


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 to:
SWIFTY SOFTWARE, mc,, 64 Broadhollow Road, Melville, N.
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 SWIFTY SOFTWARE.

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 above limitations and exclusions may not
apply to you.
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J•EY-Y-y Thit’

PLATER PIAJO

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
manual 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 commands and of music,

generally. These programs are designed to aid the

person who desires to learn to create music and various
sound effects using ATARI BASIC.
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SYSTEM REQUIREMENTS

Minimum RAM: 16K Cassette 24K Disk

ATARI BASIC Language C artridge
ATARI 810 Disk Drive

or

ATARI 410 Program Recorder

One ATARI Joystick

Any ATARI or equivalent printer: optional

PLATER PIAJO

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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FALF?r i:

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,

CHORDS 12 & 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

CHAPTER 1 STARTING UP

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 z: 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 optionally 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 START key to rerun the

current program, return to BASIC as in the cassette

versions, or RUN the disk MENU program.

Use the [i]eIi11 or;1] SELECT;0] button tO

highlight your choice below1 then

press the EIIi button.

RERUN THI5 PROGRAM

RETURN TO A5IC;1]

RUN MENU PROGRAM;0]

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 SOUNDEMO PROGRAM

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

compuker 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 pitch value makes the sound deeper 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 clear
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 through 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 instructions on
the screen, lust make sure you are not using lower case
or inverse video.

1 II LI IIE cc lb1I1cM i

I1L IC?

1=XMCFIEcbIE ixici-i

FErcI-I

Ixw

iXF

‘cDL

=M13 icuME

IEzIEMI 13F

5OUMI LE.JI Z

Figure 2 - SOUNDEMO Screen

If you look at the SOUNDEMO program listing, you will
find the program to be small and simple. The variables
P=Pitch, D=Distortion, and V=Volume.

Note that the program looks at location 764 to find the

internal value of the last key pressed, and reacts
accordingly.
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CHAPTER i: 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 of
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 “X=5 written down, Then if BASIC told

you that X=X+1, draw a line through “X5” and write
x =611,

You 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 IITARGETH 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 IIBOMBH is

displayed on the screen along with B$(1,4). B$ contains

30 blanks, so B$(1,4) is equal to four blanks. 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 “TARGET.” 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 wher 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.

N
N
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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.

d

/

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 understand, 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

Page 13



<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 within 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.

-)

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. This program uses what is called a

C
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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 ‘1jiffy.”

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, T19. The countdown

timer will immediately begin decrementing the value in

location 540 at the rate of 60 per second, Also 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 1/3 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.;1]

FORNEXT PRORAM VARIiBLES:;0]

DIST=DISTORTION variable (0 thru 14)
even numbers only1

PITCH=any number from 0 thru 255.
We Will change the pitCh ifl loop L2.

LIzOuter loop I VOLUME.
Type any integer from 0 thru 15
At prompts FROM, TO, and STEP.

L2zlnner loop 2 PITCH.
Type any number from 0 thru 255
At prompts FROM, TO, and STEP.;1]

RRESS ANY KEY TO BEGIN;0]

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.;1]

SOUND TEST;0]

TYPE DIST ?IB

TYPE 11 FROM ?15

TYPE LI TO

TYPE Li STEP ?—O5

TYPE 12 FROM ?iOO

TYPE 12 TO

TYPE 12 STEP ?—iOI

Figure i - FORNEXT Screen 2

The first prompt asks you to “TYPE DIST”. DIST is the
distortion level to be used, Enter “10”.

The second prompt asks you to “TYPE Li FROM”. Li is

the outer 1oop and will control volume, FROM indicates

the starting volume, Enter “i5”.

The third prompt asks you to “TYPE Li TO”. 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 “0”.

The fourth prompt asks you to “TYPE Li 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 “100”.

The sixth prompt asks you to “TYPE L2 TO”. This is the

ending value of our pitch, Enter “10’.

