KARTRIDGE

™

COPIES CARTRIDGES T0O BISK!

% 0% 0% % % % % % % % % % 0% 0 O 0 ¢
’00.“.“.“.“.“.“.“.“’“.“.“.“.“.“.00.

WORKS WITH 8K or 16K CARTRIDGES

INTEGRAL RESET SWITCH

OPTIONAL EXTERNAL RAM ALLOWS "UNTOUCHABLE"
MEMORY EXPANSION ;

SIMPLIFIES CRACKING CARTRIDGES TO OBTAIN
CODE FOR ROM BURNERS

Some cartridges require external RAM nct
included in this package.

From: www.c64copyprotection.com
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KARTRIOGE KAACKER

GENERAL DESCRIPTIGN

The Kartridge Kracker (KK) system is designed , to
allow the user to copy the contants of any 8K or 18K
cartridge to disk. This is implemented through the
ability of thne KK board <to prevent autorumning of
cartridges.

FEATURES

rual contraol of CB4
. AAM socket tilted for

Cartridge control switches allow
hardware memory configuration lin
easy switch access,

RAM socket allows use of 8K or 16K VIC style RAM expanders
For '"ROM EMULATION" on programs which do not operate 1in
normal C64 RAM space.

AESET switch is intagral thus eliminating the need for
soldering ard drilling your computer.

Simplifies transferring of
burners.,

cartridge contents to ROM

OPERATING INSTRUCTIONS

As may be expected, the hardest part tc using the KK will
be in the actual ‘'cracking'" of the cartridge as this
requires a little detective work on your part. This
involves finding out the size (8K or 16K) and
"configuration" of your cartridge. To simplify matters we
have crovided a step by step procedure for you to follow
but it will help if you are aware of some simple fFacts.
First of all the configuration of memory for cartridges is
controlled by two lines from the computer called Game and
Exrom, If you look at switches 7 and 8 you will see a GM
and am EX on the PC board. These two switches control the
three possible configurations. Next are the twa memary
block select limes on switches 4 and 6. These lines
normally go to the cartridge and allow it to be "selected"
by the computer whem the correct address is sent out by
the microprccessor, The actual blcck locations represented
by these linmes changes under the control of the game and
exrom lines! The efFact of this is that for 8K cartridges
there are actually six possible configurations - three :7
it uses AOML and three if it uses ROMH. Since 16K needs
both 8K select lines (one for each "half" of 16K) there
will be only the three configurations as mentioned
@arliar, Table 1 shows the possible combimations by switch
number for 8K and Table 2 for 16K. The table will be

. e

refered to in the procedure.

- - TABLE 1 - -

TEST = KK SWITCH # COMBINATION
7 8 5} a (Write Down)
1 ON OFF ON OFF 2-6-7
2 OFF ON ON OFF 2-6-8
3 ON ON ON OFF 2-6-7-8
a ON OFF QOFF ON 3-4-7
S OFF ON OFF ON 3-4-8
6 ON ON OFF ON 3-4-7-8

- - TABLE 2 - -
ON OFF ON ON 2-6-7
OFF ON ON ON 2-6-8
ON ON ON ON 2-6-7

wn -

OPERATING PROCEDURE

Make sure computer and all peripherals are turned OFF
before plugging in KK. KK cam normally be left plugged in
with all switches in off position. Computer can be pcwered
up with switches in other tham off position but 1in some
configurations the computer will lock up.

KRACKING KARTRIDGES

With all power OFF and all KK switches OFF, plug
cartridge to be cracked into rear KK slot.

Turn ON computer. Using table 1, set KK switches as shown
under "TEST #1'". Press reset. [If game runs, you have found
out configuration for that cartridge. If game does not
run try TEST #2, them #3 and so on until you find the test
that causes it to run. 0o not forget to press reset for
each test, after setting the switches. One of the six
settings should cause the cartricge to operate. If not it
is probably a 16K cartridge and you should go directly to
that procedure.

After Finding the correct configuration, write down the
numbers which correspcnc teo that TEST#. This will be the
combimation to use wnen running the program in expansion
RAM,

Switch all KK switches OFF, Set switch 8 ON and press
reset, 30719 Bytes free message should appear.

Using informatiorn from acove, if tne combinatiorn starts
with a B tmem Tturm cn switch B. However if it starts witr
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6.

a 4, turm on swisch S,

LOAD "KRAC*",8,1 [RETUAN]. When loaded, type SYS3291
[RETURN], Follow prompts. Ineert pre-formatted disk to
hold cartridge data. NAME should be less than 16
characters - do NOT use guotes.

If you wish to make additional disk backups of this
cartridge, repeat from SYS3291.

NOTE: The cartridge program om your disk is saved with a
starting address of $4000. This is where the KK places
external AAM during Loading. If you wish to load program
into CE4 RAM at other locations you can either change the
load address on the disk with a gisk editing pragram or
use a machine language monitor to transfer the program
from $4000-$6000 to where you wanmt it.

