


LIMITED WARRANTY ON MEDIA
SWIFTWARE computer programs are recorded on quality media
to demanding quality control standards. The media only
(cassette or diskette) is warranted to the original retail
purchaser to be free from defects in materials and
workmanship for a period of ninety (90) days from the date of
retail sale.
All warranties of merchantability or fitness for intended use,
either express or implied, and any liability for incidental or
consequential damages resulting from the use of any
SWIFTWARE media is disclaimed and excluded from the retail
sales transaction.
SWIFTWARE media which proves defective in materials and
workmanship during the warranty period will be replaced, free
of charge, if the purchaser returns the defective media,
postpaid, along with proof of original retail purchase tot
SWIFTY SOFTWARE, Inc., 64 Broadhollow Road, Melville,
Y. 11747.
After the warranty period, damaged or defective cassettes or
diskettes will be replaced for $5.00 each, plus $1.00 shipping
and handling, if returned, postpaid, to SWIFTYSOFTWARE.

NOTICE
SWIFTWARE computer programs, documentation and
instructions (the "software") are sold "AS IS" and "WITH
ALL FAULTS."
All warranties of merchantability or fitness for intended use,
either express or implied, and any liability for incidental or
consequential damages resulting from the use of SWIFTWARE
computer programs, documentation or instructions is
disclaimed and excluded from the retail sales transaction. At
the time of the original retail sale and delivery the purchaser,
not the manufacturer, distributor or retailer, assumes the
entire risk and responsibility for determining the suitability
and fitness of the computer programs, documentation or
instructions for the particular use intended.
Some states do not allow the exclusion or limitation of implied
warranties or liability for incidental or consequential
damages, so the abovelimftations and exclusions may not
apply to you.
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Jerry Whi1:'e's

PLIIII PIIIO

INTRODUCTION

The SINGALONG ATARI BASIC SOUND & MUSIC
TUTORIAL, provided on side one of the Master
Diskette or on sides one, two and three of the
cassette version, is designed to provide
demonstrations, in ATARI BASIC, of the ATARI
HOME COMPUTER system's SOUND capabilities. This
extensive documentation provides a complete tutorial
on the use of ATARI BASIC to produce a wide variety of
sounds. The SINGALONG song programs play songs in
up to four part harmony while displaying lyrics on the
screen. The fully REMed listings of the programs which
make up this package and appear at the end of this
manua.l should prove an invaluable aid and resource to
the BASIC programmer.
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Side two of the Master Diskette and side four of the
cassette version contains PLAYER PIANO, a program
which turns the ATARI HOME COMPUTER into a twenty
note mini-piano including a full, graphically accurate,
screen display of the piano keyboard. Detailed
instructions and documentation for PLAYER PIANO
appear beginning at page 36 of this manual.

It is assumed that the user will have some
understanding of ATARI BASIC c:ommands and of music,
generally. These programs are designed to aid the
person who desires to learn to c:reate music: and various
sound effects using ATARI BASIC.
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SYSTEM REQUIREMENTS

Minimum RAM: 16K Cassette 24K Disk
ATARI BASIC Language Cartridge

ATARI 810 Disk Drive
or

ATARI 410 Program Recorder
One ATARI Joystick

Any ATARI or equivalent printer: optional

PLITII PII18
Minimum RAM: 24K Cassette 32K Disk
ATARI BASIC Language Cartridge

ATARI 810 Disk Drive
or

ATARI 410 Program Recorder
Any ATARI or equivalent printer: optional
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PART I:

CHAPTER 1: STARTING UP

STARTING UP - DISK VERSION

Turn on your monitor or TV and BOOT <cold start) your
computer using side one of the Master Diskette and the
MENU program will run automatically. MENU displays
the names of the programs available, assigning a
number to each. You may then select the desired
program by typing that program's number and pressing
the <RETURN> key. The selected program will then be
RUN. Each program contains a return to MENU option
eliminating the need to enter RUN commands.

STARTING UP - CASSETTE VERSION

The MUSIC LESSONS programs are organized on the
cassettes as follows:

Side 1 - SOUNDEMO, EFFECTS, FORNEXT &
POKSOUND
Side 2 - KEYOFC, KEYATOC, KEYDTOG,
CHORDS12 & SPEAKER
Side 3 - BIRTHDAY, JINGLE, SILENT & SONGRITE
Side 4 - PLAYER PIANO <SEE PAGE 36)

Turn on your computer and monitor or TV and insert the

Page 4



- selected cassette into your program recorder. Make sure
the cassette is fully rewound and the program counter is
zeroed. Fully depress the PLAY key on program recorder,

_ then type CLOAD on the computer and press the
<RETURN) key twice. The first program on the cassette
will now load. When the READY prompt is again displayed
on your screen, type RUN and press <RETURN) to run the

- program you just loaded. To run the next program on the
tape, press <SYSTEM RESET) and again type CLOAD and
press (RETURN) twice and proceed as above.

The cassette programs are located sequentially on the
tape. In order to avoid the necessity of loading all the

_ programs which appear before the desired program you
should carefully note and record the index number on the
program recorder at the beginning of each program (which
is the reason you zeroed your counter). After loading all

-- the programs on each tape and recording the index
numbers at the beginning of each, you will be able to
randomly access any program on the tapes by fast

- forwarding to the appropriate index number, and following
the above loading instructions.
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CHAPTER 2: OVERVIEW

SOUNDEMO permits experimentation with the wide range
of sounds available using the BASIC SOUND command.

EFFECTS is a self-running demonstration of a wide range
of sound effects and simple BASIC animation.

FORNEXT permits experimentation with the BASIC
FOR/NEXT loop to create sound effects. The resulting
BASIC instructions are displayed and may option ally be
printed or saved on diskette.

POKSOUND permits experimentation with the extended
range of sounds made possible by using the POKE
command.

KEYOFC demonstrates the C major scale and chord using
colorful Graphics Mode 7 while generating the sound of
each note, and displaying the appropriate SOUND
commands.

KEYATOC and KEYDTOG use high resolution Graphics
Mode 8 to display all the major chords and related
information.

CHORDS12 demonstrates the SOUND commands required to
generate deep bassnote chords.

SPEAKER demonstrates the use of the console speaker.
The user may enter parameters that will alter a machine
language subroutine capable of generating a wide range of
sounds.

BIRTHDAY, JINGLE, and SILENT play the well known
songs "Happy Birthday to You", "Jingle Bells" and
"Silent Night" in up to four part harmony as the lyrics are
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displayed on the screen.

SONGRITE is a skeleton singalong program with no song
data. A user may insert notes and lyrics to create
additional SINGALONG songs.

The cassette version of these programs ends with a BASIC
END command. The disk versions have an additional
routine that provides three options. By using the
OPTION or SELECT button to highlight the desired
option, you may then press the ST ART key to rerun the
current program, return to BASIC as in the cassette
versions, or RUN the disk MENU program.

Use the [nil.ln:1 or ..,'1111' button to
highlight choice below, then

press the II.'t:1:I' button.

RERUN THIS PROGRAM
RETURN TO BASIC
1:111:.;II:II.Q;1.1":,., ;1

Figure 1 - End Screen <Disk Version)

The printed program listing reflects the disk version of
each program. Cassette users should ignore program
lines numbered above 30000.
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CHAPTER 3: THE SOUNDEHO PROGRAH

This program provides an easy way to experiment with the
ATARI BASIC SOUND command. The SOUND command must
be followed by four parameters. These parameters may be
numeric constants or numeric variables. The following is
a sample SOUND command:

SOUND VOICE,PITCH,DISTORTION,VOLUME

The first parameter is called the VOICE. Your ATARI
computer has four sound channels or voices numbered zero
through three. The second parameter is called the PITCH.
The pitch can be any integer value from 0 through 255.
When the clear sound of distortion level 10 is used,
increasing the pi t ch value makes the soun d deep er or
lower, and decreasing the pitch value makes the sound
higher. The third parameter is called DISTORTION. This
value can be any even number from 0 through 14. A c:lear
or undistorted sound is obtained by using a value of 10 or
14. The fourth parameter is called VOLUME. This value
may be any integer from 0 throug h 15. A value of zero
shuts off a sound. As the value increases, the sound
becomes louder.
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As the program runs, it provides it's own instruc:tions on
the sc:reen. Just make sure you are not using lower c:ase
or inverse video.

THE SOUND COMMAND
CT=CTRL KEV

P=::J:NCREASE P::J:TCH
CT+P=DECREASE P::J:TCH

D=:::J:NCREASE D:::J:ST
CT+D=DECREASE DXST.

U=::J:NCREASE UOL.
CT+U=DECREASE UOL.

SPACE=NO SOUND
E=END OF .JOB

SOUND 0 ... ..1.00 ... ..1.0 ... :2

Figure 2 - SOUNDEHO Screen

If you look at the SOUNDEMO program listing, you will
find the program to be small and simple. The variables

- P=Pitc:h, D=Distortion, and V=Volume.

Note that the program looks at loc:ation 764 to find the
- internal value of the last key pressed, and reac:ts
ac:c:ordingl y.
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CHAPTER 1: THE EFFECTS PROGRAM

The EFFECTS program demonstrates a wide range of sound
effects and simple graphics and is the largest program in
this package. It requires no operating instructions; just
turn up the volume on your TV or monitor, watch, and
listen.

There is a great deal that can be learned by studying the
EFFECTS program listings. Each section of the program
is labeled using inverse video REM statements. To
explain each instruction would require a prohibitive
amount of text, but to supply no explanation at all would
likewise be unacceptable. The following documentation
therefore, is a compromise. We assume you understand
the function of each BASIC command so that we can
briefly describe the routines rather than the individual
instructions.

Before we begin, there are a few methods of debugging
I'd like to explain that might prove helpful in case c.f
confusion. The one I find most effective is to act as if
you are the computer. Some guy named BASIC is your
boss and he is giving you detailed instructions. You take
each instruction, one at a time, and do exactly as you
are told. The computer probably has a better memory
than you have, so keep a pencil and paper handy. The
instructions that you, (the computer), execute, will change
things. Write these things down and make changes as
needed.

For example, if the numeric variable X were equal to 5,
you should have IX=5" written down. Then if BASIC told
you that X=X+1, draw a line through "X=5" and write
"X=6".

Tou might also BREAK into the program as it is running,
make changes, and then rerun the program or routine, to
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see how your changes affected the program. If you
BREAK into a program while sounds are on, you may wish
to shut them off. There are a number of ways to do this.
The three easiest ways are to enter an "END" command
and press <RETURN), press the <SYSTEM RESET> key, or
turn off the volume on your TV or monitor. The latter
will not effect the SOUND channels in the computer
because the computer won't care, even if you should turn
off the monitor completely.

O.K., let's take a look at the EFFECTS program listing. I
will skip the AUTHOR INTRODUCTION section because it
uses routines which will be discussed in the
documentation of the FORNEXT and POKSOUND programs.
Notice that line 320 says GOTO 350. This was done to
skip over two subroutines. At line 350 we begin by- using
the subroutine at line 340. This simply sets up good old
standard text mode, sets the colors to black and white,
and turns off the cursor. RETURNing to line 350, we
display the word "TARGET" near the bottom of the screen.

Lines 360 thru 380 contain a FOR/NEXT loop that will
change the variable PITCH from 20 to 200, by increments
of two. As the loop is executed, the word "BOMB" is
displayed on the screen along with B$(1,4). B$ contains
30 blanks, so B$(1,4) is equal to four blan k s . This is
used to erase the word "BOMB" without erasing the
entire screen. As the BOMB drops, the change in the
value of the variable PITCH will lower the frequency in
the SOUND command in line 380.

At line 390, we erase the screen and begin repositioning
the word IITARGET." Note the POKE 755,4 at the end of
line 390. This creates what is called vertical reflect or
mirror image. The word TARGET is spread over three
lines of the screen, crudely simulating a hole left by the
bomb.
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The FOR/NEXT loop in lines 410 and 420 alters the PITCH
and VOLUME of a SOUND command, and the luminance of a
SETCOLOR command, creating an explosive sound and red-
flash on the screen. As the smoke clears, you will notice
the word TARGET displayed in vertical reflect video. It
will stay that way until the POKE 755,2 sets things back-
to normal in line 430. By the way, some interesting
effects are demonstrated whefl a 1 or a 3 is poked into
location 755 while inverse video characters are displayed _
on the screen. Notice, also, the WAIT loop in that same
line. All it does is kill time and is NOT the best way to
accomplish a delay. It is, however, effective in this
case and easily adjusted. The problem with FOR/NEXT-
loops is that they execute faster if they are near the
beginning of a program. A more exact method of timing
will be explained later on when we get to the "THAT'S-
ALL FOLKS" routine.

If the FOR/NEXT loop has you a bit confused, don't let _
it get you down. There is a program dedicated to the
FOR/NEXT loop, called FORNEXT of all things, which
you will get to shortly. After some experimentation
using that program and possibly a bit of trial and error -
testing on your own, it will all make sense.

Page 12



The LIGHTNING routine uses GRAPHICS MODES 21 and 23
which are the same as modes 5 and 7, except that they do
not have a text window. Lines are displayed on the
screen to crudely simulate lightning. After each line is
drawn, the subroutine at line 330 is executed.

Why didn't we just put this routine in the next sequential
line you may ask? Subroutines are often used to save
memory and typing. This subroutine is used four times
and by using four GOSUB commands, we only need to enter
the instructions found in line 330 once.

Next we have our sputtering helicopter courtesy of Dave
Culbertson and C. E. Software. In order to make the
graphics easy to un de r s t an d , we have defined seven
strings. Again we use FOR/NEXT loops to alter the
sound and the helicopter's appearance and position on the
screen.

There are other ways to position character graphics on
the screen. Since this is a tutorial on sound, I won't
dwell on this or on the Player/Missile Graphics routine.
I would just like to point out one alternative method. The
special function keys such as the arrows can be used
within a string. They must be preceded by pressing the
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<ESC) key when they are entered into a program. Once
they are part of a string. they will be executed as if
someone were actually holding the <CTRL) key while
using the arrows to position the cursor.

The preceeding paragraph was an example of a programmer
going off into a subroutine. I'll try not to let that
happen too often. Now. where were we?

By the sound of that helicopter. it probably crashed by
now so let's go on to the ALERT SIREN routine. There's
no animation here. the nested FOR/NEXT loops change
only the sound and color of the word ALERT. NESTED???
Nested refers to one or more loops wi thin another loop.
Again. we will discuss this in depth when we look into
the FORNEXT program.

The BOUNCING BALL uses the ATARI ball character
(CTRL T) to demonstrate simple animation. As the ball
rises. the sound increases in pitch and decreases in
volume. This combination provides what I call a "BOING-
effect.

This brings us to a very complex subject called
Player/Missile (P/M) graphics. Again. I will refrain
from expounding on this subject since it requires a
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separate tutorial of it's own.

The TELEPHONE RINGING routine demonstrates that
sound effect, plus the sound of a teletype machine.
These results are achieved using what I call short
sounds. Identical SOUND commands can be made to sound
different when the duration of the sound is limited. By
now you may be wondering how to select the pitch,
distortion, volume, and duration, to create other sound
effects. I know of only one way: you must experiment
and use the old trial and error method.

I
t,

_ n ''', C'"
Ot:."',-'- ,.--._J

To provide more food for thought, we now come to the
section labeled "DISPLAY FOR NEXT LOOPS." This is a
series of nested FOR/NEXT loops that will be seen as
BASIC instructions on the screen as these instructions
are executed.

Finally we arrive at the "THAT'S ALL FOLKS" and "END
OF JOB" routines. The first is a single voice tune you
may have heard before. The pitch and duration is
determined by reading the DATA found in lines 2710,
2720, and 2730. Playing music often requires a more
exact method of timing than the FOR/NEXT loop can
provide. There are several clocks or timers built into
your computer. Thi s program use s what is call ed a
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countdown timer at RAM location 540. This timer counts
backwards to zero at the rate of 60 per second. One
sixtieth of a second is called a "jiffy.-

At line 2750, a TRAP is set to line 2760. Since this is a
subroutine and line 2760 contains a RETURN command, the
program will RETURN from this subroutine when an error
occurs. Following the TRAP command is the instruction
READ N,T. Look at the DATA in line 2710. When the
READ instruction is executed, N will be equal to 40 and
T will be equal to 19. The next instruction on line 2770
is GOSUB 2770 followed by GOTO 2750. In other words,
when we RETURN from the subroutine beginning at line
2770, the GOTO 2750 command will create a loop back to
the beginning of the current line number. In other words,
we will be reading DATA, going to a subroutine, then
repeating this procedure until an error occurs. The error
will occur when there is no more DATA to read.

The subroutine beginning at line 2770 pokes the value of
T into location 540. In this case, T=19. The countdown
timer will immediately begin decrementing the value in
location 540 at the rate of 60 per second. Al so on line
2770 are is a SETCOLOR and a SOUND command. The
value of N will be used to change the background color
and provide the Note or Pitch for the SOUND command.

In line 2780, we check to see if our countdown timer has
reached zero. If not, we just loop there until it does. In
this case, it effectively causes the sound and background
color to remain the same for 19/60ths or about 113 of a
second. I used 19 instead of 20 to allow an extra jiffy
for turning sounds on and off, etc.

Once we PEEK into location 540 and find a zero, we fall
through to line 2790 which shuts off the SOUND and
provides the RETURN command we need to get back to line
2750.

The final END OF JOB ROUTINE uses the teletype effect
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and lets you know that this demonstration program is
over.
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CHAPTER 5: THE FORNEXT PROGRAM

This program is designed to allow the user to experiment
with nested FOR/NEXT loops for generating sound
effects. The user supplies parameters for an inner loop
that controls pitch, and an outer loop that controls
volume. The BASIC instructions that create each sound
subroutine are displayed on the screen. These
instructions may then be printed or saved on diskette for
later use.

When you run the FORNEXT program, instructions will be
displayed on the screen. Don't be concerned if they
appear to be confusing. This program will let you learn
by trial and error. After reading the introductory screen,
press any key to continue.

ill]:I:1#I:I.:a:IIIPI:'=1:&%1:'(:1;'114-
DIST=DISTORTION (8 14)
even only.
PITCH=any 8 255.
We will Change in loop L2.

loop 1 VOLUME.
Type any 8 15

FROM, TO, and STEP.
loop 2 PITCH.

Type any 8 255
FROM, TO, and STEP.

Figure 3 - FORNEXT Screen 1

You will now be asked to enter a series of parameters. A
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parameter is simply a value that you supply to a program
or instruction. You can experiment by entering various
parameters later on. For now, make the entries that
appear below by typing the number found within the
quotation marks, and pressing the <RETURN) key after
each entry.

SOUND TEST
TYPE DIST 11.8

TYPE LJ. FROM 11.5
TYPE LJ. TO 18
TYPE LJ. STEP 1-8.5
TYPE L2 FROM 11.80
TYPE L2 TO 11.8
TYPE L2 STEP 1-1.8.

Figure i - FORNEXT Screen 2

The first prompt asks you to "TYPE DISTil. DIST is the
distortion level to be used. Enter "10".

The second prompt asks you to "TYPE Ll FROM". Ll is
the outer loop and will control volume. FROM indicates
the starting volume. Enter "15".

The third prompt asks you to "TYPE Ll TOil. This is the
ending volume. In this case we are trying for an effect
that begins relatively loud and decays until there is no
sound at all. Enter "Oil.

The fourth prompt asks you to "TYPE Ll STEP". The
larger the step, the faster we will get from the beginning
of this routine to the end. Let's make this a very slow
rate by entering "-0.5".

The fifth prompt asks you to "TYPE L2 FROM". This is
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the starting value of the inner loop which controls pitch.
Enter 1110011•

The sixth prompt asks you to IITYPE L2 TOil. This is the
ending value of our pitch. Enter II10·.

The seventh and final prompt asks you to IITYPE L2
STEplI

• We want the pitch to go from 100 to lOrat her
quickly. Enter 1'-10".

You should now hear the sound effect generated using the
parameters you have just entered. The BASIC
instructions that were used will be displayed near the top
of the screen. Further down you will see that you now
have five choices.

-II] II ;&10II: '._111.1 .11]Ii.it:1M
FOR L1=15 TO 8 STEP -8.5

182 FOR L2=188 TO 18 STEP -18
183 NEXT L2
184 NEXT L1
185 RETURN

TYPE 1 TO SUBROUTINE
TYPE 2 TO PRINT
TYPE 3 TO REPEAT SUBROUTINE
TYPE 4 TO ENTER PARAMETERS
TYPE 5 TO RUN MENU

Figure 5 - FORNEXT Screen 3

Number 3 will allow you to hear that sound subroutine
again, so type the number 3. There is no need to press
the <RETURN) key since this routine just checks the last
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key pressed.

You will see three new options on the screen. To repeat
the sound subroutine exactly the way you just heard it,
type 1. Option 2 will disable screen in terrup ts before
repeating the sound subroutine. Since the computer will
not have to bother updating your screen sixty times per
second, execution will be much faster. By choosing
option number 3, the SOUND command will be displayed
on the screen so you will be able to see the variables
change as the subroutine is executed. This will slow
down the execution and will also be a great help in
understanding exactly what is happening, and how nested
FOR/NEXT loops work.

If you want to save a subroutine so that you may use it in
one of your own programs at a later date, use option
number 1. This option will LIST your sound routin e to
disk so that it may be ENTERed into another program. DO
NOT write on your master diskette. It has been write
protected for your own safety. Make sure a DOS 2.0S
formatted diskette is ready in Disk Drive 1 before
continuing, if you decide to use this option.

We must have some name for this disk file. Try to think
of a word of up to eight letters that describes the sound
to you. I suggest you follow this filename with the
extention .LST to indicate that it is a LISTed or
untokenized file. If you can't think of a filename, enter
TEST1.LST then press <RETURN>. The subroutine will be
LISTed onto the diskette in Disk Drive 1.

Option number 2 will allow you to print the sound
subroutine. Any 40 or 80 column printer will do.

