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SHOPPING FOR

YOUR FIRST COMPUTER

Many people put off buying
a computer because they

don't know where or how to begin.
This chapter offers some guidelines
to help you shop for and choose a
computer system that is right for
your family.

As with any other product, the
way you plan to use a computer is
an important factor in your buying
decision. While you may have some
specific uses in mind now, you and
your children will find more and
more uses for the computer as your
computer knowledge grows. There
fore, you'll probably want to look for
a computer that has strengths in
education as well as in a variety of
other uses for the whole family.

Because you are looking for a
versatile machine, you need to take
a broad look at entire computer
systems. In the word system, we
include:

1. The capabilities of the basic
computer console;

2. The accessories that will let
your system grow with your family's
needs and experience; and

3. The amount and types of
quality software available for the
computer.

The system that can expand with
your experience and provide a vari
ety of software may be more valu
able to your family than a system
that offers impressive specifications
but only a meager software
selection.

Your choice of a system will of
course depend on your own family's
circumstances. You want a system
that is appropriate for your child's
age, interests, and previous experi

ence with computers. Also keep in
mind any specific uses that are
important to your family. Is word
processing essential now, or can
you wait for a while before investing
in the equipment necessary for
word processing? Is your main
interest in education? entertain
ment? learning programming?
(Chapter 5, "Buyer's Guide to Per
sonal Computer Systems and
Software," offers suggestions on
which systems are appropriate for
different uses and for different age
groups.) And, of course, you want a
system that offers the features you
want for the price you want to pay.

How much computer
do you need?

For first-time computer buyers,
there are few reasons to invest in a
more expensive professional com
puter, such as the Apple lie or the
IBM Personal Computer. One such
reason would be that you plan to use
the computer for business or pro
fessional purposes, as well as for
education and entertainment. You
might also want a more professional
computer ifan older child has had
extensive programming experience
and intends to pursue programming
seriously. A third reason might be
that you have easy access to a large
software library for one of these
computers and lots of friendly help
nearby. For most beginners, how
ever, we recommend that you start
out with one of the many low-cost
systems while you and your family

learn what home computing is
all about.

Although the under-$300
computers are often called basic
machines, that doesn't mean that
they are too basic to be useful. Most
low-cost machines are expandable
into pretty powerful home com
puters, boasting color graphics and
sometimes built-in music synthe
sizers. Even if you start small, your
first system can take you a long way
down the road to computer literacy.
The experience you and your chil
dren gain on your first machine may
play a key role later if you decide to
switch to a computer that offers
more built-in power to handle
heavy-duty personal computer
work. You will be much better pre
pared to make an informed choice
about a more expensive system
after you've used a computer and
are more aware of what you want to
do with one.

Establishing a budget

Before setting a budget figure for
your initialbuy, you should be aware
that the prices touted boldly in the
newspaper ads are often for the
basic console only. You may need
one or more accessories, like a cas
sette tape player/recorder, to get
the computer going. And you will
need software, which may cost
anywhere from $10 to $80 per pro
gram. You should probably be pre
pared to spend $200 to $500 your
first time out. This figure includes the
computer, essential accessories,
and a few software packages.

Also keep in mind that a computer
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(RAM) it has. Each computer's
specifications tell how much RAM is
built into the console, as well as how
much total RAM the computer can
have by adding RAM expansion
modules.

You can visualize RAM as being
like a chalkboard with a grid of tiny
squares. When you turn on the
computer, the RAM "chalkboard"
has nothing written in those
squares. As you load a program or
type characters on the keys, the
squares fill up one by one with sym
bols that represent characters (let
ters, numbers, and spaces). When
you turn off the computer, every
thing in the RAM is erased, just like
wiping a chalkboard clean.

RAM is measured in a unit called

a byte (pronounced "bite"). Each
character or space loaded or typed
into the computer takes up one byte
of space. RAM is more commonly
measured in a larger unit called a
Kilobyte, abbreviated K. While the
Kilo prefix should mean 1000, by a
quirk of computer math a kilobyte is
equivalent to 1024 characters. Disk
drive storage capacity also is mea
sured in Kilobytes. The highertheK
rating on a disk drive, the more
information you'll be able to store on
a single disk.

