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NINETY—HIHMHERS OF THE “ANCOU

VANEWS#78 JAN 1950

Next Meeti1i1ng -

TUESDAY, JAN 30th

7:00PM Please be prompt we need to be out of this
room by 9:00PM.
VANCOUVER MALL, Community Room. (near J.C. Penneys).

Nexxt Wor ks hopp =

ounday FEB 4th 1990 11:AM to 4:PM
VANCOUVER MALL, Community Room. (near J.C. Penneys)
Bring your computer and any questions or problens.

N L. Ul N A ERS =
2O ESE—EB8 S — 4 4595977
2494hrs, except when the Sysop needs the systemn.

Rk Order your library prgrams for delivery to the meetings! XX xdodkokioiook

The Officers of NOVA: Area Code
' A A A S S S SRR RSN SERR0 00 0.0 0 00 0.0 00000 0.0 00 00 00 40 0.0 0 0 0.0 0 00 03 0 00 0.0 00000080 88 &, 1
Dan Lisson Preident 206 6937575
uinton Tormanen Vice President 206 6874972
Lila Simmons Treasurer 206 896—-0113
Beth Webber Secretary 206 892 1386
Committees:
Gary Crawford Sysop/Librarian message 206 687 3516
Maria Adler Fditor 206 695 9932
Bob Chase Fditor Advisor 206 695 /7002

The officers and committee members welcome your questions and will do their
best to answer them or get someone who can help. Please feel free to call.
Early evening is problaly the best time as most of these people work during the
day. ’
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Schedule of upcoming meetings and workshops.
February 27th Meeting - —March 4th Workshop
March 27th Meeting —————————— April 1lst Workshop
April 24th Meeting —m




‘III!IIIII
|
I

By Uuinton Tormanan

Mell, here we are with the zecond 1nstallment of our tutor.
IT°d like to go ocwver the numbering sysztem and memory map of
the TI-98-4H thi1s month.

First, the system 1= called binary and consiskts, as most of
youw Know, of 17= and 87 =, Each digit 1n binary 13 called =
"bit." There are four bits Lo a nibble, two nibbles to 3
byt=z, and two bytes to a word.

= ynu can see, to write out a word takez guite a bit of
roome, that 13 why programmers wse hexidecimal, or base 10,
er=sus baze 2. The example word abowve would be written as
~HAG 1. The ">" 12 placed 1n Front of hexidecimal numbers Lo
=how that 1t 153 1n basze 106. A "$%" may also be used 1n the
SaMme wWailf.

Very few people can think 1n hexidecimal or binary, soc 1t 1=
nice to know how to conwvert $from one to the other and most
impotrtantly to decimal, basze 18. To change a number ftrom
birnary to hexidecimal, you must first break 1t up 1nto nib-
blezs, asz 1n the examples abowve. Then, each nibkble 15 conwver
ted 1nto one digit.

Tab 2 Hibble conversions to hexidecimal

Bl = © Ml = Y 186 = O 11068 = L[

Al = 1 1Bl = 5 18a1 = 9 1181 = D

Bl = £ Blllkr = b 131 = H 11166 = E

fall = 3 h1i1l = 7 1611 = B 1111 = F
Mow, by comparison, you should be able to =zee how I came wup
with >HY961 from the example word. You hawe, no doubt, no-
Liced that the letterz HA-F are appended to the digits #@-9H.
Theze letters represent the decimal numbers 18-15, and are
uzed because 18-15 are actually two digits.

Te convert binary to decimal, I usually conwvert 1t to hex
I..

