
RYPEHSA VE - 64 

The program is recorded twice on one side of the tape. Please familiarise yourself with these 
ins tructions before use. -
1'0 load: Type 'LOAD' (return). Once loaded, the additional commends may be executed at any 
time, just like the nonnel direct mode commands. 

~ will save eny block of Ram at standard rate (including "bidden" Ram).Input the start 
end end addresses when prompted.Note thet the end address should be one greater then 
the last byte to be saved. 

@HYP B Vill Hypereave the Basic program currently in memory. 

@HYP M Will Hypersave eny block of Ram(including "hidden" Bam).Input start/end addresses 
when prompted. 

@HYP V Will verify the program just Hypersaved. It operates just like the normal verify comm
end - simply rewind the tape to the start of the program end execute the commend. 

@HYP X A special command provided to convert your existing programs.It will Hypersave the 
program which has just been loaded. 

Note that syntax must be obeerved - the @ symbol must be used,end the spece is important. 
The filename may have up to 15 cheracters.Hypersave operations may be aborted with 'RUN/llESTORE' 
Start/end addresses must be input in Baxadecimal.@HYP B end @HYP X do not require start/end 
addresses. 

Autostart 
A Basic program . will run if loaded with 'SHIFT/RUN', or not · if you use 'LOAD' (return) , 

just like a normal Basic program.Hyperssve provides the facility to autorun a machine code 
program. Simply enter the command CAUTO, start (re turn) before Hypersaving,where "start" is 
the entry point ot 'the program(in decimal).E:xample: say your machine code progrem is started 
by the command 'SIS 4096' ;Enter @AUTO,4096 before Hypersaving. The Hypersaved program will 
Qutostart when loaded. This feature may be disabled by depressing the 'SHIFT/LOCK' key at any 
t ime during the load,in which case you will enter 'READY' mode instea d of autorunning. 

To autorun a Basic program however it was loaded ,enter CAUTO (return) prior to Hypersaving. 
This fea tUl'e cannot be disabled. . 

After Hypersaving,the default exi t(warr. start) is restored,so if you are making a second 
c opy, the @AUTO c ommand ' must 'be repea t e d if aut orun is required. 

The command @RES (return) vill rese t t he exit to warm start after en aborted Hypersave 
operat ion ,or after loading a Hypersave d program with Hypersave in memory. 

I t is sugges ted that you familiarise yours elf with the pr ogram by using it with some ordinary 
Basi c programs bef ore moving on to other program types . Most programs cen be converted using 
the @RYP B or @HYP X commanda without any programming knowledge required by the user. Hyper
save i s exhaustively t ested and give s reiable results.To ensure maximum reliability,keep your 
cassette heads clean end damagnetised. The best way to clean your heads is with a cotton bud 
lightly dampened with Methylated spirit.Use high quality tape - so called "data" tapes are 
often of extremely poor quality.Good quality audio tape is better suited to high density data 
storage - we use and recommend TDK D and TDK AD. Keep the Datassette well away from sources of 
electr1l'.al interference.Use the tape counter diligently - make careful note of the start of 
each program end leave a gap between recordings. 
Additional featureS 

Once Hypersave is initislised,your Basic listings will be under 'SHIFT' control. Press 'SHIFT' 
or 'SHIFT/LOCK' to stop the listing. Release to continue. 

The c=d @bLD " will recover a Basic program which has been newed,either by typing 'NEW' 
or after a cold start(SIS 6473S).This enables Hypersave to be loaded without affecting the 
Basic program currently in memory. Simply enter ' COLD . after initialising. 

Technica l Notes 

The Hype r save commands may be 
called directly with SYS calla: 

esAVR (SIS 52325) @BYP B (SYS 52947) 
@HYP M (SYS 52971) @HYP X (SYS 52934) 

Error messages: 1. BAD INPUT. Non-hex characters were used 
2. VERIFY ERROR. Sel f explanatory 

@HYP V (SYS 
52266) 

3 . LOAD ERROR. Hypersave saves a t wo byte checksum which is checked again
s t a calcula t ed che cksum after the l oad. Any discrepancy results in a l oa d e rror being flagged. 

Memory used: Hypersave occupie s memory from &CAOO to &DOOO and utilises memory from &C900 
t o &C9FF and &02C1 to &02FF 

Buffer save : Hypersave preserves the contents of t he cassette buffe r from &.0341 to &03FB. 
Any additional data you wish to save with your pr ogram maY'. be stored here. 

