
There are three versions within this .d64 file, $0800 $c800 $e000 versions; I generally use the $0800 version. But the other version, if you use them, you get the option, which will make more sense down below.
$0800 = “Does it load over the $0800 - $1000 Area of memory”

$c800 = “Does it load over the $c800 - $d000 Area of memory

$e000 = “Does it load over the $e000 - $e800 Area of memory

But when you have one of them loaded, the instructions below try to explain pretty much what each menu means/does.

(Option A)

Edit Text Screen.

Prompt - Do you wish to load a text screen? 

Y = "Enter Name of File?" (Enter file and press enter, screen will be displayed, for editing)

  Press Enter to leave, you are prompted "Do you wish to save the file?"

   N = Jumps you back to main menu

   y = "Enter Name of File?" and saves it to current disk under that name

N = Given a Blank Screen for editing.

  Press Enter to leave, you are prompted "Do you wish to save the file?"

   N = Jumps you back to main menu

   y = "Enter Name of File?" and saves it to current disk under that name

--------------------------------------------------------------------------------------------

(Option B)

Edit Scrolling Message.

Prompt - Do you want to load an old message? 

Y = "Enter Name of File?" (Enter file and press enter, screen will be displayed, for editing)

     Use Cursors to move left or right, and type to enter characters.

   Press Enter to leave, you are prompted "Do you wish to save the file?"

   N = Jumps you back to main menu

   y = "Enter Name of File?" and saves it to current disk under that name

--------------------------------------------------------------------------------------------

(Option C), which is in fact Blank.

I don't know about this option, I never got it to work; it just appears to reset the Cyberload system to its main menu? if anybody else knows, please let me know...

--------------------------------------------------------------------------------------------

(Option D)

Alter Baud Rate. [348]

The Baud rate is the rate at which the data is saved to the tape, the lower the number the faster the save, but as you can see the results below.

201 Baud 74 tape counter [not reliable]

320 Baud 106 tape counter

340 Baud [Default] 113 tape counter

450 Baud 138 tape counter

--------------------------------------------------------------------------------------------

(Option E)

Master a Cassette.

This is the part you will have to spend the most time on, and I will give you a tip, you will need

1-A piece of paper

2-A pen

Reason being, whilst you are entering the details for mastering the tape get one thing wrong, and you can't go back, and that is a bit annoying when you have reached the last part....

All figures that are entered are in hex, i.e. don't enter 2048, enter $0800

Also plan it out on the paper; for example, when you want the screen switched off, you want the music faded out? Do you want the border colour to flash to indicate loading? Do you want a pulsating sprite to indicate loading? Do you want the scroller to stop? You want the plain text screen re-displayed? You need a sub-routine executed (bearing in mind this subroutine will have been pre loaded by a previous part). You want the Cassette Motor to stop during executing of the subroutine? (Which would be if a part you have loaded was a small demo, you wouldn't want the tape to carry on, and the loaded miss some of the important data)

Also, please remember one of the parts will be loaded from $C000 - $C800, all your loading parts will be in manageable chunks.

Remember below the key things.

1) $c000 - $c800 Last part to load, always make sure if your code uses all the c64 memory, that this bit is last.

2) Should Screen be switched off?, you are needed to know this, you load code into the screen memory, it will look messy.

3) Should the Music Have Faded out?, you load data over the music player, and bang it all locks up, remember fade music, then load over where the music was.

4) Should the Scrolling Message Stop? Why scroll the message if the screen is blank, or displaying something else?

5) Should IT Redisplay the Text Screen? Finished with ya picture, just have text now!

6) Should a subroutine be executed? You want that picture displayed; you need the routine to do it.

7) Should the Cassette Motor Stop during Execution of the subroutine? Well it is a matter of choice this one!

8) Is this subroutine a foreground program? 

9) Do you want the border colour to flash to indicate loading? Classic, but you can have a sprite too? You want both?

10) Do you want a pulsating sprite to indicate loading? Classic, but you can have a border flash too? You want both?

11) Do you want music playing?

--------------------------------------------------------------------------------------------

Here is a typical run to mastering a cassette.

Press "E" to Master a Cassette

You will be asked to "Enter Cassette Name?" this is the name of the cassette, Example "G & G" (I’ll use Ghosts and Goblins for a name ( )

You will be asked "Is a text screen required?" this is the 40 by 24 screen that will be displayed whilst loading.

