To start with, a few general information.

The original cartridges for Atari Lynx can have a capacity of 128kB, 256kB
and 512kB. Aside from capacity they differ in the way of organisation and
more precisely, the size of single block (you can compare it to the sectores
on a floppy disk). And so, the 128kB cartridges have blocks 512B, 256kB-
1024B and 512kB-2048B.

The most popular cartridge on the market is cart with capacity 256kB, on
which you can also run 128kB games. To do that you need to ,sort” the
data in memory differently. AgaCart emulates cartridges 256kB and 512kB,
so the 128kB files need to be convert properly.

Extension of the files is the second issue. Unfortunately there is same
mess here:

.LNX - it’s a file designed for Handy emulator, it contains the so-called
header. They are 64 bytes at the beginning of the file. .LNX files also containes
loader, these are the next bytes after the header. Loader is necessary to run the
file on the real consol.

© ¥ c X o
New file Open file Reload Tools Settings
File Information 4C 59 4E 58 0@ 04 00 @ 01 00 61 70 62 2E 6C 79 LYNX...... apb.ly
78 PO 0O GO GO 00 B0 68 00 B 00 A0 B0 00 00 00 X.iuieesaosssanss
ez sl 00 ©0 00 00 00 00 00 00 00 00 41 74 61 72 69 00 .......... Atari
File Size 262,208 Bytes (257 KiB) 00 00 00 GO OO 00 0D PG 00 OO B0 00 B0 BB BB | Il ......iaciieaas

Data Inspector (Little-endian)

FD E1 12 FA 6B 9A 87 1B
71 24 86 A9 4A DB OA F8
GD D1 CA 3A 76 8A 1A F3

45 F3 DF E4 DB @B E2 31
12 A4 02 31 5A 32 76 46
35 24 EA 08 B5 06 57 @5

*R.-klc.E<"™z].T1
qs$a-I0.° .7 .1Z2vF
.-,-!-:vé.55$9.-| W,

Type Unsigned (+) Signed (2) .
— . . 00OOOTO  C5 @0 74 26 66 86 AE 8C 9A 63 87 F5 E5 93 D6 44 +.t&facilcg)odpd
bi N

d 00000080 40 63 4C 91 EF 73 19 A5 20 6A 8E 79 35 FC FO D6 @cLans.N.jAysr=p
16-bit Integer ERLRE = 31 52 DO 88 93 3D 2E 28 C8 38 E9 85 FC 74 94 35 1RLés=. (Lseartss

32-bit Integer 316800256 316800256

64-bit Integer (+) 9771241063336508672

-8675503010373042944

4F 60 F1 46 3C B2 1B 9C
E5 4B 13 8F 20 D4 AB 1C
74 18 AF E4 65 98 2A AE

3D 56 21 90 2E 84 75 40
FA FA 2F 49 C0O 84 1E 9A
D& 13 99 39 8F 1C E9 3C

0" +F<[J.£=V!E. iu@
oK. AL b - yTL L0
t.rzefxwh.09A. 0<

T BO 46 8A 52 3B TE CD 7F

57 15 FE 6A 06 Bl DB A5 \FéR;~=aW.yj.iflN

32-bit Float. P. 1.426187e-27 52 66 51 C2 BD FA B1 38 CB 21 32 D6 A3 70 50 DD RfQ-H'__;GT!E apP]
64bit Float. P -4.884117187693539¢-272 €5 EE 57 C4 D7 3F C1 69 9E 90 DF C6 3D 80 02 13 few—frLlirEmj=c..
MSDOS DateTime Evaniare eeeeelee F6 56 11 EE 7C 68 3A DA ©0A 27 05 B6 73 2E A8 41 ]

+V.z|h: .‘.-I iA
OJJJ-V"GJNWQ:SJJ.

00000110 4F BD C1 76 22 A3 88 D9 57 C9 51 3A 26 BE 4A 1A
mmmanaas A ma am ma am ms As A ~ lar

01 F 2 N NataTime 1899-12-30 00-00:00.000 UTC

The blue highlight is the header in the .Inx file

LYX - it’'s a file with the image intended to run on the consol. In other
words, that’s the image of the ROM of the cartridge. It contains loader but
don’t contain the header. AgaCart supports this kind of files.

.0, .COM - those are the files generated by programmers, they don’t
contain the loader or the header. You can not run them on the console.

Unfortunately, some .LNX files downloaded from the internet is badly
named, they don’t contain the loader and they are in fact .O or .COM. Files.