Now, if you'd like to experiment using other parameters,
use option number 4. When you're ready exit this
program, use option number 5. Remember, if you have
removed your master program diskette, you must put it
back in Drive 1 before typing the number 5.
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CHAPTER 6: THE CHORDS12 PROGRAM

Up until now, all of our music has been played using
SOUND commands with a Distortion variable of 10. You
may have noticed that there were no deep bass sounds.
Using distortion 10, the lowest note possible isn't very
low.

So how do you get bass notes? I'm glad you asked. I just
happen to have included a program to demonstrate bass
chords called CHORDS12. The key to deep bass sounds is
that number is 12 used in the distortion variable.

The program begins by playing a very low A major chord.
Each time you press the <START) key, the next hig hest
major chord will be played and the SOUND commands used
to create each note will be displayed. Don't bother trying
to memorize them, a separate chart of chords is provided
in the appendix section of this manual.

When we reach the A major chord again, we will be one
octave higher than when we started. When you press
<START) this time, every pitch from 255 to 0 in
distortion level 10 will be displayed on the screen, one
at a time. At the conclusion of this FOR/NEXT loop you
will be returned to the MENU program.
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CHAPTER 7: THE KEYOFC.
KEYATOC & KEYDTOG PROGRAMS

There are three programs that demonstrate chords by
drawing notes on the screen. displaying the SOUND
commands required to create each note and executing
these SOUND commands.

, " ,..nun lununan..u.un.un
' n." UI II.UI u., Jttt u. n nllnu "' .

' UUI UI cl..'n..' ..uuJ '1: .
:.".UIIIIII..IIIIIIII.'.Ut , '" ..
...................:: n "' ..

THE C 'SCALE
C D E F GAB C

PRESS ANY KEY TOCONTXNUE.

Figure 6 - The C Major Scale

The KEYOFC program demonstrates the key of "C" only
and will not only show you a C major chord. but will also
show the C major scale. These programs do not teach
music but merely use the treble clef to show what many
notes look like in sheet music form. while standard major
chords are played.

You should be able to understand how the KEYOFC
program works by reading the program listing. The
variable X is used to store the horizontal screen
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coordinate while Y is used for vertical positioning.
Notes are drawn by specifying the X and Y coordinates,
and then using the subroutine beginning at line 160 to
draw the note on the screen. Although seven PLOT and
seven DRAWTO commands were used along with addition
and subtraction, the notes are drawn rather quickly. Who
says ATARI BASIC is slow?

The KEYATOC (Keys of A, A#, B, C, and C#), and
KEYDTOG (Keys of D, D#, E, F, Fi, G, and G#),
programs, use Graphics Mode 8. The BASIC code is
rather difficult to read because so many variables are
used in order to save memory. They are easy to
understand when you run them, so further documentation
will not be required.

'U,UII ..II'm""'IUttUU,U,l1IU,IIUhUUII'U".... lt.'It"UIIIU'U"II.111I...,UUI.II.,.IIIIIII.I'lllIl1ttl

." UI1' " ..III ttlu:nn ll..llltl ".IIU lI' 1'.lI.l1ll.u'llu,.IIIIII III.,

..................'n'" ""U" III tl1l' ['lna'lu.u, ..n 1'1111 '1 '111111.'1

........ u n ..nll n 'n I" UI..UI1 ..""IU U " ,

................................11 It..n lln ' llnl.III III IIIIII1 11

.... ....

THE C MAJOR CHORD
C + E + G

PRESS ANY KEY TO CONTINUE.

Figure 7 - The Ct Major Chord

I do not deny that languages like FORTH and ASSEMBLER
are much faster than BASIC, and provide the keys to
doors that BASIC cannot enter. This tutorial package,
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however, does prove that BASIC is fast enough to play
music: and create a wide range of SOUND effects.
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CHAPTER e: THE SPEAKER PROGRAM

As if having four sound channels weren't enoug h, there
is one other way your ATARI computer can generate
sound. As you may have noticed there's a tiny speaker
built into the computer's console. When you enter a
CLOAD or CSAVE command, the buzzer sound you hear
comes from this speaker. You can use this speaker
yourself be executing the BASIC command PRINT
CHR$(2S3) or by pressing the CTRL and the number 2 key
in immediate mode.

I, riI
II 1J

Do you want a different speaker sound? Try these lines
of BASIC in immediate mode, one at a time:
POKE 66,UPRINT CHR$(2S3):POKE 66,0

FOR TIME=O TO 9:POKE S3279,0:NEXT TIME
FOR NUMBER=O TO 2SS:POKE S3279,NUMBER:NEXT
NUMBER

As far as I know, these are all the sounds BASIC can get
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out of that speaker. But remember that I said Assembler
can open doors not available to BASIC. This program
presents you with one of those keys in the form of an
Assembler subroutine.

Forgive me, but I cannot teach Assembler, or explain
this routine in great detail. It's not that I don't want to:
to tell you the truth, I'm not exactly sure myself. I have
a confession to make. I stole this routine from the
ATARI Operating System, altered it somewhat, put it
into a Basic String and then figured out which bytes alter
the resulting sound coming from the speaker. Correct me
if 1'm wrong, but it appears that the tenth byte of JW$
affects SPEED or duration, the twentieth byte seems to
control the loop of speaker on and byte 28 the loop of
speaker off.

So what does all this mean to the BASIC programmer? It
means that if you take lines 10 and 40 out of this program
and put them into your own, you can generate various
sounds with the speaker by changing these three bytes as
demonstrated.

RUN the SPEAKER program now. Press the <START) key
to hear a demonstration of a chord played at various
speeds. At this point you can press the <OPTION) key to
return to the MENU program, or press the <START) key to
edit or experiment. Be brave, press <START).

You may now enter various values that will alter those
three bytes we spoke of earlier, and execute the
assembler subroutine at line 10. You may enter any
integer from 0 thru 255. For example, try a DURATION
of 20, SPEAKER ON=80 and SPEAKER OFF=50. After the
speaker squawks, you may press the <OPTION) key to
repeat that squawk, or the <START) key to continue
entering experimental data.
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ENTER NUMBERS FROM 8 TO 255 1:1#/1111:1:1
DURAT:ION?28
SPEAKER ON?88
SPEAKER OFF?58

Press
Press
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CHAPTER 9: THE POKSOUND PROGRAM

The POKSOUND program allows you to experiment with
sound by using a joystick to POKE values directly into
the SOUND registers. The 'greater than' symbol ")"
points to the currently selected location. Selection is
made by pushing the joystick forward to move up on the
screen or pulling back on the joystick to move down.
When the ")" is positioned next to the desired location,
press the red trigger button. Now, push forward on the
joystick to increase the value being POKEd into the
selected location, or pull back to decrease the value.
When you have reached the desired value, press the
trigger to select a new POKE location.

POKE SOUND
)53760=0
5376J.=0
53762=0
53763=0
53764=0
53765=0
53766=0
53767=0
53768=0

SELECT LOCATION
Figure 9 - The POKSOUND Screen
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Pressing the space bar will instantly shut off all sounds
by poking a zero into locations 53760 thru 53768. Press
the ESC key to exit this program.

Detailed information on the use of these sound registers
may be found in the SOUND Chapter of De Re ATARI,
published by the ATARI PROGRAM EXCHANGE (APEX).

Locations 53760, 53762, 53764 and 53766 are audio
frequency registers. Locations 53761, 53763, 53765 and
53767 are audio control registers. Location 53768 is an
audio control register that effects all four sound
channels. It's effect depends on the individual bits which
are set by the value being POKEd into it. This is the
reason why binary values are being displayed along with
decimal values. The use of this register requires
extensive background knowledge. Again, I'd recommend
De Re ATARI to those who wish to obtain additional
information.

These registers are called "Write Only" because they are
updated constantly by the Operating System. In other
words, if you POKE a number into one of these locations
and then PEEK at that same location, the odds are 256 to
1 against finding the value you have just POKEd in.

For purposes of experimentation, you may use this
program to get a feel for the various sounds made
possible using POKE commands.
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CHAPTER 10
THE SINGALONG PROGRAMS

This package includes three singalong programs called
BIRTHDAY, JINGLE and SILENT. Each plays a song
while the words to the song are displayed on the screen.
BIRTHDAY plays the Happy Birthday Song t JINGLE plays
Jingle Bells and SILENT plays Silent Night. There is
also a program named SONGRITE which is similar to the
other singalong programs except that the DATA required
to play music and display lyrics has deliberately been
left out. By carefully studying the singalong programs,
you can learn to enter data into SONGRITE and create
your own singalong song programs.

Some knowledge of music is required. The following
documentation will explain how the BIRTHDAY program
works. This will provide BfSIC knowledge you will
need to create other I ) singalong songs.

J. \ t k
T' . I I '.j r,
i 1/ I r

BIRTHDAY uses four string variables. NAME$ holds the
name of the person to whom our song will be dedicated.
WORDS holds the words of the song as they are read from
DATA statements. DISPS will hold the words as they will
be displayed on the screen. BLANKS holds a string of
twenty blanks and is used to center the words on the
screen. Each string is dimensioned at twenty characters
which is the maximum number we can display on the screen
at any given time. The words are displayed in GRAPHICS
MODE 18 which is MODE 2 without a text window.
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As the program begins, we are in GRAPHICS MODE 0 and
must enter the name of our birthday person. Our string
dimensions are made in lines 20 and 40, then we skip
over some subroutines and begin reading data at line 300.
For each change of sound and display, we will read a
pitch for each of the four voices and store this data in
the variables VO, Vl, V2 and V3. We will also read data
to be stored in the variables HOLD, SWITCH and WORDt.
HOLD will tell the program how long to hold the current
sounds and display in 60ths of a second. SWITCH will be
used to note special functions such as when to display
the birthday persons name instead of the words found in
our DATA. WORDt will store the words as they are read
from the DATA. It is most important to note that each
line of data MUST contain seven items, separated by
commas.

After each set of seven items of data are read, we check
the SWITCH variable to see if we should do something
special. In this program, I check for 1, 3 or 9. If
SWITCH=3 then I want to display the person's name and
not the word, "NAME". If SWITCH= 1 then I want to clear
the screen, and go onto line 360. If SWITCH=9 then the
song is over and I want to GOTO line 9000.

The routine in lines 360 and 370 does some string
manipulation and eventually winds up with the words as
they will be displayed in the string DISPt. This string
contains the leading and trailing blanks necessary to
display our words neatly centered on the screen. At line
380, we put the words on the screen, GOSUB 100, then
back to line 300 to get more DATA and do it all over again.

The subroutine at line 100 POKEs the value stored in the
variable HOLD, into the countdown timer at location 540.
Then we turn on all four voices using the pitch values we
have just read. Notice that I have voice zero (SOUND 0>,
twice as loud as any other. This is my melody voice which
is louder so that it stands out. You may change volumes
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as you see fit. Remember, however, that you should not
exceed a total volume of 32 or distortion and decrease in
volume will occur.

We loop at line 101 until our countdown timer has gone
back to zero. Then we turn off the four voices at line 102
and return from this subroutine.

The changes in the color of the words on the screen is
coordinated with the current syllable being sung. This is
done by keeping the syllables yet to be sung in inverse

- video. A quick look at the words to our BIRTHDAY song
will show you how this works.

- The hardest part of entering the DATA is determining the
pitches for the four voices. You will either have to use
the old trial and error method, or read sheet music and
enter the data accordingly. There is however no need to
use four part harmony. To use only one voice, remove the
SOUND commands for voices 1, 2 and 3 in lin es 100 and
102 and the reading of V1, V2, and V3 from line 300.

You may notice that, in most cases, I am only using two
different pitches in the birthday song. Only the final two

_ notes actually use four part harmony. Throughout the
rest of the song, I'm putting the same melody note into
VO and V1, and the note one octave lower, into V2 and V3.

When we need a REST (a period with no sound at all) we
can specify pitch zero. This is almost cheating but it
works because that pitch is beyond the normal range of

- human hearing. If you have a dog, Rover may begin to
sing during rests.

About that HOLD variable, again, trial and error will be
the best teacher. There is a method to my madness. The
reason I used numbers line 19 and 39 instead of 20 an d
40, was to allow that extra jiffy to shut off sounds and
get more data, etc. As it turns out, I probably should
have allowed a bit more time since I'm also checking

flage 33



switches and centering text on the screen. The method I
used does seem to work, although I'm sure many of you
will eventually find better ways. If I were a better
musician, I probably wouldn't be writing this
documentation right now.

The JINGLE program is somewhat different. Notice that
location 20 is being used as a timer instead of location
540. This timer counts up instead of down, and is
somewhat more reliable than the countdown timers.
Graphics Mode 7 is used to display the Christmas tree,
and P/M graphics are used to create the lights on the
tree. Since the computer has more display work to do in
mode seven, and we are adding instructions to change the
colors of the players, I had to sacrafice text centering.
The syllable color changes have been replaced by simple
phrase displays. Of course we could have the best of
both worlds by adding some machine language, but I
wanted this progr¥" to be 100°/0 BASIC. It was intended
to illustrate how much can be done without resorting to
machine language. Notice that the SOUND commands have
been replaced by POKEs. This was done for the sake of
speed, and to demonstrate an alternative method of
turning sounds on and off.

I can give you a few tips from my experience in entering
the data to the song programs in this package. Don't
enter more than one or two lines of DATA without
testing, and test by running the program and listening
carefully. Use the BIRTHDAY song as a guide because it
is short and slow. The whole notes last for 80 jiffies or
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one and one-third seconds. To get the values of
halfnotes and quarternotes, simple division does the
trick. Half of 80 is 40, a quarter of 80 is 20.
Subtracting 1 provides the durations 79, 39 and 19. If
you come out to a noninteger, make like ATARI BASIC
and round off to the lower number.
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PART II:

P11111 PIIIO
CHAPTER 11: OVERVIEW

Here's a prDgram that turns your ATARI Horne Cornp ut e r -
into a twenty-nDte minipiano. Everyone can enjoy this
versatile program. regardless of musical abili ty or
training. PLAYER PIANO can at s o introduce YDung
children to computer applfcattoris beyond game playing.

This autDmatically IDaded program displays the twenty
black and white p i ano keys, and a musical n o t e s yrnb o l
jumps acr o s s the keys as YDU play y o u r tune. The
computer keyb oard keys correspondmq to the pi ano keys
display in the lower part o f the screen. With PLAYER
PIANO, you create tunes by pressing a key. causing the
nDte to play until you press either another key Dr the
space bar tD rest the nDte. A series of menu op t i cns let
YDU save your tune as you create it, rnodrFy it as desired
(now or later), play all Dr part of it back at any time,
and store it on cassette Dr diskette fDr recall at a later
time. YDU can build tunes having as many as 400 n o t e s ,
composed of whole, half, quarter, and eighth nDtes. and
having a variety of t ernp os ,

An auxiliary program lets you display on your TV screen
or print a data listing of your longer, rno r e ccrnp l e x
sDngs for analysis and modification.
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THE SPECIAL FUNCTION KEYS
The only function keys that PIANO PLAYER uses are
<ESC), <DELETE/BACK S), and <RETURN). The program
has disabled all other function keys (except <SYSTEM
RESET» to guard against user errors.

THE <ESC) KEY
Use the <ESC) key to leave your current option or menu
selection. As a rule of thumb, if you don't see what you
want, press the <ESC) key.

THE <DELETE/BACK S) KEY
Use the <DELETE/BACK S) key to backspace and erase
the previous key displayed in the text window at the
bottom of the PIANO screen display. Note that you don't
need to use the <CTRL) key to use the <DELETE/BACK S)
key.

INVERSE VIDEO AND LOWER CASE
Enter all your information in uppercase and in normal
video. If you accidentally press the ATARI inverse video
key or the <CAPS/LOWER) key, the program
automatically resets your input to uppercase, normal
video mode when you press another valid key.

THE <RETURN) KEY
Throughout PLAYER PIANO, you don't need to press the
<RETURN) key when you enter a single-character
response anticipated by the program. (However, no harm
is done if you do press the <RETURN) key in these
instances.) Since your response can vary in the number of
keystrokes, then you must press the <RETURN) key after
typing in your response.
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CHAPTER 12: LOADING PLAYER PIANO

Be sure your ATARI BASIC Language Cartridge is
installed in your computer. If you plan to use your
printer, turn it and your interface module <if Applicable)
ON now. Make sure your printer is in ONLINE mode.

STARTING UP - DISK VERSION
Be sure your computer is turned OFF. Turn your disk
drive ON. When the BUSY light goes out, open the disk
drive door and insert the PLAYER PIANO diskette (Side 2
of the package) and close the door. Now turn your
computer ON. The program will load into computer
memory and start automatically. If you have not already
done so, turn ON your TV also.

STARTING UP - CASSETTE VERSION
Turn on your TV set. Now turn ON your computer and
connect your program recorder to the computer and to a
wall outlet. Slide the PLAYER PIANO cassette (Side 4)
into the program recorder's cassette holder and press
REWIND on the recorder until the tape rewinds
completely. Reset the program counter to zero then press
PLAY. Now type CLOAD on your computer and press the
<RETURN) key two times. The tape will load PLAYER
PIANO into computer memory.

After the tape finishes loading, the word READY will
display on your TV screen. Type RUN and press the
<RETURN) key. The first display screen will appear on
your TV screen.

IMPORTANT NOTE: The program FILEDUMP is not loaded
with· PLAYER PIANO on the ini tial load and must be
loaded seperately. Make careful note of the number which
appears on the program counter following the loading of
PLAYER PIANO. FILEDUMP is located on the cassette
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immediately following PLAYER PIANO and may be
CLOADed by returning to the correct point on the
cassette using the program counter. Instructions for use
of FILEDUMP are contained in Chapter 14.

THE FIRST DISPLAY SCREEN
The title, author, and copyright information display
briefly. Then, the program displays the menu described
in the next section.
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CHAPTER 13:

II 11"1' 11'1'11,,11 ::1 ,I'

USING PLAYER PIANO

W R T U I 0
A S D F G H J K L ;

PRESS SPACE BAR FOR REST
PRESS ESC FOR OPTIONS

PLAYER PIANO MENU
The program's menu looks as follows:

TYPE OPTION NUHBER
l=PLAY PIANO
2=READ DATA
3=CREATE DATA

PROGRAH

+ *

Within each option are sub-options letting you create
songs, save or load song data files using cassette or
diskette, fix or change as many as 400 notes in
computer memory, and play all or part of a song. The
same suboptions are available in options 1, 2, or 3.
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Choose your option according to the first activity you
want to do. That is, use option 1 to experiment with
tunes first. Use option 2 to load in a song data file
from cassette or diskette first. Use option 3 to store
a series of notes in computer memory immediately.
Aside from the different initial activity, the
discussion under option 1 below applies to these other
two options as well. Option 4 returns you to the
READY prompt in ATARI BASIC. Choose an option by
typing its corresponding number.

OPTION 1 - PLAY PIANO
Within option 1, PLAY PIANO, you use suboptions to
create and revise a song, save your song in memory
while you create other notes, play back your saved
song, add more notes to your saved song, save your
song on cassette or diskette, read in a song data file
from cassette or diskette, and erase the song saved in
memory and save a new one.

PIANO DISPLAY
When you type a "1" in response to the OPTION prompt,
the program draws a piano on the screen and a display
in the text window of the keyboard keys corresponding
to the piano notes.

The center two rows on your keyboard activate musical
notes. The middle row of letter keys, from A through*, play the natural (white) notes. Some of the top row
of letter keys, as indicated in the text window, play
the sharps and flats (black keys), Use the SPACE BAR
at the bottom of the keyboard to create a REST - to
shut off a note. For example, press the letter"A" to
play the lowest note on the PIANO display. You can
get a very short note by typing A and then pressing the
SPACE BAR immediately.

After a little musical note jumps across the keys as it
plays, it's your turn. Experiment for a while to get
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used to using the keyboard and the SPACE BAR.

If you just want to play tunes, you needn't use any of
the suboptions for PLAY PIANO. However, if you want
to do some of the activities mentioned earlier, such as
retaining a tune in computer memory as you work it out,
then you're ready to explore the suboptions.

ENTERING A TUNE INTO COMPUTER MEMORY
Let's enter a song into computer memory as we create
it. To do so, we'll refer to the chart in the appendix
for the BIRTHDAY song as our source for data. (The
BASIC utili ty program, FILEDUMP, described in a
later section, created this char t s)

To enter a song into computer memory, we need to go
to the first of two suboption menus. which display in
the text window when we press the ESC key. The first
suboption menu looks like this:

TYPE 1 TO ADD DATA TO MEMORY
TYPE 2 TO SAVE MEMORY
TYPE 3 TO PlAY MEMORY DATA
TYPE 1 TO FIX MEMORY DATA

Pressing the <ESC) key again displays the second
subop tton menu:

TYPE 1 TO PLAY KEYBOARD PIANO
TYPE 2 TO READ ADATA FILE
TYPE 3 TO CREATE ANEW DATA FILE
TYPE 1 TO END THIS PROGRAM

We can use either of two suboptions, ADD DATA TO
MEMORY (in the Suboption 1 display) or CREATE A NEW
DATA FILE (in the Sub option 2 display), to enter a
song into computer memory. The two differ in that we
would use the ADD DATA TO MEMORY suboption if we
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wanted to append notes to song data currently stored in
computer memory, whereas we would use the CREATE A
NEW DATA FILE to erase any song data currently
stored in computer memory and start over again from
NOTE #1. Assuming you haven't yet entered anything
into computer rnernory, we can in this case use ei ther
option. We'll type a 3 to CREATE A NEW DATA FILE.

ENTERING OUR SONG DATA
The text window asks you to:

TYPE DURATION (1-120) [RETURNJ

Look at NOTE #1 on the BIRTHDAY chart in the
appendix. You'll see four columns, the third labeled
"DURATION". The value for NOTE #1 is 30,
representing 30/60 (or 112) second. Duration always
represents sixtieths of a second. (See the section on
"Advanced Information" for a more detailed discussion
about selecting du r a t i on s l Thus, by typing 30 in
response to the prompt, we're telling the program to
hold the first note for a half second. Notice you need
to press the (RETURN) key after entering your data,
because the program can't tell whether you'll be typing
one or two digits.

Next, the prompt for entering a note displays in the
text window, along with the keyboard display:

NOTE 11?

Type the note indicated under the column labeled KEY
on the chart -D- in the same way as in PLAY PIANO
mode. If all went well, that's one note down and 27 to
go. The prompt for the duration of the next key then
displays and we enter duration and key for each note.