The amount of RAM you need
depends somewhat on the software
format you'll be using at first. Car
tridge software usually works with
whatever amount of RAM is built into

the computer. You'll rarely need to
expand memory to run cartridge
programs. Most cassette programs
are written for systems with 16K
RAM. Only the limited-memory
computers (those in the under-$100
category) will need expanded
memory to run cassettes. Disk
drives and disk programs frequently
need 32K, 48K, or 64K of RAM. Disk
drives require larger memories for a
couple of technical reasons, not the
least of which is that disk programs
are generally longer than cassette
or cartridge programs. Also, some
disk drives use part of the
computer's memory to operate.

The RAM you'll need also
depends on the complexity of the
software programs you want to use.
For instance, many games, home
management, and educational
programs require less RAM than
more specialized programs like
word processing or electronic filing.
Check the RAM requirements of
some of the software programs
available for computers you're con
sidering. This is especially impor
tant if a computer comes with a
low RAM rating and is not easy to
expand. See Chapter 5, "Buyer's
Guide to Personal Computer Sys
tems and Software," for examples of
the RAM requirements of different
types of software programs for each
computer.

Adding more RAM. The amount
of built-in RAM that comes with

your computer should be enough
to get you started. The time may
come, however, when you'll want to
increase the amount of memory
available to you. This would happen
for any of three reasons:

1. You want to use prewritten
software that requires more than the
built-in RAM;

2. You are writing programs
longer than your computer's mem
ory can hold at one time;

For many home computers, adding
memory is as simple as plugging in a
RAM expansion cartridge.

3. You are adding a disk drive that
uses part of the computer's memory
to function properly.

Most home computers are
designed to make the upgrade to
more RAM a snap. The most com
mon method is to add a plug-in
RAM expansion cartridge. On
some computers, RAM expansion
requires adding a plug-in card that
goes inside the keyboard console.

IfRAM expansion cartridges or
cards for your machine come in
varying amounts of added memory,
you're better off buying the largest
capacity you can. There is a pecu
liar "snowball" effect common to

home computer owners. As they
become familiar with computer
uses at a given memory level, they
usually want to go on to more
sophisticated uses that require still
more memory, and so on.

The deceiving ROM. Another kind
of memory in the computer is called
Read Only Memory, or ROM. Also
measured in Kilobytes, a com
puter's ROM contains factory pre
programmed instructions that tell
all those chips inside the console
to behave like a computer. ROM
also contains the computer's built-
in programming language. The
instructions in ROM are permanent;
they cannot be altered by the user.

Generally speaking, the bigger
the ROM, the more built-in language
commands the programmer has
available. That means that a 16K

ROM computer usually lets the pro
grammer create more complex
programs (more clever graphics
and sound, primarily) than can be
created on an 8K ROM computer.
ROM size, however, is a less impor
tant buying factor than RAM size.
One ingenious engineer may be
able to design 8K of ROM that can
do what would ordinarily take 10 or
12K of ROM. Therefore, the num
bers may be misleading. Inciden
tally, software cartridges contain
ROM chips and thus add to the
computer's built-in ROM when you
plug in the cartridge.
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to adult. All modes of learning.
Some require game paddles.)
There are four packages available
for a total of 18 programs. The pack
ages are called Instant Zoo (ages 7
to 10); Mix & Match (for the whole
family); Ernie's Quiz (ages 4 to 7);
and Spotlight (ages 9 to 13). The
recommended age levels for these
packages are conservative in both
directions. Three-year-olds as well
as thirty-year-olds have found all of
the packages stimulating and excit
ing. The 16 programs contained
in these 4 packages are hard to
describe. They involve pattern
recognition, strategy and tactics,
physics, counting, word play, parts
of the body, and more. These pack
ages are well worth the price.