Convertion from LNX to .LYX

The matter is simple if the .LNX file has a size of 131136, 262208 or 524352
bytes. We have to get rid of the header and the 128kB files convert to 256kB. We
will use ,Lynx ROM Image Converter”program to do this. All you need to do is to
indicate the file and without any changes press ,,Go”, program will delete the
header and save the file with .LYX extension. If the file won’t work on the consol,
then you need to try again but this time ticking the second option ,,BLL/Mateos”.

?-“Lynx ROM Image Convert |

File Help

|V Remaove Header |54 Bytes
= Remove Header Orly

(% 128Kb > 256Kb [EP'Y¥ / Mateos]
" 128Kb > 256Kh [ELL / Mateos)

) 512K -5 512KE (Mateos Flash Cart]

Source Size : 131136 Bytes
Has Header: Yes

Source : IC: Yyn=dirt\LodeR unner Ins

Destination : IE: Wit LodeR unmer-OLT Jys

]
—
Go |

The second way to get rid of the header is to use some kind of hex editor and
remove unnecessary bytes manually. It will work no the files that have a size of
262208 and 524352 bytes. All you need to do is to delete the first four rows and
save the file with .LYX extension.

HxD - Z:\home\x\Dokumenty\Atari LYNX\grylemulator\Alien Vs Predator (Prototype) (1
Jg] Plik Edycja Znajdz Widok Analizy Dodatkowe Okna ?

J_H%v ‘@;j“:m -|ANS[ = [ hex v|

] Alien Vs Predator (Prototype) (1393) ['].Inx |

Cifset(h)00 01 02

04 05 06 07 08 09 0OA 0B 0OC 0D OE OF

00000000 VK. ... avp. T
00000010

00000020 Atari
00000030 § 0

00000040 FI F oy« 9%0A | g (. HSC/

00000050 3B C8 CA 1A 8E OE CE 04 76 37 4D 83 81 FB F2 72 CE.Z.1.v7M.(dAr
00000060 69 F5 1E 00 64 E2 31 05 CE 7B 87 F5 OF 38 F4 6E 16..dal. i{—&. 8én
00000070 DA BF 20 1B 00 78 FF A9 D2 B0 OE 51 56 FA 99 E4 Uz . x @fF . QU™
00000080 BF F§ 76 98 B3 9B 53 5E 24 AB 08 F2 9A 5C 8E 13 zov.t>S 4§« A\ 1.
00000090 50 80 96 D6 BO AD F1 91 53 5E 82 BA 31 50 61 24 Pe-0° '35, 51Pa$
000000A0 25 1A 7F 83 BE 70 26 BF 3A 6D 4F 0E 38 C9 5E D0 %..[p&z:nmD. 8E'D
000000B0 21 A6 14 BA 7A 87 CE 78 CE 2B 4A D2 AF 2D BO 2E !} . 5z}ixi +JFZ.°

000000C0 CA E3 73 D4 7B 6B 52 ED E4 D5 OE B2 5D E4 BA AB EasO[kRia0. ]ag«
00000000 74 E0 99 31 6C E3 895 65 52 22 FB 6A 06 BL DB A5 tf™l&.eR" (] .+Ua
000000ED 52 66 51 C2 BD FA BL 30 CB 21 32 D6 A3 70 50 DD Rf QA" (+0E! 20LpPY
000000F0 C5 EE 57 C4 D7 3F Cl 69 9E 90 DF C6 3D 80 02 13 LiWix?Ai 7 RC=€

00000100 F6 56 11 EE 7C 68 3A DA OA 27 05 B6 73 2E A8 41 6V.i|h:U' fs."A
00000110 4F BD CL 76 22 A3 88 D9 57 C9 51 3A 26 BE 4A 1A O Av't. IVEQ &)

00000120 7F 42 61 CF FC FC 5B 06 94 D2 2C 78 45 BA 93 C4 . BaDua[." N, xEs" A
00000130 7D 7C 81 73 07 4F E2 6C E9 81 1A DE 77 74 87 DE }|.s.Calé.. Twt]
00000140 26 SE 7A A8 18 A7 34 32 70 ED 50 A3 4A D8 FE CB &2z" . §42pi Y JRLE

There is a ,,HxD Editorr” on the SD card which | use for this purpose.