(which becomes wery esaszy after a whilel then conwvert the hes
Lo decimal. Hex to dec™ Doing one digit conversions are
zimple; @ to 9 are the same in both systems, and +tor R to F
just remember that H 1s 1B and the others 1ncrement s2venly,
ending with F being 15.
To do multiple digit coversions, convert each digit (nibblel
tn decimal. And multiply the right mozt dig:it by 1, the
next left digit by 16, the next by 256, and keep multiplying
the multiplier by 16. (e.q. 1,16,256,46896, 65550, ... ) 5o,
>AHAE61 1= 1x1+6x16+8x256+10+x404808 or 1+95+635%+4695@ or H3E361.
Simple, huht It is not necezszary to converit every number 1n
to decimal from hecidecimal that you find, =sc don 't woreryg!
(e.q. >28=32, :288=512, >2880=5192, >222=5192+67306)
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>l = 1 Sl o= TeliEe
sHEHMH = 1M 2E I = S
G = 1 b lied = 123534
>\ 3ES = 1666 :FFFF = £B£5535
You may Pon;ﬁrf binary d1 rectly fto decimal 1+ you ' d like.
Herae's how: Each bit 1s assiqgrned a walus starting at 1 on
the righthand side tthe least si1gnaiticant 1t and doubling
with each bit to the ettt of 1t toward the moszst si1gnificant
b1t (MSE ). In 3 word the MSB 1= worth 327568.
Tab 4: EBit walues
32?58 519& dBHn 512 1265 S ) =
o 1o 1o 1a 1o 1o |a
15344 HB&S 1@44 E;E é” 15 & !
Mow that you Krnow this=, szimply add a3ll the waluss togethear
that have a 1 1n them. in table 4 the number would be squal
Lo 327Y768+381432+204584+512+128+32+8+2 or 43698,
The unexpanded TI has 16K (183843 bytes of Wideo Display
FProcessor (UDP2I RHAHM, 38K of LCPU HUOM, and 256 bytes of CPLU
HHM. Each memory address 13 labled with a number ¢ just liks=
a house address2? and 1s usually retfered to 1n hexidecimal.
The UWIFP BHM 1= labled }@@Bﬁ—>DFFF, the RBOM 0080008 -:>1FFF, and
the HHM C(actually a workpad)?) 12 from >83868->835FF. You will
cbtice that the HUOM and FAM have some =2qual addresszes up to
~1FFF. This 15 nmnot a2 problem because each 13 a different
Kind of memory and the VIDP BAM has to be accessed different-
1.
Tthe TI-99-4%H alszo has 2K of peripheral RBAEMABOM from >46806-
»5FFF, and GREOMA-GREHM from >680-37FFF. H fully expanded T1
also has FHFHM from >22080~->303FFF and from >RHEBEBOB->FFFF. Y ou
wi1ll notice that the area from >23480->8FFF arse not mention-
ed. Thi=s 15 because they are speci1al addressez that are
ne1ther HHM nor HOM but are just addresses that values are
placed to access VDFP HHM, speech, sound, and GRGHM. I will
tell you how to use those t 1n a later 1nztallment.
let’s try a short program wusing the commands we Know and the
knowledge of the memory =setup:
LEF STHRET # DEFi1ne starting point as S5THRT
S THRT MO @i, HIA #* Mowe the word (MUV) from memory at
¥ (2 >0 tao Ri.
MOL Ra,e@>2Rg * Mowve walue of EB to memory at >2@fag
JMP ¥ * Just to seldtf.
EMND * End of listing
Mo new commands were 1nbtroduced, but a new method of number
storage was uszed. Motice the "ﬁ" in fronmt o+ Y2888 " 1n
*1he 2 and before ">2Bf2Y 1n line 3. Thisz means to use the
alue at the memory addres=s following. S50 we et the word a
L memory address 2888 and copy 1t to >28RZ2. Mote: Memoriy
1s addrezsed as bytes, so the MiVe word 1n line £ will get
the byte at 28880, put 1t 15 the Moest Si1gniticant Byte (M3SE,
or the left bytel of HB, get the byte at >288B1 and place 1t
1 the Leazt SE of Hi, And when placing the walue back to
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Moy  E:z@B@E, BB

COEGG=>47 >2@A@1=:4F >2EA@Z=>4F >20@3=:>44% RE=:>47U4F
MOY  FB,E>26862

S GpBoli7 »EBBl=s4F s2EEE=

L7 zZ2EAZ=:>4Y4% FRa=>4L474H}F

Frﬁm1Table 5, you =hould clearlg he able to z=ee what 1= hap-
pening a= far as the HMNUVe words Qo . I1'm =s=ure many ot you
wetre wondering what ths " JIHMF F" was doing. Hs the comment
said it jJjumped to 1nszelft. The "%" 15 asszigned as the memory
address of the command. e 1F the computer 13 teld to Jul¥E
Lo $ then 1t will jJump to the command addres=s, or the same
line. You may also mowe Jjust one byte at a time wersus 2
whole word {(two bytes ).

