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Editor: G.A.BOBKER of IX-GUARANTEED

NIGHTSHADE is the latest game by Ultimate. It appears to be the
usual "rip—off" of Alien By, Knight-Lore and Underwurlide, this
time in a haunted house.Obviously Ultimate have a series of sub-
routines and string them together for each game with a few extra
baddies thrown in. A good system but all games begin to look the
same'! Ultimate have dropped Speedlock as too many are unloadable

Due to methods used in latest pulsing programs it isn't possible
to use a RANDDMIZE USR to restart the Basic after the FOKEs. The
method of Stopping the Basic with a False Header, entering a few
POKEs then restarting the Basic by GO TO @ is reliable ONLY 1if
you are NOT in Microdrive mode. (Some Spectrums aren’t fussy but
I suspect that most are). This is reason that ALIEN B crashed on
entering GO TO 9. To tansfer ALIEN 8 to Microdrivey using method
in MDX12, first do a RUN USR:@. Load the False Header by LOAD ""
Subtract S8 from ALL of the 21 adresses to be POKEd. Therefore
POKE 24831,123 becomes 23772,;1232. Now the GO TO @ will work.
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Another of the very difficult programs to crack. J.S5.C. uses the
method of diverting the program to €550@ instead of starting and
prior to this sticks a "saver" program into E€5500.
1. Make up THREE False Headers. One for a Basic of 6632 Bytes,
one for Bytes 2000 long and one for Bytes 41222 long.
2. Enter RUN USR @ to Reset Spectrum and ensure not in m/d mode.
3. Type in this program:
190 CLEAR &£5499
2’3 DATrﬁ‘l :; 191[215) LS"“TJ 31!56] 249, 221,331 ﬂ'j ?1’ 1?;5’ 16115:, 255’
205,194,4,195,0,0
2@ FOR X=€£5300 TO 65522: READ A: POKE X,A: NEXT X: NEW
RUN this and it puts Bytes at top of memory then Resets Spectrum
4. Load the Basic False Header by; LOAD "" then play in the
Basic of DARKSTAR after its Header.
5. Enter POKE 232994,220: FPOKE 23995,255 then enter GO TO & and
play in the rest of DARKSTAR tape.
E&. Put a blank tape in recorder, set to record, then press ENTER
and a Headerless—-File of 41222 Bytes will be Saved to tape %

when Save completed the Spectrum will automatically Reset.
7. Play in the first Bytes False Header by; LOAD "" CODE 20900
then play in saved Headerless—-File. Error message will appear

after the first 3900 Bytes have Loaded in. Save these 3020 to
Microdrive by; SAVEX"m";1;"DARKSTARZ" CODE 300¢92,52990

B. Reset Spectrum by RUN USR @ then play in second Bytes False-
Header by; CLEAR 24299: LOAD "" CODE 24202 then again play
in the Headerless-File. ALL of it will Load. When Loaded,save
all except first 3000 Bytes by entering;

CLEAR 27239: SAVE%¥"m";1; "DARKSTAR1" CODE 27300,38B222

10. Save this Basic to m/drive by; SAVEX"m";1; "DARKSTAR" LIME 10
10 CLEAR 27295: LOAD *"m";1; "DARKSTARL" CODE 27226
20 LDAD¥"m";1; "DARKSTARZ" CODE 16384
30 DATA 49,9,91,23,0,64,17,0,91,1,184,11,2237,176, 195,137,109
40 FOR X=20000 TO 20016: READ A: POKE X,A: NEXT X
SO RANDOMIZE USR 20000
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GLASS TRANSFER by S.J.Nutting of Histon,Cambridge
1. Make a False Header for Basic of length 532 Bytes.