If the file has less than 128kB

The first thing that you need to do is to load that file to HxD Editor and check its
beginning. It can look in three different ways:



HxD - [Z:\home\x\Dokumenty\Atari LYNX\gry\emulator\YASTUNA2\yastunaz2.Inx]
| 3 Pk Edycja Znaidz Widok Analizy Dodatkowe Okna 7
e I‘QJHQIE - | anst - | hex 3

2 yasluna?\nxl

Cifset(h)00 01 02 03 04 05 06 07 08 09 0A 0B 0C 0D OE OF

00000000 4C 59 4E 58 00 04 00 00 01 00 6D 65 6E 75 5C 6D LivhX menuh m
00000010 65 6E 75 2E 6C 79 78 00 00 00 00 00 00 00 00 00 enu.lyx
00000020 00 00 00 00 00 00 0O 00 OO 00 41 74 61 72 69 00 Atari

00000030 00 00 00 00 00 OO OO 00 00 0O 00 0O 00 00 00 0O
00000040 FB C5 BF A3 9A F7 15 80 72 68 BD 31 B9 6E 20 04 ([zt3+ €rh”ian
00000050 CA S5E 42 55 E4 62 D3 28 C4 DC EE 57 9A 97 50 3C E"EU@!}(’)(AMV‘G{(
00000060 DB BO B2 2E 8D E6 7C B2 OE E9 E3 B2 08 ED C8 06 U°, .T¢| éé,\‘ iC
00000070 60 9A 61 24 71 59 20 AF EE 6B 64 D9 4B 9D DC 08
00000080 90 F5 21 D3 76 50 35 C2 DD 88 7F 8C 98 AA 28 54 61 OuPSAY
00000090 1A 23 58 72 65 AC A6 A5 73 OE C5 52 CE 9B A9 D4 . #Xre-}As.LRi>&C
000000A0 85 71 FA 1F 86 02 28 79 6E E6 BC C1 B5 9D 04 EF qu. t. (yncLAut o
000000B0 5D 4E E6 88 48 92 6C C6 15 E4 FB 5B C3 85 D0 AA lNé H‘I__C ai[.A.D$
000000C0 D2 A2 B9 35 99 3C C4 FE 4F 4C 1D D5 6A 8D 55 4E N a5™ALOL. O TUN
00000000 1C D5 9B 1E 39 55 1C BA 47 16 F9 10 97 E1 F4 B3 G 9U $G (. —46t
000000E0 LA 6B B4 55 FO F3 65 FE 16 28 6A A9 32 00 B8 2F K Uddet . (j@2.,
000000F0 F7 A6 43 AA 78 FB 33 9B 73 98 6A 59 E4 46 4C BB =+ CSxi3>s.j YaFlL»
00000100 5C 2B 3D 00 D9 59 31 AA D9 8D 17 FD 1B Bl F4 3E \+= luJ‘f1$lquF Y. 0>
00000110 01 55 B7 BA 19 76 91 F8 00 BA CC BA AB EB 57 A2 Ugou'i ]E] ew
00000120 F4 A3 27 C8 75 4B D2 D0 B8 11 EF 40 B6 10 54 19 0t' CUKNE,
00000130 4D C8 52 19 96 BA 69 9C 0D C3 5F 06 OE L1 C4 24 .
00000140 FB C1 DC 50 BC 2A 17 76 80 C7 FB BA 1C BA D2 18
00000150 57 2B 78 8D E6 D4 32 AA BO 9E 0A 92 CF 41 FC 51
00000160 08 00 CC 02 6B 74 66 12 ED 86 38 D7 67 0C BA E3
00000170 85 7B 04 07 B2 F7 42 52 0A 2F 5C 3B 82 61 ED D4
00000180 8A 06 A8 92 0B 79 5F AA TF 10 6E 16 EE 4B 40 4D
00000190 45 5D 36 E4 03 01 24 BE FD Al B7 03 7A 73 30 2C
00000140 9E 2A A9 0OA E6 60 2D CB 13 E3 E6 9C 84 E3 96 6A

File like this has a header and loader.

