


























































































































































NIBBLE AWAY PARMS / 

THRESHOLD/ TRACKS 0-22 USE ERASE DEST 
ULLYSSES SAVE AS THRESHOLD(WORKS GREAT) 
OUT POST SAME AS EPOCH 
CROSS FIRE SAME AS THRESHOLD 
AUTOBAHN-Sync Auto Half 
APPLE PANIC--Sync tracKs O-D 
BACK IT UP--COPy trK 0 then 1.5-4.5 
D.B. MASTER VER. 3--Copy using sync, but set C04 to 40,or between 

25-28 depending on you disK drive 
EPOCH--Same as sneaKers 
EXECUTIVE SECRETARY GOLD LABEL--(parms) C06/A9,C07/AB normal COPy 
FS1.FLIGHT SIMULATOR.--You have to do this one by hand.C6py 0-21 in 

1 1/2 increments, then COPy 7,8,9 1/2 
GORGON--Auto Half, coPy tracK 0 thencopy 1.5 ti 11 you get errors 

(approx $F) 
HEAD-ON--Auto Half 
LOCKSMITH 3.1--COPY 0 THEN 2.5-4.5 THEN D-I0 
MULTI-DISK CATALOG III-All sync trKsO-23 
ORBITRON--Same parms as sneakers use sync, then COPy tracK 0 then 

1.5-E.5, then change parm C03 to 03 then coPy tracK F.5 
PADDLE GRAPHICS--COPY 0-23 
PEAGASUS II--Eras dest.,Sync Auto Half 
PORNOPOLY--Copy 0-23 half tracKs 
PULSAR II--Reduced error mode,O-lA,then lA.5-22 
RINGS OF SATURN-(parms) C06/FB,C07/FC use full tracks in sync 
SNEAKERS--(PARMS) C03/50,COC/50,COD/Ol, COE/02-Copy tracK OO,then 

1 .5-22 
SNOGGLE--Auto Half 
STAR CRUISER--Auto half 
ULTIMA--Sync and reduced error 
VISICALC 3.3--Sync copy 

COPY ALL OF THE FOLLOWING USING SYNC 
AND IF A LOT OF ERRORS USE REDUCED 
ERROR tvl0DE: 

tvl I SSLE DEFENSE 
CRIBBAGE 
SABATOGE 
THIRLOGY 
OLD SUPER SCRIB 

COpy ALL OF THE FOLLOWING ERASING THE 
DEST. DI SK AND It1EDIATLEY COPYING USE­
I NG HALF TRACKS AND tvlAYBE SYNC: 

EXPEDITER 
CRANSTON tvlANt·..jOR 
GOBBLER 
SOFTPORN 
NEW SUPER SCRIPT 



HADRON- SAME AS BEER RUN 
VISICALC ///-use sync 

BEER RUN: PARMS CO 3 .. /40 
COC/40 
COD/Ol 
COE/02 

SELECT ERASE DEST: 
COPY TRK 0 USING SYNC 
COpy TRKS 1.5-0.5 SYNC 

FIREBIRD COC/10 
COF/31 

COPY TRK a USING SYNC, ERASE DEST 
COpy TRKS 1.5-B.5 SYNC, ERASE OESTe 
COPY TRK C.5-D.5 USING DATA MOVER 

LOCKSMITH (3.1) PARMS 

BACK IT UP--COpy track 0 then 1.5 to 4.5 inc 1. When booting, wait 
until you hear drive head seaKing, then open door. Close 
door after menu appears 

D.B. MASTER--Copy tracKs,O to 5 sync, then tracKs 6 to 22,normal 
FLIGHT SIMULATOR--Copy tracKs 0 to 21 inc 1.5,then tracKs 7to 8 inc 1 

then tracK 9.5 to 9.5 inc 1 
MICROSOFT ADVENTURE--sync,0-23 full trKs 
ONLINE SYSTEMS SOFTWARE--Copy 0 to 5 in sync then 6-22 in normal coPY 
SUPER DISK COpy 3.4-- All sync, 0-23 in full tracKs. when booting 

wait till disK drive begins to choKe. 
(brrrr .... ) press reset. It will come up 
worKing great. 

TRANQUILITY BASE--Do the following type: '/' '1' 'return' '80' 
'return' 'esc' 'esc' then coPy regular 

VISICALC--Copy 0 to 23 in sync 
ZORK--Do the following type: 

, /.' 32~· , ret urn" , 88' , ret urn ... , /.' , l' ". ret urn' .' 6' , esc .' 
'esc' then coPY regular 



:I. .......... DE·: r'ii:;l·;:;. t~;,) r' 
3" " " " " Mi:;l~;) :i. c: 1 .• J:i. n cI m·J I I 
:~: II " II II If or u t) (.:.:s 1. ... .1 i:':) \.' 

4""" ... Music: Construct~. on Set 
4"""".War (ADventure International 
4"."""The Market Analizer 
4"""."Prisoner II 
b" ... " "EITIP i r" (.:.:. I: t.lD r··1 cl !3\.1 :i. :I. d (.:: r·~::· 

S"".""Software Dimension's Accounting Plus II 
r:; II II It U '1 (12:t(·:~c: 

!:) u It If n It ~:::C)-F t. (-:.~ r'l'rI 
S." ••• Data * Trans 
(:)" " " " u ~ru mp .:h:~t 
f) II n II tI If j··lc)]"(I(,:-:·I...Jc)r'd 

6 ••• ""Flight Simulator 2 
6"." •• How to Make Demuffin 
6"""".How to Make Demuffin Plus 
6.""""The Mask Of The Sun 
7."" •• The Serpent's Star 
7 .... ".HYPerspace Wars 
7" ..... COPY II Plus 4,,1 
7.".".Zoom Grafix 
8.".".BPI Accounting Series 
8."" •• The GaJ.actic Adventures by SSI 
8" .. " •• Panciora's Box 
8."" •• MoneY MunChers 
(? •• " ... Zo r··k I y :/0 r··k I I;· ZD r--k I I I oj D(~:i::ld :I. in (.:: y ~:)t i:""··C r'Cl'::;~;; 
9" •• ".Home Accoun t ant 
(}> .. n" II ,,(.\ppl(·:·: L.C)~.:J() 

?" .. " •• U:Lt.irni::1 II 

:I. ()" • " • t.) :i. ~;; i c i::1 1 c: 

:I. () •••• P :i. :-.:.1 ····Pc·:·n 
:I. 0" • " "11:i. c r'o····IJ.)i::i'V(·;: 
:l.O" ••• Cannonbal:L Glitz 

:I.:I. ..... The Einstein Compiler 
:I.:I." ••• GraPhic Processing SYstem, Professional version 
:I.:I. •••• Videx Preboot Disks 
11 •••• Genesis the Adventure Creator 
:l.1 ...... The Visible Computer 
11 ...... Lock It UP Protection 
:I. ::.:.~ " ••• Tn (.:,. (I r'"I:. :i. ';:;. t 
:l.2" ..... Executive Briefing System 
:l.2 .... "Data Factory 
12u ... uVisiterrn :l.u1 
:I. :2 u u •• ,··i i:;) r" i::1 U d (.:.:. 1"' 

13u ••• VC - Expand 
13u.u.Kn:i.snt Of Diamonds 

:!. ~~: •••• ~:;o+ t P or"'n 
:I. ~:; ..... I,) :i. ~;;. :i. c\ (':' x 
:I. '(.!' •••• Iv' :i .. ,,; :i. f :i. :I. (.;: 

14 •••• Data Reporter 



Advanced Parameters 

DI3 M(::1STEJ( I B (:~N I NTEJ;~E:~:rr:J: i'·lG CI:~(.~ICI< [:!oI:::C(.~IUEa::: I T U~:)EE) (.:1 'v'r-IF~ I E:TY DF 
PF~:D""TECT I Dt-·~ ~3CHE:f"iEB t)ND E{E:C(:)UBE I T WDF;~I<B E{ACI< t,ND FORn"1 t?31:::Tl,JE::E:N THE: 
PROTECTED CffiIGINAL AND COPYA DATA DISKSu ALSO THE PROGRAMS ARE ALL 
WRITTEN IN APPLE SOFT, BUT NO CATALOG OR VTOC EXISTS~ AND THE ENTlru~ 

SYSTEM IS RUN THROUGH EXTENSIVE DOS ALTERATIONS TO CONTROL DISK ACCESS 
Dlru~CTLY THROUGH RWTSu BECAUSE THE CATALOG, VTOC, ERROR MESSSAGE AND 
crn"IEJ~ F(DUTIi'··!E:B (~IF(E: j'··!DT i ... ·!E::EDED!1 ~:rrDt··H:::t·,I('d:;~E:: H('~B C)'vIEI:;~t· . .I\:~ITTEN THEE;!::: (::'iI:;~I:::(:'I~:) 

OF MEMORY WITH SIGNIFICANT CHANGESh 

TO PI:~OCEED 1 .... JITH "fI'fI:~:) CF~(.·~iCI< IT I~:) E:~:)~:~E:f-rrI('~i1 ... TH(.Yi" YOU H(.1VE: ~30f"il::: I...J(.Y·{ 
DF INTI:::I:;~RUPTING THE: PF;':DGRi~iivi (.:lND GE:TTING Ii"·!TD THE f"iONI'rORh EITHE:F~ THE 
OLD N()f-·.!····(:'uTDs·r(.~Frr MOi\lI TDF: F~CH'~!1 INTE:CE::F: t:·3{iBIC C(.~I:;~D~' or~ {-i GODD i"'~!MI DD{~J;~D 
ARE A MUST .. BENEATH APPLE DOS AND BAG OF TRICKS (OR ANarHER GOOD 
ZtlPPE:R) r:':'II=(I::: {:OILSO ES~:)E:NTltlL.l' (-iN\) l DIBI<····D····DDC I 1/ (::)L.Dr··!G I. ... JITH E:ITHE:R t'iON+ 
FROM MICROSEB)S OR THE INSPECTOR ARE VERY USEFUL"THIB CRACK WAS DONE: 
Or···.! 'fHI::: 1\.!I:::l. ... .II:::~:rr I..)E:F~BIDN OF DO t,.i(.:l~:rrEF;~ (I.JE:F~BIDN 3 .. 02!) v {-iND I;.JHII...E THE: GUT~::; 
DF IT t..JIl...1... 1.A.lDF~I< ON T 1··1 E:: E{:lF~:I...IEF: I)ERB IC)NB!-' BDME DF TI··IE: LO····C(.1TIONS (E{crn'l 
:n',! F~f~IM (:IND ON THE DIDI·n (:~tl:;~E: DIFFEI:;~ENT .. 

**IMPORTANT** WHENEVER YOU ATTEMPT TO BOOT YOUR CRACKED OR 
HALF-CRACKED D8 MASTER~ BE: SURE TO HAVE IT WRITE PROTECTED!! ** ALSOv 
l'r IB (.:ll...I.J·J(.~IYS (.1 GOOD IDI:::{~I TO IlJl:;~ITE pr~DTECT YClI...Ii=;': CI\:(I:~IGIN{il... [)(.~T(.:i DISI<~:) 

l;Jj··Il::t',!I:::I ... JEJ;': "-{DU RI:::··-[-:I...I]CI< THE~1 II 

1) THE FIRST STEP TO THIS CRACK IS TO GET THE ENTIRE DISK 
·n:;~f~~NBF[:F~:E?D D',)EF~ 'ro (:) DISI-( I;.JITH ST(':)N[)(.:ll:~D DC:I~:~ FI..'?:lGS .. THIB IB E::(.~SY FDI:;': 
TRACKS O~5 AS THE ONLY PROTECTION HERE IS THE ALTERATION OF THE ENDING 
ADDRESS AND DATA FLAGS FROM DE AA TO DF AB.. AN lOB TYPE OF PROGRAM 
CAN BE WRITTEN (SEE OLD MUSE MESSA~~) TO READ THESE TRACKS WITH THE 
tll..:n:::j=;~EI) FI...?:)GB~· I~:)ND TI"II:::N TO L~jF;':ITE THE:I"j ONTO (':)i'··H:rn'·IEF~ DISI< I.;..IITH ~:~T(.:lND(."iF;~D 

FI...I-:"~IG~:L. \?{t::; C(.~il:;!I:::Fl...ll ... THCHJGH TO INITIf.:"IL.:C·::E YDUF~ DISh t·JITH t')OLtn'1E :~H)():1. ~~IS 
DB ~'i(.~I~:rrEF;.: CHECI-(B F[tI:;~ THIS .. 

2) TF;:'(.:·ICI<~:) {. .. !.:) TO :.:.~2 .. s (."iI:;~E 1"Ic~~I:;~DE:F~ TO DE:(.~II... I.;JITH [{\:;C(.·:·II...IBE: i'-"!DT DNI..:Y 
{iF~E:: THE: FI..JiGB {il.. .. rE:F~ED BUT ('~I...S() THE: TI:~:{1CI<~;~ (.iF~:E H(.~IL.F TF~(,:,CI<ED (.:lND YOU 
NE:E:D 'ro C;ET THEc··i v.JF~ITTE:N CH..IT ONTO THE: ~:rrtil'·.![)('~!F:D DI~:~t< ON iAIHOLE: THf~ICi<B .. 
YOU. CAN WRITE A HALF TRACK ROUTINE INTO YOUR 108 PROGRAM (SEE EARLIER 
1··I('~d ... F·····n:;~("ICI·C[j'··.!C t·~E::~:;~:3{iGE:)!} 01::': IF Yot..! H~:)i·')E THE: Ivl IDEX ENH{~INCE:F:': I I 'YDU C{:~li"'~ 

CREATE TWO KEYBOARD MACROS AND DO THE WHOLE J08 IN ABOUT FIVE MINUTES 
U~:Ln··!G DIBI<····(}···DDC I I.. D··-C)····D i...E::T~:) '"(OU (.~tl .. :n::F: 'f 1··1 E:: DOH F\..J~iGB THEN F;':E?~ID ('~!i''f'( 
TF~(:)CI< DF: H{ll...F TF;.:(:1CI< l' TI··IEi··,l ~:)ET THE FI...(.:·ICB TCI ~::rr{:lND(.:IHD {:IND I..\.I\::':ITE:: THE 
TF~(.:-ICI< D('":!CI< CHJT TD (,:,NY CITI"II:::F;~ ··n~(.:·ICI< OF;~ H(:"iL.F TF:i~~CI< II IT IS CU{"iBE:F;:'~:)DhE: TD 
DO i~:) 1.1..\ H DL\::: D I81< 'r-H I B Il.h~·i Y UN!...E:3~::; YOU I"!J~:\')E THE I.) I DE:X E::f'.H·I(.:iNCEF..: ~ [';!UT ·rHEJ·.! 
IT IS I~~I ~:n'H~iP II \'; • .IHEi'-..! YeH..! f~~II~E DDNE: t~nTH '"il{[:3 YOU Hr-i1v1E tl COPY'(I DO 1····i(.~I~rn:::F;~ 'i 

BUT IT WON'T RUN WITHCruT SOME CHANGES .. 

::3) FIRBT ·YCli...! Hf.V')E TO ('":)I...TE};.: THE DDE ~:)O THtd' IT DOET;t··.!,. T LDDI< FOR 
THE:: E::NDIc· ... !G F\"'(:lGB DF tlB.. THEBE: F\...(.~IG~::; F\:E~:)]J)E (l'r f1Er-iORY I...DCiYTIDNB [·:'93'!:)v 
D93F~· [{<.if';.;':\. {~IND E':(?9E-: !.' {iND C(.:·IN 1:-::1:: FDUND ON THE [):U:~I< Of'·! TF;~(.\CI< O!1 ~:)ECTDF~S 

:::. (.~IND :'3 Il . .I\-·!I:::E:E: THE:'!" CtlN \?'{i::: Z(.iPPEI) TD THE: DT (.:lND(:)RD 1..){iI.J..JES .. 



4) t··.!Dt·J :U:) (.1 CODD TIME TD Z(.~IP THE 1:~()lJr Ii'·l!:: THryr ~:)ETB THE F<UN FI..IIG 
(D6) TO 80 TO PREVENT YOU FROM LISTING THE PROGRAMS" YOU CAN EA EA 

TI-IE: F~OUT I r··!E ON TH(~ICI< o!! SECTCH~ E:: II NDI .. ~J (~IFTEJ~ YOU H(.~LT THE: PI:~DCF:{:ll'Ij j::'IND 
,~F~E:: IN THE ~1nNITc)I::': (.~tI ... 1... YOU Hr.':) 1,)1::: TO DO IS HIT CTF~L'-'C FD\:~ [:{:)BIC (:lND THE:N 
LIST TO SEE WHAT IS GOING ON .. 

S) IF YDU Doerr THE DI~:~I< ,yr TI"\]:~:) POINT (l).JF~ITE PF;~DTECT!) II IT l;.JIL.L. 
START LOADING BUT WILL 8URP WHEN IT GETS TO TRACK 6 BECAUSE IT WANTS 
lU READ TRACK 6"5 .. IF YOU LOOK AT THE DOS SEEKABS ROUTINE IN MEMORY AT 
B9AO .. [':<1'9F YDU I..:JILI... ~:3E:E:: Ti"I(,~,T rr l-h{:lB ['3!:::E::N t-)l..:n::J;~ED TO JSF{ TO r:::430 u 

EXAMINING 8430 .. 8446 SHOWS THAT THE COUNTERS FOR THE TRACK NUMBER BEING 
F~EI~iI) (.:,1:([; COr"iP(:)F~ED TO *~~I;()C? (1ND IF FDUND TO BE GFi:E:(':d'EF~ (.:l[-(E: INCI::':E:{'iENTE:D 
Ef'{ ONE: E':EFDF;~E: F;~ETUF~NING TO BEEl<?~iE{~:) .. THIB IS THE H(:~LF "fT~~~ICI< RDUTINE!! 
'~1ND v..IDF;~I<B EH:::C(.:)U~:)I::: TI··!!::: (.~PPl...E: DISI< DF~ItjE: STEPPE::F~ MDTOF:': F~I::I]UIF~Ef:) 2 PUL~:)E:B 

TO Ii'·!CF~Et1E:NT ONE:: I,;,IHDI...E TF~~:·ICI<~· i:~,i'·lD ONLY :l PUL.~::a::: TD INCREhl:::NT (.':) Htd ... F 
TRACK" $OC IB DECIMAL 12, WHICH IS THE NUMBER OF PULSES REQUIRED TO 
GET TO Tr~(.~ICI< OC'i" TI·n: ~:) F;~()I.Jr :n··!E: "n:::~:)"n:3 FOF~ THE i'·HJ{'iBE]:~ OF PUL.~:iEt) I:::E:J:NC 
F;~E::OUE~:rn:::D (.1f'·![) IF THE:"-( ,~':)I:;~[: FCHJND TO BE E:OU(.·~L TD OF:': EXCEED 12 ONE:: E::XTF;~(.:i 

PUL.SE IS ADDED.. TO DISABLE THIS ROUTINE CHANGE 8434 TO 60~ 8438 TO EA 
E(.·:) !I (~,N[) E{44:1. TD E{:) E:{) E{::) II TI"I1::~:)E C(iN EH:: Z()PPED ON TF~(.)CI< 0 ~ EE:CTDF: D .. 
'lOU COLli ... \) t,L.E;D CI··!r::·,NG:I::: IT [(.{ :[j'··H:::F;~E:(i~:)]: NG ':\;OC TO ~1;lr.7 ( DEC]: t'"il-:·ii... 7:L) DF: 
HIC~HEF:!·· DF: [:' .. ( NOT .:.r~:)F~INC:i TO THE: F~OUTINE: IN THE FII:~BT PL(,~Cr::~· E-:UT THI~:; 

LtITTEF: t1..lf:~IY I~:) [)()NCEF<c)U~:; DE:C::(~IU!::::E THE F;~DUTIi"'·!E: MIGHT E{E E::NTEF;~E:D FF!Ut"j j·· .. ·iDF:E 
THAN ONE LOCATION .. 