2. Enter RUN USR @. Load in this False Header by LOAD "" then
play in the first Basic of GLASS after its Header.

3. Enter: POKE 22801,207: POKE 23802,255: GO TO 2
then play in second part of the BLASS program which after it
has Loaded will give a "Hook Code Error"
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4. Press NEW then Enter key.
5. Type in this short program:
10 FOR A=25000 TO 25015: READ N: POKE A,N: NEXT A
20 DATA 207,27,62,255,221,33,0,64,17,0,27,205, 194, 4,207,255
20 POKE €64941,168: POKE €64942,97
40 RANDOMIZE USR £4600
£&. RUN the above program and Play in rest of GLASS tape.
(Message "Searching"” will appear whilst it is Loading)
When loading check by listening to !oading noise, and load in
@A part of tape. (Note: No loading lines on the Border are
produced when program is loading in).
7. Press a Key and a Headerless File will be saved out to a Tape
8. Save main part by; SAVE¥"m";1; "GLASS2" CODE 28554, 35922
2. CLEAR Spectrum. Make a False Header for Machine-Code of E6912
Bytes. Load this by;
LOAD "" CODE 16£3284: SAVE¥"m"j;1;"GLASS1" CODE 1£328B4,£912
Then play in the Headerless-File previously Saved. Thieg will
Load in then transfer to the Microdrive.
10. Basic loader for this game isj;
10 LOAD¥"m";1; "GLASS1" CODE 1&£32B4
20 LDAD *"m";1; "GLASS2" CODE 28554
20 RANDOMIZE USR 44520
EOMPLEX TRANSFER by Martin Dolphin of Fulwood,Preston
First stage is to make program Load but not RUN by adding in a
few POKEs. Next stage is to split program into two Blocks, then
finally a Loader to bring them together after Loading.
1. Position your KOMPLEX tape to be just after the Basic Loader
C(I.E. just before the SCREENS part).

2. Type in program on right 12 CLEAR 24188: LOAD "" CODE
and RUN it. Play in Screen 20 POKE €£4095,@: POKE &4@9&,@:
and rest of KOMPLEX tape POKE &4097,@: POKE 64129, 201
£ill it Stop=. 20 RANDOMIZIE USR &40B@

S. Save to Microdrive by;

CLEAR 280006: SAVE¥"m";1;"KOMPLEX1" CODE 28B190,37346

Enter RUN USRE @ (or press RESET) to CLEAR Spectrum.

Make a False Header for Machine-Code of 4134€& Bytes. Position

KOMFLEX tape to be just past the Header for the main code

block (the Header on the original tape holds false info).

E. Load the False Header you made by; LOAD "" CODE 16384 then
play in KOMFPLEX tape; STOFP TAPE IMMEDIATELY COLOURED BLOCKS
start to appear, then Save first 4000 Bytes by entering;

SAVE¥"m"; 1; "KOMPLEXZ2" CODE 1£3284,4000

7. Type in this Basic Loader program:

1¢ CLEAR 25000: LOAD*"m";1;"KOMPLEX1" CODE 2B19¢@

2@ LOAD¥"m";1; "KOMPLEX2" CODE 16384

2¢ POKE 23730, 125: POKE 23731,94

4@ DATA 33,0,64,17,126,94,1,160,15,237,176, 195,96, 133
90 FOR X=2329& TO 23309: READ Z: POKE X,Z: NEXT X

£Q@ RANDOMIZE USR Z329e

Save to Microdrive by; SAVE*x"m"; 1; "KOMPLEX" LINE 1@

The FOKEs in line 3@ Reset the RAMTOP to 24189 without clearing

the screen. (Line 40 moves "screen" 4000 Bytes to 24190 onwards)

The last 2 DATA numbers are a Jump to 34144 which starts game.
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DOOMDARKE'S REVENGE TRANSFER by K.R.UWalker of Birmingham
This game is extremely fiendish in construction. K.R.W. says the
programs uses loops to change the hidden Machine-Code four times
and loads the whole of free memory with 0’s to make it difficult
to use a monitor program on it. Main Code then looks like single

Elock but is actually two. AND among other things it does a full
screen check after Loading. Transfer routine was submitted some

time ago but I was worried about the length. However, it is now
printed by popular request of several members. To avoid errors
the Listings are direct photo-zopies of the print-out submitted.