To disable RUN/RESTOllE during and aft e r l oading enter POKE 52805, 225 before Hypersaving.To 
subsequent ly save a program without disabling RUN/RESTORE enter poRE 52805 ,237. 



• HYPERSA VING GAMES TAPES 
Hypersave will convert a large number of games tspes to fast-load. If the 

program is in a single section,all you need to do is:-
1. Load Hypersave. 
2. Load the' program to be Hypersaved.(Jse 'LOAD'(return),not 'SHIFT/RUN' 
3. Hypersave by typing @HYP X (return).Rewind the tape and verify with @HYP V 

Most games consist of two sections, the first being a short Basic "loader" whose only 
important job is to load the main,long section and then start the game with a SYS command. For 
example,Hunchback(Ocean): 

1. Load Hypersave. 
2. Insert Hunchback into the Datassette,rewind to the start and type 'LOAD' (return).This will 

load the Basic loader without running it.Do not rewind the tape. 
3. LIST the program. Line 10 reads: C:C+l : IF C=2 T!IEI/ SYS 16384 • This SYS number(in this 

case it is 16384)is the start address of the program.Make a note of it. 
4. Type 'LOAD"·, l,l '(return).This will load the second,long section of Hunchback. 
5. Type' ",GAUTO ,16384'(return).This will automatically start Hunchback after the Hypersa

ved version has loaded. 
6. Hypersave with cmYP X • Verify with @HYP V 

You will find that most programs fall into one of the above two categories. Some programs are 
in several sections. Using Hypersave~, s other facilities, it is possible to convert many of these. 
You will need to find the Start/End addresses of each section.For this,the header reader inc
orporated in the Backup copier is invaluable. Once you know where the sections start and end in 
memory,you can load each section in turn,and Hypersave vith eHYP M ,taking the start address as 
the start of the first section,and the end address as the end of the last section. Note that 
sections which are unnecessary to . the program(eg. Basic loaders)should be omitted. Where a sec
tion overwrites Hypersave,there are two alternatives. One is to save this section separately at 
standard rate,and load it back after Hyperloading the main section.The other is to move the 
section to a sPllre area of memory ,and wri te a block move routine which restores the block to 
it's correct position after loading. See attached example sheet for guidance. 

Hidden Start Addresses : Sometimes you will not see a SYS command in the Basic loader. It may be 
hidden by a REM statement containing "Delete" characters. See Secrets! for the procedure to 
reveal such lines. Sometimes the SIS command does not start the program,but cslls a machine code 
loader,which is followed by a JMP instruction which starts the program.In these cases it is 
necessary to dissassemble the code called by the SIS command in order to find the start address 
Some hard to find start addresses are listed on the Backup copier sheet. 

Hypersaving "The Hobbit": This single section Autorun program may be Hypers8ved in conjunction 
wi th the Backup copier by the following p" ocedure:-
1. Load and run the Backup copier. Enter '1' when prompted for the number of sections. 
2. Load "The Hobbit" .When prompted "Insert Copy Tape" ,stop the program. 
3. Enter POKE 5412,87 : POKE 5413,241 .This restores the default values to the single vector 
which causes the autorun when "The Hobbit" is ' loaded normally(The Input vector). 
4. Enter 'GOTO 175'.Save the new version of "The Hobbit". 
5. Switch the machine off and on.Load:'Hypersavaeand the new version of "The Rabbit" .Note that a 
load error will be flagged at the end of the load because it loads into "hidden Ram". This may 
be ignored(Ma.nic Miner is another example which loads into hidden Ram). 
6. Enter CAUTO ,40704 for autostart. 
7. Hypersave vi th cmYP M start lkOBOO,end &BOOO .Note that we cannot use @HYP X here because 
the ' program loads through the screen. This means theta. load error will be flagged when the 
IIyOOrsaYed version is reloaded, because the screen contents will not corr~spond with those saved. 

Hypersave - 64 and the Dosoft Backup Copier have features which combat copy-protected soft
ware.They are intended to provide fast loading and security backups of programs either written 
by or purchased by the user. The illegal distrib~tion of such material is not condoned. 

Note that Hypersave attaches a fast load routine to every program which it Hypersaves.This 
means that Hypersave need not be present in memory before loading a Hypersaved program. 
Beware of competitors which must be pre-loaded. 

