
























































































THE TEXTBOOK Of VIDEO GAME LOGIC VOL 1 
Joel Miler, 1976, 112 pp, $ 14.95. 

Have you ever wondered how video games 
really work? After all, how do they get those 
images on the TV screen and move them around 
so realistically? 

The Textbook Of Video Game Logic not 
only describes how the video game computer it· 
self works. but also the operation of all basic 
digital logic devices. The book is primarily orien
ted to video game designers and technicians, but 
anybody interested either in video games or in 
digital logic applications will find a great deal of 
valuable materiaL 

The fast chapter deals with the of 
common small scale digital integrated circuits 
(the basic gates) and medium scale devices (flip
flops, counters, shift registers, multiplexers, etc). 
The logic symbol, schematic and truth table for 
each device is carefully explained in simple, basic 
terminology that requires no previous digital or 
computer experience to fully understand the 
material presented.. 
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Considerable time is spent showing exactly 
how more complex devices such as counters are 
built from the simpler digital building blocks 
(gates). 

Chapter 2 deals with the theory and opera
tion of TV monitors. This is a basic explanation 
oC how the circuitry of the TV monitor gener
ates the pattern of lines (the raster) on which are 
displayed the various images. There is even a 
nice little section describing how to turn any 
regular TV into a TV monitor capable of taking 
direct video input. 
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Once the reader has gained a basic under
standing of digital circuitry and TV monitor op
eration, the following chapters on video game 
computer circuitry are easy to understand. The 
next chapter deals with general video game ar
chitecture, meaning the different techniques by 
which a game can be created._ 

Chapter 4 is a thorough discussion of video 
game power supplies (and power supplies in gen
eral). Using actuaJ oscilloscope photographs, this 
section graphically illustrates how raw AC power 
is processed into a completely regulated. DC 
source. 

.5V--------______________ ___ 

After dealing with all this basic information, 
the book gets a lot more interesting. For you 
TV terminaJ freaks, chapter 5 will be quite fas
cina.ting since it goes into an in-depth explana
tion of synchronization and timing circuitry. It 
describes in detail the differences between inter
laced and non-interlaced raster scans and precise
ly how the image is synchronized with the elec
tron beam so it is displayed in the right place. 
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Successive chapters are concerned with how 
images are generated and moved. Chapter 6 is 
exclusively devoted to the subject of motion and 
uses examples from various games to show how 
the game designer controls the direction and vel
ocity of a moving image. 

Probably the most interestlJ1g section how
ever is the chapter on creating images (chapter 
7). [mages can be created by either of two tech
niques: generated images and stored images. The 
generated images are produced by individuaJ cir
cuits composed of smaJl random logic elements, 
however stored images are held in a special type 
of semiconductor memory known as a ROM or 
Read Only Memory. The ROM aJlows a game de
signer to enter an image directly into the device_ 
This chapter explains not only how this is done, 
but also how the image is then read out of the 
ROM and displayed on the TV screen. 
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The final two chapters describe score and 
paddle circuitry. Every video game must have 
some sort of score circuit and this section shows 
how numbers are placed on the TV screen and 
changed as the player gains more points. The 
paddle section illustrates how paddle images are 
created by a special circuit and controlled by 
turning a potentiometer on the game cabinet. 
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The Textbook Of Video Game Logic is pro
duced by Laurel Publications and distributed by 
Kush N Stuff, 60 Dillon Ave., Suite D, 
Ca. 95008. Phone (408) 379·7180. 40 
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ACTIVE FILTER COOKBOOK 
Don Lancaster. 1975. 240pp. $14.95. 

This book shows how to select and design the filter type you want. 
Using simple math, you can design basic filters, operational amplifiers, 

C_ ........ IID'e filters. Get this book and activate! 

ADVANCEO APPLICATIONS FOR POCKET CALCULATORS 
Jack Gilbert. 1975. 304pp. $5.95. 

At last! A book to help you use all those funny looking keys on 
scientific calculators such as the Hewlett-Packard HP-45 and Texas 
Instruments SR·51. Includes simple stuff like cosine law solutions 
and Saturn Maneuver calculations. 