6) i···!C)I/ .. 1 ·fl··IE PPDCF;~(:jf''i tAILI... r~t..lN y [{I...IT t ... JHE:t-··! "YOU THY TD i:~ICCEBS {'I [)(:iT{:1 

D I EI< II I T E{(:H'''j\::{~::;! 1..·.Ji··\ ... ("-;:O t,JF:L.I ... !) [{!:::Ci-::·d.JBE: ·fl··IE: PF;~DGF;!t)M TH I NI<S 'fHt-IT THE Fl..flGS 
(.~F~E:: DIFFEI:t:EJ·.rr ON THE D?Yf(:l DIBI<B TH{iN 'rHEY (:II:~E: DN THE:: F'F;~c)Gh:AM [) If3i< l-' (.·~IND 

i?!tE::C{:)UE;I::: OF THIS IT CH(:)c···!GEB THE: FI...(:lG~:;; [-::EFOF~:E: HE(,:'d)ING THI:: DI-:')Ttl DIBI{ II 

BIt··leE 1.1..11::: H(.:,'·')E:: (~IL.F<E:f:\DY CH(.~INGED THE: FL(.:·ICB TD ~)T(~lt··,!D(.il:~[) THE: PF;~DCRt-II''''i IE; 
ACTUALLY SCREWING UP THE FLAGS 8EFORE ACCESSING THE DATA DISK" IF YOU 
:lJ,rn:::RUPT THE PI~OC:;F;.:(.:·lf·1 (YI" TI·-\]: ~:) PO I NT tlND E::)(c:::d'1 I NE: !3<?3S 9 \:.{93F :.' B<?9:L (.~i~·"·!D 

899B YOU WILl... FIND THAT THEY.NO LONGER ARE DE AAy BUT ARE NOW DD A9!1 
OR THEY HAVE BEEN DECREMENTED BY ONE EACH! SINCE ON THE ORIGINAL 
PROGRAM THE FLAGS ARE +1 HIGHER THAN STANDARD, THE PROGRAM GOES 
THROUGH A ROUTINE: OF LOWERING THESE FLAGS 8Y -1 WHEN ACCESSING A DATA 
DIBI< v ()ND F~(.:)]:~:rrNG THE~l Eh~~CI< FfY +:1. i..JHEJ··~ P[:(.:lCCE:~:)BINC THE PF~DGr({:)~'i DIBI·(,. 
IAIE NEE:\:) TO Fli'··!D TI"II~:) F:DlJr:U-··!!::: tiND DE::FEIIT IT.. A ~:~C(:1f"'! OF E{9··::}·4 .. E-:':?i.?F (THE: 
DOS RDADR ROUTINE) REVEALS THAT THE D8 MASTER VERSION IS NO DIFFERENT 
FI:~Df1 ST{:ii"'~D(~IF;~D II ~:3D 'fHI::: CH(~if"-H::;E i'·iUBT EH::: t·'it{1DE E:EFDF~E F;~l;rn:~ GET~::; Ti··!:l: ~:) Fi:'~li:;~ II 

FIc···IDING THIB F~OU'rIN\::: IB i~:'l E{IT DIFFICUL."r (-iND T(:=-tI<E:~:) ~:3Df'/iE 3I:::tiF~CHING!1 BU'r 
E~ENTUALLY WE ARE LEAD VIA THE AREA WHERE THE FILE MANAGER USED TO 
RESIDE (837F»8396) TO A SERIES OF ROUTINES AT 84E4 .. BS2F WHICH ARE USED 
TO INCF;·:E'·'iEi'·JT tiND DECF:E:f~ENT THE I..)(.~II...UE~::) OF THE E::NDIj'··.!G i:~DDI:~E:3S t,f····!D DtITi::'1 
FL.(:·iG8 II [-)Y CI'H~d'K~INC E-:'SOC TD E{:~ E::{:"i E{::', y E{S:I.:l. TO Ei~':'j E(:l E:{.~i!-' DS:i.{; TO l:::i:1 I:::(.i 

E::(~I 1{~II···!D [·:S:I.I) 'ro E:tl 1:::{.:1 1:::(:'1 i/,j\::: [):u:~(:·lnl...E: TI"II~:) F!DUTINE;. TH[:~:)E:: C:tIN E·:E; Z(.:lPPED 
ON TRACK 0, BECTOR E .. 

7) NCH.·J ·fl··IE F'F;':OC;F:tti"Ij !..rJII...l... F~Uf"··h.· f:~r·JD F;':UN .:n.Js·r l...1I<1::: (:'i···.r{ j·'·n:I:·3F::I...E: COPIED 
COpy' 1,; . .1 11...1... F~UN.. TI·-i:I: ~:) I n D('~Nc.:;[F~OUB.. ~:rn:H·,!I:::I ... .Jtd:;~E: I n F;~EI{iL.L.'l I··IUNE; UP DN THE:: 
IS!::H .. II::: OF j'··!Cn-··J F(:-ICTDI:;~Y t·ll.rn·IDr~I:Z:EI) COP IE:~:> tlND ~:)D TI··IEY H{.~ilvlE PI..JT TF:(::,PB :n··l 
"fHE PF~DC:;P(.:1r'''i TD C:HECI< THE PF;~OCF:?~l'1 DIBI< 'ro ~:)E:E IF IT I~:) F(:lCTDRY I~:)tHJE:: DR 
(.:1 j····!IDE:l...E COp·y·.. i::'I~r-( UNE: !l·.iHD I'H1~;) UBED L.DCI<UfiITH DR NtlI I ON DB f'i{-I~:rn::J< 
l<r'·.!CII..JB "f1"It-IT (~d ... THCHJC;H THE: CDPIEB 1~':iPPE(:)F: "ro I;JUI:~I< FINE v E::I·')EF~:'-( o i'·!CE: IN 
tlt-\IHIL.E THE Dt·II·'"jt··! TI"IINC~3 EITl"IEF~: j·-j(.":)NC !...IP Dt=~ Ei:\T YDUF~ O(:ITt, DI~::;i<B II THI:3 
UE;U('~L.L.Y H(~IF'PEi"·~:::) tlFTE:F;~ \/CJU H(.iIJE: PI:~DCE::::~SE:D (:lLOT OF D{:·IT(~t.. "rHE:: P(.~F~ME FDI:~ 

THE:~:~E PF;~DGF;~('~)f-i~:) (iF:!::: E;PECIFIC TH(:lT YDU r'/iUE;T ~:)"{i""!CHF~ONIZE 'fHE:: TF~('iCI<~3 ~ ~:~D 



DI) f··i(.~B·Y"EJ;~ I~:) CHE:CI<]J',lC FDF;! THE: PF;~DPE::I:;~ B'(NCI"IF~Cn··!IZtITIDN (.~li'··!D ~3CHE:I) . .IIi'··!G YOU 
IF IT FINDS IMPROPER SYNCHRONIZATION.. AFF7 IS THE BEGINNING OF THE 
ST(.~INDAF:[) DOB F;!DI...ITINEB TH(.:lT DI:::(:~I1 ... WITH THE t...rrDC (iN\) THE DIFd:::CTCtF:Y It 

SINCE 08 MASTER DOES NOT USE ANY OF THESE ROUTINESv STONEWARE HAS 
CHDBE:N THIB (.~II:~E:(-·~I OF \·"iE::MOI:;.:Y TO PUT IN BDi'iE TE:~:rn:;; DN ·fl··IE PI:;~OGI:~(.if··'i DISl<;) 
AND SOME DATA EATING ROUTINES" A STUDY OF 802F"80F7 REVEAL A RAT'S 
NEST OF I:~DUTINEB DE::SICNED TO T(.~II<E: B(.·:'if"iF'I...E I:~EC:~IDINGB OF THE PRDGRr-:lf"i 
DI~:H<' B CONTENT~· TEST THEM;I (:,:)ND TI"II::N TD BDi'i['!' IF THE EXPE:CTED REBUI...TS 
(.il:;~E NOT I-::)CHIE'·')E]) II THE COt-,!E:ECH . .II:::NCE OF Ff~IILING THl:::~:)E TE:STB IS TO E::ND UP 
AT 80E7 WHICH IS A ROUTINE THAT WIPES OUT MEMORY FROM $0400 ON" ALBDv 
~IE: FIND THfYf TEtrrB (.il:~E:: i'1(.~IDE: OF LOC(.~ITIDNB 3F:1. PIND 3FO}· (.iND I!:'IFTEF;~ 
EXAMINATION OF THE FIRST THREE APPLESOFT PROGRAMSp WE FIND THAT THESE 
LOCATIONS CONTAIN THE SERIAL NUMBER OF THE DISK! 

IF YOU Hr-:IIJ\::: CCrrfE::i"'! THIB F(~II:;~ THE FIX Fc)F~ THIB c:~II:~E:{~1 IS PF\[:'fTY 
STRAIGHT FORWARD, AND IT RESIDES ON TRACK 3, SECTOR 2" ZAP B068 TO EA 
EA EA, 8073:EA EA EA 18 EAv (THE 18 IS CLEAR CARRY), 8082: 18 EA, 
B08F:EA EA EA EA EA A9 AND 8097:EA EA" THEN MOVE ON TO 8000 WITH 18 
E(.~I 1:::(.1~' [·30D:::::::I. B Et'i' [·:()[·4::1. B E(.~ (:~ND BET DOE:/" TI·il:~OI..JCH [{OF S TO 60' ~:;; II 

TI"IE]:~:E :U:) i.JNDD!...IE(TTI)LY (1 i"iORE: EI...EG(~~.fr 1,\j(::IY TD 1··!t!iNDLE: 'fHIS, BUT TI·{l:~:~ 

(.:IPPE::(':)!:;~~:) TO DO THE JDE~" 

B) f·K)I.;J TH('~T YOU Hi:~il,)E DI~3(:·tI:·!.I...E:[) THE ~:~EI:;~:[(.·~il... j'-!U {vU:'{E:: F: CHE:Ct< YOU C?:lN 
PF~DCEEI) 'ro :t(:~p THE ~:)E}([{:)L i .... H.Jf··iDEF:~:) ON THE: DISl< ('~ND f.'i('~I<E THEf"i t.~H··I(iT[:I..)E::F~ 

YOU 1.1..1('~N·r" TI··IE··)" td:~E: F;.:E::COF~DED TI.;JICE: eH···leE: r-Yf THE Ef-·!D OF 'n;~(~ICI< () ;.' SECTDI:;~ 

r AND IN REVE:RSE ORDER AS THE LAST TWO 8YTI~S ON TRACK 4p SECTOR E .. 

NDlJ..l YOU r:~IF;~E FIi ... ·n~::.HEIh I-:Yf L.E::(:IBT I THINI-{ ~:)D" I H(::)~)E:: TF:IE[) DUT THE:: 
CI:~()CI<EI) 1,)E::F~nIDN ('IND IT f::1PPE{::)F~B TD I. .... IDF~I< FINE~' BUT I<NOl. .. JINC ~:)'rDNE:I..\.I(.':·d:;~E !.' 

TI"IEJ;~E i:)r;.:I::: PF;~ODi~:·tl;::l...\" f10F~:E 'rF~(':'d::'~:) E{l.Jl:;~I E:I) BCWiEI,Ji"IEF~E: I;HiT T I i'··!G TD JUr·· .. iP I...IP (.':il'·.![) 

G088LE YOUR DATA.. SO BE CAREFUL UNTIL YOU HAVE HAD ALGr OF EXPERIENCE 
\..I.I1"rH IT}· (':IND IF "{DU H(.:I'.)!::: (\N\' F:'PODI...E''iS ;.' l...ET ME:: !-(NDtJ,1 ('·:IND I,.JE / LI... ·n:;~(.:lCl< 

"rHE:f-'i DDl~N .. 

THE: I...ITII...IT''( p(.:11<n C(:lf"'! [.;:\::: CP(.:'iCI<E:D I..,iBING 'fHE: ~:)(.~t1E: L.DCr-yrIDNB i;.JITH i:~1 

FEIA E;l'il~·il...1... CH()f···~GEt).. DDU\:.{LE CHECI< i ..... IH(.~IT YOU (::iF~E l~iI...TE:F~INC TO BE: ~3UF~:E:: .. 
ND!.).} "'(OlJ C(.:I~·! ~:rr(~IF(r TO H('~\)E ~:)CH''''iE:: FUN n THE F;~E:(':)~:H]N THE:: F:'F~DGF;~(:'il") IS ~:)D D(:itliN 
BI...CH .... I IB TH('~T IT :U:) (:il...l... IN i:':lPPLE:BOFT II ~:)Cn-1EE~ODY OUT "j'I"I!:::F:E ~:H··IDI...IL'[) BE:!::: IF 
HE: C(,:',N C;E:T ·rl .. IE: PF;~OGF:(~d'1f) DUT tlND CCH1P I I...E: THE:f1! l;JCHJI..J)(! IT TI··!{Yf 1::::1::: ,···n CE: .. 
ALSO, IT WOULD 8E A MAJOR BENEFIT TO MODIFY THE PROGRAM SO THAT IT 
(.~ICCI:::B~:)[I) f:~i F~(~IM C('~F~D t,ND IF YDU H(';!) (:', :l.2E:I< C'~:IF:':D THE: BPEE:D I j'··U:::F:E{iSE 
COULD BE SIGNIFICANT.. GO TO IT! 

:1. ,. 

4,. , .. 
~:j II 

.-.: 
\,.1 II 

7 .. 
B .. 

10 .. 

I;.J:i.nciol-,} II 
1:~UN CDPY'(:l 
CTI:;~L..····C 

70 
CAL.L····:!.E:\. 
B(?2S: :l. B 60 
B9BB::l.B '(:iO 

{iDBFC 
RUN (COPYA THE DISK) 
SECTOR EDIT: TRACK 0, SECTOR Av BYTE 02v TO EA EA EA 

Tub f;~ I.,., i::1 Y 

:1... BOOT BYBTEr'l i··1(.:ISTE:F~ 



4 .. 
S .. 
6 .. 
"y 
/ .. 
B .. 
9 .. 

:to .. 

:1.:1. .. 

:I.::~ .. 

:1.:5 .. 
:1.4 .. 
:l.S .. 

B942: :l.B 
B9BB: :1. B S:~)O 

BE::4B: :1. B 
9DE{FG 
RUN COP"{ tl .. 
SE:CTDF~ EDIT: TF;~(':)CI< () II ~:~E:CTc)H ::5!} BYTE:: 42!, FI:~OM ~'3B TO :1.8" 
NOW YOU hAVE A COPYA VERSION.. TO MAKE IT IN A FILE DO 
DO THE FOLLOWING .. 
SE::CTDF;~ I:::DIT: 'n:;~tlCI< 22y BE:CTDr~ E 9 BYTE~:~ CI:: tiN!) CF 9 FI:;~DM O() lJ,() TO 
t.>'.;; FF II 
BODT THE: COP··-(.. WHEJ··! THE: TITLE:: P(~IGE: c:":jpPE(.~lr~B PI:<ESB THE ~:)P(.iCE:: 1:-:-:tIR 
TO COMPLETE LOADING .. 
(.~ll::·TE::F;~ I...O(':)[) I NG 31 TYPE: COE:I. {::lND Pl:;~EBB 1:{E:Ttn:;':N I<I::Y 
BOOT (:i Sl..i~t)E DIf.)I-( TH(.:·IT H(.:iB ND HELLO I?3Y TYPE:INC C60()C 
8BAVE TU8EWAYl' AS900y\...%8700 ON ANY INITAIALIZED 3 .. 3 DISK THAT 
HAS ROOM FOR A 138 SECTOR FILE .. 
** IMPORTANT NOTE ** 
IF YOI...I 1 ..... I(.:1f'.rr THE: PI:<OCF;~tlt'i TO CCti"rrINUE I;JI:~I"rING THE: HIGH ~:)CCH;':E: TO 
YCHJF~ D I Sl< THEN PF;~CrrECT TF~(:ICI-( ::') II ~:)E:CT()I:;~ 0 I N THE "rroc u OTI"IEF~I,\J I BE:: 
llJ F< I 'r E: P F;~ ern::: C T .. 

Music Construction Set 
1.. COPYA MCS ONTO 8LANK DISK 
2.. PUT THE COpy IN THE DHIVE 
.. x 
,.J II 

4 .. 

6 .. 
·7 
/ " 

BLDtlD (:~(4 

Ct-il ... 1... "·-:U:):I. 
4C6:.:.::: :I.B 

War (Adventure International) 
1 .. INIT (.·~i DOB :3 .. :3 DI~:)I< 

::?.. Cpt!...l... .. ..;!.s:\. 
:3 .. 13(?::;.~E: :1. B '::-1() 

-4.. 139DD: lB bO 
Ell 3DOC:; 
6.. BF~I.Jr·.! FID 
7.. FID THE FILES ONTO THE NEW DISK 
B.. [·3IJOT THE NEl.·J DIBI< 
9.. l...Oc:·:·d) HE::t. .. l...D 

:1.0 .. B(.~·I',)E:: HELLD 
:1.:1. ,. \3\...CJ(.":ID l} . .I~~iF;~ 
:I.~::.. Ci:':-II...I... .. ··:l.S:l. 