NOTE 2: Some cartridges have other components besides AOM
memory. Theres is no way to duplicate such circuitry
without building a special printed circuit card for each
variation along with associated circuitry. Obviously this
Falls outside the rsalm of capability for this system. At
present the majority of cartridges do not use other
circuitry.

CRACKING 16K CARTRIDOGES

A 16K cartridge is addressed as two 8K cartriadges and
S0 will be saved in two passes. The faollowing procedure
assumes that you have already determined that the
cartridge is definitly a 16K.

With computer power and KK switches OFF, plug in 16k
cartridge.

Turn  ON comouter and using table 2, try each TEST
combination follcowed by pressing the reset buttom until
you locate the combination which causes the cartridge to
run normally,

Write gown the "combimation'" shown corresponding to tre
TEST just performed.

Turn OFF all KK switches. Turn ON switch 8 and cress
reset. 30719 byte ge should ap .
Load "KRAC%'",8,1 then when done, type SYS3291 [RETURN]

*%Turn switch 6 ON. Insert preformatted diskette you wisn
to use to save cartridge on.

Follow promot. Far NAME use 1 Followed by program name to
indicate First nalf, Do NOT use quotes. Total lenmgth must
less than 16 characters. Example 1GAME

When done turn OFF switch 6 and press RESET. Then turn on
switcn S.

o —

e

Tyce SYS3291. KK title snmould appear, i1f mat then reloag
ie,

Follow oromots. Use 2 in front of mame tao indicate second
half. Example 2GAME

This completes 16K cracking procedure. You mow have two
"halves" of the program. B8oth will be loaded to $4000 and
and at $6000. When using XK external 16K RAM they will be
routed to the correct location by the RUN procedures., I[F
attempting to AUN inm CE4 AAM you can either change the
load addresses using a disk editor or transfer the
orograms a half at a time to the corresponding C64
location,

LOAﬁING-RUNNING KRACKED PAOGRAMS

This section covers loading and running 8K and 16K
prdgrams using an external VIC style AAM (block switchable
8K or 16K -Note 16K cartridges cannot be rum im 8K RAMs)

Switch all KK awitches OFF, Press reset. Turn ON switches
1 and 9. Set extarnal AAM card so that 8K RAM is in block
1 as identified by RAM manufacturers imstructions.

Press reget. 38911 message should appear. Load Kracked
program from disk using "prg name",8,1 Format,

When done loading switch #9 OFF, For 8K cartridges, go to
step 4, -== For 16K do not change KK switches yet. First
switch first half of AAM out of block one and switch
second half inta block ome then repeat step 2. When OONE
switch 9 and 1 OFF. Next switch first nalf of RAM into
olock one, second half into block 2. NOTE It does not
matter which nalf (8K section) of the external RAM is
considered First half or second half. Just pick a side and
stick to it! .

Turn on switch combination that you wrote down for the
cartridge you have just loaded. Press reset and the
program will AUN! NOTE: It is a good idea to use
combination as part of program name so you have it in your
directory at all times.

USING CE4 RAM

This informatiom is imtemded For those inclined ta
experiment with the use of intermal RAM to run xracked
cartridges. You should be aiertec to the Fact that this
is one of the aimplest things Far a cartridge manufacturer
to prevent and so many cartriages may mot run in internal
AAM. (One of the easiest ways to prevemt use of RAM is to
use 'a routinme in the cartriage orogram which tries o
erase itself inm part or whole. [F the program is in AOM or
write orotected extermal RAM, it carmnot bHe erased or
changed. However if it is im inmternal C64 AAM of whisrm you
have nao caontrol of the read/write lines, it will be srasea
or destroyed by such a routinme. For this reason tre
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process of usimg  imtermal RAM is  irmteresting but raraly
effective. For competent machine language programmers,
these protection routines coulcd be locatea and taken out.

To effectively handle kracked cartridge use in CE4
RAM  you will need to obtain and learn to use a monitor
progrsm. The monitor should be able to reside under $8000
and not in the $4000 to $6000 block.

The method you will follow should begin by looking
for the cold start and warm start addresses at the
begining of the program. Load the program as well as a
monitor and look for the cold start and warm start
address. Remember the KK cartridge will imitially load to
$4000 in your CEBE4 AAM and the first two bytes will be the
cold start address in standard 6502 LO byte HI byte
Format. The second two bytes at $4000 ($4002 § $4003) will
be the warm start address. Write these down then transfer
the program to its normal resident address. Typically the
rormal resident location of the cartridge will be $8000 or
$A000 or possibly $EO00. The cold and warm start addresses
should give you s clue to this.

METHODO ONE. On some programs after transferring
you can simply SYS to the warm start or in other cases the
cold start address. FRemember that if you are using SYS
that you need to first convert the hex value you obtained

for the warm and cold start addresses into decimal. If
you use a monitor program to make the transfer, it is
usually easier to use the Go command of the monitor. I
all Ffails, you may be encountering some form of
protection,

METHOD TWO... If the location is $A000 or $EO000 you
will need to disable the ROM in those locatioms before
tryimg to execute a program at that address. This can be
done by changing the byte at $0001. For disabling BASIC
($AD00) change 30001 to $36. To disable both BASIC and
KERNAL ($A000 anc $EQ00), change $0001 to a $35. Aemember
that any monitor <that uses KERNAL or BASIC would be
disabled by this. 'In other words a basic POKE will work
but will also cause loss of control. The most certain way
to mainmtaim control is to use your own machine routime to
do this. After disabling thme AOM concerned, you can try a
SYS or press reset, QOon't forget <to previously load and
transfer the program to the normal resident address!

