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SP7 BEGINNER'S TAPE TO +3 DISC UTILITY

INSTRUCTIONS FOR USE

NOTE :- THIS STILITY IS SUPPLIED ON THE UNDERSTANDING THAT YOU USE IT TO TRANSFER YOUR
OWN SOFTWARE 70 +3 DRIVE - AND 30 NOT USE IT TO MAKE COPIES TO DISTRIBUTE SR ILLEGALLY
SELL. THIS IS PIRACY, AND WE 0O NOT CONDONE PIRACY!

BENEZAL INTROGUCTION.
in response to sany requests from sur customers, we have now redesigned our Jopular SP4
sackage. It aow comprises this 3egqinner’s Manual for people with little or o knowledge
of sachine code orogramsing, and also an Advanced Manual which deals with the transfer
of acre difficult programs using sachine code routines.
70 MAKE THE MOST OF YOUR SP7, WE STRONGLY SUGBEST YOU READ THIS BEGINNER'S MAKUAL FIRST,
AND THEN PROCZZD TO TRANSFER THE MORE DIFFICULT PROGRAMS YIA THE ADVANCED MANUAL.
SP7 also now incorporates an "ENCRYPTER DEMO TAPE®, which gives a visual display of the
sore ccamon protection systems now in use, of which there are THREE main types i.e.
*Speedlock®, "Alkatraz® and “Firebird Multiblock". An examole of each of these systeas
i1s shown on the ancrypter demo tape, which you should play if in any doubt regarding
which systes is used by a program you are trying to transfer,
Your 3P7 package also includes a disc on which are the following programs which will
prove useful for beginners i.e.:-
{13, SD! Sgeedlock Decoder, which will transfer older type Speedlock arotected
arograas.
i2). 30234 3peedlock Decoder, which will transfer newer Speedlocks.
{3), SD3 Speedlock Decoder, which transfers the latest Speedlocks.
{3). FBl firebird Decoder, which will transfer the Firebird multiblock proaraas.
{3). ADYt, AD2 and ADJ Alkatraz Decoders, which will transfer MOST Alkatraz srotected
grograss.
{6). LU& Conversion Utility which will transfer 128K AND 48K Speedlock, Firabird and
Alkatraz protected prograss.
{7). CU7 Conversion Utility - our latest addition to SP7 - will transfer the latest
Speedlock, Firebird and Alkatraz protected programs - both 48K AND 128K.
{B). DISKCAT is a superb disc catalogue program which also gives many ather useful
disc functions, such as Rename, Selective -Erase, Unerase, and Examine is well as
sany others. I
All these programs are easily loaded #rom vour SP7 disc bv seans of an easy %o use Menu
svstes. The disc also contains eany other programs, but these are sainly used for
transterring aachine code protected programs. [f you are a beginner, these are dest left
until vou have had aore experience in programming. Examples are shown in the Advanced
Manual for these program types.
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NOTZ:- BEFORE ATTEMPTING TO TRANSFZR ANY PROGRAM TO +3 DISC, YOU SHOULD ALWAYS FIRSTLY
771 70 LOAD THE °ROGRAM IN +3 BASIC, TO ENSURE THAT IT LOADS AND RUNS 0.K. This say sees
an 2ovious thing to do, but SOME orograss - particularly alder ones are not compatible
with the +3 when loaded in 128K 3asic. Testing to ensure they load first will ensure you
are not trying to do the impossible by loading an incompatible program! Note that +3 or
122K Basic must be used as it is only in this mode that you can access the disc drive
and so transfer the progras to disc,

How to determine if a program is ar is not Protected.

If the program loads 0.K. in +J Basic, the next step is to find out if it IS
pratected or not. To do this, firstly RESET vour +3, and select +3 Basic at the opening
Wenu, then type icad®t:" then press INTER then type MERGE*® then press ENTER and PLAY in
the first part of the orogram #rce ‘tape. The load"%:" instruction tells the +3 to load
free tape; the MERGE*® instruction stops the progras from running. It you can now list
the first Basic part, the oprcgram is aost probably unprotected. This is further
confiraed by using any CLEAR statement in the Basic isee below) - type this in then
ar2ss ENTER. Then ioad the LAST code block by typing Ioad"TCODEZ"code then press cNTER.
shen loaded, use the RANDOMIZE USR statement (see belowi then press ENTER and the game
should start. 1f 1t dees, it is definitely not protected. Note:- For ‘the transfer of
pratacted programs, use the various decoders supplied - see later.

Transferring Unorotected orograms to +3 Disc.

Not ALL programs are protected, only the most recent tvpes, say fros around 1983
anwards, Before this time, most 3rograss were virtually unprotected - these are, of
tourse, the 2asiest types to transfer to disc. To illustrate the method, we will first
of all consider a hypothetical game which we will cail *TEST". This will usually have
the structure:-

*TBASIC* »> °TCODEL®" »> °TCODEZ"

-tirst - code - main
Basic for 138
part picture code

1.2. the first part is a Basic part called "TBASIC". This will contain instructions to
load the second and third parts caliad °TCODE!" and °"TCODEZ®. The B8asic part will look
sosathing like this:-

10 CLEAR 29998

20 LOAD"TCODE1"CODE 16354
38 LJAD*TCODEZ*CODE

43 ANDOMIZE USR 40008
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Don't worry agout the CLEAR statesent it the acment - this will be explained later. The
second part of the grogras, the code hlock *TCODE!® is usually the zode which foras the
picture on sour T.V. screen when loaded - hence the LOAD*TCODE!"CODE 16384 instruction
where 16384 :s the start address of the czode block in memory - here 16384 is the start
of the screen area. The final zode block “"TCODEZ" is the aain code hlock which aakes up
the game. The 2ANDOMIZE USR statesent .s the start address to start the game.

As zan be ceen from the above srogram, all we need to do is to find the start and length
of the twe c2ge blocks *TCODEL® and °“7CODE2" in eemory. This is done using the "Header
Reader” pregram suppiied on your SP7 4isc, Load this as follows:- reset your +3, then
insert the 377 disc, and press ENTER ‘“o obtain the SP7 Menu. Press key "3 then press
ENTZR and the 4eader Reader will load. PLAY in the orogram tape you wish to exasine fros
the start. The Header Reader will give details such as:-

Program Yase:- T3ASIC

)

Progras Length:- 785 2ytes ) - For TBASIC
Total Length:- 315 3ytes )
Auto Runs Line:- 12 )
Prograa Nase:- TCODE! )

Start Address:- 16384 ) - For TCODE!
Code Length:- 4912 )
Program Nase:- TCODE2 )

Start Address:- 3a@ee ) - For TCODE2

Code Length:- 34800 )

As stated earlier, the CLEAR statesent 2f 29998 can be seen to be 2 below the start of
the aain code dlock - this is usually the case, and ensures that the area of 3888 and
above in memory is kept free for the code. The sain code hlock thus runs from 38080 to
64288, The arocedure %o transfer the program to disc is thus as follows:-

{1}, MERBE ‘he 3asic 3art as described 2arlier. We now need to insert the line:-

35 PAUSE 0@

this is to give the disc drive time to stop after the code block *TCODE2® has been
loaded. We zan also delete Line 28, since this loads the screen code which is not
neeced. The 7ew 3asic loader is thus:--

10 CLEAR 29998

38 LOAD"TCODE2"CODE

33 PAUSE 180

40 RANDOMIZE USR 8008
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Save the 3asic to disc by typing save"test®line 18 and press ENTER. We now need to load
the LAST code hlock. Type CLEAR 29998 and press ENTER then type load"TCODEZ"code and
sress NTER then PLAY in the last code block +from tape. Save it to disc 8y typing
save'TCODE2"code 22000,2400@ then press ENTER. That's all there is to it! To sumsarise

the sethod:-

i1}, Use the Header Reader program to find the start aadresses and lengths of the cede.