DEF STHHT # DEFine starting point as STHRT
STHHET MOVE R2086B,F8 % MOUVe the Byte at »28048 to HB

MOUEB @E>2061,R1 % MOVe Byte at >2881 to HI

MOV E R@,E}Eﬂﬁl # MOWe EByte from HA to 28081

MOUE Ri,E>2008 = MOWVe Byte from H1 to >2080

dMEPE % # Loop

EMI # End of listing

see what 13 happening 1n this program

You =hould be able to
by following each step. The owerall reszult 13 swapping of
the addresses at 22880 and >2881. Tab 6 shows the number

HEnE ol
Table 6: HMemory map when program o 15 run

Before program 15 run:

s 2AR=>12 >28081=>34 RB=>6F?7F Rl=>2855b6

MOVE E>2800, R0 MOVE @>26081,FH1
>2@B@AB=>12 »>28601=>34 RO=>127YF R1l=:>3450

MOUE RG,E2>2001 MOUB Ril,E=>2A0H4
}E@BB_?Jq >l =>1¢ P@*}IEHF Fl1=>3456

In*radUﬂ1nq a new cammand wlll 5h0rten th15 program. SbaF

Fyte will swap the M3B and L3B of a wo ord.

DEF STHET
STRET SWPE RB>2608 % SWaP bBytes of word at >286808.
JMP ¥
END
I g
DEF STRHRET
STHRT Mol R:o@E@6,R8 G2t word from >2084

SHFDE RHY #ShaP Bytes of word 1n HUY
MOV PE,E:20608 *5tore word 1n >2@Bp

JHP $

EMI

The first program is obwiously shorter but the
that the 5WFD Pcmmand may be uszed on an addres
register, like the MOVe, and Hdd commands we a
w1 kb Mell, that’'= all Ffor this in=tallation. See you all

~ext time?
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la 3@ baud modem, ] O can’
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muneg downrn the f lle

I+ you're paying
minute,
costs
csame download at 12808 baud 1s
96 cents, and at 240868 baud 3

1
i1s only 43 cents. If you do|
f 2y amount of long-disztance |
Imodeming, 1 b PHYS YOU Lo

f purchase a taster modem.

ADDITIONAL

Refer to AMALYSIS SHEET on the
lof information services and regular calling packages.

L Some shortcomings I cannot +azxl
| Compuserve has tToo many menues

{adding to additional charges

;dawnlaads take twice as long
tpacket switching.
imodule ftor Telco.....

ffhlnilﬂg, "Ts=

Jqou should consider |
upgradilng Lo E Sl baud]
Iimodenmn, 1+ you hawe not done )

=0 already. If you hawe aﬂH%;

ﬂpercentage

i There are =
F § 1 L boards across t
' . r

should help gﬂué

fcome to an educated deci1sion.

i |2 few of the nearly 88 th
11 am aware o

L{TI-woRLD
I L-CASAN - S-N-1

Ma Bell 13}JjP.U.H.N.
a half-hour |

$3.00¢* The |
| |PUGET SOUND

as
Maybe Charles Farl]l will write a Zmodem

MHHT

'_:' i'"lnii_,-lﬁ Hﬁu'r'-

L iine ot the best reazons ﬁﬂ;
ficall Lhe T1 boards 1= |
| O 3145 e
| o 8y Compuserwve 1s awallable
{ }1from the BES networkK withing

2 weeks. Hnd only

an5+h1nq =% value |

a SHMALL]
fi1nds 1t w3y

=
o the VUancouwver arsat

l lag BEBS (213 Qu?-7777]
' DCALAN - SN 1 '
ILos Hngeles

California
(7142 ?251-433¢

San Francisco, California

D.ORPORE - T7-0-1

lFortland, Oregon

(@b » 784-4LH14Ud]
D-WAHSEH - Y-0-1

tSeattle, Washington

 IMAT. 99°ERS  ¢617)> 321-8214|
I-MABOS

| Boston, Maszsachusetts=s

next page for a evaluation

o mention are that
that cannct be bypassed
and that PC-Pursuit

regular downloads due to
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ANARLYSIS SHEET ;

