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You Can Tell a 
Computer 

Magazine’s 
Personality by 
the Software 

Company It 
Keeps 

editoriallicense �
GREGG KEIZER �

Software makes the man. Or woman. 
The software you own tells a lot 

about what kind of computer user you 
are. Show me a shelf full ofsoftware, and I 
can tell the past, present, and maybe even 
the future of its owner. Much as a weight­
and-<!ge guesser at the county fair only 
glances at your waistline and face, I can tell 
what kind ofcomputer owner you are by 
just a look at your software. Think about it 
for a moment: The software you own tells 
even more about your computer expecta­
tions than the kind ofcomputer you own. 
After all, it's software that makes a com­
puter something more than an expensive 
and elaborate desk lamp. 

Ifyou have a half-dozen different com­
puter languages, for example, and a collec­
tion ofcompilers, debuggers, and assemblers, 
you've been a personal computer owner for 
years. Learning the inner workings of your 
computer takes time, lots of time, and only 
with a kind ofnear-fanatical dedication can 
you generate creative programs from scratch. 

But ifyou count less than five programs 
in your software library, you've just bought 
your machine. You've yet to discover that 
the more software you own-in the widest 
range ofcategories-the more your com­
puter (and you) can do. 

Ifyour software shelf shows a propensi­
ty toward simple games featuring color, car­
toonlike characters, and sound effects, 
you've got some kid computing going on 
around you. 

More than two word processors on your 
hard disk tells me that you're a writer, or 
that you'd like to be one. Only writers in 
search of the perfect word processor can put 
up with the split personality needed to keep 
two different command sets straight. 

lfl check that pile of boxes beside your 
computer and find that their covers scream 
about skateboarders and sorcerers, flying 
machines and fantastic adventures, then you 
don't take your computer too seriously. ln 
your mind, it's the best thing for entertain­
ment since the invention offun. 

And if you have six feet of software, 
and there's no discernible pattern to its 
makeup-games mixed in with integrated 
packages, preschool software right next to a 
telecommunications program-you're right 
in the middle of the home computer-user 
spectrum. You're the computer-user equiva­
lent of the Renaissance man. 

These characterizations are stereotypes, 
ofcourse. Not everyone who owns a shelf­
creak.ing collection ofgame software uses 

the computer only for entertainment. In 
fact, in my forecasting, I'd be right only 
about as many times as that carnival guess­
er. Yet stereotypes aside, my point is valid: 
It's the software that defines what you and 
your computer can do. 

You can also tell a computer maga­
zine's personality by the software company 
it keeps. !fa publication reports solely on 
high-end business programs, for instance, 
it's going to appeal only to high-end busi­
ness computer users. And ifyou own a 
Commodore 64, PS/2 Model 30, Tandy 
I 000 SL, Apple Ile, or another home com­
puter, you can bet there won't be much in 
that magazine for you. 

That's why this issue, in which we de­
but the COMPUTE! Choice Awards, is so 
important to us. More than anything else, 
we've picked the top home computer prod­
ucts and handed out awards to let you know 
what COMPUTE! stands for. COMPUTE! 
remains dedicated to bringing you the best 
possible coverage of home computer issues, 
applications, and trends, a trait we think is 
amply demonstrated by the strength of the 
COMPUTE! Choice selections. Those 13 
products represent the best you can find in 
their categories. We guarantee it. 

As I've said before in this space, COM­
PUTE! speaks to and for all home computer 
users, regardless ofwhich machine is in that 
home. The COMPUTE! Choice Awards 
demonstrate this philosophy; we've made a 
concerted effort to select those home com­
puter products which are available for more 
than one computer system. We chose De­
luxe Paint II not only for its excellence, for 
example, but also because there are versions 
for three important home computer sys­
tems-Amiga, Apple Hos, and MS-DOS. 

We're ready to stand behind our picks, 
not so much because we're confident in your 
agreement (though we certainly hope you 
nod your head a time or two as you read 
through the list of winners), but because we 
think that the software we highlight helps to 
define the magazine. You won't be seeing 
articles about $1 ,000 business-accounting 
software in COMPUTE!. You won't come 
across reviews of workstation-style comput­
ers that cost more than a 1989-model car, 
either. Instead, you'll continue to read about 
the computers and computer software that 
matter in the home, in the classroom, and in 
the home or small-business office. 

Ifyou are what you eat and magazines 
are what they cover, then COMPUTE! is the 
home computer user's choice. l!l 
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news&notes �

What's NeXT? 
Three years after his bit­ black keyboard with 
ter departure from Apple, matching mouse; a 17-inch 
Steve Jobs unveiled his long­
awaited NeXT Computer 
System in October. Onstage at 
a packed symphony hall in San 
Francisco, he hailed the system 
as the "first computer of the 
1990s." With its sleek profile, 
dazzling array of standard fea­
tures, and a price less than 50 
percent of its closest com­
petitor's, the new computer 
is destined to make a splash. 
Whether NeXT can survive the 
backwash remains to be seen. 

The computer's brain (the 
Motorola 68030 chip, the same 
used in Apple's Macintosh Ilx) 
is housed in a one-foot black 
magnesium cube that sits un­
der the desk. Also included are 
a math coprocessor and a digi­
tal signal processor (for elec­
tronic music synthesizing), 
which free the 68030 for graph­
ics and other functions. 

The system comes with 8 
megabytes of memory; a slim, 

COMPUTE ! 

high-resolution black-and-white 
monitor supplied by Sony; the 
MACH operating system 
(UNIX compatible); and, last 
but not least, a 256-megabyte 
magneto-optical disk drive 
(no floppies here, folks). 

The disk drive is con­
trolled by two integrated cir­
cuits that overcome the 
notoriously slow retrieval 
speed of most optical storage 
devices. Each $50 disk can 
hold about I 00,000 typed 
pages of information. But 
users won' t have to start with a 
blank slate. The disk that 
comes with the NeXT com­
puter includes software galore: 
the PostScript page- and video 
display-description language, 
a text-retrieval program, the 
Mathematica equation-solving 
program, electronic-mail soft­
ware, the WriteNow word pro­
cessor, a database program, 
network-access software, vari­

ous software-development 
tools, a music kit, a sound kit, 
a dictionary, a thesaurus, Ox­
ford's Dictionary ofQuota­
tions, and the Oxford Com­
plete Works ofShakespeare. 