:I..l~,. ::3DOG 
15.. BSAVE WARyAt800yL$6COO 
:1.6 \I NDI.;.) YO!...! !--It!'.JE: (:"1 Cc:H::I··li::·t····I-:~IE:L.E:: CDP···( 

T '''I (."::. t1 i:":) r' 1-( (.:.:. t. (.~I TI iiit]. :i. :.;.: (.:~I I""' 

1,. COPYA THE DISK 
2.. !3EC:TCjJ:~ EDIT 'Tl~(~iCI< lD ~:)E::C"rDF~ E: 31 DYTE~:) 62!-, (:;.~5 >' b'-:'~!1 l·ti !.' :.7:;.:··}, 7B: 

Cl"h~:)NGE: THE:r-1 (iLl... TD l E(:-l l 

p , ... :i. ~::. (;) n v?, r" I I 
:I... CDPY .... ?:·I 'fHE CJF;~IGINc::·.\... DI~:;i< 



.") 
,A .... u 

"J 
... .J .. 

4 .. 
I" .. :j ,I 

.. ., 
• ./ If 

011 

UNI...CICI< IF .. BH(.~PE: 
[{LOtiO IF .. BHAPE: 
CI~I...I... · .. ·:I.S:\. 

3DOC 
8SAVE IF .. SHAPE,A$S600,1...%26E 
I...DCI< IF .. ~:::I"I{:)PE:: 

Empire I: World Builders 
:I. .. UBE:: DE:MI...IFFIN PL.U~:3 TO COp'y' (~I...l... THE: FII...E:B TO ~:rr(.:·IND(,":·!F;~D DOS ~3 .. 3 
2.. 81...0AD IF .. SHAPE 
:-5 II (~ (.i 1. .. 1... .. .. :1. !:) :1. 

4.. *575F: A9 9E 80 89 79 A9 2A 
*5766: 80 87 79 60 , .. 

... :) .. 8SAVE: IF .. SHAPE,A$5600,1...%282 

Software Dimension's Accounting Plus ][ 
:\... ALL FOUR DISKS ARE NOT COPY PROTECTED (COPYA-8LE) 
:::.~.. THE: FDI...I...OI,hJING lJ.JILL (:·II...I...DW THE: pr;~DGI:~tljvi TD F;~UN PEF;~F·E:CTL.Y 

WITHOUT THE FIRMWARE: CARD .. 

(:1.. PUT THE FIHMI.JJ(.~II:;:E C('~i1:~D IN t:iNY ~:)I...DT YOU 1...:l:1{[ (E}(CEPT 0) .. 
B.. BSAVE FIRMWARE,A$CXOO,\"'$100 (X=SLOT NUMBER OF CARD ) 
c.. LOt'll) ~:3YGHEI...I...D .. PI:;~c)G 
0.. TYPE '22 HIMEM:36863' 
I::: .. 'fYPE l 24 PI:;~ INT CHF~~I~ ( -4) ; 1\ [·:n ... Otd) F I F~(""iI.JH~tI:~E ~. tl~I:.()()O() \I / 

F» SAVE SYSHELI...O .. PROG 
G.. 8LOAO APII .. CODE 
H .. C(:~I\...I... .. -:1. E:I. 
I.. :1. <;;7C : :tD 

:~: II YOI...! 1···lO!.1..! Hf·I'.)!::: (.~ \,)EF:~:3 I DI'-.! OF ('~CCI]I...lNT Ii~··JG PLUS :I I: THt!T I"'~O I...Di"',!C;E::F;~ 
NEEDS THE FIRMWARE CARDu 

NOTE: : TH I S j{:lPPi... :J:E::~:; ONL:'{ TO 1,)I::J(~:n: C:lj' .. ~ :1. .. 3 OF THE: ~:)OFTl.·J(.~IRE:: 

nUT THE:: TE:CHr-·~IOUE 1.1..IDF(I{S FO\:,: D'rHEF~ i·.)EF~SIONE: .... DNLY' 
'fHE LINE: t·'·~U~iE{EF:E; (:'ti",!D/c)F~ I...DC(.~ITIDi'··lB t!F;~E DIFFEF;~Ei····!T II 

(.i ~;~ t. (.:.~ c: 
1.. BOOT SYSTEM MASTER 
2.. CtlL.\...·· .. :\.s:1. 
:':) .. F;t<?::?S::I. B 60 

7.. RUN COPYA AND COpy THE DISK .. 
8" NOW USE A SECTOR EDITOR AND ACCESG TRACK 0 SECTOR 3 AND CHANGE 

DY"fE 42 FF;~Ot·i 3E$ TO :I.B .. 

~:;;C).r: t E'r'HI 

:I. .. DE]·'il.JFFIi ... ·.! ,. ~:)DFTEJ\:i'1 / 
2 u TO F;':UN IT:! TYT'E l [·!.F~ut··.! ~::;OFTE::F~M " 

[) i:j t i:':I')1': T I'" i::'1 n ~:; 
:I. .. BOOT DO!:::; 



::~ .. (~(.:-il. • .1... . ... :I.!:; :1. 
~:) II 13<;.>42: :1. B 
4 II 1~~Ui"·! COP"y' i~~'1 
S II COPY DI~:~I< 

BYTE 42 FROM 38 TO 18 

Jump J(·:~t 
:1. .. CTF~I...····C (:1FTE:F:~ POI",.IEF;.:I.JP 

:3 II B?2S::1. B \~':,O 

4 II [')9BB: :1. B .so 
S II I3E::4B::1. B 
6.. I3l:~i...IN FID 
7.. FID TO A NORMAL DOS 3 .. 3 DISK 

HC)ITl(·:~t"'O r··d 
:I. II CI]P"'(I~':'I DIE;I< 
2 II BECTDr~ EDIT TF;~I<: 06 ~::;E:C: O::.:;:~, CH(.~INGE BYTEB: (.1~3 f::Il{· (:)!::. TD: 1:::(:1 E'::I E:(.~ 

F:I. :i. :::.1 1""1 t. ~:) ilT! 1..\ :I. i:':1 t. C) r" 2 
:I. II UBE: ECHD :I. II () CCIPIEJ;~ :3TF:td:CHT.. IGNCH~E: C::II...I... E:I~~F~DF;~~::; ~ 

How To Make Demuffin 
:t. II 131Qi::ld ITII..1·F·F:i. TI 

~\?" Ci::il1····:\.S:l. 
:3.. Tv;:> (.:.~ t \"1 (:':~ ·i: 0 11 Ot,.J i n ~:.1 

:1. :I.SS: O() :I.E 
:I.:I.SB: D<;.> 03 
:1. :1. (.'-)7: (.iO ;.:.~() 

t E(.~I(): {~IO 
:1. Sfi<ji: l~iO 

D2 
[:4 

D::~~ 

(-':'IE:: 
C(? C:·-:l 
CF '::lE 

CE. CI::: DI.·~· 

0::3 AI::: 

20AO:A9 1E BD 89 87 20 FD AA 48 
20A9:A9 BO 8D 89 87 68 60 

4.. 8save DEMUFFIN~A$803pL$1900 

Hen-J To ivii::,!{ (7~ Du mu of -F :i. n P 1 u ~:; 
:I. II 1?!.C)o·t ~3 .. ~5 DD~:~ 

2.. Tvpe INT (For integer) 
3" 8load MUFFIN 
4 II Ci::lll ·· .. :l.E:1. 
5.. Tvpe the following 

D.i.}[)SC (I·n:i.t:i.i::ll:i.·::;(-:·!~:; tl"l(·:) PI"·~.:Jrn i::I:i.cl r··(alDci::it:i.c)TI cDd.:·:·,:) 
:I. 900 E~BOO .. I)FFF CTF~I..:···Y (t=~:1;~1C)c: i;:1tf.~~:; ttl f.~· r'DU t.:i. n~:·~) 

1900 8800 .. 8Al0 CfRL-Y 
:1.:1. E.,!:): ()() :\. 9 ():::~; 

:1.:1. (')7: (10 20 
1SAO:AO D2 CS D3 C9 C4 CS CE 
15A8:D4 A 8D SD 89 87 68 60 

6.. 8save DEMUFFIN PLUS,A$803,L$:l.900 

T 1"1 (.:! \.-) i::) '::; k 0 of Tn (!i.. ~::) U n 
:I... Boot DD~::; 

2.. Cf:~\...i...·"·:l.S:l. 



4" Run COPYA and copy disk 
S" SECTi'11][) Tr'i::)ck 0 B(::~ct. DI-' ~~) l:?'vtE' 42 'F l"Olii ~5B t C) :I.E: 
(:) II (.:\ c: c: (~,~ $ ~:; t I') (~-:a HE: I... LOp !" C) ~J 1" i:':) m ~ .... J :i. t 1'\ i:':) t (,:.:. ::-: t I:~'~ d i t. C) 1" i:':i n d d (,:':. :\. f..;a t (.? t 1'\ (~,:, ].:i. n f.::~ 

that says to 8RUN tne file tnat is called something like 
1...1... ('J27) 

THE ~~RPENT'S STAR 
:1. .. Do f.';':' Xi:':IC t. 1':-' tl')(-:! ~:)i:':'InH':::- i::'i~:; TI'H':! f1i:':)~::·k CH TI'H::' ~:)l..In but tnf.::~"n r'epli::'Ice t.I·H';'~ 

DISK1 file witn the same file from Mask of tne Sun" 

H y p (::,~ , ... '::; Pi::) c: (.? \. ... .1 i:':II-' ~::. 

1» Boot 3"3 SV$tem Master and type FP 
2u INIT HELLO on a new disk 
.. z 
... 1 .1 

4 .. 
i" 
.. :) u 

13LDf:~ID f-iUFF IN 
Cr:~II...I...··":\'E:1. 
E:n t. <::,. r" : 

:I. i~:'tOB: D(~) 
:1.~~7i,~i: D6 
:1. i~'i6:':)): :I. B 
:I. I) [)!:) : .(:)0 24 
:1. D (.:h~·): DE; 

6» Then from monitor, run MUFFIN by typing: 803C 
7" Now MUFFIN all tne files onto the disk YOU INII" 
H.. l .... lh(·:·:a'(·1 i:':'I~:;k(':'H:1 1,.·.;I·li::lt ·F:i.lC-:·!lI tYPE' ,'::::,' II i:':'Ind CDP'y' 0\..'(,21"' F:.'x:i.~:;t:i.ng HELLD 

n i:':H)"J(·:~ " 

CDP";/ II Plu~::. -4 .. :1. 
:1. .. INIT i::) ~:~li::1V(';'~ d:i.i:;k ii:1nd dc-:,~l(-:·~tl?~ tl'H~~ \-\1:::1...1...0 pr··o9r··i::WII .. 

2.. C(.·~I...I...··":l.S:1. 

3 .. 9600<C600 .. C6FFM N 96F8:-4C 59 FF 
4.. Insert COPY+ disk and type 9600G 
5.. 9800<800 .. 9FFM N 96F8:4C 01 98 
6 .. 9808:98 N 9883:4C 59 FF N 9600G 
7.. 4AOO<8000 .. 8FFFM N 5AOO<800 .. 8FFM 
8" Boot slave disk from tne first step 9) CALL-:l.Sl 

:1.0" 800<SAOO"SAFFM N 5AOO:A2 00 8D 00 4A 90 00 80 E8 DO F7'EE 04 5A 
EE 07 SA AD 07 SA C9 CO 90 E8 A9 60 80 FF 02 4C 10 10 N 1900: 
4C :1.0 10 N 7FD:4C 00 SA 

1:1... BSAVE COPY 2+ UTILITIES,A$7FD,L$S223 
12.. Repeat steps 2-6 
13" 3C9A:4C 59 FF N 1900G 
:1.·4.. Pr"(~'':~:;~:; F:ETUF:N \"'..11"1 i::'';'O p r'DITIP t (~·!d 
15.. Boot Slave disk from first step 
:1.6 n C(:II...l... .. ··:I.E:I. 
17" Type BF8:A9 60 80 FF 02 
lB.. BSAVE BIT COPIER,A$8F8,1...$280S 

Zoc)rn Gr'i::l+":i. x 
:I. .. DEJ-iUFF II···J. i::) 11 t 1"1 (::! f :i.l (~!~:; to i::1 n C) ,"·mi::):I. d :i, ~::·k 

"X .... } " 

.. :--

./ n 

I)oot no ,"·mi::):!. DDE.: 
.r: :i. :I. (~! ~:; 
LOtli) GF;:(.:lF I X :I I: 
TYPE': :l.39E ! ... f'1::::() 
B(~ll..)E: GF~tIF I :::< :I I: 
L..OtID Gr~(.:·iF 1)( 

insert disk containing 

Tvp (.:-:a : :1. ():I. CF(: ?CHF~:~I; <: l}) ,: \I i"lPIXF I l...ES:I. II 

"X "X 
..... U .... r 

001"':/(:>(';.:0: :1.02 POI-(E 20l:}(.;i;1 (?7: I<E·:::::4{;·j:l.S~::: I<~:)::::I<F:H-:I.(j: ('K:I\:~'··i{~L. 



9.. Typ(;;~: :\,OL} 
10.. Type: 150 VTA8 21: POKE 103,1: PC~E 104,96: 

POKE 24S76~O: POKE 36873,Q:DR=36864 
:I. :\. .. S(.i1v'E:: GFi:f."iF I X 
12.. LDAD GRAFIX SET-UP 
13.. Type: 105 POKE 47094,0 
14.. SAVE GRAFIX SET-UP 

BPI Accounting Series 
:l .. B () <:) t Y CKII"" B y~::. t (.:.~ III M i::"1 ~:; t (0 r" iiil n cI r' u n C C) P Y i:iI II WI-I f.-H) Y <:H.I i:iIr' (.:.~ c:1~; In·:-:'cI ·F CH' 

t I') E' SCHJ r'c~·~ ~:;lC)t, nit CTI:i:I...-C tl'H:~n t. yP(~'~ C('~I...L. ····:t.Sl 'For' tl'H? 
lTIon:i.tor' .. Pu·~·. TI"I:i.~:; Pi:-:Jtc:I'i :i.n COPYi::1 i:':I~:; ·Fc)11ow,:::.: 

*8925:18 60 *8988:18 60 *8E48:18 
Now type 3DOGy RETURN to set back to Applesoft and tnen type 
RUN80 and run Copva on BPI" Tne disk drive should only burp 
when it hits Track 2, Sector F .. 

2 II B C) C) t U P i::1 '::; (.:.~ c: t [) r' €.~c1:i. to l" i:':m cI r" (.:.~ ,::lCi T r' i:':H:: k 2 \1 S(-:~ c: t c) I'" ·4.. At B vt <-:.:' +;2 () 
enter: A9 90 80 14 A4 A2 8A 3E 15 03 CA DO FA 4C 54 lE.. After 
Y!.1\,I, .. kJri t-(~'l~I" t l::t,;i. ~:;. ., b.i~l};;k_ .. q'l.rl~'''' ',1;. 0.\ $11 1:::' d:i. '::;k YOU '''I i::)'v'(~') i:':"i C l"i::1C keel y CC)P Yi:':) 
V 1::. I . ::) :1. I..) n '." 1:1. \.. 1 I U I' ::> I'} (':. \.;.' 1, .. -to ••. .. 

:3 II \?{ P I \.) i:':l ~:; i::1 :I. -::; D :::. c: r' {.:.~ I . ...JGH:I i:':)I" CH.lTH:1 t ... .1 :i. t \.) i:':'111 0 + t 11 (.:.) DD~:;; c: Din IYI i:':l n d ~; ~:; () 
tl'ii:':'lt YOU Ci:':in/t, lOi:':'icll-' li~:;t or' llnclE'r'sti::'I'nd tl"'(~':' pr··c)~.:.Ir·i:':llil~;.. '1'1-11::':' 
Changes are as follows: 

LDti\) :::: L.DLD 
DEI...ETE = I CTRL-K 
F;~E:t)[) :::: i:-;: CTF~l...""L 

WRITE = I CTRL-I... 
c) P E: f'·.! :::: P C "iTU ...... p 
RENAME = 8 CTRI...-G 

11 D N :::: PF~ !;!~ 

pr;~*~ :::: P C .. n:i:I... .... Z 
FP :::: I...I~:rr 

TNT :::: C('~I...l... 

1:!-I...Dr-'iD :::: P CTF;~I...""E:: 
'JEH I FY :::: EH.J:~-:-::Z:OFF 

F~UN :::: B elF;':L .... 1< 
CLDSE :::: I CTI:U ...... I< 
E:XE:C :::: P CTF~l...""1... 

PUB I T I ON :::: E:: CTF~:I..:"·F' 

(.~iPPI:::ND :::: I CTHI... .... p 
CATALOG = P CTRL-G 
NDriDt-·! :::: D CTF{I..:"·l. 
IrH~ :::: I CrF~I..:"·Z 

i'1PIXF II...ES :::: D CTHI... .. ·:r 
DB{iVE: :::: E{ CrF~:L -,1::: 
E{\=(UN :::: I C"H<I..: .. ·E 

Z('~P Bvt(·:) +D\::: 'fr'cml 49 t.e) 4F on Tl"i:':H:I< :l. 51 S(-?c:tor~ 7 '1.'.0 ctli;:j'n~.:J(~·! I...:i.~;:.t 

to Lost so that YOU can l:i.st the pro8rams us:i.n9 list" 

THE GALACTIC ADVENTURES 8Y SSI 
:I... COpy the 2 disks usin9 Nibbles Awav II with Address D4 AA 87 
2.. Write Protect both copies 
:'5.. BODt UP D:i.~::.k ;H:t i::rnd '''lit C"fTU.,'''·C to I:H~(0i:;lk it.. TI·'!:i.~;; ':;;\",Duld bE.) 

done a+ter YOU hear the disk head travel UP and down in the 
d 1"':1. \/f:~ .. 