Apple Logo (Apple/Logo Com
puter Systems. About $175. Disk.
Ages 5 to adult. Discovery.) Logo
is the famous computer learning
languageforchildren, pioneered by
Seymour Papert at MITduring the
1970s. Logo features a variety of
symbols that the child can move
around the screen to create interest

ing shapes and pictures. Logo is not
as easy to use as Delta Drawing, but
it is an excellent intermediate step in
teaching a child how to program. It
also illustrates basic geometry
concepts.

Story Machine (Spinnaker.
About $35. Disk. Ages 5 to 9.
Simulation, Discovery.) See Story
Machine under software programs
for Commodore 64.

Hey Diddle Diddle (Spinnaker.
About $30. Disk. Ages 3 to 10.
Discovery.) See Hey Diddle Diddle
under software programs for Com
modore 64.

Snooper Troops, Cases #1 and
#2 (Spinnaker. About $45 each.
Disk. Ages 10 to adult. Discovery,
Problem-solving, Simulation.)
See Snooper Troops under software
programs for IBM PC.

FaceMaker (Spinnaker. About
$35. Disk. Ages 4 to 12. Discov

ery.) See FaceMaker under
software programs for IBM PC.

Deadline (Infocom. About $50.
Disk. Ages 12 to adult. Simula
tion, Problem-solving, Discov
ery.) See Deadline under software
programs for IBM PC.

EduFun! (Milliken. About $30
on cassette; about $33 on disk.
Ages 5 to adult. Arcade games.)
There are 8 packages with 2 games
per package. These games teach
word and number skills by challeng
ing the child to contests against
creatures like aliens, big hungry
fish, or battling bugs.

Stickybear (Xerox Education
Publications/Weekly Reader.
About $40. Disk. Ages 3 to adult.
Arcade game, Discovery, Drill.)
There are four programs: Stickybear
Bop (shooting gallery), Stickybear
ABC, Stickybear Numbers, and Old
Ironsides (a naval battle game). The
computer cartoons with full-color
moving pictures make these pro
grams unusual, attractive to chil
dren, and worth the price.

Language and math programs
(Milton Bradley. About $50 each.
Disk. Ages 11 to 14. Simulation,
Drill, Discovery. Some require
game paddles.) Subjects include
vocabulary, punctuation, decimals,
division, and mixed numbers. The
programs were designed by
teachers skilled in both computers
and teaching. These programs use

UNIT FIVE '
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Language program/Milton Bradley

Prices are accurate at time of printing; subject to manufacturer's change.

Apple

Math program/Milton Bradley

high-quality graphics and present
the educational material in the

company of wizards, aliens, and
electronic books.

Bank Street Writer (Brdder-
bund. About $70. Disk. Ages 6 to
adult. Discovery. Printer recom
mended but not required.) The
Bank Street Writer is a very useful
word processor, but it is also a great
learning program for the whole fam
ily. Youcan easily make, erase,
change, and print words. The pro
gram creates its own letters, and
they're really quite handsome. You
do your writing in a little box on the
screen, which you can easily fill with
words. This is much less intimidat

ing for children than trying to fill in a
big blank sheet of paper.

In Search of the Most Amazing
Thing (Spinnaker. About $40.
Disk. Ages 10 to adult. Simula
tion, Discovery.) See In Search
of the Most Amazing Thing
under software programs for
Commodore 64.

Chem Lab Simulations

(High Technology Software.
About $100 per package. Disk.
Teenagers through adults.
Simulation, Problem-solving,
Discovery. Paddles required for
package Number 2.) See Chem
Lab Simulations under software

programs for Atari.

MasterType (Lightning
Software. About $40. Disk. Ages
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5 to adult. Drill, Arcade game.)
See MasterType under software
programs for Atari.

Is the Apple He
for you?

Because of the high investment
required, the Apple lie may ask too
much of a commitment for a first-

Atari 400,800,1200XL

Although the Atari name is best
known for home video games, the
company has become a major fac
tor in the home computer market.
Three Atari models—the 400, the
800, and the new 1200XL-are all
essentially the same computer
inside. They differ primarily in their
keyboards, amounts of memory,
and expandability. Much of the
Atari software will run on all three
machines. However, some pro
grams for the 800 and 1200XL
require more RAM than the 400
can handle. The Atari computers
feature rich graphics and sound,
and they are very easy to use,
especially for little children.