{2). MERSE the first Basic part as described earlier, and add a line containing PAUSE

138 AFTER the last load code instruction to stop the disc drive.
{3), Save the 3asic part to disc.
{4). Type in the ippropriate CLEAR stateaent.

{5}, Load the sain code block +rom tape.

the 3asic 2art,

{6). Save the code Slock to disc - remeaber vyou aust use the saze name

35 you used in

The srogram will reload By resetting the +3, then selecting +3 Basic at the opening
¥enu, Zhen typing load"test® and cressing ENTER. An even better and auch guicker way is

to compile a senu orogram of the games on each-disc, thus:-

19 30RDER 3: PAPER 3: INK 7: CLS

28 PRINT AT 2,12 "GAMES 1°

33 PRINT AT 1,123 %=======";PRINT:PRINT:PRINT: PRINT

49 PRINT "(1) TEST.":PRINT:PRINT

S9 FRINT "{2) MANIC NINER. ":PRINT:PRINT

5@ FRINT *(3) JETSET WILLY.":PRINT:PRINT:PRINT:PRINT

79 PRINT °PRESS (1),{2)0R {3) - (@) T0 §UIT."

39 IF INKEV$="1" THEN CLS: PRINT AT 1B,14;"TEST":LOAD°TEST®

9@ IF INKEY$="2" THEN CLS: PRINT AT 10,18;"MANIC MINER":LOAD*MMINER®
1B@ IF INKEY$="3" THEN CLS: PRINT AT 1B,18;*JETSET #ILLY":LOAD®JETSET®

113 IF INKEY$="9" OR INKEY$="g* THEN RANDOMIIZ USR 3
128 567C 30

Save his %o auto-run by typing: SAVE"disk"LINE 1@ ang aress ENTER.

in a2 *Rad Filenaee® error,

- M

- & = g &

Using 'disk® seans
that srassing ENTER at the initial Menu then *{" etc will load that game :.e. only 2 key
gresses are required to lead any game. Please remeaber that when using filenames on the
+3+ it w11l ONLY accept names up to EIGHT letters in length. Any longer name will result
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We w11l now further clarify the ransfer 24 unprotected zrograms to disc by reference to
the following jase:-

STORMBRINGER. 43K,

Load the Header Reader is descrided =2arlier, and 2LAY in the game tape from the start.
This gave the ¢ollowing details:-

Filename Type Details

stora Basic Total Length=3464 bytes; Auto Runs from Line 2
bytes Code Start Address=32768; Code Length=6912.

bytes Code Start Address=23176; Code Length=403¢8,

MERGEing the Basic part then listing the jrogram gave:-

18 CLEAR 25173: PAPER 3: BORDER 3: INK 7: BRIBHT 1: CLS: PRINT BRISHT 1; INK 7; AT
9,35 "STORMBRINGER B !S LOADING";AT 12,10;“PLEASE 4AIT*

20 PAPER 8: INK 3: BORDER 8: QVER !

38 3EzP .1, 3EEP .1,2¢ BEEP .:i,J: 3EEP .l,%: 3EEP .1,5: PRINT AT 3,3;:L0AD*°CODE
16384: PRINT AT 3,;:L0A0""CODE

40 RANDOMIZE USR 37632

The 1aportant joints are the CLEAR 125178, the two load"°zode instructions the first of
which loads the screen picture; and the Randomize Usr nuaper which is the start point of
the game, de can delete the first load""code instruction since the screen can be
ignored. The second load"®code sust e jiven a filename to load it an the +3. We can
thus 2dit it %o ioad"s2"code. We aust also add an additional line i.e.:-

33 PAUSE 199

This gives the Zisc drive time to stop 3fter the zode block has loaded. We can now save
this to disc by typing save'stora’line i3 and pressing ENTER. Now type CLEAR 25178 then
press ENTER ther type load""zode and sress ENTER and PLAY in the LAST code block. When
loaded, save to disc by typing save's2"code 25176,48363 then press ENTER. The prograam is
reloaded by resetting the +3, then selecting +3 Rasic and typing load®stora® then
pressing ENTER,

NOTE:- ALl files saved an the +3 WUST- he given 3 filename otherwise they will not be
reccqgnised i.2, 1oad""code here aust be changed to load*s2"code. Another way of
reloading the progras is to aake it a part of a Menu of programs as described earlier -
it is then only necessary to reset the +3 and press ENTER at the opening Menu then
select the nuaber of the game vou wish to load.

The abave procedures will work for all unprotected programs with slight sodifications.
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Transterring 2ratected Programs to +3 Disc.

Any arograms shich fail the tests for unprotected orograms given eariier will, of
courze, de grotected - grobably by one of the I sain systems used zgay. which are
Soeedlock, Alkatraz and Firebird multiblock systess. 1f these systems arz 3ot found to
he used, it is virtually certain that the program aill have to be traszierred using
machine code arogramsing sethods, which are rather too complex for 3 seginner %o
przgraaming, #owever, details for more advanced users are given in %h2 zagarate SP7
Advancad User Manual. Recognition of which of the I eain systess is z2ing used in a
particular pregraa is now sade easier in 3P7 by comparison with the exaszie 3peedlock,
Alkatraz and Firebird decoders shown in the Encrypter Jemo Tape now supgiied with your
SP7. it contains examples of the FIVE aain types of Speedlock in use. together with
demcs 2f the Alkatraz and Firebird systess. Reset your +3. then at the :pening Menu
grass NTER ‘o select the Loader option and PLAY in the arogram you wish 9 iransfer.
Note ~ow 1t loads and then compare it with the demos in the Encrypter Demo Zape thus:-

