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If you ' ve ever gone shopping for a 
co mputer. you know you ha,·e w buy a 
lot mo re than a computer before you can 
start computing. 

All those other li11le items such as 
expansion slots. additional graphics 
boards , more memory, a monitor. mon i­
tor stand . print spooler and mouse add a 
lot more than a link w the cost. And 
that's nm count ing rhe small fortune you 
can spend o n software. 

lfyou ·d rather not spend the price of 
a small car on a computer. then eonsidcr 
the AMSTRAD PC 1512 . You"ll see n:r y 
quickly why A1vtSTRAD computers an: 
Europe's bes t selling computers." (That ·s 
·.vmrr1• fot1•n wli111 111/ /Juta (.i1 r/1 

right - we e\-en outsd l 113M .) 

Everything you need. In two boxes. 
O ne: reason you'll love the PC 1512 is 

because it comes with virtually eve ry­
thing you "ll need to begin computing 
within minutes after you take it out of the 
box . You not only get a high resolution 
monitor (16 grey level or Color RGB) , you 
also get lots of software - MS DOS, DOS 
Plus . GEM Desktop, LOCOMOTIVE 
13asic2 and GEM Paint. For business and 
personal needs - or for creating spec­
tacular graphics - ii ·s read y (() gol 

limitations not included. 
Naturally, the PC 1512 is IBM PC com­

patible and ready IO r-un virtually all IBM 
software. 

Of course. considering we include a 
lot of mouse-driven. windowing GEM 
software with every PC 1512. it seemed 
o nl y natural that we also build in the 
board lO run it. So we did. 

Then we threw in the mouse. 
Plus we·ve built in additional expan­

sion ports, so you can expand capabilities 
without haYing IO perform expensive 
brain surgery. You can even upgrade from 
monod1rome IO Color RGB by simply 
switching monitors. The PC 1512 has the 
capability built in ro run both . 

Ar AMSTRAD, we think it 's ridiculous 









----Editor's Notes---­

A fter an association of eight years, 
and after a year as Editorial Director, I'm 
leaving COMPUTE! Publications to form 
a new company with Robert Lock, COM­
PUTE!'s founder. 

Withdrawing, I can see the pathways 
that led to COMPUTE!'s current status as 
the only remaining consumer-oriented 
computer publication in America. I can 
also see the exciting growth and strength 
of this publication, how it matured under 
Robert 's guidance from a small quarterly 
to its present position. 

These pathways, the growth and 
strength, were only aspirations back in 
1980 when I wrote some articles and sent 
them to COMPUTE!. The magazine had a 
few thousand readers then and was com­
peting with a handful of other consumer 
publications for the new home computing 
audience. 

The following year, Robert asked me 
if I would be interested in joining his 
fledgling staff as an editor. I came to 
Greensboro and worked with him and the 
half-dozen other COMPUTE! employees. 
Over the next six years, he built COM­
PUTE! into the significant publishing 
group it is today: more than 200 books in 
print, six separate magazines, and over 
one million readers a month. 

By 1983 there were around 150 maga­
zines for consumer computer users. To­
day, COMPUTE! alone addresses the 
general-interest computer audience. There 
are several vertical publications which tar­
get specific machines, but with the recent 
repositioning of Family Computing toward 
"home office computing," COMPUTE! is 
now the only magazine offering an over­
view of this technology for the nontechni­
cal-, nonbusiness-oriented reader. 

We are grateful for the continued sup­
port of our readers, and agree with you 
that computing is too important an issue to 
be left to the experts. In the coming years, 
COMPUTE! will continue to evolve, but it 
will never lose sight of its goal: to explore 
and explain these fascinating machines for 
the average intell igent person. In a democ­
racy, of course, the people make the deci­
sions. We believe that few forces in 
contemporary life are more significant-or 
will have greater Jong-term effects-than 
the impact of computers on society. So it is 
vital that the public understand this tech­
nolcgy and, thereby, bring its collective 
wisdom to decisions about computing and 
public policy. 

COMPUTE!, of course, also entertains. 
We have always offered games, graphics, 
music, and other programs of wide ap­
peal. But, in addition, we feature serious 
applications, educational programs, tuto­
rials, and even philosophical specula­
tions . These traditions will continue. 

· Over the years COMPUTE! has attract­
ed some of the most intelligent and talent­
ed writers, editors, programmers, and 
artists in the business . The magazine is 
now in their capable hands. I'm sure you'll 
find much to enjoy and much to learn in 
these pages over the coming years. 

Richard Mansfield 
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The .New OKIDMA180 and the OKIMA1Efi20: �
Office Quality and Home Versatility. �

When the work you do 
at home needs to look good 
enough for the office, you need 
one of these two printers. 

Get the new OKIDATA 180 
and get crisp near letter quality 
printing at time-saving print 
speeds. Enjoy its easy-to-use 
push-button front panel, easy 
paper handling and ability to 
print on anything from letter­
head to four-part forms. 

And, for pure compatibility, 
use its dual Commodore®and 
Epson®-compatible parallel 
interface. 

Take home the OKIMATE 20 
and unlock the power 
of color graphics and 
24-element quality. 

Give life to your letters with 
sharp NLQ printing and a choice 
of built-in fonts. And add impact 
to your overheads with acetates 
in hundreds of colors. 

The new OKIDATA 180 and 
the OKIMATE 20 both work 
beautifully with either your 
Commodore 64 or 128, your 
IBM® PC or compatJ.ble, 
Tandy® and most Apple® 
computers. 

These two printers bring 
home the OKIDATA tradition 
of toughness you lmow from 
the office. At a price that could 
convince you to buy both. 

Call 1-S@OKIDATA, Ext. 25, 
for the name of the retailer 
nearest you. 

REGISTERED TRADEMARKS: OKJDATA. Oki America, Inc.. Marque dcpostt de Oki 
America. Inc.; OKIMATE. Oki Electric Industry Company, Ltd.; Corruoodore, Commodore 
Electronics. Ltd.; Apple. Apple Computer, Inc.: IBM. International Business Machines Corp.; 
Tandy, Tandi·. Inc. ; Epson, Epson Equipment Corp. 



Apple II 
With the exception of the Apple 
IIGS, which has RGB output, there 
is really only one choice for Apple 
Ile and Apple Ile owners: a compos­
ite monitor. The big decision here is 
color or monochrome. Mono­
chrome offers a much more read­
able display when it comes to text, 
but if you do a Jot of game playing, 
a color monitor might be worth 
looking into. 

With an RF modulator, you can 
use your television as a video dis­
play. Although not the best quality, 
the family TV offers a tempting low­
priced alternative to a dedicated 
monitor. 

The digital RGB output on the 
IIGS provides a much clearer picture 
than its composite output. Because 
of the IIGS's color and graphics abil­
ities, it's advisable to use an RGB 
monitor if you can afford one. 

Atari (Eight Bit) 
The Atari BOO family of computers 
can hook up directly to a TV or a 
composite monitor. (Atari 400s 
have TV output only.) Using the 
Atari's RF modulated output, you 
can view your computer's screen 
output via television chan'nel 2 or 3. 

To obtain the best picture, you 
should use a composite monitor. 
You may connect either a mono­
chrome or color monitor to the 
composite output. But because the 
Atari is a color computer with a 
wide variety of colorful games 
available, you'll probably want to 
consider a color monitor. 