HxD - [Z:\home\x\Dokumenty\Atari LYNX\gry\emulator\Alien Vs Predator (Prototype) (1993) [
| i) Pk Edyca Znajdz Widok Analizy Dodatkowe Okna 2
D& b=l

] Alien Vs Predator (Prototype) (1993) [1] Inx |

Jg 16 - ‘ ANSI = | hex -

Offset(h)00 01 02 03 04 05 06 07 08 09 0A 0B 0C
00000000 D AB BO 25 D6 C4 BD 7C EA 94 28 05 48
00000010 3B C8 CA 1A 8E 0E CE 04 76 37 4D 83 81
00000020 69 F5 LE 00 64 E2 31 05 CE 7B 97 F5 OF
00000030 DA BF 20 1B 00 78 FF A9 D2 B0 OE 51 56
00000040 BF F6 76 98 B3 9B 53 5E 24 AB 08 F2 9A 5C 8E 13  #bv.1»5'$«. A8\Z
00000050 50 80 96 D6 BO A0 FL 91 53 5E 82 8A 31 50 61 24 Pe-&F A' S, 51Pag
00000060 25 1A 7F 83 BE 70 26 BF 3A 6D 4F OE 38 C9 5E D0 % ..[p&z: mD 8E"D
00000070 21 A6 14 8A 7A 87 CE 78 CE 2B 4A D2 AF 2D B0 2E Szl xl +IRZ- °
00000080 CA E3 73 D4 7B 6B 52 ED E4 D5 OE B2 5D E4 BA AB G kRi 80, ] ag«
00000080 74 EO 99 31 6C E3 85 65 52 22 FB 6A 06 Bl DB AS . +UA
000000A0 52 66 51 C2 BD FA BL 30 CB 21 32 D6 A3 70 50 DD Rf QA (x0E1 20t pPY
00000080 C5 EE 57 C4 D7 3F Cl 69 9E 90 DF C6 3D 80 02 13 L[ WAx?Ai 3 RC=E
000000C0 F6 56 11 EE 7C 68 3A DA 0A 27 05 B6 73 2E A8 41 G6V.1[h:U.' fs."A
000000D0 4F BD Cl 76 22 A3 88 D9 57 C9 51 3A 26 BE 4A 1A O Av"t. (VEQ &)
000000E0 7F 42 61 CF FC FC 5B 06 94 D2 2C 78 45 BA 93 C4 BaDud[ "l xE" A
000000F0 7D 7C 81 73 07 4F E2 6C E@ 81 1A DE 77 74 87 DE }|.s.Calé. . TwtiT
00000100 26 9E 7A AB 18 A7 34 32 70 ED 59 A8 4A DB FE CB &2z .§42pi Y JRIE
00000110 DD 02 2F CE 92 E9 13 A6 FF B4 4B 18 9D 63 48 E0 Y./["é.0 "K tcH
00000120 3B 3B 0D 2B FC 04 A4 E3 SE 4C 3C 04 70 C4 FO 64 ;;.+0i.od"L<"pAdd
00000130 15 48 68 17 C3 98 04 04 74 CO EQ 06 46 A4 3D 4A .Hh. A . tRf_Fo=)
00000140 3A DF AA 0B EF A9 84 04 48 4F 06 DD F5 02 6B 5E :BS.d®, . HO. Y5 k"
00000150 A9 BB 6C 05 2F 71 98 C4 AF A3 A2 8B 47 69 C6 C7 @»l./q. AL "< G CG
00000160 10 9A 2A 01 D8 53 32 01 €O EF 23 1B 78 C4 41 63 &% RS2 Ed# xAac
00000170 8A CA 2C 71 16 90 54 40 29 84 4A A7 33 DD 3A 2B 5E,q..T@,J§37:+
00000180 0OC 4C 37 BC 6A D6 C5 6F 0B DI 29 8C 92 C3 52 1E .L75 Clo. NS AR
00000180 22 1B E1 80 C2 5D 0E 35 5B 1B 02 12 00 00 00 24 " 4€A].5[ $
000001A0 C8 13 06 DA 03 00 00 04 88 29 11 62 01 00 88 2D C..U )b
00000180 12 85 32 74 02 00 88 2D A0 26 00 00 00 00 00 00 FI

File like this has a loader but does not have a header.

HxD - [Z:\home\x\Dokumenty\Atari LYNX\gry\T-Tris (1996) by Bastian Schick (2\T-Tris (1996) by Bastian Schick.h

| ) Pik Edycja Znajd: Widek Analizy Dedatkowe Okna ?

