329,251: POEE 24640, 207: RANDOMIZE USRE 245828

(Ignore the Error message which oocurs).

3. Enter CLEAR &43933: NEW (and press Enter kew).

5. Type in the following program:

10 DATA 205, 142,2, 122,220,683, 254,15, 32, 246,221,232,8,91,17,
16@915!64.!_.J_J9—®L.Jrl,}“1'94 lfqu}!wlh@J)EIrQJ.!r_:l-Ez!151151“6!
17,72, 147,62, 295,205,194, 4, 195,d,0: FOR J=£5400 To 65442

20 READ aA: FOKE J,A: NEXT J: RANDOMIZE USSR 3374

&. RUN above program, then play in rest of DECATH tape. When all
in put your Tape in recorder, set to record, then press C key

and two Headerlsss—-Files will be Saved to a TAFE with a 3 sec
pause between them. When Save completed the Spectrum will NEW

Transfer the Files to Microdrive as fol lows:
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&. Maks up TWO False Headers for Bytes. First to be 4000 Byte 2
second for 37704 Bytes.

0. Load the first False Header by; LOAD "" CODE 16384 then play

in first File. (Which will Load onto Screen), Save to m/d by;
SAVEX"m"; 1; "DECATH1" CODE 1&3284, 406D

<. Load second False Header by; CLEAR 27295: LOAD " CODE z2729&

Filay in the second File. When Loaded Save to Microdrive by;
SAVEX"m"; 1; "DECATHZ" CODE 27296,37704
d. Clear Spectrum by RUN USR @ then type in this Loader;
10 LOAD%"m"; 1; "DECATH2" CODE 27296&:
LOAD "m";1;"DECATHL"™ CODE 1&328-
20 DATA 17,@.91,33.@,64,1,159,15,23?,1?6,195,@;91
30 FOR J=€50909 TO ES213: READ A: FOKE J,A: NEXT J
40 RANDOMIZE USE &S00
Save to Microdrive by; SAVE®"m"; 1; "DECATH" LINE i
BEACH HEAD (Requires False Headar of 247 Bytes)
1. Load FALSE Header by; CLS ¥+ : LOAD "" then play in BEACH
tape AFTER the first Header. Basic will Load but not EUN,
2. Enter FORKE 24633,251: FOKE 24€69,207: RANDOMIZE USR 24608
(Ignore the Error message which eccurs).
3. Enter CLEAR 3@857: NEW (and press Enter keyd .,
4. Type in the following progr ams:
10 DATA 2%5,142.2,123,23@,63,254,15,32,E4a,221,33,15@,96,1?,
J0,159,62, 255,205, 194,4, 195,90, 0: FOR J=S1281 TO 51205
=0 READ A: POKE J,A: NEXT J: RANDOMIZE USE S1237
EUN above programy then play in rest of BEACH tape. When all
in,put Blank tape in recorder,set to record, then press C key

gl

and one |ong Headerless—File will be Saved to TAFE. When Save
completed the Spectrum will NEW.

Transfer the File to Microdrive as fal | ows:

2. Make up 2 False Header for Bytes, 42734 | g,

5. Load this False Header by; CLEAR 2473S: LOAD "" CODE 24736

then play in the File. When Loaded, save to Microdrive by;
SAVEX"m"; 1; "BEACHz" CODE 24736, 40794
d. Clear Spectrum by RUN USR @ then type in this Loader;
10 CLEAR 24735: LOAD®"m"; 1; "BEACHc" CODE 24726
20 RANDOMIZE USR 32768
Save to Microdrive by; SAVEX"m";1;"BEACH" LINE 1
GHOST BUSTERS (Regquires False Header aof 1037 Bytes)
NOTE: There are TWO versicons of this game. This routine will ONLY
work on the version with the Basic section 1237 Bytes long. At
present I have not seen the other version, but hopefully info on
this will apear in later issue.

1. Load False Header by; CLS #£: LOAD vw» then play in GHOST
tape after first Header. It wil! Load but not RUN the Basic.