Jobs is aiming his new 
computer squarely at the aca­
demic market, but he faces 
stiff competition from IBM, 
Apple, Sun Microsystems, 
Hewlett-Packard, Digital 
Equipment, and Apollo Com­
puter. His big weapon is price: 
the NeXT system costs educa­
tors $6,500. A similarly 
equipped Apple Macintosh llx 
runs about $13,800 (that price, 
however, would likely be lower 
under Apple's educational-dis­
count policies). Jobs is also of­
fering an optional laser printer 
for $2,000. 

NeXT will need all the 
ammo it can muster to break 
into this market because the 
major players have been in­
volved for years and continue 
to give away equipment and 

offer incredible discounts to 
academic customers. Jobs secs 
the NeXT computer in use by 
developers, faculty, research­
ers, and students alike. He said 
that a student could accumu­
late, on a single disk, all of the 
work he or she produced in 
school, all the pertinent refer­
ence materials, and the soft­
ware needed to use the 
computer. 

Although the multitask­
ing, multi-user UNIX operat­
ing system isn' t much used 
outside ofengineering and 
technical applications, Jobs is 
gambling that his MACH ver­
sion will make it easier to write 
programs, accelerating graph­
ics programming tenfold. If 
he's right, then NeXT could 
succeed brilliantly in the aca­
demic community because of 
its capabilities and price. From 
that base, the system could fil­
ter into mainstream personal 
computing. 

- Peter Scisco 
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ALL.II IE FUN �

FIC. 
The 1989 JeeP, and Eagle lineup is so exciting we've 
decided to make a game of it. Simply gas up your IBM" 
PC with our Jeep Wrangler simulated-driving and Eagle 
trivia games. This two-d isk package is a sophisticated, high­
performance three-level program with a sticker price of only 
$4.95. 

Action graphics illustrate advanced Jeep product tech­
nologies, such as our exclusive four-wheel anti-lock braking 
system. Whi le Eagle's sophisticated aerodynamics and 
controls are demonstrated through startling animation. 

Thanks to realistic color graphics, you 'll experience the 
challenge of driving the tortuous Rubicon Trail in a Jeep 
Wrangler. And with the Eagle Game, you 'll learn interesting 
facts about all eagles : the kind you drive, the kind that fly, and 
eagles of all kinds. 

The Jeep/ Eagle disks run on an IBM PC, XT, AT, or a com­
patible computer with a 5%"-disk drive, 512K RAM memory, 
and CGA adaptor. To get behind the keyboard of your 
own program, just mail the attached coupon . Or, 
with credit card in hand, call 
1-800-262-2277. 

Drive carefully. 

Please send me _ _ copies of the Jeep/Eagle information/ Payment : _ Cashier's Check _ Money Order 
game disk at $4.95 each, including shipping and handling. _ VI SA _ MasterCard _ American Express _Discover Card 
Michigan residents add 4% sales tax. Please allow 4 to 6 Card# Exp. Date - - ­
weeks for delivery. Mail to: Signatu re ______________ 

Jeep/Eagle Game Disk Name ____ ______ _ ___ _
Jeep*** P.O. Box 2300C Address _______ ___ ____ 

Plymouth, Ml 48170 liflMI City _____ __ State _ _ Zip ___ 
Jeep is a registered trademark of Jeep Eagle Corporation. 

CMPT/1-89 Buckle up for safety. Expect the Best. Phone (- -l - - - - ­



You’ve Made �
YourGame›�
Now Play in It �

ORSON SCOTT CARD �

B
ack in 1983, COMPUTE! published a 
piece of mine titled "Constructing the 
Ideal Computer Game." In those 

primitive days, back before the computer 
world was transformed by the PCjr and the 
Coleco Adam, computer games were pretty 
confining. Stray from the inevitable pattern 
and you died wi th the sneering music from 
Pac-Man in your ears. 

You don't play such games-they play 
you, rewarding and punishing you until at 
last you can move your figure through the 
gamescape without any variation from the 
optimum path. 

Don't get me wrong. I played those 
games obsessively. Still do, sometimes. "But 
surely," thought I, " the computer can do 
something more." As I thought back to the 
toys and games I loved best as a child , I re­
membered the games of building. 

Building blocks. Legos. A patch of dirt 
in the back yard where we dug roads and 
then made time-lapse movies of our Match­
box cars driving along the highways we had 
built. Forts and treehouses. 

So, I asked, where is the computer game 
that plays like a pile of old lumber, a ham­
mer, a saw, and 50 nails? A game that lets 
you create. A game in which the game de­
signer hands you a bunch of tools and says 
Here-play; you can 't break anything, so do 
what you want. 

Back then, such games didn't exist. 
Now, more than five years later, they do. 

The first one I played with was Brnder­
bund's Lode Runner. Your character is a guy 
tryi ng to collect a bunch of barrels wi thout 
getting caught. The graphics are simple but 
elegant. Each screen is a new and ever-more­
ditficult puzzle. The game is obsessive, but, 
once the puzzles are solved, it's over. Right? 

Wrong. Because the game's author, 
Doug Smith, has developed a simple but ele­
gant game-field editor, and Brnderbund, in a 
fit of wisdom, included it with the game. I 
played Lode Runner until I beat it. Then I 
designed my own game fields and puzzles, 
for myself and my kids: game fields that 
spelled out names or initials, for instance­
things you could never find in a commer­
cially produced game. 

My kids picked up on it right away. 
Geoffrey and Emily were soon designing 
games for me. And the more they designed, 
the better the games got. 

Since then, we've found-and over­
dosed on-a small handful ofgames offer­
ing the same kind ofcreative play. Geoffrey 

spent hours with Pinball Construction Set, 
from Electronic Arts, before I realized he 
wasn't so much interested in the potential 
movement of the ball as he was in using the 
pixel editor to make neat pictures. 

That's right: He was using the game as a 
primitive graphics program, like a kid who 
spends Christmas day ignoring the toy and 
playing with the box it came in. I thought it 
was great-a computer game so versatile 
you could invent your own use for it! 

SSI's Wargame Construction Set is a 
simple, elegant, infinitely variable game. 
You can design and play at different levels 
of magni fication, from the strategic to the 
tactical. You can edit the shapes and 
strengths of all the forces . You can create 
whatever map you want to play on . Yet the 
game rules remain in force. The worst that 
can happen is that you can make the enemy 
too strong to beat or too feeble to be worth 
playing against. Then you just go back to the 
game editor, make a few adjustments, and 
play agai n. 

