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INSTALLATION AND "EASY" MODE
OPERATION

1.

Connect as shown the two separate parts found
in GAME DOCTOR SF 7(GD7 hereafter) package
(Note that a proper connection between the male and
female ports is essential for the operation). Then
insert the male port of GD7 on to the SNES game
machine. Connect GD7 with a power adaptor(Not
included: DC10V,1.5A, centre point negative). Then
insert an original SNES game cartridge on the top slot
of GD7 (game cartridge facing the right side of GD7).
Installation is then completed.

#+* [f you have purchased the special CD
System for use with GD7, please remember : (1)
connect CD Drive with a printer cable (packed with
the CD Drive) from the port of CD Drive (If the
model you used has two ports, please connect 10 the

port marked "To PC" ) to the related port on the back
side of GD7. (2) Apply the power to the CD Drive
and put it "ON" first, then apply the power (o GD7. In this sequence for ensure GD7 to control
the CD System well.

A "Chinese"(or  other
language) mode is set at default.
When "R" button is pressed
while turning on SNES, a
"Menu" mode will be called up
instead. GD7 will return back to
its "Chinese” mode next time.
To change language mode,
simply go into the "Menu" mode
and select "Set System” in the
"Utility" column, To change
default to "English".

In "Easy" mode, refer to

the following for the selection of
actions:

(1) When there is no diskette inserted when switching on SNES, refer to (2) below. If a
diskette is already inserted, GD7 will automatically search for a Game File, which filename
starts with "SF" and ends with "A" or " "(space), to LOAD it in GD7'S memory. The game will
then be played in "normal" mode. To change diskette for multi-disk game, simply insert a
desired diskette with an identical file (eg:SFXXXXXB, SFXXXXXC...etc). GD7 will prompt
you to "Please change disk...". The game can be played once the reading is completed.
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**+ If "Select” button is pressed during changing er inserting of diskette, then refer to {2) below (Prassed
"Select” + "Start” button during reading of data to stop the process).

) GD7 will automatically search for and execute any stored Game File (filename that
ends with either "A" or " *) in a queuing manner. If there is none, refer to (3) below.

Pressed "R'Button?
< oy ,x . %

Mo

Full Function
S Operation
' 2 Times Slow
nserted Game Cartridge 172 [Mation On/Off .
Start + 'R SLOW
mﬂt:‘- O 4 Times Skow AR
174 Motion OniOf
Start + 1 SLOW
Mo =
Inserted Game Disk?
Yes
( Read Game Disk )
(ReadDone |

(3) GD7 will start the game found in external game cartridge in "Normal" mode. If there is
no game found in cartridge, the monitor will display "Insert Disk Please” and back to (1).
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o "Easy” mode, a regulation of "Waiting for 3 Second” should be ohserved to lot GD7 leading different
games to a suitable memary unit, when you chosse to play the game from the disk or even from different memary
unst, you can easiy use the "X" or "Y' buttan to choose the unit which placed your favourita games, wait for
about 3 seconds to play the game directly. The gperation is: during this 3 seconds, if you press "X” or "¥" button
to choose the memory unit or press the cross (+) buttan to chovse different game in the disk screen will lreep
showing "37(3 second). If no operate during this 3 seconds by pressing the "X" V" or cross (+) butten, GD7
will automatically down count to zero second and execute the Joad disk or run game procedure,

(7 )

[ 2 it i A
Game DoctorSF 7  v7.0
| |PPlayGame PlayDisk Utility
s
R o
i Ecﬁﬁ“;\:\:;
e
¥Y=DOWN, X=UP (AM X 04 UNIT) _
A 4 o
i B :
i ;i{f )
s

Note: While in the "Easy” mode, all games will run in "Normal” mede. You can however press "A" button
before play game to change to "Super Mode” Not all games are suitable with "Super Mode”, some games when
applied 1z “Super mode " will canse a distorting display. A resolution is to reboot SNES. This I applicable to games
stored in cartridges, diskettes or the reserved memary in GD7.
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z. MAIN FUNCTION AND USAGE

GDT is primarily a game-enhancing device. When your game is played with GD7, you will
be equipped with slow-motion(with speed selection) and unlimited-lives (termed as "Save")
features.