2. Enter FOKE 2483&,251: POKE 24837,51: POKE 24838,51:
FORE 24839, 201: RANDOMIZE USR 24789
(ignore any error messages).

2. Enter FOKE S6467,201: FOKE SE468,201: RANDOMIZE USE Sgdd4
4. Flay in rest of GHOST tape. When all Loaded Save to a TAFE by
SAVE "GHOST" 23296,227&8
Complete checks on this game wasn't possible as I couldn't Load
the two GHOST tapes I tried and only managed to test cut routine

using a col leagues system. Length of program without Screen is
only 32768 Bytes and therefore is simply Loaded into high memory
then block moved down and Jumps to start. (Jumps to 332536).
Transfer the GHOST tape Just made by
LOAD "" CODE Z2090d: SAVE®"m"; 1; "6GHOSTc" CODE 30000, 32768
Type in this Basic loader &% save bys; SAVE®X"m"; 1; "GHOST" LINE 10
10 LOAD®"m"; 1; "GHOST=" CODE 20000
20 DATA 33,48,117,17,9,128,1,9, 128,237,176, 195,9, 131
30 FOR J=E5368 TO €5381: READ A: FOKE JyA: NEXT J
40 RANDOMIZE USR ESZE8
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SHERLOCE TO MICRODRIVE _
T™Mis method submitted by John Ashplant of Enfield,Middx. ape}ial
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thanks to Fhil Mitchell Ctauthor of Hobbit & Sherlock) and Dr lan
-=gan tand Melbourne House).They contributed the essential info
that this game only really needs the final Block rcalled "B" and

supplied the "Randomize" value to start the game. kKrnowing this I
~a23 able to split program into three parts ready to go onto m/d.
l. Load "p" by; LOAD "p" CODE 16284, This will Load onto screen
area. Stop tape when colours start to appear, then Save to m/d
bv; SAVEE"m"; 1; "“HEPLDC&”” CODE 15384, 4000
<. Enter CLEAR 27333: LOAD "p" CODE 27936 then again play in "p"
When Loaded, Sav& by; SAVE®R"m"j;1; "SHERLOCKZ" CODE 231936, 22600
2. Enter CLEAR 443213: LOAD "p" CDDE 44320 then again play in "p"
Because we are Loading so high in memory the LAST 4000 Bytes
will have cycled round and will appear on the screen. When all
Loadedy, Save by; SAVEF"m";1; "SHERLOCKZ2" CODE 1&3284, 4480
4. 4a=1L Loader is as fol | ows:
LEAR 27335
) ;DME#"M”,l;"SHEELDCHE" CODE E1S3&
LOAD®"m"; 1; "SHERLOCKZ" CODE 27336
LOAD®"m"; 1; "SHERLOCK1" CODE 1&384
1 DATA 4'#, 1,&?; :'upuu;ttﬁftrq' 1? 12By932414 160, 15, 237,176, 195, El-"‘l 163
FOR J=23296 TO 23312: READ A: FOKE J,A: RANDOMIZE USE 23296
Save to microdrive byy SAVER"m"313; "SHERLOCK" LINE 1@
MNOTE: We have ta CLEAR 273935 in line 10 since Block 2 goes right
up to very top of memory. This has to be changed to 2339238 before
game can be Fan. (The first three DATA values do this by setting
ua-L Fointer at 23935, then Block moves "screen' o 23938). The
area gets overwritten,but as we've FOKEd the DATA into the
nter Buffer it is safe. The last three numbers in the DATA
ement are 195,684,160, this is JUMP 410Z24....5tarts the game.
tially 1 had combined the SHERLOCKZ % SHERLOCKZ together and
ed it would result in program Loading faster. In fact it toak
iger to Load.
CAVELON TO MICEODRIVE
S.WATTES of Wickford,Essex studied this game and discevered that
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'he various parts are really four Headerless—-File with a Loader
n a FEM in Basic section. Only the last File is required.
1. Make a False Header for Machine Code of 27004 EBytes.
2. Load False Header by;LOAD "" CODE 3@B@O then play in the last
Header less-File of the game. When all Loaded, save by;
SAVE®"m"; 1; "CAVELDNz" CODE 3050, 270040
Z. EBasic Loader is:
10 LOADE"m"; 1; "CAVELONC" CODE Z0B8¢9: RANDOMIZE USE 28122
VIDED FOOL TO MICRODRIVE
CHRIS SMITH of Tattenham, recommends this Pool program as being
the best available.His method to transfer to m/d is as follows:
1. STOF the initial Basic by Loading it by; CLS & : MERGE ""
2. Add a line 25 thus; 25 POEE 61485,9: FOKE &148&, 207
S« Press RUN then Enter and the FOEEs in line 23 ensure proagram
Lzads but stops with error message, "HOOK CODE ERRORM
4. Bave to Microdrive bys: SAVEXR"m"; 1; "VFOOLcz" CODE 22768, 25000
J. Clear Spectrum by REUN USE @ then enter the following Loader:
10 LOAD®E"m" 3 1; "VFPOOL:" CODE Z27&8
20 RANDOMIZE USRE 32768
Save this to Microdriwve hy, SAVE#®"m"; 1; "WPOOL" LINE 18
SUGGESTIONS FOR 48K FROGRAM STOPFING (Inc BRIDGEFLAYER II )
Several members have reguested method to transfer this program.
There are at least 3 versions of Bridgeplayer and [ do not have
this particular (latest) version. Since this program is in Basic
but saved as Bytes, the method which usually STOFs such is to
Load it under Machine-Code control but say length is TWO Bytes
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SHORTER than it really is. (Could use FALSE maker from MDX7 for
this). Load this False Header into CORRECT location then play in
program to be stopped AFTER its Header.In most cases the HETOFPped
program is a Basic program still foo long o put on Microdrive.
Shorten it by VaAlLing all numbers. There is a uwtility program
called SUFPERCODE Il which includes a routine called COMFEESS. It
Vals numbers for you at high speed but unfortunately it is NOT
error free. (I will make % print such a program in a later issuel
Each VAL saves 3 Bytes and it would take time to VAL all listing
Save to a TAPE at this point for safety., Most likely they’ll be
Machine-Code in REEM statements so relaiming Map is necessary.
Bridgeplayer uses "ON ERRORE/BREAE"™ routine to jump to line 2393
s put "Reclaim” in & new line directly after aline which ends
with a RETURN. This new line to contain the Reclaim and end Wwith
a B0 TO 2393, If you used, sayy line 7452, theﬂ would Save by;
SAVEX"m"; 1; "BRIDGBE" LINE 7435
If vou manage to transfer ERIDGEFLAYER I1I p[eaﬁe let me know.
STARTING MACHIME-CODE WIA ERR-SP
FANDOMIZE USE value 1n some games 13 rather difficult to find as
there doesn't appear to be one! One method; used in latest games
is to "point" the System Variable ERR-8SF to the "JUMF" address
if an Erraor. Frior tao thiss the locations 3 Bytes below REAMTOR
are set to address of the Machine-Code to be ran. Try this test:
1o CLEAR &5535: DATA &2,&635,215,82,686,215, 201
20 FOR J=30000 TO 2@ode: EEAD A: FOKE J,A: NEXT J
30 RANDOMIZE USSR Zeeod: FAUSE @
This will print AB on bottom of video., The FAUSE @ is to ensure
the usual 0.K. message doessn’t immediately wipe it out.
Mow to change pragram to make ERE=-5F action RUN the Machine—-Code