Adventure Construction Set (Electronic 
Arts) is another story. The games it makes 
are quite playable. Of course they're no 
match for the superb graphics and subtle 
play of map-and-dungeon games like the Ul­
tima series, but that's the price you pay for 
being able to create a thousand different 
games out of the same kit. 

My real complaint is that the ACS game 
editor's user interface was designed by the 
Kludge Monster from the Nethermost Hell. 
Yet, despite the user-hostile interface, it 
works. I handed the game to ten-year-old 
Geoffrey and said, "Try this out." 

For the next few weeks, Kristine and I 
had to fight for computer time. "Son, we 
need to do our tax return ... . Son, I have a 
novel to wri te or we don' t eat." "Just a min­
ute, I'm designing thi s one-way door-it's a 
toilet that flushes you down into the dun­
geon." See, my kid doesn't know from user­
friendly. He just knows that as long as he's 
willing to take the time, be can do anything 
he wants. 

Is there any other adventure game, any­
where else in the world, that includes a mag­
ic spell called Summon Duck? That was one 
of the options in Geoffrey's latest game. I 
knew that my ideal computer game existed 
when I cast Summon Duck and the message 
Geoffrey had programmed flashed onto the 
screen: 

" Boy, could I use a duck." 
Folks, Legos could never do that. l!l 
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� �

Computers 
Give Us the 

Power to 
Dream, the 

Power to 
Master New 
Tasks with 
New Skills 

Looking back over the past year, one 
might be tempted to say, "The more 
things change, the more they stay the 

same." Apple finished their fiscal year in Sep­
tember by announcing the Apple Ile Plus, a 
high-speed version of the venerable Apple 
II , the machine that helped start the person­
al computer era over a decade ago. Newer 
technologies have long since rendered the 
original Apple II architecture obsolete. But 
Apple, by increasing the speed fourfold and 
building in a high-capacity 31/2-inch disk 
drive, has guaranteed the Apple II line a ro­
bust future, even though most pundits pro­
nounced 8-bit computers dead years ago. 

IBM chose 1988 to move their PS/2 
computer series into the public conscious­
ness. In an attempt to avoid the clones that 
cost them a tremendous share of the original 
PC market, IBM is relying on proprietary 
technology to keep the upgraded MS-DOS 
market pretty much to themselves. The 
PS/2s provide the kind of performance that 
one would expect from IBM. Let's see what 
Big Blue does for an encore. 

Commodore and Atari have also 
emerged from 1988 intact. While the Atari 
ST and Commodore Amiga have superb 
technical characteristics, the marketplace 
still labors under the mistaken impression 
that these are game machines. I'm amazed 
that these computers haven't become more 
popular. In terms of computational power 
per dollar, they can' t be beat. Several televi­
sion studios do use the Amiga for titling and 
other special effects, so at least some busi­
nesses recognize this computer's power. 

From a hardware standpoint, 1988 was 
much like any other year. A smattering of 
new models reached the street with im­
provements that were largely evolutionary, 
not revolutionary. 

Viewed from the perspective ofa de­
cade however, the story is quite different. Jn 
1978, the personal computer market was 
largely the domain of hobbyists, educators, 
and a few forward-thinking business users. 
Computing was largely an act unto itself. 
The reward for many users came from their 
ability to gain mastery over a highly com­
plex piece of technology. 

By 1988 this had changed. Today's 
computer users are very clear about their 
reasons for using computers. They focus on 
productivity and on performing tasks that 
were outside their realm prior to the inven­
tion of this technology. The computerized 
spreadsheet has become nearly indispens­
able to modern business. And in the field of 

desktop publishing, computers allow people 
to perform tasks that were once reserved for 
specialized professionals. 

The past ten years have gradually em­
powered computer users, allowing them to 
explore new domains. Prior to personal 
computing, accountants dealt with the num­
bers secretaries typed the letters, the art de­
partment created flyers ; in short, the 
business world was compartmentalized. 
With the growth of personal computers, tra­
ditionally clear business boundaries have 
become fuzzy. In many companies, supervi­
sors now have access to financial data that 
was once reserved for senior management. 
Local control ofdepartment budgets is be­
coming more commonplace. The ability of 
all employees to have powerful information 
technology at their fingertips makes the de­
mocratization of business possible. 

If the technology has made this shift 
possible, the marketplace has made it neces­
sary. As we approach the last decade of this 
century, we see changes in the business 
world that demand that greater decision­
making responsibility rest with people at the 
bottom of the organization chart. The cli­
mate of business is changing so rapidly that 
employees need the freedom to make in­
formed decisions regarding their jobs. 

But computers are not enough . While 
it's true that the past ten years have provid­
ed us with tremendous abilities to access 
and use information ofall types, the skill of 
human judgment has not undergone similar 
growth. People who once relied on their su­
pervisors for detailed guidance are now told, 
"The information is in the computer, figure 
it out for yoursel[" As fewer workers pro­
duce more work, some employees feel 
they've fallen through the cracks. They find 
their responsibility increasing, without re­
ceiving the training needed to handle their 
new tasks. The results are stress, poor work 
performance, and, ultimately, the potential 
decline of their company. 

In the next decade I believe we will see 
a continued maturing of computer technol­
ogy and further growth in helping today' s 
workers develop the thinking skills needed 
to thrive in the world that technology has 
made possible. If the past ten years were the 
decade of the computer, the next ten might 
be called the decade of the mind. I look for­
ward to this new cha llenge. 

Many philosophers have said that what 
you can dream, you can do. The computer 
provides us with the power to do. We need 
only to develop our capacity to dream. i::J 
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Here's why... \Vith the cost of auto 
insurance, particularly with two or more cars, you must 
make informed decisions. The right insurance compan.v 
\\·ith the right coverages, with the proper limits at 
appropriate rates. Those are b11s171ess decisions that require 
the advice and counsel of an Independent Insurance Agent. 
\Ne represent severa l fine companies ... not just one ... so 
you choose the right policy at the right price, with the 
right service. An Independent Agent - always a good 
h11.r1i11'.r.r deci sion. 