Telecommunications Serwvice~Larrier — Lost-sBaud~sTime

BEy: Kewvan Cniem%ﬂ

T 1:.-..-"'-

SERYICE-CARRIER | HYPOTHETICAL | IMPORTANT FACTS-NOTES

TIMES # BARTES L DOWHMLOARD f TO COWHSIDEER
it BRUID 2 LCOS5T5 :

lATeT - sTp  |2uee -

. 24 12 & 24 cheaper than
Standard Service 1286 - $@.49 t_ompuserve.
' l1lpm—Oam fn3al - F$1.9% I More expensiwe than
+7.08 - hr i | RFO0AR or first 38 hours
PR, 13- mn | lof PLC-Pursuit.
| {He minimum charge as
fvith other services.,
(fHT&T - FKHOA 46 i Do HOT sign up at the
HPeach Out Hmerica (12608 . 36 lend of the billing
1B8pm—-Sam 8580 tcycle, they will sti1ll
$7.158-hr - 1=t-hr] jcharge the full amount.
$B.115 mn - lIst- hrjFigqures based i Minimum monthly charge

$6.08608 hr - 2nd-hrjon second hour. tis $7.105 regaralegﬁ o+

1$8.188-mn - Indshre |

jusage.

lPCP - "~ loym@m - s$@.12  |Same price 3-12-24-95.

FC-Fursuit-sTelenest jloay $0.25 124 ¢ 96 nmot awvallable

BEpm-5am 3l - $4,. 54 lin all areas. Se2rwvwing

$1.80808-he 1st 58 Ima jor UJ.5. cities only.
$@0.01666 - mn 1st 38fPrices 4 2 due [$38.080 s1gn up tee.
' to delays with (Credit card billing
lpacket swichingjonly. |

ICI5 - Via Telenet |2u0B - $8.358  |$5.86 Minimum if NOT

CONPUﬂerwe 12868 - $68.75 lus1ng a credi1t card.

| ~5am HNON-prime ({8388 - %$1.54 iMuch too expensive 1+t
:$@S bB-hr at @300 § lconnecting at ower 34U
$1c.80-hr a2t 128088 | lbaud?® Ei1lled real-timkme, |