FIXING MISTAKES
If you make a mistake, don't worry, because you can
use the FIX MEMORY DATA suboption to repair the
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damage. Use the <ESC) key to re-display the SuboptiDn
1 display and type a 4 t o select the FIX MEMORY DATA
SUbDptiDn. The prompt ("#" represents a number):

THERE ARE • NOTES IN MEMORY
TYPE NOTE NUMBER TO BE FIXED

asks YDU which nDte number YDU want t o fix. Type the
approprfare number and press the <RETURN) key.

A SUGGESTION
BefDre YDU enter tDD many notas , it's helpful to replay
the n o t es Dften as YDU add data. If YDU dD make a
mistake, finding and cDrrecting the data is much easier
while it's still fresh in your rnernory- Referring t o the
BIRTHDAY chart, enter the first seven not es and then
press the <ESC) key t o return t o the Bu b o p t i c n 1
display. (NDte: On the BIRTHDAY chart, NOTE #7 is
SP, meaning SPACE BAR. Between the sixth and eighth
nctes is a full second rest. SD, type the durat i on Df 60
and press the SPACE BAR For NOTE #7.)

PLAYING BACK NOTES STORED IN COMPUTER MEMORY
Let's play what we have SD far. Type 3 o n the
Bub op t i on 1 display Fo r PLAY MEMORY DATA. The
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display tells us that we have 7 notes in memory and it
asks us which ones we'd like to start and end with.
We'll replay all seven notes by typing the starting
number of 1 and the ending number of 7. Again, we
need to press the <RETURN) key after typing each
number, because these numbers can be between one and
three digits (up to note :11:400, the limit for notes saved
in computer memory). The program now plays the seven
notes. If they sound like "Happ y Bi r t hd ay" to you,
continue adding data using the ADD DATA TO MEMORY
suboption (press the ESC key to obtain the sub option
displays,) If some notes sound strange, locate the
wrong oners) and use the FIX MEMORY DATA suboption
to correct them. (You may abort a song in progress by
pressing any key .)

SAVING DATA ON CASSETTE OR DISKETTE
Use the SAVE MEMORY DATA suboption to store your
data currently in computer memory out on cassette or
diskette. After selecting this suboption, type a IIC II
for "cassette" or a' "011 for "diskette" (or press the
<ESC) key if you change your mind.)

If you're using a cassette, use a blank tape and note
the position number on the program recorder. Then
press the PLAY and RECORD buttons on the recorder
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before you press the <RETURN> key on the keyboard to-
begin saving your data.

If you're using a diskette, you need to specify the file -
name in response to the prompt and then press the
<RETURN> key. Be sure the notch is uncovered on the
diskette you're using. Also make sure the diskette has _.
enough free sectors to hold your data file. Disk drive
1 is assumed, so you need specify only the file name
and perhaps an extension such as .DAT for Data File or
.PPM for Player Piano Music file. Thus, you could save
the BIRTHDAY song file on diskette by typing D in
response to the prompt for cassette or diskette storage
and then typing the file name BIRTHDAY and pressing
<RETURN) in response to the file name prompt. You
may use any valid file name, but remember that you'll
erase a file already on the diskette if you specify the _.
same file name for the file you want to save.
Important: DO NOT try to save your files on the
original PLAYER PIANO diskette, 'w hich is write -
protected for safety.

READING SONG FILES INTO COMPUTER MEMORY
Use the READ A DATA FILE suboption to read a song
file into computer memory from cassette or diskette.
Loading a file into memory erases any data currently in
memory. If you want to keep such a file, save it on
cassette or diskette before loading in another filE!.

Page 46



CHAPTER 11: ADVANCED INFORMATION

SELECTING DURATION
Look again in the appendix at the BIRTHDAY chart
produced by the FILEDUMP program. Notice the
duration of each note is either 30 or 60. Notes with a
duration of 60 are held for a full second; those with a
duration of 30 are held for half a second. A note held
for more than a full second is rare. Most songs you
create will probably use a faster tempo.

Tempo is based on what is called a "whole" note. In the
BIRTHDAY song, the whole notes are those with a
duration of 60. Those with a duration of 30 are "half"

- notes. Most songs use whole notes, half notes,
quarter notes, and eighth notes. If the BIRTHDAY
song required quarter notes, the duration would be 15
(1/4 of 60). Now, the problem is to divide 15 in half
for the eighth notes. To do 50, we drop any fractions.
Thus, to produce an eighth note, we enter a duration
of 7.

You'll find that this program can replay notes as short
as a duration of around 6, but not less than that. The
program takes about a tenth of a second to interpret
the data into a sound, position the little note on the
proper key, and display the note number in the text
window. If you specify a duration of 6 for one note,
then specify a duration of 1 for the following
note--you'll see and hear the duration.

Before entering a song of your own, think about its
tempo. If it's slow, like the BIRTHDAY song, use 60
as your whole note and calculate the shorter notes
based on fractions of the whole. If the tempo is
faster, try 40 as the whole note duration, 20 for the
half note, and 50 on.
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FILE LAYOUT AND THE FILEDUMP PROGRAM

The FILEDUMP program comes in handy when you write
longer, more complex songs. After making sure no
program is already in computer memory (verify by
typing the direct mode BASIC command NEW), Load and
RUN the FILEDUMP program. Owners of the PLAYER
PIANO Disk version should insert their Master
Diskette and type: RUN IID:FILEDUMp lI and press
<RETURN). Owners of the Cassette version should cue
their program recorder to the beginning of the
FILEDUMP program, press the PLAY key, type CLOAD
and press the <RETURN) key twice. FILEDUMP will
now load. Don't forget to type RUN and press
<RETURN) after the program loads.

You don't need a printer. FILEDUMP lets you either
print or display files on your TV screen. The program
also accepts song files from both cassette and diskette.

PLAYER PIANO song files are data files of numbers.
Each note in the file has two numbers--KEYCODE and
DURATION. Note that the first two numbers in the file
aren't for NOTE #1. The first number specifies the
total number of notes in the file, and the second
number is a dummy zero. After reading this first set of
numbers, PLAYER PIANO and FILEDUMP know how
many more sets of numbers to read.

With one exception, the keycode is the ATASCII value
of the key pressed, minus 42. Don't confuse this value
with the computer's internal keycodes. The keycodes
used by PLAYER PIANO and FILEDUMP are generated
specifically for these programs. The exception to this
rule is 2 for the SPAC E BAR keycod e (w hich saves a
little memory in the PLAYER PIANO program by keeping
smaller the array of keycodes and their corresponding
sounds and screen pnsi t i on s s)

If you do some programming, you may wish to write a
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small program to increase or decrease the duration of
each note by a given percentage to permit the changing
of tempo in a song. Use the FILEDUMP program as a
model.

PLAYER PIANO has twenty notes, plus the SPACE BAR
(keycode of 2). The keycodes for the notes, from
lowest (far left A) to highest (far right E) are as
followsl

A At Beet Ot 0
23 45 41 26 40 2B 42

G Gt A At Beet
31 33 17 3

Ot E F
29 30 43

o Of E
1 19 •
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o REM 50UNDEMO Cel 1982 by Jerry
100 P=100:D=10:U=2:GRAPHICS 17

? f.:I:6:? U6; It
.ixo ? :lI:t6:? :t:r:6.; II GT=CTRL KEV"

41- 0 ":;>' tt6:? :1:1:6.; I. r:B1ii!lIIIiL.:J'iEL. ::a:::ii::i:4D r •

j_ 6 {; "E :f:I:6:? :h6;" C T
"1_ -8 10 ? #:I:6:? II

:ZOO ? t:t6:? :1:16,;
? tt6:? t::r:6.; II

2.4 {; ? :l:1:6:? f:t:6,;" C T
? «6; II

:2:a {; '? 1:1:6:? :1:1:6.;"
:;!,:. 2: (; PO S :I T I 0" 2 2::2 :? "6,;' •SOU n d (} " •• J P ,; II J' • I ; () ,; •• J' •• ,; v ; I' I I : 'S 0 U N D
O,P,D,U:GOTO 400
340 POSITION 2,22:? t:l:6;"sound 0,,0 .. 0,,0 u:SOUHD 0,0.,0 .. 0
400 POKE 764 .• :2:55
420 IF PEEKC764l=10 AND P<255 THEN P=P+1:GOTO 320
4.0 IF PEEKC764l=138 AND P>O THEN P=P-1:GOTO 320
460 IF PEEK(764)=16 AND U<15 THEN U=U+1:GOTO 320
480 IF PEEK(764)=144 AND U>O THEN U=U-1:GOTO 320
500 IF PEEK(764)=58 AND D<14 THEN D=D+2,GOTO 320
520 IF PEEK(764)=186 AND D>O THEN D=D-2:GOTO 320
540 IF PEEK(764)=33 THEN 340
560 IF PEEK(764)=42 OR PEEKC764l=28 THEN 30000
580 420
30000 SOUND O,O,O,O,GRAPHICS O:POKE 752,1,POKE 710,48'POKE 8

20.1.. .• '9'
30005 ? ................... Use "the [1l:»8.IJ:1 or bu""t:"'t:on "to":? :? I' hi 9
hligh"t choice below .. "then"

? :? .1 .. p.-'·es::s: "the bu"'t"t:on. II: FOR ME=O TO 8: POKE 53
279,ME'NEXT ME:GOSUB 31000:SEL=11

POSITION SEL J 5EL :?
30100 BUTTON=PEEK(53279) 'IF BUTTON=7 THEN 30100
30110 GOSUB 32000:IF CHOICE=6 THEN 31500
30120 SEL=SEL+2'IF SEL>15 THEN SEL=11:GOSUB 31000:GOTO 30020

30130 IF THEN GOSUB 31000, POSITION 11, SEL,?
[!m:JB": GO TO 30100

IF 5EL:=_t.5 THEN GQSUB 3..t.000: POSITION .1..1. J' 5EL:? 111:411:_;1#1:111
m-nul:'TI:": GO TO 30100

GO TO 30.1.00
0 00 POSIT ION J...1 J' :? "RERUN THIS. PROGRAM":? :? J' "RE TURN TO
BASIC"":? IIRUN MENU PROGRAM"": RETURN

3.1500 TRAP 30000: POKE 20_1. J..1..0: IF SEL::::J..5 THEN ? ....... :? :? LO
MENU": RUN "I): MENU": TRAP 40000

3.15.10 IF THEN GRAPHICS o:? :? "BASICII:? IIISII .• : POKE 75
2,0:TRAP 40000:END
51520 TRAP 40000:RUN
32000 GOSUB 32200
32010 CHOICE=BUTTON,BUTTON=PEEK(53279) 'IF BUTTON<>7 THEN 320
]"0

32..1..00 GOSUB 32200:RETURN
32200 FOR ME=O TO 8:POKE 53279,ME,NEXT ME,RETURN

PAGE 50



o REM EFFECTS 1982 [6/3/82]
.1.00 GRAPHICS .18: POSITION 7 .. 4- :? 1:t6; "SOUNI)" : POSITION 6,6:? #6.;
• : GOT 0 1. 2 0
110 POKE 53768.1:POKE 53769.1:RETURN
120 FOR H=10 TO 100 STEP 2:S0UND 0.H.10.H/10:GOSUB 110
130 SOUND 1.H+2.10.H/10:GOSUB 110
.140 SOUND 110
150 SOUND 1.10
1,60 5ETCOLOR 9,X,.10:SETCOLOR 4,M,2:SETCOLOR 2,X+4,.10:NEXT X
170 FOR H=100 TO 0 STEP -2
180 SOUND 0.H.10.H/10:GOSUB 110
190 SOUND 1.H+2.10.H/10:GOSUB 110
200 SOUND 1.10
210 SOUND 3.H+6.10.H/10:GOSUB 110
220 SETCOLOR O,X,10:SETCOLOR 4,X,2:SETCOLOR 2,K+4,10:NEXT H:
(.OTO 260
230 FOR V=.10 TO 0 STEP -5:50U"D O,4,.13,V:SOUND 1,2,a,V:NEXT
V:RETURN
240 FOR V=14 TO 0 STEP -0.5:S0UND 0.13.4.V:NEHT V:RETURN
250 FOR OFF=O TO 3:S0UND OFF.0.0.0:NEHT OFF:RETURN
254 REM
255 REM
256 REM
260 GRAPHICS .1.8: SETCOLOR .1,4- -' 6 : POSITION a ... 3 :? 1:16; lib ".;: GOSUB
240:? 240:SETCOLOR 2,7,8

270 POSITION 7 .. s:? :I:l6;. : GOSUB 240:? :n6;. : GOSUB 240:? U
6.= IImll; : GOSUB 240:? .,6 .. ur.::r-; : GOSUB 240:? #6; GOSlJB 240
289 POSITION 7 .• 7:? .,6.::: uWII; : GOSLIB 2:40:? t:l.6.; uHu .. : GOSUB 249:? :t:"t:
"I u .. : GOSUB 2:49:? t:l:6 .. IIT II ; : GOSUB 240:? **6; liE": G05UB 240

285 DIM
290 FOR ME=15 TO 0 STEP -0.5:FOR JW=6 TO 0 STEP -1:SOUND 0.J
W.2.ME:NEHT JW:SETCOLOR 4.4.ME:NEHT ME
300 FOR ME=1 TO 10:FOR V=14 TO 0 STEP -2:S0UND 0.2.2.V:SOUND

V:NEXT HE:?
3.1.0 DIM BS (30::11 : B$::="

GO TO 350
324 REM

REM
326 REM
330 FOR PITCH=0 TO 240 STEP 5:S0UND 0.PITCH.0.14-PITCH/20:S0
UND 1.PITCH.8.14-PITCH/20:NEHT PITCH:RETURN
340 GRAPHICS O:SETCOLOR 2:,O,0:SETCOLOR 4,0,0:
POKE 752.1:RETURN
350 GOSUB 340: POSITION IITARGET··
360 FOR PITCH=20 TO 200 STEP 2
370 POSITION 16.PITCH/10:? :POSITION 16.PITCH/10-1:?
B$(.1. .. 4]1 :POSITION .:L6,PITCH/.1.0:? IIBOMB"
380 SOUND 0.PITCH.10.2:NEHT PITCH

GRAPHICS O:POKE .. a:POSITION .. 21:? .IT
TII:POKE 755 .. 4

400 POSITIOH .1.6,22:? IIA Ell: POSITION .:L7 .. 2:3:? IIRG"";
410 FOR PITCH=20 TO 200 STEP 2:S0UND

.20 SETCOLOR :NEHT PITCH
430 POKE 755.2:FOR TO 200:NEHT
.34 REM
435 REM ;::;;;;••
.36 REM
440 21:SETCOLOR 0.1.14:COLOR 1:PLOT 75.3
O:GOSUB 330
.50 21:SETCOLOR 0.2.14:COLOR 1:PLOT 5.3
£.: GOSUB 330
460 GRAPHICS 2:3:5ETCOLOR 0 .. 3,.1.4:COLOR .1:PLOT 5 .. 5:DRAWTO .150 ..
60:GOSUB '330
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470 GRAPHICS 23:SETCOLOR 1:PLOT 1S0,S:DRAWTO 5,
60:GOSUB 330
480 GRAPHICS O:SETCOLOR 2,6,0:POKE 752,1
484 REH
485 REM :::; =-;I#,••I1113:11'#4:-:;:'=:
486 REH
4'0 DIH H1$(12),H2$(10),H3$(10),H4$(10).HS$(10),H6$(10),H7$(
10)
SOO H1$=" - -r-
S10 H2$="..,. ,.....,
S20 H3$=" ""'---/ ......
530 H4$="
5 ....0 "5$=" •
550 H6$=" x ,.....,
560 H7$::::" -+
570 SOUND
580 X=2:FOR V=10 TO 0 STEP -1:POSITION X.10+V:?
:GOSUB 230
5'0 POSITION X,S+V:? H1$:POSITION X,6+V:? H2$:POSITION X.7+V
:? H3$:POSITION X,S+V:? H4$:GOSUB 230
600 POSITION X,'+V:? HS$:GOSUB 230:POSITION X,S+V:? H7$:P05I
TION X,6+V:? H6$:GOSUB 230
610 POSITION X.S+V:? H1$:POSITION X,6+V:? H2$:GOSUB 230
620 NEXT V
630 FOR X=2 TO 28:GOSUB 230
640 POSITION X,5:? H1$:POSITION X,6:? H2$:POSITION X,7:? H3$
:POSITION X,8:? H4$:GOSUB 230
650 POSITION X,,:? H5$:GOSUB 230:POSITION X,5:? H7$:P05ITION
X,6:? H6$:GOSUB 230
660 POSITION X,5:? H1$:POSITION X,6:? H2$:GOSUB 230
670 NEXT X
88' REH
a "31 0 R E H #4;1 M#)I4:1§II:. =;;=
8'1 REH
'00 FOR HE=1 TO 6:FOR J=1 TO 20:S0UND 0.80+J.12,8:NEXT J
'05 GRAPHICS 18'SETCOLOR 0.HE,8
'9'86 POSITION 7,4:? U6;"iALERT"

SOUND 1,100,10,12:50UMD 2,13,4,12
'20 FOR W=1 TO 100:NEXT W:GOSUB 2S0:NEXT ME
940 FOR V=12 TO 0 STEP -0.1:S0UND 0, (20-V)*10,10,V:SOUND 1, (

2,13,4,V:NEMT V
1000 REH
.1.00.1. REM ::;:;:WilaJlI:::l!UCIfWm1.-:===;:
1002 REM

? UIIlii U: SETCOLOR 2 .. 4 .. 2 : POKE 752 .. .1.
1006 FOR HE=1 TO 3
1010 FOR V=22 TO 10 STEP -0.5
J..020 POSITION .1.S,V+.1:? u:POSITION .18,V:? .....
1030 SOUND 0,V*10,14,V/2-S:NEXT V
1035 FOR V=1 TO ':NEXT V
1040 FOR V=10 TO 22 STEP 0.5:POSITION 18,V-1:? ":POSITION
J..8,V:? ..... :NE:KT V:NEHT HE
104' REM
J..050 REM ::;;; .:r--.4:••
1051 REM
J.. .1.00 GRAPHICS 0: POKE 752 .. .1:? ....
1110 SETCOLOR 2,0,0:X=20:V=80
.1. .1.20 POSITION 5 .. :3:? ..... : POSITION 27 .. 6:?
1130 FOR HE=1 TO 10:RX=RNO(0)*37+1:RV=RND(0)*21+1:POSITION R
MIRV:? ... II:NE)(T ME
1148 A=PEEK(186)-8:POKE S427',A:PHBASE=256*A
1150 POKE 55',46:POKE 53277.3:POKE 53248.X:POKE 532S6,3
1170 FOR I=PMBASE+S12 TO PHBASE+640:POKE I,O:NEXT I:POKE 704
,100
1180 FOR I=PHBASE+512+V TO PHBASE+S16+V:READ A:POKE I,A:NEXT
I
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J1'0
1200 SOUND 0,13,4,2
1210 FOR X=20 TO 60 2,POkE 53248,X
1220 FOR I=O TO 6:POKE
EXT I:V=V-1,NEKT X
1230 SOUND O,13,4,10,FOR K=82 TO 220:POKE 53246,X,NEXT X:POK
E: 704,20
1240 FOR V=10 TO 0 STEP -0.6,SOUNO O,13,4,V:NEXT V
1250 FOR ME=O TO 10:S0UNO 1,O,2,ME+2:FOR X=O TO 6:POKE PMBAS

'NEXT I
1260 SOUND 1,O,O,O,V=V-1,NEKT ME,POKE 53248,220
1270 SOUND O,25,4,2:POKE 53256,1:FOR X=220 TO ° STEP -1:POKE
53248,K'NEKT X'SOUNO o,o,O,e:pOKE 53248,120
1260 FOR ME=15 TO 0 STEP -1,POKE 532??,3:POKE 53256,3:FOR P=
o TO
12'0 NEXT P:POKE ?04,ME*16+6,POKE
ITl:ON I'.II:? :NEHT HE
.1790 GOSUB 259:? ....... : POKE 752 or J..:?
J..74' REM

REM ;::;;::;W.3I_#l:A;UJ:I#Mn'.:ul.!i. =a::
J.?51 REM
1800 FOR R=1 TO 2,FOR ME=1 TO 30:S0UND O,25,10,1:S0UND 1,0,2
,1:FOR J=1 TO 2:S0UNO O,25,10,8:S0UND 1,0,2,8
1805 NEXT J:SOUND 1,O,O,O'SETCOLOR 2,ME,4:NEXT
ME
1810 FOR V=7 TO 0 STEP -0.1,SOUND O,25,10,V:SOUND 1,O.2,V:NE
MT V'GOSUB 6200:NEKT R
J..820 ME WH:tLE ::t THE PHONE":? :? : FOR J=1 T
o :GOSUB 230,NEXT J
1830 FOR ME=1 TO 10,SOUND O,25,10,2'SOUND 1,O,2.1:FOR J=1 TO
2:S0UND
1840 NEXT J:NEXT 250:GOSUB 6200
J.842 L$="HELLO": POSITION 15,6: FOR J=1 TO LEN ,? L$ CJ, ; :
GOSUB 230:NEXT J
1850 GOSUB 6000:POSITION 12,12'L$="IT'S FOR VOU.":FOR J=1 TO

:GOSUB 230:NEXT J:GOSUB 8200
FOR H=1 TO 24:7 :SOUND O,M,2,2:50UND 1,M,4,2:S0UHD 2 ,M,

6,2:S0UHD 3,H,12,6
2110 FOR V=1 TO 5:NEKT V:NEKT X:GOSUB 250
2200 FOR X=14 TO 0 STEP -0.5'SOUND O,'1.12.K:NEXT K
2300 REM

REM ;;=:#;... ....x.JWW =,::
2302 REM
2400 GRAPHICS O:POKE 752,1:POKE 62.2:POKE 63,3':SETCOLOR 2,0
,0

J2
J2
J2:NEXT

.1.,J2 11.t.O .. J.1.:NEHT
2,.J2 11.1.0 1lJ.t.:NEHT
3 .. J2;,.10 .. ,J.1.:NEHT

'------ ---'1 "

