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Meeting Update Oct _ 

Our last ~eetin; In October went qutte well from what I can 
were a few~r number of members prtsent. not totally unexoected. 

gather. 
though 

There 
might 

add Nominations for the new executive was the main point of the meeting, and of 

course most of the members not wishing to actively engage in some work, 
h o :ne . 

s t ned 

Most of the 82 season eEe:uttve posts received nominations regardless of the 
physical absence of some of the members. Ve are still looking for nominations 
for Assistant Bditor for PORT FE and any others that might wish to assist with 
club related activities please mate yourself known at tht next meeting. 

Ve had a presentation of some of 
available thru 
Northamerican Software. 

GROTNIK VARS lwith ioysticK & soundl 
TOUCH-TYPE TUTOR lwith sound) 
CALAX!ANS <with sound & ioystickl 
MACHINE CODE TUTORIAL PACKAGE 
SUPER ASTEROIDS 

the newer software 

By: Ross Villiams 
By: Roy Mercer 
By: 
By: 
By: 

Martin Sevoir 
Richard Swannell 
Apollo 

Grotnik Vars was Excell:nt <ha.rd thoughl; with the joystick implement~d 
was su~HH good. 

i t 

Touch-Type Tutor is an exc:llent training aid to l~arn how to type. Not just 
pick and poke. Maybe sometime I might evin learn to type ! ! ! 

Now Galaaians with SOUND EFFECTS is something you have to hear. It really 
brings this favourite into the arcade cliss. 

Machine Code Tutorial Package - Explains what you should know about machine 
language. It's in escell~nt teaching aid. 

Now Graphicaly we're getting someplace with the NEV SUPER ASTEROIDS. This is 
as close as you could get in a graphics demonstration or for that matter the 
game as a whole. The graphic movement is superb. The first thing 1 did was to 
switch the input routines to the joystick. Result - par excellence. This game 
far outdoes the Atari Asteroids, in comparison, the Atari graphics look like 
"Sxxx". The only thing I can say is "It's like the arcade game" simple but true. 

S.U.G.T. - PORT FE- SUBSCRIPTION RENEVAL 

Membership in S.U.C.T. runs from January to December in each calendar year. 
With the close of 1981 fast approaching. you will find the 1982 application form 
at the end of this month's newsletter. Postal increases effective January 1982 
have given rise to a moderate increas~ in subscriotion rates. These are: 
Canadian S20 includ. postage./ U.S. & Foreign S2S U.S. Funds, including postage. 
Pl~ase complete and forward your renewal form in good time for inclusion in the 
1982 mailing list. Members whose subscriptions are overdue will be deleted from 
the mail list and you will not be receiving your newsletter. A nominal amount 
of $1.50 will be charged for the labour involved to re-enter your name on the 
list. This may seem to be a hard line and we apologize to any of you who are 
offended by it. The reason for imposing this measure is that S.U.G.T. is now 
quite a substantial size and ~undane tasks like entering, deleiing and then re­
entering names would take up time during the week that could be spent much more 
productively. Piease ensure that your subscriptions are in by the end of 1981 

to ensure that your membership stays current. Ve look forw1rd to your continued 
support in the coming year. 

Here are some previews of 

1 PL1 up and running. 
3 CP/M-NET NEVS updates. 
5 SPELLBINDER updates. 

topics upcoming in the 1982 season of PORT FE. 

2 COBOL up and running. 
4 XMODEM N SMODEM updates. 
6 Program reviews 



Custom I/0 Routines for PIP 
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By: Michael J. Karas 

Anv number of spec1al applications exist for custom hardware I/0 
routines for use under the CP/M operating system to input data or to send 
output data to physical devices that are not supported by the users CP/M 
Basic 1/0 System <BIOS>. The possibilities range from simple immediate one 
shot speciaf requirements to those where I/0 must be implemented on a syste~ 

where the source code for the BIOS is not available. Digital Research has 
provided an easy to implement custom I/0 module capability within the 
PIP.COM utility. With this capability input to a special device may be 
referenced with the INP: physical device name. Likewise, output may be sent 
to a cust~m physical device with reference to the OUT: physical device 
name. 

A typical application for such a procedure came to my attention last 
weekend in a discussion with a friend over a beer. The problem. simply stated, 
was how to get the default standard public domain MODEM program up and running 
on a new OSBORNE computer. Note that the S 1/4 inch diskette media is not known 
to be compatible with other systems. Also another machine with the software up 
and running was not available. The obvious "not so desirable" solution was to 
type in the MODEM.ASM source code. That could take a long time. 1 
suggested hooking the RS-232 port of the OSBORN£ to an RS-232 port on a 
machine thit had the source for MODEM available. Assuming that the hard-
ware connection problem is not an insurmountable hurdle, then the "im­
mediate" mode patching of PIP.COM on the OSBORN£ with DDT.COM could make the 
loading of MODEM into the OSBORN£ with a simple command like: 

A>PIP MODEM ASM=INP:[BJ<cr> 

The [Bl being used to buffer the source in memory to alleviate the need 
to perform hardware handshaking between the computers ... 

do not know if my friend implemented the idea described above, 
but after noting his amazement that the INP: and OUT: capability eaisted 
within PIP.COM. I decided to present an eaample implementation of the capab­
ility. The application hera interfaces the 8ZS1A USART on a Monolithic Systems 
MSC-8009A multibus Z-80 board with the INP: and OUT: references. The example 
is presented purely as an example and should not limit your imagination as to 
how you may get a special interface working on your machine. 

A quick 
patch area and 

look 
INP: 

at PIP.COM with DDT as shown below illustrates 
and OUT: interface scheme: 

A>ddt pip.com<cr> 
DDT VERS 2.2 
NEXT PC 
1£00 0100 
-d100,23F<cr) 
0100 C3 C£ 04 C9 00 00 C9 00 00 1A 00 00 00 00 00 00 ............... . 
0110 28 49 4E 50 3A ZF 4F S5 S4 3A Sl SO 41 43 4S 29 <INP:/OUT:SPACE> 
0120 28 49 4E 50 3A 2F 4F 55 54 lA Sl SO 41 43 4S 29 <INP:/OUT:SPAC£> . . 

.... AND SO ON AND SO ON ... 
<Note that all of space from OlOAH to OtFFH 

is available for patch area.) 