-4 .. F:I. :i. pin t. (.:.:. ~.:J E'I'" c: i:il r' d·:;; t ... ,1 :i. t c: 1"1 1I P ii:l n d \", :i. t. I'" (~~. '::) (.:~ t t 1-, f::.:' n t Y P F:,! [) <S: 0 iiil n cl 
<Ct=~>" Nf:;':' x t. t VP I::~ (?DBFG t t) r~(~·)t 1.1I"Y) t C) E{i:':H::.:i. c: II 

E.. Tvp (.:.~ .. ' ~~ l...C:h~~ID \I HELL.O II .' 

6.. Type'2 <CR>' 
7 .. F\ E·'! I)'! D 'v' (.:~ \.,.,1l'" :i. t (.;.:. P r' C) t (·:·:-c t t i:':'1 b 
B.. TVPi::'! '~~ DEI... IIHEI...l...OII " tl"lf:!n '~~) Bt'l'-)!::: II H 1::1...1... 0 II " 

9 .. Write protect the disk .. 

Pandora'S Box and Money Munchers 
:I... CALL .... :!.S:!. 
~,!... B,?(';j2: E:A E:;{, 

~3 .. (?DE':FC~ 

4.. CC)P '.:,' t 1"1 i::'~ (~~n t :i. I".(~.! d:i. ~:;l{ i.t-J :i. t 1"1 COP }.' i:':1 



.('. 
' •• 1 It 

Read Track 0, Sector 3 and Change byte 91 to 'DE' 
IAI r' :i. t (~.~ :i. t [: i:':\ c: I< 

Zc)F;~I< I!I Zen'\< II, :lor'k III!.· O(·::·i::H:ll:i.ney Bti:"ilr"cr"o~:i-~:> 
1.. BOOT YOUR SYSTEM MASTER 
2.. C(:il...l...····:\.S:1. 
:5.. TYPE: 

B92G: :I.B 60 
B9~:~B: :I.B 60 
BE:4B: :I.B 

4.. :'5DOC 
5.. POKE 473SS,41:POKE 47356,0 
6.. i=~UN CCIP'y'A 
7.. MODIFY TO,S2: 

LDC ~I;SD TD tiD 
LDC ~I;FB TO ~.:::·:1 

LDC ~I;FC TO () 

1··IC}m(·:·~ I~";IC c: (;H.\ n t iiiHi t 
1.. 800T YOUR SYSTEM MASTER 
r) 
.. : .. &. 

"X 
-.. I" 

.l~ .. 

E .. 
6 .. 

C(.":-,I...I...····:I.S1 

::5DOC 
BF;~I...IN FID 
CDPY (,:)\,-1... F I I...E::~:) 

I~P P :I. (~~ I... <:)~.:J (J 

:1... COPY DI~:H< 
211 READ IN TO,S $A 
:5.. FIl'·!D 1I'{~I-4 :;>'E ·4C 4:1. .t.}()11 

-4.. CI"I(:-,l'·lGI::: THE II (14" TO \I ('':IE" 

U 1 t. :i.lTli::) I I 
:I. .. Cc)P Vi::, Ul t :i.lTla I I 

Use a sector to read in track 3, sector CII 
Change byte 84 to EA 

4 .. Cnange byte 85 to EA 
5 .. Cnange byte 86 to EA 
6.. Rewrite the Sector 
7 It r ,", :1. ~;; d C) f::~ ~::. n <:) t 1,.-,1 (;) 1" i< f C) r' t I"l f!.~ 9 i::'1 :I. ii:1 t :i. c d :i. ~:; k II 

Su ~:;p (:::n d (·:·,:d 
:I... BOOT NORMAL DOS 
::;.~ .. :I C (~Il... L .... :1. S :1. 
3.. ·)(·1?:.9~;.::S: :I. B 60 
4 .. , .. 
.. :) ,I 

6 .. 

B .. 
<1 .. 

')I;E,{?BB: :1. B 60 
')('BE4B: :I.B 
·)~:·3D()G 

:I PDI<E ·.:~7:3ES, 4:1. 
:I POI-(E: 4?:'3E6 y 0 
I:~un COPYi::1 

:1.0 .. Use a sector editor and do the following: 
READ TRACH OySECTOR 2: 

CHANGE 8YTE 5D TO AD 
1\ II FE:: 
II \I Fe 00 



V :i. ~:; :i. c: '::11 c: 
1.. BOOT REGULAR D08u 3 .. 3 
2 II INIT A BI...{~'v'E: DIBI< ·rHE:f-·! DELETE THE: HE:I...LD PHDGF;~(.i{·1 .. 
3" BOOT VISICALCn 
4.. Pl:~E::3B !=~E::~:)E:T""""""NDTE OLD .. ··FB i'1DNI Tc)F~ F~DM F;~E:ClU I 1:~ED OF SDMETH I NG 

THfd' ('~L.I...DI..J~:) 'YOU F;~E:Sr:::T INTO "n"IE: I ~~. ~ PF~CWiPT n 

r' '\oj .. 

7 .. 
B .. 
9 .. 

10 .. 

:I. .. 
r\ 
A·:.la 

BBOO<BOO .. BFFM 
BOOT THE SLAVE DISK CREATED IN STEP 2 .. 

BOO<BBOO .. BBFFi'1 
7FD:4C 37 SA ---> TO JUMP TO THE ENTRY POINT 
BSAVE: VISICALC~A$7FUYL$B7FF 

COpy PCS WITH NI8BLES AWAY TRACKS 0-22 NORMAl... .. 
USING BAG OF TRICKS INITIALIZE THE DISK USING THE PRESERVE DATA 
OPTION :l.b BECTD\:;~ FDF~tYi(Yr .. 

P :i. ~.:J ····P€·:··f) 
1.. INIT A 3 .. 3 DISK 
2.. BOOT PIG PEN 

RESET INTO MONITOR W/INTECER CARD 
TYPE: 800: 4C 00 00 

(.~, <;.1 (;) •• :':} : F F 
GE:T I NTCl B{:I~:) I C 
BB(:)'·)E IT TO YOI...lI:;~ Ir···lITE:!:) DI~:)I< 

COPY THE PIG PEN HELLO 

t1:i.c: \ .... o····' .... Ji:·:IV(;! 

1.. GOaT UP NORMAl... DISK AND TYPE: 
2.. C(:ll...l... .. ··:!..!::,:i. 
::5 .. 13 9 ~.:.~ ,!;:.: :1. B .~::. 0 
4.. 139BB: :1.0 bO 
S .. E(3/.-:}~:$: :1. B '~iO 

II I:: "i 
.... .J ...... 

II I:: -;~ .... } .... ' 

Ci::iY'1 '1'"1 on b i::) 11 D l:i. t. :.1: 

1.. COPY ORIGINAl... USING COPY-A 
2.. USE SECTOR EDITOR AND LOAD 

TRACK 17, SECTOR E 
4.. CHANGE 8YTE FROM 49 TO 60 
Su REWRITE SE~TOR 

(.~i u E{ .. /Vi 

:1. .. DC) C) t u p t '''I f!::' d :i. ~:; k i::) n c\ p r' E) ~:; ~:; C t r-I .... C b (~.~ -F C) r' f:'!.' :i. t of :i. n :i. ~:; I') F!.' .:::. b Got :i. Ti ~J 
2 .. T VP (.:.:. n (':'H"J 1::1 n d c: ;::i t. i:':) :I. 09 t ,') (.;~ d :i. s k ( t '''I :i. ~:; ::; ,') 0 U :I. d c: i:':i t i:':) :I. 09 !.' i -F not 

re-boot and 90 back to step 1 
:3 u l... C) i:':'i d t.I'H:~· b i:':) .:::. :i. c: p r" C) ~.:Jr' ~':)I'{I ~:; :I. b v :I. '::; i:·:l·v':i. n EI ~:.! i:':1 c: \') CHHo:·) t C) t i::i P (.;! b f..:. -f CH' (,:~ 

:\. C) i:':l d :i. n ~.:J t I'H:') n <-::' x t.. I~~ of t (.::,\" :I. :i ~::. '::;. ii:i .... ,.. f.~ d 1" (-:~I"" b C) <:) t i:':i ~:; :!.iii'· ...... (-:.~ d:i. s; k ~1 :I. CJ i:':1 d 
t I·H:·) P r'·D~.:J \"i:':ilTl of r'c)rn t \'1(0 t i:':1j:H:'~ !.' Ii'li:':)\< c;..) ~:;l.\ 1"(0 :i. t. :I. DO\< ~:; r" :U:J\'rt i;:)Ti d ~::·i::1V(-:) :i. t 



under the same name as on the A .. 8 .. M .. disk ( do this for each 
basic program on the disk) .. 

4.. 8load the machine lan9uage pr09raIT~ and either make a note of 
where the start and the length by looking at location AA61,AA62 
for length and AA72, AA73 for the starting address; or 810ad 
tl·H:·)m i:?tt loci::ft.:i.o)') 2()OO i:":)nci (-:)~:;t:i.n·li:":'lt(-:·) i::1"1:. tl'H~'! l(~·H,~.:rtl··1 u 

S .. {!',f t (-:.~ r" t 1"1 i::rt. :i.~:; cl C) TH7.' ITI c) V (-:,. CHH-:) ITI i::H:: I', :i. 'il (.:,. P r- CH.~ r' i:':1 m i:·:"'1:. i:":'1 t. :i. me :i. n to 
loc:i:":ft:i.on 2000 i:":md r'(·:::\:)oot thf.·) d:i.~:;1< VDU' r(-:·~ ·::;i:":,v(-:·~:i.nEI tl'H~'~ c:r'i::lC:k(0c1 
Vf.-H"~::, :i.c)n eH) \1 B~:;i::'IV(':'! t \'H:! ~:;i:":II)'J(-:~ Y)j:":lIT1E~ i:':Hld t "H-:) 1 CH:: i::it i on YOU PLI t :i. t i::l'l: .. 

I.> u Nc)w \'~OU E{:I. C)i:':ld t 11 ;:~:: lTIi:':lC "1 :i. n (-:,~ P 1"()9 r'i:':)I\', i:':it t 1"1 (.:.) C C) r' \"'(':'H:: t 1 OC i:":l't. :i. c)n :i. n 
memory and resave it under the same name and the now correct 
i::lc! <:1 r'(·?~:; ~:; i::1'(1 d :I. (':·)n ~.:j t ,'1 .. 

7 .. You ~:;I'l CiU :I. d n eH....! I:H:" i::lb:l. (~.~ tC) j u ,::;t r'un t I'H~') \'H:) 11 C) p r'D~':Jr'i:":'11TI l::'In d tilf.~' 
game should work .. If not see if YOU can f:i.gure out What's wron9 
i:":11)(:1 ~.:.1 0 b 1::1 c: k i;':rn d I'" (~~ci D t \") i:,:rt. P i::H" t. D -F :i. t .. 

BH HINTS 
If YOU cannot find tne address and length of some of these 
mach:i.ne programsv a few ar-e listed in the basic pro9r'ams .. 

T I"H:'~ i::H:1 d r' €:a~:; ~:; t C) b:l. C) i:':)[1 t I'H~:- :2 c em t ,'" \:) ]. P r' D~:J P i:':l m ~:; c: i:":Hl b (.;.~ ,j-" DU n d :i. n t I·H?: 
bi;:)~:;:i.c pr'C)~;J\"'i:':)I'iI 11(.~ID.JU~:rrll .. TI'H~')'/ bot, .. , l'li::lV(':'~ tll~:~ Si::)I'iIE' i::iCidr'E:a~:;~:~ I,.JI'i:i.cl"i 

:i.~::. ('~~1;300 .. TI"lf:) 1(~·~n~3nt. Ci:"£i1) b(·:~ -Found 'nr::!i:":",i" "t.l"i(-:~ c:£·nd C)'F "('''If.:: 1:i.1:;t:i.n~.:J 
:i. n (.:l[).:n,lB·r .. 

T I') i..:.~ b i:':l ~:; :i. c: P I" D 9 Pi::, m ,-::) [:: r·i I'fl U ~:~ t b (::) c: I", i::"' n 9 (.:., cI t (;) :.i u ~:; t. In 1::1 c: j'j :1. 'n f~ ]. i::'\ n ~:J u ii:1 ~,:J (::.~ II 

This can be done easily by Just saving the maChine language 
:i.nfo between %80F and %2000 to tape then reloading it Dnce 
re-baoted and Bsavin9 it .. Tne Hello and ADJUST programs mugrt 
t I"Ho:'· n b E' c: I'H::", n ~.H:·H:l ';;; C) t l'"J i:":"t"t t ,'H:) v'::; i::i Y II I?!o I:;: tn,,! ?~!B r·'j II :i. n '::; t. (o'!.' i::"ld C) 'F 

II F~Ut-.l {:j 13 t-1 II .. 

'1"1')(-:·:· lTIi:TIC 1'1 :i. 'iH-::! f :i.l(·:! II PIC II CiiiH) b (.::- ~:;:i.mp:l. y E(1. Di:":H:1 (-~d ( Wl'i:i. c: \'1 PLI t ':::, :i. t 
between $2000 and %4000), re-booted and I3saved on your cracked 
d:i.sk w:i.tn no problem Whatsoever .. 

The Einste:i.n Comp:i.ler 
1.. COPY A THE DISK 
2.. B(~:ac:tol"' (·:~C\:i.t tr~i:":H::k B ·:::.f:!c:tCH·' 4y bvt(·:·~~:; 2(, .. ··2C c:1·ii:·:Hl::;H:·! -Fr"om [-:-:D BE CO 

t.o 4C 1::2 9:1. .. 

G r' ii:) P '-I :i. c PI'" C) c: (-:.~ ~::. ~:; :i. n ~] S v '::~ t i;'!: m ~- P r' C) +" c-:-:- .;::. ~:; :i. D 'n i:,:",1 I',i (.;.~ r'~:; :i. C)'n 
:1... DE:c-'iUFFIN THE FII...E:B 

··z 
-..} u 

r' .. :i II 

LOtiD HELLO 
C(.~II...L.····:l.S :t. 
COE-:: 60 
Bf~~II .. )[: HI:::!...1...0 

Videx PrebDot d:i.sks 
G 1::: I"'! E B I ~::; t 1"1 f.::.! ;::, cI v (,:~, n t u r' E' Cr" i::.! ii:! t Dr" 
'r I"j (.:.: I) :i. .:::. :i. b 1 ('::' C G I'm::· u t. (.:.:. r' 
(.~frl\·' C)tl'l(~~-r'" pr'o~.:JI"·i::im t"J:i,n Lock It UP Pr'otE·ct:i.CJH 

:1... If 'yOGI..! !'li;':"iVE' i:·:iCCf::·:'·::;·::;. to Lock It Up (V(':'~l"'s:i,Dn E:' .. :1. or' 1 i:":lt (':'1 1'", 

p r·'(:;.o+" (,:.~ r"i::,d:;; ]. ' .. /) Y :,i u ~:; t u ~:;(-:.) :i. t t Ci P l"Dt (.:.:.c: t. i;':'1 d :i, '::;k on t"JI"I:i. c: I'j YOU 1"1 c:l ...... ·i;';.· 

put. DEJ'il..JFFIN .. "-(DU CI::il", "l:.1·1(-:·::n j"un DEi··.'i!.JFFIN undep tl"I~::' i::l1t(':!I"(-:~cl [)O~:~ 

(:i.·I: '/01..1 dDn···t, l'ii:';"iV(':':' Lock It UPl-' ';.I·Otl 1.--.lil1 p'''·Dbi:":ibl·,:..' I"I,'::'I\/~? tD 1 Di:":H:I 

DEr'1UFFIN -Fr"Drn ti:':,P(':~- i:":'I~:; put.t.:i.n9 it. in i"fl(·:·";mDI"·'l'·· i:':lncl tn(::~n lTIC)v:i.n~,:J :i.t 
+" 0 \'" t \.) (.:.~ f :i. n i::'i :\. c: l"' i:":1 c: k c\ C) F;) ~::. 1"1 Ci t I.,.J Ci r' k kl (·:·:-11 IA :i. t n p r' C) 9 I'" i::"1 III S P r' D t ~;! C t i;"::' d 



with Lock It Up) and take all the files off .. 
2" Genesi~ and The Visible Computer have some additional 

p r~ C) t (~,~ c: t :i. D n t 11 i:~ t c: 1'1 (,:~ c: k ~:; of C) \"' t 1'1 i:"i.' i::1 ]. t, i::'~ r' (.:~. d D DB" I n G i!:'! n (~~, ~::,:i. ~::. !1 :j U ~:; t 
], :i. s t. t.I·) (~,~ p r' (:) ~:J 1" '::lIYi i:':) n d cl i:":'! :I. (~.~ t 0:' t 1'1 i::.'! :I. :i. n (~.~ t 1'1 i:':l t i ~:; i::) C (.~ L I... t C) i:':) n 
i::1d d .... (.:-!~:;~::. in DOE «(.~ ].:i. YH?! n U ITIb i::H' i::ti:) 0' ..... '(·;) 4()()()O).. I Ii 'rl'H:'~ I-,.Ii ~::.:i. b lG~ 
C C) rfl put (.:.'! r' ';.l 0 u rfl U ~::, t. :I. oi:':'I(:1 t l"l i::'~ ]. C)Tl ~,:J t. PI::' :\. (.:.~ ~:; C)f t p r' C) ~,:J 1" i::HTI i:':Hl d t I'i (,:~ n 

immedia~elY type DEL 1,1 to delete the line that prevents 
],:i. ·;:;t :i. 'iHL. ·Y·Ol.! I.,.J ill t \'H:H) -F:i. n cI '::1 :I. :i, n (~.~ i:":)\:) eH.!"t. if::? Wi::)Y "t. I·H'CH.l9 1"1 tl'H-:~ 

p .... o9ram that is a CALL tD a PEEKed address.. Delete tnis and 
YOU will have cracked the program" 

T 11 (,:.~ A r~ t. :i. ~:; t 
COpy disk with COPYA 
1300'1:. DOB 

4 .. 
S .. 

Unlock MAIN MENU 
13LO(.~I\) M(-YU",~ i'1ENU 
C(."111 ····:l.S:l. 