Commodore 64 
Commodore 64 users-like eight­
bit Atari users-have three types of 
monitors from which to choose. 
First, with an RF modulator, you 
can use the family TV. The second 
choice is a monochrome composite 
monitor, and the third possibility is 
a composite color monitor. 

A TV provides a display that is 
satisfactory for most applications, 
but for text-intensive work-like 
word processing or using spread­
sheets-either a dedicated mono­
chrome or color monitor is a must. 

The 64's composite signal gen­
erates a good, clear monochrome 
display, but for those who want 
everything-crisp text and color­
only a composite color monitor will 
do. The 64 has a special type of 

12 COMPUTE! January 1988 

composite signal that separates 
chroma (color) and luma (intensi­
ty). When this signal-called sepa­
rated composite-is fed into a 
monitor that accepts it (like Com­
modore's 1702/1B02), the results 
are outstanding for a computer in 
the 64's class. 

Commodore 128 
The 12B, in addition to its 40-column 
64 and 12B video modes, has an BO­
column color mode. Since a high ­
quali ty BO-column display 
demands a higher-resolution color 
signal than is possible with com­
posite video-even separated com­
posite-the 12B uses a special 
video chip (B563) to produce a digi­
tal RGB output for its BO-column 
color screen. 

To take advantage of both of 
the 12B's video modes-composite 
and digital RGB-you 'll need either 
two monitors, or a monitor capable 
of displaying both signal formats . 
Be sure that any monitor you're 
planning to buy will display both 
composite and digital RGB signals 
before you make your purchase, 
since not every monitor is capable 
of displaying both types. The 12B's 
RGB port is plug-compatible with 
the one on IBM's color/graphics 
adapter, so IBM-style monitors can 
be used with the 12B. 

The IBM Standards 
The IBM PC's open architecture 
makes it possible to choose the type 
of video display you want to use. 
The computer's display circuitry is 
usually located-perhaps with oth­
er options-on an integrated circuit 
board called a card. (On some IBM 
compatibles, the video circuitry is 
built into the system's mother­
board.) Video cards can usually be 
installed and removed without much 
fuss, so it's easy to change the type of 
display output you have and, thus, 
the kind of monitor you use. 

Today, in the IBM world, the 
question of which monitor to use 
always begins with the question of 
which video card you have, or want 
to purchase. In the beginning, 
though, it was simple. 

When IBM first introduced the 
PC, there were only two display 
adapters available-the IBM Mono­
chrome Display and Printer Adapter 
(MDPA) and the IBM Color / Gra­
phics Adapter (CGA). The mono­

chrome adapter was intended for 
professional use. It produces a 
clear, easy-to-read text display, but 
no graphics. The CGA doesn 't have 
as fine a resolution as the mono­
chrome adapter, but as the name 
implies, it can display color a11d 
graphics. 

With only two standards, mon­
itor selection was easy. The mono­
chrome card required a TTL 
monochrome monitor-which is 
fairl y inexpensive-and the CGA 
card required a digital RGB color 
display-which is much more ex­
pensive. Things started to change 
when monochrome display users 
realized they needed graphics capa­
bility, too. 

Enter Hercules, makers of the 
Hercules Graphics Card. The Hercu­
les card has the same sharp text 
display as the Monochrome Adapt­
er and it can produce super high­
resolution monochrome graphics. 
Because of its early support by im­
portant products like Lotus 1-2-3, 
the Hercules card has become a 
monochrome standard-but one 
that IBM has never accepted . 

Although IBM has introduced 
several other video standards, most 
PC or compatible buyers are faced 
with a decision between a Hercules 
(or Hercules compatible) card and a 
CGA. Let's look at both of these 
options in more detail. 

The Hercules Card 
The Hercules card has just two 
monochrome modes-text and 
graphics. The graphics mode has a 
resolution of 720 x 34B. For applica ­
tions that don't demand color, it is 
an excellent, and inexpensive, 
choice. Hercules-compatible cards 
are often sold for under $100 and 
the monitors that support this dis ­
play can be found in the same price 
range. 

Perhaps the biggest drawback 
to the Hercules card is that IBM's 
BASICA doesn't support its graph­
ics, so you can 't use BASICA's 
drawing commands. In addition, 
many games use graphics and ex­
pect a CGA card. One solution to 
these problems is offered by Chuck 
Guzis in a program called SIMCGA, 
which allows a Hercules card to 
emulate a CGA card . Your display 
is still monochrome, but you have 
CGA graphics compatibility. 









Challenging Missions: 
From a Toa �

mythological dangerous�
past future 

Avail.able for: 
IBM PC and 
compatibles, 
Tandy 1000 SX 
&EX. 

Avail.able for: 
IBM PC 

and compatibles, 
Tandy 1000 SX & EX, 

C64/12Band 
Apple II Series. 

The Seven Spirits of 
Ra™ challenges you to an 
adventure from 3.000 years 
ago! Experience the 
authentic drama of an 
ancient Egyptian myth. 
Fight through tombs. 

pyramids. caverns and 
swamps. Test your mind 
against complex. multilevel 
passages. overcome sudden 
perils and surprises from 
evil forces. guardian demons 
and villains . 

The dangerous DEEP 
SPACE™ assignment: 
Operation Copernicus. 
Check your Top Secret 
Flight Dossier. then launch 
) our fully armed Starship 
on four thrilling combat 

missions. Your high-tech 
cockpit offers Dashboard 
and Out-of-Cockpit Views. 
detailed Quadrant Maps and 
Damage Control Reports. 
But beware! Many space 
enemies await you! 

New from 
?"T rademarks ol Sl r-r cch Sofrn:arc. Inc. Appk Is a Sir-IC h Softwa re. Inc. 

rcgtst ·red tra dem ark of ApplcComputcr. lnc.C64/ 128arc r--J/ .. ..J =t-.J= P.O. Box 245. Ogdensburg. regis tered tradema rks of Commodore ln tcrnmlona l. IBM is .__ J -- W • -J J 
a registered Lrademark of International Business Machines. iy 13669 

Tandy Is a reglslercd tradem ark of Tandy Corporation . (315) 393-6633 





graphics even play an integral part 
in the story or provide any infor­
mation that couldn't be provided 
otheI'Wise. Rather than try to make 
the stories more complex, the easi­
est thing to do is to make the prod­
uct look nicer-to add bells and 
whistles. 

This has been going on for a 
while. Back in 1981 and 1982, we 
were told by distributors that we 
were crazy. Nobody wanted text 
games any more, we were told, be­
cause machines were all becoming 
graphics machines. 

So this [trend toward graphics] 
isn't anything new. The graphics 
keep getting better on the ma­
chines, so it's not surprising that 
some people say text is dead. 

But for people who like stories, 
text adventures have just done a 
better job of telling stories. That's 
the important point. 

COMPUTE!: With a market increasing­
ly accustomed to graphics adventures, 
however successful or not, where does 
Infocom find new customers? 
Berez: In some ways, it's easy to 
convert people from, say, fantasy 
role-playing games to text adven­
tures, because they're already into 
that sort of thing. 

But it's been a challenge for 
years to attract people from other 
categories. We find that we can get 
a reasonably high conversion rate if 
we can get people to sit down at a 
computer and try one of our games 
for a while. 

COMPUTE!: Sophisticated graphics 
capability is being emphasized by the 
computer manufacturers as well. 
What sort of response are you getting 
from the higher end graphics ma­
chines such as the Amiga? 
Berez: We've just done a graph of 
our sales over the last year to see 
what our penetration is. Our num­
ber-one machine is the Macintosh. 
Number two is a tie between MS­
DOS and Amiga. After that come 
Atari ST, Commodore, and Atari XE. 