OtDO 28 49 4E SO lA 2F 4F 55 54 3A 53 50 41 43 45 29 <INP:/OUT:SPACEl 
01£0 28 49 4£ 50 3A 2F 4F SS S4 3A 53 50 41 43 45 29 <INP:/OUT:SPACEl 
01FO 28 49 4E 50 lA 2F 4F 55 54 3A 53 SO 41 43 45 29 (lNP: /OUT:SPACEl 
0200 20 20 20 43 4F 50 S9 S2 49 47 48 54 ZO 28 43 29 COPYRIGHT <Cl 

the 



0210 20 31 39 37 39 ZC 20 44 49 47 49 5~ 41 ~C 20 SZ 1979. DIGITAL R 
0220 45 53 ~5 41 52 43 48 2C 20 20 50 49 SO 20 Sb 45 ESEARCH. PIP VE 
OZ30 52 53 20 31 2E 35 03 01 06 01 DO 24 24 24 20 20 RS 1.5.. .SSS 
-l100Ccri 

0100 JMP O<ICE <==== M~ka note of this ~ddress ~nd 

set equz.te "pipentry" in the 
9~tch file to this v~lue. 

=========PIP cal! point for INP: 

0!03 RET 
010<1 NOP 
0105 NOf' 
0106 RET 
0107 NOP 
0108 NOP 
0109 LDAX D 
OtOA NOP 
OlOB NOP 
010C NOP 

{==I 

< = = \ 
I 

\ ========= PIP call point for OUT: 
<============= PIP expects INP: characters 

here with parity stripped. 
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The procedure for making a patched PIP.COM would be as follows. In the 
example, lower case characters are generally those typed by the operator and 
<cr} indicates depression of the carriage return. 

B>ddt pip.com<cr> 
DDT VERS 2.2 
NEXT PC 
1EOO 0100 
-iplppat.hex<cr> 
-r<cr> 
NEY.T PC 
tEOO 0000 
-d100,17f<cr> 

<=== Note ending PIP address so to SAVE 
OlEH - 1 or 30 pages ~fter patching. 

<=== Dump to see installed patch. 

0100 C3 OA 01 CJ 3? 01 CJ 48 01 1A CD 10 01 C3 00 00 .... 7 .. H ....... . 
0110 21 AO 01 3E 76, 03 DF ?D 03 DD 7C D3 DD 06 14 AF I .. >v .. >..: .... . 
0120 D3 CF 05 CZ 20 01 3E 40 D3 Cf 3E 4E 03 CF 3E 37 .)@ .. >N .. >? 
0130 03 CF DB CE DB CE C9 DB CF E6 02 FE 02 C2 3? 01 .............. ?. 
0140 DB C£ E6 ?F 32 09 01 C9 DB CF £6 01 FE 01 CZ 48 .... 2 .......... H 
0150 01 79 D3 CE C9 2F 4F 55 54 JA 53 50 41 43 45 29 .y ... /OUT: SPACE> 
0160 28 49 4E 50 3A ZF 4F 55 54 3A 53 50 41 43 45 29 <INP:/OUT:SPACEl 
0170 28 49 4E 50 3A 2F 4F 55 54 3A 53 50 41 43 45 29 <INP:/OUT:SPACE> 

-Ac <=== Exit DDT to system 
B>save 30 pippat.com<cr> <== save off patched PIP.COM 

The patched PIP is now ready to use. For initial debugging, the 
.PRN file listing of the patch assembly may be used in conjunction with DDT to 

DDT to test the new drivers. 

Next month we shall include the ASM listing file for PIP I/0 modification. 
Editor : PORT FE 

================================================================================ 
"SORCERER MK I to 48K MODifiCATION" - A complete and assembled memory e!pansion 
board <that mounts on top of the existing cassette interface> comprising an 
assembled PC card with sockets and 16K chips, 1 74LS10, bypasses, and rainbow 
cable. The detailed installation instructions are included. 

Price is S100 <AUS> including p. & p. 

Available from Peter Lion at SPEEDY COMPUTER SERVICES 
6 \rlelwyn Ave. 
£. Brighton. VIC.3187 
Australia.. 



CP/M-Net "Tip-of-the-Mcnth" 
Patch to make ZSID.COM the same Dump Display as DDT and SID 

By: Bob Fisher - De Paul University 

A>ZSID ZSID.COM<cr> <--- Load ZSID into memory with ZSID 
ZSID VERS 1. 4 

NEXT PC END 
2900 0100 A9FF 
tS12SF<cr> 
12 5 F SF AF<cr> <--- Put in XOR A 
1260 ? ~ . ( c r> <--- Er.d substitution 
IIS12CO<cr> 
1 z co CD lB<cr> <--- Put in a relative 1ump 
1 2 c 1 ? ? 01<cr> 
12C2 ?? OO<cr> 
12C3 06<cr> <--- No change, here 
12C4 06 Ol<cr> 
12C5 ?? .<cr> <--- End substitution 
liS12E1<cr> 
12E 1 CD 18<cr> <--- Another rela.ttve iump 
1ZE2 ?? O<l<cr> 
12E3 ? ? OO<cr> 
12E4 CD 1S<cr> <--- Yet another relative jump 
1H5 ? ? "Ol<cr> 
12E6 ?? .<cr> <---End substitution 
#GO<cr> <or Control-C<cr>> <---Exit ZSID, return to CP/M 
A>SAVE 40 ZS!D-FIX.COM<cr> <---Save fixed version of ZSID 
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Vhen ZSID relocates itself. an offset is added to bytes 12C2. 12E3. and 
12E6 hex. 

VMAP - Variable Mapper for EASIC from CP/M user= Libra.ry 

VMAP maps variables used in Basic source file and prints the output listing 
either on the CRT terminzl or to the line printer depending on the terminator 
selected. Variables ar~ listed in alphabetical order with associate statement 
number where they appear. Multi-source files or segmented single file or any 
co~bination of bath can be processed in a batch <unattended model. . .... if you 
think you can trust the system you're running on. 

The pre-requisites to use VMAP is to save all files you ase ~apping in 
ASCII (i.e .. SAVE"filenaree.BAS".drlve num.ber,A<cr}l Only ASCII Basic source file· 
can be used, since all source is saved in machine code. 

Once the file(s) is s~ved in ASCI!. run VMAP Supply the answer to the 
prompt for file name, terminator (see appendix Al, lower bound of the statement 
number to map. and the upper bound of the statement number to map. Vhen the 
terminator is suppled a~: "END". th,;, program begins to map all variables for all 
programs until completed lor when the program runs out of memory space>. 

This program is very easily modifiable depending on what else you want it 
to process, logg1ng different properties of a Basic source file. To modify a 
Basic program without documentation. you'll find this program would help you 
mere than anythinq elsel 

On the fcllowinQ piges ere listings for the above. You may encounter cer­
taln differences and even oossible errors c~ming up when putting it through its 
pace~. We hiVE not been able to test it on different programs. a large variety 
of programing Cirameters should De tested and also if anyone has any changes 
cle~se let us kno~ ind tass them on to the CP/M users Group. 



ftie; tn-.:lt!·:!~d V~A~ BAS & VMAP DOC 
Vers1~n 1 .G. Revrsian 0 

A?P::norx;.. 

