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Thomas Edison started it,
and now you can have it, too.

A hundred years ago, Thomas Edison launched a new

magazine called SCIENCE. Today, it is one of the Fc s

world’s most respected journals—a weekly science news

magazine published by the American Association for SCIENCE

the Advancement of Science. R
‘. -

Who reads SCIENCE? 150,000 scientists in every SCIENCE
field. People who want to know about new discov- R
eries in research and development before they are

published elsewhere. w

SCIENCE brings you 900 original research
papers a year. They span the disciplines,

making SCIENCE the most broadly-based :
research journal in the world today. But b
these papers are only the beginning!

Every week in SCIENCE, you find:

® Research News on significant re-
search findings worldwide. One
of the first really detailed articles
on the potential problems of
ozone appeared in our Research
News Section.

® News and Comment that gives
you timely information about the
national and international scien-
tific community and who’s
who in the Washington
power structure.

® Editorials and Letters that
make SCIENCE the bulle-
tin board of the scientific
world. The moratorium on
DNA research was first
proposed in a letter to
SCIENCE.

® Book Reviews that bring
you the most important
new books on science,
technology, and related

fields.
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AMERICAN ASSOCIATION FOR THE ADVANCEMENT OF SCIENCE

The articles in each week’s issue of SCIENCE cover a
wide range of subjects. Energy analysis of solar Eower
satellites. Promotion and limitation of genetic exc

ange.
Pituitary hormones in the brain. Voyager
telecommunications: the broadcast from Jupiter.

These extraordinary SCIENCE articles are
accompanied by charts, diagrams, and graphs
whenever needed—and by intriguing photographs
and illustrations. SCIENCE is a serious magazine,
but it’s never somber or stuffy.

How to Get SCIENCE

You automatically receive a subscription to
SCIENCE when you join the American
Association for the Advancement of Science,
the world’s largest federation of scientific
and engineering societies.

Further, as a member, you’ll receive
discounts on AAAS publications
and reduced rates for the AAAS

Annual Meeting, where leading
scientists and lay people gather to
discuss scientific developments and
public policy issues. And you’ll
enjoy more than 10 other valuable
member benefits.

Send No Money Now—Satisfaction
Guaranteed

Thomas Edison started it.
The world’s leading
scientists read it every
week. Now you can have
SCIENCE and AAAS
membership, too.

Send no money now; we’ll
be glad to bill you later.
All you do to subscribe to
SCIENCE and become a
member of the American
Association for the
Advancement of Science
(AAAS) is fill out the
coupon below and mail it
today.

If you are not fully
satisfied with
SCIENCE and
your membership
in AAAS, just

- >

SCIENCE | =

American Association for the Advancement of Science you receive your
1515 Massachusetts Avenue, N.W., Washington, D.C. 20005 bill.

[] YES! Enroll me as a AAAS member and start my subscription to
SCIENCE. Please bill me later. | understand I can cancel my membership
and subscription when I receive my bill if I am not fully satisfied.

[] Regular—$38* [J Full-Time Student—$27*

Name

Address

City State Zip
$19 allocated to subscription MZ06

*Foreign rates higher



Make the Most of Your
Computer Resources

Best of Creative Computing:
Volume 1

Edited by David Ahl. All the articles,
stories, learning activities and games that
appeared in the first year of Creative Com-
puting. American Vocational Journal says
“This book is the ‘Whole Earth Catolog’ of
computers.” Contents cover the gamut of
computer applications in education and
recreation. Over 200 contributors! Now in
its fourth print run with an exciting new
cover. 328 pp. 81, x 11" softbound. $8.95.
To order, circle “A” on Reader Service Card.
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The Best of Creative Computing:
Volume 2

Edited by David Ahl. A staggering
diversity of information and activities culled
from the issues of the 2nd year of Creative
Computing.Includes featureson artificialin-
telligence, on computers in education, on
the arts. American Libraries says “Non-
technical in approach, its pages are filled
with information, articles, games and
activities. Fun layout.” 67 pages devoted to
puzzles, programs, and things to do. The
reviews alone could make the book. 336 pp.
815, x 11" softbound. $8.95. To order, circle
“B” on Reader Service Card.
The Best of Creative Computing:
Volume 3

Edited by David Ahl and Burchenal
Green. 336 pages of articles, activities,
fiction, games, programs, reviews, car-
toons, and other information from the 1977
issues of Creative Computing. Includes
features on technology, public access, edu-
cational use, medical applications, and
computers in music. Contains great re-
source listings and reviews of calculators,
games, equipment, software and books.
There are 96 pages of things to do — puz-
zles, programs, problems, and games.
Large format 8, x 11" softbound. 336 pp.
$8.95. To order, circle “C” on Reader
Service Card.
The Colossal Computer
Cartoon Book

Edited by David H. Ahl. The best col-
lection of computer cartoons ever is now in
its second printing. There are fifteen
chapters of several hundred cartoons about
robots, computer dating, computers in the
office, and much more. Keep the book with
your reference works. When needed, the
right cartoon can say it all for you. Pro-
vides hours of fun and comic insight. 120 pp.
8% x 11" softbound. $4.95. To order, circle
“D" on Reader Service Card.