GD7 is also a game cartridge emulating system. lts internal memory (comes in 32M Bit,
extendible to 64M or 128M Bit) and complicated electronic network enable emulation of most
hardware functions of Super Nintendo (SNES) game cartridge. GD7 allow the player to enjoy
the following special function:

@ Back Up

With appropriate consent from relevant copyright owner(s), players can duplicate
software from a game cartridge and back up in GD7's internal memory - just like dubbing a
TV program into a video tape. Game program stored in GL7's internal memory can be
duplicated into 3.5" disks for standard personal computer, Vice versa, game programs
previously been duplicated or produced in a 3.5" disk can be read into GD7's internal
memory,

*That means GD?7 carries not only hardware functione of eame cartridges but also one
or more game softwares, so GD7 functions like any game cartridge.

@ Uninterrupted DRAM-data Retention

All game programs/data store in GD7's memory will be saved upon shut down of the
game machine. Each time you start, pick your own favourite game without the need to load
games. Convenient and allows diskdrive to last longer. Please note continual power supply
to GD7 1s essential. This product complies with energy saving and will not lead to energy

wastage.
@ Function of Multi-game in one A i=s - =~ —[16M]
GD7's internal memory comes with 32M with four memory |5 424

units A~D (8M Bit as | unit). Players can expand memory to
A~D eight units total in 64M Bit by inserting a 32M Bit memory card (1f you purchase GD7
basically in 64M Bit, it can be enlarged to 128M Bit with unit A to Unit P by insert a 64M
Extension Card into GD7's bottom slot).

Players can enter game software (8M or less) into each memory unit. UDR function
allows high flexibility to choose game in any units.

@ Super Game Helping Functions

Players can enjoy "slow motion" and "save screen" function during playing a game.
You can go back to the saved screen for a re-challenge afterwards. These functions help vou
to explore new challenges and break endless records.

Software game program from game cariridges can be duplicated into GD7's memory
and can be altered freely. Just enter alteration codes provided by magazines to alter game
programs to get super features such as unlimited lives, unlimited weapons, indestructible
capability and unlimited challenges.
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In most cases when game programs are backed up or duplicated into GD7's memory,
GD7 will be capable of sourcing and displaying the original game names. This feature
enables you to choose conveniently your own favourite game while using the function of

multi-games in one.

3. OPERATING INSTRUCTIONS OF MENU
MODE

“A1 gperations are controlled By the Jeypad (1) of SNES

- Left and right touch button of the Cross (+)
direction pad can control the left and right
movement of the cursor.

- Up and down touch buttons of the Cross {+) pad O o i Slow
allows: Controlling the up and down Motian On/Of
movement of the cursor. Changing of

alteration codes, numbers and English letters. 2 Times Slow
Motion On/Off

L1} n - 1 S ‘LI
Press "A" button once for confirmation of i

"YES" or entering completed instructions.
g p

Press "Select” button once when you want 10
skip a selection to the next during operation.

When you want to halt or cancel during the Select + 'L

process of loading; writing or formatting, press
both buttons "Select” and "Start" simultaneously until the operation ceased and the disk
drive's light off (this halting and cancellation procedure is safe and will not destroy the

disk).

Use the"X" and "Y" button to adjust pointer for selecting among memory units at the
bottom screen. Each time the button is pressed, pointer will move to the upper or lower
TOW,

4. THREE MAIN FUNCTIONS AT MENU'S
UPPER SCREEN

A) PLAY GAME (Press"A" button while triangular cursor points at this function)

@ Normal Mode: Indicates normal game play. Pointer at bottom screen among memory
units determine the game being entered. Game exceeding 8M must be stored
consecutively into 2 or more memory units. Pointer points at any memory unit can run

the game.

@ Super Mode: Indicates allowance to play games with helping functions - slow motion,

save screen and restoring saved screen functions. For 4M games, the spare 4M in the
8M memory unit can store the saved data to be restored. The same applies to spare
memory spaces for 10M or 12M games. But for games without any spare memory(like

8M or 16M game occupies entirely | or 2 memery units), when “select’ and "R’
buttons are pressed simultaneously to do "gave”, the next memory unit will be
automatically occupied and termed as "--SAVER DATA AREA--". Hence, only 32M
game will be prohibited for save screen and restoring functions with a 32M RAM of
GD7, just slow motion function can be chosen.