TO 214 STEP 2:S0UND
TO 222 STEP 2:S0UND
TO 234 STEP 2:S0UND

:2:4.1 0 ? :? :? ,... .." .. :? II

__ ....1JlII:I ..S.... 1 II:?
2420 ? :GOSUB 2480,LIsT 24'O,2500:GOSUB 24'0
2430 GOSUB 2460:LIST 2530,2S40'GOSUB 2530:GOSUB 2460:LIST 25
50.2560'GOSUB 2550:GOSUB 2460:LIST 2570,2560
2440 GOSUB 2570:GOSUB 2480:LIST 2610,2620:GOSUB 2610:GOSUB 2
480
2450 LIST 2630,2640:GOSUB 2630:GOSUB 2460:LIST 2650,2670:GOS
US 2650:GOSUB 2480:LIST 2680'GOSUB 2660'GOSUB 2460
2460 I_IST 26'0:GOSUB 26'O:GOSUB 2480:LIST 2700:GOSUB 2700:GO
SUB 2710'GOTO 6000
2480 FOR ME=O TO 3:S0UND ME,O,O.O:NEXT ME:POSITION 2,6:? "m
,all&**&Il": RETURN
24'0 FOR J1=0 TO 15:FOR TO 206 STEP 2'SOUND O,J2,10,J
J.: NEXT J2

FOR J2=206
2510 FOR J2=216
2520 FOR J2=224
J1:RETURN
2530 FOR J2=0 TO 4:FOR J1=14 TO 0 STEP -7:S0UND O,13,4,J1:S0
UND 1,13,4,J1:S0UND
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2540 SOUND .• O,J2:NEMT
J1:NEKT J2:RETURN
2550 FOR J1=15 TO 0 STEP -1:FOR J2=10 TO 0.J2.10.J1
: NEKT _12
2560 FOR J2=30 TO 20 STEP 1.J2.10.J1:NEKT J2:NEKT J
J.: RETURN
2570 FOR J1=14 TO 0 STEP -1:FOR J2=10 TO 0.J2.12.J1

1.J2*2.12.J1:NEKT J2
2580 FOR J2=0 TO 3.J2+2.2.J1:NEKT ,J2
: NEKT ,J1: RETURN
2610 FOR J1=15 TO 0 STEP -0.5:FOR J2=3 TO 0.J2.10.J
J .. : NEKT J2
2620 FOR J2=13 TO 25 STEP 1.J2.10.J1'NEKT J2:NEKT J
1:RETURN
2630 FOR J1=10 TO 0 STEP -1:FOR J2=20 TO 0 STEP O.J

J2
2640 FOR J2=40 TO 10 STEP 1.J2.10.J1:NEKT J2:NEKT _,
1:RETURN
2650 FOR J1=14 TO 0 STEP -1:FOR J2=10 TO 60 STEP O.J
2,19.p J ..1. : N E X T J2
2660 FOR J2=70 TO 140 STEP 1.J2.10.J1:NEKT J2
2670 FOR J2=210 TO 10 STEP 2.J2.10.J1:NEKT J2:NEKT
J1:RETURN
2680 FOR J1=15 TO 0 STEP -0.5:FOR J2=0 TO 0.J2.2.J1:

1.J2*5.10.J1:NEKT J2:NEKT J1:RETURN
FOR J1=O TO 250 STEP 2;SOUND 1,25S-J1,

12.15:NEKT J1:RETURN
2700 FOR J1=15 TO 0 STEP 1.102.

2,51,12,JJ.:SOUND J1:RETURN
2:705 REM
2706 REM r:::;li
2707 REM
27..1.0 DATA

2720 DATA
2730 DATA
29 .. 3,26 .. 9,23 .. 9
2740 G.RAPHICS .1.8:? :l:l:6:? tt6:? :1:16:? J:t6; U s":? 1=16:?
t:t:6;'1 ALL":? 1=16:? 1:::16; II ••

2750 TRAP N.T:GOSUB 2770:GOTO 2750
2760 RETURN
2770 POKE 5040,T:SETCOLOR 4 .. N,O:SOUND 0,",10,14
2780 IF THEN 2780
2790 SOUND O,O,O,O:RETURN
S8'99 REM
5900 REM ......

REM
6080 UIliiU: POKE 752.p ..1. : POS.:I:TION 4,4: L$::::IITh i 5 cone 1 udes our

6100 FOR J=1 TO :GOSUB 230:NEKT J
POSITION J.2, 6: L$="deMons"t:ra""t: i on U : FOR J:::::.J.. TO L.EN CL$) :?

:GOSUB 230:NEKT J
6300 FOR ME=1 TO 10:POKE 755.3:GOSUB 230:POKE O.
HE.2.8:NEKT 0.0.0.0
6600 SOUND .. O:FOR J=200 TO 0 STEP -5:50UND
COLOR 2,J,4:SQUND 1,J,12,8:HEMT J
&700 GOSUB 250:GOTO 30000
8000 FOR WAIT=1 TO 300:NEKT WAIT:RETURN
8100 FOR WAIT=1 TO 500,NEKT WAIT,RETURN
8200 FOR WAIT=1 TO 100:NEKT WAIT:RETURN
30000 GRAPHICS O:POKE 752.1:POKE 710.48:POKE 82.2:POKE
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- 39995 ? 1l1Iii-4--4--4- Use "'the (.J:,,_.I1:1 or "".,;11-4..' bu"t:"ton '1:0 1l : ? :? II hig
hI igh"t: Y10ur choice below .• "then"
J;:09.10 ? :? •• II> press ""the bu"t"t:on.··: FOR I'-IE=O TO 8: POKE 53

ME:G05UB 31000:5EL=11
39920 POSITION 5EL .. SEL:? 1l1lUUMI:_';."__ ••
30100 BUTTON=7 THEN 30100
30110 G05UB 32000:IF CHOICE=6 THEN 31500
30120 SEL=SEL+2:IF SEL>15 THEN 5EL=11:G05UB 31000:GOTO 30020

IF THEIN GOSUB 3.1000: POSITION .1...1- .. SEL:? ••[.:13L1!liI::::aJ
30100

30_1.40 IF 5EL=.1.5 THEN G05UB POSITION 1_.1. .. SEL:? 1I!:JII:_;I;alZIlI
B::il":Erm;:": GO TO 30100
30.1.50 GOT"O 30.1.0-=-;
3.1.00t) POST .1..:L • .1.1 :? ··RERUN THIS PROGRAMII:? :? .. IIRETURN TO
BAS=[C":? ....... uRUN MENU PROGRAM": RETURN

3.1.500 TRAP 30909: POKE IF SEL=.15 THEN ? II",":? :? LO
MENU": RUN iiI): MENU" : TRAP 40090

3.1.5.1.0 IF 5EL=.13 GRAPHICS o:? :? ··OASIC":? "IS";: POkE 75
40000:END

31520 40000:RUN
32000 GOSUB 32200
32010 :IF BUTTON<>7 THEN 320
j.O

32100 GOSUB 32200:RETURN
32200 FOR ME=O TO a:POKE ME'RETURN
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o REM FORNEXT Ce)
210 GRAPHICS 0:POKE NAME$(12).FN$C14).X$C1).BL$C20
) : II: 5ETCOLOR 2,0,0
2:12 DIM L1$ (50) • L2$ (50) • L3$ C11) • L4$ (11), L5$ (10) : L3$="103 NEX
T L2··: NEMT L5$::::··.1.05 RETURN"·
220 ? :? .IDXST=DISTO
RTION va ..... i ab 1 Eo c:O -t:hru II :? ""even nUMbers on 1 .. II
230 ? :? nUMber #'ro" {} "t:hru 255. II:? "We wi 11 chan
9£1' "'the pi"tch in lOoP L2. 11
:2:40 ? :? .IL.1.=Ou"ter loop .1. VOLUME. II:? "TYlpe in"teger 'froM
o "'t:hru .1.5":? "e."1: proMp"'ts "TO.p and STEP. "'
259 ? :? IIL2=Inner loop 2 PITCH.· I : ? .ITYIpe any! nUMber 'froM 0:
"t.:hru 255 11 : ? IIA"t proMp"1:S FROM, TO.. and STEP .. "
260 ? : POKE 0: POKE
.34:POkE 764,25S:POKE
262 IF PEEK(764)=255 AND THEN 262
Z70 GRAPHICS 9: POKE J' o:? :? ..
280 POKE 752.1:C=RND(0)*16:REPEAT=0:POKE 764.255

5ETCOLOR 1.C.0:SETCOLOR 2.C.8:SETCOLOR 4.C.0:POKE 752.0:
POKE 55'9',34

P05ITION '9' .. 3:? "TYPE DIST II;:TRAP 320:INPUT D:TRAP 40
000
310 IF D=0 OR D=2 OR D=4 OR D=6 OR D=8 OR D=10 OR D=12 OR D=
14 THEN 360
320 POSITION BL$:GOTO 300
360 POSITION "TYPE L1 FROM ". :TRAP 380:INPUT F1:TRAP 4
0000
370 IF F1<16 AND F1>-0.01 THEN
380 GOSUB 14eO:P05ITION BLS:GOTO 360

POSITION 7:? "TYPE L1 TO ". : TRAP 410: INPUT T 1: TRAP 4
0000
408 IF T1<16 AND T1>-0.01 THEN 420
410 GOSUB 1400:P05ITION BL$:GOTO
42:0 POSIT'ION IITVPE L1 STEP II -= : TRAP 440: INPUT 5.1.: TRAP 4-
0000
430 IF 51<16 THEN 450
440 GOSUB 1400:POSITION BL$:GOTO 420
450 POSITION "TYPE L2 FROM "; :TRAP 470:INPUT F2:TRAP
40000
460 F2=INTCFZl :IF F2<256 AND F2>-1 THEN 480
470 GOSUB 1400:POSITION BL$:GOTO 450
4S9 POSITION 9'.,.1.3:? IITYPE L2 TO II -= : TRAP 500: INPUT T2:: TRAP
40000

IF T2<Z56 AND T2>-1 THEN 510
500 G05UB 1400:POSITION BL$:GOTO 480

POSITION 9' .. .1.5:? "TVPE L2: "STEP •• -= : TRAP 530: INPUT 52: TRAP
40000
520 IF 52<256 THEN 540
530 G05UB 1400:POSITION BL$:GOTO 510
S4·0 GOSUB 720
550 50UND 0.0.0.0.POKE 82.5:? CHR$(125) :POKE 752.
J_
569 ? :? ••':I"··:?
570 L1$=."101 FOR L1=": L1$ CLEN CL1$) +1) =STR$ CF1) : L1$ CLEN CL1$) +
1)=" TO

L1$ CLEN CL1$) +1) =STR$ CT_1-) : L1$ CLEN CL1$) +.1-) =" STEP ": L1$ CLE
NCL1$)+1)=STR$CS1)

L2$="102 FOR L2=":L2$CLENCL2$)+1)=STR$CF2) :L2$CLENCL2$)+
TO

600 LZ$CLENCL2$)+1)=STR$CT2) :L2$CLENCL2$)+1)=" STEP ":L2$CLE
NCL2$)+1)=STR$CS2)
610 ? L1$:? L2$:? L3$:? L4$:? L5$:POKE 82 .. 5:? :POKE

FOR TIME::::.!. TO 3:: POSITION 5 .. ..1.8:? .._ .... :oJ;;W_....
[it,:- .. :? ··_.... ••• :1
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1215764,255:GOSUB 1400:GOTO

630 ? • ..,,_...:;a_'*L! "l::£oii
640 POKE 755,3:FOR DELAY:1 TO 10:NEHT DELAY
650 POKE 755,2:FOR DELAY=1 TO 10:NEHT DELAY:NEHT TIME:50UND

764,255
660 POKE 82,2:POKE :IF CHOICE=265 THE
'" 660
665 IF CHOICE=26 THEN REPEAT=REPEAT+1:GOTO 1200
670 IF CHOICE=31 THEN 900
680 IF CHOICE=29 THEN 30000
6'0 IF CHOICE=30 THEN 800
700 IF CHOICE=24 THEN 270
710 FOR TIME=1 TO 10:POKE 53279,0:NEXT TIME:GOTO 640
720 FOR L1=F1 TO T1 STEP 51
730 FOR 12=F2 TO T2 STEP S2
740 TRAP 760:50UHO 40000
750 NEXT L2:NEXT L1:REPEAT=0:POKE 764,255:RETURN
760 ? :? : SOLI N D 0, 0 , 0 .• 0
770 FOR DELAY=1 TO 250:NEXT DELAY:RUN
889 TRAP 1000:LPRINT SOUND SUBROUTINE":L_PRINT :LPRINT L
1S:LPRINT L2S:LPRINT L3S:LPRINT L4S:LPRINT L5S
810 LPRINT :TRAP 40000:GOTO 550

? .. .. :? :? YOUR SUBROUTINE HILL BE LISTED TO":? :? liD
ISK DRIVE 1. INSERT DATA DISKETTE."
'3'..1.0 ? :? "TVPE FILE NAME: THEN PRESS : POKE 764, :255:
TNPUT NAMES
920 :IF LN=O THEN 910
930 1.100:CLOSE "1:0PEN "
J.. , 8, 0, FNS
'40 ? :7 L..1.$:? #..1.;L1$:7 L2$:? U1;L2S:? L3$:? U1;L3$:? L4$:7
U1.;L4$:? L5S:? U..1.;1_5S:Cl_OSE n1.:GOTO 5S8
J..OOO "".}> :? "VOUR PRINTER ISM' T :? "TYPE TO
PR:I:NT OR :2: FOR OPTIONSII: POKE 764.,2:55
1010 IF THEN 1010
1020 IF THEN 800
1030 IF 30 THEN 550

? :? TVPE OR 2 11 : GOTO
.:1.:1.00 ? 1I(;j1l:? •. HI WAS UNABLE TO LIST YOUR 5UQROUTINE II : ? :?
"ONTO DISK DRTVE _1."
1110 FOR DELAY=1 TO 250:NEXT DELAY:CLOSE ".1:GOTO 550
.:1_200 •• :? ··TVPE .1 TO REPEAT ORIGINAL 50UND II : ? :? IITV
PE 2: ··ro DISABLE SCREEN INTERRUPTSII

? :? ··TVPE 3. TO REPEAT SOUND WHILE THEil:? "CURRENT 50UN
D COMMAND IS DISPLAYED":POKE 764.255
1215 IF THEN 1215
1220 IF THEN REPEAT=REPEAT+1:GOTO 540
1230 IF THEN REPEAT=REPEAT+1:POKE 559.0:GOTO 54
o
1240 IF THEN POKE

1250 1400:GRAPHTCS 18:FOR L1=F.1 TO T1 STEP S1:FOR L2=F2
TO T2 STEP 52:S0UNI>

.:1..2:60 POSITION :2: ,4:? :1:1:6; "SOUND 19 I II; INT (L2) ; •• II; INT CD) ; II J' II; INT
.;.. II: NEXT L2: NEHT

.1270 SOUND O:SETCOLOR
764,255:'> :GOTO 550
1400 FOR H=1 TO 12:POKE 53279,O:NEHT H:RETURN
.1_500 ? :? I COULDN· T FIND THE MENU PROGRAM •• :? II.. INSERT
PROGRAM DISKETTE":? ., PRESS READY";
1510 IF THEN 680
J ..520 GOTO 15.10
30000 GRAPHICS O:POKE 752,1:POKE 710,48:POKE 82,2:POKE 201,9
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30905 ? ................. use "t:he [llila ••n:1 or ""'1#1M#llIj bu"'t:'ton ""to":? :? .. hi 9
hligh"t: your choi.ce below .. "then"
309.10 ? :? .. ,.. press "t:he bu't"t:on.··: FOR HE=O TO 8: POKE 53
27',HE:NEMT HE:GOSUB
30820 POSITION SEL .. SEL ':? ..1;1*";Jil:_.i ........ ..

BUTTON=PEEK(5327" :IF BUTTON=7 THEN 30100
GOSUB 32008:IF CHOICE=6 THEN
SEL=SEL+2:IF THEN SEL=11:GOSUB 31000:GOTO 30020

30138 IF SEL=13 THEN GOSUB 31000: POSITION 11, SEL:? "l1L:illlli1£Ai
l!Ail,D:I!l" : GOTO 30.100
30140 IF SEL=15 THEN GOSUB 31000: POSITION 11, SEL:? "I:III:_;",,:IIJ
_:;a;lnii't:t!li·· : GOTO 30.100
30158 GO TO 30100
3.1000 POSITION .1..1. .. ..1...1.:? IIRERUN THIS PROGRAM··:? :? .. "RETURN TO
BASIC" :? :? .. IIRUN MENU PROGRAM··: RETURN
31500 TRAP 30000:POKE 201.10:IF SEL=15 THEN? ....... :?:? LO
ADING HENUII:RUN IID:HENU":TRAP 48000
3J.5.10 IF SEL=..1.3 THEN GRAPHICS {t:? :? "BASIC":? IIISII;: POKE 75
2,O:TRAP 40008:END
31520 TRAP 40000:RUN
32080 GOSUB 32200

CHOICE=BUTTON:BUTTON=PEEK(5327" 'IF BUTTON<>7 THEN 320
.1.0
32180 GOSUB 32288:RETURN
32200 FOR HE=O TO a:POKE 5327'.HE:NEXT HE:RETURN
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o REH POKSOUND CeJ 1982 [7/12/82]
100 FOR HE=1536 TO 1574:READ HE:GOTO 368

POSITION e ..2:? '1:1:6; II> II: V=2
1.30 FOR HE=.O TO 8: POSITION .1. .. HE+2 :? *16,; 53760+ME,; 11=.. ; N (HE) J"
000eoooO":NEMT HE:GOTO 140

135 FOR TO 8:POSITION 1,HE+2:? "6;53760+HE; :NEMT HE
J..4- 0 PO 5 I T ION 0 r J.. :? #6; II S eo1 eoc. "t 1 0 c a"t ion
150 S=5TICKCOJ :IF S=15 AND STRIGCOJ AND PEEKC764J=255 THEN 1
50
J.55 IF 5=14 AND V>2 THEN POSITION O,V:? "6;" ":V=V-1:POSITIO
N O,V:? "6;CHR$C30J :G05UB 348
160 IF PEEKC764J=28 THEN 390
170 IF PEEKC764J=33 THEN RUN
180 IF ".=13 AND V (10 THEN POSITION 8, V,? "6;" ": V=V+1:
ON e,v:? "6;CHR$C30J :GOSUB 340
1'8 IF STRIGCOJ THEN 158
200 GC=V-2:GOSUB 350
Z10 IF NOT STRIGCOJ THEN 218
220 P=53760+GC:L$=STR$CPJ :FOR HE=1 TO 5:IT=ASCCL$CHE,HEJJ :IT

HE
230 POSITION 1,V:? "6;L$
240 POSITION 0 .. .1.1 :? t:t6; II C hang@' poke
258 S=STICKCOJ :IF S=15 AND STRIGC0J AND PEEKC764J=255 THEN 2
58
255 IF S=14 AND NCGCJ(255 THEN NCGCJ=NCGCJ+1
260 IF PEEKC764J=28 THEN 390
270 IF PEEKC764J=33 THEN RUN
2BO IF S=13 AND NCGCJ>0 THEN NCGCJ=NCGCJ-1

POKE p .. N (Ge) : POSITION 7 .. V I? fiG,; II .. : POSITION 7 .. V:? :1:1:6,; N
CGCJ
295 BIN=USRC1536,NCGCJ,ADRCBIN$JJ :POSITION 11,V:? "6;BIN$;
300 IF STRIGCOJ THEN 258
3.1.0 GOSUB 350
320 IF NOT STRIGCO) THEN 320
330 POKE 77,O:GOTO 135
340 FOR HE=1 TO 10:POKE 53279,8:POKE 53279,8:NEMT HE:RETURN

350 POSITION e .. .1..1:? "6'; I' reo 1 ease i qger II: RETURN
360 GRAPHICS 1B:DIH NC8J,L$C5J,BIN$C8J :POKE 712,144:POKE 710
.. .1.56: POKE 70'9',.1.": POKE 708,28: B:l:N$=I.
370 POKE 7.1..1 .. .1..,0:? U6,; II .,.JII:__·I :? 1:16; II rJ::z*.:t:., [!!
[1i'I!l:iJ.'l":POKE 764,2155:S0UND 0,0,0,0
389 FOR ME=O TO 8: N (ME) =9: NEHT HE: CLOSE 1:1.1.: OPEN #.1. .. 4, 0 ... IK: II:
GOTO .1.20
3'0 FOR HE=53760 TO 5376B:POKE HE,0:NEMT HE
400 104 .. .1.04 ..
62,8,165,203,10,133,283,32,27,6
410 DATA
08,,248
30000 GRAPHICS O:POKE 752,1:POKE 710,48:POKE 82,2:POKE 201,9

30005 ? 111fIj; ............. Use "the l!lilljlDl!I:J or bu"t"1:on "1:0 11 : ? :? II hig
hli9h"t your choice below", "then ll
300.1.0 ? :? II" press "the II: FOR HE=O TO 8: POKE 53
27',HE:NEMT HE:G05UB
30020 POSITION SEL, SEL :?