It turns out that there's no no­
ticeable correlation between graph­
ics machines and our penetration. 
There is a high correlation between 
the price of the machine and our 
sales. We do better on the expensive 
machines than on the inexpensive 
machines. People who are putting 
more money into their machines 
tend to buy more of our software. 
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COMPUTE!: Is advertising an effective 
means of gathering new customers? 
Berez: We've tried a number of ap­
proaches with good results . One ad 
had the headline, "We stick our 
graphics where the sun don't 
shine!"-with an illustration of a 
brain. Another ad showed a typical 
computer alien from outer space, 
with the line, "Would you pay a 
thousand dollars to match wits with 
this?" 
Blank: The point was that you 
should be able to expect more from 
a story than just getting a little ani­
mated character to move around on 
your computer. These are very pow­
erful machines, and they're not real­
ly being used to their potential-at 
least in the storytelling realm. 

What Infocom has done from 
the start is to simulate a universe 
and then tell a story within that 
universe. 
COMPUTE!: It's an approach that has 
evolved over the years, while retain­
ing consistent goals. 
Blank: Yes. Every game has had 
some level of improvement. It's 
gotten more sophisticated, smooth­
er; the interaction has gotten better. 

But .in the long run, as things 
progress and more of a mass market 
grows, you'll be reaching more peo­
ple who look for story. People are 
used to storytelling from other me­
dia, whether it's music, or movies, 
or books. People look for stories. 
That's what sells books; it's what 
sells movies. 

There's more than just special 
effects. A lot of people thought after 
the Star Wars movies all you had to 
do was put in some fancy special 
effects. But if the movie was junk, 
and the story wasn't good and 
didn't pull you in, the special ef­
fects alone weren't enough. 

My sense is that the best thing 
to be doing is honing skills for tell­
ing stories interactively, and not 
wasting time on graphics technol­
ogy that is going to be outdated 
anyway. In the long run, none of 
these technologies are what con­
sumers are ultimately going to 
want. But they are going to be inter­
ested in some kind of interactive 
storytelling, whether through text 
or animation. 
COMPUTE!: Do you face any problems 
as a result of the decline in literacy? 
Are Infocom's sales touched by the 

fact that people don't seem to be read­
ing as much as they used to? 
Berez: Our audience tends to be 
composed of heavy readers. We sell 
to the minority that does read. And 
there's still a good, solid core of 
people who do read. 
Blank: Part of the trend can be 
traced to immediate gratification­
TV, and so on. There's some rela­
tionship, but I think the people who 
really like stories will still be at­
tracted to interactive fiction. One of 
the things Infocom has been doing 
lately in a few stories is trying to 
make it easier for people, trying to 
provide more of a short-story feel. 
We're putting together games now 
that people can play for a while and 
then put down, having gotten a 
good and complete experience out 
of the game. Then they can pick up 

foe/ Berez 

the game later and have another 
experience with it, and so on. 
COMPUTE!: So you're willing to relax 
the format a bit. 
Berez: For a long time we were real 
purists. Because everything was in 
the user's imagination, and the 
games were enjoyable the way we 
were producing them, we never felt 
any need to add a little sizzle, or to 
snazz up the interface. 

· Right now, though, we're ex­
perimenting with a lot of things to 
make the games a little easier to 



play. We’re looking at ways to im›
prove the interface, to make it easi›
er for current’ users and, frankly, to 
try to get new people to try our 
products and give them a chance . 

If the screen is more visually 
interesting, it’s more likely that 
somebody who would not have at›
tempted to play one of these games 
will actually try it. 
COMPUTE!: What has been the re­
sponse from your existing customers? 
Blank: It doesn’t detract at all from 
the game. It’s just another way of 
reaching a group of people who 
might not feel that they were in the 
audience. We’ve always found that 
the important thing is for the con›
sumer to give our products a trial 
run. We know consumers can get 
hooked on these things, but you 
have to overcome those barriers: 
"It’s too long; it’s going to be too 
hard; it doesn’ t look like games I’m 
used to." 

We can address all of that 
without detracting from the quality 
of the interactive experience. 
Berez: For example, in Beyond Zork, 
because people are tired of drawing 
their own maps for our games, 
we’ve included an automatic on›
screen mapping facility. 
COMPUTE!: Why now? What made you 
decide it was time to enhance the 
interface and add other effects? 
Berez: One reason we’re much 
more open now to experimenting 
with other kinds of effects, includ›
ing sound and graphics, is that ma›
chines have gotten to the point 
where they’re powerful enough for 
us that we can give you the whole 
experience and add something to it. 
A few years back, we would have 
had to compromise the interactive 
experience to add anything else. 
COMPUTE!: So the charges that Info­
com hates graphics aren't accurate? 
Blank: Not at all! All we’ve ever said 
was that what’s important is the 
story. The way you tell the story, 
and the way that story interacts 
within the user’s imagination is very 
powerful. You don’t need graphics. 

But we all like graphics games, 
too. It’s a different type of expe›
rience. An all-text Pac-Man never 
made sense: Eat dot. Wokka. 
COMPUTE!: Is there a point in interac­
tive fiction, though, at which added 
effects become obtrusive? 

Berez: This is experimentation, and 
if something doesn’t work so well, 
it won’t be continued. In Beyond 
Zork, you can turn the new features 
off if you don’ t care for them. 

COMPUTE!: Marc, you've said that all 
the features are subordinated to story­
telling. How far can you go with this? 
Are we moving toward a new art form 
that merges the storytelling of fiction 
wit/1 the puzzle approach that has 
typified text adventures? How do you 
approach these questions when writ­
ing a new game? 

Blank: I’ve just finished a new game, �
Border Zone, and my goal in writing �
it was to make it a storytelling expe›�
rience. The story is very important›�
there are puzzles, of course, but �
the puzzles are so embed›�
ded in what’s happening �
in the story itself that you �
almost forget that they’re �
puzzles you’re doing. It’s �
an intrigue game, with �
three different scenarios, �
and you’re a different �
character in each scenar›�
io. Also, I’ve added real›�
time to the game. �

COMPUTE!: Tell us about 
that. 

Blank: In a game of in›
trigue and suspense, 
where you want people to 
feel that sense that things 
are happening all around 
them, that they’re trapped 
and they have to get out, being able 
to use realtime is very effective. 
There’s one point where you have 
to set a fuse on a bomb to go off in 
a certain number of minutes. Once 
you do that, it starts ticking. No 
matter what else you’re doing in 
the game, you’re aware that bomb 
is getting closer and closer to 
detonating. 

What’s important about these 
extra elements is using ones that are 
appropriate. It’s not something just 
tacked on as a bell and whistle-it’s 
an integral part of the story. 
COMPUTE!: You're seeking ways to 
make the problem-solving and puzzle 
elements serve the cause of narrative. 
Blank: Yes. Stories have a sense of 
time and progression and dramatic 
thrust that’s hard to achieve in this 
medium. But we are constantly ex›
perimenting, and getting closer to 
real fictional experiences. 

Berez: These are a form of litera›
ture, but you can’t just translate a 
book into a computer game. There 
has to be some advantage to using 
the computer, or the user would be 
better off reading a book. 

