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Thank you for purchasing PC Underground. We hope you enjoy experimenting
with all the programs we've included on the companion CD-ROM. We're
certain you'll learn alot about "underground" programming.

As you read through PC Underground you'll see several program listings
which are highlighted. These listings may be part of a program or the entire
program which you'll find on the companion CD-ROM. To help you identify the
program, the program or file name is shown
in a icon which usually appears near the
beginning of the program listing. An example
of this icon appears to the right.

Please note that due to space limitations and column width, a few programs
may not appear exactly the same as the program on the companion CD-ROM.
Therefore, you should use the programs from the companion CD-ROM whenever
possible.

For more information on how to use the companion CD-ROM please read
Chapter 16 "Look What's On The Companion CD-ROM". It lists the directories
and files and how they are installed.
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You can find
SQUEEZE.PAS

on the companion CD-ROM