BUTTON=PEEKC53279J :IF BUTTON=7 THEN 30100
30110 GOSUB 32000:IF CHOICE=6 THEN 311500

SEL=SEL+2:IF SEL>15 THEN SEL=11:GOSUB 31000:GOTO 30020
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30.1.30 IF SEL=.1.3 THEN GOSUB 3:LOOO: POSITION .1.1, SEL.: '?
[!Imj[!l": GOTO 30:LOO
30:1..40 IF SEL=.1.5 THEN t;OSUB ;S.1.000: POSITION .1..1., SEL: '? "(il!1;_mIl
1I]Ia!1.."I:r,]I" : GOT 0 30.1. 0 °
J;0.1.50 GOTO
3:.1.000 POSITION ··RERUN THIS PROGRAM":? :? ,IIRETURN TO
BASIC·':? :? ,IIRUN MENU PROGRAM": RETURN

"3.1.580 TRAP 39000: POKE 20.1, .1.0: IF- SEl-=J..S T'HEN ? •• II'ii•• :? .... LO
tll>ING HENU":RLlN 1Il>:MENUII:TRAP 49000

I:F SEL=_1.3 THEN GRAPHICS o.:? :? IIBASIC":? "IS";: POKE 75
2,0:TRAP 40000:END
3.1.520 TRAP 40000:RUN
32000 GOSUB 32200
320.1.0 CHOICE=BUTTON,BUTTON=PEEK(5327') 'IF BUTTON<>7 THEN 320
.s.e
32.1.00 GOSUB 32200:RETURN
32200 FOR HE=O TO 8,POKE 5327',HE:NEHT HE'RETURN
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o REM KEYOFC (e>
120 GOTO 480
140 FOR WAIT=1 TO 200,NEHT WAIT:RETURN
160 COLOR 1:PLOT H+1,Y:DRAWTO X+2,Y:PLOT X,Y+1:DRAWTO X+3,Y+
1
180 PLOT X-1,Y+2:DRAWTO X+4,Y+2:PLOT X-1,Y+3:DRAWTO X+4,Y+3
200 PLOT H+2,V+5
220 PLOT X+4,Y-10:DRAWTO X+4,Y+2:RETURN
240 FOR HOLD=1 TO 500:NEXT HOLD:FOR OFF=O TO 3:S0UND OFF,O,O
,O:NEXT OFF:RETURN
260 ? PRESS ANY KEY TO CONTINUE.";: POKE -?64., 255
Z80 IF PEEK(764)=255 AND THEN 280
300 GOSUB 380:RETURN
320 ? PRES.S ANY KEY TO CONTINUE. It .. : POKE 764,,255
340 IF PEEK(764)=255 AND THEN 340
360 RETURN
360 GRAPHICS 7:SETCOLOR OI7,8:SETCOLOR 2,2,1
2:SETCOLOR 3,4,6:SETCOLOR 4,2,12
400 COLOR 2:PLOT 20,20:DRAWTO 140,20,PLOT 20,26:DRAWTO 140,2

20,32:DRAWTO 140,32
420 POKE 752,1:PLOT 20,38,DRAWTO 140,38:PLOT 20,44:DRAWTO 14
0.44: RE'TURN
440 COLOR 1:PLOT X+3,V+6:DRAWTO X+5,V-1:PLOT X+7,V+6:DRAWTO
W"·"3',Y-.1.
460 PLOT H+2,Y+1:DRAWTO H+2,Y+4:DRAWTO H+.1.0,Y+
4:RETURN
48e GO'SUD 380:? THE C :? , lie [) E F G til B C"
500 X=40,Y=47:GOSUB 160,FOR VOL=10 TO ° STEP -0.2:S0UND 0,12
1,10,VOL:NEXT VOL
520 COLOR 2:PLOT 33,50:DRAWTO 48,50:GOSUB 140:COLOR 1
540 H=50:V=44:GOSUB 160:FOR VOL=10 TO ° STEP -0.2:S0UND 0,10
8,10,VOL:NEXT VOL'GOSUB 140
560 H=60:Y=41:GOSUB 160:FOR VOL=10 TO 0 STEP -0.2:S0UND
,10,VOL:NEXT VOL:GOSUB 140
580 X=70:Y=38:GOSUB 160:FOR VOL=10 TO ° STEP -0.2IS0UND
,10,VOL:NEXT VOL'GOSUB 140
600 H=80:Y=35:GOSUB 160'FOR VOL=10 TO ° STEP -0.2:S0UND 0,81
,10,VOL:NEXT VOL:GOSUB 140
620 160:FOR VOL=10 TO ° STEP -0.2:S0UND 0,72
,10,VOL:NEXT VOL:GOSUB 140
640 160:FOR VOL=10 TO ° STEP -0.2:S0UND 0,6
4,18,VOL:NEKT UOL:GOSUB 140
660 X=110:Y=26,GOSUB 160:FOR VOL=10 TO ° STEP -0.2:S0UND 0,6
O,10,VOL:NEHT VOL:GOSUB 140
680 GOSUB 260
780 ? ,liTHE C MAJOR CHORD":? C + E + Gil
720 H=60:Y=47:GOSUB .1.60:FOR VOL=10 TO 0 STEP -O.2:S0UND 0,12
1,.1.0,VOL:NEKT VOL
740 PLOT 55,SO:DRAWTO 68,50
760 H=80:Y=41,GOSUB 160,FOR VOL=10 TO 0 STEP -0.2:S0UND
,.1.0,UOL:NEMT VOL
780 X=100:Y=35:GOSUB 160:FOR VOL=10 TO ° STEP -0.2:S0UND 0,8
1,10,VOL:NEXT VOL:GOSUB 320
see? :? :? ,"SOUND O,.12.1,.10,8 1 ' : ? ,"SOUND .• .:l.0,a":? ,"SOU
NO. 2,8.1.,.1.0,S"
820 SOUND O,.1.2.1.,.1.0,8:50UND 2
40
840 GOSUB 320
30000 GRAPHICS O:POKE 752.1:POKE 710,48:POKE 82,2:POKE
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30005 ? •• " ............. Use "the t:!JJIllJ!:I!J: or ..,;;e-411I1.J bU"t"t:on "'to":? :? •• hi 9
hligh"t your c:hoice below .. -C:hen"
300.10 ? :? .... press "the bU"t"t:on.··: FOR HE=O TO 8: POKE 53

HE,G05UB 31000,5EL=11
300Z0 P05ITION 5EL, 5EL'? "ITUI1IT..J1Wt:a+"iJI·loIi"t;:I:,yt"
30100 :IF BUTTON=7 THEN 30100
30110 G05UB 3Z000'IF CHOICE=6 THEN 31500
30120 5EL=5EL+Z,IF 5EL>15 THEN 5EL=11,G05UB 31000'GOTO 30020

30130 IF 5EL=13 THEN G05UB 31000' P05.ITION 11. 5EL:?
t!aiI'l',""1Ei" , GOT 0 30.1 0 0
30140 IF 5EL=.15 THEN G05UB 3.1000: P05IT.ION .11. 5EL'?

GOTO 39.100
30.150 GOTO 30.100
31000 P05ITION .1.1,.11'? "RERUN TH.I5 PROGRAH",? :? • "RETURN TO
BASIC":? :? ....RUN MENU PROGRAH":RETURN
31500 TRAP 30000: POKE ZO.1 • .1.0: IF 5EL=.15 THEN ? "I\;":? . " LO
AI)ING MENU":RUN "():HENU":TRAP 40990
3.1.5..1.0 XF SEL=..1.::J THEN GRAPHICS O:? :? "BASIC":? "XS .. ; :POKE 75
Z.O'TRAP 40000,END
31520 TRAP 40000"RUN
32000 G05UB 3ZZ00
32010 BUTTON<>7 THEN 3Z0
10
32100 G05UB 32200'RETURN
32200 FOR HE=O TO a,pOKE HE,RETURN
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o REM ATOC Ce} £6/3/82}
3

:
4 U35=35:U38=38:U40=40:U41=41:042=42:U44=44:045=45:U47=47:05
0=50:053=53:055=55:U57=57:U60=60:U64=64:U68=66:070=70:072=72
:U75=75
5
0108=108:U114=114:U121=121:0122=122:0130=130:0138=136:U154=1...
6 U178=178:U255=255:0256=256:0300=300:0764=764:0100=100:07=6

20 DIM ZA$C0100} :GOTO 150
40 ZL=PEEKC560)+PEEKC561}*0256
42 ZM=PEEKCZL+04}+PEEK(ZL+05}*0256:FOR ZW=01 TO LEN(ZA$} :ZT=
57344+C(ASCCZA$CZW.ZW}}-032}*08} :ZC=ZM+ZV*040+ZM+ZW-01
44 FOR ZRo=OO TO 7:POKE ZC+ZR*040.PEEKCZT+ZR} :NEMT ZR:ZV=ZV+Z
Z:NEMT ZW:RETURN
50 COLOR 01:PLOT M+01.V:DRAWTO M+02.V:PLOT M.V+01:DRAWTO M+O

52 PLOT H-01,V+03JDRAWTO M+Q
4 .. V+03
53 PLOT H .. V+04:DRAWTO H+03,V+04:PLOT H+O.1. .. Y+QS:DRAWTO H+Q2 .. V
-i-05

PLOT H+Q4 .. V-010:DRAWTO M+04,V+02:RETURN
60 FOR HOLD=01 TO 500:NEMT HOLD:FOR OFF=OO TO Q3:S0UND OFF.O
O,OO,00:NEMT OFF:RETURN
70 ? PRESS ANY KEY TO CON-rXNUE. II.; : POKE 0764,0255
71 IF PEEK(0764}=0255 AND THEN 71
72 RETURN
80 GRAPHICS Q8:SETCOLOR UO.U2.00:SETCOLOR 01.02.00:SETCOLOR
OZ,02,08:SETCOLOR 04 .. 02,oa:POKE 752 .. 01:COLOR

PLOT 020.020:DRAWTO 0300.020:PLOT 020.026:DRAWTO 0300.026
:PLOT 020.032:0RAWTO 0300.032:PLOT 020.038:DRAWTO 0300.038
85 PLOT 020 .. 044: ORAW..... O n300 .. 044: ZH=O.:L3: ZV=125: ZA$::::IIBAS:rC CHO
RI)S":GOSUB {.I40:RETURN
100 FOR VOL=010 TO 00 STEP -06:S0UND 00.P.010.VOL:NEMT VOL:R
ETURN
150 GRAPHICS 017:SETCOLOR 02 .. 08,010:? nO?:? no?:? n07;"

1:107; II BY NUMBER":? "07
.1..60 ? n07:? UQ?; II .1.= t:l07:? t:l0?; II 2=

J..-79 ? no?:? n07;11 3::::: lI..... no?:? U-07;11 ....=
r;:trnm"
J_80 ? "0-7:? t:l:O?; II 5= (!'i=--::::ti!::f!l!.Jl] I I
2.08 'r; :I=I07:? :nO 7 ; II 6= liW!W....... I: P=OJ..O : G05UB 0.1.00
ZJ.,O POKE 0764 0255: CLOSE:: 1:I0J..: OPEN "oJ.. 04 .. 09 "K: I.: GET #0.1 GC:
CLOSE U01:GC=GC-48
215 IF GC=07 THEN 30000
220 [F GC<01 OR GC>05 THEN 210
230 GOSUB 080:0N GC GOSUB 3100.3400.3700.300.700
2:40 .1.59

ZA:$::::"THE C MAJOR CHORD": Z)(=0_1.2: ZY=075: G05UB 049:? "see
SOUND 0 J..22 J..O ,,2 11

440 ZA$="C": ZH=CU.6: ZV=055: GOSUB 040: P=0121: G05UB M=U130
: ....=047:GOSlJ8 U50

PLOT 0.1.22,,059: ,'!:.:>O
'? SOUNI> 04-0

:P=U96:GOSUB 0100
!S30 )(:::{.LL54: V:=04.1.: GOSLIB 050:? .. "5210 SOUND 2: -,81 .. J..O ,,2": ZA$:::"G":
ZK=022:ZV=055:GOSUB 040
620 P=081:GOSUB 0100:H=0178:V=035:GOSlJB U50

ZA$::::: .. C ....E .. G=C MA·JORII: Z)(:::::O ..t.3: ZV=09'5: GOSUB (140
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560 SOUND
O.02:60SUB 060:GOSUB 070:RETURN
;;;'00 ZA$:::::""THE en HA,JOn CHORD": Z)(:=::0.12: GOSUB 040:? • "'5190
SOUND 0, 1.0,2"": ZA$="lt':U": Z:H::=O_16: G05L1B 049
"42 P=0114:GOSUB 050:PLOT 0122.050:DR

050
z:n:S:::::·ln"": 7:..)(::::0.1. 7: ZV::::04'7: GOSLIB 040:? .""5.10 SOUND .1 .• .1.0, 2" 1

: Z:A$=""F:": ZV:=055: C;OSUB 0 ....0
azo P=O'9i1:G05UB 0100::K=O.1.54:V=038:GOSUB USO:? ,'"520 SOUND 2,
,"6, J..O, :2""
5'10 ZA$="GU": ZY=055: GOSLIB 040: P=076: GOSUB 0100:
: v =o:.'tfj : G05l.IB 050
3'40 Ze:.$:="IU": ZX:::::023: ZV::=03S: GOSUB 040: ZA$::::IIC:h+F+G#=Cft MAJOR": Z

040
SOUND 02 1076,01

0.02:G05UB 060:GOSUB 070:RETURN
ZA$==IITHE A MiCIIJOR CHORDII: ZX=O.J.,:2: ZV=075 I GOSLIB 040:? • "'51810

SOUND 0,72, .J..O .• 2 11 : ZA$=IIAII: Z)o(==OJ..6: ZV==055: GOSLIB 0 ....0
3142 FOR UOL=010 TO 00 STEP -06:S0UND UO
L-:X=O_1.,30:v=n32::G05UB ,""5.1.0 SOUND 1.57,.1.0 .• 2""
3210 ZA$="CU": ZYc=055: GOSUB 040: FOR UOLc=O.t.O TO 00 STEP
-06:S0UND 050

ZA$:::I·ft"": ZH=020: ZV=02:6: Gosun 040:? , '"5:2:0 SOUND 2.,47 .•.1.0 1 2
I.: ZA$::=IIEII: z x eo a z r ZV=055: GO"5UB 0'40
3320 FOR UOL=010 TO 00 STEP -06:S0UND UO

050
3350 ZA$= .. A ..eu.. E= ..... MAJORII -: ZX==QJ.3: ZV==O"3'5: GOSLIB 0 ....0
3360 SOUND 02,047,QJ.
O.02:GOSUB 060:GOSUB 070:RETURN
3:4,00 ZA$::::IITHE AU MA·JOR CHORDII: ZX==O.1.2: ZV==075: GO'SUB 040:? ,1159
o 50UNO ° 68, _1..0',2 11 : ZA$=IIAU"": Z)(=Q.16: ZV:::05S: GOSUB 040
3442 FOR UOL=010 TO 00 STEP -06:S0UND OO.068.010.UOL:NEHT UO
L: H=OcL30: Y=032: GOSLIB 050: ZA$="U": ZY=032: GOSUB 040
3590 ? • "'5.10 50LlN() .J.., S3., .J.O, 20"": ZA$=II()": Z:K=O.J..'9: ZV=055: GOSUB 04
6:FOR UOL_=010 TO 00 STEP -06:50UND VOL

)(=0.1.54:: V=023 -: GOSLIn 050 -:? .152:0 SOUND 2, 45 :2'.: ZA$:=:""F""
:ZW=022:ZY=055:GOSLIB 040
3620 FOR UOL=010 TO 00 STEP -06:S0UND vo
L:H=0178:Y=017:GOSLIB 050

ZA$:::IIA:I:f.·+-[)--t-F=A:I-1 MAJOR··: ZX=t.lJ..3: GOSLIB 040
3660 SOUND 02,045,01
0.02:GOSUB 060:GOSUB 070:RETURN

ZA$::::""THE B MA·.JOR CHORD'": ZH'=0.12 : ZV==075: GOSlJB 040:? , "'500
SOUND 0 64, .J..O ,,2 11: ZA$=""O"': ZX==0!16 -: ZV=055: GOSUB 040
3742 FOR UOL=010 TO 00 STEP -06:S0UND UO
1...: V=02"9': .::;0 5L1 B ll50:? ,IISJ.O 50LlNI> 50 1.1.0,. Z""

ZAS="DU'": ZY'=055: GOSUB 040: FOR UOL=010 TO 00 STEP
-'Q6:S0UND 059

ZA$::::lIn ll : Z )( ::::: 0 2 0 : Z: Y = 0 2 :J: : G O S LI B 040:? SOUND 2 .•
U: ZA$:-.=IIFUII : Z:H:=022: ZY=O'5'5: GOSUB 0 ....0

FOR UOL=010 TO 00 STEP -06:S0UND 00.042.010.UOL:NEHT UO
L: H=0t.78: Y=017: GOSUB (;50: ZA$="U": ZY=(:Lt.7: GOSUB 040

ZA$::-.::IIB+D:I:I+F:I:I==O MAJOR"': ZX=Q.L3: ZV=09'5: eOSUB 040
SOUND 02,042,Q1

O,Q2:GOSlJB 060:G05uB Q70:RETURN
30000 GRAPHICS O:POKE 752,.t.:POKE 710,48:POKE 82,2:PONE
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3000S ? "IIIii.,6..,6..,6. Use "thE' or" bu"t"ton "to":? :? ., hi 9
hligh-t Y1"'ur c::hoice "t:hen"
300.1.8 ? :? , ... press "the bu"1:"'t:on.··: FOR ME=e TO 8: POKE 53

HE:G05UB 31000:5EL=11
30920 POSITION SEL SEL:? ··ITPI1III:_.: ....__
30100 :IF BUTTON=? THEN 30100
30110 G05UB 32000:IF CHOICE=6 THEN 31500
30120 SEL=5EL+2:IF SEL)15 THEN SEL=11:GOSUB 31000:GOTO 30020

30130 IF SEL=_1.3 THEN G05L1B 31000: POSITION 11. SEL:? ••!1U*:illit:....
l'Wif,:JO.:1El··: GOTO 30.1.00

IF SEL=.:L5 THEN G05UB 3.1000: POSITION .1.1 5EL:? "lilrr:-;!?I:llj
GOTO 301.00

301.50 GOTO 30100
POSITION .. "RERUN THIS PROGRAM":? :? .. "RETURN TO

BASIC":? :? .. "RUN MENU PROGRAM": RETURN
TRAP 30000:POKE 2Q.1 I.10:IF SEL=J..5 THEN? "1IIii":?:? LO

tIIDING MENU":RUN "O:HENU":TRAP 40000
3.1.5.10 IF SEL=.13 THEN GRAPHICS O:? :? "BASIC":? "IS",: POKE 75
Z.O:TRAP 40000:END
31520 TRAP 40000:RUN
32000 GOSUB 32200
32010 :IF BUTTON<>? THEN 320
J.O
32100 GOSUB 32200:RETURN
32200 FOR HE=O TO 8:POKE HE:RETURN
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o REM OTOG (c) 1?82 by Jerry White [6/3/82]
3 00=0:01=1:02=2:03=3:04=4:05=5:06=0.2:08=8:010=10:012=12:01

:032=32
4 035=35:038=38:040=40:041=41:042=42:044=44:045=45:047=47:05
0=50:053=53:055=55:057=57:060=60:064=64:068=68:070=70:072=72
:075=75
'5
0106=106:0114=114:0121=121,0122=122:0130=130:0138=136:0154=1
54
& 0176=178:0255=255:0256=256:0300=300:0764=764:0100=100:07=6

6=

:n:n.1 .• Ge :

"07;"

UO'7.::"->

U07:? no?:?
BY "UMBER":? U07

:? :l:l:0-7:? :n07;"

5 == I :? un -7 :? UO -7 .; I I
7 = t:ft::::':;:r;]!Ia:;] , ,

PC=0_1.0: GOSLIB 0100
... OPEN UO.1. 04 00 .• III(: '": GET

1=

20 OIM ZA${(100) :GOTO 150
40 ZL=PEEK(560)+PEEK{561)*0256
42 ZM=PEEK{ZL+(4)+PEEK{ZL+05)*0256:FOR ZW=01 TO LEN{ZA$) :ZT=
'57344+{{ASC{ZA${ZW.ZW»-032)*06) :ZC=ZM+ZV*040+ZM+ZW-01
44 FOR ZR=OO TO 7:POKE ZC+ZR*040.PEEK{ZT+ZR) :NEMT ZR:ZV=ZV+Z
Z:NEMT ZW:RETURN
50 COLOR 01:PLOT M+01.V:ORAWTO M+02.Y:PLOT M.Y+01:0RAWTO M+O

V+OJ_
52 PLOT H+O
4.Y+03
53 PL.OT M1V+04:DRAHTO H+03 I V + 0 4 : P L_O T H+02 IV
+05
55 PLOT H+04 IY-010:DRAWTO

60 FOR HOLO=01 TO 500:NEMT HOLO:FOR OFF=OO TO 03:S0UNO OFF.O
O.OO.OO:NEMT OFF:RETURN
79 ? PRESS ANY KEY TO CONTINUE."; :POKE 0764 10255
71 IF PEEK{(764)=0255 ANO THEN 71
72 RETURN
60 GRAPHICS 08:SETCOLOR 01.02.00:SETCOLOR
02.02.06:SETCOLOR 04.02.08:POKE 752.01:COLOR 01
61 PLOT 020.020:0RAWTO 0300.020:PLOT 020.026:0RAWTO 0300.026
:PLOT 020.032'ORAWTO 0300.032:PLOT 020.038'ORAWTO 0300.038
85 PLOT 020.044: ORAWTO 0300.044: ZM=Q1.3: ZY=.L25: ZA$="BASIC CHO
ROS":GOSUB 040:RETURN

FOR VOL=010 TO 00 STEP -06:50UND aO,P 1018 IVOL:NEXT VOL:R
ETURN
150 GRAPHICS 017:SETCOLOR

n07;"
1.60 ? nil7:? nQ?;"
f,lffiJil"
J.-79 ? no?:? nO-7.; II
r;:'fIEm"
J __80 ? :n07:? UQ7; II

:? U07:? ft07; It
'?' U07:"7 t:u:rl'.;" 6==

210 POKE 0764,0255:CLOSE
CLOSE
215 IF GC=08 THEN 30000
220 IF GC<01 OR GC>7 THEN 210
230 G05UB 060:0" GC GOSUB

GOTO .150
j.,OOO Z 0 MiA JOR C-HORD "' : ZH =0.12 : z v e.o -75: G05UB 04- 0' :":7" ...1500
50UNI> ..• .:L06 .• .1 19 2: II : ZA$::::" "D"' : Z:K::=O.:l6 : zv=oss

.1.042 GOSUB 04-0:P::::0.108:GOSUB O.t.OO:X::::Q.1.3Q:V=044:GOSlIB osa:?
.:L .• 8'5. _"LO .. 2""

J. .1. .1.0 Z:K:::::O.1. '31: ZV=O'5!5: GOSLIB 040: P::::08'5: GOSUB 0.1..00:
4:Y=038:G05UB 050
J.J..40 ZA$:::::""U"': z x e.oz e . z ve o a e . GO:'ioUB ·-'.:l-O:? • SOUND 2: 72. ,1..0 .• :2:
IU: ZA:$:."::IIt. .. : Z)o(==022: ZV::::0'55: GO·'UB 040
1_220 P=Q72:(;OSUB 0100:X=Q176:V=032:GOSUB
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J.250 ZA$="P+F..+A=l> MA_'OR": ZH=QJ.3: ,: -s,
J.2:60 SOUND 00,.01.08 -" 0.:1.0 (.2:"5 o Bif,U> Q 1, 08'S,

Q69 G05UB Q78=RET1JRN

il.... SOUt'Jo a .. 1-02:_, .1("', ;i'" ..:::h 0,1.6 Z\f ;,.-'B ·040
P=OJ.92: G05UB 0.1.90: 1ol=OJ.30: Vo'044: G05UB OSO: Z"S.,c""": Zlol=OI.-7

:ZV=044:GOSUB 040
.1.... 00 ? .. '15.1.0 SOUND .1. .. 6.1. .. .1.0.,2'": z x e o rs • ZV:::055: G05Ua 04
0:P=081:GOSUB 010e
.1."30 M=Q.154: V=Q35: G05UB 050:? .. "520 SOUND :2 or68, .1.0, :2": ZA$:::"AU
":Z)(=02:2:ZV=055:GOSUB 049
.1.520 P=068:GOSUB OJ.OO:)(=0178:V=032::GOSUB OSO:ZA$="..":Z)(=023:
ZV=032:GOSUB 040
.1.550 ZA$="P..+G+A..=P.. MAJOR": Z)(=OJ.3: GOSUB 040
J.560 SOUNP OO.0102.010.02:S0UNP 01.081.0J.O.02::S0UNP 02.068.0
10.02:GOSUB 060:GOSUB 070:RETURN
J..60e ZA$:::IITHE E MAJOR CHORD":Z:K:::0.12:ZY:::075:GOSUB 0 ....0:7 ,"500
SOUND 040
1642 0100:)(=OJ.30:V=041:G05UB 050:? ."510 SOUNP 1
,,76,.18,2 11

17.1.0 040:P=076:GOSUB 0100:)(=015
4:V=Q35:GOSUB OSO
.1.740 Zt:li$=IIUII;Z:K=020:ZV=035:GOSUB o.e,,:? ,11520 SOUND 2,64 ... .1.0,2
II:ZA$:::IIB":ZH=022:ZV=065:GOSUB 040
182e P=064:GOSUB 050
18S0 ZA$="E+G..+B=E 040
1868 SOUND 08,Q'6.010.Q2:S0UND 02,064,0.1-
9.02:GOSUB Q60:GOSUB 070:RETURN
J..988 ZA$::::IITHE F MAJOR CHORD··: ZH=tl.J.2: ZV=075: G05UB Q40:? • ··S80
50UNP 9. .•10.2": ZA$="F": Z)(o=016: ZV=055: G05UB 049

0190:)(=0130:V=038:GOSUB 050:? ."SJ.O SOUNP .1.