6 .. 423:1.: 60 60 ...... (Type 36 60s all togetner) 
7" BSAVE MAIN MENU, A%400Q, L%A4D 

E):: (,:·~c u t :i. ',.Jf:~ [,{ ro,:i. (·?f :i. n 9 ~:h ... ~:;t (';:'1)'1 

:I." INITALIZE DEStINATION DISK .. 
2.. COpy TRACKS 0-21 NORMAL 
:-3.. I.J.} I TH (~I ~:)E~C:TDP ED I TDF;~ .... Ti:~(.~iCI< 0 .. - BE::CTDF~ () .- CI'·I(.~INGE: Ef'rn::: :f~4B 

FF: 0 l"1 00 TO 4 (::) " 
I.{. .. TP!~~lCI< ~?2 I ~::; I···JOT !.J~::;E::l:) .. 

Di::)ti3 Fi:':IC'I.'.Dl"·V 

:I... 800T 3"3 MASTER 
::! II (:(.~iI. .. l.u .... :I.~:;:1. 

4 .. 
I" ... :i " 

13 sa 

:'3DOC 
I?W~Ut-·,! FlO 
CDPY 13DTH D:U:~I<B 
DO THE FDL.I...DI.;.JIi'·!G 

LD(:~[) TDF 
DEL.ETE LINE:: !:; 

ell BPI'JE: TDF 

DN BOTH [)I~:)I<:3"" 

D.. 8LOAD AMPER FACTORY .. 08JO 
f::: .. C(.:-.LI... . ... :t. f:) t 
r.. *8340: EA EA EA 
G.. *8SAVE AMPER FACTORY"08JO,A$8240, 1...%1305 

Iv':i. ~:; :i. t c:..~ pm :1. to :1. 
:I... USE COPYA TO COPY THE DIBK 
2u UNLOCK VISITERM 
3.. BLOAD VISITERM 
-4.. Clil...I...---:I.S:1. 
Eo II -)i:2:I.:I.B: 6() 
6.. 1('(?DI:!.FG 
:7 " BB(.:)I.JE I) IBI TEF;~f1~· (:'1':1;2000 , 1...~I~O:1. FO 

Mi::I'''' i::iU d r:..~ r' 
:I. " BODT:3 .. :3 DOG 
2.. CP!I, .. l... "-:I.E:!. 
:.::;.. ~*D()42: :\.:J 
4 II 3DOC:; 



s .. F~UN CDI::'Y (~, 
6 II GCrrO TF~(.:'JCI< :1.:1. .... SI:::CTC)I=( 7" .... t::f,tT"l::: ~*aE{ .... CH(.":)i'·!GE TO t.iO 

'vIC .... E: x P i::iTI d 
:I... 800T VC - EXPAND 
2.. CAI...L····lEl 

.... 'f .. 
~'('400()<9()O .. 2:1.:1. 6i'·i 
8DOT BL(.~II,)E: DI~:)I< 

S .. 8BAVE VCXIl8~JN,A$900,L$1816 

Knight Of Diamonds 
:1. II FI:<Dt-rr BIDE -.. 

(..).. EH:lDT L.OCI<Bf11 TH 4,. 0 
8.. COpy TRACK 0-9 SYNC 
ell COpy TRACK 10-22 SYNC 
D II CH('"~NGE P(.":'J\:~(.~It-iETE]:\: 36: ():I. 
b.. COpy TRACk 9-F SYNC 
F.. WRITE PROTECT 

::;.~.. BCEi ... ·.!(.:)\:<IO 
A.. CHANGE PARAMETERS 36:0:1. 46:96 
B ,. COPY "f"F~('~CI-( () 
ell CHANGE PARAMETER 36:00 
D.. COPY Tr~(.iCI<B :1. .. ··22 ~:rn"!C 

S I') i:':) d C) t ... J ''', i::) tAJ k 
:I... BLOAD HEAD .. PIC 
211 CrILL·· .. :I.S:!. 
:5 .. .<~()()()! .:S() 

4.. BSA'..,,'1::: HE,:';-t1) II PIC v (:'i~I;2000!) 1...~1;2:1.S0 

S" BLOAD HAWK .. PIC 
6,. 4000:60 60 60 60 60 60 60 60 
7u o4008<4000 .. 4007M 
B.. 40:l.0<40()() 11400Ff"i 
9.. 4020<4000 .. 40:l.FM 

10.. 4040<4000 .. 403FM 
11.. 4080<4000 .. 407FM 
:1.2.. 4100<4000 .. 40FFM 
1:5 II 8S(.":)t)E H(:~IWI< II PIC !) (:I~I;20()O y L. ~1;::~!.:1. SO 

So'f t. P D I"'f) 

··z 
••• } II 

·4 .. 
S .. 
t.) .. 
7 .. 
B .. 

BOOT DISI< 
HIT F(EBE:T 
LDr-'il) HELLO 
GO TO f"iOr··.!ITDl:;.: 

i,?DF::FG 
S{i l.)[: HELLO 

'vI :i. ~:; :i. d (-:~ x 
:1. .. BDDT I..)IBI DE:)( 
2.. H I'T" 1:;~EBt:::T 

:5 II PUT NOF:f1(.~IL. ::3 .. :~~ DI~:)I< IN DF<I')E: 
4.. 8C2:EA EA EA EA EA 
Co.. 9DE{FG; 
6.. 8SAVE VD:I.~A$800YL$4800 
7.. 8SAVE VD2,A$9CFO,L$10 



C~ II 

0 .. 

BSAVEYD3~A$B600yL$100 

WRITE AN EXEC PROGRAM TO -
[·:I...OAD 'v'!):!. 
131...0(::-,D 'vi \)2 
E{L.O(.":)[) l')D3 
C?~I...I... 20S:I. 

V :i. ~:~ :i. -F :i. :I. (.:.~ 

1.. COPYA VISIFILE 
2.. GOTO TRACK 22 SECTOR 4 BYTE 2D - CHANGE FROM OA TO OF 

CC)n~:JD 

1.. BOOT 3 .. 3 DISK 
2.. C?~L.I...····:I.S:l. 
~5.. ·)(·C()<?:I. CO?:I. [)O()O<9[)()() .. E{FFFf'-'j 
4.. 800T GAME DISK 
5.. HIT RESET AND GO IN MONITOR 
6.. *C090 C090 9DOO< .. DOOOnF2FFM C091 
7" 7FD:4C Of::{ 
B.. (yD8FG 
9.. 16CA:4C 00 48 

:1.0.. ('~964: FF 
:1.:1. .. E{~:)(.:)'JE CONGO 11 (:~d;7F[) ~I L.~I~BF()~:) 

Ciii']' i::) x Y ( F r'orfl ~:-'''''ii:":i:l. on H :i. 11 ) 
:I... UBI::: COPY :1:1+ 4 .. 1 TO COpy DIEI-(.. YOU f''it.JBT CH{~lr"'!C:;{:: THE DDS 1.)I::l:;~~::::i:ON 

ON 80TH A AND 8 DRIVES TO DOS 3 .. 2 FIRST .. 
2.. USE MUFFIN TO CONVERT ALL THE FILES TO DOS 3 .. 3 
3.. TI .. !(.yrB IT! (CDPY('~ ' ... -'I::F:BION!) 

o iiil t. it:) F: f::'~ p C) r" t (-:~ I"' 

1.. COPYA THE DISK (IGNORE THE ERR) 
2" RUN HELLO (ON ORIGINAL) 
3" 'QUIT' THE PROGRAM 
4.. PUT COpy IN DRIVE 

.(. 
1..1 II 

7 .. 
<:> 
' •• } II 

9 .. 
:to .. 
:1.:1. .. 

BSAVE HB_LOuOBJl1A%9400,L$06FF 
LDCI< HE:L..I ... D II DE{:r 
UNLDCI< HI:::I...I...CJ 
(;)::?)t..:;'<?9 PF;.:INT D~I~.: II [·JL.Dt)[) HELLO II Dn:r" : 1:;~Fn .. lI:a·~ 
S('~VE: HEl .. LD 
L.DCI< HELLO 
TH(.:·IT" B IT! 



LOCKSMITH TECHNICAL NOTES 

(based on most frequently asked questions) 
We are maintaining an extensive and detailedl ist of disks which 
LOCKSMITH will COPy, as well as any parameter changes or· patches 
which the user must make to coPy certain disks. 

We are working hard to provide users with necessary parm changes as 
we determine them. We openly sol icit user input regarding LOCKSMITH 
parameters which work for certain disks. 

If, after yOU make the recommended parameter changes and yoU are 
still unable to COpy the disk in question, follow these instructions: 

1. Make sure your disk drive speed is correct. 
2. Retry the coPy reversing the order of the disk drives used. 
3. If possible, attempt the coPy on a different apple or set of 

drives to make sure that the problem is not your disk drives. 
4. If all fails, write us about the problem including all 

pertinent information about what attempts you made to copy the 
disk. If we are able to solve your problem, we will contact you. 

Some protected disks use a technique known as nibble counting. This 
technique is based on the fact that all APPLE disk drives run at 
sl ightly different speeds, and even the speed of a specific diskdrive 
varies sl ightly over time. Disks which are protected by this method 
count the nibbles on a given track and record this unique number 
somewhere else on the disk. When the disk is booted by the user 
, the nibble count on the track in question is checKed against 
the correct value. Simply copying the track will almost always write 
a different number of nibbles due to disk drive speed variation. 

LOCKSMITH 4.1 has a provision for nibble counting, and will preserve 
nibble counts on any track requested. To request nibble count 
preservation, set parm 36 to 01. (This is automaticallY done for the 
user when parm 4C is set to lB.) After the track is written to the 
cOPY disk, the nibbles are counted and compared to the original count 
to be preserved. The difference is shown as a four-digit hex number 
preceeded by ~<~ or ~>~ to indicate to the user which way to manuallY 
adjust the count. The count may be adjusted in one of two ways. 
Either the disk speed adjustment pot can be turned in the direction 
indicated by the ~(~ or '>~ arrows (see user manual regarding disk 
speed adjustment), or a 1 imited amount of adjustment can be done from 
software without actually adjusting the disk speed. 

To adjust the nibble count from software, press either ~(~ or ~>' as 
indicated, and wait until the speaKer begins beeping. The speaker 
will beep rapidly once for each nibble that the track is being 
shortened or lengthen~d. Then press the return key (or any key other 
than '(' and ')') and allow the nibble count routine to test the 
track again. When the nibble count is within the tolerance value 
specified by PARM 37 (normally 00), the track will be considered 
copied correctly. This technique may seem cumbersome, but it is the 
only way in which a track may be copied while preserving the nibble 



count 

Note that nibble count adjustment from software (using ~<~ and ~>~) 
will not work if a typeahead buffer is installed on the APPLE. To 
perform nibble count preservation, either remove the typeahead buf 
fer, or adjust the disk speed pot directly. 

When the nibble-editor is entered from the main menu, the tracK is 
read into the buffer with no LOCKSMITH analysis whatsoever. No 
nibbles will be indicated as self-sync (inverse), as this is 
determined when analysis occurs during a disK COPy operation. Also, 
ctrl-B and ctrl-E will place the cursor at the beginning and end of 
the buffer, because track-start and track-end are also determined by 
analysis during disK copy. 

To enter the nibble-editor after analysis by LOCKSMITH, perform a 
coPy operation, specifying manual error retry. Open the door of the 
coPY disK drive to cause a verify error (error code 8) and enter the 
nibble editor by selecting: 5. Nibble-Edit Current TracK Data. In 
this way you may nibble-edit a tracK after LOCKSMITH has performed 
analysis on it. 
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The Cheat Guide 

ThanK you for buying The Cheat Guide. If you have any questions 
concerning this guide please feel free to mail us at: 

Moore/s Microware 
417 Persimmon Road 
Walnut CreeK, CA 94598 

To use The Cheat Guide you must have some knowledge of 
Applesoft~ DOS, and a 1 ittle bit of machine language. This Guide 
was NOT made for beginners. 

We are currently trying to collect as many cheat hints as 
possible. If you have any you would 1 ike to donate to Moore/s 
Microware, we would be more then glad to receive them. 

The cheating hints have been arranged in three groups. The 
first group are cheating hints that we have tested and have worked. 
We cannot say it will work with your coPY. The second group are 
hints that we have not tested. The last group are hints that we 
have tested, but failed to worK. The hints from this group could 
still possibly worK with your coPy of a game. 

Moore/s Microware cannot be responible for any damages caused 
by using these hints. We also can not be responible if they don/t 
worK. 

For many of the hints, you need to have a broken or un-copy­
protected version of the program. For copy-protected disKs and 
other informaton refer to the /Notes/ section in the bacK. 

For ordering information contact us on the Source at TCT492 or 
CompuServe at 71016,150. Mail us at the address below. Dealer 
inquires welcome. 

Moore/s Microware 
417 Persimmon Road 
Walnut CreeK, 

ThanK you, 

MiKe Moore 

94598 



Te-=:.ted Hint-=:. 

A.E. 
1. 81 cl.:..d A. E . 
2. Co. 1 1 -151 
3. EEl: ## (##= The number of men wanted in hex.) 
4. Type 7FDG to start. 

Ali e n Am b u -:. h 
1. 8load Al ien Ambush 
2. Ca 1 1 -151 
3. 60E9: 80 (This is the most ships possible.) 
4. 

8eer 
1 • 

40008 

Run 
81 clad Beer Run 
Call -151 

3. C64: ## (##= The number of men wanted in hex.) 
4. 800G 

8Clr'l~ 

1. Press shift-ctrl-M-N while you are playing to show the 
different levels. 

Cannonball 81 itz (More Men) 
1. B10ad Cannonball 81 i tz 
2. Ca11-151 
3. 868C: ## (##= The number of men wanted in hex.> 
4. 7FDG 

Cannonball 81 itz (Fast Music) 
1. 81 o':'.d C.:t.nrHJnb.~.11 81 i tz 
2 • Ca.l 1 -1 51 
3. 8F76: AO 01 
4. ~:DOG 

5. Call 2045 

Chop 1 if ter-
1. While playing press ctrl-L 
2 • T y p e .~. n u m b e r' from 1 -:3 t CI g CI tot h a. t 1 e t.} e 1 • 

Cr'eepy Cor'r' i dor';:' 
1. 810ad Creepy Corridors 
2. Call-151 
3. 86A: 08 (This is the most men possible without messing up 

the p r' ogr' ,3.rn • ) 
4. 80013 

El.}ol ut i on 
1. Use a sector editor 
.-: . ..... 
.~ 
,-' . 

Read TracK 5, Sector 5 
Change Byte $31 to ##. (##= The number of men wanted in hex.) 

Galaxian (Lower bonus 5hip score) 



1. Brun Apple Galaxian 
2. Hit Reset (Do not use autostart roms.) 
3. 4886: ## (##= Th~ thousands digit of bonus ship in hex.) 
4. 4800G 

Gcd d Rush 
1 • 81 clad Gold Ru ·:.h 
-""\ 
£.. Ca 1 1 -151 
1"", 
--=, • BE3: ## (#M= The number of men wanted in hex.) 
4. 7FDG 

Labyr' i nth 
1. Run Labyrinth 
2. Pro e ss .' Esc ... , ... K ... , .' A", ., ... (,. 

3. Press 9 to get more ships 
4. Press any number between 1-8 to go to that level. 

Ca.r·s 
8108.d t·'18.r· s· C8.r· s 
Call -151 
7024: ## 'MM= The number of 

4. 3FDG 

Microwave (Only One Enemy) 
1. Press Reset when hi-res screen appears. 
2. Call -151 
3. 8146: 0 
4. 8100G 

Miner 204ger (#1) 
1. Run Game 

in hex.) 

2. Get to where the program asKs you one or two players. 
3. Type '#' and a number between 0 and 9. 
4 • You I;., ill·:. t 8.r· tat t h d. t 1 e \} e 1. (0= 1 e I,) ell 0 ) 

Sea Dr'agon 
1. Boo t G8.me 
2. Hit Reset when ship apears on left. 
3. For' 

A. 
B. 

4. For' 
A. 
B. 

unl imi ted air': 
8C;32: 00 
8CS'7': 00 
no damage to sub: 
8G61: EA EA EA 
8C77: EA EA EA 

C. 8C6E: EA EA EA 
5. 5C40G 

Ser'pen tine 
1. While playing the game do the following. 
2. Pre=.":: .. "' Es.c ."" 
3. Pr·es":. """ ~ ."" "~nd .... $ .... 

4. Repeat step 3 for as many ships as you want. 

~=;n .~.p per' 
1. Bload Snapper 
2 . I:: a 1 1 -1 51 
3. 851: ## (#M= The number of men wanted in hex.) 



4. 7FDG 

8nOggle 
1. Run Game 
2. Press /Shift-Ctrl-M/ when YOU die (when the pie is fall ing 

.ap.ar t) 
This will give you 3 guys. 

8clf t Porn 
1. Boot Game 
2. Go into the Casino 
3. Bet a negative sum at 21 and loose. 
4. Repeat step 3 until you have enough money. 

Sp a.c e f<ade t 
1. 8load Space Kadet 
2. Call -151 
3. 5DDE: ## (##= The number of men wanted in hex.) 
4. 7FDG 

Spa.ce 
1 • 
2. 

Quar·Ks. 
810ad Space QuarKs 
Ca.ll -151 

3. 3C54: ## (##= The number of men wanted in hex.) 
4. 8DFG 

Taxman (No Ghosts) 
1 • 81oa.d Taxm.an 
2 • Ca.l 1 -1 51 
3. 505C: EA EA EA 
4. 800G ( Try 40008 if 800G fails. ) 

Taxman (More Men) 
1. 81 oa.d T a.>::man 
2. Ca.l 1 -151 
3. 5228: ## (##= The level wanted to start at in hex.) 
4. 5231: ## (##= The number of men wanted in hex.> 
5. 800G ( Try 4000G if 800G fai 1s. ) 

Thr'eshcrl d 
1. For Broken COpy: 

810ad Threshed d 
C.=d 1 -151 

2. For Copy-protected disK: 
80clt Ga.me 
Hit Rese t .:t.f ter .;.11 lo.;.ded in 

3. For Unl imited Ships: 
4580: EA EA EA 
7ECD: EA EA EA 

4. For No Laser Overheat: 

,_I • 

i .. ) i per 

For Un1 imited Fuel: 
7,~.2~:: EA EA EA 
78:39: EA EA EA 
.::·80013 



1. E:l clad Ivl i per' 
2. Ca.l 1 -151 
3. ceD: CO 
4. 7FDG 

War-gle 
1. 81 oad 1 .• ~Ja.r· 9 1 e 
2. Ca.l1 -151 
3. 7250: ## (##= The number- of men wanted in hex.> 
4. Star-t Game 

Wavy Navy (Unl imited Ships) 
1. 810ad Wavy Navy 
2. Ca 1 1 -151 
3. lE63: EA EA EA 
4. 931G (Use Ctrl-R to break out.) 