Atari 400 hardware

The Atari 400 is the widest selling
Atari because of its low price.
Although the suggested list price is
near $300, actual store prices in this
competitive market are under $200.
Memory is limited to 16K, which is
adequate for the large library of
plug-in cartridge software available
from Atari and independent
software companies. Some third-
party companies offer RAMexpan
sion kits that should be installed by
a dealer. (Adding such a RAM
expansion device to the 400, how
ever, voids the Atari warranty.)

You can hook up a disk drive to a
400, but most disk programs require
more than 16K RAM. Therefore,

32

time computer buyer. But it is often
the ideal system for families who
have outgrown the under-$100
"learning" computers, or who have
several children with a variety of
needs and interests. Some parents
may feel that the Apple lie is worth
the price just to be able to use its
high-quality, diversified educational
software.

Students who have been learning
programming on an Apple in school

Atari 400 computer

you'll probably want to stick with
Atari's optional cassette program
recorder. Because a special con
nector is required and some of the
cassette programs have unique
formats, only an Atari program
recorder will work. The optional
RS-232 interface module allows you
to connect a telephone modem to
the 400.

The 400 is one of the few home
computers that does not have the
BASIC language built into the com
puter console. Atari BASIC comes
in a separate cartridge, which is an

(especially those who show a high
aptitude and interest in program
ming) may be dissatisfied with a
less powerful computer. For a child
who is serious about computing,
there are more books, magazines,
advanced software, and fellow
computer hobbyists accessible to
Apple users than to users of any
other home computer. This will
probably continue to be true for at
least a couple of years.

option for the 400. The 400 is also
one of the few remaining home
computers with a flat membrane
keyboard.

Atari 800 hardware

The Atari 800 is a much more ver
satile machine than the 400. The
800 offers 48K of built-in RAM, giv
ing it considerably more memory,
than the 400's 16K of RAM. The 800

features a full-travel typewriterlike
keyboard. The Atari BASIC lan
guage cartridge is included with the
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Commodore VIC 20

The inexpensive Commodore VIC
20 is one of the most popular com
puters to date. Although the list
price is $199.95, many stores are
offering the VIC 20 for much less-
sometimes for under $140. The
popularity of the VIC 20 is attract
ing many third-party software and
hardware companies to support
the VIC 20. A vast majority of the
software, however, focuses on
games and other entertainment.
There is not much educational

software, and home management
programs are hard to find.

Hardware

One of the reasons for the VIC 20's
low price is the absence of panel-
mounted connectors for some of the

peripherals. The Datasette program
recorder, for example, has a special
connector on its cable that slips
over an exposed edge of the com
puter's main circuit board through a
slot in the rear of the console. The

base unit comes equipped with only
5K of RAM, which will handle car
tridge software. More than 5K of
RAM is usually needed for cas
settes and disks. The machine is

rated to expand up to 32K of RAM,
but no more than one Commodore

16K RAMexpansion cartridge can
actually be added to the VIC 20 for a
maximum total of 21K. Some third-

party suppliers are producing
expansion boards with multiple
connectors for extra RAM cartridges.

BASIC programmable color
graphics resolution for the VIC 20 is
below that of comparably priced
computers. However, the VIC 20
also has a built-in set of 64 graphics
shapes (straight lines, curves,
blocks, diagonals) that can be pro
grammed directly from the key
board in BASIC. The manual that

comes with the computer describes
how the video screen is divided into

a grid of small blocks. By carefully
selecting and placing small

36

Commodore VIC 20 computer, with game cartridges

graphics shapes in these grid loca
tions, larger shapes are formed on
the screen. The process is some
thing like piecing a jigsaw puzzle
together. It takes time and practice,
but it is possible.