‘Basic Computer Games

Edited by David H. Ahl, this is a com-
plete anthology of 101 favorite games and
simulations, each complete with sample
run, program listing, and description. All
games run in standard Microsoft Basic with
a Basic conversion table included. Easy to
run with any computer. The imaginative
and challenging games are for one, two, or
more players. Play Basketball, Craps,
Gomoko, Blackjack, Even Wins, Super Star
Trek, Bombs Away, Horserace. Simulate
lunar landings. Play the stock market. Write
poetry. Draw pictures. 125,000 copies in
print. 192 pp. 8, x 11" softbound. $7.50.
To order, circle “E” on Reader Service Card.
More Basic Computer Games

Edited by David H. Ahl and Steve North,
this fantastic sequel to Basic Computer
Games contains sample run, program list-
ing and description for 84 new games. All
games run in standard Microsoft Basic and
a Basic conversion table is included. Dr.
Dobb's says, “Whether you are interested in
war games, gambling, sports, grids and
mazes, space, psychology, drag racing or
throwing mudballs, More Basic Computer
Games has something initforyou.” Evadea
man-eating rabbit, crack a safe, tame a wild
horse, become a millionaire, race your
Ferrari, joust with a knight, trek across the
desert on your camel, navigate in deep
space. 200 pp. 8% x 11" softbound.$7.95.
To order, circle “F" on Reader Service Card.
More Basic Computer Games:
TRS-80 Edition

Edited by David Ahl and Steve North,
all 84 games are converted torun on Level Il
16K TRS-80 machines. Radio Shack users
will delight that the conversion work on
these imaginative and challenging games
has been done for them. Just type the listing
in to your machine for endless hours of fun.
200 pp. 8, x 11" softbound. $7.95. To order,
circle “G” on Reader Service Card.

Problems For Computer Solution

By Stephen J. Rogowski. 90 intriguing
and fascinating problems, each thoroughly
discussed and referenced, make an excel-
lent source of exercises in research, and
problem solving. Arithmetic, algebra,
geometry, number theory, probability and
science are examples of the 11 types of
problems included. The book contains 7
appendices and 3 classic unsolved prob-
lems.

Dr. Dobb’s Journal says “The problems
are clearly and concisely stated.”

The great classroom book is 104 pp.
81, x 11" softbound. $4.95. To order, circle

“H" on Reader Service Card.
The Teacher Edition contains solutions

to the problems, each with a complete list-
ing in BASIC, sample run, and an in-depth
analysis explaining the algorithms and
theory involved. It is 192 pp. 814, x 11" soft-
bound. $9.95. To order, circle “I" on Reader
Service Card.
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The Best of Byte

Edited by David Ahl and Carl Helmers.
This blockbuster of a book contains the
majority of material from the first 12 issues
of Byte magazine. It is crammed full of how-
to articles on everything from TV displays
to joysticks to cassette interfaces and com-
puter kits. Also full of software and applica-
tions from on-line debuggers to games to a
complete small business accounting sys-
tem. A section on theory examines the how
and why behind the circuits and programs,
and one on opinion looks at where this ex-
plosive hobby is heading. All of these Byte
issues are now out of print so this is the only
source of this vital material. Large format,
386 pp. 8", x 11" softbound. $11.95. To
order, circle “J” on Reader Service Card.

Computer Music Festival Record

A recording of the Festival was made
and is now available on a 12" LP record. It
features eight different computer music
synthesizers programmed to play the music
of J.S. Bach, J. Pachelbel, Riskykorsakov,
Scott Joplin, Neil Diamond, Lennon &
McCartney and seven others. The music
ranges from baroque to rock, traditional to
rag and even includes an historic 1963 com-
puterized singing demonstration by Bell
Labs. $6.00. To order, circle “K” on Reader
Service Card.

To order any of these books circle appropriate letter on Reader Service Card.



Computers in Mathematics:
A Sourcebook of Ideas

Edited by David Ahl. This huge source-
book contains sections on computer
literacy, problem solving techniques, art
and graphing, simulations, computer as-
sisted instruction, probability, functions,
magic squares, and programming styles. In
one section alone there are over 250 pro-
blems, puzzles, and programming ideas.

Pragmatic, ready-to-use classroom
ideas are presented for everything from
the most basic introduction to binary num-
bers to advanced techniques like multiple
regression analysis and differential equa-
tions. Includes complete explanation in-
cluding flowcharts, program listings, and
sample runs. 224 pp. 8", x 11" softbound.
$15.95. To order, circle “L” on Reader
Service Card.