I..v i zar-dr'Y 
1. Create a bishop in your party. 
2 • In:. p e c t :. elm e t h i n g, but in:. tea d CI f 1 - 8 t y P Eo .' 'i.' • 
3. Repeat step 2 until you get 'Success/. 
4. Your bishop will now have 100,OOO~000 experience points! 



Un t e -=:. ted Hi n t .:. 

Aka1abeth 
1. Boci t Game 
2. Create a Warrior character 
3. Buy several magical amulets 
4. Use them when you are not near a creature. 
5. First you will be turned into a toad. 
6. Continue using them, and will you be turned into a 1 izard 

man. 
7. E·:..ch time you ·:'.r·e tur·r.ed inti:) .~ 1 i zo.r·d mO.n, )'our at tr i bu te-=:. 

\A) ill inc r' ea-=:· e i mm ens ely. 

Al i en 
1. Ty p e C t r 1 -J...,J • 

Bug At ta.c~~ 
1. Bloo.d Bug AttacK 
2. Ca 1 1 -151 
3. 4901: ## (##= The number of beetles wanted in hex.) 
4. 8FOG 

Bug Battle 
1. Bload Bug Battle 
2. Co.11-151 
3. 3FE6: EA EA EA 
4. 9318 

Color' P1 ane tCI ids 
1. 810ad Color Planetoids 
2. Cal1-i51 
3. 987: ## (##= The number of ships wamted in hex.) 
4 • S t a.r t Gam e 

Fa 1 con':. I I 
1. Run Falcons II 
2. Select (1) Ship 
3. Hit Re -:·e t 
4. Now you have 100 Ships. 

Fr'c,gger' 
1. 810ad FroQQer 
2. C:al1 -151 
3. 6504: ## (#~= The number of frogs wanted in . '. ne::-=: • } 
4 • S t a. r' t G ·:..m e 

tv lor. e}' r"lu n c her' .:. 
1. Bload Money Munchers 
2 • 1::.3. 1 1 -1 51 
3. 1020: ## (##= The number of men wanted in hex.) 
4 • ~=; t .:.. r' t G.:..me 

t···Jep tune 
1. 810ad Neptune 
2 . Call -151 



3. 8290: ## (M#= The number of ships wanted in hex.> 
4 • S t a. r- t Gam e 

N i 9 h t Cr' ·aw 1 e r 
1. Bload Night Cr-awler 
2. Ca 1 1 -151 
3. 340A: ## (##= The number of men wanted in hex.) 
4. 3300G 

Quad 6112 (More Men) 
1. Bload Quad 6112 
2. Co. 1 1 -151 
3. 980: ## (##= The number of men wanted in hex.) 
4. 2FCG 

Quad 6112 (Unl imited Men) 
1. 8load Quad 6112 
2 • Ca.l 1 -1 51 
3. 3E87: EA EA EA 
4. 2FCG 

Raiders Of The Lost Ring 
1 • Run Ga.me 
2. Press Reset 
3. 685A: ## (#M= The number of ships wanted in hex.) 
4. 803G 

Sp}' .. , .:. Dem i ,:.e 

1. 810ad Spy'S Demise 
2. Call -151 
3. 60AB: ## (##= The number of men wanted in hex. Do not exceed 

'$ 7F • ) 
4. ::::FOOG 

Star- 81 a.zer· 
1. Bload Star Blazer 
2. Call -151 
3. 1023: ## (##= The number of men wanted in hex.) 
4 • S tar' t Gam e 

Super' PucKman 
1. 810ad Super Puckman 
2. C.a 1 1 -151 
3. 84D: OA 
4. 1478: 04 
5. 1 C40: 60 
.:;.. 8008 

Taxman II (No Ghosts) 
1. 810ad Taxman II 
2 . I:: a 1 1 -1 51 
3. 84CA: 60 N FOOG 

1,.I,iar· 9 1 eo 

1. B 1 oa.d 1,.·.Ja.r I;J 1 e 
2. Co. 1 1 -151 
3. 7250: ## (##= The number of men wanted in hex.> 



4. start Game 



Hints That Failed Our Test 

Bolo 
1 • 810ad Bolo 
.j 
.:... Call-151 
3. 1'?A8 : EA EA EA 
4. 1D38: EA EA EA 
5. 110013 

Canyon Cl i mber' 
1. B10ad Canyon Cl imber 
2. Call -151 
3. 3FFF: ## (##= The number of men wanted in hex.) 
4. 2000G 

Eli min a. t or 
1. Bload El iminator 
2 . Ca.l 1 -1 51 
3. 17AC: ## (##= The number of ships wanted in hex.) 
4. 7FDG 

Fal cClns 
1. 810ad Falcons 
2. Ca.l 1 -151 
3. 6858: ## (##= The number of ships wanted in hex.> 
4. 3FDG 

Gobbl er' 
1. 8load Gobbler 
2. Ca 1 1 -1 51 
3. 6046: ## (##= The number of men wanted in hex.) 
4. 6000G 

He 1 1 
1 • 

!::;tclr'm 
Bload Hell Storm 
Call -151 

'=' ... ' . 
4. 

6F25: ## (##= The maximum level to start at in hex.) 
6F4A: ## (##= The number of men wanted in hex.) 

c:­. ..) . 
t"l i nero 

1 • 

S t a.r· t G.:c.me 

204'?er' (#2) 
Run Game 

2. Get to where the program asKs you one or two players. 
3. Hit Re ·:·e t 
4. 764: EA EA EA 
5. 841: ## (##= Level 
6. 842: ## (##= Level 
7. 9S1 G 

Sna.l-<e 
1 • 
.-:' ..:.... 
.:. 
--.' . 
4. 

Byte 
Run Game 
Pro e s s F.:e -:;·e t 
16AE: ## (M#= The 
7265: ## (##= The 

5. 77EAG 

tha. t p1 a::o"'er' one st.:c.r· t=. at . ) 
th ·3. t P 1 a.ye r' tr .. ·.JO sta.r·t·::. a. t . ) 

number of snakes wanted in ~ex.) 

level wanted to start out.) 



.,. ! 

Ribbit 
1 • 
2. 
""' ..::.. 

4. 

81 clad R i bb i t 
Call -151 
7008: ## (##= The number of frogs wanted 
7FDG 

RCIc I(e t Cc'mm.~.nd 

1. 810ad Rocket Command 
2 • Call -151 

in he)~.) 

3. 4563: ## e##= The number of bases wanted in hex.) 
4. Star t Ga.me 

Snea"~er's 
1. 810ad SneaKers 
2. C.a 1 1 -1 51 
3. 6E88: ## (##= The number of ships wanted in hex.) 
4. C050 C055 
5 • ~::2'7'G 

Succes':; ion 
1. 810ad Succession 
2. Ca 1 1 -151 
3. 6871: ## e##= The number of men wanted in hex.) 
4. DOOG 

Swa=.hbuck 1 er' 
1. 810ad SwashbucKler 
2. Ca 1 1 -1 51 
3. AEO: ## (##= The number of men wanted in hex.> 
4. 1800G 

Thief 
1. 810ad Thief 
2. Call -151 
3. 4873: EA EA EA 
4. 3FFDG 



I . 

Notes 

Whenever the last step in a game cheat is 'Start Game' you must 
do the following steps to start the game: 

1. AA72.AA73 
2. You will come up with something 1 iKe this: 

AA72- #1 #2 
3. Type the following using the numbers above: 

#2 #1 G 

Many of the game cheats will worK for copy-protected disKs. 
This will only worK on cheats that bload in step one and Call -151 
in step two and do not say 'Start Game' as the last step. Do the 
following Steps: 

1. Boot Game 
2. Let the game fully load in 
3. Hit Reset (Do not use autostart Roms) 
4. Follow the rest of the steps 

'Hex' is the number system the computer uses. AsK your Apple 
dealer or someone for more information concerning the hex numbering 
system. ('FF' is the highest number in hex.) 

Sometimes the game will not worK if you put in too many extra 
men. Some will not worK if you put a letter (A-F) as the hex 
number. 



Nibbles f Away II Update 1 

-----) Adventure International 

Rear Guard * 
0-22 : Addr = D5 AA 96 

Sectmod (F=16,C=OFF,T=03,S=03) 
Change address 00 from AE to 60 

* Sea Dragon 
0-21 Addr = D5 AA 96 

22-22 : Addr = FC 87 E9 BA 
Overide glitch detect, overide nibble filter, overide 
sync convert, overide standardizer, nibble count 
sync size = 08, shift N- = 00, findmax = 03 

-----) Add Software 

Super PacKman V3.0 * 
O-E : Addr = DD AD DA 

----- > American Educ Computer 

Micro-Read Master * 
0-2 Addr = D5 AA 96 
4-22 
3-3 Addr = F7 AB D5 

Micro-Read 1-3 * 
0-22 : Addr = D5 AA 96 

-----) Automated Simulations 

Temple of Apshai * 
0-2 : Addr = D5 AA B5 
3-22 : Addr = D5 AA 96 

Star Warriors * 
Hellfire Warrior * 
Rescue At Rigel * 

0-22 : Addr = D5 AA B5 

-----) Avante-Garde Creations 

Jumpjet * 
0-21 

22-22 
Addr = D5 AA 96 
DATAMO~JER 

-----) Budgeco 

Pinball Construction Set * 
0-5 : Addr= D5 AA 96 
8-E 
11 
13-1B 

----- ) Cal ifornia Pacific 



Bill 8udge~s Space Album * 
0-0 Addr = D5 AA 85 
1-B : Addr = D5 AA AD 

-----) Continental Software 

LA Land Monopoly * 
0-2 : Addr = D5 AA 96 
3-22: Addr = D6 AA 96 

-----) Data Most 

A Round About * 
0-10 Addr = 05 AA 96 
11.5 - 0.5 : Overide Standardizer 

-----) Oouble Gold Software 

LocK It Up 4.1 * 
0-22 : Addr= EB 05 AA 96 FF 

Write protect before booting 

-----) Dept. of Natural Sciences~ ORU 

NutrichecK-81 * 
0-22 : Addr = D5 AA 96 

-----) Eduware 

The Terrorist * 
Space I * 
Space II * 

0-22 : Addr = 05 AA 85 

-----) Hayden 

Reversal * 
0-0 : Addr = D5 AA 96 
1-15: Addr = D5 AA 85 
3.5-3.5 : Addr = 05 AA B5 

-----) Highland Computer 

1"1umm i es Curse * 
0-22 : Addr = 05 AA 96 

-----) Howard W. Sams 

P.O.Q. Data * 
0-22 : Addr = 05 AA 96 

-----) I nsof t 

Graforth II * 
0-22 : Addr = 05 AA 96 

-----) Lighting Software 



Mastertype (16 Sector) 
0-22 : Addr = D5 AA 96 

Sync Siz= OA, Fix Amnt= 04 
SEeMOD (F=16,C=OFF,T=00,S=OS) 

Change address 42 from 38 to 18 
SECMOD (F=16,C=OFF,T=00,S=OS) 

Change address FF from BB to B7 

-----) Micro Lab 

fvladventure * 
0-22 : Addr = D5 AA 96 

Ins = D5 AA AO 

-----) Microsoft 

TASC Comp i 1 er * 
0-22 : Addr= D5 AA 96 

-----) fvlu se 

Castle Wolfenstein * 
0-22 : Addr = 05 AA 96 

The l.)oice *' 
Castle Wolfenstein *' 
U-Draw II * 
Robo t War- s * 

0-22 : Addr = DS AA BS 

-----) Onl ine Systems 

Cranston fvlanor * 
0-22 : Addr = 05 AA 96 
18-18: Addr = 05 EF F7 

Pegasus II *' 
Find Max = 03, Shift N- = 00, Shift N+ = 08 
Use Nibble Count 

0-22 Addr = 05 AA 96 
3-3 Addr = FE SF DF 

Find Max= 03, Shift N+= 08, Shift n-= 00 
Use Nibble Count 

ScreenWriter II (REVISED) 
0-22 : Addr= D5 AA 96 

Softporn * 
0-22 
3-3 

Sync Siz= OA, Fix Amnt= 04 
SECTNOD (F=16,C=ON,T=03,S=OB) 

Change Address 94 from 20 to EA 
Change Address 95 from 00 to EA 
Change Address 96 from 7F to EA 

SECTMOD (F=16,C=ON,T=13,S=04) 
Change Address 4D from 20 to EA 
Change Address 4E from 00 to EA 
Change Address 4F from 6D to EA 

Addr= 05 AA 96 
Addr= D5 CF F7 
Find Max= 03, Shift N+= 08, Shift N-= 00 



Use Nibble Count 
Ulysses & the Golden Fleece * 

0-22 Addr= D5 AA 96 
3-3 Addr= 05 EF F7 

Find Max= 03, Shift N+= 08, Shift N-= 00 
Use Nibble Count 

General Manager 2.0 (REVISED) 
0-22 : AOOR = 05 AA 96 

SECTMOD (F=16,C=ON,T=21,S=OB) 
Change Address 09 from 20 to EA 
Change Address OF from 20 to EA 
Change Address 10 from 00 to EA 
Change Address 11 from 70 to EA 

General Manager 2.0 (REVISED) 
0-22 : AOOR = 05 AA 96 

SECTMOO (F=16, C=Of'·l, T=20 ,S=08) 
Change Address 09 from 20 tti EA 
Change Address OF from 20 to EA 
Change Address 10 from 00 to EA 
Change Address 11 from 70 to EA 

General Manager 2.0 * 
0-22 : Addr = 05 AA 96 

SECTMOD (F=16,C=ON,T=21~S=08) 
Change Address 08 from 03 to 06 

Hires Adventure 0 * 
0-22 : Addr= 05 AA 96 

Cross Fire * 
0-22 

Ul t i rna I I * 
0-22 

Addr= 05 AA 96 
Erase Dest TracKs 

Addr= 05 AA 96 
Ins = 05 AA AD 
Overide Sync Convert, Overide Nibble Filter 
SECTt·10D (F=16, C=ON, T=3, S=OC) 

Change Address 84 to EA 
Change Address 85 to EA 
Change Address 86 to EA 

The DarK Crystal * 
0-22 : Addr = D5 AA 96 

DisK 1, Side 1, SECTMOD (F=16,C=ON,T=8,S=8) 
Change F3 from 8D to 60 

The DarK Crystal * 
0-22 : Addr = D5 AA 96 

Zaxxon * 

DisK 1, Side 1, SECTMOD (F=16,C=ON,T=5,S=F) 
Change Address A8 from 20 to EA 
Change Address A9 from FO to EA 
Change Address AA from 5F to EA 

1-12 Addr= 05 AA 96 
0-0 Nibble Count 
13-13 

Lisa 2.5 
0-22 : Addr= 05 AA 96 

Sync 

-----) Penguin Software 



Tr-.ansl van i a * Cr-imewave * 0-22 by 2 Addr- = 05 AA 96 
1-21 by 2 Addr- = 04 AA 96 

Thunder-bombs * Cr-ime (.oJave *' 0-10 by 2 Addr- = 05 AA 96 
1-11 by 2 Addr- = 04 AA 96 

-----) Qual i ty Softwar-e 

Bag of Tr-icKs *' 
0-0 : Addr-= 05 AA B5 

Ins= OF AA EF EF, Sync Siz= OA 
1-15: Addr-= D5 AA 85 or- 06 AA 85 

8ag of Tr-icKs * 
0-0 : Addr- = 05 AA 85 

Ins= DF AA AB F7, Sync Siz=OA 
1-15: Addr- = 05 AA 85 

-----) Rainbow Computing 

Stellar- TrecK *' 
0-22 : Addr-= 05 AA 85 

-----) Sensible Softwar-e 

DisK Recovery Vl.6 * 
DisK Organizer V2.2 1981 *' 

0-22 : Addr = D5 AA 85 
Error on tr-acK 1 o.K. 

-----) Sentient Software 

Cyborg *' 
Oos-Topos *' 

0-22 Addr= 05 AA 96 
Insr= AB AB A8 

-----) Sirius Software 

Wayout 
Type At tacK 

0-IC : Addr= AD DA DD 
22-22: Addr= AA D5 05 FF 06 FF FO 
21-21: Addr-= AA 

Repton *' 
Wavy Navy *' 
Fl i p Ou t *' 

Nibble Count, Sync Siz= OA, Match NM= 06 

O-F : Addr= AO DA DO 
Errors after OB o.K. 

22-22: Addr-= AA 05 05 FF 06 FF FD 
21-21: Addr= AA 

Repton *' 
O-D 

Nibble Count, Sync Siz= OA, Match NM= 06 

AA DA DO 



Data Max= 25 
20-20: Addr= FE AA 05 05 FO FE 
22-22 
21-21: Addr= AA FO FE 

Sync Siz= OA, Match Num= 06 
Space Eggs * 0-0 · Addr= 05 AA 85 · 11-13 

2-6 · Addr= 05 AA 8A · 14-19: Addr= DD AA F7 
lA-lA: Addr= F7 AA 05 

-----) Sirtech Software 

Wizardry * 
0-22 : Addr= D5 AA 96 

Sync, Erase Oest TracKs, Gap Size= 05, Sync Siz=OA 

-----) Software Emporium 

Inferno * 
0-22 : Addr= D5 AA 96 

-----) Software Publ ishing Corp. 