METHODO THREE... Ancther possibility to experiment
with is to set the KK switches 7 and 8 to the
configuration normally used by the cartridge AFTER First
loading and transferring the oprogram to the resident
address. After getting everything set up you will usually
have to use the reset switch as you may not have control
of the system. (Depermas on setting of 7 and 8)

As stated earlier there is not a foolproof way of
rumning in C64 RAM due to the many variables and possible
protection metnods. Your best bet is to experiment as much
as you cam ang even try combinmations cof the above methods
as they may apoly.

Jrce ycu ~ave dJdeterminec the method For a carticular
cartridge, you will Finma it nelpful ta madify the ciskecte
load acaress so that the program will load directly to the
resident address and not require tranafer Ffrom $4000.
Products such as “"The Software Protection Handbook'
provide disk editors and programs to identify starting
Track and Sector for use in modifyimg "load to" addresses.
In general, the procedure is to idemtify which track and
sector contains the First block of the cracked praogram and
then use a disk editor to change the bytes which comtrol
the "load to" location.

BURANING PROMS

One of the unigue advantage of '"Kracking" cartridges
is that the xracked cartridge program recorded on the
diskette is by nature ready to be "burred" in a
orogrammable read only memory. Anmy commercially available
PAOM programmer box that plugs into your C64 should be
acle to handle this. Although the specific details of use
will vary fFrom one burner to another the general icea is
the same. This is to download the kracked cartridge to zhe
PROM burner unit then follow the burmers instructicns on
burning the PRAOM! Once again keep in mind that the kracked
program is addressed at $4000. With the burmed PRAOM, this
will maxke no Qifferemce as it is an 8K block and can
reside at any 8K block location. Normally the cartridge
wiring itself will determine where the cartridge resides.
In the case of 16K cartridges you will need to icad half,
transfer it to the burmer them load the other nalf andg
transfer it to the burner (assuming your burmer can handle
18K PROMS).

Although the cost of PROM and blank cartridge may
total around $15 there are some programs which you may
feel important emough to back up this way, If you den't
own a burner and don't expect to use one enough to justify
the cost, you may be aple to get some help from a local
user group.

WARRANTY

This praoduct is warranted by the manufacturer to be frese
Ffrom defects and materials fFor a period of 30 days Fram

date of purchase. No other warranty is expressed or
implied. The use of this product should be by someorne of
agequata technical experience, Neitrer the manufacturer

mor it's agents can assume any liability for incigenmtal or
consequential damages that may arise out of use cr misuse
of this product.

o sk WARANING % == 3

Fajilure to Follow inmstructions or procerly irmstall this
accessory may present a hazard to person and orocerty.

Copyrignt 1984 PSIDAC USA



KARTR IDGE KRACKER

NOW you can own this unique and powerful
too! which will allow you to dump the
contents of 8K and 16K cartridges onto
disk!! But whats really great is that you
can also RUN the cartridges programs
without pluggltng Ip  the cartridge! The
KRACKER gets YOU [NSIDE the cartridgey

Put all your Ffavorites on disk and get
rlgstor T theswcllucters This package
_provides you with the software and
hardware needed to get started. Program
on disk  nhcludeds. ( Some cartridges
require use of external RAM not included)

MADE IN THE USA
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KARTRIDGE KRACKER ERRATTA

INSERTS

General description add:
The KK system is provided with
the KK circuit board, and the
KK disk conmtaining the i
program plns a  free public
domalm monitor program which s
orovided for trose who wish  to
do more experimenting with the

Jata contalned 1n the ROM
cartridges. Use of the system
requires a user supplied 8K or

1EK RAM expander of the VIC &
variety. (Not included)

Mracking Hartridges step 8
change ta read: Using

combination from above, if  the
second digit is a & then turn
on switch 6. However, if the
second digit is a 4, turn  on
switch § {(five).

Hracking HKartridges step &
should read: LOAD "KAR*",8,1
T LRETURNI. ....

Loadirng-Rurming Kracked
Fyograms step 3 sentence  orne:

whern done  loading, switch #3
and #1 OFF.

Loading-Running Kracked
Frograms step 3 add after “then
repeat step twdﬁ for the second
half of the cartridge saved on
disk (2GAME).

LUSING Ce4 RAM

Irsert at begirming: Note: It
15 only possible to vun a  few
cart=i1dges in C&4 RAM without
Some modification o f the
program  code, and even this
requires some familiarity with
machine language and use of
editor assemblers. A  monitor
and a brief set of i1nstructions
13 proavided onm the disk  for
this purpose.
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