I$i2.608-hr at 2400 | lwhich means you pay FGP'
fpacket delays also. i

N.O.U.A. - U.G. EOX 566 - VANCOUVER, WASHINGTON 95666
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o TI—-ARTIST TUTORIAL i
USING "“"CaRTOON I Te oo
= The sore people I meet, the  PRESSING THE FIRE-BUTTON AND  eyes, ears, and hat styles.  2). FOR SAVING AN INSTANCE :Eﬂ
it more | find that fev knov  ORAG THE CURSOR  (WHILE  Piece each part together  (_I), YOU MUST G0 BACK TO &
“%2  how to use many of the super  PRESSING THE FIRE-BUTTON)  like a puzzle. The majority  THE ENHANCEMENT NODE, 60 TO Eﬁ'
_, draving prograas available  OVER THE AREA YOU MISH  of your cartoon should be  “SLIDES® [ICON, PRESS &) *-..
ﬂﬁ% to the TI-Community ---  ERASED, 3). TO ERASE A LARGE  completed (minus fine-tuning  (SAVE AN INSTANCE), TYPE THE %
f:  prograss such as TI-ARTIST,  SECTION QUICKLY, ACTIVATE  of the face and/or legs and  NANE YOU WISH, PRESS ENTER, i3
s GRAPHX, JOYPAINT, PICASSO,  THE SOLID BOXES ICON AND BOX  feet. These you'll have to  THEN PLACE THE CROSS-HAIR AT R
7 DRAM-N-PLOT, CSGD, and the  IN THE AREA, PRESS THE  do on your own. ' THE TOP LEFT OF YOUR i
wn like, The single  most  FIRE-BUTTON; AND FINALLY 4), Nov, it is time to exit  GRAPHIC, PRESS BUTTON AND &
s frequent response 1 get USE THE 00N ICON FOR  the ENHANCEMENT function ---  DRAG HORIZONTAL LINE 70 THE i
=% 1s,"] can't draw!® Join the  FINE-TUNE UP WORK LIKE PIXEL  press FCTN (+,=) keys at the  RIGHT OF THE PICTURE. PULL =
2 club! Neither can I. But I  ERASING OR PIXEL DRAMING. sase tise. You vill see the  THE "RUBBER BAND® DONN THE 3
=% probably spend sore time on Ok, let's begin! Boot 6 ites amenu; press €1  PICTURE  UNTIL IT 1§ &
= the subject than most. TI-ARTIST; at the first  TI-ARTIST. At the wmain ENCLOSED., PRESS  BUTTON, =
Eﬁ% " To those vho wished they  screen menu, press #2  ARTIST amenu you sust decide  INSTANCE IS SAVED, NOTE: BE &
Eﬁ gould dr av something, ENHANCEMENTS: then press the  whether to add, SURE TO ENCLOSE ONLY THE Eﬁ:
=% siaply, and learn how to use  (S)lides key. At the next  erase(fine-tune) or fill  PART(S) OF YOUR PICTURE-ND &
0 the rudiments of TI-ARTIST,  menu, press #6 LOAD AN  your graphic. To do any of  MORE, NO LESS, If vYou i
1 dedicate this article.  INSTANCE. Type in the file  the aforementioned, you sust  SURROND UNNECESSARY SPACE i
22 Although this  is  not  name; in this case, it will  place the cursor on one of  AROUND YOUR GRAPHIC, IT WILL :_
E% intended to be exclusively a  be DSKi.BODY6. In tise, the 1cons to activate it ALSO SAVE AS PART OF YOUR §§E
=2 tutorial on hov to use  you'll see a pulsating box; (press fire-button). You'll  FILE, THUS TAKE UP MORE DISK §§£
;ﬁ TI-ARTIST, you will come press the *T" key to see  notice the DRAW icon is in  SECTOR ROOM THAN NEEDED, §§E
avay eaore confident, 1f  your body part. If that color (activated) already. BEFORE FILLING AN AREA, .-
== you've never tried. . indeed is the part you wish,  MWhatever icon you choose,  USE THE FRANES ICON TO MAKE &=
; The vehicle I will -be drop it (fire-bytton) or  press space bar to get to A FEW SMALL BOXES SOMEWHERE %%i
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using to get your graphic
skills started 1s a prograa
that’s been around for soae
time --- CARTOON KIT, by TIN
D'NEIL. T only knov that Tia
hails froa  Wilsington,
Delaware. I don't know his
address, or hov auch he asks
for his progras. [ believe I
recelved by copy from the
club library. If you knov of
his address, shoot ae a line
so that [ may pay his.
Before we begin, [
recomeend using the original
TI-ARTIST, and not ARTIST
PLUS! It's a little more
convenient to use, and
faster., TAKE NOTE OF THE

FOLLONING HINTS WHEN USING
TI-ARTIST: 1). TO SLOW DOWN

THE CURSOR, PRESS THE FCTN
AND SEMI-COLON (;)  KEYS

SINULTANEOUSLY, 2). TO ERASE
SONETHING FRON THE SCREEN,

PLACE THE CROSS-HAIR ON Tht
(+) ICON AND DE-ACTIVATE BY

]
-amln

I

#-Il-“"“----
L ""*‘-"’-"‘-"‘

b

TR T R T e e

pove &t  (joystick) to a
desired spot, then drop. (If
that 15 not the part you
vant, press space bar and
repeat loading process). Hit
the space bar; at the senu,

press “5" again. Now, press
#4 LOAD SLIDES FILE. Type

the file name, “*MOUTH.®:
press space bar vhen loaded
(not you, the slides!). You
should see 24 different
aputh styles --- each 1n a
saall box (slides). Place
the cursor (cross-hair) on
the aouth shape desired;
press fire-button. Use the
joystick to move amouth 1n
place, press fire-button.
Press space bar} again, fros
the LOAD SLIDES FILE option,
load the NOSE file. You'll
see 22 different  nose

styles; pick one up, press
button and place on your

creation. Repeat the LOAD A
SLIDE... process for the

ang froa your graphic.