Loaning the Encryoter Demo Prograas,

Reset your +3, iand at the opening Menu press ENTER 3 select the Loader zztiza. PLAY in
the Incrypter Zemo Tape and note the way the various sraqrass ioad. Comparzzon with how
your aragram for transfer loaded should indicate wnich grotection sys:=s is present,
NOTZ:- The demos arovided will load up to just past the end of the scraet zicture and
the zcreen #ill then go black. Stop the tace at this point, and load the zext demo as
descrifted above. Continue until all the demos have been loaded. PLEASE NOTE:- Jecause of
the =ay 1n which these complex protection svstess load, it sust be stress24 that they
ar2 SITREMELY SENSITIVE to the voluse used when loading thes. Your Demo Tipe has been
gradiizag ysing 3 special technigue which gives the Sest loading results pessiaie under a
#ide r3ange of loading conditions. EVERY tape has 3een checked to ensure that ALL the
demos ioad without problems. Thus, if you +ind a particular demo will not .oag, 9lease
do not assuee 1t is a faulty tape - you aust then try oerhaps several dit¢arant volumes
until the corract loading voluse is obtained. When this is found, we suggest you then
make i note of *he volume used for future reference. Also, 1f a deso will =gt lcad, try
cleaning and realigning the heads on your tape recorder and, if possible. ry another
racerger. Thesa2 sethods aust be tried because, for the above stated r2asens, it is
unlizely to be the Jemo tape which is faulty., You should now have some :zea of which
protection svst2m has been used in the program you mish to transfer. Howaver, we aust
point cut that there are other systeas which may look sisilar to the demcs. dut are in
fact totally different, However, these are fortunately in the minority. If none of the
demos seem to apply to your progras, and it 1is detinitely a protected orsgrae, it may
not se possible ‘o transfer it unless you have some knowledge of machine :ode and can
apply the aethods used in the Advanced Nanual. Fortunately, the J systess :esonstrated
are *he ones sainly used by the sottware houses, and as such cover a very Zarge nuaber
of the 3pectrus programs available. Our Speedlock, Alkatraz and Firet:rd decoders
descridbed next, will transfer most af these types of arograss.
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"SPEEDLOCK DECODEFR SD1"'"

INSTRUCTIONS

INTRODUCTION,

One fors of software protection which has recently been developed is the fasous for
intamous) SPEEDLOCK system - which uses the dreaded "Pulsed Leaders* to load
the grogras. These have lead to aany loading probless. and because of this we have
aroduced our "SD! SPEEDLOCK DECODER® systes. We did this since these irograms are
now so widespread - being used by several software houses including Ocean. JS Bold, and
{magine to name tut a few,

SDI converts the pulsed leaders to normal ones, and saves the progras sut at noreal
speed. [t also saves the program code in two well defined blocks, with NCRMAL headers,
and gives the start address for the aachine code, as #ell as producing a Basic loader to
reload the arogram for Tape (if required), and code #or +J Drive conversions. With SDI
and SD! Trans these arograms are now easily transferred to disc.

As aentioned above, we have included a new program °SD! Trans® which easily transfers
the code blocks saved on tape by SD1 to disc. The SD! Trans program is loaded, then the
tape obtained using 3D1 is simply PLAYed in - transfer to disc is then simoly a matter
ot stopping and starting the tape according to the instructions dispiayed on the
screen, this being a lot easier than the old method.

H0% 70 TELL WHICH SPEZDLOCK SYSTEM A PROGRAM CONTAINS.

The OLDER type Soeedlock games had 1| (sometimes 2) 3asic parts, these sere usually
fairly short. and were followed by the "Pulsing Leaders®. Here, instead 2+ seeing the
usual RED and CYAN (light blue) loading stripes in the Sorder. we see "jerxing” stripes
which load with a "clicking” sound e.q. "BATMAN®. The tolour of the striges was later
thanged to RED and 3LACK e.g. in "HEAD OVER HEELS®. All these are classed 3s OLD type
Speedlocks, and SDI will convert these,

The NEWER Speedlock games are cospletely different. Speedlock Type 2 orcgrams have a
very short then a long Basic part. This is followed by the border turning ~2d/black and
1 series of random susical "beeps® is heard. Following this is a very snort red/black
sart; then the start of a long block loading with a blue/black border. Also, there
is an on screen counter e.g "WIZBALL'. SD234 transfers these EASILY to disc: see later.
Type 3 Speedlocks ire as for Type 2, but with "clicks® 2ot ‘beeps”; SD234 vandles these
an exasple of this type being *OUTRUN®.

The later type 4 3peedlocks have a LONE Basic Loader, then a short part i2ading with a
8lue/black horder followed by a long block loading with a blue/black borier and an on
screen counter; SD234 transfers these VERY EASILY (see later). An examoie of a game
using Speedlock ¢ is *ARKANDID 2°. Speedlock 3 is identical to Speedlock 4 - decoder SDS °
aust be used with these programs. If in any doubt, please consult the above 2xamples as
shown on your SP7 Encrypter Demo Tape.
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Firstly, sake sure you c<lear your Plus 2 by opressing the RESET switch an the side.
Next. insert the 5P7 disc, and at the +3 apening Menu, oress ENTER - the SP7 Menu will
ioag and run. To load 3D1, opress key 14 then ENTZR, when SD! will load and run
sutomatically, displaying the message:- "Press ENTER “Ren PLAY Tage®.

{1). TRANSFERRING OLD TYPE SPEEDLOCK PROGRAMS.

shen the sessage "Press ENTER then PLAY Tape' appears. insert your Speedlack program
tape, and rewind it to the start., SD! is now ready to use.

Jome old Speedlock grograms have ONE Basic section, others have TWO, before the pulsing
sections. dhere TWO Basic sections are present, SD! wiil ignore the first. Press ENTER,
then PLAY on your recorder. When 3D1 aeets the main 3asic, it will dispiav its nase,
shich will be used when saving 3asic and =zode blocks. Watch your screen, and when the
2ain 3asic has loaded vou will hear a warning beep and see a sessage saying 'Stop the
Tape*®. STOP your recorder - there #ill be a short pause while 5D! decodes the Speedlock
3asic, then the aessage “Start Address of Code = ¢¥##%" will appear. This is the
Z.A. (R.USR number) of the converted progrze for +J lrive conversion - write it down.
This is entarad in the SD! Trans program (see later).

NOTE:- You say sometimes see the message:- “Deczding Error - Press ENTER'. If this
happens, rewind your Speedlock taoe to its start, pra2ss ENTER, then PLAY to try again.
it the 2rror reoccurs, try again using a slijntly different volumse, if it still happens,
assume the orogram isn't Speedlock, or SDI1 zan’t convert it. The Menu available is:-

Key Function

" - start loading 3 NEW Speedlock prograa.
“t" - Save Basic loader for TAPE use.

"c - Save Code only for +3 Drive conversion.
*n® - Xext stage: :oading pulsing parts.
BREAK - Perforas a reset or NEW.