In the early days, the advan›
tage was the feeling that you are 
there. The puzzles added to that›
they gave you reasons for interact›
ing with the environment we put 
you in. 

Now we’re experimenting with 
other approaches that may in fact 
feel much less puzzle-oriented. 
They may actually be much less 
puzzle-oriented. But you’ll still be 
drawn through the story. You’ll get 
a certain feeling that you wouldn’t 
get just reading a book. 

Marc Blank 

COMPUTE!: Zork came out of main­
frames. You've found great success in 
the micro market. What about the 
next generation of computer technol­
ogy? Can we look for Compact Disc›
Interactive (CD-I) games from Infocom? 
Berez: What we do is interactive 
storytelling, and that implies that 
we’ll do things for any medium that 
can be interactive. We’ve produced 
books. CD-I is definitely something 
we want to work on. 

COMPUTE!: What form might an in­
teractive CD-I take? 
Berez: Audio is a particularly good 
medium for translating Infocom 
games. Listening uses your imagi›
nation. The key, though, is to use 
sound, or any enhancements, the 
same way we use text-as some›
thing that adds to the imaginative 
experience. @ 
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If yo11 have a11y ques tions, co 11111w11ts, or 
suggestio11s you would like to see ad­
dressed i11 this co/1111111, write to "Readers' 
Feedback," COMPUTE!, P.O. Box 5406, 
Greensboro, NC 27403. Due to the volume 
of mail we receive, we regret that we 
ca1111ot provide personal answers lo tecil­
11ical questions. 

Telecomputing For 
Beginners 
I have three qu estions about modems. 
Can you use a modem if you have a 
two-party phone line? Is it cheaper in 
the long run to buy a 1200-baud mo­
dem for $100, or a 300-baud modem for 
$40? When yo u use services like 
CompuServe, that charge by the min­
ute, do you have to pay long-distance 
bills for call ing them? 

Kevin Smith 

A modem ca11 be used 011 a two-party line, 
but if til e other party picks up the phone 
while you're teleco mm1micati11g, you'll 
probably lose some data; you might eve11 
be disco1111ected. If you plan 011 dow11load­
il1g long programs from the service, you'll 
probably want to switch to a si11gle-party 
line. 

Tir e key phrase in your second ques­
tion is "i11 th e lo11g nm." Although yo11'll 
save a few dollars i11 the short ru11 if you 
buy the 300-baud modem, you'll save 
more i11 the long rrrn by choos i11g tile 
1200-baud modem. If you use your 11ew 
modem ofte11, you'll make up the 560 dif­
fere11ce i11 the prices quickly. 

As to your third question, it depe11ds. 
Many cities have a local access 11umber­
you ca11 reach the service with a local call . 
If you don't have a local access 11umber, 
you'll have to pay for a long distance call . 
For detail s, check u ith th e service yo11're 
i11terested i11 . An alternative to long dis­
tance ca lls, k11ow11 as the PC Pu rsuit Ser­
vice, is available from GTE Te le11 et. This 
service is desiglled for da ta Ollly (llo 
voices) alld is available ill Ollly certain 
area codes. For a $25 sign-up fee alld 525 a 
mo11th, you ca ll make all Ulll imited 1111111ber 
of calls fro m 6 p.111. to 7 a.111 . weekdays, a11d 
at any time duri11g the weeke 11d. For more 
i11formatio11, call the PC Pursuit Bulleti11 
board at 1-800-835-3001 (dat a Ollly). 

Amiga 2000 Confusion 
I enjoyed Sheldon Leemon's April 1987 
AmigaView column about the new 
Amiga 2000. In it, I read that the Amiga 
2000 has slots for two- or eight-mega­
byte RAM cards and a special slot for a 
coprocessor card, but does not support 
more than 512K of chip memory or a 
math coprocessor. What distinction is he 
drawing? 

Bob Trent 

As to the memory questio11, all Amiga 
computers have a reserved area of 512K 
bytes of memory k11ow11 as chip memory. 
This is the Oll ly memory that's accessible to 
the special hardware chips that colltrol 
so und a11d graphics. The microprocessor in 
the Amiga, 011 the other har1d, call access 
all the RAM that yo 11 call put i11to the 
Amiga. Havillg more chip memory would 
allow for improved a11i111atio11 alld sou11d. 
Contrary to some rumors that cirrnlated 
before the introduction of the 2000, that 
machine has the same amoullt of chip 
memory as the 1000. 

Th e A111iga 2000 does llOI use a math 
coprocessor, which would speed up 11u­
merical applicatiolls like spreadsheets and 
three-di111e11sio11al graphics. However, it 
does have a special slot that ca11 hold a 
coprocessor like the 68020, which is a11 
improved versioll of the 68000 processor 
that all Amigas use. 

Programming The Atari 
I own an Atari 800XL and a 1050 disk 
drive. I know BASIC and some machine 
language. I like to program, especially 
with player / missile graphics. What I 
would like to know is how to detect 
collisions between players and missil es. 
Also, is there a way to move players 
vertically other than shifting all the 
player data in memory? 

I have read that POKE 1913,80 
speeds up the disk drive when saving 
programs. Is there a POKE I can do to 
speed up loading? 

Thane Maxwell 

Player/missiles are similar to th e sprites 
011 other computers-they are movable 
objects that are illdependent of the back­
gro und scree11 . However, player / missiles 
do not have vertical positio11 registers, so 
you cannot move them up and down with­

out physica lly moving the image data. 
Fort1111ately, player/ missiles stretch the 
entire height of the screen (a nd even be­
yond the top alld bottom of the screen), so 
player/ missiles call be on any portioll of 
the scrern. 

The player/missile graphics system 
has collisioll registers that call tell you 
wilell any given player or missile has 
overlapped ally given color Oil tile screen, 
when any player has overlapped any other 
player, and when any player has over­
lapped any missile. There is llO provision, 
however, for detecting collisions between 
two missiles. Many books cover player/ 
missile programmillg. Mapping The 
Atari from COMPUTE! Books and De Re 
Atari from Atari are among th em. 

The POKE you mentioned for speed­
ing up disk saves wo rks by turning off the 
verify mode. Normally, each save is fo l­
lowed by a simulated load which compares 
each saved byte to tire corresponding byte 
of memory. If any of tire bytes don't match, 
the save is automatically retried. POKEing 
80 into 1913 turns off this verify mode. 
There is no simple POKE that can speed up 
disk reads. 

The Amiga Family 
I'd like to buy an Amiga 500, but I don't 
know how compatible it is with the 
Amiga 1000. How compatible is it? Can 
it run IBM software like the 1000? 

Yip Man Tsang 

Th e Amiga 500 is basically a repackaged 
Amiga 1000. It has all the powerful fea­
tures of an Amiga 1000-multitasking 
(the ability to nm several programs at the 
same tim e), excellelll sound, and the most 
impressive graphics system of any home 
computer. The keyboard, while 1101 de­
tachable, has beell expanded and e11­
lia11ced. Most people agree that the 500's 
keyboard has a better fee l than the 1000's. 
Th e Amiga 500 comes with more standard 
RAM than th e 1000 (5 12K vs. 256K for the 
1000), and is easily upgradable to one 
megabyte (1024K). Best of all, the 500 has 
a much lower price. 

Tire Amiga 500 is compatible with all 
software writte11 for a11 Amiga 1000 ru11­
11ing versioll 1.2 of Kickstart and Work­
bench. It will not nm some software 
writtell for version 1.1 (remember, Kick­
start 1.2 has been placed ill ROM on the 
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extensible programming language 
from which completely new appli­
cations can be created. 