Tarm:nators ~sed in this orogra~ are 

~ND- end v~rtJbl~ m~p proqrim aft@r ?r~cessing th~ cu:rant !tle. 
C - continue ~1th the next line of soecifications 
K -kill the source fil~ after processing. 

and continue with the nelt file specification. 

10 'VMkP.BAS VERSION 1.0 
11 ' 
1 2 ' 
1 3 

14 

ZO 'BATCH BUILD SEGMENT. 07126/31. J\JC 

30 ' 
4 0 ' 

50 CLS=CHR${121 'CLEAR SCREEN CODE FOR ADDS VIEWPOINT TERMINAL 
60 FFS=CHRS<12) 'FORMFEED CODE FOR CENTRONICS PRINTERS 
7 0 ' 

80 ' 

90 PR !NT CLS 
100 INPUT "PROCESS LAST SETUP <YtNI ";TIS:IF TIS:"'{" THEN GOTO 170 

105 PRINT 
110 OPEN "O".flt."A:VARDAT" 
120 INPUT"FILE N.a.ME. TERMINATOR. LOWER BOUND, UPPER BOUND ";PNS ,TIS ,LB! .UB! 
1 3 0 P R I NTil1 . CHR $ ( 34 I ; PN $ ; CHR S < 34 ) ; CH R S < 34 I : T I $ : CHR S < 3<1 I ; L B' , U 8! 
14 0 IF T I h" END" THEN GOTO 16 0 

150 GOTO 120 
160 CLOSE 
1 61 • 
162 • 

163 ·----------------------------------------------------
170 'MAPPING SEGMENT FOR BASIC FILES. 07/27/81. J\JC 

1 7 1 • 

1 7 2 • 

1BO PRINT CLS:\JIDTH SO:LC=O:DR~=O 
190 OPEN"I",Z,"A:VARDAT" 
200 PRINT:PRINT:PRINT"CNE MOMENT FOR SETUP PLEASE .. 
210 INPlJT"DO YOU \JANT A PRINT OUT <YINl ";PO$ 
2ZO IF POS="Y" THEN PTS:"P" ELSE PTS="N" 
230 NX=BO'MAX NUMBER OF VARIABLE CAPACITY 
240 DIM V$ <NXI .NL~<NX> .LL'fa<NX.NX-30), PA'ft<NXJ 
250 FOR 1=1 TO NX:PA'fa<I>=I :NEXT I 
260 RHO NK:DIM KS<NKJ:DEF FNAS<Al:MIOS<STRS<A1.2J 
270 FOR 1=1 TO NK:READ KS<IJ:NEXT I 
2BO INPUTI2.PNS.I1S.LB!.UB! 
290 PN$="A:"+PN$+".BAS" 
300 OPEN"I".t.PNS 
3t0 PRINT:PR!NT"H* LINES BEING PROCESSED:": 
320 IF EOF<11 THEN 360 
330 S:O:H=O:O:O: IN~=O:Q=O:LINE INPUTit .t; 
34 0 COSUB 7 40 
350 H N+32767!<UB' GOTO 320 
360 PRINT: PRINT: PRINT" SORTING VARIABLES ...... . 
370 GOSUB 1160 
laO IF PTh"P" THEN GOTO 530 ELSE PRINT: PRINT: 

.":PRINT 

INPUT"HIT RETURN \JHEN READY FOR LISTING ON CRT ";I$ 
3'?0 PRINT:PRINT:PRINT"LIST OF VARIABLES FOR PROGR.&.M ":PNS:PRINT 

5 



.. 

400 
410 

4ZO 
430 

44 0 

450 

HO 
470 

480 

490 
500 

51 0 

520 
5 30 

540 

550 

HO 
570 

58 0 
590 

6 0 0 

6 1 0 
620 
630 

640 
650 

t60 
670 

680 

690 

FOR I =1 TO NF 

P R I NT V S < Il ; TAB < l 5 > ; " - " ; 

FOR J:O TO NL~<PA~tl>>-1:1F J>O THEN PRINT","; 
PRINT FNH<LL'I.<PA"JJ.( I> ,Jl+32767! >; 
NEXT J 

PRINT:PRINT:NEXT 

GOTO 630 

CLOSE 1 

IF llS:"K" THEN PRINT"KILL '";PNS;'",";DR~:KILL PNS.DR'fl 

IF llS="P" THEN 530 
IF l1$:"C" THEN 180 

IF I1$C}"END" THEN RUN 

CLOSE 2:PRINT:PRINT"**• END OF VARIABLE MAP PROGRAM ***":END 
GOSUB 1250: LPRINT TAB< 50); "LINES" ;NL+32767!; "TO" ;N+32767!: LPRINT: LC=LC+2 

FOR 1=1 TO NF:LPRINT STRS<Il;".";'fAB<6l;VS<I>;TAE<1Sl;"-";:C:O 

FOR J=O TO NLI!ft<PA'It<I>>-l:IF C THEN LPRINT", ";:ELSE C:-1 

IF JMOD13=12 THEN LPRINT:LC:LC+l:LPRINT TAB<15l;"-"; 

LPRINT FNAS<LL%<PA%<I>.J>+32767'>; 

NEXT J 
LPRINT:LPRINT:LC=LC+2 

IF LC>60 THEN GOSUB 1240:GOSUB 1250:LPRIN1':LC=LC+1 

NEXT I 
lF LC>SO THEN GOSUB 1240:G05UB 1250:LPRINT:LC=LC+1 
IF PTS:"P"THEN I.PRINT:LFRINT"EOUIV.HENT VARIABLES":LC=LC+3 
VS:"$(!(#('/o(" 

FOR 1=0 TO NF-1:FOR J=I+1 TO NF-1 
IF LEFT$(VS<Il,2>0 LEFTS<VS<J>.2> OR LEFTS<Vs<I>.2l="FN"THEN 700 

ON ERROR GOTO 1390 
I~·< I NSTR < V S , RIGHTS < V S ( I > . 2 l > < } I NSTR < V $ , RIGHT$ < V S < J > • 2 > l l 

OR< INSTR<Vs <RIGHT$ (V$ < 1) .1) > < > INSTR<VS <RIGHT$ <V$ (J), 1 > l l 

THEN 700 
IF PTS="P" THEN GOSUB 990:LPRINT V$(Il;":";V$(J) 