INDEPENDENT INSURANCE AGENTS OF AMERICA 
INCORPORATED .. .and the insurance companies they represent 
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11111conversattons �

Dungeon Delving 
with Richard Garriott 

Keith Ferrell 

Richard Garriott, a.k.a. Lord Brit­
ish, bas achieved a large follow­
ing for bis series of Ultima 
fantasy role-playing games. Set in 
a dark, heroic, enchanted alter­
nate Britannia, the Ultima games 
offer players the opportunity to 
live for a while in another world. 
Garriott 's commitment is to pro­
vide play ers with a true 
story telling and role-playing 
experience. Britannia, to its devo­
tees, is a real world. 
16 C 0 M P U T E I 

Very much of our world, as 
well as the worlds of his own 
making, Garriott has been in­
volved with computer game 
development and design since the 
earliest days of the industry. His 
own evolution as a programme1· 
and game designer, the evolution 
of Origin, the company he and 
his brother founded, and the 
evolution offantasy role-playing 
on microcomputers are in­
extricably linked. Recently 
Garriott shared with COMPUTE! 
some insights into bis own his­
tory and, by extension, the his­
tory of this dynamic section of 
the computer gaming market. 

Paper-Tape 
Dungeons 
Q. How did it all start? 
A. My interest in fantasy role-playing started 
in high school, about the same time I got in­
terested in computers. My freshman year in 
high school, I took the one computer 
programming class the school offered. The 
school had a Teletype tied in with some 
computer off in never-never land. And that 
was the same time I was exposed to the 
game Dungeons and Dragons, and also the 
time when I first read Tolkien 's The Lord of 
the Rings. 

Shortly thereafter, as a result of my in­
terest in computers and science, the school 
allowed me and two other students to de­
velop our own computer programming 
class. We had no teacher-all we had was 
the project we were working on. At the end 
of each semester, we received a grade 
based upon the progress of our efforts. 

So during my remaining three years of 
high school, I taught myself to program by 
writing fantasy role-playing games in 
BASIC, using that Teletype with its paper­
tape readers. 

Q. When did you begin working with a 
microcomputer? 



A. That was after high school, when I went 
to work at a Computerland store. It was 
1979, and when I was first exposed to an 
Apple [II), I was first exposed to something 
else very important: graphics. 

Q. You began translating your games to the 
Apple? 

A. Exactly. My high school games had been 
built around a simple premise. Your charac­
ter was in a 10 X 10 area. Because I was 
working on a paper printer, your character 
was one letter, and the monster was another 
letter. Every time you made a move, a new 
10 X 10 area would print out, showing the 
results of your actions. I had written quite a 
few of these games. Once I finished one, I 
put it aside, and moved on to the next. 

So even from the very beginning, back 
in 1976 on the Teletype, I was writing 
games that had a lot of the flavor of Ultima. 
I had written 28 of them. 

Q. Then you began to add graphics. 
A. Yes. I wanted to write a 3-D high-resolu­
tion dungeons game. 

I took one of my high school games 
and rewrote it for the Apple. I called the 
game Akalabeth. The store owner said I 
ought to publish that. 

SelfPublishing 
and Ziplocks 
a. From the beginning, then, you served as 
your own publisher. 
A. In fact, I took what was for me at the 
time a great deal of money-about $200­
and went to the print shop down the street 
for the black-and-white cover sheet and sta­
pled-together instruction booklet. State-of­
the-art packaging at the time was a Ziplock 
bag. And that's what I had. 

We sold five of them the first week. 

Q. Not bad for the first week. 

A. Yes, and one of those five I sold to a 
woman from another state. Who sent it on 
to a friend of hers in California. The game 
ended up at a publisher called California 
Pacific, who was at the time publisher for 
Bill Budge, who was at the time the com­
puter game author. 

California Pacific looked at Akalabeth, 
sent me plane tickets, and gave me a con­
tract. Akalabeth was very well received . 

It didn't really occur to me until after 
the game's success that it had never really 
been intended for the public. It was an ex­
ercise. That's when I sat down and started 
over, with the advantage of a friend who 

helped me with machine language, which I 
was just learning. 

Nine months later Ultima was 
published. 

Q. This was the early 1980s. The Ziplocks 
were already in the past. 
A. I knew things were changing when I left 
California Pacific. I put out the word that I 
was ready to change publishers, and I 
heard from every publisher in the country. 

But I realized that most of the games 
that were popular at the time were action 
games, arcade games, or adventure games. 

My games were different. They took 
over a year to develop. I was more person­
ally tied to how I wanted my games pre­
sented to the public than most people were. 

Q. In what ways? 

A. I wanted my games in a box. I wanted a 
cloth map. I wanted significant quantities of 
documentation. But when I told the compa­
nies that, about half of them immediately 
dropped out. Sierra On-Line agreed, 
though, and I moved over to them. 

Q. You by now were working on Uttima Ill? 

A. And even as I was working on Ultima Ill, 
a bunch of new computers started coming 
out. It was the early eighties, and the IBM 
PC was just on the market, for example. 

Quest for Success 
Q. For the third game, you launched your 
own business. 
A. Working with my brother, Robert, who 
has a deep education both in business and 
electronics. 

In 1983, I was fed up with outside 
publishers. Robert, who had read the busi­
ness plans of all the software companies, 
was eager to start his own business. And, 
for Ultima Ill, that's what we did. 

Q. Obviously you 've prospered. Just as ob­
viously, you enjoy the control over how 
your products are presented. 
A. We started the company with the 
premise that, unlike other companies. if a 
product sells a large number of copies, it's 
a result of the author's efforts. To that end, 
we still pay almost twice the market royalty 
rate. We have in-house author services that 
are available to our freelance authors. 
We're a very author-oriented company. 

As a result, we've been able to attract 
quite a number of fine authors to Origin. By 
the way, I sign exactly the same royalty 
contract as our other authors. 

a. But you started the company in 
1983-1984, during the worst stump the in­
dustry has seen. 
A. We had the advantage of Ultima already 
being very well known. We were immedi­
ately accepted for distribution because the 
market already existed. Otherwise, we 
might not have made it. 

And we began attracting new writers, 
broadening our product line. Our growth 
rate has been over 100 percent a year 
since 1983. Now we've got 35 employees in 
our business office in New Hampshire, and 
15 employees in Texas, where I work and 
which is our development office. 

Q. How has the increase in computing 
power affected your games? 

A. That's really been the key to the evolu­
tion of the Ultima series. The early games 
evolved because I was becoming a better 
programmer, a better author. 