  If you choose "Y" you will be asked for the name of the file that you saved out in (Option A)

   (My Choice was SCREEN for my filename, as it was saved on disk)

You will be asked "Is a scrolling message required?" this is the message that will be scrolling on the required line

  If you choose "Y" you will be asked for the name of the file that you saved out in (Option B)

   (My Choice was SCROLL for my filename as it was saved on disk)

You will be asked "Scroll which line (1-25)?" What line you want the text to scroll on? 

   (My Choice was 18)

You will be asked "Speed of scrolling (1-7)?" How fast you want the message to scroll?

   (My Choice was 3)

You will be asked "Should the entire screen be shrunk to 38 chars (Y/N)?" enter your requirements.

   (My Choice was Y)

You will be asked "Enter Colour of Message (0-15)?" this is the normal commodore colours.

   (My Choice was 3)

You will be asked "Do you want to border colour to flash in order to indicate loading (Y/N)?" enter your requirements.

   (My Choice was Y)

You will be asked "Do you want a pulsating sprite on the screen to indicate correct loading (Y/N)?" enter your requirements.

   (My Choice was Y)

You will be asked "X position of sprite (DEF=24)?" This is the location of the pulsating sprite, pressing enter will give it the default value of 24 on the x

   (My Choice was 180)

You will be asked "Y position of sprite (DEF=229)?" This is the location of the pulsating sprite, pressing enter will give it the default value of 229 on the y

   (My Choice was 200)

You will be asked "Do you want music playing (Y/N)?" this is the music to play whilst the data is loading.

 If you choose "Y" you will be asked "Name of Music File?" which you specify the name

Then you will be asked "Address of Music File?" This is the location where the music will load into (bearing in mind, a lot of music players aren’t relocate able

  You will then be asked "Start Subr. Address?” this is the initialisation address, i.e. the address that resets everything before you call the music play routine
  You will then be asked "1/50th sec Subr. Address?" this is the location that will be called to play the music whilst the data is loading

Then you will be asked "After loading [musicfilename]:-" 

  Should Screen be switched off (y/N)?    (My Answer N)

  Should the scrolling message stop?     (My Answer N)

  Should it redisplay the text screen?    (My Answer N)

  Should a subroutine be executed (y/n)?  (My Answer N)

Then you will then be asked "Name of Next file?"

From this point on the questions (and above) an order will all depend on your requirements, Question followed by Answer

Q) Name of Next file?                                                                

A) PART1

Q) Load address of File?                                                            

A) $0801

Q) Is this file the last one (Y/N)?                                                  

A) N

Q) Does it load over the $0800 - $1000 Area of memory (Y/N)?                    A) N

After loading PART1:-

Q) Should the screen be switched off (Y/N)?                                          
A) N

Q) Should the music have faded out (Y/N)?                                            
A) N

Q) Should the scrolling message stop (Y/N)?                                          
A) N

Q) Should it redisplay the text screen (Y/N)?                                        
A) N

Q) Should a Subroutine be Executed (Y/N)?                                            
A) N

Q) Name of Next file?                                                               

A) PART2

Q) Load address of File?                                                             

A) $2001

Q) Is this file the last one (Y/N)?                                                  

A) N

Q) Does it load over the $0800 - $1000 Area of memory (Y/N)?                   A) N

After loading PART2:-

Q) Should the screen be switched off (Y/N)?                                          
A) N

Q) Should the music have faded out (Y/N)?                                            
A) N

Q) Should the scrolling message stop (Y/N)?                                          
A) N

Q) Should it redisplay the text screen (Y/N)?                                        
A) N

Q) Should a Subroutine be Executed (Y/N)?                                           
 A) N

Q) Name of Next file?                                                                

A) PART3

Q) Load address of File?                                                             

A) $4001

Q) Is this file the last one (Y/N)?                                                 

A) N

Q) Does it load over the $0800 - $1000 Area of memory (Y/N)?                 
A) N

After loading PART3:-

Q) Should the screen be switched off (Y/N)?                                          
A) N

Q) Should the music have faded out (Y/N)?                                            
A) N

Q) Should the scrolling message stop (Y/N)?                                          
A) N

Q) Should it redisplay the text screen (Y/N)?                                        
A) N

Q) Should a Subroutine be Executed (Y/N)?                                            
A) N