Buffer save feature: Uniquely,Hypersave preserves the original contents of the cassette buffer. 
This means that programs protected by having specific data in the buffer can be successfully 
Hypersaved. Beware of competitors. 

Hidden Ram: Many programs load into the Ram which is "hidden" by the Basic Rom. Hypersave 
switches out the Basic Rom before saving a program. This lIleans that your longest programs may 
be Hypersaved(up to 48K).Beware of competitors. 

, 



TURBO WADERS 
The Turbo loader, used by Anirog,residea in the cessette buffer, starting at 

location 849 decimal. Vhen a Turbo program is loaded, this routine is auto-booted by a load 
into the vector table(&0300 to &0333).The start address of the program is stored in the I/O 
start address pointer at &:<:1 - &:<:2 he:r{ 193 - 194 decimal) ,and the end address is stored in 
the end of Basic pointer VARTAB (&2] - &2E hex).Once loaded, the program is in memory as if it 
was a Basic program,and is initiated by a single Basic line which is a SYS call which starts 
the main,machine code program. The following, very short program will load a Turbo program 
without autorunning it: 

10 SIS 63276 : REI! THIS IS A ROM ROUTINE WICH LOADS A TAPE HEADER 

20 POKE 913,237 :HEM PREVENT THE STOP KEY FROM BEING DISAllLED 

,30 POKE 924,126 : POKE 925,227 : REM RETURN TO HEADY MODE AFTER LOADING 

40 POKE 192,0 : SYS 849 :REM SWITCH ON TAPE MOTOR AND CALL THE TURBO ROUTINE 

The above may be entered as a single line (the REMS, of course ,may be omitted) 
To Hypersave: 
1. Load Hyperaave ,enter '1IE\i' (return) ,enter SYS 52221 (return) 
2. Put the Turbo program in the tape deck,enter the above program and run it. 
3. Once loaded,Hypersave with @HYP B.No start/end addresses need be entered. 
4. The Hyperaaved version will run if loaded with SHIFT/RUN,just like a normal basic prog. 

To save the program at standard rate ,simply enter and run the above program,and save it with 
a normal Basic 'SA VB' command. 

Space Pilot: This 60K program is in 2 sections. The first moves itself to the top of memory 
and then loads the second section.Hypersave by following the above procedure for the first 
section, then repeat for the second section which follows immediately after section one on the 
tape. When you load the Hypersaved version, the first section,when it runs,will automatically 
load the second section.Type 'RUN' to start the pr~gram. 

THE SERIAL PORT 
This is the 6 pin din socket at the back of the computer,mediately next to the 

cassette interface. It is used for coonecting disk drives, printers and the l1ke,but has 2 other 
features which we shall discuss here; 

1.Totel syste~ reSG~.If p~~ 2 and 6 are oaoo9oted,the processor ~ill perform a cold s~t. 
This resets the aRchine as if it were just switched on,but any machine coda program will remain 
unaffected in memory.A basic prograa is 'newed'. This may be recovered by using the OREGAIN 
command provided with Hypersave. 
2.Csssette Read Line 

This is directly connected to pin 1 of the serial port ,and can be used to 
construct a copying lead. Using this lead, you' can:-

a~ Make a copy of a program onto a aecond tape deck while the program is loading. 
b Make tvo copies of a program simultaneously. 
c Listen- to the audio signal while a program is being saved/loaded. 

These connect1oos are quite safe.No damage w111 result from using the port in this way, but if 
connection is made to a Hi-Fi amplifier, keep the volume law. The plug ia a standard 6 pin din, 

ava1lable from most electrical shops. 

o 

o 2. 

Cassette read line 

Ground 

Connection for reset switch. Use a 
miniature push-to-make switch,or 
simply touch the wires together,. 

connection for copying lead. Note that 
the signal is read only - you cannot 
record onto the datassette from the 
second recorder. Connect the plug to a 
suitable sized jack plug,or to two stereo 
phono plugs 



'l'WII XIlGDOK l'AlJl!!' . . 'fbi. iGIIC .uU ..... oUGIl procraaia in id:a: parta,til_s "twin·and parts 
to 5.n ~ lie Ifnle~nd it the tollOlliq ~dure is tollowe4 uaotl;rs-

1 • . L0e4 all aU seoUGIl8 in t1&m uslBc ·LO!D"·,1.1 .'!he .. tift procraa ia now in -ry. 
2. Pari 4 of the procraa resides at acooo to MJm ,and aat be IIOnd to IIilat rota tor 

!lneraanl~ 
J'OIl I _ 0 '!O ml I P<D 2W2 + I , PJmK(50176 + I) a 11m 

This sons part 4 to a spare 
block of'MElT,and takes quite a while. 