ELSE LPRINT VS<I>;"=";VS<J>·LC:LC+l:EF'Iit=-1 

700 NEXT J:NEXT 1 
710 IF NOTEHa THEN IF PTS:"P" THEN LPRINT"** NONE FOUND *"'":LC=LC+1 

?ZO IF PTS:"P" THEN GOSUB 1Z'l0 

730 GOTO 470 
7 31 

734 '-------------------------------------------------------------
?3S 'VARIABLE SEARCH SUBROUTINE 
7 3 6 ' 

7 3? ' 

74 0 R = 0 : V = 0 : X= INS TR C L$ , " " l : N: VAL <LEFTS < LS , X l >- 32 76 7 ' : S S =MID$ < U • X+ 1 > 
750 IF Nt32?67!}UBt THEN RETURN 

760 IF N+32767' CLB' THEN RETURN ELSE PRINT: PRINT LS: 

7 7 0 

780 

790 
800 

81 0 
820 
830 
8 4 0 

£:50 
e 6 o 
no 
8 8 0 

890 
900 

91 0 

920 

PRINT TABC5l; :IF NOT XN% THEN XN~=-!:NL=N 
IF L£FTHSL1J=" "THEN £S:MIDS<SS ,2) :GOTO /?0 

IF INSTRCSS,"DATA">=I THEN RETURN 
FOR 1:1 TO LEN<SSl 
XS=MID$(SS.I.ll:X:ASCCX$l 

IF NOT S THEN 860 

lF H THEN IF<X=>48 AND X<=Sil OR <X=>65 AND X<=?O> THEN 950 :GOTO 860 
IF 0 THEN IF<X=>48 AND X<=57l THEN 950 ELSE 0=0:S=O:GOTO 860 
1F X=72 AND NOT H TEEN H=-1:GOTO 950 

IF X:79 AND NOT 0 THEN 0=-1 :GOTO 950 ELSE S::O:H=D :0:0 
If X=34 '!'HEN IF Q THEN O=O·VS:''" GOTO 950 ELSE G=-1:GOTO 950 

IF Q THEN 950 
IF X=39 THEN RETURN 'REMARK 
IF X:38 THEN S=-1 :COTC> 950 
IF CX:l48 AND X<:571 OR IX=l65 AND X<=90l OR CX:35 OR X:33 OR X:36 

OR X:37l THEN IF V THEN V$:V$tX5 :GOTO 950 ELSE VhX$ :V=-1 :GOTO 950 

IF X::40 AND V THEN VS:VS+X& 

!F NOT V THEN 950 

6 



. ' 

... 

930 GOSUB 96Q:V:O 
940 IF R THEN RETURN 
950 NEXT !:IF NOT V THEN RETURN 
9 51 I 

954 ·----------------------------------------~-------------
955 'KEYVORD COMPARE SUBROUTINE 
9 s? • 
960 
970 
980 
990 
1000 
1010 

10 2 0 

1030 
10 4 0 
1050 
1060 
1070 
10 8 0 
1090 
1100 

IF VS="REM" OR VS="DATA" THEN R=-1 :RETURN: REM 'SUB---- 2000 
IF VAL<VS><>O OR LEFTS(V$,1)::"0" THEN VS:MIDS<VLZl:GOTO 970 
FOR J=1 TO NK:Y=INSTR<VS.KS<J>l:IF Y=O THEN 1030 
IF VS=KS<J> THEN RETURN: 'KEY VORD 

lF LEFTS<VS.LEN <U<Jlll=KS<Jl THEN VS:M!DS<VS,LEN<KS<Jll+U:COTO 960 
IF RICHTS<VS.LEN <KS<Jlll=KS<J> THEN VS:MIDS<VS,1.LEN<VSl-LEN<KS<J>>>: 
GOTO 96 0 

VHS:MlDS<VS ,Y+LI::N<KS(Jl l l :VS=LEFTS<VS ,Y-ll :COSUB 960: 
IF R THEN RETURN ELSE VS=VHS:GOTO 960 
NEXT J 
IF V$:"(" OR VS="" OR VS="!" OR VS::"'t." OR VS="tl" THEN RETURN 
IF INII't THEN PR !NT";"; :ELSE INII't=-1 
IF NF=O THEN 1130 
FOR J:O TO NF 
IF VS<>VS<Jl THEN 1110 
IF LLII't(J,NL't.<Jl-ll=N THEN RETURN 
IF NLII't<J><BO THEN LL't.<J.NL't.<Jll=N:NL't.(Jl=NL't.(Jl+l: 
PRINT VS;", <"; FN.H <NL%<J l l; "}";:RETURN 

1110 NEXT J 
1120 IF NF:NX-1 THEN PRINT:PRINT"OIJT OF ROOM FOR VARIABLES, 

CONTINUE NEXT RUN ... ":GOTO 360 
1130 PRINT VS;",[";FNH<NF+1l;"J"; 
1140 VS<NF>=V$:LL't.(NF,NL¥t<NFl>=N:NL't.<NFl=NL't.<NFl+1:NF:NF+1 
1150 RETURN 
11 51 ' 

1154 ·-----------------------------------------------------------
1155 'SORT SUBROUTINE 
1157 ' 
1160 
1170 
11 8 0 
11 9 0 
1 2 0 0 