More Than Macs 
If HyperCard-like languages were to 
appear only on the Mac, they 
wouldn't be as interesting to ex­
plore. According to an interview 
with Bill Atkinson, Apple Fellow, 
who was the principal designer of 
HyperCard, the file formats will be 
made public so that MS-DOS ver­
sions of the product can exchange 
data with the Mac version. He is 
also working on a version for the 
Apple II. (His interview appears in 
Danny Goodman's excellent book, 
The Complete HyperCard Handbook, 
Bantam Books, $29.95.) 

A Quick Look At 
An Application 
HyperCard applications are called 
stacks, since the underlying meta­
phor is one in which the user is 
presented with a stack of cards that 
contain information: buttons that 
perform certain actions and fields in 
which data can be entered and re­
sults of calculations can be dis­
played. (This stack concept is similar 
in many ways to Paul Heckel's ear­
lier "zoomrack" metaphor of a rack 
of cards.) Figure 1 shows a sample 
card from the "address stack." 

The central figure in this image 
looks like a Rolodex™ card contain­
ing a name-and-address field and a 
phone-number field . This particu­
lar card was picked from the stack 
by using a "find" command issued 
in the message box at the bottom of 
the screen. By clicking the mouse 
on the telephone-shaped button, 
the phone number is dialed auto­
matically. The buttons to the left of 
the card image launch other appli­
cations and provide other capabili­
ties such as sorting the stack 
alphabetically. The entire operation 
of this stack, including the creation 
of new entries, is based on the fun­
damental Macintosh model of 
"type and click." 

At any time the user is free to 
build a fresh address stack using 
this one as a template. This new 
stack can have the buttons and text 
fields in different places, and un­
wanted features can be discarded 
and new ones added. 

HyperCard is shipped with a 

collection of sample stacks that cov­
er a wide range of common data­
base activities such as maintaining 
calendars, phone lists, and so on. 
Each of these applications can be 
launched from a special stack called 
the home stack. Many HyperCard 
applications have a home button 
that, when pressed, takes you back 
to this stack. 

Buttons can be used to perform 
myriad operations. Their most com­
mon use is to branch to another card 
or to another stack. They can even 
be used to launch other applications 
that have nothing to do with Hyper­
Card, such as starting a word pro­
cessing program. To get a feel for 

Figure 3 
s File Edit Go Tools Objects 

how easy it is to become a Hyper­
Card author, I've created a small 
stack designed to let people explore 
the different parts of a fish . As the 
user clicks on different areas of a 
fish, the program displays the name 
of the area being touched and pre­
sents a brief description to the user. 

Some Background Work 
For our application, I started with 
an existing background template 
consisting of a frame and four but­
tons. These buttons came preset 
with the ability to go to the home 
stack, to advance or go back one 
card at a time, and to go to the first 
card in the stack. See Figure 2. 
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Helpful, Thorough, �
Books from COMPUTE! �

COMPUTE! Books provides you with the most up-to-date, easy-to-use programs 
and tutorials for your personal computer. Each copy is loaded with helpful 

programming hints, tutorials, games, and much more. Here's just a sample of 
the many outstanding titles from COMPUTE! 

Jet Fighter School : Air Combat Simulator Tactics and 
Maneuvers 
Richard G. Sheffield 
Perfect-bound edition: ISBN 0-87455-092-0 $9.95 
Split-wire-bound edition : ISBN 0-87455-104-8 $12.95 
Learn actual combat maneuvers and much more with this 
hands-on book for popular jet-combat simulators like F-15 
Strike Eagle. Jet. and Ace. Information about jet fighter pi­
lots one! their aircraft. especially the F-15. provides on ex­
cellent introduction to the subject. The heart of the book 
demonstrates. step-by-step. numerous offensive and defen­
sive combat flight maneuvers. from the Hi Yo-Yo to the 
Defensive Spiral Drive. Tactical tips on F-15 Strike Eagle 
scenarios round out the book. F-15 Strike Eagle or other jet­
combot flight simulator required . 

COMPUTEl 's First Book of Amiga 
Edited 
ISBN 0-87455-090-4 $16.95 
COMPUTE! Publications hos collected some of its best 
games and applications. plus some never-before-published 
programs. to show off the enormous capabilities of this 
multitasking machine. Included ore games. programming 
tips. and applications such os " Hex Wars." " Biker Dove." 
" AmlgoDOS Botch Flies." and " AmigoTerm." Each program 
hos been fully tested and Is ready to type in. There is a/so o 
disk available for $15.95 which Includes the programs from 
the book. 

Making Dollars and Cents with Dollars and Sense 
Gia Rozells and Jomes Bortimo 
ISBN 0-87455-101-3 $18.95 
Toke charge of your money with this guide to Monogram's 
Dollars and Sense. the bestselling personal and business 
finonciol-monogement program for the IBM PC and the 
Apple Macintosh. Making Doi/ors and Cents with Dollars 
ond Sense tokes you post the manual to fully exploit this 
powerful. versatile software . Graph income and expense. 
analyze cash flow. and see your real financial picture so 
you con make more informed decisions. 

COMPUTEl's Gulde lo Sound and Graphics on the Apple 
lfGS 
William B. Sonders 
ISBN 0-87455-096-3 $16.95 
This tutorial. by the author of The Elementary Apple llGS, be­
gins by showing how to create graphics and sound using 
Applesoft BASIC. but it doesn't stop there. The book in­
cludes o multitude of programs. routines. and utilities with 
which you con open the llGs's Toolbox. o sophisticated set 
of programming tools. so that you can produce truly amaz­
ing sights and sounds. 

Flying on Instruments with Flight Simulator 
Jonathon M. Stern 
Perfect-bound edition: ISBN 0-87455-091-2 $9.95 
Split-wire-bound edition: ISBN 0-87455-103-X $12.95 
Here's fascinating hands-on instruction on flying with in­
struments in Flight Simulator and Flight Simulator II . How to 
fly in oil kinds of If.leather. How to read the instrument ap­
proach charts that instrument-roted pilots use. And how to 
navigate by using the impressive instruments ovollable in 
Flight Simulator and Flight Simulator II . More than 130 ac­
tual instrument approach procedure charts. For all versions 
of Flight Simulator and Flight Simulator If (Apple, Amigo, 
Atari . Atari ST. Commodore. IBM PC and compatibles. Mac­
Intosh). Flight Simulator or Flight Simulator II required . 

COMPUTEl's Third Book of Commodore 64 Games 
Edited 
ISBN 0-87455-095-5 $15.95 
COMPUTE! Publications hos brought together another excit­
ing collection of nerve-tingling games that will delight the 
whole family. Clearly written. with non-technical instruc­
tions. this book contains hours of challenging entertainment 
for beginning computer fans os well as experienced ;::>ro­
grommers. There is o companion disk ovoilob /e for $12.95 
that inc ludes oil the programs in the book. (955BDSK). 