MORE HINTS: TO CONPLETE
OTHER AREAS. OF YOUR CREATION
(MIKUS STRAIGHT LINE
DRAWING) THE USE OF THE
K-LINES ICON IS  NOST
HELPFUL. BEFORE YOU DECIDE
TO FILL A CERTAIN AREA RITH
A PATTERN, BE SURE ENTIRE
AREA TO BE FILLED IS
COMPLETELY ENCLOSED.
DISASTER CAN STRIKE IF YQU
DON'T  CHECK. A 600D
PROCEDURE 1O FOLLOW WOULD BE
710 SAVE  YOUR  NEARLY
CONPLETED CARTOON TO DISK
FIRST: THEN IF  TROUBLE
OCCURS, YOU DON'T HAVE TO
START ALL OVER!

WHILE I'M ON THE SUBJECT
OF SAVING A GRAPHIC, HERE IS
WHAT TO DO: 1). TO GSAVE A
PICTURE ( P) SINPLY ACTIVATE
THE °*S* ICON. PRESS THE
APPROPRIATE & (SAVE FILE);
TYPE THE NAME YOU WISH TO
CALL IT, AND THAT!'S 1T, OR

PAGE |
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BOX 454
s TOLEDO, WA 98591
(206) B864-2948

ON THE SCREEN (AMAY FROM
YOUR PICTURE). THESE WILL BE
TEST AREAS. 60 BACK TO THE
NAIN NENU, ACTIVATE THE FILL
ICON; 60 DOWN TO THE BOX
THAT SHOWS THE °P* ICON.
PRESS CROSS-HAIR THERE AND
CYCLE THROUGH ALL  THE
POSSIBLE PATTERNS. WHEN YOU
FIND ONE YOU WISH TO USE,
HIT SPACE BAR, PLACE CURSOR
INSIDE ONE OF YOUR  TEST
BOXES AND PRESS BUTTON. SEE

HON EASY THAT WAS!

Now, pattern fill
anyvhere you wish on your
cartoon, Erase the pattern
test boxes when you're all
done! SAVE YOUR  FINAL
PICTURES! Also, don't forget

to print a copy of what
you've done. Place cursor on

the *C" (HARD COPY) Icon,

press button and follow

instructions.
The tvo

displayed here were

cartoons
done
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( continued froa page |

using CARTOON KIT

TI-ARTIST. The captions are

.........
L N - R N A vk am o v R R R e - e mT s R M s b v ovr bt o omr o o e o e e T -

}

and

not part of the CARTOON KIT.

They will be the subject of
a8 future article, hovever.

Also displayed, are samples
of eyes, ears,nose,aouth,

“hats, and bodies found

the CARTDON KIT.

10

[ hope you enjoyed this

article. Let ae hear

from

you if it was benefical,

HAPPY TI-ING!
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PISKETTE LAOBELS THST I_6s1
~ALMMosT ForeveErrx 0 By: kevan Loleman

Do you ever get tired of having to re-make your labels for vour diskettes?

You know all the reasons......

1) Can't read your own scribble. | |

<) The drive catches the label and mangles 1t, or rips it oft the disk,

2) Normal disk catalog programs list EVERY f1le and look ugly.

A few vears ago, I started laminating my labels. Rnu%hly tive yvears later, my
disks look as”™ good now as they did then. ] did not want to use the disk
catalag programé because they list EVERY program and besides, 1n time fti1les get
deleted or added meaning I would need to make another label.

With this in mind 1 wrote a simple program that enabled me to list out what the
grogramfwas and how to load it. Since ! have collected numercus programs over
he years, I cannot remember all the E/A 3 run names and all the other stutf.
I don't want to waste a 1ot of time looking either, &0 I just type 1in the
NECESSARY information.

I doubt Yau need instructions on how to laminate a label, ©but 1f you laminate
the labe BEFORE you stick 1t to the disk, %Du will $ind that it looks mucth
better and you will not make any mistakes that require you to make another
label or buy more lamination.