'0 !Jpe in ~ :rail the tollClldll.g proCI'UU-
10 J'OIl I _ 0 ro '7 I JIU]) J. I .... + J. a P<EB '6$'4 + I , J. a un 
2G IJ' • <> 6974 'fJIr:I PlIIft .lll!J. IBROII." 

30 lll!J. 169.0,168,1'3,251,1'3.253.169 

40 lll!J. 97,133,252,169,196,1330254.177 

50 lll!J. 251,,45,253,230025.,.230,253,208 
" 60 lll!J. 4,230'252t2'G,254i165,254,2G1 

Check tbe procraa aare1'llll7 lIetor rvnnin, 

it.It 7(111 pt a 'data error'" oorreot the 
Prop'llll ad 1'UIIl i ~ ·,hI. 

!his is a _""in- oode bloek _ which w1ll put part + lIack into it's oorrect pooiUGIl 
<tter loediwg,ad tlI8n j\IIIp to the start ot !ria XiDgdoII.~&9400 , or ~ '7888) 

40 x-4 If;nIeraan ad atera _ 0All'rO,36864 ' which vill 1Ilitiate 
;he \lock _ after loadin,. " _.- ' ~ 

5. San the .. tire prograa using the OBIP X ac nd.ltart/ead addresaea area . 

S'WI! aIlCOO BID a:geoo 

~he abon prooedslrn illustrates how,with a little 1n&enuiq,IIII1lU"part prop'8lll8 ~ be ~r
.and.1aah procraa _t lie 'tNated ell U'II _rita.It ie II1I4f&8stecl that a block diagraIlia II&de 
lhcr..ng t!!e start and .. d at eaoh lIeotioo,1IO that :rOIl can see exaotly how it rellides in ., ... 
' 1"7,and take . it Iroa .. tb@l', 

_ .T=. ..... ., .•. 

_. .. ....... -

'rhis prograa ia in 5 aeoUma.Only tbe last tvo(A3 and A2)are important. 
B;rperaa .... with the tollOlliq procedures-

• VDIl'I the first 3 aeoUGIl8.ljplore the errore.Do Dot rewind the tape. 
:. LOAD the next SIIcUGIl(·~·) .• l1S11 'LOAD",1.1' •• ter 'JEW'. 
;. Enters JW I .. 0 '!O 3O'T2 s POD 31744 + I, PDIt( 49152+1 ) a liKl'l' 
~ •• tor ad ran the tollov1Bc block - procraas-

-. f'-· 
10 lOR I _ 0 '!O ~ I ; JIU]) A I ."+A I l'OD 34817 + I. A • nu 
15 IJ' ~S~,~_~ Pall! ·1lftA IBROII." 
20 DA!l 169,0,168,133,251,"',253,169,124,133,252,169,192,133,254,162 
30 DA!l 13,177.251,145,25,.200.208,249,230,252.230.254,202.208,242.169 
40 Di!A 200,141,22,208,76.,84,11 

i . I.oecI. tu next SIIctica("A2-)with ·LOAJ)··,t,1' 
- • __ .. ---_. d"- ~, .>-" -'~ ... nmo "'48'" 
) . MUII& .a.y~-.. ft an ea~r' ,:~:,. ~ -,f ."' :;·< -~. .au.&. ,.I _1"..1 . ... .. >e 

7. Hypel'An 1181Bc OIIIP • ,8~_ cI:OOOQl!ID~,~ 

.ffi,'dlU'B! J. 2 part procraa,which can be Ifn>eraand as a single section 11' we IIIBlre a 1111&11 
alter&Uca to the tirIIt.Baaio lIectica.-

• Load B)peraava.Lcad the tirIIt seotiGll with' LOAD"· , 1 ,1 'and lillt line 1. 
~ . Change line 1 to reads 1 POD 45,246 a POD 46.17 s CLR 
I. Load the SIICGlld secUGIl(VX1 )with 'LOAD"",l,l' .Hyperaan with OHYP B 

iotes Vhea a procraa 10 loadlld in direct Rode,the end o! Ballic pointer atoree the end address 
)! the prograa,lRlt the lltart of Basic pointer re .. inll lIII&ltered.'fhllretore we can ~raan both 
,eotiGllll as a llin«le block using CHYP B,v1th01lt botMri.llc abClllt lltart/ead addreaaes.Xr.ViJapey 
fill auto-run it loaUd with 'SlDl'!/mnr' ,just like a nOl'llal Basio prograa. 



