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INTRODUCTION 
• 

Well you finally went and did it. You waited and waited, biding your time until a 
machine with loads of capability appeared at a reasonable price. You weighed 
your options carefully. You narrowed your choice down to three machines. 
Then two. You wavered. You reconsidered. And then you went out and bought 
yourself a Commodore 64 microcomputer. 

Take a moment to pat yourself on the back. You've made an excellent 
decision. The Commodore 64 is just about the most computer you can 
buy for the money. Its graphics capability is unparalleled for versatility and 
sophistication, its sound capability rivals that of dedicated sound synthesizers, 
and its 64K of RAM (Random Access Memory) is· more than ample for nearly 
any application you can imagine. It's difficult to believe that all of this power, 
all of this amazing technology, could be sitting right in front of you in such a 
compact, inexpensive package. 

And there's more-much more. Lots of software is available for your 
machine, and you'll find that many of these packages are of very high quality 
and even constitute a new generation of personal computer software. 
Familiarize yourself with what's available so that you can make educated 
decisions on what packages you should purchase. At the end of this book, 
there is a short appendix summarizing a few of the more popular graphics and 
sound programs available for your machine as well as a listing of the hardware 
peripherals that you can use to make sound and graphics easier and fun. 

But don't stop there. Go beyond the limits of the software and hardware 
and learn a bit about how your machine works. You may have already taken a 
stab at this only to quickly discover that your machine is lacking in 
documentation. Maybe you tried to program graphics and sound from Basic 
but just got frustrated at its complexity. Don't give up. Many intelligent people 
just like you have come up against the same wall. The Commodore 64 is 
capable of sophisticated sprite graphics and sound effects, but when using 
plain old Basic, programming this power becomes a nightmare. 
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