With Ultima JV. V. and VI-which I'm 
working on now-a different kind of evolu­
tion is taking place. With the increase in 
power and memory capabilities, it's a whole 
new ball game. Akalabeth was a tape-based 
game. The new games take as much as a 
megabyte of data across several disks. 
There is so much new technology to take 
advantage of, so many new opportunities to 
use the technology to enhance the game. 
What I can do now is work with my staff, 
draw on their talents, and dramatically im­
prove the games. 

The Illusion 
of Reality 
a. Evolution is more important to you than 
marketing? 
A. Yes. With each game, I try to increase 
the illusion of reality, to deepen the expe­
rience which, in turn, deepens the story­
telling qualities. Storytelling is paramount, 
but I've found that details make the 
storytelling work more effectively. 

In the beginning, this was as simple as 
adding furniture to rooms. I'd do everything 
I could to lift the game above two dimen­
sions, to make Ultima a real place for its 
players. 

Now, it's getting more complex. To 
give just one example, in Ultima V, there 
are telescopes. If you look through them 
you can see eight planets. In Ultima there 
are eight virtues, and each of the planets 
represents one of these. I happen to be an 
amateur astronomer, so when I designed 
the game, I built in actual periods of proper 
orbital motion. If you look at the sky on dif­
ferent nights. you 'll see their relative mo­
tions. That's an example of detail. In Ultima 
VI, these planets will continue to move but 
will also begin to exert an effect on the 
game and its characters. 

Q. With which game do you feel your prod­
ucts began to come of age? 
A. Each Ultima is written to be effective as 
a stand-alone game, but it was Ultima IV 
where they really began to grow up. The 
story became deeper. The world became 
more realistic. 

a. How far can you go? How long can Ul­
tima continue to evolve? 
A. I'm not interested in just cranking out 
product. I want to provide deeper and 
deeper experiences for players, stretching 
the technology, heightening the stories. To 
that end, as long as I can continue to ad­
vance my own state of the art, I'll continue 
to develop Ultima. l!l 
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Bleeps and Blunders 
I am writing an anthology of computer 
mistakes, miscues, nubs, and foul-ups. 
For example, I have information docu­
menting 70-year-olds receiving military­
reenlistment notices, the government 
notifying living people of their own 
deaths, and someone receiving a $4­
million electric bill. 

Please ask your readers to forward 
documented stories ofany computer er­
rors to me at 159 Griggs Avenue Tea­
neck, New Jersey 07666. 

Ned Bu/mash 
Teaneck, NJ 

Looking for H’s 
Your article "Around the World in 80 
Columns" in July's COMPUTE! was 
very interesting to me because in June 
of 1987 I visited Czechoslovakia, bring­
ing my Apple Ile with me. 

Before I left , I called the Czech em­
bassy (with some difficulty, as Tom 
Netsel indicated in his article) to in­
quire about any ramifications I might 
experience if I took a computer into the 
country. I was assured that there would 
be no problem, and it worked out very 
well for me, for I had absolutely no 
problem going in or coming out. In ad­
dition I had a license from the Depart­
ment of Commerce. 

Since I teach children about com­
puters, I thought my cousins who teach 
in Czechoslovakia would be interested 
in my work. Ali of my relatives enjoyed 
working with the computer-especially 
the children, because they had no 
qualms, as many adults have, about try­
ing a computer for the first time. 

I was fortunate enough to visit a 
couple of schools and to speak with 
about 50 educators. Since I had an as­
sortment of software that I use at my 
own school, I demonstrated some of the 
goals of our computer ·curriculum. The 
teachers were fascinated and delighted 
with the presentation. 

As a result of my visit, I hope to re­
turn next summer and bring an Apple 
lie to each of the two schools I visited. I 

have talked to people at several soft­
ware companies who said they would 
provide me with free, appropriate soft­
ware for the students to use. 

Are there any resources that might 
help me acquire an Apple Ile to donate 
to a classroom in Czechoslovakia? I can 
only afford to donate one computer. 
Before I went to the country in 1987, I 
approached Apple Computer and re­
quested an Apple to be donated as a 
goodwill gesture, but to no avail. I am 
still trying, but again, to no avail. 

Antoineue Votava 
South Bend. IN 

Digitizer Details 
Recently I read your very interesting ar­
ticle, "Closet Computers" (October 
1988). I have a question regarding your 
section titled " Custom T-Shirts," in 
which you mention using a digitizer 
with a video camera to put faces on the 
T-shirts. 

What is a digitizer? Is it software, 
hardware, or both? Where can I get 
these products? Any help you could 
give would be greatly appreciated. 

C. A. Howell �
Moline, IL �

A digitizer. usually a hardware and soft›
ware combination. turns analog images. 
like artwork or photos, into bit-oriented 
graphics that you can edit with a paint 
program. Used with a video source (as 
suggested in "Closet Computers ’J, a 
digitizer works like a camera for your 
computer. ComputerEyes, one example 
among many digitizing packages, is 
available for the MS-DOS, Apple II, Ap›
ple IIGS. Atari 8-bit. Atari ST, and Com›
modore 64/128 formats. You canfind a 
review of this package in the August 
1988 issue a/COMPUTE!. Digi-View 
(mentioned in the Amiga section of 
"COMPUTE! Specific." October 1988) 
is available for the Amiga, and Pro Viz 
(Pixe/ogic, 800 West Cummings Park, 
Suite 2900, Woburn. Massachusetts, 
01801; 61 7-938-77I I} is available for 
the Macintosh. 
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FIVE WAYS TO MAKE YOUR PC ONE.. �

Don't settle for mmations. Add the arcade closs1c voted "one of the best home video games ever" by Elec tronic Game Player Magazine to your video collection. 