Enter each Basic program &
Save to Microdrive with the
names stated as we'll refer
to these later. Save them
WITHOUT an autorun as they
are MERGEd later.

Make a False Header for a
Machine—-Code of 2EB781 Bytes.
{Save this on a C12 tape as
we put a program on later).

Now we are ready to start.

18 REM “doom Load3"™
22 CLEAR 65535 -
29 REHM Data to Load main code .
1@ RESTORE 12
1i®@ FOR n—6592¢ Tﬂ E5S248: RERAD
a: PORE n,a: NEXT
A28 DRTA 52 255 J? 148, 29 221
138 DATAH aa; &,0, 2@5 25,
140 DATAH 1*.53,353 221 33 223
158 DATAH SB ., 265 194 £q¢ JQS,JBE
16@ DATA 254 . -
2008 RESTORE 2028
29018. FOR n=65216 TD BE235S: RERD
2: POKE nh,a: NEXT
. 2920 DATA 245,11 2q¢ 254 237 .12
. 28380 DATA 232,131 ,32, S46 221,31
248 DATAH 131, 132 1? 52 151,62
F 2RSS DATA 255 55 235,19& &,195
2060 DATA @,
.02 RRNDDHIZE'HSR ESp24

1. LOAD*"m";1; "DOOM SPEED"
MERGE¥"m";1; "DOOM LOAD1"
2. Wind master tape to the
start of main code, I.E.
the Screen. Play in tape
unti! STOP Statement.
Save to Microdrive byj
SAVE¥"m"; 1; DOOMDARKL" CODE
16284, 2008

1.51a;BQRDER @:  PAPER @: INK ©: ¢
vl = g
. 2e cLEAR 2sp@d . S
(38 _LORD 37 n",I."ﬂDDndarx 1CDDy
CE 1683384 -
L. 48 L0RD f“n "dtﬂldark 2" CcoD
B 23296 .
Lo 5@ LOoRAD i“l",i,"d&@ﬂdark 3o
EE 28788 "0 R At il

6@ POKE 45346,0 85 P :
'- TR FBR N=21000. . TO. 21516, REHG-
=a~ FPOKE:-m,a: NEXT.07

B DﬂTﬂ 4“;232 a2, 1? E@S oz, 33
h;ﬂ Ed‘l- 1‘8‘-,, *23?,1?5 195,33, 1?_

T
"QG RQNDGHIZE UER 21933

-

Z. Rewind tape to start of
main code again.
MERGEX*"m"; 1; "DOOMLOAD2"
Flay in tape again until
STOP statement.

Eave to Microdrive by;

SAVEX"m"; 1; "DOOMDARKZ2" CODE

23226, 256

4. Again rewind tape to the
start of main code.
MERGE*"m"; 1; "DOOMDARKZ"
Play in tape until all in.

S. Place the tape with the
False Header on it in the
recorder (with tape set to
be just after the "Header"
Set to record, then press
CAFP EBHIFT to Save out at
normal speed. When Save
completed, Spectrum will

}: 999 REM. Docmdark: Eﬂﬁeﬂ-inad"='j
paaaansTanE*xaza%mﬂ WG
1218 - FOR. ‘n:ﬁ-ﬁﬂd.ﬂ IO, ssaﬁn
POKE -- NEXT 0 i 3
1220 narn.eevs,an,zxa-ﬁazis*
.1235 DRTA 211,254,219, 254 ,31 .2
P4 CRTR 52,246,2; 72,181,192
haﬁn DATA 285,155, 254 ;43 , 258 33;;
Mipse DATA 21,4, 16,254,453, 124 =
SeTR DATE 181,320,245 ,295, 1sa,as¢
Ip2a DATA 48,235.6,156, 205, 152 -
1202 DATA D4 ,48,22E,62,158, 134~J
1ee DATA 48 32;,36,32n2¢1 s A
139 -DATA D1, 005, 156,564, 48, D15
1120 -DATA- 12&,251,212,43,2¢4,aasf
3@ DATR 156,254,208, 121, aaa,
pjna.DnTn»79;33 B 5,225, 24 A
1se DRTQ'24 B0 lS, 203,417
}1&53 DATA B,24,;10,283.,17, 1?3
2170 DATA a ‘123, 3%,78719,84 0
giaa DATA 2,221:835,27.8,6