You'll find these great books at any of the stores listed on these pages. �
Just look for the COMPUTE! Books display. �



and Entertaining 
Shop these COMPUTE! Books dealers �
for the latest COMPUTE! publications. �

ALABAMA 
Electronics Boutique 

Riverc hase Galleria 

Electronics Boutique 
West Shore Plaza 
Tampa. FL 

Electronics Boutique 
Martey Station Moll 
Glen Burnie. MD 

Gomes 'n' Gadgets 
Burlington Center 
Burlington. NJ 

Electronics Boutique 
Ross Pork Moll 
Pittsburgh. PA 

Hoover. AL 

CALIFORNIA 
Electronics Boutique 

Sun Volley Moll 
Concord. CA 

Electronics Boutique 
Glendale Galleria 
Glendale. CA 

Electronics Boutique 
West Side Pavillion 
Los Angeles. CA 

Electronics Boutique 
Montebello Town Center 
Montebello . CA 

Electronics Boutique 
Stoneridge Moll 
Pleasanton. CA 

Electronics Boutique 
Hilltop Mall 
Richmond. CA 

Electronics Boutique 
Northgote Moll 
Son Rafael. CA 

Electronics Boutique 
Main Place Santo Ano 
Santo Ano. CA 

CONNECTICUT 
Electronics Boutique 

Danbury Fair 
Danbury. CT 

Electronics Boutique 
Trumbull Shopping Pork 
Trumbull. CT 

Electronics Boutique 
West Forms 
West Hartford. CT 

FLORIDA 
Elec tronics Boutique 

Boynton Beach Mall 
Boynton Beach. FL 

Electronics Bout ique 
Melbourne Square 
Melbourne. FL 

Electronics Boutique 
The Falls Fashion Center 
Miami. FL 

Electronics Boutique 
The Florido Moll 
Ortondo. FL 

Electronics Boutique 
Treasure Coast 
Stewart. FL 

Electronics Boutique 
Governor's Square Moll 
Tallahassee. FL 

Gomes ·n· Gadgets 
Countryside Moll 
Clearwater. FL 

Gomes 'n' Gadgets 
Regency Square Moll 
Jacksonville . FL 

Gomes ·n· Gadgets 
Orange Pork Moll 
Orange Pork . FL 

GEORGIA 
Electronics Boutique 

Cumbertond Moll 
Atlanta. GA 

Electronics Boutique 
Lenox Square Moll 
Atlanta. GA 

Electronics Boutique 
Town Center @ Cobb 
Atlanta. GA 

Gomes 'n' Gadgets 
North Lake Moll 
Atlanta. GA 

Gomes ·n· Gadgets 
Perimeter Moll 
Atlanta. GA 

ILLINOIS 
Electronics Boutique 

Stratford Square 
Bloomingdale . IL 

Electronics Boutique 
Woodfield 
Chicago. IL 

Electronics Boutique 
Yorktown Center 
Lombard. IL 

INDIANA 
Electronics Boutique 

Greenwood Pork 
Greenwood. IN 

LOUISIANA 
Electronics Boutique 

The Esplonode 
Kenner. LA 

Electronics Bout ique 
Peconlond Moll 
Monroe. LA 

MARYLAND 
Electronics Boutique 

Golden Ring Moll 
Baltimore. MD 

Electronics Boutique 
Security Square Moll 
Baltimore. MD 

Electronics Boutique 
Columbia Moll 

Electronics Boutique 
Owings Mills Town Center 
Owings Mills. MD 

Gomes ·n· Gadgets 
Eastpoint Moll 
Baltimore. MD 

Gomes ·n· Gadgets 
White Marsh Moll 
Baltimore. MD 

MASSACHUSETTS 
Electronics Boutique 

Holyoke Moll at Ingleside 
Holyoke. MA 

MICHIGAN 
Electronics Boutique 

Briarwood Moll 
Ann Arbor. Ml 

Electronics Boutique 
Fo irtone Town Center 
Dearborn. Ml 

Electronics Boutique 
Woodlands Moll 
Grand Rapids. Ml 

Electronics Boutique 
Twelve Oaks Moll 
Novi. Ml 

MISSISSIPPI 
Electronics Boutique 

North Pork Moll 
Ridgeland. MS 

NEW HAMPSHIRE 
Electronics Boutique 

Pheasant Lone Moll 
Nashua. NH 

NEW JERSEY 
Electronics Boutique 

Cherry Hill Moll 
Cherry Hiii. NJ 

Electronics Boutique 
Newport Center 
Jersey City. NJ 

Electronics Boutique 
Quokerbridge Moll 
Lawrenceville. NJ 

Electronics Boutique 
Hamilton Moll 
Mays Landing. NJ 

Electronics Boutique 
Echelon Moll 
Voorhees. NJ 

Elec tronics Boutique 
Willowbrook Moll 
Wayne. NJ 

Electronics Boutique 
Woodbridge Moll 

Gomes ·n· Gadgets 
Livingston Moll 
Livingston. NJ 

NEW YORK 
Barnes and Noble Book Store 

105 Fifth Ave. 
New York. NV 

Electronics Boutique 
Crossgotes Moll 
Albany. NV 

Electronics Boutique 
Roosevelt Field Moll 
Gorden City. NV 

Electronics Boutique 
Walt Whitman Moll 
Huntington Station. NV 

Electronics Boutique 
Smith Haven Mall 
Lake Grove. NV 

Electronics Boutique 
Nonuet Moll 
Nonuet. NV 

Elec tronics Boutique 
Poughkeepsie Galleria 
Poughkeepsie. NV 

Electronics Boutique 
Market Place 
Rochester. NV 

Electronics Boutique 
Green Acres Moll 
Volley Stream. NV 

NORTH CAROLINA 
Gomes 'n' Gadgets 

Crabtree Volley Moll 
Raleigh. NC 

OHIO 
Electronics Boutique 

Eastland Moll 
Columbus. OH 

Gomes ·n· Gadgets 
Randoll Pork Moll 
North Randoll . OH 

PENNSYLVANIA 
Elec tronics Boutique 

Exton Square Moll 
Exton. PA 

Electronics Boutique 
King of Prussia Plaza 
King of Prussia. PA 

Electronics Boutique 
Oxford Volley Moll 
Langhorne. PA 

Electronics Boutique 
Montgomery Moll 
North Wales. PA 

Elec tronics Boutique 
Berkshire Moll 
Reading. PA 

Electronics Boutique 
Lehigh Volley Moll 
Whiteholl. PA 

Electronics Boutique 
West Moreland Moll 
Pittsburgh. PA 

Electronics Boutique 
Wyoming Volley Moll 
Wilkesborre. PA 

Electronics Boutique 
Willow Grove Moll 
Wiiiow Grove. PA 

Gomes ·n· Gadgets 
Court at King of Prussia 
King of Prussia. PA 

Gomes 'n' Gadgets 
Park City Center 
Lancaster. PA 

Gomes ·n· Gadgets 
Granite Run Moll 
Media . PA 

Gomes 'n' Gadgets 
Century Ill 
West Mifflin. PA 

SOUTH CAROLINA 
Electronics Boutique 

Haywood Moll 
Greenville. SC 

TENNESSEE 
Gomes 'n' Gadgets 

Moll of Memphis 
Memphis. TN 

VIRGINIA 
Games ·n· Gadgets 

Coliseum Moll 
Hampton. VA 

Gomes ·n· Gadgets 
Lynnhoven Moll 
Virginia Beach. VA 

Gomes ·n· Gadgets 
Pembroke Moll 
Virginia Beach. VA 

Columbia. MD Woodbridge. NJ 

COMPUTE! books are available outside the United States from subsidiaries of McGraw-Hill International Book Company. 