ANST

D& H]ed

= -

] T-Tris (1996) by Bastian Schick.nx |

Offset(h)00 01 02 03 04 05 06 07 08 09 OA 0B OC 0D OE OF
00000000 [0 08 80 00 3E 2A 42 53 39 33 78 A2 02 9A A2 00 £ € >*BS93x”
t

00000010 74 00 CA DO FB 64 00 A9 02 85 01 A2 42 AD 00 98 .ED0d.®..."B .
00000020 91 00 C8 DO FB E6 01 CA DO F6 A2 79 91 00 C8 CA Buc. Epo”y’ . CE
00000030 DO FA A2 OE BC 38 80 BD 47 80 99 00 FD CA 10 F4 D" . LBECE™YE &
00000040 80 1E 00 01 08 09 20 28 30 38 44 50 BA 8B 8C 92 € (08DP% S

00000050 93 9E 18 68 1F 00 00 00 00 00 FF 1A 1B 03 0D 29
00000060 A9 1B 85 0B A3 1A B85 OC A9 0D 85 0D A2 06 BC 72
00000070 80 BD 79 80 99 00 FC CA 10 F4 80 0OE 28 2A 04 06
00000080 92 83 90 7F 7F 00 00 24 F3 0L A9 24 85 OE AD 0A
00000090 FD DO FB AS 7E 8D 00 FD A9 20 8D 93 FD A2 1F BD N
000000A0 2E A5 9D AD FD CA L0 F7 20 22 86 A9 60 8D 92 FC . = "te T
000000B0 85 OE AD OA FD AE 02 FD 3A D0 FD CA DO FA 20 1F
000000CO AD 20 OF 86 20 E9 AD A9 7A 85 27 A9 92 B85 28 Ad
000000D0 AS 85 29 A9 92 85 2A (08B 78 A9 38 85 06 A2 03 86
000000ED 07 A9 18 85 08 A2 23 86 09 8D 94 FD BE 95 FD 28 © & :F“)?i-‘y(
000000F0 A9 D0 20 8F 89 E6 3E DO 06 E6 3F DO 02 C6 B6 78 @. 2%6>D.¢7D.Cfx
00000100 A8 05 85 68 64 5E 64 5F 64 60 64 AA 64 25 64 26 ©. .hd d_d dSd%i&
00000110 64 A9 64 A7 64 BS 64 B7 20 67 86 20 7C AF 20 BS d@dSdpd- gt |[Z p
00000120 88 20 D3 AF 20 2C 82 58 20 4E BC F0 10 A5 B5 FO OZ ,, X NLd. Aud
00000130 0OC A3 04 2C BB FD FO 05 20 F2 BA 80 46 A3 04 20 @, eyd ASEF®

00000140 E2 87 20 F2 8A 80 13 A5 B9 DO OA 64 A3 A3 00 20 A&f RS€. A3D. de®,

00000150 3B BD 20 16 91 A9 06 20 E2 87 64 25 64 26 64 A9 [~ ."© afd%l&d€
00000160 64 BS 20 45 82 A9 04 2C BB FD D0 17 C6 B7 64 B8 dp E @ ,cyD. Cd,
00000170 64 6E 20 OF 83 A9 64 C5 6E FO F7 20 33 88 64 B3 dn Ddan— 3. di
00000180 20 50 85 64 15 64 1B C6 25 C6 A9 20 4E A5 20 40 P.d.d.CUO NA €
00000190 8C 20 33 88 C6 A6 24 A6 30 FC 20 40 8C 20 C5 A5 S 3.C]$}00 @ LA
000001A0 DO A5 A5 6D 85 6C A5 B9 FO 2C 20 5D AE DO AS A5 DAAm.IAad, 1@B} A
00000180 Bl C5 BA 90 54 20 OF 86 29 OF 38 65 BL 85 BA 20 xL§.T .1).8et.§
000001C0 OF 86 29 04 85 10 20 OF 86 89 01 FO 03 29 10 2C 1) T%ed. )

00000100 29 20 85 OF B0 05 20 5D AE FO 2E A5 10 A2 00 89 ) € ]G®.AT. %
000001E0 02 DO 23 A2 02 89 04 DO 1D 89 08 FO 03 4C 3D 81 B#" %D, %ad. L=
000001F0 AS OF A2 04 89 10 DO OE A2 06 B89 20 D0 08 A2 00 A" %D " .%D.~

Lr

File like this does not have a header or loader.



In the first case you need to load the file to HxD Editor, mark the header
(first four rows) and delete it (Delete). Then you need to create a new file (Ctrl +
N), open the menu ,Edit” and select , Insert bytes”.

X FD - [Untitled2]
2 File [T Search View Analysis Tools Window Help

% | @ Undo Ct+Z [+]] windows (ansn [re [

B ac b Gt Carl-X
Copy Ctil+C

Cffse N 15 06 07 0% 09 OA 0B OC OD OE OF Decoded text
Pasteinsert  Ctrl+V b

00000 postewrite  Cul+B
Delete Del
Copy as »
Fill selection.