Now, if you wish to qo back %o the start. simply zress the "1* key, otherwise place
a new tape into your recorder, start recording, and according to which systea you are
converting for, press the approoriate key i.e.:- the *t® or the *c* key, Press ‘t" for a
cony that is to be reloaded from tape. Prass "c" if vou are transferring to +3 Drive.
ZNSURE vou press RECORD and PLAY on your recorder BEFTRE pressing a key, since pressing
a key saves out to tape imsediately. On pressing the appropriate key, vou will save a
Rasic program that will load in the rest of the program’s sachine code 1.e. a Basic
woader. This will contain the equivalent of LOAD"a®CODE for tape.
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NOTE:- ¢J Orive owners aust press °c" for a transfer to the +3 Drive.
daving now saved 2 program to tape, we go on to the next section:-

Having zaved sut to tape, replace the Speedlock tape in your recorder, and press
the *n" key. This will show the FINAL Yenu, i.e.:-

(1) Save Code (Tape or +3 Drive).
(3) Start Same.
BREAK = NEA

NOTE:- This is the Menu available AFTER all pulsing sections have been loaded. Start
loading all the gulsing sections by pressing ENTER, followed by PLAY on your recorder.
dait until SD1 has loaded in ALL the program - this is snown by the border going YELLOW.
I the screen display is corrupted. this indicates a ioading error - this means you must
RESET the Spectrum and reload SDI.

The keys available now are as described above i.a. (1), (S) or BREAK.

Replace vour saving tape into vyour recorder ind set ready to record. For Tape,
and / or +3 Drive transfer, press RECORD and PLAY, followed by key (1),

Wait until the program has been saved (border YELLOW). For tape backups the process
is now cosnlate, The program reloads with the usual LOAD ** ENTER cosmand. When the
srogras has loaded, (screen loaded), Press ENTER to start the game.

NOTE:- Pressing "c* for +3 transfer results in THREE 3locks of code being saved to tape.
These can then be transferred to disc EASILY using “he new SD1 Trans progras provided
(see below).

NOTE:- After saving, vou can either reset (clear) the Spectrum by pressing BREAK,

or play the game by pressing key (5).

FINAL TRANSFER 7O +3 DRIVE.

-

To complete the process, we now transfer the 3 blecks of code on the SD1 tape to your
d1sc using the 'SD! Trans” program provided. Press RESET, Rewind the SD1 tape obtained
above back to the start. Insert the 3P7 disc, then aress ENTER. At the SP7 Menu 13 ENTER
loads the "SDL Trans". The aessage ‘Filename? {3 Latters)= * appears. Enter the name
vou choose (FIVE letters ONLY pleasel and press ZzNTER. The sessage *Start Address =*
appears. Type in the number vou wrote down earlier and press ENTER. The messages “Put a
disk in the 2rive® and °Press any kev to save Loader® appear. Insert a formatted disc in
the drive, and press any key - a Basic Loader will de saved out to disc. The screen will
clear and the sessage "PLAY the Tape®* then appears. Continue PLAYing and STOPping the
tape as displaved on the screen - the code blocks are automatically saved for you! At
the end, the sessage 'Transfer to Disc Complete’ appears. Also *Filename is:- name®,
where “name’ is the nase used to reload the progras #rom disc.
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"SPEEDLOCK DECODErR SD23Z4"

INSTRUCTIONS

12). TRANSFERRING TYPES 2,2 AND 4 SPEEDLOCKS.

For this e use the new 35D234 oprogras. We must first transter program "Sleceidr® froe
the SP7 disc to the disc on which you are to save your Speedlock programs. Load the SP7
Menu, At the Menu, press 16 then ENTER to load *Slockldr*. Ignore the errcr aessage
"Nonsense in Basic". Remove your 3P7 disc, and insert a formatted disc on which vou Wish
to save vour Speedlock orograms. Press *down® cursor, then ENTER for +J 3asic; type
save"disk"line | (ENTER) and the 3rogram will be saved to disc. PLEASE NOTE:- This is a
special loader srogram ind as such. it MUST only be placed on a disc ANCE, ang 10 other
orogram called *disk" aust de present on that disc. Remove your Speedlock disci insert
the SP7 disc. e now load SD23I4. Press RESET. Load the SP7 Menu, press & ENTER and SD224
will load and then run, #hen loaded, it waits for vyou to load the Speedlock jame you
wish to transfer to disc. NOTE:- The screen remains unchanged when SD234 has loaded.
except for a small line in the top L.H. corner. Remove your SP7 disc: :nsert the
Speedlock disc for saving.

- Siaply PLAY the game in from the start until it has all loaded. SD224 will then
ask you to anter the name for your Jrograsm. Type in a aame which can be up o ELEVEN
ietters and press ENTER. Then press the 'D* key for 3 save to disc. NOTE:- SD234
zompresses the screen, which becoses jusaled, but this is aormal. The orogram :s RAPIDLY
saved out ‘o disc. To reload, press RESET, At the Menu, preoss ENTER with the disc in the
drive, The ioader runs ind displavs 23 Menu of the prograss on the disc. 2.q. (1)
ARKANOID (2) DISK {3J) FIREFLY etc, PLEASE NOTE:- We have included a novel new feature in
this loader for our SDZ3I4 decoder. It 1is as follows. Some qames, especially Zpeedlock
2 and 3 games, lock the +3 in 48K sode on ioading, thus anly the limited 4BK sound is
available. However, if when loading a3 game using the new loader, you hold iomn a kev
WHILE THE PROGRAM 1S LOADING FROM DISC, the +3 will be ieft in 128K mode and :he FULL
sound will Se available. YOTE:- ANY cev zan be held down. dut make sure it is ¥0T a key
which 1s used in the Menu at the start of the game! Key *2* is a fairly safe :zet. The
affect is vividlv shown dv transferring "WIZBALL® to disc. Reload without holding down a
xey, and compare this sound to that obtained when it is reloaded whilst deor2ssing a
xey, This affect 1s not available aven with some hardware transfer devices!

Load by sressing 3nd/or holding the key i.e. *1*, "2 ar *3*. The game loads :ind runs
usually within a few SECCNDS! What could De 2asier? Remeater, SD23& will work +or types
2,3, and 4 Speediock programs - see earlier for how %o identify thea. For type |

3Nt

prograss, use 321,
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"SPEEDLOCK DECODEFR SDS*

INSTRUCTIONS

i3). TRANSFEPPING TYPE 3 SPEEDLOCKS.
For this we uce the new 503 orogram, We aust {irst ‘ransfer program *SD3LIR* from
the SP7 disc to the disc on which you are to save vour Zpeealock programs. Load the SP7
Yenu. At the #Menu, press 18 then ENTER to load *SDSLIR".  Ignore the 2rror sessage
*Nonsense in 3asic'. Remove vour 3P7 disc, and insert 3 formatted disc on which you wish
to save vour Speediock programs. Press "down® cursor, then ENTER for +3 Basic: type
save"disk*line i (ENTER) and the program will be saved %o Jisc., PLEASE ¥0TE:- This is 3
special loader arogram and as sucn, it MUST only be olaces on a disc ONCE. and a0 other
arogram called -*disk® sust be gsresent on that disc, Reaove vour Speediock disc: insert
the SP7 disc. e now ioad SDS. Press RESET. Load the 3P7 d%enu, press 17 ENTER and SD3
will load and then run, #@hen loaded. it waits for wvou %0 load the Soeedlock game you
wish to transfer o disc. NOTE:- The screen remains unchnanged when 5DS has loaded,
axcept for a small line in the top L.H. corner. Leave vyour SP7 gisc in the drive
for the tise he:ng.