ALPHA-NUMERIC MUSIC WITH AMPLITUDE CONTROL CI) 
Malcolm T. Wright. 1975. 23pp. $2.00 • 
Program the Altair 8800 computer or any 8080 CPU chip for a _ 
complete 6 octave music system with tempo and duration control 0 
and DAC (digital-to-analog converter) for playback. Far out music! 
Or, rin! ~ 

en BASIC 
Albrecht, Finkel and Brown_ 1973. 325pp. $4.95 

A self-teaching text with self-tests at the end of each chapter and 
answers that refer back to the frame numbers in each chapter. You 
need no special math or science background to learn BASIC from ~ 
this superb texL Includes strings, files, matrix operations, and ... 
invisible incantations. 0 
Basic BASIC 0 
James S. Coan. 1970. 256pp. $3.95. 

This book is an attempt to incorporate computer programming, "'" 
using BASIC and the teaching of mathematics. The first seven ... 
chapters may be studied concurrently with a first year algebra course. 
Chapters 8 through 13 are applications oriented, covering many of 
the popular topics of precalculus mathematics, with all of the required 
algorithms developed in the text. 

BASIC PROGRAMMING 
Kemeny and Kurtz. 1961. 1971. 150pp. $6.95. 
On the first day, Kemeny and KurlL invented BASIC. Then they wrote 
a book. We don't recommend this book for Irumillg BASIC but we 
do, do, do recommend it as a reference guide, appiicdtions resource, 
dnd idea generator for people who already know a lillie BASIC. 

THE BEST OF CREATIVE COMPUTING, VOL. 1 
Oavid Ahl, editor. 1976.328 pp. $8.95. 

The diversity here is staggering. Nolume I has articles and fiction 
about computers, games for calculators and computers, cartoons, 
graphics, and book reviews. Over .170 authors represented in over 200 
separate articles. 

BIOFEEDBACK AND THE ARTS 
Edited by David Rosenboom. 1976. 162pp. si 2.95 (Hardbound) 

This book s~nt me spinning off in new directions. It reports on work 
done by artists ... dancers ... musicians ... researcher!> in biofeedback 
and t~e arts and neurological information processing related to aesthetit,: 
expenence. 
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THE BUGBooK III 
Rony Larsen & Titus, 1975, $14.95 

The entire 8080 instruction set is discussed in deta il. This big 
paperback is about interfacing the Mark 80 computer to the real 
"",Id. ( A oontrover>ey about BB3 is bre~ng - see letter page 38. ) 

CALCULATOR CALCULUS 
George McCarty. 1975. 254pp. $8.95. 

This book is about the calculus. What distinguishes it, however, from 
other books is that is uses the pocket calculator to illustrate the theory. 
A computation that requires hours of labor when done by hand with 
tables is quite inappropriate as an example or exercise in a beginning 
calculus course. But that same computation can become a delicate 
illustration of the theory when the student does it in seconds on his 
calculator. The machine is like a microscope, and its magnification 
is a hundred millionfold. 

COMPUTER LlB/OREAM MACHINES 
Theodore Nelson. 1974. 186pp. $7 .00. 

Man has created the myth of the computer as cold, oppressive and 
sterile. This book sees them as veritable panoply of things and 
dreams. Enuf info for 3 books. 

COMPUTERS AND COMPUTATION 
Scientific American. 1950 through 1971. 280pp. $6.00. 
Twenty-six articles from Scientific American about computers, what 
they are, how they happened, how they work and how they are used. 

ELECTRONIC PROJECTS FOR MUSICIANS 
Craig Anderton. 1975. 134pp. $6.95 
The first 4 chapters are an introduction to basic electronics, the 
fifth contains 19 projects including a preamp, metronome, 8-in 
one-out Mixer, electronic foot switch and ultra-fuzz, concluding 
with a section on trouble-shooting and access to further information. 
The best book we have seen for the beginning kit builder. 

EYE AND BRAIN' the psychology of seeing 
R.L. Gregory. 1973. 253 pp. $2.95. 

Beautifully illustrated and easily understood, this book is it for learning 
how the eye and brain function together. This book sheds new light 
on looking-what you see isn't necessarily what you get. 

FUNDAMENTALS ANO APPLICATIONS OF DIGITAL LOGIC CIRCUITS 
Sol Libes, 1975, 192 p. $5.98 

Learn the basics of digital logic. Enough info to be used as a reference 
for deconfusing semiconductors, logic and logic classes, binarv arithmetic, 
memory types. and anJlog-digital device~. 