Select block..  Ctrl+E
Select all Cuil+A
Copy offset  Alt+Ins

Next in the blank ,Bytecount:” enter the value 20000 and confirm by clicking
,OK".

% HD - [Untitled]]
i) File Edit Search View Analysic Tools Window Help
i 4 dvien16 1] windows (ansy [+]| hex

Offset(n) 00 01 02 03 04 05 06 07 0% 03 O OB 0C OD OE OF Decoded text
00000000

Tnsert bytes

Bytecount:
@hex  Cdec  Coct

Fill pattern

® Hex-values:

[

Random bytes

255

We go to the beginning of a new file and we click the mouse before the first zeros
inserting the cursor there.

% HxD - [Untitled]
) File Edit Search View Analysis Tools Window Help

Sob)| W 2 A o1 [ windows@ansy [ hec 3]
) oc2016mc] ) Untitea

Offset(n) 00 O1 02 03 04 05 06 07 0% 03 OA 0B OC 0D OE OF Decoded text

90000000 bo 00 00 G0 00 G0 00 50 00 00 90 00 08 00 0G 00
00000010

00000020
00000030
00000040
00000050
20000060
00000070
00000020
00000080
00000020
00000080
00000060
00000000
0000000
000000F0
00000100
00000110
00000120
00000130
00000140
00000150
00000160
00000170
00000180
00000120
00000120
00000180




We go back to the tab with our game, then we mark all bytes (Ctrl + A) and we
copy (Ctrl + C). We go back to the tab with a new created file and we choose
»Edit” from the menu. Then the option: ,Paste write” (CTRL + B).

X HxD - [Untitled2]

) Fite [T search View Analysis Tools Window Help
(@ Undo Gz | [ windowsansy [l e 7]
Ctrlex

t

Copy CtisC
teinsert  Ctrl+V.

ooooo

ooooo Select block...  Ctri+E
oooo{  Selectall CtieA
0000¢  Co
ooooo

00000009
000000E0
000000F0
00000100
00000110
000001,
oooooo
00000140
00000150
oooooooo

oooooo

000001¢0

We save the created file, but WARNING - with extension .LNX. The file will have a
size of 131072 bytes.

Now you need to use the program ,Lynx ROM Image Converter” and convert the
saved file for 256kB. The ,,Remowe Header” option won't be ticked because the
file doesn’t have thr header any longer.

In the second case we do the same as in the first case, we just skip the
deletion of the header (the file already has no header).

The third case is the hardest, we have to use the operating programes
from the consol. First of them, ,Lynxer”, adds the loader to the file and the start
screen in the form of the Atari logo. Second of them, ,Lynxdir”, works similarly,
but on the start screen the white caption ,Insert Name” will appear.

LY N3

A F

IMSERT
MAME

JKATARI

Start screen ,,Lynxer” Start screen ,,Lynxdir”
»Lynxer”

We copy the file with the game to the catalog with the program, we change its
extension to .0. We start the consol (ecmd) and we go to the catalog with the
program and the game file. We give the command:

lynxer file_name.o



and we press ,Enter”.

&l CAWINDDWS  system32' cmd.exe

oft Windows XP [Wersja 5.1.26081
pyright 1785-2@01 Microsoft Corp.

C:\Documents and Settingsoaceds

IC:v>cd lynxer

IC:\1lynxer>1lynxer loderunner.o

The file with an extension .LYX will be created, without the header. Next steps are
the same as in the second case, that is we open the file in HxD, we create a new
file with a size of $h20000, we paste our file into it and we save. We open ,Lynx
ROM Image Converter” and we convert it to the 256kB file, without deleting the
header (which does not exist).

»Lynxdir”

We copy the file with the game to the catalog with the program. We don’t have to
change its name. We start the console (cmd) and we go to the catalog with the
program and the game file. We give the command:

lynxdir file_name_Inx or lynxdir file_name.o

depending on what file we are processing. We press , Enter”

Adres [ Cilyrocdc

Settingsiareds

C:\1lynxdir>lynxdir loderunner.lnx

New file with extension .LNX and withh size 131136 bytes will be created, file
contains the header. We open ,Lynx ROM Image Converter” and we convert it to
the 256kB file, with deleting the header.

If you have any questions please write me rj1307@wp.pl.



mailto:rj1307@wp.pl

