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ACTIVE FILTER COOKBOOK THE BUGBOOK 111
Don Lancaster. 1975. 240pp. $14.95. Rony Larsen & Titus, 1975, $14.95

This book shows how to select and design the filter type you want. The entire 8080 instruction set is discussed in detail. This big
Using simple math, you can design basic filters, operational amplifiers, paperback is about interfacing the Mark 80 computer to the real

.
L N LA

e filters. Get this book and activate! world. ( A controversey about BB3 is brewing — see letter page 38. )
ADVANCED APPLICATIONS FOR POCKET CALCULATORS
Jack Gilbert, 1975. 304pp. $5.95. CALCULATOR CALCULUS
At last! A book to help you use all those funny looking keys on George McCarty. 1975. 254pp. $8.95.
scientific calculators such as the Hewlett-Packard HP-45 and Texas This book is about the calculus. What distinguishes it, however, from
Instruments SR-51. Includes simple stuff like cosine law solutions other books is that is uses the pocket calculator to illustrate the theory.
and Saturn Maneuver calculations. 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 tan 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

o is a hundred millionfold,
=5

COMPUTER LIB/DREAM MACHINES
w Theodore Nelson. 1974, 186pp. $7.00.

ALPHA—NUMERIC MUSIC WITH AMPLITUDE CONTROL
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

gd DAC (digital-to-analog converter) for playback. Far out music!
, far in!

| BASIC : : Man has created the myth of the computer as cold, oppressive and
H Albrecht, Finkel and Brown. 1973. 325pp. $4.95 sterile. This book sees them as veritable panoply of things and
] A self-teaching text with self-tests at the end ot each chapter and dreams. Enuf info for 3 books.

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 text. Includes strings, files, matrix operations, and
invisible incantations.

Basic BASIC

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

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

m Craig Anderton. 1975. 134pp. $6.95

The first 4 chapters are an introduction to basic electronics, the

chapters may be studied concurrently with a first year algebra course. fifth contains 19 projects including a preamp, metronome, 8-in
Chapters 8 through 13 are applications oriented, covering many of one-out Mixer, electronic foot switch and ultra-fuzz, concluding

the popular topics of precalculus mathematics, with all of the required with a section on trouble-shooting and access to further information.
algorithms developed in the text, The best book we have seen for the beginning kit builder.

BASIC PROGRAMMING EYE AND BRAIN: the psychology of seeing

Kemeny and Kurtz. 1961. 1971. 150pp. $6.95. R.L. Gregory. 1973. 253 pp. $2.95.

On the first day, Kemeny and Kurtz invented BASIC. Then they wrote Beautifully illustrated and easily understood,‘this book is it _t'or l}:arning
a book. We don't recommend this book for learning BASIC but we how the eye and brain function together. This book sheds new light
do, do, do recommend it as a reference guide, applications resource, on looking-what you see isn’t necessarily what you get.

and idea generator for people who already know a little BASIC. : . farts il pcess
FUNDAMENTALS AND APPLICATIONS OF DIGITAL LOGIC CIRCUITS

THE BEST OF CREATIVE COMPUTING, VOL. 1 ' Sol Libes, 1975, 192 p. $5.98

David Ahl, editor. 1976. 328 pp. $8.95. f I » e 7 y :
The diversi : . ; e ys Learn the basics of digital logic. Enough info to be used as a reference
e diversity here is staggering. ,Volume 1 has articles and fiction for deconfusing semiconductors, logic and logic classes, binary arithmetic,
about computers, games for calculators and computers, cartoons, S 2o,
: : . k memory types, and analog-digital devices.
graphics, and book reviews. Over 170 authors represented in over 200

separate articles. FUN AND GAMES WITH THE COMPUTER

Edwin R. Sage, 1975, 360 p. $5.95
BIQFEEDBACK AND THE ARTS : An introductory text which teaches BASIC computer programming
Edited by David Rosenboom. 1976. 162pp. $12.95 (Hardbound) through games of chance and strategy. Most of the games in the texi