Q) Name of Next file?                                                                

A) PART4

Q) Load address of File?                                                             

A) $6001

Q) Is this file the last one (Y/N)?                                                  

A) N

Q) Does it load over the $0800 - $1000 Area of memory (Y/N)?                 
A) N

After loading PART4:-

Q) Should the screen be switched off (Y/N)?                                          
A) N

Q) Should the music have faded out (Y/N)?                                            
A) N

Q) Should the scrolling message stop (Y/N)?                                          
A) N

Q) Should it redisplay the text screen (Y/N)?                                        
A) N

Q) Should a Subroutine be Executed (Y/N)?                                            
A) N

Q) Name of Next file?                                                                

A) PART5

Q) Load address of File?                                                             

A) $8001

Q) Is this file the last one (Y/N)?                                                  

A) N

Q) Does it load over the $0800 - $1000 Area of memory (Y/N)?                
A) N

After loading PART5:-

Q) Should the screen be switched off (Y/N)?                                          
A) N

Q) Should the music have faded out (Y/N)?                                            
A) N

Q) Should the scrolling message stop (Y/N)?                                          
A) N

Q) Should it redisplay the text screen (Y/N)?                                        
A) N

Q) Should a Subroutine be Executed (Y/N)?                                            
A) N

Q) Name of Next file?                                                                

A) PART8

Q) Load address of File?                                                             

A) $c801

Q) Is this file the last one (Y/N)?                                                  

A) N

Q) Does it load over the $0800 - $1000 Area of memory (Y/N)?                 
A) N

After loading PART8:-

Q) Should the screen be switched off (Y/N)?                                          
A) N

Q) Should the music have faded out (Y/N)?                                            
A) Y

Q) Should the scrolling message stop (Y/N)?                                          
A) N

Q) Should it redisplay the text screen (Y/N)?                                        
A) N

Q) Should a Subroutine be Executed (Y/N)?                                            
A) N

Q) Name of Next file?                                                                

A) PART6

Q) Load address of File?                                                             

A) $a001

Q) Is this file the last one (Y/N)?                                                  

A) N

Q) Does it load over the $0800 - $1000 Area of memory (Y/N)?                 
A) N

After loading PART6:-

Q) Should the screen be switched off (Y/N)?                                          
A) Y

Q) Should the scrolling message stop (Y/N)?                                          
A) Y

Q) Should it redisplay the text screen (Y/N)?                                        
A) N

Q) Should a Subroutine be Executed (Y/N)?                                            
A) N

Q) Name of Next file?                                                                

A) PART7

Q) Load address of File?                                                             

A) $c000

Q) Is this file the last one (Y/N)?                                                  

A) Y

Q) Does it load over the $0800 - $1000 Area of memory (Y/N)?                 
 A) Y

Q) Execution Address of Program                                                      
A) $0810

Q) Should the entire machine be initialised before execution of the program (Y/N)?   A) N

Then you will be told to. 

"Insert original disk and prepare master tape then press any key"

You will need the disk with the files in your disk drive, and a tape ready for mastering in your c2n. Then press a key

You are told to "Press Record & Play on Tape". Do so.

The tape will start to be mastered, and as the tape will be going along, telling you what part it is writing to the tape, it will ask you to "Press a key to save the file..." which you need to do until the tape has been completed.

The Saving Order is normally (and in my case)

SCREEN (The 40 by 24 screen)

NEWTEXT (The scrolly message)

[musicfilename] (The Music)

PART1

PART2

PART3

PART4

PART5

PART8

PART6

PART7 

You will then get "Master copy completed" "Do you wish to save another copy?" 

Upon pressing "N" you will be returned to the main menu

Upon Pressing "Y" you will be shown all the statements again, the pressing the key section

Also you will find that having all this info down on the paper, or even if you are using an emulator to test before you actually master the tape type it in notepad, you can easily go through the whole mastering without looking at the screen =-)

--------------------------------------------------------------------------------------------

Option F

Save Multi-Part Files

This option basically, you pass it the file names, and the load location, and it stores them on the cassette (I think, as I ain't actually done that bit yet!)