FUN AND GAMES WITH THE COMPUTER 
Edwin R. Sage, 1975,360 r. $5.95 
An introductorv le);'1 which teaches BASIC computel programming 
through gJmes of chance and strategy. Mm.t 01 thl: ~amc~ in the t(t.:1 
can be run on a mtnimum 4K wmpulcr ,l!ld rcmdindc: on JIl 8K syst":ln. 

GAMES ,TRICK5 AND PUZZLES FOR A HAND CALCULATOR 
Wallace P. Judd, 1974, 1974 lOOp., $2.95 

This book is for anyone who owns or intends \0 purchase a hand cal-
BIOFEEDBACK: TURNING ON THE POWER OF YOUR MIND culator,from the most sophistic.ated to the basic "four banger"," Also 
Marvin Karlins and Lewis M. Anderson, 1973, 190 P., $1.25 good clean fun. 

The spirit, of adventure i~ the blosS?ming biofeedbac~ fie,ld is well, expressed GAMES WITH THE POCKET CALCULATOR 
by this widely read classIc. It remains the best full field introduction. Th' & S I . h 1976 54 '" 00 

BOOY TIME 
Gay Gaer Luce. 1973, 411 p., $1.25 

II An absorbing and fully-detailed treatment of a subject we're all at least 
vaguely aware of-the physiological, social, and emotional rhythms in our 
lives. While there are enough studies and experiments to boggle the brain, 
the author retains the proper perspective between detail and readability. 
Read the book and you cannot help but gain a greater awe, appreciation, 
and respect for the beautiful complexity of the human body-:leading to 
greater are of/for and understanding of your own." . 

THE BUG BOOK I & II and INSTRUCTORS WORKBOOK 
Rony, Larsen & Braden. 1974. two volumes plus workbook. $16.95 
Ninety logic and memory experiments with TTL Integrated Circuits, 
with much of the 'dog-work' of p~~ the less glamorous sub
modulars together, already done'«40 

lagaragan to OVltc , p. "". 
No tricks or puzzles, the 24 games in this book fall within the classical 
definition of interactive activities. They all involve an element of conflict 
and competition with rules for making moves and ending the game. Fast 
paced games that do not require being a mathematician or having more 
than one "four ban~er" per. game. 

GETTING THE MOST OUT OF YOUR ELECTRON IC CALCULATOR 
William L. Hunter, 1974, 204 p. $4.95 
A "how to" book for people who want to use electronic calculators 
for basic math. homework, unit pricing, grocery shopping, simple 
interest, income tax preparation, and running the modern kitchen. 

INTRODUCTION TO MICROCOMPUTERS 
Adam Osborne & Associates, Inc. 1975,384 p. $7.50 
People call PCC and ask for a book which is a good introduction to micro
computers. Previously we have had to say that there really isn't Olle- but 
now there is- and this is it. 



MATH WRITING & GAMES IN THE OPEN CLASSROOM 
Herber; R. Kohl, 1974,252 p., S2.45 
A careful analysis of the ways in which ga~es.can be used .for teachi~g. , 
Descriptions of countless games and learnmg Ideas that stimulate children s 
irmgin.lIion so they C.ln COfl'Vl>hcnd con1>ie\. rmthetrotiGlI Cor.cl'plS, Slr,ltes) 
,lnd probability lhetty. I-lYb Kohl 10Vl'S kids - and it sIlo\ ...... in his boot... 

M1CROPR0CE5SOR/MICROPRO::;RAMMI~ HANDBOOK 
8-ic.: wJrd 1976. 294 pp; $ 6.95 

Th~ (over blurh imli(ah."s this hook is "an authorit;ltih'. 1'1'actl':,'~ 
guitk to microproccswr constnu:tion, oper<ltlon. progr'llllllllng. J" 

appli~"apons!" It isn't' For the mo'" part. it is .. imply ;1 ri.'p,I\·;",II!I!h! 
of the informal Ion round in "pccifil-Jtion manuals for 11ll' 1111..:1 ~OhO. 
Inlel 4040', allli ~Olorola 6800 LSI minoprol'essors logl't1ier wllh a 
smlltering of tran-.illon p"rJgraphs and misinform.llioll. Even Ih~ 
examples ,JrC identic,,1 10 tho .. c fOllnd in Ih.: Inld 8080 Jlld 4004 rc
ference manuals. 
Yel, the book is not that had. If you want a compendium of 
machine reference manuals you could do worse. 