• 
HYPERSA VB - 64 

The program is recorded twice on one side of the tape. Please familierise yourself with these 
ins tructions before use. 

To load: Type 'LOAD'(return).When loaded type 'NEW' (return) ,then 'SYS 52221 '(return) to init
ialise t he program. The following additional direct mode Basic commands are provided:-

fJfSAV N will save any block of Ram a t standard rate (including "hidden" Ram).Input the start 
and end addresses when pr ompted. Note that the end address should be one greater than 
the last byte to be saved. 

@HYP B Wi l l Hypersave the Basic program currently in memory. 

@HYP I'l Will Hypersave any block of Ram(including "hidden" Ram ) . Input start/end addresses 
when prompted. 

@HYP V Will verify the program just Hypereaved. It operates just like the· normal verify comm
and - simply rewind the tape to the start of the program and execute the command. 

@HYP X A special command provided to convert your existing programs.It will Hypersave the 
program which has just been loaded. 

Note that syntax must be observed - the @ symbol must be used,and the space is important. 
The filename may have up to 15 charactera.Hypersave operations may be aborted with 'RUN/RESTORE 
Start/end addresses must be input in Hexadecimal.@HYP B and @HYP X do not require start/end 
addresses. 
Variable speed: If the Hypersave commands are suffixed with either 1 or 2,speed will be incr
eased by up to 25%.Example: @HYP B1 will Hypereave a Basic program at boosted speed. @HYP X2 
will Hypersave the program just loaded at maximum speed.Note that the @HYP V command must have 
the same suffix as that used when saving the program. 

Approximate speeds: 

Autostart 

al No suffix: Eight times normal speed 
b Suffix 1 : Nine times normal speed 
c Suffix 2 : Ten point two times normal speed 

A Basic program will run if loaded with 'SHIFT/RUN',in the normal manner. If you re
qui re the program to run however it was loaded,use the command @AUTOSTART(return) prior to 
Hype rsa ving. 

To autorun a machine code program,use the command SYS 52672.start(return) where start 
is the entry point of the program(in DECIMAL).Example: say the program is started by the 
command SYS 4096.You would enter SYS 52672 , 4096(return) before Hypersaving.The program will 
autorun when loaded,PROVIDED that location 1023 contains zero(it's default value).To disable 
the autorun,POKE 1023,1 before loading. Basic autorun cannot be disabled. 

It is suggested that you familiarise yourself with the program by using it with some ordinary 
Basic programs before moving on to other program types. Most programs can be converted using 
the @HYP B or @HYP X commands without any programming knowledge required by the user. Hyper
save is exhaustively tested and gives reiable results. To ensure maximum reliability,keep your 
cassette heads clean and demagnetised.The best way to clean your heads is with a cotton bud 
lightly dampened with Methylated spirit. Use high quality tape - so called "data" tapes are 
often of extremely poor quality. Good quality audio tape is better suited to high density data 
storage - we use and recommend TDK D and TDK AD. Keep the Datassette well away from sources of 
electrical interference. Use the tape counter diligently - make careful note of the start of 
each program and leave a gap between recordings. 
Additional features 

Once Hypersave is initialised,your Basic listings will be under 'SHIFT' control. Press 'SHIFT' 
or 'SHIFT/LOCK' to stop the listing. Release to continue. 

The command @REGAIN will recover a Basic program which has been newed,either by typing 'NEW' 
or after a cold start(SYS 64738 ).This enables Hypersave to be loaded without affecting the 
Basic program currently in memory. Simply enter @REGAIN after initialising. 

Technica l Notes 

The Hypersave commands may be 
ca l led directly with SYS calls: 

@SAV N (SYS 52325) @HYP B (SYS 52947) 
@HYP M (SYS 52971) @HYP X (SYS 52934) 

Error messages: 1. BAD INPUT. Non-hex characters were used 
2. VERIFY ERROR. Self explanatory 

@HYP V (SYS 
52266) 

3. LOAD ERROR. Hypersave saves a two byte checksum which is checked again
st a calculated checksum after the load.Any discrepancy results in a load error being flagged. 