--------------------------------------------------------------------------------------------

Option G

Return to Basic

Does what it says on the tin, re-run the program to get back into it

--------------------------------------------------------------------------------------------

Ok, just to prove things work, you will find an example tape in the archive, this is a demo, or should I say a cracktro (if that is what you call it) years back, I ain’t changed anything, I just used it to create an example.tap from Cyberload to prove it can be done…

So this is what I did…. (ok, I changed the screen and scroller on Cyberload to be a bit up to date, but the demo itself is the same code from 1990’s….) and all this is done on WinVice, as I ain’t got my C64 set up at the moment..

I loaded up the Cyberloader for $E000

Pressed “E” to master tape..

Cassette name was “INTRO” as that is the example I’m doing… My intro.. (
Is a text screen required….. I answered “Y” as I have one..

Name of text file = “SCREEN”

Is a scrolling message required…. I answered “Y” as I have one of those too..

Name of message file = “SCROLL”

Scroll which line (1-25) ? I choose 18, as the screen I’ve previous loaded, has a nice gap at line 18 for the scroller to scroll through.

Speed of scrolling (1-7)? I chose 2, well I don’t want it going past too quick.

You will be asked "Should the entire screen be shrunk to 38 chars (Y/N)?" enter your requirements.

I choose “Y” as it looks a bit nicer having the whole screen shrunk than just the line of the scroller, but it definitely a personal choice. 

You will be asked "Enter Colour of Message (0-15)?" this is the normal commodore colours.

I seem to stick with 3, seems to work for me.

You will be asked "Do you want to border colour to flash in order to indicate loading (Y/N)?" enter your requirements.

Well, “Y”, you wanna see things happening…

You will be asked "Do you want a pulsating sprite on the screen to indicate correct loading (Y/N)?" enter your requirements.

Well, “Y”, again, looks cool, a throbbing sprite on the screen

You will be asked "X position of sprite (DEF=24)?" This is the location of the pulsating sprite, pressing enter will give it the default value of 24 on the x

180, was my choice, as it sticks it pretty much in the middle

You will be asked "Y position of sprite (DEF=229)?" This is the location of the pulsating sprite, pressing enter will give it the default value of 229 on the y

200, was my choice, as it sticks it just below the scroller

You will be asked "Do you want music playing (Y/N)?" this is the music to play whilst the data is loading.

 If you choose "Y" you will be asked "Name of Music File?" which you specify the name, I’m using a tune from “Elite” you may recognise it, you may not.

Then you will be asked "Address of Music File?" This is the location where the music will load into (bearing in mind, a lot of music players aren’t relocate able), I used the load address of the music, I used SIDPLAY2W to get this information.

  You will then be asked "Start Subr. Address?” this is the initialisation address, i.e. the address that resets everything before you call the music play routine. I used the start address of the music, I used SIDPLAY2W to get this information.

  You will then be asked "1/50th sec Subr. Address?" this is the location that will be called to play the music whilst the data is loading. . I used the play address of the music, I used SIDPLAY2W to get this information.
Then you get….

Then you will be asked "After loading [musicfilename]:-" 

  Should Screen be switched off (y/N)?    (My Answer N)

  Should the scrolling message stop?     (My Answer N)

  Should it redisplay the text screen?    (My Answer N)

  Should a subroutine be executed (y/n)?  (My Answer N)

Then we hit the separate parts…….

Now an easy way to create the parts, if you choose to use my way….I loaded the whole thing into the c64, whilst having an Action Replay installed (on WinVice), then I created a new .D64 file, and just did (from the monitor, after freezing)

S “part1”,8,0801,1000

S”part2”,8,1000,2000

S”part3”,8,2000,3000

Etc

Etc

Then you have all the parts chunked up, but you must know the sys to run the program (or the G command from within the monitor)

Then the next few questions you get from the screen, and pretty much self explanatory...
All you have to remember is the 2nd to last part that you load, you want to be switching the screen off, and silencing the music…..but again, it is how you decide to do it. It is all common sense, you want to switch off the screen, if the next part you will load, will load over the screen, or the part your loading, loads over the music player routine…. Other wise you’ll get a hang up……

Hope all this makes sense…… any problems, drop me an email, if I can help, I will...
Regards

Trooper/OSG….. AKA Paul….

Cyberload ©???? John Twiddy V2.5


Docs typed by Trooper (2007)


contact me via email @ trooper_osg.g@ukonline.co.uk or


via irc at #osg on uk.ircnet.org





Thanks to TOMSK for Prodding me into to releasing this.