MY COMPUTER LI KES ME WHEN I SPEAK IN BASIC 
Bob Albrecht, 1972,64 p., 52.00 

This "learn by doing" workbook introduces BASIC to young or old, 
with no previous computer experience or knowledge or pr.o~r.Jmming. 

NEW MIND, NEW BODY; BIO-FEEQBACK, NEW DIRECTIONS FOR 
THE MIND 
Barbara 8. Brown Ph.D., 1974 523 pp .• 52.50 
A basic source for the technician, home or otherwise. This is the definitive 
text on biofeedback, presented simply and clearly, while retaining all the 
worth of traditional scientific methods. 

101 BASIC COMPUTER GAMES 

Ed.itor, David Ahl, 1974, 250 p., 57.50 

This book contains instructions for 101 games, all in BASIC. Most 
games are simulations of sports, card games, board games and games of 
chance. 

PRINCIPLES AND PRACTICE OF ELECTRONIC MUSIC 
Gilbert TrythaJl, 1973, 214 p. $6.95 
The first few chapters arc concerned with the relationship between wilve
form and sound quality, and with the elementary electronic concepts one 
needs [0 know in order to produce the desired waveforms. At this point 
the author begins to build, piece bv piece, and electronic music ~tudio-
your own synthesis and recording facility. Uncle Gilbert tells how to 
translate conventional musical notation of all forms into synthesis 
instructions. Also included is a brief history of electronic music, how to 
get and protect a copyright and a 200 word glossary of electronic musIc 
terminology. Very elemenldfY and nothing about computer music. 

PROBLEMS FOR COMPUTER SOLUTION 
Gruengerger & Jaffray, 1965, $7.95 
After you learn to talk to computers, what do you talk about? If you 
want inspiration, this book has 92 problems, something for everyone -
easy stuff, hard stuff, math stuff, non-math stuff, all beautifully written. 

PROBABI LlTY 
0.1. Koosis, 1973, 163, p. $2.95 
This book is for people who want to learn probability. Work your way 
thru this book before you take STAT. 1. 

PROF E. MC SQUARED'S (ORIGINAL FANTASTIC & SATISFYING 
CALCULUS PRIMER) 
Swann and Johllion, 1975111 p., $2.95 
Os original idea was this: if we 'M)uld find characters for each rratherrntical 
concept in differential calculus, and set them all to v.ork, the result 'nOUld be 
far more lively and involving than the usual textbook trip. What happenCCl 
along the way was that the characters acquired more life than we had 
expected and sometimes seem to chilrge off in their own directions. So, 
if they lead you astray. ~o back and re-read what you have already done. 
Try the exercises - we have left room to work them out in the book, and 
the answers are in t he back. 
PROFESSOR GOOGOL'S MATH PRIMER 
Sdm Valenl,l Jr., 1973, 144 p., 53.25 

This is ,1 math text book with a sense of humor--an experiment In thl' 
visu.llinnion 01 moltnem.ltic.ll ideas throu\.!h cartoonin~. Effe,l,vc .lnd 
inll'Te~ling communiLllion o..lf .I .. ometlmc~ uncxciting. 5ubleu. 'Add) 
rTlJd,\LSUJI Sluff mJkl'" Ihis "fe,1I I r .lit vou I,uds. \oung dnd o ld. 

PROGRAMMING PROVERBS 
Hem\ F. Ll'dg.lrd. 1975. 13~ p. S5.95 

Prinuples of ~ood progrJmming with numerous eX.lmplcs 10 improve' 
","ogrdmmmg style .lnd proliciency. EJ,.amples in ALGOL 60, BASIC, 
FORTRAN and PL/l. Long section on progrol.mming the gdme 
KRIEGSPIEL CHECKERS. 