PFS Graph (REVISED) * 
0-0 : Addr= 93 F3 FC FF 

Insr= 93 F3 Fe FF 
Offset- = 02, Sync Siz= OA 

1-13: Addr= 05 AA 96 
PFS / PFS Report (REVISED) * 

0-0 : Addr= 93 F3 Fe FF 
Insr= 93 F3 FC FF 
Offset- = 02, Sync Siz=OA 

1-13: Addr= D5 AA 96 
Insr= D5 AA 96 
Write Protect before booting 

PFS File /// * 
0-22: Addr=D5 AA 96 

Ins = DE AA EB, Offset= 03 
PFS Fi le /// * 

0-22: Addr= 05 AA 96 
Ins = DE AA E8, Offset+= 03, Overide Standardizer 
Set Sync add on FE and FF (Inverse) 

-----) Softronics 

Softerm * 
0-2 : Addr= 05 AA 96 
4-22: Addr= BE AA 96 
3-3 : Addr= BE AA AS 

Find Max=03, Shift N-= 00, Shift N+= 08 

-----) Strategic Simulations 

Computer Ambush II * 
0-22 : Addr= D4 AA B7 



Tigers In The Snow * 
Shattered All iance * 
Operation Apocalypse * 
Germany 1985 

0-22 : Addr= 05 AA 85 
Computer Confl ict 

0-0 : Addr= 05 AA 85 
1-22: Addr= OA AA EB 

-----) Synergistic Software 

Ni crobe '* 
0-22: Addr= 05 AA 96 

Overide Standardizer, Overide Nibble Filter 
Global Program Editor '* 

0-22: Addr= 05 AA 96 
tv1 i crabe '* 

0-0 : Addr= 05 AA 96 
1-22: Addr= 05 AA BF 

(Note: Save game feature will crash disK!) 

-----) Ultrasoft 

MasK of the Sun '* 
0-22: Addr= 05 AA 96 

SEeTMOO (F=16,C=OFF,T=02,S=OO) 
Change Address 41 from 9D to EA 
Change Address 42 from 8F to EA 
Change Address 43 from CO to EA 

SECTMOD (F=16,C=OFF,T=OO,S=03) 
Change Address 42 from 38 to 18 



INDEX 

The following is an alphabetical list of programs that The 
Parameter Guide has parameters for" To the right of each program 
name is a 2 or 3 letter code whiCh stands for the copier that 
COPYS it" Most of the programs can be copied by more then one 
copier" 

CP 
CU 
NU 
EDD 
BU 
LS 
L3 
LA 
AP 
N1 
N~ ~ 

-
-
-
-
= 
= 
-
-
-
-
-

COpy II PLUS 4"1 
COpy II PLUS 4"1 UPDATE 
NIBBLES AWAY II UPDATE 
ES@~NTIAL DATA DUPLICATrn~ 

BACK IT UP 11+ 
LOCKSMITH 4"1 
LOCKSMITH 3u1 
LOCKSMITH - ADDITIONAL 
ADVANCED PARAMETB~S 
NIBBLES AWAY I 
NI8BLES AWAY II 

3-D GRAPHICS SYSTEM 
3-D SKIING 
A2-FS1 
A2-P81 
A"BuM" 
ACCOUNTANT 
ACCOUNTING PLUS II 
ACE CALC & ACE WRITER 
ADAPTABLE SKELETON 
ADDRESS BqOK 
ADVANCED VISICALC FOR THE APPLE lIe 
ADVANCED VERSION VISICALC FOR APPLE III 
ADVENTURE IN TIME 
AE 
AGENDA FILES 
AIRSIM-1 
AIR TRAFFIC CONTROLLER 
AKALABETH 
ALGERBRA I 
ALGER BRA II 
ALIEN AMBUSH 
ALIEN RAIN 
ALIEN TYPHOON 
ALKEM-STONE 
ALPHA BYTES 
AMPERMAGIC 
APPLE II BUSINESS GRAPHICS 
A~~LE lIe BUSINESS GRAPHICS 
APPLE III BUSINESS GRAPHICS 
APPLE ACCESS /// 
APPLE ADVENTURE 
APPLE BARREL 
APPLE BUSINESS 8ASIC 
APPLE CILLIN 

-cu 
-N2 

-EDDy N~ ~, Niv L3, 
-N2 
-EDD, AP, CU 
-CU 
-AP 
-CU 
-CU 
-CU 
-CU 
-LS, CU 
-N2 
-EDD, CU 
-CU 
-EDD, N2, LA, CU 
-N2, CU 
-LS, CU 
-EDD, N2, CU 

-CU 
-AP 
-cp, N2, BU, CU 
-LS, CU 
-BU, CU 

-CU 
-CU 
-CU 
-CU 
-LA, CU 
-CU 
-CU, EDD, BU 
-CU 
-CU 
-N2, CU 

8U, LA 



APPL.E: FOHTF~(.~IN 

FlPPLE LOGO 
APPI...I::: P('~N I C 
APPLE PABCAI... :1. u 1-
APPLE PILOT 
APPLE PRESENTS (ALL 4) 
ApPLE PRINT USING 
APPLE PROGRAM MANAGER 
APPL.I:: WDI~L.D 

APPLE:: Wl:~ I TEF~ 
APPL.E WI:~rn:::l;: II 
APPLE WRIT8~ II PRE-BOOT 
APPLE WRITER IIe 
APPL.E WRITER 80 £OLUMN PRE-BOOT 
APPL.E WI:~rn::F{ / / / 
APPI...EOIDS 
APPLESOFT COMPILER 
APPOINTMENT HANDLER 
APVENTURE TO ATLANTIS 
AI:~CADE:: MACH I N[-: 
Al:~TIBT I' THE:: 
A~.~·-·PBl 

ARBI::NE: L.AI::':C I r·! 
(,~SC:t: I E::XPI:(Ef:>S I I 
F1STI:(OID FIELD 
(.~UDE:X 

AUTOBAHN 
AUTOMATED ACCOUNTING FOR MICROCOMPUTERS 
AZTI::C 
8ACI-( IT UP 
8(.1CI< IT UP II 
B('~CI< IT UP II-+­
BAG OF' TI:~ICI<S 

13(::-'NDITS 
BANK Sn~EET WRITER 
B?~SIC FI:~('~NCAIS 

BplBIC MAILER 
BASIC TUTOR SERIES 
B(.1TTI...I::: CI:;~UISE:F~ 

BATTLE FOR NORMANDY 
BATTLE OF SHILOH 
BEEt=;~ I:~:UN 

BENEATH APPLE MANOR (SE) 
131:::BT OF r"iUSE 
BILL BUDGE 3-D GRAPHICS 
BILL BUDGE'S BPACE ALBUM 
BIL.l... BUDGr:: ··n:~ILOGY OF G(.iME::B 
BIRTH OF THE PHOENIX 
BLADE OF BLACK POOL 
BOLD 
BDt1B (")L.L.E::Y 

BPI 8USINESS ACCTING SYSTEM 
BRAIN BURGEON OR MASTER DIAGNOSTICS PL.US 
BR I DGE:: MASTE!=;~ 

E{I:~IDGE:: TUTOF( 
BI~OADBI[)ES 

····cu 
·-CU 

-CUI' Ern), N2, BU, LA 
-Cll 

--CLJ 
-i:::DD 
-LS 
-··L8 
·-LS I' CU , I:::DD lI' N2 
-EDD 
-CUI' EDDl' N2v L.A 
--Cll 
-·EDDII CU 
·-EDDI' CU 
-CUl' N2, BUl' LA 
--1...8 
-CU 
-eu 

-·EDD y N2 y CU 
·_·I:::DD 

.. -(~p 

··-eu 
··-cu 
····I:::DDII AP 
-··EDD,.. E{U 
·-EDD 

-··N2, 
··-eu 
·-eu, 
--N:J. p 

-eu 
····eu 
-NU,l 
--LS, 
-E:DD 
·-·eLl 

-·1...8 
-eu 
-CLJ 

N:I.I' 

E:DD, 
L3 

AP, 
eu 

I:'{U lo' 

N21' 

cu 

····I:::DO, eu 
--1...81' N2, CU 

CU'I 

(.:,\p 

1...8 

-LSII CUy EDDv N2, Ni, BU 
·-I::DD 
·"·N2v CU 
·_·EDt:) y BU,.. eu 
-CUll NU 
·_·EDD 
-N211 eu 

··-I...S 
.. -cu 

--Cll 
-1...8y EDDy N2v BUll eu 
-LS, N2, EHJ, (.':,\1=' 

·-L.8 11 eu 
·-cu 
··-N2 

·· .. EDD 



BUG~ THE 
BUG ATTACK 
BUMBLE GAMES / PLOT 
CAAIBES 
C-DEX 
CAMPAIGN l~ILOGY 
'CANNONBALL BLITZ 
CANYON CLIMBER 
CARTELS AND CUTTHROATS 
CASINO 
CASINO 21 
CASTLE OF DARKNESS 
CASTLE WOLFENSTEIN 
CAVB~NS OF FREITAG 
CAVES OF OLYMPUS 
CCA DATA MANAGEMENT 
CEILING ZERO 
CHECKERS (ODESTA) 
CHESS 7"0 
LE C~flJMEUR 
CHOPLIFTER 
COLOSAL CAVE 
COMPUTER AIR COMBAT 
COMPUTER AMBUSH 
COMPUTER BASEBALL 
COMPUTER BISMARK 
COMPUTER CONFLICT 
COMPUTER FOOSBALL 
COPUTER MATH GAMES 
COMPUTER NAPOLEONICS 
COMPUTER QUARTERBACK 
COMPUTER STOCKS ~ BONDS 
CONGLOMERATES COLLIDE 
CONGO 
CONTEXT CONNECTION 
CO~TS & ROBBERS 
COpy II PLUS 
COPY II PLUS 4ul 
COVETED MIRROR 
COUNTING BEE 
COUNTY FAIR 
CRANSTON MANOR 
CRAZY MAZEY 
CRIBBAGE 
a~IME WAVE 
CRISIS MOUNTAIN 
CRITICAL MASS 
CROSSFIRE 
cruJSS CLDES 
CROSSWORD MAGIC 
CROSSWORD MACHINE, THE 
CRUNCH, CRUMBLE & CHOMP 
CTW/ APPLE SPOTLIGHT - INSTANT 
CUBIT 
CUSTOM MICRO SYSTEMS ASSEMBLER 
CYBERSTRIKE 
CYBORG 

ZOO 

-N2 
-EDDv BU 
-N2 
-CU 

-QJ 
~~DD 
-CUy EDD, N2, BU, LA, AP 
-EDD, N2 
-LS, EDD, N2, CU 
-CU 
-N2, BU 
-LS, BU, CU 
-LS, CU, EDD, BU~ NU 
-CU 
-CU 
-EDD 
-CU, N2 
-EDD 
-CU~ EOD 
-CU 
-CUy EDD 
-CUv N2 
-LS~ N2, C~J 

-LS, EDD, CUv NU 
-CU 
~~DD 
-LS, NU 
-LS 
-CU 
-LSv CU 
-LSv N~ ~, CU 
-CU 
-LS 
-LSv EDDv AP, CU 
-LS 
-LS, EDD, N2v 8U, CU 

-EDD, N2 
-AP 

-CU 
-CU 
-N2v BU 
-LS, CU, EDD, NU, Nl 
-N2 
-Nl 
-EDDv CUy NU 
~~DD, N2v CU 
-EDD 
-CU, EDD, Nlv BU, LAv NU 

-BU 
-~, 8)0, BU 
-BU 
-LS, CUv BU 
-CU 
-CU 
-EDD 
-LSv BU 

-BUv LA, NU 



CYCLOD 
DARK CRYSTAL 
DARK FOREST 
DATADEX 
DATA FACTORY 5pO 
DATA PLAN 
DATA REPORTER 
DATA * TRANS 
DATA TREE 
DATESTONES OF RYN 
DAVID'S MIDNIGHT MAGIC 
DAWN PATROL 
DB MASTER 

DB MASTER UTILITIES DISK 
DEADLINE 
DEALER DIAGNOSITIC DISK 
DEMON'S FORGE 
DEMUFFINv DEMUFFIN PUJS 
DESK TOP PLAN II 
DIAGNOSTICS +PLUS 
DIC'-TIO-NARY 
DISK EDIT 2"0 
DISK LIBRARY 
DISK ORGANIZER 
DISK OF~~ANIZER II 
DISK RECOVERY 
DLM SOFTWARE 
DOG FIGHT 
DOS ENHANCER 
DRAGON FIRE 
DRAGON GAMES 
DRAW POKER 
DUNG 8EETLES 
DUNGRON 
DUNGEON CAMPAIGN 
EARLY GAMES 
EASY DRAW 3"3 
EASY-WRITER 
EDU-PAINT 
EDUCATION ACTIVITIES SOFTWARE 
EINSTEIN COMPILER 
ELECTRIC DUET 
ELIMINATOR 
EMPIRE 1: WORLD BUILDERS 
EPOCH 
ESCAPE 
ESCAPE FROM ALCATRAZ 
ESCAPE FROM ARCTURUS 
ESCAPE FROM RUNGISTAN 
EVOLUTION 
EXECUTIVE BRIEFING SYSTEM 
EXECUTIVE SECRETARY 
EXPEDITER 
E-Z DRAW 
FALCONS 
FAST GAMMON 

-LS 
-EDDy CUv NU 
-LS, N2y BU 
-LS 
-LSv AP 
-LS 
-LA 
-AP 

-EDD 
-CU 
-C~J 

-CU 
-LSv 

L3v 
-LSv 
-LSv 
-AP 
-£U 
-AP 

CUy 
8Up 
EDDy 
CUv 

EDDv 
AP 
N2v 

EDDv 

N2v Ni 

BU, CU 
N2p AP 

-LSv CUp EDDv N2v 8U 
-N2 
~3Uv cu 
-EDD 
-LS 
-CUy NU 
-LSv CP 
-LSv EDDy CU, NU 
-CU 
-8U 
~~DD 

-BU 
-LS 
-N2 
-EDD, N2v CU 

-CU 
-CU 
-CU 
-N2 
-EDDy N2 
-EDD 
-CU 
-EDD, CU 
-LSy CP, EDD, N2, CU 
-N2v APy CU 
-EDDy N2v AP 
-LS, EDD, N2v N1, 8U 
-cp, N2, CU 
-CU 
-LS, N2 
-LSv N2, CU 

-EDD 
-N2v AP, CU 
-LSy DJy N2, N1 
-LSv CUv N2, N1v BU 
-EDD, BU, CU 
-LSv N2v BU 
-CU 



FINANCIAL CONTROLLER 
FINANCIAL MANAGMENT SYSTEM III 
FIR':~ .. BI':~D 
FIRE: BUG 
FIRST CLASS MAIL 
FLIGKT SIMULATOR 
FLIGHT SIMULATOR II 
FLIP OUT 
FOOBB('~LI... 

FORE 
FO':;~M(.~T II 
FliAZZLE 
FFd::E:F AL.L 
GALACTIC ADVENTURES (SSI) 
GAL('~CT I C ATT i~CIO{ 
G(.~L.{')CTIC I:::MPIF~E 

GALACTIC GLADIATORS 
GALACTIC REVrn_UTION 
GAL(':,CT I C WARS 
GAME SHOW & SUBJECTS 
GAMM(.~ GOBLINS 
GE:NI:::RAI... MAtU~GER 
GE:NI:::SIS 
GENI::TIC [)F~IFT 
GEOMETRY & MEASUREMENT 
GERMAN/ENGLISH GANGMAN 
GI::I~M(.~NY :1. 98S 
GERTRUDE'S PUZZLES 
GLOBAL PROGRAM EDITOR 
GI...DI3('~1... WAI:~ 

GOBBLI:::I~ 

GOLD I:~USH 

GOI:,:GON 
GUADEL£ANAI... CAMPAIGN 
GF~(':)FDf~TH I I 
GRAPHIC PROCESSING SYSTEM~ PROFESSTIONAI... 
GRAPHICS MAGICIAN 
GU('W~DIAN 

GI:;':(.~PHTR I X 
H(.~[)I:~()N 

H(.~IL. 

I··II:::(.~D····ON 

HE:LI...FII~E: It.I('~ll:~F;~ 101;: 
HI I:~I::B-··CI:~ I [~E{(':)GE 
H I I:~E:S-··FOOTB(.~II...L 
HII:~I::S····GDLF 

Ii I RI::S-··BE:CI:~I:::TS 
H I RI::S····BDCCI::I:~ 
HIS MAJESTY'S SHIP IMPETUOUS 
HOMI:: ('~CC(]UNT ANT 
HOME MONEY MINDER 
HDMJ:::WOliD 
HYPE:RSP~ICt::: W{.ll:~S 
I M(.~lGI:: P!=~ I NTI::R 
INCI:;~'::DII?{I.-':: JACIO{ 
I NFE:I:~N() 
INFORMATION MASTER 

-LS 
····EDD 
-N2~ Ni9 BUy LA, CU 
·~·I::I)D 

-CU 
·-·ell 
-AP 
·_·NU 
-BU 
-AF' 

-CU 
-CU 

·-N2 
-(..)p 

-ell 
-EDD 
-cu 
·-I:::DD 
--N2 
-I::: I) D 10' 

--EDD 9 

-NUy 
-At==' 
--N2~ 

-CU 
·-EDD 

····EDD? 
·· .. eu 
-NU 
'-N~! ~ 
-N2y 
·-N2y 

-"CUy 
--eu 

· .. ·NU 
-·APy 
-·CU 
· .. ·N2 

("'I J •••••• , it. 