12 1 0 

12 2 0 
1230 
12'10 
12SO 

1260 

1270 
12:8 0 
1290 
1300 
1 3 1 0 

1320 
1 3 3 0 
1340 

1 3 ~ 0 

!HQ 

13 7 0 

1 3 8 0 

1390 

D 1M H < 9 ) : H ( 1 l = 1 : H ( 2 l = 4 : H < 3 l = 1 3 : T= 1 

IF H<T+2><5000 THEN T=T+1:H<T+2l=3*H<T+1l+1:GOTO 1170 
IF NF=O THEN RETURN ELSE FOR T=l TO 6:1F H<T+2lCNF THEN NEXT T 
FOR S:T TO 1 STEP-1:H=H<S>:FOR JJ=H TO NF 
V$:V$CJJl :PA~:PA~CJJl:FOR II:JJ-H TO 0 STEP-H 
IF VS<V$<11) THEN VS<ll+Hl=VS<Ill:PA't.<Il+Hl:PA~<Ill:NEXT 
VSCII+Hl:V$:PA%Cll+Hl=PA~:NEXT JJ.S 
RETURN 
FOR lK=LC TO 6S:LPRINT:NEXT lK:LC:O:RETURN 
LPRINT FFS:LPRINT:LPRINT:LFRINTNLIST OF VARIABLES FOR PROGRAM ";PNS;: 
LC:LC+3:RETURN 
DATA 116 
DATA CONSOLE.RESTORE.SPACES( .UNLOAD 
DATA LPRINT.DEFDBL.DEFINT,DEFSNG.DEFSTR.DELETE,RESUME,RETURN,RIGHT$ 
DATA PRlNT,LLIST.lNPUT.CLEAR.CLOAD.CLOSE,CSAVE.DSKIS ,DSKOS,ERASE 
DATA ERROR,FIELD.FlLES.GOSUB.INSTR,LEFTS.MERGE,MOUNT,TROFF,USlNG 
DATA TRON,CDBL,CHRS.CINT.CONT.CSNG.DSKF.EDIT,ELSE.GOTO,K!LL,LINE 
DATA LIST,LOAD.LPOS,LSET,MIDS.MKDS,MKIS,MKSS,NAME,NEXT.NULL,OPEN 
DATA PEEK.POKE.READ.RSET.SAVE,SPC.< .STEP.STOP,STRS.S~AP,TAB<.THEN.~AIT 
DATA ABS.AND,ASC.ATN.COS.CVD.CVl .CVS.DEF,DlM,END,EOF.ERL.ERR,EXP.FOR 
DATA FRE,GET,INP.INT.LEN.LET.LOC.LOF.LOC.MOD.NEV.NOT.OUT.POS,PUT.RND 
DATA RUN.SGN.SIN.SQR,TAN.USR.BAL 
DATA AS,IF.TO.ON.OR 
DATA ~!DTH TAB 
IF ERR=13 THEN PRINT PRINT PRINT''~••• NO VARIABLES FOUND ***•~": 

PRJNT:GOTO 470 
1400 PRlNT"ERROR CODE IS ".ERR;" ON LlNE NUMBER ";ERL;:PRINT:END 
1 ~· 0 C END 

7 
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Diskette Drive Cleaner Information 08/81 

About a year ago, diskette head cle~ners began appearing on the market. 
Coming from a large computer environment, 1 immediately got some of these think­
ing I would use them once or twice a week at all locations where I have micro­
computers installed. The operators at those locations are not computer hobbyists 
or technicians; I could not see myself asking them to scrub the heads with a 
llllooooooonnnnnnggggggg Q-TIP and some alcohol. 

thought they would be more likely to do it if it were a simple operation, 

was notified that both diskette drive manufacturers of the drives we were 
using screamed in pain and issued statements that users were NOT to use those 
abrasive devils in their products because of possible damage to the heads! 

The producer of the cleaning diskettes said "no problem". He would not agree 
to replace any heads found to wear out prematurely. however. I figured that the 
lawyers at the manufacturers were protecting their clients from warranty 
erpense. etc. by forbidding the use of the cleaners, but who knows??? 

We stopped usina the head-cleanino diskettes, and let the oride build, and 
build, and build. Is it better to have clean, worn heads? .... or dirty "unworn­
so-much" he<.ds? 

Yesterday, 
standing is 

my dealer informed me that he has made some progress. 
that Tandon will permit the use of 3M and ICP cleaners 

His under­
of recent 

vintage. The story is that those companies reduced the head-damaging character­
istics of oroducts they produced prior to spring of this year. 

If this turns out to be the case, then non-technical users will get a break. 
Certainly, the drive manufacturers did not provide access to the heads <even In 
bare drives in some cases> for cleaning. This has been one more maintenance 
weakness of micros swept under the rug until now. 

It would be nice for the end user if 3M and Tandon or MPI would agree that 
the cleaners should or should not be used. Sorry 1 don't have an answer, but I 
just wanted to notify you that there has been a problem, and that there is some 
movement toward resolving it. 

While we're talking about head wear. let me warn you about using SOME "singfe 
sided'' diskettes in your double stded drives. Seems that some B" diskettes 
labeled "£ingle sided" are not even burntshed on the second side! Ouch!! ThosE 
of us with double sided drives figure we can jam anything into them and read OK. 
NOT ALWAYS TRUE! Ve may be grinding down the second-side head in some cases. 

Ya'all better check your media. I'd suggest you order only diskettes which 
CAN be safely inserted into double sided drives. even if you have only single 
sided drives now. Ycu may upgrade. or use a friend's system. No sense 
using your drive to do the burnishing iob! 

Regards. Tom McCormick Houston. Tz. 

We thank one of the !oc~l CEBS Bulletin boards for some of 
th<.t has been made available to us 

the information 

FROM THE EDITOR WHO SEEKS 
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10 DIM A<ZOOl 
20 PRINT CHRS<lZ) 
30 PRINT TAB<22l"R 0 R S C H A C H" 
40 PRINT TA8<72l"BER BARENDREGT. VEYRIER. SIJITZERLAND" 
SO PRINT TAB<255)" " 
60 REM THIS PROGRAM CREATES RANDOM RORSCHACH PICTURES 
70 REM FOR THE EXIDY SORCERER COMPUTER. 
80 REM CHARACTER-TYPE IS INPUT. CHANGE LINE 340 TO 'GOTO 100' 
90 REM TO REQUEST CHARACTER fOR EACH PASS. 
100 FOR S=127 TO 194 
110 PRINT S"="CHR$(5), 
120 NEXT S 
130 PRINT 
140 PRINT "TYPE VALUE OF CHARACTER TO BE USED", 
15 0 INPUT Z 
160 IFZ<O OR Z>255 COT0140 
170 PRINT CHR$(12> 
180 X=O: Y=13 
190 C=150 
200 FORB:lTOC 
210 A<Bl=1+INT<3*RND<3ll 
220 NEXTB 
230 FOR B=l TO C 
Z40 ON <A<Bll GOTO 350 , 370, 390 
250 IF <Y<l>+<Y>29l THEN 310 
Z60 POKE -3968+X+64*Y.Z 
270 POKE -3968+63-X+64*Y,Z 
280 POKE -3968-rX+64*<30-Y> ,z 
290 POKE -3968+63-X+64*<30-Y> ,z 
300 NEXT B 
310 FOR U=l TO 2500 
HO NEXT U 
330 PRINT CHR$<12> 
340 GOTO 180 
350 X=I+l 
360 GOTO 250 
370 Y=Y+l 
380 GOTO 250 
390 Y=Y-1 
400 GOTO 250 
410 END 
READY 