1) Frint up your labels.

2) Remove label and put between lamination and lamination backing. |

This is okay because the backing is wax-coated and the label will not stick

to 1t.

2) Burnish plastic on label until no bubbles remain.

4) Use an Exacto knife and cut lamination, leaving i/8" of lamination border
arpound label (using & ruler as & guide for the knite).

4) Remove Jlabel and apply to diskette using LIGHT pressure. Be sure to go
around the border too.

NOTES: Not Dﬁ]¥ does the 1/8th inch of border look good it also keeps the label
from catching on other objects,

Apply label approx 1/8Bth of an inch from the left and top sides.

I use "PRES-a-ply/clear seal” by Dennison. _A gackage ot four 4X3 sheets
will do 12 labels. The cost is between #$1.50-%1.90. It's well worth 1t:
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dE EXAMPLES s
TI-ARTIST/SUFPORT 02 7 MACFLIX - 2&

] ARTIET FONT FILEEB | - PIS/FIX 128 FORMAT G8RAPHIC PICTURE FILES

Requires prograem disk Iin drive (1) REGUIRES s HMACFLIX
| BUBBESTED ¢ BUPER CART FOR 32K VIEWING (XDPw24K)

r .
paa' Bl Fm s s cpaaawr =t A s W w T e e e ey, T et - aem Ty -

se MRITE PROTECTED =& D8DD
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i1 ' % SIMPLISTIC DISK LABELER Kevan Coleman - 9/8/84
> OPEN #1:"PI0O" :: CALL SCREEN(S5):: FOR A=0 TO 14 :: CALL COLOR(A,16,9):: NEXT A

3 CALL CLEAR :: B=0 :: C=0 :: DISPLAY AT(2,1):"LABEL HEADING" :: PRINT "{.......

llllll.'l.l.-ﬁﬂl-l‘.j!'

4 INPUT “":8% =: CALL CLEAR =22 PRINT “"[.".:50ccee0cnnabeaas0iaceBececloiucaDeesal..

8 0....5%1" 23 D=1 :: GOSUB 10 :: INPUT "":B$ :: D=2 :: GOSUB 10 :: INPUT "™

¢ == D=3 =:: GOSUB 10 :: INPUT "":D$% :: D=4 :: GOSUB 10 :: INPUT "":E¥% :: D=0 :

» GOSUB 10

S INPUT "":F$ =z: D=4 GOSUB 10 :: INPUT "":106% :: D=

¥ z: D=8 :: 6GOSUB 10 : INPUT "":1I¢% :: CALL CLEAR ::
+" 1: ACCEPT AT(24,14):C :: IF C=0 THEN 3

& PRINT #1:CHR$(27);“@";CHR$(15);CHR$(27);"1“;CHR$(Z7);"G“;CHR$(14);ﬁ$;CHR$(27);

ng{" s+ PRINT #1:B% :: PRINT #1:C% :: PRINT #1:D% :: PRINT #1:E¢$ :: PRINT #1:F%

s PRINT #1:6% :: PRINT #1:H% :: PRINT $#1:1%

7 PRINT #1:CHR$(27)3;"J";CHR$(&):: C=C-1 :: DISPLAY AT (21,1):"Remaining s "3 2

IF C=B THEN 9 ELSE B8

8 6O0TO &

@ CALL CLEAR :: GOTO 3
10 IF D=8 THEN DISPLAY AT{(4,1):"LAST LINE"
11 DISPLAY AT(1,1):"MAIN BODY: ";D :: RETURN

7 =: BOSUB 10 : INPUT """ H
DISFLAY AT (Z24,1) :"Buantity



SC-4A/DOS

BUPER CARTRIDBE BABED OPERATING SYBTEM - VER 1D/360K.A

MAJOR UTILITIES INCLUDE
Telecommunications/Wordprocessor (s} /Disk Utilities
Encryption/Archival /8raphic

** DO NDT WRITE PROTEGT #w

ADDENDUM

It’s now January of 2013. | have no clue if the data on this diskette is still viable,
but the label STILL looks good after 23 years!