§ L4 - . ; » F i ner | remainder on.an 8K system.
This book sent me spinning off in new directions. It reports on work can be run on a minimum 4K computer and remainder onan 8K system

: done by artists . . . dancers . . . musicians . . . researchers in biofeedback 2
and the arts and neurological information processing related to aesthetic &QE&S;{T}E&K% Syf:D][;%zingnggﬁ b S

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

} The spirit of adventure in the blossoming biofeedback field is well expressed '
is wi i i leld ; GAMES WITH THE POCKET CALCULATOR
! by this widely read classic. It remains the best full field introduction. Thiagaragan & Stolovitch, 1976 54 p. .00

| No tricks or puzzles, the 24 games in this book fall within the classical

:' BODY TIME definition of interactive activities. They all involve an element of conflict

f Gay Gaer Luce. 1973, 411 p., $1.25 and competition with rules fo:lf mak'ing moves and ending the game. Fast

‘ “An absorbing and fully-detailed treatment of a subject we're all at least S‘;&ced BaTes tha; do bkl being a mathematician or having more
vaguely aware of-the physiological, social, and emotional rhythms in our N —RIECr S HCT, Saine,

lives. While there are enough studies and experiments to boggle the brain, :
the author retains the proper perspective between detail and readability. %EFJ;NE I‘EE{ ::‘01591; f lg 4OpF ;P;"SR ELECTRONIC CALCULATOR

Read the book and you cannot help but gain a greater awe, appreciation, A “how to" book for people who want to use electronic calculators
and respect for the beautiful complexity of the human body-:leadmg.t_o §oe Biisie mats Samework., unit priciig, grocery shabpingsimple

greater care offfor and understanding of your own. interest, income tax preparation, and running the modern kitchen.

THE BUGBOOK | & 1l and INSTRUCTORS WORKBOOK INTRODUCT!ON TO MICROCOMPUTERS

Rony, Larsen & Braden. 1974. two volumes plus workbook. $16.95 Adam Osborne & Associates, Inc. 1975, 384 p. $7.50

Ninety logic and memory experiments with TTL Integrated Circuits, People call PCC and ask for a book which is a good introduction to micro-

with much of the ‘dog-work" of puttipg the less glamorous sub- computers. Previously we have had to say that there really isn't one— but
modulars together, already done. now there is— and this is it.



MATH, WRITING & GAMES IN THE OPEN CLASSROOM

Herbert R. Kohl, 1974, 252 p., $2.45

A careful analysis of the ways in which games can be used ’for teaching. ’
Descriptions of countless games and learning ideas that stimulate children’s
imagination so they can comprehend complex mathematical concepts, strategy

and probability theory. Herb Kohl loves kids - and it shows in his baok.

MICROPROCESSOR/MICROPROGRAMMING HANDBOOK
Brice ward 1976. 294 pp; $ 6.95 -

The cover blurb indicates this book is “an authoritative. practic
guide to microprocessor construction, operation, programming. 4.
applications!™ it isn't! For the most part, it is simply a repifciaving
of the information found in specification manuals for the Intel 8030,
Intel 4040, und Motoroly 6800 LSI microprocessors together with a
smattering of transition paragruphs and misinformation. Even the
examples are identical to those found in the Intel 8080 and 4004 re-
ference manuals.

Yet, the book is not that bad. If you want 4 compendium of
machine reference manuals you could do worse.