2010 040:P=Q72:G05UB OJ.OO:)(=01S4
:V=Q32:GOSUB QSO
2.1.80 ? ,11520 SOUND 04-
0,P=069:G05UB Q100
:2.1.39 H=0178:V=026:GOSUB OSO:ZA$="F+A+C=F
5:GOSUB Q40
2.1.68 SOUND 01,072,010,Q2:50UND 02,060,01
0.02:GOSUB 069:GOSUB 070:RETURN
2200 ZA$=IITHE FU MAJOR CHORDII:ZH=012:ZV=Q75CGOSUB Q.to:? .1150
o SOUND e. 85 • .1.8. 2 11: ZA$=··FUII: Z:H:=O.1.6: ZV=055 J GOSUB 0 .. 0
22 .. 2 P=085: GOSUB 0.1.00: H=0.1.30: Y=O:;J:8: GOSUB aso: ZA$::::IIUII: Z:H=OJ..7:
ZV=Q38:GOSUB 040
2308 ? ,11510 SOUND 68, ZII: ZA$=IIAnll : ZJ<=O.1.9: ZV=055: GOSi.lo 0
40:P=068:GOSUB 0100
2330 )(=0154:V=032:G05UB 050:ZA$="..":Z)(=020:ZV=032:GOSUB 049:
? .11520 SOUND 2,57 • .10.,ZII:ZA$::::IIC:IlII:ZJ<=02Z:ZV=OS5:Gi05lJB 0 .. 0
2"20 P::::OS7:GOSUB 0.100:J<=O.1.78:V=026:GOSUB 050:ZA$:=lIftll:ZH=023:
ZV=Q26:G05UB 040
2 ..50 ZA$=··FU+Aft+CU=FU MA ...JOR··: Z)(=0.13: GOSUB 040
2 ..68 SOUND OO,065.0.1.0,Q2:S0UND 02,057,01
0.02:G05UB 060:G05UB 070:RETURN
2500 ZA$=IITHE G MAJOR CHORD": ZH=fL1.2: ZY=O-75: GOSUB 040:? ,"500
SOUND 0.8.1..J.0.,Z":ZA$::::IIGII:ZJ<::::0.1.6:ZV=055:G05L1B 0 ....0
25 .. 2 050:? SOUND 1
.6 ... .10 12 ..
26.19 Zt:II$=IIO": ZH=O.1."9: ZV=Q55: GOSUB 0 ....0: P=.064 GOSlJB 01.00: )(=0154-

OSO
2700 ? ,11520 'SOUND 2., _1.0,2": Zt:II$=III>II: GOSUB 0 ....
0:P=053:G05UB 0190
2739 )(=oQ1 78: V=Q23 : G05UB 050: ZA$="G+B+I>=G MAJOR": z xeor x :
5:GOSUB 040
2768 SOUND aO,06.1..0.10,02:50UND O.1.,064.0.1.0,02:S0UND 02 1053,0.1.
0.02:G05UB 069:G05UB 070:RETURN
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2800 ZA$:::uTHE (:;:Q: HA ..JOR CHORD": ZH=O,12: ZV=075: (;OSUB 040:? ,1150_
a SOUND 0,76,10,2": Z.A$::=IIC";U··: ZH=·0.16 ZV=QS5: G05UB 049

P::::076: C';05L1B 010... : H=U:L30: -:035: G05UB 050: ZA:$:::::"U": Z)oC::::0.17:
040

7: '900 ? ,"'5 _1. (.; -SOLIND 1..• 69,. 1..0, 2" : Z AS=··C·· : Z·)( ::::0.1 '9' : ZV=O 55 : GO SUB 04
0:P:OB0:G05UB 0100
2:'9"30 )(-:::.0.1..54: V:=-·026: GOSUB 050:? , "520 SOUND 2,50, .10,. 2": ZA$:::::··DU-
JW: ZH=02:2: G05U'B 040
3:020 P 050: G05IJB Q,1c00: K:.01'78: V=023: C;OSIJB 050: ZA$c="U": ZK:023'

GOSUB 040
3050 ZA$::::uGU... C+I>U::::: ....,;:n: HtLJOR": ZH=O_1.3: ZV=O'9'5: GOSUB 040
3060 SOUND QO.Q76,Q..:LO,02:S0UND 0.1,060,QJ.O,02:S0UND 02,050,01_
O,02:G05IJB OB0,RETURN

GRAPHICS O:POKE- 7.10,48:POKE 82,2:POKE

:3:0005 ? '... Use ""the or bu""t-ton "to··:? :? hi9
hI i 'You ' c: ho i c @ be I oW p "'then A

•

300_1.0 ? :? ., .. pP'@>sS' ""t:he bu""t""ton. ": FOR ME=O TO 8: POKE 53
279, HE' NEKT HE, ;Ll000: 5EL"'.:Ll
30020 POSITION SEL, SEL:?
30100 THEN 30100
30110 G05IJB CHOICE=& THEN 31500
30120 5EL=SEL+2:IF SEL>15 THE8 SEL=11:GOSUB 31000:GOTO 30020

3:0.1.30 X"P SEL::::.1::J T,I::tZlf G.OSUB 3.:lftOO: POSITION .1.1., 5EL:? "Lll3lI:w:r::aJ
'G,OTO 3Q:t.:O'Q

30140 IF 5EL'=15 T'KER COOSUf'I 3.1.0'00: POSITION .1..1, SEL:?
.. : GO TO 30.1.00

30:L50 GOTO 30,1c00
3.1.000 PO""S.::I:TION " .1.1:? "R£RU'Iil THIS :? , "RETURN TO
BASIC":? :? "RUN NlEMU PR:BG.R:O..1'.', : R£TURN

3.1.500 TRAP 30000: 20,.1., L<lit: If' 5EL=15 THEN ? ....... :? .? LO
ADING MENU'" RUN "I): 40000
315.10 TF SEL=.13 C;RAPIj.ICS ei:? :? "BASIC":? "IS";: POKE 75
2,0:TRAP 40'U00'END
31520 TRAP
32000 GOSUB 32200
320:l0 CH.o,:U::E=BUTTON, (53279> : IF BUTTON <> 7 THEN 320'
10
32100 32200:RETURN
32200 FO" 81':=0 TO 6: POKE 53279,. HE: NEKT HE' RETURN
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G

C

E

B ":F$="F

200

A#":E$="E

o REM Ce) [6/3/82]
3 REM MAJOR CHORDS IN DISTORTION LEVEL BASS RANGE
4 REM ALL PITCHES IN DISTORTION LEVEL CLEAR SOUND
5 REM FOUR TEKT COLORS USING GRAPHICS MODE
20 DIM A$C8),AS$C8),B$C8),C$C8),CS$C8),D$C8),DS$C8),E$C8),F$
C8),FS$C8),G$C8),GS$C8)
22 DIM P.1. (.1.3) P2 .J' P3 (.1.3) .1' HC$ (.1.1]1 :
30 A$="A C# E ":AS$="A# D F ":6$="B D# F#",C$="C
":CS$="C# F G#"
3:2 D$=IIt> F:I:I A 11:1>5$=111>:1:1 G
FSS=IIFI* Att CUll
34 G$="G 6 D ",GS$="G# C
3: 5 ? "6;' • .:'.II I'; He:$: : A E T URN
40 ? 1:*6;11 AI:l II;HC$:RETURN
45 ? "6;' B ";MC$:RETURN
50. ? U6; C II;HC$:RETURN
55 ? :1:1:6; en II'; Me$ : RETURN
60 ? "6; I) ;HC$:RETUAN
65 ? #6; D# ;MC$,RETURN
70 ? "6; E ;HC$:RETURN
75 ? #6; F ;MC$:RETURN
60 ? :1:1:6; F:I:I ;HC$:RETURN
85 ? :1:1:6; G ;HCS:RETURN
'0 ? "6;" G# ;HC$:RETURN
'51'5 ? U6;1I .:II ;MC$:RETURH

FOR T 200,NEKT WAIT:RETURN
109 DATA 75 160,5.1. 172 157 148,67",55,45,63"5.1.,42,,60,48,,,40,,57,45,
'37.1' 55.J' 42.,36
.1.02 DATA 5.1.,40,33,48,37,3.1.,45,36,30,42,33,28,40,31,27,37,30,
25
200 FOR TO
2:P3CCHORD)=P3:NEKT CHORD

FOR TO #6
1920 ON CHORI) G05UB 35,40,45,50,55,60,65,70,75,80,85,90,95
J_040 POKE 55'3.1' 34':? :l:l:6:? U6.; II sound.1,";, P.1. (CHORD> .; 11.1'.1.2 4 1

'

SOUND
..1.060 ? :l:l:6:? :1:1:6 sound 2: P2 (CHORl>lJ ; .. 12 2 11

SOUND
.10S9 ? #6:? :1:1:6; II sound 3: II; P3 (CHORDlJ ; II 2 11

SOUND 99
FOR TO 200:NEKT HOLD

1508 SOUND
J_680 ? #6:? 1=16;"

IF PEEKC53279)<>6 THEN
NEKT CHORD
GRAPHICS .18:? 1=16:? :1:16;.·1 ....
FOR PITCH=255 TO 0 STEP 3,4

2J..20 SETCOLOR 0,PITCH,6:SETCOLOR 1,PITC
H+4 .. 6
2200 ? U6;"SOUND .. .:l.O.l'V
2220 FOR TO 0 STEP -2:S0UND
VOLUME:NEKT PITCH
30000 GRAPHICS O:POKE 82,2:POKE

3:0095 ? •• IIj; ........... Use "'t:he or bu"'t"'ton "1:0":?" :? hig
hligh""t: choice "1:hen ll

3:00_1.0 ? :? .... press "the bu"t"ton. II: FOR HE=O TO a: POKE 53
279,ME'NEKT ME:GOSUB
30020 POSITION sEL SEL:?

'IF BUTTON=7 THEN
GOSU6 32000:IF CHOICE=6 THEN
SEL=SEL+2,IF THEN 30020
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38.138 IF SEL=.13 THEN GOSUB 3.1000, POSITION .1..1, SEL:?
l!W1l,D:J:!j" : GOT 0 30.1 0 0
38.140 IF SEL=.15 THEN GOSUB 3.1000:POSITION .1.1,SEL,?

(iOTO
38.150 GOTO 30.100
3:J.,oeo POSITION .1...1 ..1..1 :? "RERUN THIS :? ,IIRETURN TO
BASIC":? I? ....RUN MENU PAOGRAHII:RETURN
3.1500 TRAP 30000,POKE 20.1,.10,IF SEL=.15 THEN?" ...":?:? L.O
':'DJ:NG HENU":RUN IID:MENU":TRAP 40008
3.1.5.1.0 IF SEL=.13 THEN GRAPHICS 0:7 :? "BASIC":? IIISII; :POKE 75
2,0,TRAP 40000:END
3.1520 TRAP 40000:RUN
32000 GOSUB 32200
320.10 :IF BUTTON<>7 THEN 320
.10
32.100 GOSUB 32200:RETURN
32200 FOR HE=O TO a,pOKE HE'RETURN
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Pres

"PLEASE EN

SPEEI>=";SPEE

11L;j1' : ?7NUM<O OR NUM)Z55 THEN
TO Z55.":GOTO LINE

o REM SPEAKER (c) L6'3'8Z3
5 GOSUB ZO:FOR SPEED=Z1 TO 1 STEP -10: 9 :7
P:JW$(10.10}=CHR$(SPEED} :GOSUB 11
6 FOR WAIT=1 TO 300:NEMT WAIT:NEMT SPEED:GOTO 70
10 JW=USR(APR(JW$}} :RETURN
11 JW$(Z8.Z8}=CHR$(77} :JW$(ZO.ZO}=CHR$(77} :GOSUB 10
1Z JWS(Z8.Z8}=CHR$(61} :JWS(ZO.ZO}=CHR$(61} :GOSUB 10
13 JW$(Z8.Z8}=CHR$(51} :JW$(ZO.ZO}=CHR$(51} :GOSUB 10
14 JW$(Z8.Z8}=CHR$(38} :JW$(ZO.ZO}=CHR$(38} :GOSUB 10:RETURN
ZO GRAPHICS O:POKE 82.Z:POKE 75Z.1:POKE 710.144:7
....... .,. SPEAkER DEMO"
25 POKE 66,..1:? CHR$(2S::J]I :POKE 66 .. 0:? ......... This rou'tine will p
laYl a f'-ou ..... no"t:e ll
30 ? :? c: hard US: i 09 "the C onso 1 e speaker. II :? :?

an'YI key "'to begin ••• II
40 DIM JW$ : JW$="h[J ••"
:POKE 764,255
50 IF PEEK(764}=Z55 AND THEN 50
60 RETURN
70 FOR GUICK=1 TO 4:GOSUB 11:NEMT GUICK

GOSl.IB 800: POSITION '3 .. 20:? ··P r- ess "1::0 ex i 't:",
99 POSITION "Press "1::0 edi-t":POKE
100 IF THEN 200
110 IF THEN 30000
120 POKE 755.1:POKE 755.Z:GOTO 100
zee G05UB 800:? ....... : POKE 7.10 .. .1.6:? :? IIENTER NLlHBE:RS FROM 0 T
o 2'55 [:EI;"jTTa:J•• : POKE 764 255 : POKE 752 .. 9
2.1.0 NUH:=-.1: TRAP '900:? :? "OURATION";: INPUT HUH: (iOTO

220 JW$(10.10)=CHR$(NUM}
:2:30 NLlH::::-.1.: LINE=230 : TRAP "9'00:? :? "SPEAKER ON".;: INPUT HUH: GO
TO
240 JW$(20.20}=CHR$(NUM}
250 NUM::::-J..: LINE=250: TRAP 900:? :? .ISPEt.KER OF-F· I.;: INPUT NUH: G
OTO
260 JW$(Z8.28}=CHR$(NUM} :POKE 752.1
270 GOSUB .10: POSITION 9' .• 20:? I'Press "1:0 repea"t l . : P05ITI
ON 9',2.1:? .IPress -':0 c:on"1:inue· I : P O K E 7_1.0,0
Z80 IF THEN Z70

IF PEEK =6 THEN ", ""''': GOTO 80
300 POKE 755,2:GOTO 280
800 IF THEN 800

RETURN
'00 NUM=INT(NUM} 'IF
TER A NUMBER FROM 0
'9.10 GOTO LINE ... .10
30000 GRAPHICS O:POKE 752.1:POKE 710.48:POKE 8Z.2:POKE

30005 ? .1 ................. Use '1::he or b-I.?l@l.3:...iIj bu-t-.:on "1:0 1. : ? :? hi q
hligh-t your choice below., "1:hen"
309.10 ? :? II .. pr'ess "the bu"t:"'ton. II: FOR ME=O TO 8: POKE 53

ME:GOSUB 31000:SEL=11
30920 POSITION SEL J' SEL:?
30100 :IF BUTTON=7 THEN 30100
30110 GOSUB 32000:IF CHOICE=6 THEN 31560
30120 SEL=SEL+Z:IF SEL)15 THEN SEL=11:GOSUB 31000:GOYO 30020
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IF THEN GOSUB POSITION SEL:? "UJWil';':_i
GOTO

IF THEN GOSUB POSITION SEL:? "!;II':_;".1l!J
lUliluffi.-m" : GOTO

GOTO
3.1.000 POSITION J...:L .. 1..1..:? "RERUN THIS PROGRAM":? :? .. "RETURN TO
BASIC":? :? .... RUN MENU PROGRAH":RETURN

TRAP 30000:POKE 20.1. .. J..O:IF SEL=..1.5 THEN? II",":?:? LO
ADING MENU":RUN "D:MENU":TR""P 40000
3.1.5J..0 IF SEL=..t.3 THEN GRAPHICS o:? :? IIBASIC··:? IIIS".;: POKE 75
2 .. 0:TRAP 40000:END

TRAP 40000,RUN
32000 GOSUB 32200

:IF BUTTON<>7 THEN 320

GOSUB 32200:RETURN
32200 FOR ME=O TO a,pOKE ME:RETURN
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JERRV WHITE [6'3'82]
"BIRTHDAV SONG PROGRAM:":?

o REM HAPPV BIRTHDAV Ccj 1962 BV
ZO GRAPHICS O:DIM NAMES(20):7 :7
:? IIENTER NAME:"; :INPUT NAMES
40 DIM WORDS(20),DISPSC20),BLANKSC20) :BLANKS="

":GOTO 300
100 POKE O,VO,10,8:S0UHD 1,V1,10,4:S0UHD 2,V2
,10,4:50UND 3,V3,10,4
101 IF PEEK(540)<>0 THEN 101
.102 SOUND 0,0,0,0:50UND 1,0,0,0:50U"D 2,O,O,O:SOUND 3,0,0,0:
RETURN
300 READ UO,U1,U2,U3,HOLD,SWITCH,WORDS
310 IF SWITCH=3 THEN WORDS=NAMES:GOTO 360
330 IF SWITCH=1 THEN GRAPHICS 360
340 IF SWITCH=9 THEN 9000
360 LW=LENCWORDS) :DISPS=BLANKS:IF LW>16 THEN DISPS=WORD$:GOT
o 380
370 FP=11-INTCLW'2) :DISPSCFP,FP+LW-1)=WORD$
380 POSITION 0,4:7 U6;DISPS:GOSUB 100:GOTO 300
500 DATA 121,121,243,243,19,1,
510 DATA 121,121,243 .• 243,19,0,HAPPV
520 DATA 108,108,217,217,39.0, HAPPV BIRTH[>2'Ji'il
530 DATA BIRTHDAV
54-a DATA 9.1..,,"9'.1 .. J..82 .. .182" ..
550 DATA YOU
6 0 0 D A T A 12 1 , 1 21 , 2 4 3 , 2.4 3 .• 1 9 , H A"L:LlOIl"Mi"'" '-mn-r;,>r.,]i""'i1
610 DATA 121,121,243.243.19,0,HAPPV
628 DATA .:1..08" .1.08 .. 217 .• 2.17,,3"9 .. 0 .. HAPPV
630 DATA .1.21,.12.1,243,243,39,O,HAPPV BIRTHDAY

-640 DATA
658 DATA YOU
700 DATA
7.10 DATA .12.1,.12.1,243,243,.1.."9,O,HAPPV
720 DATA 60,60,.1..2.1,J..2.1,39,O,HAPPV
730 DATA BIRTHDAY
748 DATA
758 DATA
760 DATA
770 DATA
800 DATA 68,68,136,136,19, 1,
8.18 DATA
828 DATA 72 72, .:1..4.... A .1.44, 3'91 0 A HAPPV
830 DATA 91,91,182,162,39,0,HAPPV BIRTHDAV
e4-8 DATA 81, • .1.21, 162 13'91 .• .:1.., TO
850 DATA YOU

-8000 DATA
GRAPHICS 18.SETCOLOR 2,4,8:SETCOLOR 0,12,6:SETCOLOR 4,4

,0
PO'SI T ION 3: ..... :? #6; uHiAPPV BIRTHDAY"