... ... ••••••• • • ••••••• ...... ... .. .. .... . ..... . . .... .... . . .. . . ........ ........ . . .. ... .. ..... .... ..... ..... .. ... ... . . .... .... ... .... . . ... .. . .. . . .......... . . .. . .. • •••••• • • •••••• • • •••••• • .................... .. ..... . . ..... .. ........ .. ..... . . ..... .. .................... • •••••• • • •••••• • • •••••• • .. . .. . . .......... . . .. . .. ... . . .... ... ... .... . . ... ... .. ..... .... .... ..... .. ... .. . . ........ ........ . . .. . . .... .... . . ...... ... .. .. ... . ..... ••••••• • • ••••••• ... ... 
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10 REM FLASHER : A METHOD OF HIGHLIGHTING TEXT 
ZO REM BY PATRICK 'JR' HARKIN OF E.S.C. 
30 REM AUGUST 31ST 1981 
4 0 DATA 2 0 S , 11 7 . 0 . 2 53 . 54 , 6 5 . 6 2 , 2 5 3 , S 4 , 6 6 , 0 . 3 3·. 4 . 1 , S 4 , 2 0 , 3 5 , 54 , 0 
SO DATA201 ,ZOS.lqi.J,210,254,0.40.16,217,33.0,252. 17,1 ,252, 1,247 
60 DATA2.54,0,237.176.217,201 ,217,33,8,249.17.0,252.1,248,2.237 
70 DATA176,33.135.00,34,0.217,201 ,33,135,0,52.126,254,255,204,43 
8 0 DA T J!. 0 , 2 5 4 . 2 2 4 . Z 0 4 . Z 7 , 0 , 1 9 5 . 2 4 , 2 2 4 , 2 5 4 . 4 , 4 0 , 3 3 , 2 5 4 , 1 2 , 4 0 , 9 , 2 5 4 
9 0 DATA 3 3 , 56 , 2 . 1 9 B , 9 5 , 1 9 5 , 2 7 • 2 2 4 , 6 2 , 1 2 , 2 0 5 , 2 7 , 2 2 4 , 1 9 ::i , 2 7 , 0 , 2 51.J 
1 0 0 DATA 2 . 4 0 , 1 7 , Z 54 , 1 2 , 2 0 2 , 9 7 , 0 , 1 9 5 , Z 7 , 2 2 4 , 2 S 3 , 54 , 6 3 , 1 0 5 , 2 53 . 54 
110 DATJl.64,0,201,253,5<!,63,80,253.54,64,0,201 
120 FOR 1=0 TO 134:READ A: POKE 1 ,A:NEXT !:POKE 260.0:POKE 261,0 
130 FL$=CHRS<2> :NOS::CHR$(4) :.A=USR< 0) 
140 REM CTRL'B' TURNS ON FLASHER, CTRL'D' TURNS IT OFF. 
1 ::i 0 P R I NT C H R $ ( 1 2 } : F R I NT : F R I NT : P R 1 NT : P R I NT : P R I NT 
160 PRINT TAE<5>"This is c: demonstration of some "FLS; 
170 PRINT "Rather Flashy"NOS" programming!" 
180 PRINT:PRINT:PRINT:PRINT:PRINT:PRINT TAB<7>; 
190 FRINT"All upper and lower case letters and symbols may flash 

200 FRINT:FRINT:PRINT TAB<20); :lNPUT"Press RETURN to continue";A 
$ 
210 FOR 1=0 TO 25!5 :POKE I-3968, I :NEXT 
2 2 0 P R I NT : P R I NT " G r a p h i c s 2 2 3 - 2 5 5 a r e s t i 1 1 a v a i 1 a b I e f o r u s e . " 
2 3 0 PRINT : P R I NT" F 1 ash in g on 1 y occur s wh i 1 e w a i t in g f or input , " : P 
Rl NT 
240 PRINT"but may be simulated using USR<O> to clear the graphic 
:: ll 

250 
260 
Z6:5 

PRINT:PRINT"and USR<l) to restore them.":PRlNT:PRINT 
PRINT TAB<ZO):JNPUT"Press RETURN to continue";A$ 
PRINT CHR$<12) :PRINT:PRINT:PRINT:PRINT 

270 
280 

FOR 1=-18'! TO -177:FOK£ I.12S:POKE l+B,l:POKE 1+16,0 
POKE I+24,0:NEXT ~OKE -168,255:POKE -153,255 

285 
290 

R EM ( 1 , 2 a n d 3 a r e f o r a g r a p h i c b o x a r o u n d t h e t e x t s h own . > 
P R I NT TAB < 2 0 ) " 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 " 

300 PRINT T'A.B(20)" Z Klin~ons ships sighted 2 
2 1 0 PRINT TJ!.B<20)" 2 COt...!DITION"FL$" *RED*"NO$" 2" 
320 
330 

PRINT T'A.B<20>" 33333333333333333333333333" 
PRINT:PRINT:PRINT:PRINT:PRlNT:PRINT 

340 P R I NT "T h"' o r o o r am i s no t w a i t i no f o r i n p u t i t i s 1 o o p i n g" 
PRINT" endlessly." -350 

34!0 PRINT:PRINT:PRINT:PRINT 
370 PRINT"The routine works with both BASIC and MONITOR programs 

380 FOR 1=300 TO 1000 STEP 50 
390 A=USR(O):FOR J=I TO 1000:NEXT 
4 0 0 'A= US R ( 1 > : F 0 R J = I TO 1 0 0 0 : NEXT 
410 NEXT !:GOTO 380 
420 REM Two p~rc:meters allow you to change the rate of the 
430 REM automatic flashino. 
440 REM POKE 68 .CYCLE TIME 1 is fastest. 0 <=25t.) is slowest 
4~0 REM POKE 73.0N TIME Must be smaller than CYCLE TIME 
460 REM255.12B gives a cycle of approx 
465 RLM 1 flash/sec with eoual on/off 
470 REM 80.60 gives ?. cycle of approx . 3 sec, mostly on. 
480 REM 80.20 give€- a cycle of ?.ppro;: .3 sec. mostly off. 
490 END 
READY 

'AD DR 0 z 3 4 ~· 
,J 6 7 8 9 A E c D E F 

oooo· CD 7!j 00 FLl 36 4 1 3E FD 36 4 2 00 2 1 04 0 1 36 14 
0010: 23 36 00 C9 CD 90 D2 FE 00 28 1 0 D9 2 1 00 FC 1 1 
0020: 0 1 FC 0 1 F7 02. 36 00 ED BO D9 C9 D9 2 1 08 F9 11 
0030: 00 FC 0 1 rs oz ED BO 2 1 87 00 36 00 D9 C9 2 1 87 
0040: 00 34 '"'r' I •• FE FF cc ZB 00 FE EO cc 1 B 00 C3 11;! EO 
OC5Q· FE 04 28 2 1 FE oc 2e O'T' FE 2 1 38 oz C6 SF C3 1B 
0060· EO 3E oc CD 1 B EC C3 1B 00 FE 02 28 l l FE oc 0. 
0070· f.:, 1 00 C3 l B EO FD 36 3F 6 9 FD 36 40 00 C9 FD 36 
008(1· 3F :: c FD 3 t q 0 (!0 c~ 
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LIST 