THE 

RDS 
We're not shy about plays no favorites among 

what we want. Soft- The machines or applications, we 
ware that does its Editors get to see the entire spectrum 

job, for one; software that's of of products-software that's 
easy to use and fun to run, for COMPUTE! topnotch, software that's only 
another. And we' re not shy so-so, and even software that 
about what we like, either. In we wouldn't boot up if our 
the pages of COMPUTE! magazine, we lives depended on it. 
regularly Jet you know what's hot and Sifting through the flotsam and jet­
what's not, what personal computer soft- sam of personal computing, especially 
ware and hardware is worth the time and home computing, is our job and our de­
money, and what you'd best steer clear of. light. That's why we're proud to introduce 

Finding the best software isn't always the COMPUTE! Choice Awards. 
easy, though, even with the blizzard of These first annual COMPUTE! 
packages that inundate the offices of Choice Awards represent our collective 
COMPUTE! magazine each week. We see opinion about the current state of home 
moreinadaythantheaverageuserdoes computing , a part of the personal 
in a lifetime, something that gives us a computing community that's healthy and 
perspective unique in computer publish- growing. That's amply demonstrated by 
ing, where every other magazine concerns the COMPUTE! Choice Awards, which 
itself with only one --------------- illustrate the ex-
computer or only Move over Oscar, Emmy, cellence in home 
one very specialized Tonv, and Grammy. Make computing , rec-
kind of computing. J' ognize the excep-
Since COMPUTE! room for the COMPUTE! tional, point out the 
talks to all com - Choice Awards. creative, and note 
put er users and the important. 
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Selected by a panel of editors at 
COMPUTE! Publications, the Award 
winners were judged using four cri­
teria. Ideally, winners were to be 

Ill> Of the highest quality 

Ill> � Whenever possible, available for 
more than one kind of home per­
sonal computer 

Ill> � Imponant to the home computing 
market 

Ill> � Available-mail-order and discount 
software stores included-for less 
than $250 

Not every winner met all the cri­
teria. Some COMPUTE! Choice 
Award winners are not available for 
multiple computer formats, for in­
stance. Each winner, however, meets 
the criteria better than any others 
nominated in its category. 

Because these are the first COM­
PUTE! Choice Awards, we had the 
Herculean task of considering any 
product on the market, no matter 

when it was released. That's why, 
though many are new products, some 
are old standbys. The 1989 COM­
PUTE! Choice Awards are, then, our 
benchmarks, against which all follow­
ing awards will be compared. 

We think we've chosen the very 
best that home computing has to offer. 
In fact , we hope that by presenting 
such awards, COM PUTE! magazine 
can encourage software developers and 
hardware manufacturers to bring the 
best applications, games, educational 
programs, and hardware into the 
home, the one place where computers 
can make a difference in everyone's 
life. We're all home computer users 
here too, and we want what you 
want-the best. 

There are more than 13 outstand­
ing home computer products, of 
course. Other products, lots of other 
products, deserve mention and atten­
tion. We've compiled another list, one 
larger and more wide-ranging, in this 
issue. If you don't see your favorite 
computer product among the COM­

PUTE! Choice Award winners that fol­
low, take a look at the other excep­
tional products for the home computer 
user in "The Best of the Rest" (p. 36). 

WORD PROCESSOR 
Microsoft Word 

Microsoft Word combines power, ease 
of use, and configurability in a stand­
ard-setting word processor. In the 
Macintosh world, Word is still the pro­
gram to beat. Soon after its introduc­
tion on the Macintosh, Word brought 
much of that machine's power to the 
IBM PC. 

In addition to the features that 
we've come to expect in a world-class 
word processor-spelling checker, the­
saurus, macros, and online help­
Word has glossaries and style sheets 
that let you customize your word 
processing to suit your individual 
needs. What gives Word its real 
character though, is the seamless way 
it's dri ven either by mouse input or by 
well-designed keyboard commands. 
Word's interface makes the program's 
power accessible even to novices. 

The 1989 COMPUTE! Choice 
Award for Word Processor goes to 
Microsoft Word for several reasons. 
The program's outstanding quality and 
impressive list of features are its most 
noticeable virtues-it definitely has 
power to burn. Word also get points 
for its continued evolution. The pro­
gram was an early what-you-see-is­
what-you-get proponent, and rather 
than rest on its laurels, Microsoft has 
continued to improve Word's per­
formance. Word is also innovative. It 
was one of the first programs to offer 
IBM PC users a powerful mouse­
driven interface, and it has done much 
to popularize the mouse in the PC 
community. 

Last, and most importantly, Word 
has continually set and surpassed word 
processing standards on the two most 
influential computers in the market to­
day-the IBM PC and the Macintosh. 

DATABASE 
Zoomracks 

Zoomracks is a database with a dif­
ference. Instead of a more familiar 
record-oriented interface, Zoomracks 
uses a patented card-and-rack 
metaphor. 

Zoomracks ' main screen looks 
like a rack of cards displayed hori­
zontally, with the top line of each card 
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visible. You can scan the deck and 
zoom in on any ca rd to get a look at 
its con tents. And you can zoom out of 
any ca rd to get an overview. 

This simple and revolutionary 
idea makes Zoomracks one of the fast­
est and easiest databases to navigate. 
With full text searching a powerful 
macro language, and on line help, 
Zoomracks offers all the database fea­
tures most home and small-business 
users need. 

Zoomracks ' card metaphor is not 
only an influential interface ahead of 
its time. but also what makes this pro­
gram so exceptional. Zoomracks gets 
high marks for its macro language as 
well. The macro language gi ves the 
program much of its power and makes 
Zoomracks ex tendable so that third­
party vendors can create and sell their 
own rackware. 

And finall y, Zoomracks is an ex­
ample of a program that crosses com­
puter boundaries. Zoomracks is 
available for three important micro­
computer platforms-IBM PC, Mac­
intosh, and Atari ST-mak.ing the 
most of a uniform interface while 
exploiting each system's vi rtues. 

Zoomracks wins the 1989 COM ­
PUTE! Choice Award for Database 
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because of its innovative design , 
its power, and its multisystem 
availabili ty. 

SPREADSHEET 
Mu/tip/an 

In 1982. Mu/tip/an was Microsoft 's an­
swer to VisiCa/c. But whi le VisiCorp 
rose and fe ll wit h VisiCalc. Mu/tip/an 
was just one of Microsoft's many of­
ferings, and it endured to become the 
most popular en try-level spreadsheet. 

Mu/tip/an is fast and powerful, 
but it wi ns the 1989 COMPUTE! 
Choice Award primarily because it's 
avai lable on so many systems. Few 
packages work on as many systems 
as Mu/tip/an, which has versions for 
th e Apple II , CP/M , IBM PC, and 
Macintosh. 

Multiplan 's speed is notable; the 
program reca lculates spreadsheets at 
blistering ra tes. It 's easy to use, too­
there's no need to learn cryptic com­
mands when you can use menus to 
choose fu nctions and operations. The 
program is especia lly easy to use on 
mouse-equipped systems. 