Memory used: Hypersave occupies memory from &GAOO to &DOOO and utilises memory from &G900 
to &G9FF and &02C1 to &02FF 

Buff er save: Hypersave preserves the contents of the cassette buffer from & 0341 to &03FB. 
Any additional data you wish to save with your program may be stored here. 

To disable RUN/RESTORE during and after loading enter POKE 52805,225 before Hypersaving.To 
subsequently save a program without disabling RUN/RESTORE enter POKE 52805,237. 



• 
HYPERSA VING GAMES TAPES 

Hypersave will convert a large number of games tapes to fast-load. If the 
program is in a single section,all you need to do is: -

1. Load Hypersave.Type 'NEW' (return).Type SYS 52221 (return) 
2. Los d the program to be Hypersaved.Use 'LOAD'(return),not 'SHIFT/RUN' 
3. Hypersave by typing @RYP X (return).Rewind the tslpe and verify with @HYP V 

Most games consist of two sections,the first being a short Basic "loader" whose only 
important job is to load the main,long section and then start the game with a SYS command. For 
example,Hunchback(Ocean): 

1. Load Hypersave. Type 'NEW' (return). Type SYS. 52221 (return) 
2. Insert Hunchback into the Datsssette,rewind to the start and type 'LOAD' (return).This will 

load the Basic loader without running it.Do not rewind tha tape. 
3. LIST the program. Line 10 reads: CzC+l : IF C=2 THEN SYS 16384 • Thia SYS number(in this 

case it is 16384)is the start address of the program.Make a note of it. 
4. Type 'LOAD"",1,1 '(return).Thia will load the second,long section of Hunchback. 
5. Type 'SYS 52672,16384'(return).This will automatically start Hunchback after the Hypersa

ved version has loaded. 
6. Hypersave with Cl>HYP X • Verify with @RYP V • 

You will find that moat programs fall into one of the above two categoriea.Some programs are 
in aeveral sections. Using Hyperssve'a other facilitiea,it ia possible to convert many of these. 
You will need to find the Start/End addresses of each section. For this, the header reader inc
orporated in the Backup copier is invaluable. Once you know where the sections start and end in 
memory,you can load each section in turn,and Hypersave with CI>HYP M ,taking the start sddress as 
the start of the first section,and the end addreas as the end of the last section. Note that 
sections which are unnecessary to the program(eg. Basic loaders)should be omitted. Where a sec
tion overwrites Hypersave,there are two alternatives.One is to eave this section separately at 
standard rate,and load it back after Hyperloading the main section. The other is to move the 
secti on to a spare area of memory,and write a block move routine which restores the block to 
it' s correct position after loading. See attached example sheet for guidance. 

Ridden Start Addresses: Sometimes you will not see a SYS command in the Basic loader. It may be 
hidden by a REM statement containing "Dalete" characters. See Secrets! for the procedure to 
reveal such linas.Sometimes the SYS command does not start the program , but calls a machine code 
loader,which is followed by a JMP instruction which starts the program.In these cases it is 
necessary to dissassemble the code called by the SYS command in order to find the start address. 
Some hard to find start addresses are listed on the Backup copier sheet. 

Hypersaving "',~he Hobbit" : This aingl!l 3ecti c.,c Autcr,m prog::am may 'ox Hypereaved iii conjunc tion 
with the Backup copier by the following procedure:-
1. Load and run the Backup copier. Enter '1' when prompted for the number of sections. 
2. Load "The Hobbit".When prompted "Insert Copy Tape" ,stop the program. 
3. Enter POKE 5412,87 : POKE 5413,241 .This restores the default values to the single vector 
Yhich causes the autorun when "The Hobbit" is loaded normally(The Input vector). 
4. Enter 'GOTO 175'.Save the new version of "The Hobbit". 
5. Switch the machine orf and on.Load Hyperssve and the new version of "The Ilobbit".Note that a 
load error will be flagged at the end of the load because it loads into "hidden Ram". This may 
be ignored(Manic Miner is another example which loads into hidden Ram). 
6. Enter SYS52672,40704 for autostart. 
7. Hyperssve with @RYP M start &08OO,end &:BOOO .Note that we cannot use @RYP X here because 
the program loads through the screen. This means that a. load error will be flagged when the 
Hypereaved version is reloaded, because the screen contents will not correspond with those saved . 