**()PERATION METHOD UNDER SUPER MODE**

Game DoctorSFZ  v7o
PPlayGame

- SAVE SCREEN Press & N

"Select” button and
"R" butlon

simultaneously. : ;
Screen will be #Nn?h’vé .ﬂd’: :

darkened for approx. ‘Mode
Game

e i :
de. . .
o c'%%??--

S 5

1/2 sec and then turn iy
back to normal for r
confirmation of game :
playing. .

Y=DOWN
- RESTORING A Zidilal

SAVED SCREEN
Press "Select”" button
and "L." button
simultaneously. Screen will be darkened for approx. 1/2 sec and then go back to saved
sereen for re-challenges.

- Four TIMES SLOW MOTION Press "Start" button and "L" button simultaneously.
Repeat step for back to normal speed. Screen will garble in some games - then use
FLASH SLOW MOTION.

- Two TIMES FLASH SLOW MOTION Press "Start” button and "R" button
simultaneously. Repeat step for back to normal speed.

Nete: Some games when applied "Super Mode” will cause a distorting display. Slew-motion
feature i also not applicable to same other games. It is suggested that "Normal Mode™ should be
applied when playing such games.

@ Modify Game: To enter alteration codes provided by magazines to alter game
programs in order to gain unlimited lives, unlimited weapons, indestructible capability
and unlimited challenges. Using the left and right button of the cross (+) direction pad
to control the movement of the cursor and using the up and down touch buttons to
change the codes (or pressing "X" button to enter "X" code). Press "A" button to
complete the operation. Then the screen will display three original codes for reference.

@ Revival Code: Some games will be stopped(screen don't move or black) after you do
the "Load" operation in Super Mode; or the music/special sound effective disappear, or
stop at the next screen after challenge. To solve this problem, you can enter the five
characters "Revival Code" republishing in game magazine or you can enquiry the game
agents, Operate similar to "Modify Game” (For example: "Street Fighter Il Turbo”, the
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code is 01CAD). two disk files (or SEXXXX.1 and SFXXXX.2), both files must be read separately into 2 '

Note: Not all games bave a related Revival Code, the Game could be down by entering a Wrelg consecutive memory units. Otherwise, play game may become abnormal or machine
el may even be down. This may destroy GD7's internal memory data and it is then

necessary to start the machine and load game again.

@ AUTO IN CODE: automatic modify game program with alteration codes. If you wish

to use AUTO IN CODE (AlL) to modify game program, Yoo need to input W “hiod ( Game Doctor SFZ  v7.0 ‘W
iFlayDiSk

"SEGMCODE.D00" file into the SNES game machine by "LOAD GAME" option Game" in processing

before use AUTO IN CODE, If there is no such a file, "NO DATA" will show. This file it w_ﬂl ‘-'.‘-_ht?.‘ﬂ]'_{ if there is
is available for sale. It may only contain a limited number of game alteration codes. " dml'." m_d“:r’kdmﬂ' l_f _ _
You may, however, add new codes by "MODIFY GAME" and using the "WRITE "hf: disk is inserted, 1t [‘ﬁ:ﬂ ?ﬁﬁhﬁ .
CODE" to write updated data on 1o the original or new diskette. The maximum number will read the game ad 7o save

: '-lfiﬁritsﬁimu-:’;? o
of game is 1023, Number of alteration code lines allowed is 3027 (each line contains 14 from the disk. . Write BRAM
codes).

Otherwise, it will %ﬁ:;:&%:“ .
check the &
After GD7 stored "SFGMCODE.D00" in a designated memory arca by "Load communication port, ) "Y=DOWN,
Game", you may then load your diskette game and use "MODIFY GAME" (some whether it has been *'
games will have say A,B two file. In this case, you should enter each individual code connected to a 'CD
with the pointer pointing to its unit). System' or to a 'PC". If
: , _ : it has been connected
_ Use "MUI]IF'Ti GAME" to enter game alteration codes accordingly with the unit i to a 'CD System', it will show the Model of the 'CD System' and the capacity of the CD
pointer. GD7 will in turn not only modify game program but store the entered codes Disc(if there’s no CD inserted, signal will show); you only need to enter the game
into designated area and shows "Code Stored”. Before commencing of game or shutting number(it should be numberic, for example: 8001 ,3,121,320&2 etc...), games in the CD
down SNES, remember to use "WRITE CODE" to write back the data stored in the could be read two or three times faster than be read from a fioppy disk. If GD7 hasn't
SNES memory into the disketie. Otherwise, the newly entered codes will not be updated . been connected to a 'CD System’
in "SFGMCODE.D00" file. - { s or the power of the 'CD System'
8 is on "OFF" position, it will