The seventh and final prompt asks you to “TYPE L2

STEP”. We want the pitch to go from 100 to 10 rather

quickly. Enter “—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.;1]

YOUR SOUND 5UBROUTINE:;0]

101, FOR 11=15 TO B STEP —05
102 FOR 12=100 TO 10 STEP —10

1O NEXT L2

104 NEXT LI

105 RETURN;1]

TYPE I TO 5VE 5UBROUTINE

TYPE 2 TO PRINT 51JBROUTIN
TYPE TO REPEAT SUBROUTINE

TYPE 4 TO ENTER PRMETER5

TYPE 5 TO RUN MENU;0]

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 interrupts 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 routine 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.OS

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 CHORDS 12. 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 highest
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.

Page 22



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.

THE C SCALE

CD E FG AD C
PRESS ANY KEY TO CONTINUE.

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, F*, 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.

THE C MAJOR CHORD

C+E+ G

PRESS ANY KEY TO CONTINUE1

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 8 THE SPEAKER PROGRAM

As if having four sound channels weren’t enough, 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$(253) or by pressing the CTRL and the number 2 key
in immediate mode.

Do you want a different speaker sound? Try these lines
of BASIC in immediate mode, one at a time:

POKE 66,1:PRINT CHR$(253:PoIcE 66,0

FOR TIME=O TO 9:POIcE 53279,0:NExT TIME

FOR NUMBER=O TO 255:POKE 53279,NUMBERNEXT
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 I’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 e TO 255 lII1III

DURATION?20

SPEAKER ON?80

SPEAKER OFF?50

Press OPTION to repeat
Press;1] 5TRT;0] to continue
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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
Kxxxxxxxxxxw

>576O=O
5761=O

5762=O

576=O

5764=O

5;765=o

5766=O

5767=O

5768=O

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 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, 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 the BASIC knowledge you will

need to create other singalong songs.

BIRTHDAY uses four string variables. NAMES 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, Vi, V2 and V3. We will also read data

to be stored in the variables HOLD, SWITCH and WORDS.

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. WORDS 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, KNAMEW, If SWITCH=1 then I want to clear

the screen, and go onto line 360. If SWITCH9 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 DISP$. 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 lines 100 and

102 and the reading of Vi, 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 Vi, 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 and

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
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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 progr4rn to be 100% 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 C”
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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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i’r ii:

PLATER PIAIO

CHAPTER ii OVERVIEW

Here’s a program that turns your ATARI Home Computer
into a twenty—note minipiano. Everyone can enjoy this
versatile program, regardless of musical ability or
training, PLAYER PIANO can also introduce young
children to computer applications beyond game playing.

This automatically loaded program displays the twenty
black and white piano keys, and a musical note symbol
jumps across the keys as you play your tune, The
computer keyboard keys corresponding tb the piano keys
display in the lower part of the screen, With PLAYER
PIANO, you create tunes by pressing a key, causing the
note to play until you press either another key or the
space bar to rest the note, A series of menu options let
you save your tune as you create it, modify it as desired
(now or later), play all or part of it back at any time,
and store it on cassette or diskette for recall at a later

time, You can build tunes having as many as 400 notes,

composed of whole, half, quarter, and eighth notes, and
having a variety of tempos,

An auxiliary program lets you display on your TV screen
or print a data listing of your longer, more complex
songs for analysis and modification,
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THE SPECIAL FUNCTION KEYS

The only function keys that PIANO PLAYER uses are

<ESC>, <DELETE/BACK 5>, 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 5> KEY

Use the <DELETE/BACK 5) 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 5>

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 qj loaded
with PLAYER PIANO on the initial 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: USING PLAYER PIANO

iiii III; ii::: ii::’ II’ ii:::

H P

A SD F

PRESS SPACE BAR FOR REST

PRESS ESC FOR OPTIONS

T U 10

G NJ K L

PLAYER PIANO MENU

The program’s menu looks as follows:

TYPE OPTION NUMBER

PPLAY PIANO

2=READ DATA

3=CREATE DATA

i=END PROGRAM

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 utility program, FILEDUMP, described in a
later section, created this chart.)