Another appeal for game pro
grammers lies in the VIC 20's sound
capabilities. Using BASIC, you can
summon the computer's voices in
three tonal ranges (which can all
"sing" at once), plus another "voice"
that generates noise. Combining
tones and noise, you can create
interesting sound effects for fun or
for added effects in BASIC pro
grams. Also, the VIC 20 manual pro
vides a chart of tone values corre

sponding to notes of the music
scale. By typing in a short program
listed in the manual, you can turn the
top row of the keyboard into a sim
ple eight-key piano.

This kind of instant action with the
computer—even ifmore for learning
and fun than for practical applica
tion—is typical of what the reader
will find in the VIC 20 manual. The
first two chapters (ten pages) guide
the user through enough essential
features of the machine so that he or

she can jump ahead to any favorite
area: screen/keyboard; color and
graphics; animation; sound and
music; and programming.

Peripherals

One of the VIC 20's greatest
strengths is its line of low-cost
peripherals that allow upgrading
without a hefty investment. Of spe
cial note are the 170K disk drive

(about $400) and the VICMODEM
(about $110). The modem is a car
tridgelike box that plugs into a con-
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IBM Personal Computer

A serious professional computer
such as the IBM Personal Computer
(the IBM PC) would probably not be
included in a discussion of home

computers, except that IBM is
strongly encouraging school sys
tems to adopt the PC. Moreover,
Science Research Associates (an
educational publisher owned by
IBM) has developed a few educa
tional software packages for the
PC that are readily available to
consumers.

Hardware

The large initial investment required
for the IBM PC is due to the ma

chine's construction quality and
range of expandability. Just one of
the high-capacity disk drives stores
360K of programs or data on a
single disk—at least twice that of
other home computer disk drive
systems.

Construction quality is apparent
in the detached keyboard. Although
the location of some keys has been
criticized, the keys have the "feel" of
a high-quality electric typewriter,
rather than the typically "spongy"
feel of most computer keyboards.
The detached keyboard lets you
make yourself more comfortable-
even put the keyboard in your lap-
without having to move the whole
computer.

Although the IBM PC can store
data and programs on a standard
cassette recorder, few machines
are sold without one or two disk

drives. All software available for the

PC is on disk.

Peripherals

The IBM PC is not a machine that

you can simply buy, take out of the
carton, plug in, and work on. The
computer is so modularized that
you probably need a dealer to help
you plan a system for your needs,
including various accessory boards

40

IBM Personal Computer console with disk drives, detached keyboard,
printer, and monochrome monitor

and adapters. With so many
choices, the IBM PC may seem
to be a complex and expensive
system.

For example, you have a choice of
two displays, either a color monitor
for graphics and text, or a high-
quality monochrome (green screen)
monitor for text only. Each type of
monitor requires a different type of
adapter (interface card) that plugs
into the main console. The mono

chrome monitor requires the
monochrome display adapter
(which also contains the interface
forthe IBM dot-matrix text/graphics
printer). The color/graphics monitor
adapter, on the other hand, pro
vides video outputs for high-
resolution RGB monitors and for

composite video. Ifyou plan to use
your home color TV as a monitor,
you'll have to buy an RF modulator
in addition to the color/graphics
monitor adapter.

Most IBM dealers are reasonably
knowledgeable about the IBM PC

and IBM-brand software. Dealers

are also equipped to handle ser
vice. As a holdover from its "big
business" computer service, IBM
offers expensive maintenance con
tracts after the 90-day warranty
expires. Out-of-warranty repair is
expensive because IBM replaces
complete modules (the whole
monochrome monitor, for example)
rather than fixing the troublesome
part. Reports from users, however,
indicate that problems rarely occur
when the computer is treated
correctly.

Software

Since the IBM PC was introduced

in 1981, an incredible amount of
software has been developed for
it. Most of the PC's software is

designed for professional and
business uses. Education and

entertainment packages are
less numerous.

However, new programs for the
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IBM PC are accumulating at a
phenomenal rate. IBM is investing
heavily in innovative educational
programs, including the "Writing to
Read" kindergarten program being
field-tested in several states. The
results of such efforts should mean

more high-quality educational
software for the IBM PC.