9200 FOR HOLD=1 TO 500:NEXT HOLD:GOTO 30000
30000 GRAPHICS O:POKE 752,1:POKE 710,48:POKE 82,2:POKE 201,9

30005 ? •• I'iij.,.. ...... Use "t:he [II:A_CIJ:J or bu""t:"t:on "to":? :? •• hig
hli9h"1: choice- be-low .• "'then"
300.10 '? :? .... press "t:he bU"t:"'ton.": FOR ME==e TO 8-: POKE-: 5"3

- 2:79, ME : NEXT ME: GOSUB 31000: SEL =11
30020 POSITION SEL, SEL: 7 ••
30100 BUTTON=PEEK(53279) :IF BUTTON=7 THEN 30100
30110 GOSUB 32000.IF CHOICE=6 THEN 31500
30120 SEL=SEL+2:IF SEL>15 THEN SEL=11:GOSLIB 31000.GOTO 3002:0
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30130 IF SEL.=.13 THEIN GOSUB 3.1.000' .1.1., SEt.:? "[fHI::iT[fC_.
GOTO 30100

30140 IF SEL.=15 THEN 3.:LOOO' POS:ITION .1..1, SEt.:?
lIJlil"lffi.l,lr" , GOT 0 30.1.00
30150 GOTO 30:1..00
3.1.990 POSITION "RERUN "1"":15 PROGRAM":? :? .• "J;!:E:TLlRN TO
BAs:rc":? :? .IIAUM HENU PRO(iRAH": RETURN

31.500 TAAIP'_ ::10000: 20 ..1. .1 .1.9 5EL:::·.1.5 THE:" LO
HEHL"': RUN Ill): MENU" : TRAP 40000

3.1.5.1.0 IF SEL=.l<J: THE:N GRAIPH:rCS o:? :? IIBASIC":? II:IS".;: POKE 75
2,0:TRAP 40000:END
31520 TRAP 40000:RUN
32000 GOSUB 32200
32010 CHOICE=BUTTON:BUTTON=PEEKC53279>:IF BUTTON<>7 THEN 320
10
32100 GOSUB 32200:RETURN
32200 FOR HE=O TO a,pOKE 53279,HE:NEXT HE,RETURN
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o REM JINGLE 1982 BY JERRY WHITE [8/12/82]
20 GRAPHIC5 7:DIM :G05"B
2000:(;OTO 500
100 53760,UO:POKE 53762,Vl:POKE 53764.02:POKE
53766 .•
101 IF VOO THEN LID
J.02 P()Kf 704.VO:POKE 706,U2:POKE 797.U3
110 IF FHEN 110
1.20 POKE 53760.0:POkE 53762.0:POKE 53764,O:POKE 53766,0
130 POKE 704.14:POKE 705.14:POKE 706.14:POKE 707.14:RETURN
300 READ VO.VI.V2.V3.HOLD.5WIICH.WORDS

-340 IF THEN 9500
r n t.P :J:60 .r F ANI) WORDS ::="DASHTNG THRU" THEN '5tOOO

360 IF OR S .....::[TCH::::::2 THEN 400
380 {:HRS(12S1.WORD$:GOSUB 1.00:GOTO 300
400 G05UH 300

BELLS
47.60.81.96.19,0,*

620 DATA
fi25 DA'TA O,O.,O.O.9.2.RE5T

DA'TA 47.60.8,t.96.19,J."JINGL.E BEL_LS
640 DATA
650
655 DATA
660 DATA
670 DATA
680 DATA THE WAY

- 690 DA"I'"A '9 *
700 DA'TA
710 DATA
720 WHAT FUN
730 l)ATA
740
750 DAT'A IS TO RIDE
760 DA'TA .•
770 DA'TA
780 DATA 47.60,81.96,19,0,*

DATA 47.60.81.'6.9,0.IN A ONE HORSE
-800 DATA
81.0 DATA
820 DATA
830 53,64,81,,108,19.1,OPEN SLEIGH

DATA
_850 DATA 53,64,81,108.39,0,*
8S5 DA'TA O.O,O.O.4,2.RE5T
860 DA'TA
870 DA'TA
900 DATA BELLS

DATA
920 DATA
925 DATA
930 DATA BELLS
940 DATA
950 DATA

-955 DATA
960 DATA 47.60.81.96.19.1,JINGLE
970 DATA
?80 THE WAY
990 DATA
992 DATA
994 DATA O.O.O,O,9,2.REST
1000 DATA WHAT FUN
1010 DATA 45,60.72,91.19,0._
1020 DATA
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1030 DATA
1040 DATA

DATA
1060 DATA
1070 DATA
1080 DATA
10'0 DATA
1100
1110 DATA
1120 DATA
1130 DATA
1140 DATA
1200 DATA
1210 DATA

1230 DATA
1240 DATA
1245 I)ATA
1250 DATA
1.260
1.270 DATA
1260 DATA
12'0 DATA
1300 DATA
1310 DATA
1320 DATA
1330 DATA
1340 DATA
1350 DATA
1360 DA"TA
1370 DATA
1,380 DATA
1390
14,00
j,410
J,420
1430 DATA
1440 DATA
1500 DATA
1,510 OA'TA
1520 DATA
1530 DATA
1540 DATA
1545 DATA
1.550 DATA

DATA
1570 DATA
1580 OAT A
1590 DATA
L600 DATA
1,610 Dn"rn
1620 DATA
1630 DATA
1640 DA'TA
1650 nA'TA
1660 DATA
J670 DATA
1,680 DATA
1700 DATA
J710 DATA
J720 DATA
J730 DATA
j740 I:>ATA
J750 DATA
ZOOO J>OKE
623,33

15 TO RIDE

47,60,81,96,19,0,*
47,60.81,'6,1,',0.*
47,60.61.'6.9.,1,IN A ONE HORSE
47.60,8,1,96.9.0.*
40.53.64.81,,1',0.*
40,53,64,81.1',0._
45.53,p64.81.1'.1.0PEN 5l",EIGH
53.64,61.108,19.0.*

THRU

60,60,12,1,121,19,1,THE SNOW

81.'6.121.162.'.1.IN A ONE HORSE
81,96,121,162,9,0,*
81,96,1:21.162,19,0,*
47,47,96,96,19,0,*

51_FIG"
60,60,121,121,19,0,*
72,91,121,144,7',0,.

72,91,121,144,19,1,OVER THE FTFL,DS
45,45.91,91,19,0,*

GO

THE WAY

ON Hoa

o,O.O.O,'.2,REST
81.'6,121.162,19,J.HAKING SPIRI-T5

72.91,12,1.144,,7'.1,.ORIGHT

F'UN IT IS

53,53,1,oa,,10a,,19.1,TO RIDE SING

SI ETGHTNG

752.1,:POKE 559,62:I==PEEK(:L06>-'32:POKE
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2040
2050
2060 OFF5=I*256+1024
2070 HI=INTtOFFS/256) :LO=OFF5,,-HI*Z56
2090
:2 J..0 0 [, T H He. $ C4. '.<) : t1C$ "," h .....

••• : eILE::AR:::::l,151R (He:$:) ....1.024·)1 e (;OTO 1.0000
8000 o ... ... ... END
9000 PO'<:I::: "2:0.:L,.1 a :":;'" CHRS (,:L ::2: S:) ,r NN I'tFf.I'R v CHR:r S "'-l'tA •• :? , •• f'r"'OM ...,Jer

.....h i ·t:e··
9200 FOR HOl.D=O TO 231 S'rE:p O.5:POKE 704.,HOLD:POKE 705 ... HOl_D+

706 ... 707,HOL_D+24:NEXT HOLD
9300 G05UB 20000:POKE 53277 ... 0:GOTO 30000
9500 TIHES=TIHE5+.1:FOR TO 40:NEMT HOL.O:RESTORE :GOTO
300
cl.OOOO PLL$ C1, =CH[<$ : PLL$ C2, c=CHR$ eLL2) : PLL$ C!,. =cCHR$ C
248) : PLL$ (4 1, 4) ::::PLL$ <2.,:2) : PLL$ (5 ... ::::PLL$ (j__ , lJl
J0003 PLR$ CL, =CHR', : PLR$ '=CHR$ : PLR$ C3:, 3) ccCHR$ C3:cl
: P L R $ C<1. , '. > coP L R $ (;2, : P L R $ C5 • = P ER $ C.s., eL
10004 FOR HE=70 TO eL50 STEP

J.,0005 H
E
10006
J0007 PH$(882 ... ... 926)=PL,,RS
L0008 POKE 708 ... 196:POKE 70',72:POKE
201 ....15:POKE 65,O:POkE :GOSUB 20000

SOUND ... O.O:POKE 53761,,168:POKE 53763.164:POKE 53765
,eL64:POKE 53767,eL64
10019 POKE 765 ... 1:FOR X=2 TO 6:A=a*X+80:B=1J,*X:C=60-8*M
10020 COLOR 1:PLOT A-·16.B--13:0RAWTO A.B:PL"OT C-1 ... B
+..1.
1 ..00'30 POSITION C+16, B-"_1.."3 : .1,8.,1::1:6, .1.2, 0, '.'50 : ••
1.0040 COL_OR 2:PLOT A ... B:DRAHTO A 1,B+1:PLOT C,B:DRAWTO C+1.B+
J.. : ()RA .....TO C··_·.J..., B+.:L
1.0042 PL_OT M
10050 COL_OR O:PL_OT a,1,,9:COLOR 3:POkE 765,3:PLOT 90 ... 67
10060 DRAWTO 70,79:P05ITION ...
o, 115:"
10070 COLOR 2:POKE 80.1:DRAWTO 85 ... 10:DRAWTO 83 ...
J_0080 POSTTION 74,,4;:Io(TO LB,1:I:6 ... 12,.0,,··'S:··:ORAIHTO 86,4:I)RAIHTO 7

1. 0

HE ... O:NEXT HE:RETI,IRN

10030 DRAWTO
... .1.3: POKE: 532·7·7,2:
1.1.000 POkE 53249,.116:POKE 53250 ... 132:POKE
J..... _1.46: RETURN
20000 FOR HE::::53243 TO 53251:POKE
30000 GRAPHICS

5325

- 30005 ? Use "the bu·t-,::on '"t:o··:? :? hi q
hI i9h"'t: !lour'" I[:hoice below., "'t:hen··

10 ? :? .... press -the i!-=Sji[;!]},I:i bu"t'"t:_Jn.··: FOR ME=O TO 8: POKE 53
HE:GOSUB 3J.OOO:5EL=11

POS:[TION 5EL:? ..
30eLOO :IF BUTTON=7 [HEN 30clOO

GOSUB CHOICE=6 THE:N 31500
30120 SEL::::5EL+2:TF 5EL.>J.5 THEN SEL=J.1:GOSUB 31.000:GOTO 30020
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30.L30 IF SEL=.L3 THEN GOSUB 3.L000: POSITION .L.L .• SEL:? "lil!lI!lli.::.J
GO TO 30100

30..1..40 IF- SEL::::_1-5 THEN G05L1B 3.:LOOO: POS::rTION J..J.. p 5EL: '?
: GOT 0 30.100

GOTO 30-1.00
3:1900 POSITION .1-.1 J'.1.1:? liRE RUN TH::[S PROGRAM":? :? .P IIRETURN TO
BtII5::[C":? :? J' uRUN MENU PROGQAH": RETURN

31..500 TRAP 301900: POKE 201..l' _1.0 IF SEL=.15 THE:" •• Itj;I.:? :? LO
ADING MENU":RUN ul>:HENU":TRAP 40000
3.1.5..1.0 If' THEN GRAPHICS O:? :? "BASIC":? III'S II .; : POKE 75
2,O:TRAP 40000:END
3.L520 TRAP 40000:RUN
32000 GOSUB 32200
320.L0 :IF THEN 320
j ..O
32100 GOSUB 32200:RETURN
32200 FOR HE=O TO 6:POKE HE,RETURN
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9 REM SILENT NIGHT White [6/3/82]
20 GRAPHICS

40 DIM :BLANk$="
":GOTO 300

POKE 1,V1,10,4:S0UND 2,V2
,10,.:50U"D
101 IF PEEkC540><>0 THEN 101
102 SOUND
RETURN
309 VO,V1,V2,V3,HOLD,SWITCH,WORD$
330 IF 5WITCH=2 THEN WORD$=DI5P$
340 IF 5WITCH=9 THEN 9000
360 :DI5P$=BLANk$:IF LW>18 THEN DI5P$=WORD$:GOT
o 380
370
380 POSITION O,4:? V6;DISP$:GOSUB 100:GOTO 300
600 DATA 81,96,12.1,162,89,1,
E.10 DATA 72,72.,144,144,29, 0, 5ILmaamt
620 DATA 81,96,121,162,59,0,5ILENT
630 NIGHT
649 DATA

DATA 81, 12,1", .1.62, e s , 1",
b60 DATA
!Ej,70 DATA
680 DATA HIGHT
630 DATA
700 DATA 53.,6.,81,.1.08,J..1"9',.1.,ALL
710 DATA 53,64,81,108,59,0,ALL IS
720 DATA IS CALM
730 DATA O,O,O,O,59,2",REST
-;'4-0 DATA 60,8.1,"9'6.,12.t.,.11"9,O,ALL __;,'t.mt
750 DATA 60,8.:L,96,121,59,0,ALL IS liIlI!MlD
760 DATA 81,96,121.162,119,0,ALL IS
770 DATA
800 DATA 72,91,121.144.119,1,ROUND
810 DATA VON
820 DATA
830 DATA 64", 64, ..1.28., 29,0 '"
840 DATA
850 D A T A a "91 6 , _",-:2:..t. '" .1.6:2: , e s ., .1 , I ;. !!L!l!]

DATA 72,72, .144 '" .144., 0, MOTHER
870 DATA 81,96,121,162,59,0,MOTHER AND
880 DATA AND CHILD
699 DATA:
900 DATA
9.1.0 DATA
928 DATA
930 DATA INFANT

DATA INFANT SO
DATA J' 96, .1.2.1, .1.62, S'9', .1.,
DATA

970 DATA AND
980 DATA AND HIL_D

DATA
DATA 53,64,81,108,.119,1,5LEEP
DATA IN

J..020 DATA 45", 53 '" 64 '" 81", 6",.1, HEALlJ#I:I__
0 DATA 5:J 64,61, s.e e , 2"'3',0, HEAUENI ..... :olJ:t\I!l:3

DATA 64,81,108,128,59,0,HEAUENLY
1050 DATA PEACE
1060 DATA 47",60",8.1.,"9'G,1.:l9,O",HEAUENLV PEACE
.1070 DATA O",O,O",O,5'9',2,REST
1100 DATA

PAGE 79



1110 DATA .• [£J
1128 DATA IN
.1..1.38 DATA 8J..,. .106 .. .1.26 .. .1.62., e e , ,1."
1.1.40 DATA 162.182. 0 .•
1150 DATA
1160 DATA PEACE
6090 DATA O .. O,O .. O ..

GRAPHICS 18,SETCOLOR 2.4.8'SETCOLOR 0.12.6'SETCOLOR 4.4
.0
'9'.1.00 POSITION :3" 4.:? #6; "HERRV CHRISTMAS"

FOR HOLD=1 TO SOO:NEXT HOLD,GOTO 30000
30000 GRAPHICS O,POKE 752.1,POKE 710.48,POKE 82.2,POKE

30005 ? •• "' .............. Use t::he or b..,.;iJ:'_JI!§] bu"t'"t:on "1:0":? ••7>- hi9
hligh"t: your choice belOw .. "'then ll
"300.1.0 ? :? II .. press "'the bu-t-t.on. I': FOR ME=O TO 8: POKE 53

HE,GOSUB 31000,SEL=11
30020 POSIT ION S E L • S E L ,? "IllEII["::a-&"iiIj""J)r.J.. ..ilcri.llm,ll··
30100 :IF BUTTON=7 THEN 30100
30110 GOSUB 32000:IF CHOICE=6 THEN 31500
30120 SEL=SEL+2:IF SEL>15 THEN SEL=11'GOSUB 31000'GOTO 30020

30130 IF SEL=13 THE:N GOSUB 31000, POSITION .1. .1.• SEL,?
GOTO 30100

30140 IF SEL'=.15 THEN GOSUB 3.1000' POSITION .1..1., SEL:?
m;;ur;rr": GOTO 30100
30150 GOTO 30100
3J..090 POSITION .1...t. ... ..t..1:? liRE RUN THIS PROGRAM":? :? ,"RETURN TO
BASIC":? :? .. "RUN MENU PROGRAM": RETURN

3.1.500 TRAP 30000: POKE 20.1.. .. .1..0: IF SEL:=:_1.5 T"HEN ? ....... :? :? L.,O
lADING MENU":RUN ul>:HENUII:TRAP 40000
3.1.5J..O IF SEL=J..3 GRAPHICS. O:? :? "BASIC":? "IS";: POKE 75
2.0:TRAP 40000:END
31320 TRAP 40000:RUN
32000 GOSUB 32209
32010 CHOICE=BUTTON:BUTTON=PEEK(53279) ,IF BUTTON<>7 THEN 320
10
32100 32200,RETURN
32209 FOR HE=O TO 6,POKE 53279.HE:NEXT HE,RETURN
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o REM SONG WRITER [6/3/623
REM (c, 1982

20 O:LIST 0.1:? :? "ENTER BEGINNING LINE 50
0:. II:? :? "DELETE LINES 20 & 30 BEFORE TES,TINGi. II
3:0 ? :? UTO RUN THE MENU PROGRAM":? :? IITVPE RUNII;CHA$(34),"
£.: MENU"; CHR$ C34) :? :? "THEN PRESS 1:::I..U!IiE]": LIST 500: END
40 I>IM WORD$C20}.I>ISP$C20}.BLANK$C20}

":GOTO 300
100 POKE 540.HOLI>:SOUND O,VO.10.6:S0UND 1.V1.10.4:S0UNI> 2.V2

101 IF PEEKC540}<>0 THEN 101
102 SOUND 0#0,0,0:50UNO 1,0,0,0:50UNO 2,O,O,O:50UND 3,0,0,0:
RETURN
300 READ VO,V1,V2,U3,HOLD,5WITCH,WORD$
360 LW=LENCWORD$} LW>16 THEN DISP$=WORD$:GOT
o 360
370 FP=11-INTCLW/2} :I>ISP$CFP.FP+LW-1}=WORD$
360 POSITION 0.4:? 100:GOTO 300
500
6000 DATA O,O,O,O,O,9,END
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10 RESTORE 1002:POKE 1000
12 TRAP Q12:GET 22:GC=GC-42:IF

THEN GOTO
IF PXCGC)=02 THEN GOTO

15 SOUND .PM)
CGC)) : Zc=USR CAI>R CPH$) , "'I>R CPL$.). PH) : POKE 0248, PX CGC)
SOUNI> 02.PCGC).010.07:GOTO

22 Z=USRCAI>RCER$).PH) :POKE 702.064:GOTO
25 TRAP 014:Z=USRCAI>RCER$).PH) :SETCOLOR 01.02.012:S0UNI> 02.0

120 GOSUB 4000
J..2.:8 ? "fljj": FOR ME=.JJ.. TO ..J:2:: GC=FILE CHE, Q:2J1 : POKE 540 .• FILE CMF .. 01
) :SOUNI> 02.PCGC).010.015:Z=USRCAI>RCER$).PH) :POKE 0248.PXCGC)

132 PLSC04 .. 04J1=CHP$(PYCGC» :Z=USRCADRCPHS> .ADRCPLSJI,.14 .. PM):?
.. "'t"'- '-NOTI:: U· I ; ME: SOUND 0:2, P (Ge) .. 010 .• 07
134 IF PEEK(0764) <>0255 THEN GOTO

IF PEEK(540)<>02 THEN
J..36 SOUND 02 .. 02 .. 02 .. 02:NEMT HE

N=FILEC02.02) :GOSUB 025:GOTO
150 RESTORE 5000:FOR J=01 TO 020:REAI> GC

SOUNI> 02.PCGC).010.015:PLSC04.04)=CHR$CPVCGC)) :GOSUB 025
: CADR <PHS> .. ADR <PL$) .. _1.4.1' PM.) : POKE 0248 .• PH (GC)
152 SOUND Q2 .. Q2 .. 02 .. 02:NEKT J:GOSUB 025:RETURN
160 K==02: TRAP :L60

POKE 0764.0255:POKE 0766.01:K=K+01:GET GC>47 A
HI> GC<58 THEN N$CK.K)=STR$CGC-48):7 N$CK.K); :GOTO
162 TRAP 165:IF GC=J..55 OR GC=Q27 THEM POKE 0766 ..
":RETURN
J.63 IF GCo=126 ANI> K> THEN POKE 0766,02:? NS CK.
K)="
J..64 N$ (K .. K) = .. II: I<=K·-OJ..: POKE 6"9'4 .• 02: POKE 702 Q64: (iOTO ..t.6..t.
165 TRAP 0101:RETURN
170 TRAP 0764.0255:POKE

IF ANI> THEN POKE 0766.02:RETURN
IF OR GC=027 OR GC=32 THEN POKE 0766.02:RETURN

174 POKE 702.064:GOTO
J_30 N$=.... : K=02 : TRAP :L 9'0

POKE 0764.0255:POKE GC>45
NI> THEN N$CK.K)=CHR$CGC):7 N$CK.K); :GOTO
.1,"92 TRAP .1.9'5:IF GC=_t.55 TliEN POKE II:RETURN

GC=027 THEN POKE 0766.02:N$CK.K)=" ":POP :GOTO
.19'4 IF AND K> OJ. THEN POKE 0766 .. 02:? ..... II; : K=K-OJ..: N$ C:K ..
KJI="
.:L9'5 ":K=K-OJ..:POI<E 6"9'4 .. 02:POKE .1.9'.1-

TRAP
200 5ETCOLOR Q4 .. a
25
2:0J. ? uflii T v PE C TO RE:AD FROM CASSETTE"":? TYPE () TO R-
E':AI> FROH I>ISKETTE"; : GOSUB 70
202 IF GC=027 THEN GOTO
210 IF GC=68 THEN 250
2:.1.2 IF GC <>67 THEN ? (;OTO :2.:00
2::20 ? '"II'j;" INSI:::RT DATA .... PRESS PLAY THEN":? 11 ..._