If you wish to make a second copy of a Hyperssved program(this is the procedure:-
1. Load Hypersave.Type 'NEW'(return).Type SYS 52221 (return) 
2. Enter POKE 1023,1 (return).Load the Hypereaved program.It will not autorun. 
3. Enter the autostart command(SYS 52672,etc)and Hypersave with @HYP X. 

Hyperaave - 64 and t he Dosoft Backup Copier have features which combat copy-protected soft
ware.They are intended to provide fast loading and security backups of programs either written 
by or purchased by the user. The illegal distribution of such material is not condoned. 

Note that Hypersave attaches a fast load routine to every program which it Hyperssves.This 
means that Hypersave need not be present in memory before loading a Hypersaved program. 
Beware of campeti tors which must be pre-loaded. 

Buff er save feature: Uniquely,Hypersave preserves the original contents of the cassette buffer. 
This means that programs protected by having specific data in the buffer can be successfully 
Hyperaaved.Bevare of competitors. 

Hidden Ram: Many programs load into the Ram which is "hidden" by the Basic Rom.Hypersave 
switches out the Basic Rom before saving a program. This means that your longest programs may 
be Hypersaved(up to 48K).Bevare of competitors. 



, 
TURBO LOADERS 

The Turbo loader,used by Anirog,resides in the cassette buffer,starting at 
location 849 decimal.When a Turbo program is loaded,this routine is auto-booted by a load 
into the vector table(&0300 to &(333).The start address of the program is stored in the I/O 
start address pointer at &Cl - &C2 hex ( 193 - 194 decimal) ,and the end address is stored in 
the end of Basio pointer VARTAB (&2ll - &2E hex). Once loaded, the prograa is in JDemory as if it 
was a Basic program,and is initiated b~ a single Basic line whioh is a SIS call which starts 
the main,machine oode program.The following,very short program will load a Turbo program 
without autorunning it: ," 

10 SIS 63276 s IIEM THIS IS A' ROM ROUTINE WICH LOADS A TAPE HEADER 

20 POKE 913 237 :!!EM PREVENT THE STOP KEY FROM BEING DISABLED 

,30 POKE 9~126:POD ~g;~,227 :REM RETURN TO BEADY MODE AFrER LOADING 

40 POKE 192,0' : SIS 849 :REM SWrrcH ON TAPE MOTOR AND CALL THE TURBO ROUTINE 

The above may be entered as a single line(the REMS,of course,may be omitted) 
To Hypersave: 
1. Load Hypersave 
2. Put the Turbo program in the tape deck,enter the above program and run it. 
3. Once loaded,Hypereave with CHYP B.No stert/end addresses need be entered. 
4. The Hypereaved version Ifill run if loaded with SHIFl'/RUN, just like a normal basic prog. 

To save the program at standerd rate,simply enter and run the above progI'Slll,and save it with 
a normal Basic 'SAVE' command. 

Space Pilot: This 60K program is in 2 sections.The first moves itself to the top of memory 
and then loade the second section.Hypersave by following the above procedure for the first 
section,then repeat for the second. section which follows immediately after section one on the 
tape.Vhen you load the Hypersaved version,the first section,when it runs,will automatically 
load the second section.Type 'RUN' to start the pr~m. 

'!'HE SERIAL PORI' 
This is the 6 pin din socket at the back of the cOJlputer,Uanediately next to tbf 

cassette intert'ace.It is used for connecting diek drives,printers and the like,but bas 2 other 
featurea which we shall discuss here; 

1.Toal avste. reset.It pins 2 end 0 ,&"-o c O'.:1Jlected,the prOCGSSOr will panoI'lll a cold start. 
This resets the _chine aa if it were just switched on, but any machine code prcgraa will re_il 
unaffected in llelllory.A basic prograa is 'neved'. This lIl8y be reoovered by using the OREGAIN 
COlllBand provided with Hypersave. 
2.Caasette Read !.fDe 

This is directly connected to pin 1 of the serial port,and can be used to 
construct s copying lead. Using this lead,y~ can:-

a~ Make a copy of a program onto a lIecond tape deck while the program is loading. 
b I!aks tvo copies of a program simultaneously. 
c Listen· to the audio signal while a program is being saved/loaded. 