····I::DDv 
····I:::DD 
·-N:1. 

cu 
N2y BU 
BU~ f-\p l-' CU 

BU 

NU 

eu 
N:I.~ CU 
LA~ AP~ CU 
I::DD y N2v N1~ 

ell 

N~!. ~. Nt v cu 

··-E:DD y I?!oU y CU., NU 
····N:;!. , I3U y I...f-l 
--N::? ~ cu 
-N2~ CU 
-··N2~ CU 
--N~~ 

-·cu 
·· .. EDDy APv eu 
-cu 
····t-1P 
-cu~ (.~IP 

-·N2 
--cu 
··-NU 
-E:DD 

13U 



INgrANT zoo 
INTERACTIVE FICTION 
INTERLUDE 
INTERNATIONAL GRAND PRIX 
INVASION ORION 
INVENTORY MANAGEMENT SYSTEM 
INVOICE FACTORY 
JABBERTALKER 
JAW BREAKER 
JELLYFISH 
JIGSAW 
JUGGLER RAINBOW 
JUMP JET 
KABUL SPY 
KAMIKAZE 
KAVES OF KAR~~AN 
KEY PERFECT 
KNIGHT OF DIAMONDS 
KNIGHTS OF THE DESERT 
KNOW YOUR AP~_E 
KREL LOGO 
LuAu LAND MONOPOLY 
LABYRINTH 
U~GACY OF LYGAWIN 
LEMMINGS 
LETTER PERFECT 
LINGUSIT 
LISA 205 
LIST HANDLER AND UTILITY 
LJK EDIT 6502 
LOCK IT UP 4"1 
LOCK IT UP PRcrrEcTIoN 
LOCKSMITH 3.1 
LOGO (APPLE) 
LOGO (Km~LL) 

LOGO (TERRAPIN) 
LOWER REACHE~ OF ASPHAI 
MADVENTUm~ 

MAGIC MAILER 
MAGIC SPELLER 
MAGIC WINDOW 
MAGIC WINDOW 2 
MAGIC WORD 
MAGI CALC 
MARAUDER 
MARKET ANALIZER, THE 
MARS CARS 
MASK OF THE SUN 
MASTER TYPE 
MATH GAMES 
MATH MAGIC 
MECC 
MEGAWRITER 
MERLIN ASSEMBLER 
METErn~ MULTIPLICATION 
MICRO BASEBALL 
MICRO COOKBOOK 

-cu 
-CU 
-N2 
-N2 
-CU 
-BU 
-N2y CU 
-N2 

-CUy EDDv N2v LA 
-LS 
-N2, CU 
-N2 
-APy NU 

-AP 
-N2 

-CU 
-EDDv AP, CU 
-CU 
-N2v CU 
-CU 
-EDD, NU 
-EDD 
-CU 
-LS 
-LSv EDD, N2v CU 

-EDD 
-NU 
-CUy EOD 
-CU 
-NU 
-AP 
-Nl 
-CP, N2, BU, AP 
-CPy N2 
-N2 
-BU 
-NU 
-N2, CU 
-LS 
-LSy CU, N2 
-N2y CU 
-LS 
-CU 
-N2y AP, CU 
-AP 
-N2, CU 
-APv CUy NU 

-EDD, N2v CU, NU 
-EDD, CU 
-N2y CU 
-CU 
-CU 
-EOD 
-CU 
-LS 
-CU 



MICI:~O COUI:~:t:E:I~ 

MICI:~O DI:::UTSCH 
MICI~O SI·CI:I. .. I...S 
M I CI~O TE::I ... I:::GI:~AM 
MICI:~OBI::: 

MICRO-READ 1,,3 & MAS1~R 
MICROSOFT ADVENTURE 
M I CI:~DI...J('~VI::: 
MIDNIGHT Mr-.GIC 
M I 1...1... I ~{EN MA TI-I 
MINI::1~ 204<iER 
MINIT M('~N 

M I NGB CHALLANGE:: 
MIBS:t:ON ('~STt=~OID 

MISSION I::SCAPE 
MISBING t=~ING 

MIBBLI:: DEFE:NBE: 
MIX 8; M(.~TCH 
MONEY MUNCHF.::I:~ 

MDNE::Y ~:rn:~I:::E:T 
MDUBI{('ffT (.":)CI{ 
MONTY PLAYS SCRABBLE 
MDPTOIJJN 
MULTI DISK CATALOG III 
MULT I PL.(.":)N 
MUI-1i'1 I ES CURS!::: 
MUSIC CONSTRUCTION seT 
MU~)ICDMP 

MURDER BY THE DOZEN 
MUSIC Mf.":)I<I::R 
MYSTERY I-lOUSE 
NEOTRONB 
NIBI31...EB AIAIr-IY I 
NIBBLEB (.~IJJAY II 
NIGHT CI~AWL.ER 
NIGHT MISSION PINBALL. 
NIGHTMARE: ALLEY 
NIGHTMARE GALLERY 
NORTH ATLANTIC '86 
NLrn~ I CHE:CI< -··B:I. 
ODYSSEY 
OIL I:~IG 

OLYMPIC DECATHALON 
OLYMPIC INSURANSE SYSTEMS 
OO····TOPOS 
OPERATION APOCALYPSE 
OI:~B I TI:~DN 
OPERATION APOCALYPSE 
OUTPOST 
P('~[)DI...E~ GI:~(.:-.PH I es 
PALACE IN THUNDERLAND 
Pt-1N[)DI:~A ; S BDX 
P .. D .. [~ .. DATA 
PEE::PING TOM 
PEG(~ISUB I I 
PERSHJNAL FINANCE MANAGER 
PERSONAL SECRETARY 

-L8 
-eu 
·-cu 
····L8 
-f::D[)" CU, 
"-NU 
-1...3" CU 
-LB" cu" 
-·EDD 
'-LS, CU 

.. -I::I)D, N2, 
· .. ·I::DD" cu 
-EDD 
.... I:::DD v N2y 
-BU, CU 
·-cu 
-1...8, N") 4"- , 

·-cu 
-N2, f--.P 
--CLJ 
-cu, N2, 
-EDD 
'-I~DD 
-LSI' N:l.v 

'-CUv I::O[) 
-NU 
--f--IP 
"-E::DD 
--cu 
·_·eu 
-N2v cu 
-'N2v cu 

· .. ·CU 
·-·E.~DD v CU 
-·N2 
--I::DD 
·_·cu 
-LA 
-cu 
-.. NLJ 
'-ED!) 
-·N2 
·-L.S v CU, 
.... I:::DD 

--L.B v EHJv 
''''N2v CU 
-·1...8" CUy 
--LS, NU 
-·LB, N2v 
· .. ·LSv N2v 
'-LB 
.... At=' 

.... NU 
-N2v CU 
-.. L.8, E:O[) , 
·-I::DO v N21' 
--eu 

NU 

N2, AP 

CU 

CU 

N:1. v E{U, CU 

I)U, LA, PIP 

eu 

EDD, N2 

CU'I NU 

N2v N:l 

i'-·l1 " E{\J, CU 
N1 

NU, i'-tl v E~U, cu 
LAv eu 



PFS 
PFS FILES lIe 
PFS FILES III 
PFS GRAPH 
PFS GRAPH /Ie 
PFS REPO~rS 
PHANTOMS FIVE 
PHOTAR 
PIEMAN 
PIG PEN 
PIK (APPLE /// BOOT PROGRAM) 
PINBALL (A2-PB1) 
PINBALL CONSTRUCTION SET 
PIRATE ADVENTURE 
POOL 1"5 
PORNOPOLY 
POWER TEXT 
PRESIDENT ELECT 
PRISM 
PRISM PRINT 
PRISONER 
PRISONER 2 
F~O FOOT8ALL 
PROGRAMMER, THE 
LE PROPIO 
PSAT WORD ATTACK SKILLS 
PUCKMAN 
PULSAR II 
QUEEN OF THE PHOBOS 
QUEST 
QUICK FILE 
QUICK LOADER 
RASTER BLASTER 
REAR GUARD 
RELOCATABLE LINKING LOADER & LANGUAGE 
RENDEZVOUS 
REPTON 
RESCUE AT RIGEL 
RETROBALL 
REVERSAL 
RICOCHET 
RINGS OF SATURN 
ROACH HOTEL 
Rrn30T WARS 
ROCKY'S BOOTS 
ROUND ABOUT 
SnHOOT EuM" 
SABATOGE 
SAMMY LIGHTFOOT 
SARGON I 
SARGON II 
SAT ENGLISH 
SATURN NAVAGATOR 
SCREENWRITER II 
SEA DRAGON 
SEA FOX 
SENSIBLE S~~LLER 

-LS, CUv EDD, NU, 8U 
-EDD 
-NU 
-LS, EDD, N2 
-CU 
-LS, CUy EDD, NUy BU 
-LS, CUy au 
-LEv N2 

-N2 
-AP 
-CU 
-CU 
-EDD, CU, NU 
-CU 

-Ni 
-CU 
-EDD, N2y LA, CU 
-CU 
-N2 
-CU, EDDy 8U 
-N2v APv CU 
-cu 
-AP 

-CU 
-CU 
-LS 
-LS, EDDy N2v Nl, 8U, CU 
-EDD 
-CU 
-CU 
-LS 
-LS, CUy N2, BU 
-EDD, AP, NU 
-AP 
-EDDy N2y CU 
-NU 
-EDD, CUv NU 
-LS, BU 
-BUy NU 
-N2, CU 
-LSv N2, Nl, BU 
-N2, CU 
-EDD, CU, NU 
-N2, CU 
-NU 
-N2 
~_S, CU, EDDv N2v Nlv BU 
-CU 
-CU 

-BU 
-N2 
-LSv CU, EDD, NUv AP 
-AP, CU, NU 
-EDD, CU 
-EDD, CU 



SERIES RU-2¥ SP-2¥ FR-2 
SI:::I:~PI=NT I NE 
fo>HADc)WHAI,.JI{ 
SHATTERED ALLIANCE 
SHI:::I:~W(}OD FOf;:E:BT 
SINGA SHAPE MANAG8~ 
SNACI< ATTACI{ 
SNAI{E::BYTI::: 
SNI::AI'{EI~~:) 

SNOGGLE: 
SNOGGLE (JOYSTICK) 
SOFTPORN ADVENTURE 

SOFTE::I~M 
SO~CERER OF SIVA 
SOUTHERN COMMAND 
SPACE I::GGS 
SPACE I ~~ II 
SPACE: :t:NVA!)EJ~S 

SPACE: I<ADf::T 
SPACE QUt-,I:;~I<S 

SPACE: F~(" I DE:F<S 
SPACE: VII<INGS 
SPACE: WAHF< I OF< 
SPANISH / ENGLISH HANGMAN 
SPECIAL DELIVERY SOFTWARE 
SPI:::CTOF;: 
SPE!::!) F~I:::AD+ 
SPIDE:R I:~t-II[) 

SPITFIRE": 
SPI:::ED F<E:ADING 
SPS_LING STRATEGY 
SPIDEi=;~ I:~AID 

SPITFIRE SIMULATOR 
SPJ:~E:ADBHI:::ET 

SPY"S DE:MISE 
ST t.,I:~ BLASTI:::1:~ 

ST AR [·)I...(.=-.ZEf~ 

ST AF~ CI:~DSB 

ST AI:~ CI:;~U I SEF~ 
ST AE~ DANCE: 
ST AI:\~ f"-i I NI:::B 
ST A':~ I:~A I DEI:;:8 
BTAI:~ THII:::F 
STARSHIP COMMANDE:R 
STATE OF THE ART ACCOUNTING 
STE:\. .. L.Af~ I N'v'(')DF::t=;:B 
8TEI...I ... EF~ TI:;~EI< 

STE:P BY BTEP I a~ I I 
STERLING SWIFT PRODU~rS 
STOCK PORTFOLIO SYSTEM 
STDCI'(B a~ t:3Dt'~[)S 

STOHl::: Mf.lN?iGE:R 
STRATEGIC SIMULATIONS 
STI=(IP POI<EI:~ 

SUICIDE 
SUPER APPLE BASIC 

-·ED!) 
·· .. [::DD, CU 

.... (.~p 

·· .. I...S, NU 
'-N211 CU 
.... L.f1 
-CU, N2l1 
· .. ·L8v N2 
""L8, CUll 
·· .. L8, CLh 

""i?{U 
'-L8p CUv 
BUll ('~F' 

· ... AP, NU 
""[~:DD 
·-L8, N2v 
-L.811 CU¥ 
····NU 
""CU 
'-N2 
-I...SI1 N::.~ 

····13U 
''''CU 
· ... LSp NU~· 
·_·E:[)D 
····I3U 
····I:::DDI' CU 
· .. ·N:::', CU 
-cp 
-N2 
-cp 
·_·CU 
''''CU 
·_·I:::I)D II CU 
-CU 

13U 

I::DO, N211 
N2, Ni 

I::DD 11 NU~· 

8U 
EDDv BU¥ 

13U 

-EDD, N2p APp CU 
-LB, CU, N2 
''''CU 
-CU v I:::DD 51 N2 \I AF' 
·-L.S v Nl 
-·N~? 

-LS 
-··L8 
-LS J.' I:::DO \I I3U 
-CU 
-eu 
-cu 
····NU 
-eu 
····eLl 
·-cu 
.. ··eLl 
.. ··CU 
'-8U 
-cu 
-N21' BU 
-L.~:) 

Ni" BU 

Ni 

NU 



SUPE:t=~ COpy I I I 
BUPEI:~ GI:;~('~DI:::E{OOI< 

SUPER GRAPHISME /// 
E)UPEF~ GI:~(.":)PHICS 

SUPE::I:~ PILOT 
SUF'E::I:~ F'UCI<MAN 
"sUPE:F~ SCF~ I BE I I 
E)UP8~ STELLER 11~~K 
SLJPI::R T AXMAN I I 
SUPER TEXT 40/80 
SLJ8PI:::NDED 
SWABHBUCI<I...EI:~ 
T ABC COMP I LEf-\: 
TAWALA'9 LAST REDOUT 
TAX E{E:ATE:F~ 

TAX MAN 
TAX MANAGI=F~ 
TAX PF(E:P('~HEI:~ 

TE::MPL.I:: OF ASPH I 
TI::I:~F(OI:~ I 9T 
TI::F~':~('~P I N LOGO 
TEST CONSTRUCTION 
THAROLIAN TUNNELS 
THE ROUTINE MACHINE 
TH:t:E:F 
THREE MILE ISLAND 
THF~F.:SHDLD 

THF~II...OGY 
TI-IUi"·!DE:I:~ BOMBS 
TIC TAC SHOt ... J 
TIGERS IN THE SNOW 
TIME:: MANAGER 
TIt1E: ZONE:: 
T I NY TI:~DL. 

TOF~PI::[)D F I f~E: 
TF<ACI-( F-l TT ('~CI< 
TI~ANC~U I L I TY BASI:: 
TF\:('~NBEN[) :1. 
TF~ANBI:::ND 2 
TI:~ANBYL.V('~NIA 

TUI3E:: W(.~Y 
TUNNI::L TE:t=~t=~()I:~ 

TWE:I:~PS 

TYPE (.:) TT ('~C~( 
TYPING TUTOt=~ 

U····BOAT CDl"iM(.:-aND 
UM"DI:~('='IW I I 
UL.TIMA 
UI...TIt1A II 
UI...TIMF-) / / / 
UI...YSIS AND T~E GOLDEN FL.EECE 
UTOPIA GRAPHICS SYSTEM 
v tI(::: .. 
VC--E::XP('~ND 
VI::I:(S(.~FDI:(M 

VIOEX PREBOOT DISKS 
VISI8LE COMPUTER: 6502, THE 

-EDD, N2'1 1...3 
-CU 
--CU 
-N2 
-N2, CU 
··-N2" NU 
-N:I." BU" LA, CU 
-··8U 
-CU 
·-eu 
'-AP, eu 
-"EDDv N2" BU, eu 
'-NU 
-·I:::OD v N2" eu 
-N2 
·-EDD" CU 
-cu 
'-'LB v CU" N2" LA 
-EDD, NU, BU, CU 
'-EDD v NU 
·-cu 
·-eu 
·-·N::!. 
--1:::00 
'-I::[)Dy BU'I L.A 
-"I~~D\) y N2, U2 
-CUv EDD, N2y Ni, BU, LA 
·"·N::!.)' N:1. 
--i:::DD" CU'i NU 
"-f:::J)D 
'-LA, NU 
·-ell 
-"I:'~DD v N2'1 LA, CU 
"-L8 
-.. I...B, I::[)D , N251 eu 
· .. ·EDD 
--L~3 

-cu 
-I...B, I:::DD jI At=' 
... ·EDD ~. NU" CU 

.. ··eu~· I:::DD v N2 v AP 
-N2 
-L.SI' 
· .. ·eu, 
--CUI-' 
-I ... S" 
-·eu~· 
.... I:::DD, 
-"CU9 
''''1:::00 v 
-'L.~:) I' 
.... N2 
--cu 

.... cu 
'-AP 
-?IF' 

N2v 
NU 
I::[)D 
N2v 
NU 
N~~ v 

EDD,.. 
cu 

I:::[)D II 

BlJv CU 

CU 

Nl y BUy 
AF'v NU 

NUl' Ni,.. 

L.A 

13U, CU 



VISII:.{I...I::ND 
VISICALC ~5 11:3 

VISICALC 80 COLUMN PRE-BOOT 
VISICALC ADVANCED VERSION 
VIf.)ICALC IIe 
VISICALC lIe 12e~ VERSION 
VISICAl..C /// 
VISIDE:X 
VI8IFACTORY 
VISIFILE: 
VISIPI...OT 
V IS I SCHEDULE: 
VISISCI··Il::DULE / / / 
VISITERM 
VISITREND/VISIPLOT 
VOCABULARY BUILDERS 
THE:: VD ICE: 
WAI:;~ 

WI~ll:~ LDI:~DB 

Wr-.RP FACT()F~ 
W(.":}VY NAVY 
WAY OUT 
WILDERNESS CAMPAIGN 
WINDFALl ... 
"'JITNESS 
WI Z MAI<EI:~ 

WIZ PL.US 
WIZARD AND THE PRINCESS 
W I ZAI:~DI~Y 
W01:~D HANDI...I::F~ 

W{)F~[) HANDLEI:~ I I 
WORD I~ACE:: 

WORLDS GREATEST BLACK-JACK 
WI:~ rn:: AWAY 
Z(':\I:~[)AX 

ZA1:~GB 

ZAXXON 
ZI::NITH 
ZERO GRAVITY PINBALL 
ZODM GR(.:lF I X 
ZOt=~I-( I 
ZOI:<I< II 
ZDRI< III 

-.. N2 
~_Sy euv EDDy N2v Ni 
1...~5v BU, AP 

· .. ·I::DD v AP , CU 
· ... N2, LA 
· .. ·I:::DDv cu 
-eu 
-CU, N2v Ni, eu, LA 
-~Sv eu, EDD, N2, BU, AP 
-N2 
-LS, eu, EDD, N2, BU, AP 
-E:DD 
-L.8, CUv EDD, N2 
-cu 
-1...8, CU, ern), N2, BU, AP 
'-LS, CU, N2" BU 
""EDD, eu 
.... CU, NU 
--('~P 

·-N2 
.... 1 ... 8" EI)[) , N2, eu 
-.. NU 
-NU 
.. -eu 
·-cu 
-cu 
·-cu 
.... CU 
-EDD, N2, BUv CU 
-cu, EDD, LAv NU 
-L8, CU, EDD, N2, BU 
"-1...8 
· .. ·ED!) 
.. -EDD, eu 
-.. CU 
.... eu 

... ·eu 
·-cu, NU 
· .. ·EDD 
· .. ·N2 
-E~D, N2, APv eu 
-1...8, EDD, L3, eu, AP, eu 
-L8, EDD, BU, AP, CU 

.... EDD, cu 