PCC GAMES PROGRAM LISTINGS 
PCC, 1974, 31 p. $2.00 

This bool-ll'l cont'1ins Ihe 11M/,' progr,lm listings of the computer gJmes 
prescllted III Volumes I .lnd II of People's Computer CompJny. They .If~' 
written ill HP 2000F tim~' sh,lrl'd BASIC ,lIld m,IY e,l\lIy be modified fur 
oth.rr systems 

SEEING WITH THE MINDS EYE, THE HISTORY TECHNIQUES AND 
USES OF VISUALIZATION 
Mike 5.1muels, M.D. and Nancy Samuels, 133 p., 1975, $9.95 

Two questions raised by brainwave work standout, what do I do when I've 
developed good Alhpa-Theta spaces, and how do I build expertise in these 
spaces from waking state. The text and visual imagery are super and far 
beyond medical shrouds you find in biofeedback material. 

STATISTICS 
D.l. KOO .. I-', 1972, 2~2 I' .. S3.95 

This boul.. 1-. lur p~'opk will) W,lllt to le.ll'n ~t,lIistils. Do this book hl'fufl' 
yOll t,ll..e STAT! 

TE I\CH YOURSELF BASIC VOLUMES 1 ,\Ild 2 
Bob Albrecht, 1970,64'pp each, $ 1.95 each. 
Wllllen by ,I Dr,lgon with ,,\ f>('veOlh grade mind, thi~ hook (Overs h'ktype 
fund,lmen[dls ,Inti BASIC inSlructions in Bool.. I ,lIld marl' sophistiLLll'd 
instructions for the novice in Book 2. Slooow and eJsy ic.Jrning. 

rTL COOKBOOK 
Don LanC.1ste~, 1974,328 p., $7.95 
The author discusses Wh,lt i<; reouired to understJnd .lnd use tr.lnsi~h1r 
logiC, assuming thl' rCJtler is familiar with ell'ctrollics up to ,1Od indutllll~ 
transistors. Covers bJsic .. of construction .lnd.1 discu!>sion of the (11HeTl'nl 
types of TTL. An excellent instructional aid whilh doubles as ,I 411i~l.. 
r erence guide to the 7400 series. 

TV TYPEWRITER COOKBOOK 
Don L.Ult,l-.tCl, 1S7(,. 256 p .. S9.95 
Ano[her finc "";,Jul..bvI'I.." flOm Don L\n";d~ler! And it 
really is ,I cookbtluIo.., nllt just a rellpe- book. Although Ihen' Me 
plenty of schem.III";s, Ih l' emphasis is on wholt th~ problems olfl' 

in designing J TV 1.,.'pl!Wriler 'lnd V.lrious W,lYS of solving Iho~l' 
problems. I espc(i,111) Hkt' the discussions of the ,ldvJntJges ,1'1.1 ur,IW
backs of different dl· .. ign~. 

There is no complete plan for a TV typewriter here. It's up 10 you to 
put together the right pieces to get one that does what you want. You 
should have a fairly good understanding of digital drcuitry to get the 
most out of this book. 

" CYBERNETIC FRONTIERS 
Stewart Brand, 1974, 96 p., 52.00 
I. Both sides of the f'le1:eSSafy Paradox (Conversations with Qegory Bateson) 
II. Frantic Life and Symbolic Death among the Computer Bums (Space 
war freaks should check Ihis one OUL). 

THE UNIVERSAL TRAVELER 

The Universal Traveler, . a soft-systems guide to: creativity, 
problem-solving, and the process of reaching goals. By Don Koberg, 
and Jim Bagnall., 1974, 128 pp., $4.95 

A definitive manual presenting a logical systematic approach to the 
Creative problem solving of everyday life, employing graphic visual
ization as well as statistical representation. Written in the belief that 
the same mathematical discipline used in solving complex world prob
lems can be utilized in our everyday lives for the attainment of 
systematic and creative resolution of everyday problems. 

WHAT TO DO AFTER YOU HIT RETURN 0' 
P.C.C.'s First Book of Computer Games 
PCC, 1975, 157 p., $6.95 

All the games are run in HP 2000F BASJC. Why Computer Games? A 
simulation' is a model of a real-life situation. The computer does the 
complicated bookkeeping - ')100 create the initial conditions, manipulate 
the pdfo:lmeters, and analyze the resulls. The effects of each parameter 
un be isolated; the simulOition can be repealed as often as you want. 

SEE PAGES 43 THRU 45 FOR NEW BOOK S 47 
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