Mu/tip/an gets along well with 
other spreadsheets, too, because you 

can convert data from other formats. 
Although Mu/tip/an is no longer 

Microsoft's top-of-the-line spreadsheet, 
it does offer macro capabilities and an 
iteration option. Mu/tip/an is a great 
bargain for such a powerful spread­
sheet: $99 for the Apple II version and 
$195 for the other versions. 

INTEGRATED SOFTWARE 
Microsoft Works 

Works comes from a well-respected 
software family, so you'd expect it to 
be good. The package combines a 
word processor, a spreadsheet, a data­
base, and a telecommunications pack­
age. You can find versions for the 
IBM PC and its compatibles and for 
the Macintosh. 

The word processor is packed full 
of features , including graphics han­
dling and a spelling checker, and the 
spreadsheet lets you create business 
graphics, such as pie charts and bar 
graphs. If there's a feature missing 
fro m any of the applications, you can 
probably create a macro to accomplish 
the task. 

The nicest feature of Works is 
that it offers the perfect balance be­
tween power and price. Many single­
application packages pack too much 
punch for the home user, so Works' 
simplicity helps tremendously. And if 
you bought the applications separately, 
you'd spend more than four times the 
money you'd spend for Works. 

We chose Works for a 1989 
COM PUTE! Choice Award because 
it's easy to use, inexpensive, versatile, 
and provides just the right amount of 
power for the home user. 

PROGRAMMING 
LANGUAGE/UTILITY 
Turbo Pascal 

Borland International made its mark 
in the computer industry when it re­
leased the incred ibly popular Turbo 
Pascal programming language. Turbo 
Pascal was the first truly affordable 
Pascal compiler. It's quick, capable, 
and , unlike many compilers, it carries 
no licensing fees. Today, Turbo Pascal 
is available for MS-DOS and CP/M 
computers as well as the Macintosh. 

Turbo Pascal receives a 1989 
COM PUTE! Choice Award for its 
long-standing popularity, its usability, 
and its ability to change with the 
marketplace. Consistently, Borland has 
kept Turbo Pascal up-to-date. When 



Challenging Missions: 
From a Toa �

mythological dangerous�
pasf future 

Ava.ilable for: 
IBM PC and 
compatibles, 
Tandy 1000 SX 
&EX. 

Available for : 
IBM PC 

and compatibles, 
Tandy 1000 SX & EX, 

C64/128and 
Apple II Series. 

The Seven Spirtts 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 
your fully armed Starship 
on four thrilling combat 

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

New from 
Sir-tech Software. Inc. '"Trademarks ofSlr·tcch Software, Inc. Apple ts a 
P.O. Box 245. Ogdensburg. regtsteredtrademarkofAppteComputer.tnc.C64/128are jf -1/_- .. ,,./=I =t=

registered trademarks ofCommodore lntemallonal. IBM ts ...._ J W • J NY 13669 
a registered trademark of International Business Machines. (315) 393-6633

Tandy Is a registered trademark ofTandy Corporation. 



users requested more features, such as 
direct support of DOS calls and the 
ability to use more than 64K of mem­
ory for -data, Borland responded. 
When windowing environments be­
came popular, the Turbo Pascal editor 
acquired pull-down menus, requesters, 
and a resizable editing window. 

As a compiler, Turbo Pascal is 
fast-it can compile more than 200 
lines per second on a standard 4-MHz 
MS-DOS machine. As a language, 
Turbo Pascal is complete, offering sev­
eral predefined functions and proce­
dures. With the use of compiled 
subprograms call ed units, you can ac­
cess everything from the disk dri ve to 
the graphics screen. For additional 
support.. Borland offers a series of 
Toolbox books which contain sample 
procedures, functions, and completed 
programs. 

Turbo Pascal has become the 
standard programming language on 
MS-DOS computers. Chances are, if a 
commercial PC program is written in 
Pascal, it's written in Turbo Pascal. 

GRAPHICS 
Deluxe Paint II 

Although it's available for the Apple 
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llGS and IBM PC as well , Deluxe 
Paint II started out on the Amiga, a 
personal computer with no peer when 
it comes to graphics. To match the 
capabilities of that graphics computer 
in a graphics program takes ease of 
use, reliability, and elegance. Deluxe 
Paint II has all that and more. For 
these reasons, Del11xe Paint II wins the 
1989 COMPUTE! Choice Award for 
Graphics. 

Deluxe Paint II took its cue from 
Macintosh paint programs but added 
one important element: color. With 
Deluxe Paint II. you paint with light­
4096 colors' worth. The program's rep­
ertoire includes such advanced fea­
tures as perspective. custom brushes, 
resizable standard brushes and color 
cycling. You can pick up any part of 
an image and rotate it , flip it , or create 
its mirror image. You can easily 
shrink and expand images. With De­
luxe Paint II , you can work with two 
pictures at the same time. When 
you've finished, you can merge them 
together. 

In all its forms. Deluxe Paint II 
supports the standard and not-so­
standard graphics modes on its host 
computer. Its manual is uniformly ex­
cellent and includes everything you 
need to know and more. Beginners 
will appreciate the tutorials and the 

graphics interface that includes menus 
and a tool box_ 

Deluxe Paint is a program you 
can grow into. 

HARDWARE ADD-ON 
Hewlett-Packard DeskJet 

The Hewlett-Packard DeskJet is an 
amazing hardware add-on for any 
IBM PC, PC compatible, or Mac­
intosh personal computer system. An 
ink-jet printer, the DeskJet neverthe­
less produces text and graphics almost 
indistinguishable from laser-printer 
output. 

The under-$1 ,000 HP DeskJet 
sprays characters and pictures onto pa­
per through the nozzles in its dis­
posable printhead. Unlike ink-jet 
printers of the past, however. it pro­
duces a superbly crisp page with a 
resolution of 300 dots per inch (dpi), 
the same resolution found in the cur­
rent generation of laser printers. 

The printer comes equipped with 
a I00-page sheet-feeder tray and uses 
plain copier paper. Although the 
DeskJet has but one built-in font 
(Courier), more than a dozen optional 
font cartridges are available from HP. 

We gave the 1989 COMPUTE! 
Choice Award for Hardware Add-On 
to the HP DeskJet for its performance 
and its price. two equal and vital 
requirements for home and home­
office use. 

The DeskJet flawlessly produces 
the kind of professional-quality text 
and graphics that, until its arrival, 
could only have been generated on a 
far more expensive laser printer. For 
less than $1.000 you can print near­
typeset-quality reports, newsletters, 
graphics. and art. 