As a professional computer, the
IBM has practically every major
programming language available,
including Pascal. Microsoft BASIC
is built into the PC. More advanced
BASIC commands are available in a
disk version included with the Disk
Operating System (DOS), a special
program you need before you can
use disk software. Logo should
soon be available from a third-party
supplier.

Suggested software
programs

Delta Drawing (Spinnaker.
About $60. Disk. Ages 4 to adult.
Discovery.) The Delta Drawing ver
sion for the IBM PC is by far the most
elaborate and advanced, yet it is
also very simple to use. If you have
been reluctant to use a computer or
to learn how to program, sit down
and play Delta Drawing. Delta
Drawing turns all other program
ming languages upsidedown. Most
programming languages require
you to learn the computer's lan
guage before you can write your first
program. Delta Drawing is just the
opposite—you get to draw beautiful
pictures first, and the pictures
automatically create the program.

IBM Personal Computer

Memory Software format

Built-in RAM: 64K Disk

RAM expandable to: 640K
Built-in ROM: 40K Approximate retail prices

Base price $1355
Graphics resolution

Accessories:
Text: 80 characters x 25 lines 180K disk drive and adapter.. $509

Color graphics: Additional 180K disk drive ... 289

64,000 pixels (320x200) 360K disk drive and adapter.. 749

in 4 colors Additional 360K disk drive ... 529

128,000 pixels (640x200) Monochrome display adapter 335

in 2 colors Color/graphics monitor adapter 244

32K RAM expansion card — 325

video output Monochrome monitor 345

Graphics and text: Requires the Color monitor 680

optional color/graphics Text/graphics printer 595

monitor adapter, which RS-232 interface 120

produces both composite
video output for video monitor Recommended starter system
and RGB (red-green-blue) 64K console, one disk drive ,one

signals for high-resolution display adapter
color monitors; RF modulator
for home color TV is also

optional.

Text only: Requires the optional
monochrome display adapter
that produces special signals
for the IBM monochrome

monitor.

Prices are accurate at time of printing;subject to manufacturer's change.

IBM

Children as well as adults love it.
Also see Delta Drawing under
software for Apple He.

Word Challenge (Proximity
Devices Corp. About $40. Disk.
Ages 7 to adult. Discovery,
Problem-solving.) One of three
graph-paper grids appear on the
screen, depending on the level your
child selects. In the grid's boxes are
letters. Your child tries to build as
many words from the letters in the
grid as possible before the game
ends. Then the computer reviews
the words with the child and shows
additional words (from its 90,000-
word vocabulary) that the child
could have found.

Arithmetic Games, Sets 1 and
2 (IBM. About $60 per set. Disk.
Ages 5 to 10. Problem-solving,
Drill, Arcade game.) Four games
build number skills. Set 1 contains
Beano (number logic, sequence,
counting) and Rockets (addition,
subtraction, multiplication, divi
sion). Set 2 contains Discovery
Machine (transformation of num
bers and formula-building) and
Number Chase (a guess-the-
number game). Discovery Machine
is especially interesting. Here's an
example of how it works. A 2 goes
into the machine. Out pops a 4.
What happened? How did the
number change?

Microsoft Adventure (IBM.
About $30. Disk. Ages 7 to adult.
Discovery, Problem-solving,
Simulation.) This is the classic
computer role-playing game. You
and your children journey into the
world of Colossal Cave. You search

for treasures, solve puzzles, avoid
dangerous hazards, and fight
deadly adversaries. The goal is to
explore the whole cave, find all the
treasures, and escape with your life.
Accompanying you on the perilous
journey is an intelligent, "aware"
companion-the computer. At the
outset you learn only a few com
mands. You must discover every
thing else on your own.
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Spectravideo SV-318

Most personal computer systems
come onto the market with only a
few pieces of what eventually
becomes a complete system of
many peripherals and a large
software library. Spectra Video, Inc.
plans to avoid this lag with its new
SV-318 computer. Soon after the
initial release of the SV-318, Spectra
Video intends to have ready a full
range of expansion modules, pe
ripherals, and over 100 software
programs.