Go Directly To Jail �
Monopoly™ is one of the most pop­
ular board games ever produced, so 
it should come as no surprise to 
anyone that it's one of the most 
popular computer games as well. In 
the last few years, versions have 
been written for the Commodore 64, 
Atari sop, IBM PC, Macintosh, Atari 
ST, and Amiga. Although none of 
these programs are sold commer­
cially, they have been widely dis­
tributed by information services, 
BBS's, user groups, and public do­
main software copying services. 

What most computer owners 
don't realize is that as open and 
widespread as the distribution of 
these programs has been, it hap­
pens to be illegal. Most people as­
sume that if there were a legal 
problem, Parker Brothers, the com­
pany which holds the trademark 
and copyright for Monopoly™, 
would have complained. 

As it turns out, the company 
has been completely unaware of 
what was going on. It was not until 
a user named David Addison made 
and distributed a particularly de­
tailed version of the game on the 
Amiga that Parker Brothers became 
aware of the problem. This pro­
gram contained the phrase "A 
Parker Brother game" on its title 
screen, which apparently made 
someone think that Parker Brothers 
might be interested. They were not 
only interested, but appalled to 
learn how many computer versions 
were being circulated. 

Parker Brothers has since 
mounted a vigorous campaign to 
remove these programs from circu­
lation. It's going to be an uphill 
battle, however, considering the 
number of users who are distribut­
ing these programs to their friends. 

Patents, Copyrights, 
And Trademarks 
Since a large segment of the popu­
lation never uses computers, it's not 

really surprising that the board 
game manufacturer didn't find out 
until now. What is surprising is that 
the computer community, which 
usually tries to police itself in such 
matters, didn't catch on earlier. 
With the large number of "look and 
feel" lawsuits going on, distributers 
of public domain software have be­
come careful to screen out pro­
grams that too closely mimic 
popular commercial video games. 
Apparently, they aren't quite so 
sensitive when it comes to the legal 
perils of appropriating other types 
of intellectual property via computer. 

Some of the confusion may 
stem from the fact that the laws 
protecting intellectual property are 
numerous and �c�~�m�p�l�e �x �.� The idea 
for a board game like Monopoly™ 
can be protected by a patent. This 
excludes anyone else from market­
ing a game with the same object, 
style of play, and so on. In addition, 
the expression of that game idea is 
protected by copyright for a term of 
75 years. The game's expression in­
cludes the graphics used for the 
game board and card, the shapes of 
the playing pieces, and the text of 
the instructions. 

Even after the copyright expires, 
Parker Brothers will still be protected 
by trademark law. This law is de­
signed to prevent a company from 
confusing the public into thinking 
that its product is i1ctually that of 
another, more famous company. 

The most obvious violation is 
using another company's brand 
name, like Monopoly™, for your 
program. But a distinctive graphic 
design or logo can also constitute a 
trademark, and thus trademark law 
can protect a graphic long after the 
copyright has expired. For example, 
it would be silly to expect that ev­
erybody will be able to use the 
Mickey Mouse character after the 
copyright expires. That character 
has become so strongly associated 

with Disney that using Mickey in 
your advertising would be unfair. It 
would suggest that your product is 
in some way associated with Dis­
ney. The same law applies to the 
distinctive elements of the Monop­
oly™ game, like the locomotive, or 
the little man with the mustache. 
The fact that you're giving the 
game away, rather than selling it, 
doesn't make it any more legal. 

The Moral Of The Story 
The lesson here is that you have to 
be very careful when creating com­
puter counterparts of existing 
games. A few games, like backgam­
mon, chess and checkers, are an­
cient in origin, and are best known 
by a name which is in common 
usage and cannot be trademarked. 
Such games can be freely imple­
mented on the computer. Other 
games which are ancient in origin 
are best known by names that are 
the trademark of the present-day 
companies that manufacture them. 
For example, the ancient Indian 
board game pachisi is known by the 
trademarked name Parchisi™. So, 
while it's okay to program computer 
versions of pachisi, yacht, or reversi, 
you must be sure not to call them 
Parchisi™, Yahtzee™, or Othello™. 
With modem games like Monopo­
ly™ you must be more careful. 

It would probably be OK to 
program a game that played by the 
same rules as Monopoly™, as long 
as you didn't use any of the same 
names, playing pieces, board 
graphics, or card text, but there's 
hardly any point in doing so. Com­
puters present the opportunity to 
create fantastic new games that 
could never exist in the physical 
world. Programmers would be bet­
ter off trying to build the future, 
rather than recreate the past. @ 
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-----Reviews----­

Video Professor 
Ervin Bobo 

Requirements: VHS-format video cassette 
player, and IBM PC or compatible. 

The link between video recorders and 
computers is usually found in the re­
cording of computer graphics, or the 
use of the VCR as a means of data 
storage. The Video Professor series, 
however, is an attempt at using the 
VCR as a teaching tool, and the good 
news is that it works. 

With seven tapes currently avail­
able in the series (a total of 26 will be 
available by January), Data Link is cov­
ering what it considers to be the ripest 
areas for computer education. I would 
guess that a check with your local com­
puter store would show these to be the 
topics most requested by those seeking 
professional classroom instruction: In­
troduction to and Advanced Personal 
Computing; Introduction to and Ad­
vanced Lotus 1-2-3; Introduction to 
dBase III ; and WordPerfect (two levels). 

The video cassettes are not meant 
to replace software documentation or 
instruction manuals, but are designed 
to be used as a supplement. It is, in fact, 
quite likely that after studying the tape, 
you'll find the actual documentation 
much easier to understand. 

Meet Your PC 
The two cassettes on Personal Comput­
ing are aimed at the beginner. Introduc­
tion to Personal Computing starts with 
basics, showing you how to connect the 
components of a PC. This section is 
limited to connecting keyboard, moni­
tor, and printer. While the camera does 
go inside the computer to point out the 
CPU and RAM chips, there is no men­
tion of installing boards or of setting 
DIP switches. Presumably your com­
puter salesperson did this for you. 

Following this, you are taught 
some of the basic PC-DOS commands, 
such as DIR, COPY, FORMAT, FOR­
MAT /S; use of the keyboard; common 
errors to avoid (such as erasing your 
disk); and basic computer techniques 
(such as how to store your disk). 

Advanced Personal Computing 

Th e Video Professor series offers hands-on instruction by means of video cassette. 

may not be as advanced as some would 
wish-which could leave room for a 
third tape in this series-but it does 
cover more areas of PC-DOS, including 
copying disks; structure of directories 
and subdirectories; batch files and the 
autoexec routine; and the fundamentals 
of hard drive operation. 

Easy As 1-2-3 
Introduction to Lotus 1-2-3 includes an 
overview of Lotus; basic commands; ex­
planations of cells, rows, and columns; 
screen scrolling; and an explanation of 
the menus. Subjects treated with 
greater depth include range commands 
and math functions. 

The WordPerfect entry consists of 
an introduction and a Level II cassette. 
In the introduction, you get an over­

•view of the program, loading instruc­
tions, how to make and save documents, 
use of the spell checker, and text ma­
nipulation. Level II carries on with 
search-and-replace functions, automat­
ic backup, page layout, switching and 
windowing documents, and so on. 

In addition to the tapes previewed 
for this article, there is Advanced Lotus 
1-2-3 and Introduction to dBase III. 

Clear Presentation 
The tapes display solid production val­
ues. They do not look as though they 
were produced by ABC, but they 
weren't quickly produced or kludged 
together, either. Overall brightness, 
lighting, and clarity are fine. The tapes 
looked good on a 19-inch TV monitor 
and required no tracking adjustment on 
my VCR-which generally speaks well 
for the method of duplication. 