SNAG. We will NOT be able to return to Basic after it starts the
Machine-Code REUNning. (Wouldn’t matter in a game).
Delete |line 2@ aﬂd insert;
30 PDOKE &5522,48: POKE &3533,117 —G5Get G3532/Z2=30000
40 FPOKE Z3613,252: FPOKE 232614, 2535 —Set ZE3E1Z/4=6£5D322

EUN program, and again AB is printed, but Spectrum l|locks-up.
Incidently, if end of DATA line was changsd to be a Z87,8pectrum
still locks—-upy, but would print AB continuously all over scresen.
The actual method used in games would be similar to below:

1 CLEAR &5535 fSet RAMTOF

2 POEE 55..13:.1‘& FOKE buuuu;y cSet RAMTORP-Z2=Start M/C

3 F'DI'E :.:E:i-.:;r;.‘.'ﬁ:.- FDPE 614:...».#\.! Si:“t -_n_l_l uf4 FHMTDP“‘

4 REM @020000 : Poke the m/code into this line

To make program as awkward as possible, |ine numbers are FOREd
to be @, program made unMERGBEable and false info made to appear
on the screen if you do "reveal" them. Extra FPEEEs would also be
included to allow for an Interface 1 moving up Basic Start point
Full info on making unMERGEable and "false Basic" in next issue.

DRAW command gives weird effect if high third parameter used.Try
1o FLOT 125,50: DEAW 59,30,399. Try also 750, atc, etc.
TREANSFOEM supply a plastic box with partitions for holding upto
20 Microdrive cartridges. Fhone them on @83-282 4782 % give your
credit card number. Box will arrive next morning. (£5.395 each).
In next issue: ALIEN 8 to Microdrive. (J.R.WALKER has done it yet
again).Further notes on Hiding programs % cracking the "Fulsers”
ALL OF MICRODRIVE-EXCHANGE IS5 COFPYRIGHT % MAY NOT EE REFRODUCED
WITHOUT WRITTEN CONSENT OF THE EDITOR. (WILL NOT BE GIVEN).
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