.
: R
(BM X 04 UMIT)

The next time you want to load disk to play the same game again, you may first : : : ;
read in "SFGMCODE.D00" using "LOAD GAME". Then use "AUTO IN CODE" to : operate like GD7 1s connecl to a
operate. Doing that will allow GDT to search for the alteration codes of the game as ; ' 'PC', and "Linking" will show,
pointed by the pointer. If searched, it may automatically change the game's contents now you should use a special
accordingly. The display will also show you how many lines of alteration codes are program "TSF3 EXE"(available
being exccuted. If no code is searched, "Code Not Found" will be displayed. (Note: For for sale) and enter the game
games with A and B section, you just apply the above procedure once for unit A). number.

If you are unable to purchase "SFGMCODE.DO0", you may use the following @® Load to BRAM: Many game
passwords to allow GD7 to create an empty "SEGMCODE.D00™: cartridges carry installed battery to keep data in it's RAM (Battery Backup RAM) -

| generally named as BBRAM or BRAM. With BRAM, game program can store data
90000444F43XX1 90003544F52XX1 90006205346XX1 like passed challenges or enemies into BRAM upon continual or game over. Next time

90009204344XX1 9000C000000XX1 9000F 400001 player can sclect "continue" to restore data for playing.

When you nced BRAM in a game, you £an use this operation to read BRAM data
back into BRAM (if you had written the BRAM data for the game into disk beforchand
B) PLAY DISK ' by "Write BRAM" - will be explained in later section). If you want to copy the BRAM
DATA from external game card 10 GDTS BRAM, you just input the code
0005 XXX XXXXX1" by MODIFY GAME).

Finally, use "WRITE CODE" to write on to diskette to get "SFGMCODE.DOO"

@ Load Game: Read game file from disk into the memory unit pointed by the pointer.
Upon completion, original English game name will be displayed in the memory unit
row pointed by the pointer. ' @ Load to Saver: Foregoing instructions mentioned of "Save Screen” and Restoring”

For game exceeding 8M which is separated into SFXXXXXA and SFXXXXXB data qnderlﬁuper Mode. These data can be written into the disk by "Write Saver"(to be
explained in later section). You can use of "Load to Saver" operation to bring hack
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these data next time you want to play the game. 50 you will be able to restore the saved
sereen under Super Mode and play game without having to start from the beginning of
the game.

As mentioned already, saver data are stored in spare memory space of the memory
unit storing a game (like 4M,10M or 12M game). If no spare memory space is
available(like 8M or 16M game), Super mode will automatically occupy the next
memory unit for storing saver data. Before operating "Load to Saver”, press X" or"Y"
button to move pointer to the game unit or "SAVER DATA AREA".

@ Write Game: Duplicale game program in memory unit pointed by the pointer into a
disk(the current assigned number will be used as film name).

@ Write BRAM: Write GD7's internal BRAM data into a disk. During the operation, the
memory unit pointed by the pointer must be saved with a game program(should not be
blank or in a saver data area). While writing into the disk by '"WRITE BRAM' operation,
the first 7 figures of the assigned number of the game plus "BXX" will be used as file
name. "XX" are "00" to "99" which you can select freely by using the Cross (+) pad(if
pointer is pointing to an empty arca, then use "SF.BXX" as filename).

(1f you want to copy the BRAM DATA from GD7'S BRAM to external game card,
you just input the code "1 0006XXXXXXXX1" by MODIFY GAME).

@ \Write Saver: Opposite operation of the foregoing "Load to Saver". This operation
wriles saver data in memory unit pointed by the pointer into a disk. First 7 figures of

the assigned number of the game plus "SXX" will be used as file name. Same as "Write
BRAM'. "XX" are "00" to "99" which you can select freely.