Siaply PLAY the game in 4rom the start with the volume turned up on your TV set
ar aonitor., When the sain part of the Speedlock at the start has loaded, vou will hear a
load beeping sound ind the horder an your screen will flasn violently - STOP THE TAPE at
this point. As aentioned earlier, the 5D5 program contains 3 software ‘esulator® progras
shich »11! deccde he Speedlock in the game. This 1s signified by the flashing border
and the huzzing sound. As the decoding proceeds these a2affects get faster and faster
until they stop - the Speedlock is then decoded. This aethod takes a little longer than
the 5D234 aethod. but it will decode far more prograss, making it sore flexible in use.
When the buzzing and flashing have finished, press PLAY on your recorder and continue
PLAYing the tape.
When finished, 3D will then ask you to enter the *PASSWORD DISK*. This is a protection
sethod, Sieply pross ENTER {your SP7 disc should be in the drive). If the SP7 disc is a
copy, the srogram detects this and will proceed no further., With the original SP7 disc,
the sessage "INPUT ILENAME' appears. Type in a name, which say be up to ELEVEN letters
then press ENTER. The next aessage is '0=SAVE TO DISC". Reaove your SP7 disc, and insert
the disc for your Speedlock programs. Press the "D* key and the program will e saved to
disc. NOTE:- SD5 also compresses 3nd .jusbles the scrzen - this again is normal. To
reload games from vour Soeedlock disc, press RESET, then at the +3 Menu aress ENTER. The
Loader on the disc will give a Menu i.e. (1) BATMANZ (2) ROBOCOP (3) DISK (4) RTYPE etc.
ress the appropriate key i.e. the gqame of your chorce. It usually loads in around 3
SECONDS! SD3 will enable you to transfer most Speedlock programs.
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"ALKATRAZ DECODEFR AD1"

INSTRUCTIONS

INTRODUCTION.

Another popular ‘ora of protection system which has recently been 2volved is the
"ALKATRAZ PROTECTION SYSTEM®. It is used by software houses such as Ocean, YS Gold and
The Edge. Its presence is shown by a loading sequence which has no changing border
colours; a screen display which loads in an unusual way; and a 3 digit counter which
reduces o zero, To confirm, press RESET, select +2 3asic, type load"%:" aress ENTER,
then type MERGE ** ENTER; PLAY in the Basic. LIST snows "ALKATRAZ PROTECTION SYSTEM®,
You can ilso observe the Alkatraz demo on the SP7 Encrypter Demo Tape.

Again, the problem with these programs are they are YERY sensitive %o loading
voluse changes. Thus, it is a good idea to ensure before trying to convert these
arograms, that the correct volume has been selected %o load the sriginal!

de have thus avolved our “AD! ALKATRAZ DECODER", which converts the 2rograms to
standard format regarding speed and headers. This enables easy transfer to tape,
{if required), and to your +3 Drive, in conjunction with our "AD! Trans" oragram,

-

LOADING AD!.

Firstly, ansure that your +3 is cleared By pressing RESET. Insert vour 5P7 disc,
then press zNTER. The 5P7 Menu drogras will load automatically.

To load AD1, at the SP7 Menu, opress key | then press the ENTER key - ADl will load
and run displaying the message:- *Press ENTER then PLAY Tape®. When you see :his message
insert the Alkatraz tape into your recorder, and then rewind it to the start. AD! is now
ready to use.

Press ENTER, then PLAY on your recorder. Watch your screen, when the aain Basic has
loaded you will hear 3 warning beep and see a message saying °"Stop the Tape. STOP vour
recorder - there will be a short pause while AD!1 decodes the 3asic, then vou can select
3 Basic loader (this will be for TAPE only) by pressing *t® . You may see the sessage:-
*Tape Error - Please press ENTER®. If this occurs, press ENTER, rewind the tape, and
repeat, trying a slightly different volume. If this persists, 2ither the arogras is not
an Alkatraz program, or ADl can't convert it. Remove the Alkatraz tape, and :nsert a new
tape. aress RECCRD and PLAY, and press "t to save Tape Basic. For a transfer to +3
Orive - ignore this step and proceed as below.

Press "n* to 30 to the next stage. Replace the Alkatraz tape, oress ENTER, then
PLAY. when the next part has loaded, STOP the tape and AD! will decode this aart. Press
ENTER then PLAY again, AD1 will load in the rest of the program as normal. When
successfully loaded, the screen will appear jusbled with a YELLOW border. If an error
occurs, (no jumbled screen or yellow border), reload AD! and start again.
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In successful loading, reinsert your saving tape, press RECORD and PLAY, then press
key (1), This applies irrespective of whether you are caving for tape or for +3.

AD1 will then save J blocks of code with the original name, but with the tenth
character alterad to 1,2 and J. Repeat copies can be sbtained by pressing key (1), or
the Spectrua can he cleared by pressing 3REAK. Alternatively, you can play the game by
pressing key f3), then ENTER. A TAPE conversion is cospleted at this point. You now have
a 2asic loader ind three pieces of code on tape for a TAPE conversion. For a transfer to
+3 Jrive, you will have just 3 pieces of code on tape,

FINAL TRANSFER 70 +3 DRIVE.
The three pieces 34 code can now be easily transferred to disc using the new *AD1
Trans® grogram ind "Loader® program supplied with 5P7. Firstly, we sust transfer the
*Loader® progras to disc. This it does itself thus:- Press RESET. Load the SP7 Menu,
then press ey 1@ and ENTER. The “Loader" program will ioad and run. It sisply waits for
you to press a key and it transfers itself to a disc. Thus, when loaded, put a forsatted
disc in the drive, and press any key. This will save a loader progras to disc. NOTE:-
This needs to He done only ONCE for each side of the disc. Press RESET. Remove the disc.
Reinsert your SP7 disc, and load the 3P7 Menu, then press key 2 and ENTER to load the
*ADl Trans" program. Remove the SP7 disc, insert the disc with the saved loader. When
*AD! Trans® is ioaded "Filename? (3 letters)" appears. Type in 3 letters for the name of
the arogras you wish to save. Press ENTER. The aessage °PLAY the Tape" appears. Insert
the AD1 tape obtained as detailed above, rewind it, and press PLAY. Follow the on screen
instructions to PLAY and STOP the tape when necessary. The code blocks are saved to disc
automatically. To reload a progras, press RESET. At the +3 Menu, press ENTER. The loader
will run and ask you to enter the name of the program you wish to enter. Type in the
name, press ENTER, and the progras wiil load and run. After loading, when the screen
display appears, press ENTER, and the qame will run,
Resember, to save time, always check first to see if the qame you intend transferring
wiil load from tape in +J Basic mode, since some Alkatraz programs are incompatible with
+3 node,
Examples of james protected by the Alkatraz systes are "BOBBY BEARING",
*FAIRLIBHT®, °*RYGAR", "SUPER CYCLE® and "SREAKTHRU®.