MY COMPUTER LIKES ME WHEN | SPEAK IN BASIC
Bob Albrecht, 1972, 64 p., $2.00

This “learn by doing" workbook introduces BASIC to young or old,
with no previous computer experience or knowledge or programming,

NEW MIND, NEW BODY; BIO-FEEDBACK: NEW DIRECTIONS FOR
THE MIND
Barbara B. Brown Ph.D.,'1974 523 pp., $2.50

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
Editor, David Ahl, 1974, 250 p., $7.50

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 Trythall, 1973, 214 p. $6.95

The first few chapters are concerned with the relationship between wave-
form and sound quality, and with the elementary electronic concepts one
needs to know in order to produce the desired waveforms. At this point
the author begins to build, piece by piece, and electronic music studio-
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 elementary 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.

PROBABILITY _
D.). 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 Johmson, 1975 111 p., $2.95

Qur original idea was this: if we would find characters for each mathematical

concept in differential calculus, and set them all to work, the result would be

far more lively and involving than the usual textbook trip. What happened
along the way was that the characters acquired more life than we had
expected and sometimes seem to charge off in their own directions. So,

if they lead you astray, go 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 the back.

PROFESSOR GOOGOL'S MATH PRIMER

Sam Valenza |r,, 1973, 144 p., $3.25

This is a math text book with a sense of humor-an experiment in the
visualization of mathematical ideas through cartooning. Effective and

interesting communication of 4 sometimes unexciting subject. Mad,
mad,visual stuff makes this ¢rear Cor all vou kids, voung and old,

PROGRAMMING PROVERBS
Henry F. Ledgard, 1975, 134 p. $5.95

Principles of good programming with numerous examples to improve”
programming style and proficiency. Examples in ALGOL 60, BASIC,
FORTRAN and PL/1. Long section on programming the game
KRIEGSPIEL CHECKERS.

PCC GAMES PROGRAM LISTINGS
PCC, 1974, 31 p. 52.00

This booklet contains the bare program listings of the computer games
presented in Volumes | and 11 of People’s Computer Company. They are
written in HP 2000F time shared BASIC and may easily be modified for
other systems,

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

Two questions raised by brainwave work standout, what do | do when |'ve:
developed good Alhpa-Theta spaces, and how do | 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:). Koosis, 1972, 282 p.. $3.95

This book is for people who want to learn statistics, Do this book before
you tuke STAT I.

TEACH YOURSELF BASIC VOLUMES 1 and 2 \ !
Bob Albrecht, 1970, 64 pp each, $ 1.95 each. :

Written by a Dragon with a seventh grade mind, this book covers teletype
fundamentals and BASIC instructions in Book 1 and more sophisticated
instructions for the novice in Book 2. Sloocow and easy learning,

I'TL COOKBOOK
Don Lancaster, 1974, 328 p., $7.95

The author discusses what is reauired to understand and use transistor
logic, assuming the reader is familiar with electronics up to and including
transistors. Covers basics of construction and a discussion of the different
types of TTL. An excellent-instructional aid which doubles as a quick
reference guide to the 7400 series.

TV TYPEWRITER COOKBOOK
Don Lancaster, 1976, 256 p., $9.95

Another fine "cookbook™ from Don Lancaster! And it

really is a cookbouk, nut just a recipebook. Although there are
plenty of schemutivs, the emphasis is on what the problems are

in designing a TV typewriter and various ways of solving those
problems. | especially like the discussions of the advantages and diaw-
backs of different designs.

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

Il CYBERNETIC FRONTIERS
Stewart Brand, 1974, 96 p., $2.00

I.  Both sides of the necessary Paradox (Conversations with Gregory Bateson)

Il. Frantic Life and Symbolic Death among the Computer Bums (Space
war freaks should check this one out.).

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 or
P.C.C.’s First Book of Computer Games
PCC, 1975, 157 p., $6.95

All the games are run in HP 2000F BASIC. Why Computer Games? A
simulation®is a model of a reak-life situation. The computer does the
complicated bookkeeping - you create the initial conditions, manipulate
the parameters, and analyze the results. The effects of each parameter
can be isolated; the simulation can be repeated as often as you want.

SEE PAGES 43 THRU 45 FOR NEW BOOK S 47
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