M

b bt

198 DATA 227,461,205 ,152,254 <
200 DRATR 208,622,287 ,184 ., 203,21
212 DATA 6,255,210 .13 ,25& . 124
AS29. DATA 173,103,122, 179, 32,200
258 DATR 281,205,456 254,¢aa,5e#
121@ DRTH .11 Eitsefzqa AB7T,& -
2S2 DATA 200 ,62,127,219,254 , 31
262 DATA 2,160,230, 52,408,245 .
1278 DATA 121,47.,79. 233,732¢5
peaa nﬂrn_a,aaz 254 ,S5,201 ke

NEW itself.

Z. Enter CLEAR 250002 then
Load the tape just made

by LOAD "“" CODE

When it has Loaded an
Error message may occur,
ignore it. Save to M/D by;
SEAVE*"m"; 1; "DOOMDARK2" CODE

e 18 REM

L doom 1nad A ;
F - 2B . CLERAR BS535 - 1‘ .
Eh QQfREH’ﬂata 1% 1tﬁhi=t5t Seaa
ﬂpﬁtIEEﬂ*?m
kies ﬁ%ﬁmﬁﬁsé“’ ro sseas:. "REH '

n e¢.rg-55

EaiéPDKETg.a~-NEXT IT
=, 255,177,145 28,221 2
©13@ DATA 33,8,0,205,25.254 -
£ 3140 DATA 17,184,113, 503,33 0% .0
’gﬁ'ﬁﬁﬁﬁaﬁ%ﬁ“ﬁaﬁ"’ésﬁ“ 263

a4
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26755, 38781

The FPOKE 45246,@ bypasses
the screen check from doing
a Jump @ (Reset) when Screen
check fails.

18 REM “aﬂnn'tbada-
. 2P CLEAR &5535
.. 989 REM Data 1o 1oad Pr:nter
= buffer code. :
100 RESTORE 1208.
116 FOR n=55S224 TO 55935. RERD -
8: POKE n,a: NEXT n
128 pAaTAa &2, 55 17 ,255,27.,221
15@¢ DATA 53.0,64,205,25, 254
140 DATH 291 1
Tolntc) nnuncn:ze USR*ﬁSBE¢ : &
3918 STOF _ ; .
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NIGHTSHADE TRANSFER by MARTIN MOULTON of Iford,Essex 14 @
Due to the length of machine
code the Basic Loader needs

I"'V-u-'\ll-
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to be as short as possible. I g s ey -
i NT AT 11.,6; INK -1; IN oo
For thfs reason ALL numbers SE 1; “NIGHTSHADE' Lo ading™ ™+ IR @& -
have been VAlLed. To reduce 2 LOAD #“m“; 1, "NSc“CODE 3608 =
Loading time, the last three “11$~DR;R VAL hixkw, VaL "¢B“ggnk 32
parts of this program have . VAL “ig,anlh “EEEL Elbgﬁ;unLE B
be POKEd i i i C 377, VAL TaTe" VAL "zoi™: FOR x=U
: OKEd in by this Basic AL %és@es’ To 'URL “&5826™: >
Loader. As an extra, Martin Z: POKE x.z: NEXT x: RANDOMIZE U
has even found the infinite i SREER%DEE?BEQ“O B REHD o
I = o = o
ives POKE. (He doesn’t mess | (23423+i) ,0: NEXT .
zround. BGames only been out | PgEEPSHL ”255733733;_ SUAL "233“ =
= s o ¥y L1} s W “55“" F“BI{E-__'E
about a TEU day5 aﬂd h?‘ = ! vAaL .'235‘?3..JURL :‘ggn e o e -
cracked it already). Line 35 | 35 REM lLives POKE VAL - 534#2“,Fi
if left as shown will do ! EEL.“U“: POKE VAL "53443",URL . “1*3
l =]