Using a simiiar method, other Alkatraz games may be transferred to your drive.
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"ALKATFRAZ DECODERFR AD2"

INSTRUCTIONS

INTRCDUCTION.

Jur new AD2 arogram enables the EASY transfer of the VERY LATEST Alkatraz programs using

the soliowing orocedures:-

1), Lzad AD2, then PLAY in the Alkatraz tape,

{2). when ioaded, press ENTER, which saves J code blocks to a new tape.

{3). Load the ‘ransfer program TRANSFER; put a formatted disk in your +3 drive then
PLAY in the saved tape - after loading, the program is automatically transferred to
sour disk, and reloads by pressing key ENTER at the +3 Menu.

The FiULL details are now given below:-

LOADING 4D2.

First 2ESET your +3. At the Menu, press ENTER to load the SP7 Menu, then press keys 19
then INTER. and 402 will load and run.

PLEASE NOTE:- 3EFORE loading AD2 you must ALWAYS RESET your Spectrum to clear the semory
When AD2 has loaded, the message °PLAY THE TAPE® appears. Leave your SP7 disc in the
drive; aut the tape for transfer into vyour tape recorder. Rewind it to the start and
press PLAY, when the first long part has loaded, the border will flash as ADZ decodes
the Aikatraz, and a ‘ew coloured squares appear toward the top of the screen, but this
is norsal, Now leave the tape PLAYing. The program should load as normal. When loaded -
this is usually shen the on screen counter reaches zero - remove your gase tape and
insert a new tape, Press REC + PLAY to save then press ENTER - 3 headerless blocks will
be saved to your tape. On completion of saving, the game will run as normal - play it it
you wish. Rewind the saving tape. RESET the Spectrums, and load the "TRANSFER" prograam
from vcur SP7 disc by pressing keys 2B then press ENTER. When loaded, the screen goes
BLACK snd the Spectrum goes into tape loading mode. Put a formatted 3° disc in the
disc drive. Insert your saved tape and press PLAY. TRANSFER will load the 3 blocks. ,
NOTE:- shen the blocks are loading some distortion of the upper part of the screen will
appear, hut this 1is normal. When the tape has loaded, TRANSFER will ask vou to
enter the name you wish to call the program by displaying the message "Name?". Enter the
nase vou choose, {up to SEVEN letters ONLY) e.q. "BLADE®, and press ENTER. TRANSFER will
then save the code blocks to your disc as "BLADEI" and °BLADE2" i.e. the original name
with the suffix 1 and 2. It then asks “Save DISK?". This is a loader orogram to reload
your 3rcgrams and there MUST ONLY BE ONE SUCH DISK FILE ON EACH SIDE OF THE DISK. To
save 'disk" press "y* (ENTER) or "n" (ENTER) to ignore. The +3 then resets. To reload a
arogram, RESET the +3, At the +3 Menu, press ENTER. This loads the "disk® progrim, which
will also give 3 list of the programs on the disc, and asks "Load?". Type in the name
you chose 1,e. 3LADE and press ENTER when it will load and run.
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"aALKATRAZ DECODER ADZ "

INSTRUCTIONS

INTRODUCTION.

Our new AD3 program enables the EASY transfer of the VERY LATEST Alkatraz programes using

the following procedures:-

(1), Load ADJ, then PLAY in the Alkatraz tape.

{2). When loaded, press 2REAK, which saves J code blocks to a new tape.

{3). Load the transfer program TRANSFER; put a forsatted disk in your +3 drive then
PLAY in the saved tape - after loading, the arogram is automatically transferred to
your disk, and reloads by pressing ey ENTER at the +J %enu,

The FULL details are now given helow:-

LOADING AD3.

First RESET your +3. At the Henu, press ENTER to load the 3P7 Menu, then press keys 22
then ENTER, and AD3 will load and run.

PLEASE NOTE:- 3EFORE loading AD3 you must ALWAYS RESET your Spectrum to clear the memory
dhen ADJ has loaded, the message ‘PLAY THE TAPE" appears. Leave your SP7 disc in the
irive; put the tape for transfer into vyour tape recorder. Rewind it to the start and
aress PLAY. When the first long part has loaded, the border will flash as AD3 decodes
the Alkatraz, and a few coloured sauares appear toward the top of the screen, but this
is noraal. Now leave the tape PLAYing., The program should load as normal. When loaded -
this is usually when the on screen counter reaches zero - remove your game tape and
insert a new tape. Press REC + PLAY to save then press BREAK - J headerless hlocks will
3e saved to your tape. In coapletion of saving, the game will run as normal - play it if
you wish, Rewind the saving tape. RESET the Spectrum, and load the "TRANSFER® prograas
trom your SP7 disc By aressing keys 2B then press ENTER. When loaded, the screen goes
3LACK and the Spectrum goes into tape loading mode. Put a formatted 3" disc in the
disc drive. Insert your saved tape and press PLAY. TRANSFER will load the J blocks.
NOTE:- When the blocks are loading some Jistortion of the upper part of the screen will
appear, but this is norsal. When the tape has loaded, TRANSFER will ask you to
anter the name you wish to call the program by displaying the sessage ‘Nase?". Enter the
aame you choose, (up to SEVEN letters ONLY) e.q. "BLADE", and press ENTER. TRANSFER will
then save the code blocks to your disc as “BLADEL® and “BLADE2® i.e. the original name
with the suffix 1 and 2, It then asks *Save DISK?". This is a loader program to reload
your programs and there NUST ONLY BE INE SUCH DISK FILE ON EACH SIDE OF THE DISK. To
save 'disk® press 'y* (ENTER) or "n" {ENTER) to ignore.. The +J then resets. To reload a
program, RESET the +3. At the +3 Menu, press ENTER. This loads the "disk® prograam, which
will also give a list of the programs on the disc, and asks "Load?". Type in the name
you chose i.e. BLADE and aress ENTER when it will load and run.
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"FIREBIRD DECODEFR FB1"

INSTRUCTIONS

INTRODUCTION.

Qur new 731 program enables the EASY transfer of ‘those slow loading “sultiple s

2lock® programs from "FIREBIRD®, using the following procedure:-

{1}, Load 731, then PLAY in the Firebird tape.

{2). when loaded, aress BREAK, which saves 3 code blocks to a new tape.