The DeskJet is versatile, too, for 
although it's easily connected to an 
IBM PC and PC-compatible com­
puter, it wi ll also produce stunning re­
sults with a Macintosh using Orange 
Micro's Grappler LQ in terface. 

ARCADE GAME 
Tetris 

Okay, last time: This is Tetris [show 
red-colored box]. This is your brain 
[show egg]. This is your brain on 
Te1ris [show egg on box, sizzling]. Any 
questions? 

People say this about lots of 
games, but Terris is, by far, the most 





addictive game ever. We can thank 
some programmers in the Soviet 
Union for this treasure. 

As you play Tetris, you try to di­
rect falling blocks so that they build 
solid rows. No space wars, no tanks, 
no guns. If only the geopolitical world 
we live in were so simple. 

You don't shoot; you build. You 
don't move quickly; you manipulate 
carefully. You can play as fast or as 
slow as you like, and the game is still 
fun. It doesn't take long to learn to 
play Tetris well enough to spend 15 
minutes on one game. 

You have to see this game to 
appreciate it. But don't check it out if 
you've got other things to do. 

The 1989 COMPUTE! Choice 
Award for Arcade Game goes to the 
unconventional Tetris because it's easy 
to play, but hard to master, because 
it's deceptively simple, but ingeniously 
complex-and because Terris is avail­
able for almost every personal 
computer. 

SIMULATION SOFTWARE 
Flight Simulator 
These days you can run a train, com­
mand a moon mission, captain a sub­
marine, and drive a racecar, all from 
30 COMPU T E ! 

your computer. But in the early 1980s, 
one software package reigned supreme 
in the world of personal computer 
simulations-Flight Simulator. 

Despite the competition, or per­
haps because of it , Flight Simulator 
continues to excite the imagination 
and retain its standing as the bench­
mark of computer simulation pro­
grams. The program has even spawned 
add-on scenery disks. 

From the cockpit of a Cessna 182, 
a Learjet, or a World War I-vintage 
Sopwith Camel, take off and land at 
airports around the world. Create as 
many as 30 flight situations that you 
can save to fly again. You get a view 
through the windshield and a detailed, 
accurate, instrumentation panel. Test 
your flying skills by altering time of 
day, weather, and seasons. 

Flight Simulator garners the 
COMPUTE! Choice Award for 
Simulation Software not only because 
of its depth of design, but also because 
of its breadth of scope. It operates on 
almost every personal computer, 
including the IBM PC and 
compatibles, Macintosh, Apple II , 
Atari ST and 8-bit computers, Amiga, 
and Commodore 64/ 128. Equally tell­
ing are the continuing advancements 
that have been made with the package. 
The latest release for the IBM PC, ver­

sion 3.0, builds on a tradition of de­
sign excellence. 

EDUCATIONAL SOFTWARE 
Where in the World Is Carmen 
Sandiego? 

Actually only the first installment in a 
software series, Where in the World Is 
Carmen Sandiego? succeeds where 
most other educational software falls 
flat-not only is it a worthy learning 
tool, but it's also an entertaining expe­
rience in front of the CO!llPUter. 

You play the part of a gumshoe 
hot on the trai l of Carmen Sandiego 
and her gang of strange-named crim­
inals. The pursuit takes you across the 
world or, in the sequels, across the 
U.S.A. or Europe. 

As you travel from city to city, 
you uncover geographical clues about 
your quarry's new destination. It's up 
to you to figure out the crook's next 
tour stop and then beat him or her to 
that place. The reference materials in­
cluded with each program are invalu­
able and make the software as educa­
tional as any lesson in looking up facts 
or delving deep into information. 
Where in the World, for example, con­
tains the World Almanac. 

The 1989 COMPUTE! Choice 
Award for Educational Software goes 
to Where in the World ls Carmen 
Sandiego? and its siblings for several 
reasons, not the least of which is that 
the series has set a standard that other 
educational packages strive for. 
Carmen teaches geography in such an 
entertaining fashion that learning is 
nearly painless. Children want to play 
Carmen; that's the single most im­
portant hallmark of quality educa­
tional software. 

Carmen also won points for its 
presence on a variety of home com­
puter systems, with versions for MS­
DOS, Apple II , Commodore 64, and 
Macintosh. Add to that the fact that 
Carmen is a superb game in either the 
classroom or the home, and you get a 
clear winner. 

HISTORICAL GAME 
Pirates! 

Computers can open windows on 
other worlds, both real and not, an 
ability admirably demonstrated by 
Pirates!. 

Pirates! is set in an only partially 
romanticized Caribbean world of the 
sixteenth and seventeenth centuries. 
You assume the role of a privateer or 



WINNERI �
Best Educational Program �

With Designasaurus from 
Britannica Software your child will 
see dinosaurs come alive with sights 
and sounds* that will astound you. 
Designasaurus recently won BEST 
EDUCATIONAL PROGRAM and 
BEST PRESCHOOL or PRIMARY 
PROGRAM categories of the SPAs 
Excellence in Software Awards. 
Designed to never become extinct, 
Designasaurus for the Apple //GS 

has three dino-mite activities. 

SUPERHI·RES GRAPHICS!" 
DIGITIZED 

SOUND!· 

Now available: 
• MS·DOS 
• Apple f/e, /lc 
• Apple/IGS 

Coming Soon: 
• C64 / 128 
•Amiga 
• Macintosh 

survive as a Brontosaurus, 
Stegosaurus or T-Rex did millions 
of years ago. Thunder through for· 
ests, mountains and swamps. See 
if you can earn a certificate to the 
Dinosaur Hall ofFame. 

h. t .Create your own pre is one 
giant from a collection of fossilized 
bones. Select different heads, 

bodies and tails from 
the Museum of 
Natural History. 
Build and name your 

own dinosaur! 

Print out 12 different dinosaurs. 
Each complete with descriptions 
and information. Select from 3 for· 
mats:regular, poster and evenT-shirt 
transfer. Coloror paint them. Frame 
them or wear them . We even 
include a free T-shirt transfer in 
every box' 

· 
�~ �o�r�l�c� counesy of: 

• S01'1"KA1' INC 

Don't wait another million years. Get it today at B. Dalton's Soft· 
ware Etc., Babbage's, Egghead, Electronics Boutique, Software City, 
Waldensoftware, Sears and wherever fine software is sold. 
'Apple I/GS and Amiga venions only 
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