The instructional format of the 
tapes is a dialogue between the off­
screen professor and an assistant named 
Pam. The professor states a rule, such as 
using the Alt key, and Pam demon­
strates it by typing on the keyboard. In 
other instances, Pam asks questions, al­
lowing the professor a chance to ex­
pound on a particular principle. 

In presenting visual examples­
which is the point of having the lessons 
on video tape-a split-screen effect is 
used. Pam's hands and the keyboard 
are at the bottom of the screen, while a 
transparent overlay on top shows the 
effects that will occur on your monitor. 
This overlay is the actual monitor out­
put and is intercut with closeups show­
ing a particular detail on the screen or a 
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key on the keyboard. It is a good idea 
and much more effective than simply 
photographing a monitor screen. 

Other visual interludes include 
statement and restatement of rules and 
principles done in animated graphics in 
a variety of fonts. Chapter headings 
and chapter reviews are also handled 
this way, as is an illustration of a Lotus 
worksheet divided by horizontal and 
vertical lines in an effort to better ex­
plain the concept of cells. Obviously, 
the graphic interludes are not only de­
signed for visual appeal, but also are 
intended to help break a routine that 
might otherwise be monotonous. 

All the tapes I viewed are on T-60 
cassettes. After subtracting the intro­
duction and the ending credits, you'll 
have just a bit Jess than one hour of 
instruction per tape. Since students in a 
classroom may ask questions that do 
not interest you, the tapes may provide 
more information than a one-hour class. 

Professor Problems 
My one quarrel with the Video Profes­
sor series is the professor himself. He 
sounds like a pale imitation of Sid Cae­
sar's professor-though not deranged 
and with a less pronounced accent-I 
see no reason at all for the intrusion of 
what probably was meant to be a comic 
European accent. That idea had its hey­
day long ago and it is strange to think 
that some producer or director consid­
ers it funny, cute, or necessary in this 
context. 

There are a few minor inconsisten­
cies. In Introduction to Personal Com­
puting, it is stated that drive A is 
usually on top, but in one of the Word­
Perfect tapes, drive B is on top. And 
while we are supposed to be seeing 
Pam typing the professor's commands, 
the hands shown are clearly male. But 
these are minor and in no way detract 
from the tapes' educational content. 

Lessons Learned 
As to the worth of the video lessons 
themselves, I can see several areas 
where they could prove to be of high 
value. I think that the form of the 
lessons-with dialogue, questioning, 
statement and restatement of principles 
and conventions-effectively captures 
one tried-and-true method of teaching. 

Given that one can-learn from the 
tapes, it means you also can learn at 
your own speed. For review, simply 
rewind the tape and study the idea as 
many times as necessary. 

I can also see how these tapes 
might be added to a growing video 
library of college adult education 
courses. Also, an enterprising computer 
store might use them in either a rental 
or loaner library, thus offering an alter­

native to more expensive classroom 
teaching. 

It is also possible that such a library 
might be used by persons considering 
the purchase of software. They could 
obtain a working overview of a program 
and evaluate it in terms of their particu­
lar needs and in their ability to learn. 

Video Professor 
Data Link Research Services 
1536 Cole Blvd., Ste. 180 
Golden, CO 80401 
$79.95 each 

The Ancient Art ­
Of War At Sea 
Keith Ferrell, Features Editor 

Requirements: IBM PC, XT, AT. or com­
patible; 256K RAM; joystick or keyboard 
driven; not compatible with MS-DOS 3.2 
or PC-DOS 3.2. 

The heroic age of fighting sail continues 
to exert a powerful influence on the 
imagination-centuries after sail was 
superseded by steam, wooden hulls by 
armored ones. There's something ro­
mantic and adventurous about the 
thought of well-trained sailors scurry­
ing through high riggings, crack cannon 
crews loading and firing broadsides, 
stalwart captains placing their flagships 
in harm's way for crown and country. 

Of course, there was a dark side to 
such romance, as there is to any colorful 
conception of combat. Life at sea was 
harsh, morale could sink as rapidly as a 
scuttled ship, and close combat after 
grappling was brutal and bloody. 

Now Br0derbund has captured 
both aspects of the heroic days of naval 
combat in The Ancient Art of War at Sea. 
This handsome, ambitious package 
puts players in charge of fleets of flag­
ships, frigates, and ships-of-the-line, 
facing armadas of determined enemies. 
The program disk contains several re­
creations-or near recreations-of clas­
sic naval battles. 

There are also several built-in sce­
narios of unspecified date, designer 
wars at sea pitting your fleet against 
huge navies and impossible odds. Some 
of the scenarios play the " what if?" 
game: What if the Bismarck had been a 
powerful sailing vessel two centuries 
before World War II? And if the scenari­
os aren't sufficient in number and vari­
ety, there's a powerful game generator/ 
designer that let's you custom tailor 
your own naval battles to your own 
tastes. 

Screen Games 
War at Sea is a game of many screens, 
each serving a particular function. 
Upon booting up, you're asked if you 
wish to go to war. Enter no, and you 
can choose from game design, alter­
ation of defaults, and visits to "Ye Olde 
Options Shoppe" to add or remove 
frills from the campaigns. Enter yes, 
and you're presented with the first of a 
series of parchment scrolls; these are 
working scroll s, by the way. Nicely ani­
mated, they furl and unfurl at your 
command, with a cutlass-shaped cursor 
by which you adjust options and select 
scenarios. Via the scrolls, you can also 
alter aspects of each scenario, making 
shallow and rough waters more or less 
dangerous, increasing the speed at 
which ships are repaired, and so on. 

The 11 scenarios strike me as well 
selected, with enough variety to give a 
sense of all the different strategies and 
tactics possible in seafaring war. Since 
the package also includes a game de­
signer, there's a near-i nfinite combina­
tion of conflicts. 

Five of the prepared scenarios are 
imaginary; four are based pretty closely 
upon historical conflicts; two are "what 
if" scenarios; the eleventh is, as nearly 
as I can figure, the product of a vicious 
designer. (It's my favorite of all the sce­
narios.) Each scenario comes with a des­
ignated enemy commander, each with 
his own set of tactics and skills. You 
have the option of changing the com­
mander, though, and testing yourself 
against, say, Blackbeard at Trafalgar, or 
Lord Nelson and the Spanish Armada. 

Once you've selected a scenario, a 
story -scroll unrolls, giving you back­
ground information on what you're up 
against. And soon, you're actually up 
against it . 

The imaginary scenarios have 
much in common. You're up against 
implacable and, at first, seemingly inex­
haustible fleets of enemy ships. Your 
own resources would be stretched thin 
if they were fully supplied-but they're 
not. It 's up to you to allocate resources, 
put ships in port for repair and resup­
ply, and position your squadrons where 
they stand the best chance of holding 
off the enemy, at least for a while. 

Of course, if you're bold enough, 
you can take the offensive, driving deep 
into enemy waters in hopes of captur­
ing their crown before they capture 
yours. As admiral, you must choose 
both offensive and defensive squadrons 
carefully-the loss of your flagships 
means the enemy has won. 

Navigation is accomplished on a 
scrolling scenario map that shows land 
masses, shallow and rough waters, 
wind direction, and the position of both 
friendly and unfriendly forces. Crown 
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