10 REM DO NOT CHANGE LINES 10 THROUGH 90 
20 REM THESE CONTAIN MACHINE LANGUAGE SUBROUTINES TO 
30 REM PRINT HEXADECIMAL ADDRESS AND DATA. CONTENT IS : 
40 DATA 205,208,199,205,232,225,201,205,144.210·,~05,237,225.201 
50 FOR I=O TO 13 : READ J : POKE l.J : NEXT 
60 REM 
70 REM * * * * HEX DUMP <COPYRIGHT> * * * ~ * * * * * * 
80 REM WRITTEN BY : BER BARENDREGT . CHEMIN DE PASSE-LOUP 3 
90 REM CH-1255 VEYRIER/GENEVE . SWITZERLAND 
280 PRINTCHRS<lZl 
300 CLEAR100:DIM BYTE<1S> 
320 HI:PEEKC-4096l+PEEK<-4095>*256:REM GET HIGH MEMORY 
340 IFHI>32767THENHI:HI-65536:REM ADJUST IF > 32767 
360 0H=HI-46:0L=HI-47:REM OUTPUT VECTOR HIGH/LOW 
380 REM *******ADDRESSES SHOULD BE IN HEX. NOTATION 
400 PRINT"The addresses should be in HEX. notation" 
420 PRINT:INPUT"Give START-address for HEX-DUMP";AS$ 
440 INPUT"Give END-address for HEX-DUMP"iAE$ 
46 0 P R I NT : I N PUT " P r i n t h a r d c o p y ( Y I N > " ; A $ 
480 IFA$="N"ORAS="n"THEN560 
500 IFASC>"Y"ANDASC>"y"THENPRINT"Invalid response 1':GOT0460 
520 INPUT"Which title to be printed";T$ 
540 POKEOH.233:POKEOL.147:PRINTTS 

·• 56(1 AS$=LEFH<AS$.4l:AES=LEFTS<AE$.4) 
580 ASS=LEFTS<ASS.LEN<AS$)-1)+"0" 
600 HS=AS$:GOSUB1460:AS:DO 
620 HS=AES:GOSUB1460:AE=D0 
640 REM ***********MAIN LOQPw*********************•********* 
660 FORA=ASTOAESTEP16: L$:"" 
680 IFA>32767THENA1=INT<A-65536+.5l:GOT0720 
700 Al=INT<A+.S> 
720 IFA1>32767THENA1=INTCA1-65536+.5):GOT0720 
740 IFP=OTHENGOSUB1380 
7 6 0 REM * u * * * * 
780 REM *******READ 16 MEMORY-LOCATIONS AND STORE IN BYTE<X> 
BOO FORX:OT015:BYTE<X>=PEEK<INT<A1+X>>:NEXTX 
820 REM 1t*1"'*** 
840 REM *******PRINT ADDRESS 
860 POKE260,0:POKE261.0:HEX=USR<A1>:PRINT" "· 
880 REM UU'*** 
900 REM *******PRINT 8 MEMORY-LOCATIONS IN HEX 
920 POKE260,7:POKE261.0:FORX:OT07 
940 HEX:USR<BYTE<X>>:IFX=3THENPRINT" "; 
960 NEXTX:PRINT" "; 
980 REM •****** 
1000 REM *******PRINT NEXT 8 MEMORY-LOCATIONS IN HEX 
1020 FORX=8T015 
1040 HEX=USR<BYTE<X>>:IFX=llTHENPRINT" "; 
1060 N.EXTX:PRINT" "; 
1080 REM ~••u** 
1100 REM **•****PRINT PRINTABLE CHARACTERS <32-127>. OTHERS ARE 
1120 REM *HHU SHOWN AS A I. I FOR 16 MEMORY-LOCATIONS 
1140 FORX=OT015 
1160 IFBYTE<X><320RBYTE<X>>127THENL$:L$+".":GOT01200 
1180 L~~L$+CHRS<BYTE<X>> 
1200 IFX=7THENU=LS+"" 
1220 NEXTX:PRINTLS :P=P+1: IFP=i16THENP=0 
1240 NEXTA 
1Z60 REM *~*****END OF MAIN LOOP*•*******~*****"'*~***********l 
1280 REM ****••• 
1300 PRINT:POKEOH.224:POKEOL,27 
1320 PRINT:INPUT"CONTINUE Y/N";H$:IFH$="N"ORH$="n"GOT01600 
1340 P=O:GOT0420 
1360 REM **•**"* 
1380 REM *******PRINT HEADING LINE 

•, • 1 4 0 0 PRINT: F R I NT" ADDR 0 1 2 3 1J 5 6 7 8 9 A B C D E F" 
1420 PRINT:RETURN 
14qO REM *H**"'* 
lq6Q REM "'******CONVERSION HEX>DEC HS>DO 
1480 DO:O:FORI=LEN<HSITOlSTEP -1 
1500 TS=MIDS<H$ .I ,11 :V=ASC<T$1: IFV<65THEN15~0 
1520 V:V-55:DO=D0+16A(LEN<HSl-II*V:GOT01560 
1540 V=V-48:DO=D0+16A(LEN<H$l-IJ*V 
1560 NEXT! :RETURN 
1580 REM 
1600 END 
READY 
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NORTHAMERICAN SOFTWARE ~ now comes with Sound Effects 

and Joy Stick control. * ECHO -Can you remember sequences of sight and sound? Enhance your ability to remember and train your mind. 
Master this skill with ECHO. Just a few minutes a day will improve and sharpen your mind. Four levels of difficulty. (ML) 

.lf- SPIDER- WHO'S AFRAID OF SPIDERS? Imagine yourself in a 'very large room with obstacles all around you. Your 
objective is to reach the opposite corner and retrieve some money and get back again. Sounds simple enough, doesn't 
it? Well, you might just get eaten or surrounded. These spiders come out of the woodwork like ants. No matter how many 
you destroy, they just keep on coming. Fully graphic and with sound. (ML) 

lf GROTN/K WARS by Ross Williams * SUPER ASTEROIDS by Apollo 
It's a video arcade game that isn't coin hungry. You, as commander of a star ship, must 
search out and destroy enemy spaceships in 8 galaxies. Of course. you have only a 
certain amount of energy, and when you fight an enemy ship that is in your galaxy, it 
may fight back and damage your ship. 

The many innovations in GROTNIK WARS make you feel that you are actually piloting 
the spaceship instead of just hitting keys, but the feature that gives it life is its real· time 
animation. As you patrol a galaxy, you see a field of meteors passing you, just as if you 
were moving through 3 dimensional space. Asteroids appear out of the distance and 
grow larger as they near you, before drifting past. When you steer the ship, the stars 
outside veer realistically in the opposite direction. Enemy ships appear from above, 
below or from the side, receding in size as they speed past. But the hyperspace effect 
(used to move you to a different part of your galaxy) and explosions must be seen to be 
believed! Grotnik Wars has been our best selling game to date. 