Mathematics:
A Sourcebogk of ideas
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Creative Computing Press

Tales of the Marvelous Machine:
Thirty-Five Stories of Computing

Edited by Robert Taylor and Burchenal
Green. In 35 wonderful stories about com-
puters authors such as Frederick Pohl,
Charles Mosmann, M.V. Mathews, Carol
Cail, and George Chesbro depict a life in
which computers effect the way people live,
think, and relate to each other. Fiction
wonderously reflects the marvels of com-
puting and clearly reveals its impact on
human life. It is the dramatization of what a
computer-saturated future can be like. The
stories on computers run the gamit of those
in which the computer is a surrogate human
to those in which the computer is used for a
novel application. There are computers that
improve, worsen or clarify the human con-
dition. There are computers with today's
capabilities and those that could only be
possible in the future. Sports stories. Love
stories. Detective stories. Science fiction.
Philosophy. Parady. Whimsy. It's all here.
Fully illustrated. 272 pp. 8% x 11" soft-
bound. $7.95. To order, circle “M” on
Reader Service Card.
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The Impact of Computers on
Society and Ethics: A Bibliography

By Gary M. Abshire.Where is the com-
puter leading us? Is it a menace or a
messiah? What are its benefits? What are
the risks? What is needed to manage the
computer for society’s greatest good? Will
we become masters or slaves of the evolving
computer technology? This bibliography
was created to help answer questions like
these. It contains 1920 alphabetical entries
of books, magazine articles, news items,
scholarly papers and other works dealing
with the impact of computers on society and
ethics. Covers 1948 through 1979. 128 pp.
hardbound. $17.95. To order, circle “N”
on Reader Service Card.
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Computer Coin Games

By Joe Weisbecker. Learning how com-
puter circuitry works can actually be fun.
All you have to do is slide around a few
pennies. Computer Coin Games presents
a series of interesting games with full size
playing boards that trace the paths of elec-
tronic signals through various simple com-
puter circuits.

Beginning with the “basic penny switch
flip flop” the games build in difficulty until
the reader is creating intricate networks.
Why binary math is used in computers,
how it works, how the computer counts,
adds, subtracts, uses a number base, and
handles lettersand words, are all explained.

Play “Tic Tac Toe,” “Guess a Word,”
“Create a Pattern” and “Escape the Net-
work.” This book is an ideal introduction to
the complicated concepts of computer
circuitry.

Great cartoons by Sunstone Graphics.
96 pages, paperbound, $3.95. To order,
circle “O” on Reader Service Card.

Computers For Kids

By Sally Greenwood Larsen. These
wonderful books provide children with a
complete, simple-to-understand, step-by-
step guide to using the computer. Each
book explains what a computer is, how to
run the computer, how to load and save pro-
grams, how to write flowcharts, and how to
program in BASIC. The use of graphics,
PRINT, Variables, GOTO, INPUT, IF-THEN
and FOR-NEXT is explained and sample
programs are included. A glossary of state-
ments and commands is featured.

For parents and teachers, a special
section offers valuable teaching tech-
niques, solutions to common hardware
problems, and lesson ideas to accompany
each chapter. Sample work sheets are pro-
vided. The large type makes the books easy
to read. 11 x 8'," Softbound, Computers
For Kids comes in three editions: TRS-80
Edition. To order, circle “P" on Reader
Service Card; Apple Edition. To order, circle
“Q" on Reader Service Card; Atari Edition.
To order, circle “R” on Reader Service Card.
Each book is $3.95.

Katie and the Computer

Fred D’ignazio and Stan Gilliam have
created a delightful picture book adventure
that explains to a child how a computer
works. Katie “falls” into the imaginary land
of Cybernia inside her Daddy’'s home com-
puter. In her journey she meets the Software
Colonel, the Bytes, the Table Manager, and
even a ferocious Program Bug. Her journey
parallels the path of a simple command
through the stages of processing in a com-
puter, which introduces the fundamentals
of computer operation to 4 to 10 year olds.
Supplemental explanatory information on
computers, bytes, hardware and software
is contained in the front and back end
papers. 42 pp. 11 x 8," casebound. $6.95.
To order, circle “S” on Reader Service Card.

Be A Computer Literate

By Marion J. Ball and Sylvia Charp.
Used as a text in many schools, this in-
formative, full color book is an ideal intro-
duction to the world of computers. The
book explains the kinds of computers, how
they work, and how to write a flowchart and
a simple program. The book contains brief
explanations of how computers are used in
over sixteen different fields, from medicine
to law enforcement, art to business, trans-
portation to education. Full color drawings,
diagrams and photos on every page,
coupled with large type, make this book
easy to read and understand. The simple
glossary provided will familiarize beginners
with essential computer terminology. 66 pp.
8, x 11" softbound. $3.95. To order, circle
“T"” on Reader Service Card.

Two Free Catalogs

Two new catalogs are available free.
The new Fall 1980 Creative Computing
Catalog features the full line of Creative
Computing Press and Book Service titles,
back issues of Creative Computing, ROM,
and S-100 Microsystems magazines,
games, posters and t-shirts.

The all-new. Fall 1980 Sensational Soft-
ware Catalog lists 150 software packages
for eleven popular systems including Apple
11, TRS-80, Sol-20, Atari, Sorcerer, Pet and
CP/M systems. Recreational, educational
and professional applications software is
described fully and accompanied by screen
photos and illustrations.

Make the most of your computer re-
sources with Creative Computing! To order,
circle “U” on Reader Service Card.

creative computing

P.0. Box 789-M, Morristown, NJ 07960

To order any of these books circle appropriate letter on Reader Service Card.