nothing. If infinite lives 3B PR%ET USR UAL -t VTP L Rt
=t ( (VES) | 4@ DR UHL 243", AL “ES?" UR =
rh Ed! 'I"E'I:I\D‘v‘e th‘e- REH LLVES a-{:' I L .'.QB“JUHL 5" ,UHL 12&'“ Ri— =
tart of line 35. 2377 , VAL "79",UHL SATLLUAL “E“JU
!
|
|

b r|1 T_

by LOAD “@" CODE 24576 Eég?b'm_i A BRL Pof,uAL Yed] um—..'
Save to microdrive by; oo

|ﬂ'1|ﬁ| )

- S@ DATA UARL ™111™,

SAVEX"m"; 1; "NSc* CODE 24576, | GAD 43ok LAl AYAL_ “Ssv¥.ua fasw
34816 | L “3a- ZURL “3az™ ium_as;‘,gm.__ e

2. Type in the Basic Loader §¢EEUBEB“EH?bﬁL-EB£U?Lﬁ; :ﬁ%mn*.é
listing on the right. (- §9_DATA VAL 1365, VAL tasz-,ung
4. Save it to microdrive by; ;%'..-"’175 ,UHL 195 2 VAL ; ‘SURL“ﬁ%
SAVEX"m";1; "NS" LINE 1 e TR 8 L e e L

SCROLLING PART OF SCREEN
This short routine SCROLLs bottom of screen whilst retaining the

top part intact. Useful for demos, etc.

2000 DATA 6,s:2€5,0,14,201 This Scrolis 2 number of lines
2010 FOR X=50000 TO S50005 counted from bottom of screen.
9020 READ A:POKE X,A:NEXT X Number of lines is set by s in
2030 STOP the DATA statement. s can be any
2300 RANDOMIZE USR S0000 value between 1 and 24

2310 RETURN

4 GO SUB 9900 would Scroll s numbers of lines at bottom of video

= PRINT AT 10,10;"DEMO SCROLL" Try this Demo program with

10 FOR I=1 TO 100 lines 9000-2910 tagged onto
20 PRINT AT 21,0;"This is SCROLL"™ the end. Set s in line 9000
20 PAUSE 50 to be 1@. Enter GO TO 9000

<0 GO SUB 9900 to set—-up the Machine—Code.
=0 NEXT I: STOP Enter RUN to start program.

CLEARING FART OF SCREEN
Similar to SCROLL method above except this time we jump to a sub
routine in ROM called CL-LINE.This clears a number of lines from
bottom of screen, number cleared is set by value in ¢ (1 to 24).

Simply alter line 9000 to be: 9000¢ DATA B,c,205,68, 14,201
Interesting effects can be obtained by combining both routines.
C.D.STEIJL of South Africa informs Superscript ON 27 EB
members that ZX-COMPUTING printed an Superscript OFF 27 85
article about Control Codes for the Subscript ON 27 BS
Brother EP44 in the April/May issue. Subscript OFF 27 &8
BUT, with knowing the Codes he's sent Under line ON 27 &9
it is impossible to use this info. Under line DOFF 27 B2

The CODE setting must be on T/W or they will not work.
aLlL OF HICRDDﬁ?UE—EXEHANGE IS COPYRIGHT AND MUST NOT BE COPIED

OF REPRODUCED WITHOUT PRIOR CONSENT OF THE EDITOR (NEVER GIVEN)
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