{23, Load the transfer program TRANSFER; put a forsatted disk in your +J drive t
PLAY in the saved tape - after loading, the program is automatically transferred

your disk, and reloads by pressing key ENTER at the +3 Menu.
The FULL details are now given below:-

LCADING 7BI.

First RESET your +3. At the Menu, press ENTER to load the SP7 Menu, then press keys

then ENTER, and FBI will load.

PLEASE ¥OTE:-~ 2EFORE loading FBI vou aust ALWAYS RESZT vour Spectrum to clear the aem
#hen FB! has loaded, a STOP aessage will appear at the bottom of the screen. Next, pre
the "down arrow" key then ENTER to go into +3 Basic. ¥ext, type SPECTRUM and press ENI
to go into 48K Basic. Type RUN (press the "R" key) then press the *3" key so you get t
iine RUN J then press ENTER. The disc will run for a3 short time, then the sessage °PL
THE TAPE® will appear. FBl is now ready to use. Put the tape for transfer into your ta
recorder. Rewind it to the start and press PLAY. Continue PLAYing the tape until it h
zosoletely loaded. shen the loading has finished, (Loading counter reaches a maxis
then stops), remove the Firebird tape and insert a new one. Press REC+PLAY to save th
press 3REAK - 3 headerless blocks will be saved to your tape. On completion of savini
the gase will run as normal - play it if you wish. Rewind the saving tape. RESET t
Spectrum, and load the °*TRANSFER" program from your SP7 disc by pressing keys 28 thi
press INTER. When loaded, the screen goes BLACK and the Spectrum goes into tape loadir
sode. fut i formatted 3° disc in the disc drive. Insert your saved tape and press PLA
TRANSFER will load the 3 blocks., NOTE:- When the blocks are loading some distortion ¢
the upper jart of the screen will appear, but this is noreal. When the tape has loadet
TRANSFER will ask you to enter the name you wish to call the program by displaying t!
aessage “Naae?'. Enter the name you choose, (up to SEVEN letters ONLY) e.g. °"SHARK", ar
arass INTER, TRANSFER will then save the code blocks to vyour disc as "SHARK1" ar
'SHARK2® i.e. the original name with the suffix 1 and 2. It then asks "Save DISK?". Th
is 3 loader program to reload your programs and there MUST ONLY BE ONE SUCH DISK FILE ¢
2ACH SIDE JF THE DISK. To save "disk" press "y" {ENTER) or "n" (ENTER) to ignore. The A
rasets. To reload a program, RESET the +3 and at the ¢J Menu press ENTER. This loads t

'iisk® program, which will also give a list of the oarograms on the disc, and asl
*L2ad?", Type in the name you chose i.e SHARK and press ENTER when it will load and rur
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"DISKCAT DISC CATALOGUER™"

INSTRUCTIONS

INTRODUCTION.

dith our NEW "DISKCAT" disc catalogue program, you can now get a FULL Cataloque of
ALL the files on your discs FUICKLY and efficiently. "DISKCAT® also gives you 1any more
tacilities which make it a superb utility in its own right, AND AT NO EXTPA COST!

LOADING DISKCAT.

RESET your Spectrus. Insert your SP7 disc and at the +I Menu, press ENTER to load the
SP7 Menu. Press keys 21 then ENTER, and °“DISKCAT" will load and run, displaying the
sessage "INSERT DI3K PRESS ANY KEY TO CAT®. Insert the disc you wish to Catalogue and
press any iey. The files will be listed on the screen. Each page of files is shows a
saxisum 2f 20 files, For subsequent 3ages, press the "N® key. This gives the catalogue
?f ALL files on the disc. The various columns give, from left to right:-

FILE NUMBER:~ These are used in the various sub genus below.

FILENAME and EXTENSION (if any):- The full filename of up to eight letters is given,
plus any estension after the full stco.

START ADDRESS:- For 3asic this gives the auto run line nuamber; for code the start
address in aeamory,

LENBTH:- For 3asic this is the full orogram length; for code the total block length.
TYPE:- The file type. 3=Basic; C=Code; H=Unknown format.

The keys available in the Menu are:- ¥,A,E,U,P,S.R,D,F,X.L. In more detail:-

KEYS 'A", "P*. °S". Pressing these kevs prospts you to enter a number of a filename.
When ENTER is pressed, the attributes of that file will be set to either Archive, Read
Only or Systens.

KEYS *E", "U°. These keys ar2 to Erase or UNerase a file. Enter the required File
number and press ENTER and the file zan be Erased or Unerased. If erased, a catalogue
shows any erased files in INVERSE letters i.e. Blue letters on a WHITE background.

KEY "N*. Pressing this gives displays %he next page of files.

KEY *R". Press this key and vou select a file number to rename - press ENTER then type
in the new file name and press ENTER and the file will be Renamed.

KEY *D®. Pressing 'D* gives another catalogue.

KEY °F". This copies the format from one disc to another i.e. IT ERASES THE FILES -
USE WITH CARE. Insert the original, aress "F* when read at the prompt °INSERT BACKUP
DISC* insert the new disc and press ENTER to format this disc.

KEY "X*. This examines the current file in GREAT detail, listing all its attributes
etc. It has a sub aeenu:- °9°=BUIT; “L"=Load a file (saved by diskcat) from tape: .
*S"=Save the current file out to tape.

KEY "L*. This Loads a file (previously Saved by diskcat) from tape to disc.
We hope you enjoy using "DISKCAT® and we are sure you will find it useful.
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"CONVERSION UTILITY CU6&®"

INSTRUCTIONS FOR USE

Introduction,

CUb is our latest wutility program which enables the transfer of 30TH 48K and 12t
prograss to disc. Thus, as well as the usual 48K prograss, FULL single load 12f
programs aay now also be transferred. CU6 ALSO gives you a tape backup which is usefu
for security purposes which loads with the usual LOAD ** commsand.

Loading and Using CUs.
Reset the +J, then insert the SP7 disc and press ZNTER to load the SP7 Menu. At th

SP7 Menu, press «eys 24 and ENTER when CUb will load and rum, displaying a seall Menu o
its own. The options available are:-

1. Firebird 48K
2. Firebird 128K
3. Alkatraz 48K
4, Alkatraz 128K
3. 3peedlock 48K
6. Speedlock 128K

To decide if the program you wish to transfer is either Firebird, Alkatraz or Speedloch
type, pleasa see the 2xamples given on the Encrypter Demo Tape. Press the required key
nusber | to 6, then PLAY in the game tape you wish to transfer. On some programs ther:
is a seall initial Basic part which 1is ignored - the next Basic part will then load.
When this has loaded, A PATTERNED BORDER will appear - STOP the game tape and insert the
tape you wish to use to transfer, press REC and PLAY then key *1", and a small Basic
loader will be saved to tape. STOP the tape. Reinsert the jame tape. and PLAY in the
rest - it will load in the usual way. When loaded, reinsert the saving tape, press REC
and PLAY then key *1° and the program will be saved to tape. After the program has been
saved, press key "3" and the gase should run as normal.