@ Write Code: Write the alteraton codes for modify games collected in SNES memory
into a disk (64K byte length, filename is "§FGMCODE.D00"). Please refer to the "Auto
In Code” section. If the memory is blank, "No Code Data!" will be displayed.

C) UTILITY (Provides duplicated game data and disk operations for selection)

Run Card: Pla -

. . b Game Doctor SF7  v7.o |
game in game » Utility
cartridge inserted m ey
top of GD7. User may mgc
select NORMAL, mb Hin Card ; : i i
SUPER MODE(Slow-  Bamc R Ca
molion: save etc...) or SR File
i o] 3 .. Copy File

'RY MODE(During . Copy Disk.

i Rename File
game time, a press of Self ETeat
"o EQET" Set System ; i

e "RESET" oitton Y=DOWN, X=UP  (BM X 04 UNIT)

will bring user back to | 4

MENU operation). ’é

k” : i

@® Back Up Card: First
of all, volume of game cartndge memory size in terms of "M" (Mega Bit) will be
displayed on screen. Then data from the game cartridge will be duplicated into memory
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unit pointed by the pointer and a GFXXXXXX number will automatically be assigned.
For instance, a 4M game as SFAXXX and an 8M game as SF8X X X(the last 3 numbers
adjustable and are different each time,) If game exceed 8M, the first 8M will
automatically be saved in the memory unit pointed by the pointer. Then pointer will
move to the next row where balance data will be saved. Number for such cases will he
assigned as SFIOXXXXA or SFIOXXXXB for 10M game and SFI2XXXXA or
SF12XXXXB for 12M game.

@ Format Disk: Format new disk or problem disk. 2DD disk can be formatted to 720K
byte (approx. 5.5M bit). 2HD disk can be formatted to 1440K byte (approx. 11.5M bit)
or 1600K byte (approx. 12.8M bit).

@ Delete File: This operation displays file names(50 names at most) first in the disk.
Press "A" button after file name to be deleted has been chosen. Press "Select” button
can release from this operation before pressing "A" button.

@ Copy File: Upon inserting a disk, files in the disk will be displayed on screen. Press
A" button afier a file is selected. The selected file will be read into the appropriate
memory unit (if this file is more than 8M Bit. next memory unit will also be occupied).
After vou have inserted another disk with enough memory spaced, this file will
duplicated into the disk. Display of "OK! NEXT(Y)?" means completion of duplication.
You can duplicate once more by press "A" Press "Select” button to release from this
selection.

@ Copy Disk: Upon insert of a disk. data from the disk track will be read in sequence into
memory unit(s). Then nsert another disk and data will completely be duplicated nto
the disk. Like "Copy File", you can duplicate several copies continuously.

@ Rename File: This operation displays file names(30 names at most) first in a disk 50
that you will know what kind of data are stored in a disk. Pressing "A" button will
activate renaming. Press "select” for quit from this operation,

@ Self Test: Self test of GD7. Check if ROM, RAM and disk drive are working properly.
If there is "ERR"(or all "00M" RAM), contact the agent for enquiry and mamtenance.
Please note that the disk will be used for formatting, writing or reading during this
operation. Hence, a blank disk instead of a disk with stored data should be used for this
operation. Should "ERROR” shows up, try another disk to confirm.(Ensure that no
diskette is inserted before doing self test. Wait for display indication before inserting).

@ Set System: This operation enable you to sel mode to "Chinese”, "English" or
"Japanese” for remark message.

5. NOTES

Since Super Nintendo (SNES) is a highly sophisticated and complication system, when you
restore a saved screen under Super Mode, background music may not come as the same music
when screen was saved(there may even be no music al all). It is better to continue game for a
while when music starts playing before restoring a saved screen.
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Hence. for some games, only the saved screen without music may be restored. This may
lead to instant stop of game or stop of game at pass of a challenge. Machine will not be down
and this will not lead 10 game program destroyed because you can still "restore" back to normal
by pressing ngelect” button and "L" button simultaneously, part of it can be "restore" back to

normal by the Revival Code pre-enter, otherwise, only slow motions ¢an be used.

For some games, it is not suitable use the "Slow Motion", otherwise, the game program will
be abnormal and down the machine.

