INSIDE THE

The new Commodore 128
Personal Computer has generated quite a bit of interest,
especially by current owners
of the popular Commodore
64. Is the 128 a significant
enhancement, or just a
warmed-over 128K version of
the 64? We went to Commodore's headquarters to find
out, and came back with a
new appreciation for this
intriguing machine.
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A Hands-On Look At
Commodore's Newest Computer
Charles Brannon, Program Editor
oon after it was intro_ duced, the Commo, dore 64 proved to be
. the leader of a new
wave of home computers.
Even at the original price of
$600, the 64 came equipped
with as much memory as
$2000 business machines,
along with arcade-quality
graphics, detailed animated
sprites, and a unique sound
synthesizer that brought realism to what was formerly just
bleeps and tones. The 64 became one of the most popular
computers ever, selling over
2,000,000 units worldwide.

The 64 is firmly established, with over 6,000 programs to its credit. But as
good as the 64 is, we've been
waiting three years for an encore. Although it's been high
time for an enhancement, no
one wants to give up his or
her personal software library.
Commodore's answer, the
Commodore 128 Personal
Computer, provides true 64
compatibility, plus a real advance in power and flexibility. The Commodore 128 is
literally three computers in
one: a Commodore 64 with
the familiar 40-column display, sprites, SID chip, and
BASIC V2; an enhanced 64
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modore LCD lap portable can
run BASIC 7.0 programs as long
as the programs shy away from
PEEKs and POKEs (which
shouldn't be needed very much
with such a powerful BASIC).
Although the LCD lacks sprites
and the SID chip, its BASIC is
programmed to merely ignore
the BASIC 7.0 commands it
can't execute, instead of crashing with a SYNTAX ERROR.
This is indicative of a possible
Commodore plan to pair these
machines. The LCD portable
would be used to acquire data
in the field, which could then be
uploaded to the 128 for further
processing.
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An Interview With

Paul Goheen

Commodore's Director of Software
Selby Bateman, Features Editor

BASIC 7.0 has almost every
command a programmer would
need. There are almost too
many commands, extending the
time it takes to learn a programming language. However, you
need not memorize every command, just learn commands as
you need them. You'll want to
at least be aware of the available commands, though, so you
won't reinvent the wheel by
POKEing your way to sound or
graphics.
The 128 is a logical upgrade
of the 64. Without sacrificing 64
compatibility, the 128 answers
almost anyone's wish list.
BASIC 7.0 gives programmers
freedom to program without
POKEs or cumbersome machine
language routines. The 80column display, 2 MHz microprocessor, 128K of memory
(theoretically expandable to a
megabyte), CP/M Plus, and fast
double-sided disk drive make
the 128 a capable business machine, competitive with the
much more expensive IBM and
Apple computers. As usual,
though, we'll still have to wait
for software to be written that
takes advantage of these features. Although you can use existing 64 and CP/M programs,
it looks like you'll have to write
your own 128 mode programs
for a while.
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Paul Goheen, who directs Commodore's software division, can
be considered one of the genuine veterans in the post—Jack
Tramiel Commodore environment. He joined Commodore during the latter part of 1980, shortly after the launch of the 8032
computer and before the introduction of the VIC-20. Previously
a programmer, systems analyst, and consultant in the mainframe and minicomputer arenas, Goheen came to Commodore
as a software product manager at a time when Commodore's
U.S. computer operations included only about 20 people. In the
past few years, he has seen the amazing growth and the many
changes which have occurred at the company and in the microcomputer industry in general.
When COMPUTErs GAZETTE recently spoke with Goheen,
Commodore was working full tilt to launch the 128 into the retail market by May and June. Also underway was the surprising
lap portable computer now planned for an early fall release.
Both the 128 and the portable were introduced at the January
Consumer Electronics Show (CES). In the wings is the Amiga
Lorraine computer, an eagerly awaited powerful and versatile
16/32-bit machine which Commodore has kept under wraps
since purchasing the Amiga company last summer. The Amiga
is scheduled for a midsummer entrance.