Transfer to Disc.

Reset the Spectrum. Insert the SP7 disc, and press keys 25 or 24 then SNTER to load the
TRANS128 or TRANS4B arogram as required. NOTE:- CU& can transfer BOTH 48K and 128K
programs. when loaded, the screen is black and the +3 goes into tape load sode. Remove
the SP7 disc and put a forsatted disc in the drive. Position the transfer tape you made
2arlier so that it is just past the first Basic part. This is best done 3y disconnecting
80TH Zar and Mic leads and listening to the tone.
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Reconnect the Zar lead, then PLAY in the tape. With 4BK programs, the srogram loads in
one single load, but for 128K programs, BE PREPARED 7O STOP THE TAPE PERIODICALLY. Each
section of the arcgram is then saved to disc - the tape should then 3e PLAYed again.
During loading, some screen distortion aay be seen, but this is normal and should be
ignored. For 8K programs, when all the tape has been loaded the program will promot you
to anter a name ‘or the srogram to bSe saved - enter a name of up to SEVEN characters,
press ENTER, and the program is saved to disc. When saved, the program asks if you wish
to save a loader program called disk. Press "y* to save or "n" to ignore., The +J will
then reset. NOTEZ:- The orogram DISK is a special loader progras and as such must be the
ONLY program of that name on the disc. The gqame reloads by resetting the Spectrus,
pressing ENTER it the +3 Menu, and typing in the name of the program vou wish to load
2.3. if 1t was saved as "steel" the program to reload would be "steel® also. The progras
will then load ind run as norsal.

For {28K programs, shen the whole tape has loaded (note this will take some time for
these programs due to the large amount of code involved), the message "The program is
saved to Disc" will appear. Also the message 'Now save the 128 Loader by typing:-
load"load128" (ENTER) and save to disc with:- save'disk®line 1B (ENTER).® This procedure
is executed by ~=moving the game disc, inserting the SP7 disc and pressing the "down
cursor® key to select +3 Basic. Next, type load"load128" and press ENTER to load the
progras. Remove the 3P7 disc. Insert the game disc and type save®disk'line !B then press
ENTER to save ‘o disc. This saves the ®load128° program to your game disc as a progras
called "disk®. This aeans that to reload the programs, reset your +3, and at the opening
Menu press tNTER, when the program will load and then run,

Using the above sethod, CUb will transfer many 48K and 128K programs to disc. PLEASE
NOTE:- With 3 saall number of programs, e.q. °"OPERATION WOLF i28K" the amount of code is
so iarge that a SMALL piece of code at the very end of the tape aust still be loaded
froa tape. This however, only takes a very few seconds. Many 48K and 128K
programs can e thus transferred completely to disc using CUb.
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"CONVERSION UTILITY CU7-«

INSTRUCTIONS FOR USE

Introguction,

tU7 is sur latest utility program which enables the transfer of 30TH 48K and 128
grograss %o disc. Thus, as well as the usual 48K prograss, FULL single load 128
arogriss ady now also be transferred. CU7 ALSO gives you a tape backup which is usetfu
for security purposes which loads with the usual LOAD ** comsand.

Loading and Using CU7.

Reset the +3, then insert the 3P7 disc and press ZNTER to load the SP7 Menu. At thi
SP7 Menu, press keys 27 and ENTER shen CU7 will load and run, displaying a small Menu o
its own. The options available are:-

{. Firebird 48K
2. Firebird 128K
3. Alkatraz 48K
« Alkatraz 128K
. Speedlock 48K
A, Speedlock 128K

[, I

To decide :f the orogras you wish to transfer is either Firebird, Alkatraz or Speedlock
type, pizasa see the examples in the 5P7 Encrypter Demo Tape. Press the required key
nuaber ! %o 5, then PLAY in the qame tape you wish to transfer. On some programs there
is a-smail initial 3asic part which is ignored - the next Basic part will then load.
when this 7as loaded, A PATTERNED BORDER will appear - STOP the game tape and insert the
tape vou wish to use to transfer, press REC and PLAY then key "1", and a small Basic
loader will e saved to tape. STOP the tape. Reinsert the game tape, and PLAY in the
rest - it #ill lcad in the usual way. When ioaded. reinsert the saving tape, press REC
and PLAY then key *!" and the program will be saved to tape.

Transfer 0 Disc.

Reset the Spectrum. Insert the SP7 disc, and press keys 235 or 26 then ENTER to load the
TRANS1ZS or TRANS4B program as required. NOTE:- CU7 can transfer BOTH 48K and 128K
arograss. shen loaded, the screen is black and the +J goes into tape load sode. Remove
the SP7 disc and put a formatted disc im the drive. Position the transfer tape vou made
aarlier so0 that it is just past the first Basic part. This is hest done by disconnecting
30TH Ear ind Mic ieads and listening to the tone.
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veconnect the Ear lead, then PLAY in the tape. With 48K programs, the program loads in
one single load, Sut for 128K programs, BE PREPARED 7O STOP THE TAPE PERIODICALLY. Each
section of the program is then saved to disc - the tape should then be PLAYed again.
During loading, some screen distortion may be seen, but this is normal and should be
ignored. For 4BK programs, when all the tape has been loaded the program will prospt you
to enter a name for the program to be saved - enter a name of up to SEVEN characters,
press ENTER, and the program is saved to disc. When saved, the program asks if you wish
to save a loader Jragram called disk. Press 'y* to save or "n" to ignore. The +J will
then reset. NOTE:- The program DISK is a special loader progras and as such must be the
ONLY program of that name on the disc, The game reloads by resetting the Spectrun,
aressing ENTER at the +3 Menu, and typing in the name of the program you wish to load
e.g. if it was saved as "steel® the program to reload would be °steel® also. The progras
will then load and run as normal.

For 128K aorograms, shen the whole tape has loaded (note this will take socme time for
these programs due to the large amount of code involved), the message ‘The program is
saved to Disc® will appear. Also the message “"Now save the 128 Loader by typing:-
10ad"load123" (ENTER) and save to disc with:- save'disk"line 18 (ENTER)." This procedure
is executed by removing the game disc, inserting the 5P7 disc and pressing the "down
cursor® key to select +3 Basic. Next, type load"loadi28" and press ENTER to load the
prograa, Remove the 3P7 disc. Insert the qame disc and type save"disk®line 18 then press
ENTER to save to disc. This saves the "load128" progras to your game disc as a progras
called "disk". This seans that to reload the program, reset your +3, and at the opening
¥enu press cNTER, shen the program will load and then run.

Using the above sethod, CU7 will transfer many 48K and 128K programs to disc. PLEASE
NOTE:- With a smal: number of programs, e.q. "OPERATION WOLF 128K® the asount of code is
so large that a SMALL piece of code at the very end of the tape must still be loaded
from tape. This however, only takes a very few seconds. Many 28K and 128K
programss can be thus transferred cospletely to disc using CU7.