Not all games compatible with "Slow Motion". When you use "Four Times Slow
Motion"(by press: "Start” button and "L" button simultaneously) to some games, screen would
be abnormal, you can change 0 usc "Two Times Flash Slow Motion"(by press. “Start" button
and "R" button simultaneously) instead. For PAL-Version SNES users, it might be still flash too
much, suggestion is stop 10 us€ the "Slow Motion" for these games.

Additional Instruction I
a) Automatic Display Function of Computer Pictures/Photos

GD7 accepts the picture/photo file of file type "PCX" having 256 points horizontal x 224
points vertical with 156 color numeric (hereafter called "PCX" files). The name of these PCX
files must be denoted as PXXXXXXX PCX". (examples arc "APCX", "823.PCX"
"IMAT74A PCX"; "GDTTITLE.PCX" etc).

In general, the size of one such PCX file is about 50k to 90k byte. One 1600k byte
formatted disk can therefore save 20 to 30 such files.

If game files and PCX files are stored in a same floppy disk, you can choose any one of
them by moving the arrowhead up or down whether you start with "easy mode" or "menu mode".

If vour choice 15 a game file, operation will be the same as in the instruction manual, file data
will be loaded to the memory of GD7. If your choice 15 a pCX file, GD7 will load in
picture/photo data and displaying them simultaneously on the screen using full screen mode. It
will then search the next PCX file for loading and displaying until all the PCX files in the floppy
disk has been loaded.

If you want to load a PCX file from a CD, just input a file name which starts with number
"0" (for example: "q001", "0123", "OBB7".... etc.).

Whether the PCX file is loaded from floppy disk or CD, GD7 will save the file data in its
internal memory while the picture/photo 1s displaying. when the internal mermory is full,
subsequent picture/photo will be displayed only without saving in the memory. The user can
calculate the number of pictures/photos that can be saved by your GD7 as follows:

File quantity = (Mega number of your GD7 - 1) X 2
Therefore, GD7 (16M) can load 30 pictures/photos. GD7 (32M) can load 62 pictures/photos.
GD7 (64M) can load 126 pictures/photos. GD7 (128M) can load 254 pictures/photos.
After all the file data in the floppy disk/CD have been loaded and displayed, GDT7 will
display the pictures/ photos that have been saved again one by one. You can fast
forward/backward using the up/down key, or press the "start" key for periodic display. Normally,
each picture/photo will be displayed for about 4 seconds before turning to the next one. For
example: your GD7 has 16M and there are 58 PCX files in the CD, after all the 58
pictures/phots has been displayed once, only the first 30 PCX files which have been saved in
memory will be displayed consecutively thereatter.
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To stop the display, just press the "Reset” key of SNES 1o bring you back to the situation
before you load PCX files(menu mode/power On easy mode). To get to "menu mode" only. press
"R" key together with the "Reset” key.

As long as the power remains on and a new game has not been loaded or played, you can
type "10003009000341" during menu mode to display the pictures/photos stored in memory
again one by one.

b) To Setup A PCX (Picture/Photo) File for Your GD7

To obtain a suitable PCX (picture/photo) file. a file of picture/photo able be displaved in
PC computer must first be available. The file type is not restricted 1o "pC X", other file types like
"GEM". "TIF", 'IMG' .....etc. are also acceptable.

As the designated horizontal/vertical resolution may vary from file to file, and the colors
available may be different from 256, (can be 16, 64, 512, 2048, 32768, 65536, 1048576,
16777216 ... etc), it is absolutely necessary to use some implement to converl the
horizontal/vertical resolution, colour numbers and file format to the ones which are acceptable to
the GD7 standard of 256x224 resolution, 256 colour number and its specific "PCX" formatting.
These implement or conversion programs exist widely in professional photo design program or
ather special application programs. It is their basic functions that these software programs can
accept source files of different formats. color value, resolution and (o produce files with different
specification needed for particular usages. Lets consider a huge picture file in the photo CD{(can
be up to several hundred K or tens of MB) of a 1024x768 resolution and 16777216 color value,
and of non-conforming PCX formats. Vou must load in this source file using some photo design
program or special application softeare 1o display it on the PC computer's screen, and choose the
acceptable PCX formatting to write back to a floppy disk or CD. A PCX file for your GD7 has
thus been set up.