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 i TO FIX MEMORY DATA

Pressing the <ESC) key again displays the second
suboption menu:

TYPE 1 TO PLAY KEYBOARD PIANO

TYPE 2 TO READ A DATA FILE

TYPE 3 TO CREATE A NEW DATA FILE

TYPE i 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 Suboption 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 memory, we can in this case use either

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) [RETURN]

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 1/2) second, Duration always

represents sixtieths of a second. (See the section on
“Advanced Information” for a more detailed discussion

about selecting duration.) 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 $1?

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 sub option to repair the
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damage. Use the <ESC> key to re—display the Suboption

1 display and type a 4 to select the FIX MEMORY DATA

suboption. The prompt (“*“ represents a number):

THERE ARE $ NOTES IN MEMORY

TYPE NOTE NUMBER TO BE FIXED

asks you which note number you want to fix, Type the

appropriate number and press the <RETURN> key.

Before you enter too many notes, it’s helpful to replay

the notes often as you add data. If you do make a

mistake, finding and correcting the data is much easier

while it’s still fresh in your memory. Referring to the
BIRTHDAY chart, enter the first seven notes and then

press the <ESC> key to return to the Sub option 1

display. (Note: On the BIRTHDAY chart, NOTE *7 is

SF, meaning SPACE BAR. Between the sixth and eighth

notes is a full second rest, So, type the duration of 60

and press the SPACE BAR for NOTE *7.)

PLAYING BACK NOTES STORED IN COMPUTER MEMORY

Let’s play what we have so far, Type 3 on the

Suboption I display for PLAY MEMORY DATA. The

7
7-

A SUGGESTION
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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 *400, the limit for notes saved

in computer memory). The program now plays the seven

notes. If they sound like “Happy Birthday” to you,

continue adding data using the ADD DATA TO MEMORY

suboption (press the ESC key to obtain the suboption

displays.) If some notes sound strange, locate the

wrong one(s) 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 “C”

for “cassette” or a”D” 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.

Importanti DO NOT try to save your files on the

original PLAYER PIANO diskette, which 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.
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CHAPTER ii: 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 wholeH note. In the

BIRTHDAY song, the whole notes are those with a

duration of 60. Those with a duration of 30 are HhalfR

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 so, 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 same 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 so 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 uD:FILEDUMP 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 C LOAD

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--KEYC ODE 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 SPACE BAR keycode (which saves a

little memory in the PLAYER PIANO program by keeping

smaller the array of keycodes and their corresponding

sounds and screen positions.)

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 EAR

(keycode of 2). The keycodes for the notes, from

lowest (far left A) to highest (far right E) are as
follows:

A At B C CI DI D DI E F

23 i5 11 26 iO 28 12 29 30 13

C CI A Al B C Cl D Dl E

32 31 33 37 31 17 3 1 19 0
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o REM OIJNDEMO (c) 1982 by Jerry Hhite[6/3/871

100 P100:D10:Vt2:GRAPHICS 17

120 ? 1*6:” 1*6;” jt[[soundWiEiJJjjfljfl

1/0 1*6:” *36;’ CTCTRL kEY’

4 lb ? 116:” *36 ;‘ S.I4afljjaafl471

1 60 116 : ‘ [*6 ; _____________________

1 *30 7 1*6 : 116;” r!afl4gJ-g,--I,r

200 7 *36:? 1*6; “C T

2’ 70 “ 1*6:” 1*6;

740 ‘ 116 ;“ *36; • C T

2’ 60 116: “ *16; 6ta:ta!xuJ”

260 ‘ 116:? 136 : ‘ LaEIXr SiXI1!”