'A new era in real time graphic arcade games'. 

Never has there been such a captivating and superbly written arcade game for the 
Sorcerer. Styled after the well known and very popular ASTEROID DELUXE arcade 
game, SUPER ASTEROIDS is destined to become the most popular piece of 
demonstration software used by dealers and users alike. Perhaps it is the outstanding 
use of fine line graphics or the silky smooth movement. Maybe it is the breathtaking 
speed, dazzling explosions, gripping sound effects or simply the challenge of avoiding 
those fire balls from that persistent flying saucer that insidiously follows you across the 
screen. Whatever it is, we warn you NOT to purchase this game for fear that you may , 
join the ranks of hundreds of other ASTEROID Addicts who, square and bleary eyed at 31 
am, just MUST have ONE more go at trying to beat that High Score. 

* GALAX/ANS by Martin Sevior 

The object is to guide a small space ship across the screen avoiding but shooting 
asteroids as they glide past. When an asteroid is hit, it will break up into many smaller 
pieces. By repeatedly hitting the pieces they will soon disintergrate and disappear. If you 
crash your ship into an asteroid it will break into pieces and splinter across the screen in · 
a shower of sparks! However, if you manage to stay in one piece, chances are you'll 
soon be pursued by a flying saucer that shoots balls of fire! Best that you treat him with 
care, else you may make his friends VERY aggressive. 

~ 

6 
~ 

Will you be able to force the Galaxians into defeat as they peel ott and dive at you with 
ever increasing fury? Galaxians has proved to be a very popular arcade style game and 
comes with comprehensive sound effects. 

6 8 
10 10 

~ G e 6 -'3 ~ 
Y .. m-kee Doo-<l!e 
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Sruclo;; a feath-er 

by Northamerican Software 
(Assembled and tested) 

SOUND GENERATOR & JOYSTICK CARD 

*ENJOY THE ADVANTAGE OF PLUG IN SOUND 
8 JOYSTICK HOOKUP WITH NORTHAMERICAN 
SOFTWARE'S INTERFACE CARD. 

SOUND 8 JOYSTICK CONTROL RECORDED ON 
OII!E SIDE OF TAPE. 
SOUND 8 KEYBOARD CONTROL ON OPPO~TE 
SIDE OF TAPE. 
(THIS AVOIDS UNNECESSARY JUMP ROUTINES 
TO SLOW THE OPERATION.) 

~ JOYSTJC1< CONTROLLER COMPLETE WITH 
CONNECTOR TO ATTACH TO OUR SOUND 
8 JOYSTICK INTERFACE CARD. 

Apollo has used a novel but ingenius method of continually reprogramming graphics 
characters and has obtained stunning results! All movement is done pixel by pixel but 
without speed loss. Numbers of asteroids, directions, speeds and such like are all totally 
unpredictable. If you can show us a piece of software that has finer, smoother and 
faster graphics than SUPER ASTEROIDS. we guarantee to refund your money in full! 

PROGRAM :: 5 $ PRICE 

ECHOISPJ:.DER 
SROTNIK 'vJARS 24.S5 
GA' AXIANS 22.SS 
SUPER ASTEROIDS 34.95 
SOU~D GENERATOR & 

JOYS'.l'ICK CARD * 
* 

*~/ware Postage Included 

S/v.an:_~ ?o:~:.:.age/HandJ jr:c 
I enclose, TOTAL 
(a) Cheque or money order for the above amou..,n•t•. •o•r ---4 

(b) My credit card, expiry date ....................... . 
!Master Charge, Visa 

No ............................................... . 
My name and address: 

NAME: ........................................... . 

STREET: 

TOWN/CITY: 

POSTCODE: . . . . . . . . . . . . . COUNTRY: ............ . 

DELIVERY: Software sent out within 10 days from receipt of your order. SEND TO: 
TERMS: Orders are payable in U.S. funds by certified cheque or money order. 

C.O.D. orders are not possible. VISA and MasterCard accepted. 
NOTE: North America only: Postage & Handling minimum $1.50 (up to 3 items) 

Each additional item $0.50 extra. DEALER ENQUIRIES WELCOME 
Overseas only: $5.00 inclusive of Registration/Insurance 

Northamerican Software 
P.O. Box 1173, Station 'B' 
Downsview, Ontario 
Canada M3H 5V6 
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SORCERER USERS' GROUP <TORONTO> 

M~mb~rship Aoolication Form Covering Jan. to Dec.1982 

Membership to th~ group is not restricted to the TORONTO ar~a. 

willing to participate are invit~d to join. 
All persons 

As a member of the Sorcerer Us~rs' Croup <Toronto>. 
m~mb~rship fee and agree to the following Terms. 

I enclose the annual 

1. That 1 will not. without the authoritation of the board of directors, 
r~present myself or tate any action as agent. 
spokesperson of the group. 

or representative or become 

2. That I will not use any software obtained from the SUGT library for any 
commercial purpose or financial gain. The library shail be available to me should 
I wish to obtain programs donated by other members. These programs shall not be 
distributed without the owners consent and/or the cons~nt of th~ board of 
ezcecutive officers. 

3. That h~ve the right to vote for the officers and directors of the 
organitation at th~ annual general meeting. 

4. That any breach of the above conditions and any other restrictions that 
the Officers of the Club may invoke in th~ future on my part may result in 
suspension or termination of my membership without refund. 

Annual Mel'D.bers:hip Rates <Jan - Dec) 

Canadian- $15.00 Cdn -PLUS SS.OO Postage 
U.S.& Foreign $15.00 (U.S Funds) PLUS $10.00 Postage 

Payable to- SORCERER USERS' CROUP <TORONTO> - by Ch~gue or Monev Orders. 

The SUCT program library is available to all members in the following manner. 

You may send 56.00 + $1.50 postage for each volume as they become available 
Program cassettes shall be sent via Air Mail. 

All issues of PORT FE shall be mailed first class, in the case of non local 
issues. they are mailed via Air Mail. Past issues of PORT FE are only available 
for the current calendar year. Contact the editor. he will advise the amount of 
payment for previous issues. 

NAME: < p r in t ) · .. 
ADDRESS: . 

Cl TY: .. 

POSTAL CODE: 
TELEPHONE: Res. Bus .. 

Payments enclosed <membership):. Library 

Signo.ture:. 

Please list the type of equJpment you are using etc. 
Sorcerer site 8. 16. 3Z 48 other. 
Disk ~ystem Micropolis. Discus. Er.idy. 
Other Eqt;Ipment 

tape/s .. 

SlOO. 
other. 

Graph board. 
Si u .. 

lf you belong to ~ny other Sorcerer Users' Group please list it below. 