PRE S S
2:.s0 TRAP 8600: OPEN #04,.0"51' .• 0:2 .• IIC -: .. : TRAP 8000
:2:3.1. ? ·"fIii··;: POKE 0-752 0.1. :? II Itt READING C ..... SSETTE FIL,E"": GET U'04-

.. (2)=N:GET
232 IF N>0400 OR OR X<>OZ THEN 8700
240 FOR TO FILEC02.02) :GET n04.X:FILECHE.02)=X:GET n04

HE:GOTO
250 POKE TYPE DISk FILE :GOSUB .1.9IO:D$
= .. o : .. : DS C:LEN CI>S) +0.1.:) :=N$
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260 TRAP 8600:? POKE Q752 I 0.1.:? u.. N$ : CLOSE
n016:0PEN 8000
262 GET n016,N'GET n016,H'IF N>0400 OR N<01 OR H<>OZ THEN 87
00
264 FILEC02,OZ)=N,FOR ME=01 TO FILECOZ,OZ) 'GET n016,H:FILECM

Z80 NEHT ME:CLOSE n016:GOTO 0101
? ..... 1:>] THE F'J:LE IN MEMORV IS LOST":? .. YOU CREAT

E NEW DATA.":POKE 075Z,01
? TVPE 1 TO CREATE NEW DATA TVPE Z TO

"SAVE DATA FILE II ; :G05UB 0170
IF GC=OZ7 THEN GOTO 0101
GC=GC-48'IF GC=01 THEN N=OZ:FILEC02,OZ)=OZ:GOTO 0300
IF GC=04 THEN 460

2'9'8 ? 111:;3"; :GOTO 238
300 SETCOLOR 04,015,04:SETCOLOR OZ5:IF FILEC
02,OZ)=0400 OR N=0400 THEN GOTO 0400
370 ? ........:: POKE 075Z .•02:? TYPE DURATION C1-120) ITI:4:i!I::I::]?"
; :GOSUB 160:IF GC=OZ7 THEN GO TO 0101
375 TRAP 370:D=VALCN$) :TRAP 014
3"60 D=INT : IF 1><0.1. OR 1»-0.1.20 THEN? "CJII;: GOTO 3-.70
381 POKE 075Z,01:? K$
382 N=N+O.1.:? II.. TVPE NOTE nil; N; : G05UB OJ.. 70
383 SOUND OZ,02,OZ,OZ:TRAP 383:GC=GC-42:IF GC=-015 THEN GOTO
0101
384 IF GC=-010 THEN GC=04:GOTO
385 IF PH (Gel =02 THEN N:::N-Q..1..:? 111:.111 : C';OTO 0300
386 SOUND 02,PCGC),010,O;L5:PL$C04.04)=CHR$CPVCGC» :Z=USRCADR
CER$),PM) :Z=USRCADRCPM$),ADRCPL$),14,PM)
387 POKE OZ48,PHCGC) :SOUND 02,PCGC),010,07,POKE 540,D
388 IF PEEKC&40) <>OZ THEN 388

SOUND
GC,GOTO 0300

FILECN,01)=D:FILEC02,OZ)=N:FILECN,OZ)=GC
400 GOSUB OZ5:? MEMORV DATA FILE FULL TVPE
1 TO CREATE NEW MEMORV DATA
410 ? TVPE 2 TO SAVE MEMORV DATA TVPE 3 TO P
LAV MEMORV DATA··;
4Z0 POKE Q764,OZ5&:GOSUB 0170:GC=GC-48:GOSUB OZ5'IF GC=-Z1 T

GOTO 0101
422 IF GC <Q.1. OR Ge> 0.1.6 THEN ? "[;j•• ; ': GOTO 420
430 IF GC=01 THEN GOTO
440 IF GC=016 THEN GOTO 01Z0
460
075Z,01:IF FILECOZ,OZ)=OZ THEN 8800

46.1. "? II'" TVPE C TO SAVE ON CASSETTE··:? TVPE I> TO S
AVE ON DISKETTE";: GOSUB ..t.-.70
46Z IF GC=OZ7 THEN GOTO 0101
470 IF GC=68 THEN &00
472 IF Ge <>67 THEN "... llLij";: GOTO 460
480 ..... ....... INSERT DATA CASSETTE··:? .... PRESS Rf':C &: PLAV··:?
•• PRE S S lil3JI!Iil1l";
482 TRAP 0..1.. ... : CLOSE U04: OPEN :1:1:04,08,02 .• ··C : •• :? ....... ;: POKE 0752
OJ..:? .... SAVING CASSETTE FILEII
484 FOR ME=OZ TO FILECOZ,OZ) :PUT n04,FILECME,OZ) 'PUT n04,FIL
ECME,01) :NEHT ME:CLOSE n04'GOTO 0101
SOO POKE 0752,Q2:? •• '" TVPE DISK FILE NAHE?··; :POKE
255:GO'SUB
5J..O TRAP SOO:? IIfli"; :POKE Q752,0.1:?.... SAVING u;N$:CLOSE :1:1:
Q16:0PEN
5Z0 FOR ME=OZ TO FILECQZ.OZ) 'PUT U016,FILECME,OZ):PUT n016,F
ILECME,01) :NEHT ME:CLOSE nQ16:GOTO
805 DATA

8J..0 DATA
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:IF JI<OI OR THEN?
4000

ENTER ENDING NOTE""; :GOSUB 160:TRAP 4000:-'2=VA

F

";FI

1=

D

ESC FO

S

PRESS

THERE ARE

PROGRAM.. :H=..t. ... :GOPOSIT:[ON 07 Uf.I!7; "END

THEN POSITION 07 .. It07;"CREATE

829

J.OOO READ

READ 12100

J,003 DATA 20,27,64,170,766,400
1004 GOSUB 03:DIM
5) I [)$ (.14) ., FTLE: (0 ....00" O.-l) .l' K$ (74) • N$ (02:0) : TRAP 0.1.4
1008 K$="", W R T U I 0
G H ...., I( L ... *--
1010 RESTORE 805:FOR HE=01 TO
2:NEHT
1650 POI(E 0248,02:GOSUB ,OOO:POKE 82,04:POKE 83 ,3'
1100 FOR HE=15 TO 02 STEP -0.2:S0UND

SOUND 02.HE.010:NEXT HE
: POKE P1.06
1200 POKE 0248.02:GRAPHICS 01B:GOSUB 12100:SETCOLOR
8:SETCOLOR 02,09,Q10
1.. ? 1:I:07:? U07; -- TYPE ,"07:? 1:1-07;--

GOSUB 023
1. Z. 2: 0 ? "UO 7 :? no 7 ; - - 2: := ... - : :M: = :2:3: : (; 0 "5 U B 02:3::? #Q 7 :? #0
?; " 3= GOSUB 023
J..222 ? UO-7:? n07.; -- 4= H =.1.. 4 : G05UB 023
1..230 CLOSIE 1=1:0.1.: OPE:N UO.!. __ 0'"9 , 0 2 , uK: --: GOSUB 0.170: OP=INT (GC-48)
TF OP <01 OR OP> THEN ? "L;j": GO TO _1.200
J ..:2:40 TRt.l:P IF OP==Q.1. THE:N POSITION (r.7 I no?; .. PLA ..... PIAN
0": )(=:2:'91: 023
J..:2!50 OP=04 THEN PO'5:I:TIOH 07',5:? U07; "READ DATA": )(=23: GOSU
B 0:23
J..260 :£F OP=016
: (;OSUB 023
1270 TF OP=O, THEN
SUB 023
1300 FOR HE=OI TO 020:READ

HE
1310 IF OP=O, THEN POKE 0248.02:GOTO 10300

OLOR 02.02.02:SETCOLOR
2000 POkE 53277,02:PMA=P106--32:POKE 5S"9,62:POKE
02:POKE
2.1.00 PLS=".dllo.-l".".8HHO.": (.OSUB 12100: POKE 53277.016
2200 GOSUB 3_1.000
2266 IF OP<>01 THEN SETCOLOR 01.02.012:GOTO 2500
2268 ? KS:POKE 025

.... PRESS. SPACE BAR FOR REST
R OPTIONS-·;: :J..F HE=-O_1.. THE:N RETI.JRN
22.72 GOTO 2500
2500 IF OP=04 THEN GOSUB 150:GOTO 200
2510 IF OP=OI6 THEN GOSUB 150:GOTO 0300
2520 GOSUB 150:GOTO 012
3000 FOR ME=015 TO 02 STEP -01:50U"0 02,:M: ,O.J..O , M E : N E K T HE:RET
URN
4000 SE:TCOLOR 04..• 5 ,04: SETCOLOR 09., S, 04:? .....
LE <02 .• 02> .; .. NOTES IN HE:HOR ..... : POKE 0-764 0255
4010 .IF FILE =02 THEN ? "L;j": FOR J1=02 TO 100, NEXT -'1' J

0764.0255:GOTO 7000
4020 ? ENTER STARTING NOTE""; :GOSUB 160:IF GC=0:27 THEN G
OTO
4030 TRAP
"[>'1"; : GO TO
4-040 ? :?
L
4860 IF -'2 <.JI OR -'2 <01 OR J2> FILE C02, THEN ? "L;j": GOTO 408
o
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8

T

TO

TO

TO

TO

4

4

ME:RET

TYPE

TYPE

TYPE

TYPE

02:.f 04, HE: NEWT-01:S0UND

GOTO n101THEN

STEP

TO 200:NEXT ME:RETURN
.f "FTLE NOT FCOUND": CLOSE

IF PE-:EK C,:L9S)
GOTO 8700

ME=c01.2 TO 02

4080 014:RETURN
5090 DATA
1 ..• 0
7000 J2=02:SETCOLOR 0752,0
1:GOSUB 7000
7005 ? .. TYPE _1. TO PLAV KEVBOARD
READ A DATA FILE"
7010 ? TYPE 3 TO NEW FILE
END TUIS
7020 GOSUB :IF OP=-21 THEN GOSUB 025:GOTO
0101
7022 IF' OP <01 OR OP) THEN ", GOTO 7020
7050 IF OP=01 THEN ME=-01:7 09 :GOSUB 2268:GOTO 012
7060 IF OP=04 THEN 200
7070 IF OP=016 THEN N=02:GOTO 0300
7072 IF OP=016 THEN
7080 IF OP=09 FILEC02,02)=02 THEN 1310
7090 ? 11"'11;: POKE Q"752, 0.1.:? TVPE J.. TO SAVE: HEMOR ...• DATA"
:7 TyPE 2 TO END THIS PROGRAW',GOSUB 170:GC=GC-48
70'.1. IF GC=-21 THEN GOTO 0101

IF GC=01 THEN 200
7094 IF GC=04 THEN .1.3.1.0
70"9'6 ? .. •• ;: GO-fO
7100 J2=02:SETCOLOR 0752,0
1:GOSUB 0101
7105 7 "I'; TYPE.1 TO TO MEMORY
SAVE MEMORV DATA"
7110 ? TYPE 3 TO MEMORY
FTJoC MEMORV DATA" ,;
7120 GOSUB 0170:GC=GC-48:IF GC=-21 THEN GOSUB 025:GOTO 7000
7122 IF GC <01 OR GC:> 09 THEN 7 "1;;]";: GO TO 7120
7130 IF GC=016 THEN GOTO 0120
7140 IF GC=04 THEN 460
7150 IF GC=01 THEN N=FILEC02,02).GOTO 0300
71.60 SETCOLOR 04,9,O':SETCOLOR 0752,02:? ••
HERE ARE C02 .. 02:) ; II NOTES IN MEMOR .... ••
7_1..62 IF FTLE C02 .. (2) 025: POKE 0"752.0_1.:? GOS
UB 8500:GOTO 0101
7J.65 ? TYPE NOTE NUMBER TO BE FIXED".:: GOSUB 160
7179 TRAP 7.:L60:IF GC=027 THEN GOTO 010.1.
7176 ,TRAP 014:IF FN)FILEC02,02) OR FN<O
J. OR FN)0400 THE:N 7 :GOTO 7J60
7:2:00 '> 1I1tj;1I.;: POKE 0·75:2 ,f 02:? TVPE [)UR.:kTION (.1-.1:2:0' RETURN?

7200:GOSUB :TRAP 0.14
7210 D=INTCD) :IF D<01 OR D)Q120 THEN 7 "1;;]"; :GOTO 7200
7230 POKE 0.1 :? KS:? "" TVPE NOTE U .. :; FN:; ':0GOSUB 0.170;, P
OKE 0752,02:
7240 SOUND 7240:GC=GC-42:IF GC=-015 THEN GO
TO 0101
7245 IF GC=-010 THEN GC=04:GOTO 7290
7250 IF PM (GCl =02 THEN N=N--O.1:? "[:j,-j": (-iOTO 0.10.:L
7255 SOUND 02,PCGC),0.10,0.15:PL$(04.,04'=CHR$(PY(GC) :Z=U5RCAD
RCER$),PM)
7260 POKE 0248,PXCGC) :SOUND 02,PCGC),010,07:POKE 540,D
7265 IF PEEKC540)<)02 THEN 7265

SOUND 02,02,02,Q2:FILECFN,02)=GC:FILECFN,Q1)=D:GOTO 010
J.
8000
81.00
8200
URN
8500 FOR ME=02
8609 ? '."'I:J":?
500:GOTO 0101

PAGE 85



8790 ? .....[;311:? "IIBAI> DATA FILE II : CLOSE 11016: CLOSE 1:1:04: GOSIJD 85-
90,GOTO 0.19.1
6800 ? .IIIiiGjIl:? .110 RECORD'S GOSUB 8500: GOT 0 010.1.
'999 GRAPHICS 0.18:P.106=PEEKC.106) :POKE 70'.0.12:POKE 7.1.1.56'PO
KE 7.10 • .106:GOSUB .12.100
'980 PMA=P.106-32,POKE 55'.62,POKE 704.4.1
:PM=CPMA+0'>*256
, .1 3 0 E R s = ,. h ,
'.140 P M$ ="hh:"(]lh::"l:3h

POKE 53277.,0.16
Z=USR (ADR (ER$) .• PH) : POSITION 0"9' .. f.l4:? 1:107 ,j: II L VER I NOli

'2.10 PL$=".do9o•• 1 11'1'1'1'1 1 'PL$C04.04>=CHR$C40> 'POKE 024
8.80
'220 FOR ME=30 TO 064 STEP 04,PL$C04,04>=CHR$CME> ,Z=USRCADRC
PHS) .. ADR CPL$]1 ... PH) : NEHT ME: POSITION 0"9' .. 04:? :t:I07; lip"
'230 GOSUB 03:FOR ME=064 TO 80 STEP 04,PL$C04,04>=CHR$CME> ,Z
=USRCADRCPM$>,ADRCPL$>,2.1,PM> 'NEXT ME
'235 FOR ME=80 TO .136:POKE OZ48.ME,NEXT ME:FOR ME=80 TO 064
STEP -04,PL$C04.04>=CHR$CME>
'240 Z=USRCADRCPM$>,ADRCPLS>,Z.1,PM> :NEXT ME:POSITION 0.1.1,04'
? 1:1:07; IIp ll : GOSU,:J; 03: Z==USR CADR CI::R$); .. PH) : POKE 0:248 .• 02
'250 PL$=...do9o....... ..... :PL$C04,04>=CHR$C064> :POKE 02
48 .. "9'6
'260 FOR ME=30 TO 064 STEP 04,PL$C04.04>=CHRSCME> :Z=USRCADRC
PHS) .f ADR CPL$) .. 0:20" PH) : NEHT HE:: POSITION 07 .. 04:? UO?; "A"
'270 GOSUB 03:FOR ME=064 TO 80 STEP 04:PL$C04.04>=CHR$CME>:Z
=USRCADRCPM$>,ADRCPL$>,020.PM> :NEXT ME
'280 FOR ME=,6 TO .152:POKE 0248.ME,NEXT ME:FOR ME=80 TO 064
STEP -04:PL$C04,04>=CHR$CME>
'285 Z=USRCADRCPM$>.ADRCPL$>,020,PM> 'NEXT ME:POSITION .13,04'
? 1=107; "All: GOSUB 03: Z=USR (ADR CER:$) .. PM): : POkE 0248" 0:2
'9308 ? U07:? U07; II FOR ME:::::2:50 TO 02 STEP -0.1.
O'SOUND 02,ME.0.10.0.10:NEXT ME

SOUND 02.p 0:2 .. 02 .. 0:2: POSITION .. 07:? h:tl7; I,"": GOSUD 03: POS
TTION 5" 07 :? :1*07.; "m" : 03
9'320 POSITION 07 .. 07:? :h-tl7; "rilIlI : GOSUB 03: POSITION 7 .• 07:? II
[jill: GOSUB 03: PO·S:I:TION 08.p 07 :? :«:1:07.; 111"]11 : GO-SUB 03
9'3'30 POSITION 0..1.0 .. 0",7:? :nO "7 ; ..t!!:".: GOSUB 03: POS.".£TION 0.1..1. .. 07:? 110
7; GOSLIB 03: POSITION 0.1.2: .. o-;·:"? n07; "0··
'9'340 GOSUB 03:POSITION .1.3 .. 07:? :h07;lIil":GOSUB 03
9400 PL$=".do9o•• •• I I ...... ..... : POKE 704., U.1:2: PL$ C04, (4) =GHR$
C.1:28> 'POKE 0248.88
'4.10 Z=USRCADRCPM$),ADRCPL$>,UZO.PM>
'430 FOR ME=.128 TO .144 STEP 04:PL$C04,04>=CHR$CME> :Z=USRCADR
CPM$>,ADRCPL$>.OZO,PM>,NEXT ME
'440 FOR HE=88 TO .160:POKE 0248.ME:NEXT ME
'450 FOR ME=.144 TO 128 STEP -U4:PL$C04.04>=CHRSCME> :Z=USRCAD
RCPM$>,ADRCPL$>,020.PM> :NEXT ME
'9460 POSITION Q.1.O .. 0'7:? :1:1:07; "wh :I. "t:e": GOSUB 03: Z=USR (ADR (ER$]I "P
M> :POKE 0248,02:POKE 53277,02:RETURN
19000 DATA 40,20,,2:'9',.1.0,,3.1 .. .1.0 .. .. .1.O,,47 .. 20 .. 0 .. .1.0,40,.1.0,2'9'

.. 31 .. .1.0,35,,.1.0 .. 33 .. 10,3.1. .. 20,O .. 10
10.1.00 DATA 3.1. .. .. .1.0 .. 40,.1.O .. 35,10,40 .. 4 .. 40 .. .. 3.1.,,4 .. 40 .. .1.0
.. 35,.1.0
.1.0200 DATA 40,4 .. 37,,4 .. 35 .. 4,,3.1.,,4 .. .. 23,4 .. 26,,4 .. 2' .. 4,,35,4 .. 40 .. 4
.. 2'9'"4,,26,,.1.0,,23,.1.0
.10300 RESTORE .10000:GRAPHICS U.18:SETGOLOR 0.16,5,0.10:? n07,?
U07 :? :l:l:07:? 1:I:0"7.j:·· "t:ha"t: • s" :? n07:? 1=1:07; II ALL"
J..0400 ? 1:IQ7:? no?; II .. : TRAP
10500 READ 02,ME,0.10.010:SETGOLOR 0'
.. ME .. 04
.10600 IF PEEKC540><>02 THEN .10600
.1.0700 SOUND 02,02 .. 02,,02:GOTO
10'" POKE .106,P.106:END
..1. .1.090 ? .'''ii(J'' ERROR II; PEEK (.1. 95]1 ; II AT L.INE ., ,; PEEK <:.1.86]1 +PEEK (.1.
87> *:256,? ,? .. PRESS START F·OR OPTI:ONS"
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IF PEEK(53273)<>07 THEN
TRAP 7000
POKE

31000 TRAP 3.1.300:CLOSE UQ.1.:0PEN U:Q.1. .. .. "I>:PIANO.SCR"
POKE 850,7:POKE 852.244:POKE 856.2

55:POKE 857 .. 255
3.1.200 .. 16) :CLOSE UO.1.:0PEN .. 02 .. "I<:"

COLOR 2:PLOT
GRAPHICS 02:? :? "UNABLE TO LOAD PIANO SCREEN FROM DIS

K.II:END
3: 2 0 08 RE H N;f"WN_14 l;ya:llt¥MilfJ ........-1.], .....
[s_UI#U;.....
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ATARI BASIC CHORDS

I CH0 RDI DIST FIRST THIRD FIFTH DIST FIRST THIRD FIFTH

A Hajor 10= H1 111 96 12= 75 60 51

A Hinor 10= H1 121 96 12= 75 63 51

At or Bb Hajor 10= 136 108 91 12= 72 57 18

At or Bb Minor 10= 136 111 91 12= 72 60 18

B Hajor 10= 128 102 85 12= 67 52 15

B Hinor 10= 128 108 85 12= 67 57 15

C Hajor 10= 121 96 81 12= 63 51 12

C Hinol' 10= 121 102 81 12= 63 52 12

ct or Db Hajor 10= 111 91 76 12= 60 18 10

ct or Db Hinor 10= 111 96 76 12= 60 51 10

D Hajor 10= 188 85 72 12= 57 15 37

0 Hinor 10= 108 91 72 12= 57 18 37

Dt or Eb Hajor 10= 182 81 6B 12= 52 12 36

Dt or Eb Iiinor 10= 182 85 6B 12= 52 15 36

E Hajor 10= 96 76 61 12= 51 10 33

E Hinor 10= 96 81 61 12= 51 12 33

F Hajor 10= 91 72 60 12= 18 37 31
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ATARI BASIC CHORDS
(Continued)

I CH0 R0 I DIST FIRST THIRD FIFTH DIST FIRST THIRD FIFTH

F Minor 10= 91 76 60 12= 18 10 31

Ft or Gb t1ajor 10= 85 68 57 12= 15 36 30

Ft or Gb Minor 10= 85 72 57 12= 15 37 30

G t1ajor 10= 81 61 53 12= 12 33 28

G Minor 10= 81 68 53 12= 12 36 28

Gt or Ab t1ajor 10= 76 60 50 12= 10 31 26

Gt or Ab Minor 10= 76 61 50 12= 10 33 26
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