There are two ways to get a PCX file: 1. you can get it from others. for example, it is given
to you as a free gift with the purchasing of some photo design software. 2. you can scan the
picture or photo {with the scanner) by yourself, or record some picture by your video capture
card. You should take notice about copyright infringement even if it is not for commercial usage.

Note: When you load in the picture/photo data by the scanner, you should try with different
scan density (such as 100 point/inch), brightness, contrasl and so on to find out an acceptable
combination. Many retries and testings may be needed to accomplish this.

Additional Instruction IL Operation of sofware
"TSF3.EXE" for communication between GD"7 and
PC computer

a) Single Command Mode

Example:

TSE3 1 CASF\16023 Load the files C:\SFASF16023A & SF16023B (or SF16023.1 &
SF16023.2) to GD7, and back to DOS for next command.

TSE3 | /DAABC\SF32003 |Denotes loading the game file pointed by the arrowhead on the
GD7 to the PC directory DAABC) using file name "SF32003". If
the game file occupies 32M. it will be stored in 4 x 8M files:
"SF32003A"~"SF32003D".
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Denotes 256K BIT BRAM(32K BYTE) of data is written to the PC
floppy / hard disk from GD7 using the file name "SF4007.B15".
TSF3 | SEGMCODE.D00 |Denotes loading of the golden finger code to the GD7.
TSE3 | /SFGMCODE. D00 |This 1s a reverse operation to the last example. Please note that
GD7 will not check the existence of such a code. it only sends the
data from the appointed memory area to the PC.

The No. followed TSF3 in the above examples is the printer port No. of the PC computer
you used for communication with GD7.

b) Continuous Usage Mode

First of all, run the program TSF3.EXE. This will check out the number of printer port
vour PC has, If therc is more than one printer port, you should type in the port number:
1.2.3.... that you intend to use (default value is 1). Then refer to the above examples in the
single command mode, type the command but omitting the "TSE3 1" or TSF3 2" to get the
same cffect.

For example, you can type in 4-digit or 5-digit numbers before pressing the enter key to
load the relevent game files into the GD7, e.g: 4015.8123.24016,.... represent files
SF4015.SF8123, SF2401 6A~SF24016C are to be sent out to GD7.

You can also type in the complete file name you want to load (in fzct, you must type the
complete file names except for the game files) examples are "SF4007.8B02", "SF12008.503",
"SFGMCODE,DOO", etc.

To receive data from GD7, just type "/ followed by the file name:

TSF3.2 /SF4007.B15

For example:

/SF32003 Denotes storing of the game file to the disk using SF32003 as the filc
name. For multi-file games, suffix(es)'A','B',..... will be added to the file
name to denote the various files that are being stored for that game file.
/SF12023.502 Write the saver data to the floppy / hard disk.

SFGMCODE. D00 |Write the golden finger code 10 the floppy / hard disk.

To exit from the TSF3 operation, simply type "(Q" and press enter key.

Note: the communication operation of the TSF3 is not confined to power on the SNES
first before running the TSF3 command. You can also run TSF3 on you PC first before you
power on your SNES. Information exchange can then take place immediately when GD7
has entered communication mode. A revolving " * " will appear on the screen when data
exchange is taking place. Pressing of the "ESC" key will terminate communication at this
time.

<NOTICE>

This product is designed for the purpose of giving cusiomers special functions while
plaving games with game cartridges. Moreover, it also for the purposes of the design,
development and modification of T.V. games and can be used for performing various other
functions such as disk formatting and data processing.

Our company would like to remind customers that they should not, without first obtaining
appropriate consenl from relevant copyright owner(s), duplicate the disks, programme or data
of others. Qur comapny accepls no responsibility should users choose to employ GD7

wrongfully.
*SNES is the trademark of Nintende.
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Note: Warranty does not apply for purchase without store stamp on this card or on
invoice. Please bring along the warranty card for services.

Products of Bung Enterprises Ltd. provides a one-year service warranty (parts
excluded) for a true-copy of GD7 (Serial number starts with "B"). This does not apply for
those GD7-compatibles upgraded from other disk device systems (Serial number starts
with “U").Check with the store of purchase in those cases.