Hardware

The SV-318 is, to put it mildly, a
well-endowed computer for its price
range. Of the console's built-in
32K RAM, 16K is devoted to color
graphics, leaving the remaining 16K
available to the user for program
ming with the built-in Extended
Microsoft BASIC (which includes
color graphics and sound com
mands). RAM can be expanded
up to a total of 144K (minus 16K for
graphics), which will accommodate

Spectrauideo SV-318 computer

Radio Shack • Spectra Video

even the most sophisticated busi
ness applications that become
available for the machine.

Probably the most striking ele
ment of the console is a built-in joy
stick, which is used not only for
games, but also for cursor control.
Other keyboard features are five
separate function keys that can be
programmed to make software
more user-friendly (by allowing the
press of a single key to perform
multiple commands).

Fifty-two graphics shapes can
be programmed directly from the
keyboard in a low-resolution 32 x 24
graphics mode. In high-resolution
graphics, the programmer has the
versatility of sprite graphics, which
handles up to 32 different moving
objects on the screen. The screen
shows 40 characters across and 24

lines at a time.

Peripherals

Cassette storage of data and pro
grams is possible with the matching
cassette drive. Like the Atari pro-

gram recorder, the Spectravideo
cassette drive is a dual-channel

unit: one channel can carry com
puter data while the other channel
can carry a voice recording for edu
cational materials. A built-in micro
phone on the recorder allows home
programmers to create their own
programs with voice recordings.

The SV-318's disk drive stores

256K of data, more than all other
disk drives for computers in this
price range.

One interesting peripheral for the
artistically creative is a graphics
tablet (sometimes called a digiti
zer ), which reproduces on the
computer's video screen any shape
drawn on the touch-sensitive panel.
One application of this would be
tracing maps or other shapes for
input to or printout from the com
puter.

Instead of delaying the introduc
tion of an expansion chassis, as
some manufacturers are doing,
Spectra Video offers a seven-slot
expansion cabinet. Called the
Super Expander, it accepts a wide
range of plug-in accessories, such
as a disk drive controller, printer and
RS-232 interface, 16K and 32K RAM
expansion modules, and an 80-
column text display card. Each
expansion cartridge has a small red
Light Emitting Diode (LED) that is
visible whenever the particular
cartridge is being used.

Spectra Video has also
announced that the SV-318 will

have an adapter that allows you to
plug in and play Colecovision
video game cartridges.

Software

The majority of initial software pro
grams are in education, entertain
ment, and business. The SV-318 will
also have the capability to run the
business-oriented CP/M operating
system, opening the way to thou
sands of professional programs.

Prices are accurate at time of printing; subject to manufacturer's change. 51





















•

Color graphics
resolution1

(pixels)
Video

output2
Software
formats3

Approximate
retail price4

-

53,760 C.TV CS,D $1395

61,440

61,440

61,440

TV

TV

C.TV

CR.CS.D

CR.CS.D

CR,CS,D

299

679

899

-

L. 32,348

64,000

C.TV

C.TV

CR.CS.D

CR.CS.D

200

595

. 128,000 C.TV.RGB D 1355

- 61,440 TV CR.CS.D 150

~ 49,152 C,TV CR.CS.D 350

•mm

49,152 C.TV.RGB CS,D 350

L
49,152 TV CR.CS.D 300 to 550

m

49,152 C.TV CR.CS.D 299

ft.
49,152 C.TV CR.CS.D 150

ft.
*

49,152

TV

C.TV

CS

CR.CS

70

150 to 200

ft.
8,192 C.TV CS <100

Prices are accurate at time of printing; subject to manufacturer's change.

'Maximum resolution, which
may be in limited colors;
some require Extended
BASIC or memory expansion.

2Video output:
C = Composite video for
color video monitor

TV = RF modulator for

standard television

(included or optional)
RGB = High-resolution
color monitor

3Software formats:

CR = plug-in cartridge
CS = cassette

D = disk

4Base price for keyboard
console only

*Black and white only
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