These clllll1ectiona are quite safe.lio damage will result from using the port in this way, but if 
connection is mppe to a Hi-Fi amplifier, keep the V01UM low. The plug ill a standard 6 pin din 

available fro. lIlost electrical shops. ' 

Cassette read line 

o 
o 2. Ground 

Connection for reset switch. Use a 
miniature push-to-make switch,or 
simply touch the wires together. 

connection for copying lead. Note that 
the signal is read only - you cannot 
record onto the datassette from the 
second recorder.Connect the plug to a 
suitable sized jack plug,or to two stereo 
phono plugs 
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Juat some ot the Pl'Og1'BIII8 which haTe been easily and success~ ccnverted to tast-load 
ua1ng HIP!lRS!VE - 64 1-

lUIC JmIER (16384) 
THE HOBBU (with backup oopier) 

RIilVENGE OF THE MtlTAH'l.' CAJIISLS 

A'lJlF£ CHAI,I8NGE 

POBBIDDEK J'OBES'r 
Gil,AXT 

HOVER 1IOVVKR 

MA'PRIX 

HUS'l'LEli. - 64 

I!IlJlCIIIWi - 64 
HDliCIIBACK 

SOlWJmOR'S APFBEliTICE 

QUES'l' POll. THE GARDEN OF EDEll' 
ATTACK (Ji WIlI'OOCALE 

This list 111 by no me&D8 exhauati.,e. 

PIPRLDlE 

JUMPIli ' JACK 

KONG (SUl'ERSOFr ,AlIlROO ) 

SKRAMBLE 

SNOOKER 

HOTHERSHTP ( sn 11.99 4-) 

FALCOIi' PATROL 

SCtllIA DIVE 

JEEP.ImS CBEEPEIlS 

UGHI 

CUDDLY CU1lUllT (64738) 

MEGAHAWK 

FLYING FEATHKIlS 

ATTACK OF THE HUT. CAMI!!W 

MorOR lWW. 

STIX 

AAARGHl CONDOR 

KICK OFF 

WIDOW' S REVENGE 

A71rF/J TOMB ADvEli'rOHE 

ARCADIA 

HYl'ElISA VE ( 1) 

EXTEIOOliATOR 

BlOO'IliG BUGGIES 

GRIlJRUNNER 

FORT APOOALIPSIl 

GRmrRAP 

HARRIER ATTACK 

We believe that I!;ypersave - 64 is tha most versatile hst loading utility an the market. 
Hally programs will tail wben loaded with other utilities of a eimilar nature becausel-

1. They will not eave "hidden" !lam (eg. Manio JII1ner,Tbe Hobbit) 

2. They do not preserve "butter data" (ego Sorceror' s apprentioepMotbership,Quest,etc..) 

Unlike OOIIpStitore,li;ypereave ottere auto - run f or both basio and machine code programs, 
svoiding awkward SIS calle to start the progrIIIIl at'ter l oading. 

SECRETSl Supplied free with every order for Hyperaa.,e, 

A guide to cassette s aving and loading on the Co .... odore 64. 

1. How t he COll!llodore ' s load/says r outines operate. 

2. How to intercept thess routines to protect your programs and deprotect others. 

3. The insert ion and-· revelati on of hidden progrdm l ines . 

4. Using the Serial port t o reset the machine at any t ime. 

5. How to oopy a program cmto a second cassette deck l!l!ll!!. it is loading trom the datasaetto 

6. Hev the f8llous "Turbo" loader operates,and how t o break into and make backup oopies of 
such progrem. 

Plus additional help sheets on HypereaTing multi-part programs.including practical examples 
of popular programs (notably "Twin Kingdom Valley", "Blagger" ) 

Hypereave is eaeily t he most versatile f ast-loader you can buy.It will h&ndle the l ongest 
programs ayailable for the 64, and the most program types-something no competitor can boast. 
You remain in full control-the program sits at t he 'Very top of memory.and ita routines may be 
called at any time. 

The program(s ) are recorded at real t ime on high qua l ity da ta casse ttes wi th library cases 
and attractive l abels,and carry a no-quibble guarant ee against faul ty loadi ng. 

All order s are despatched by first class r e turn post. 
Both programs s r e for the COMMODORE 64 

~I' .~ 