320 POS[IION 2,22:” fl6;”soind 0,;P;”,;D;,”;V;”“:SOUND

0,P,D,V:GOTO 400

340 POSITION 2,22:” I*6;”sound 0,0,0,0 “:SOUND 0,0,0.0

400 POKE 764 255

470 11- PEEK (/64) =10 AND P <255 THEN PP+1 : 6010 320

440 IF PEEK(764)z1S8 AND P>0 THEN PP—1:GOTO 320

460 [F PEFK(764)-16 AND 0<15 THEN 00+1:GOTO 320

480 IF PEEK(764)=144 AND 0>0 ‘THEN VV—1:GOTO 320

500 IF PEEK(764)-t58 AND D<14 THEN D=D+2:GOTO 320

520 IF PEEK(764)=L86 AND D>0 THEN D=D—2:GOTO 320

540 IF PEEK(764)33 THEN 340

560 1F PFFK(764)z42 OR PEEK(764)28 THEN 30000

580 GOTO 420

30000 SOuND 0 , 0 , 0 • 0 : GRAPHICS 0 : POKE 752, 1 : POKE 710, 48 : POKE 8

7,2:POKE 201,9

30005 7 “444 Use the r.ian’uj or button to”:? :7 “ big

hlight ‘jour choice below, Then”

30010 7 :“ “ press the flJTJJ button.”:FOR ME=0 TO 8:POKE 53

279,HF:NEHT ME:GOSUS 31000:SELII

30020 POSITION SIEL,S1L :7 “4j1UaIS2Ifl:r!fl”

30100 SIITTONtPEEK(53279) :IF BUTTON7 THEN 30100

30110 GOSIIS 32000:IF CHOICE6 THEN 31500

30120 SELSEI 42:IF SEL>15 THEN SELII:GOSUB 31000:6010 30020

30130 IF SEL=13 THEN 60506 31000:POSITION 11,SEL:? “a4L’i:Uad

GOTO 30100

30140 IF SEL=15 [HEN 60506 31000:POSITION 11,SEL:? “I:11U34ZI11

______

6010 30100

30150 6010 30100

31000 POSITION 11,11:? “RERUN THIS PROGRAM’:? :? ,“RETURN TO

BASIC”:? :7 ,“RUN MENU PROGRAM”:RETURN

31500 TRAP 30000:POKE 201,10:IF SELI5 THEN ? “s”:? :? ,“ LO

ADING HENLI”:RIJN ‘‘D:MENU”:TRAP 40000

31510 IF SEL=13 THEN GRAPHICS 0:? :? “BASIC”:? “IS”; :POKE 75

7,0:TRAP 40000:END

31520 1RAP 40000:RLIN

37000 60506 32200

37010 CHOICF:-6UTT0N:flLITT0NPEEK(53279) :IF BUTTON<>7 THEN 320

I0

/2100 60506 37200:ItEIURN

S7700 FOR MF=0 TO 8:POKE 53279,ME:NEHT ME:RETURN
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o REM EFFECTS CC) 1962 by Jerr’y I.lhi-te [6/3/82]

100 GROPHICS 18:POSITION 7,4:” tt6;OUND:POST1ION 6,6:? t16;

•44: GOTO 120

110 POKE 53766,1:POKE 53769,t:RETURN

10 FOR X=i0 TO 100 STEP 2:SOUND 0,X,iO,X/10:GOSLIB 110

130 SOUND i,C+2.i0,X/i0GOSUB 110

140 SOUND 2,X+4,iO,X/10:GOSUB 110

150 SOUND 3,(+6,10,X/i0:GOSUB 110

160 SETCOLOR O,X,i0:SETCOLOR 4,X,2:SETCOLOR 2,)C+4,1O:NEXT X

170 FOR x=ieo TO 0 STEP —2

180 SOUND O,X,i0,N/i0:GOSU6 110

1 90 SOUND I, )4+2 10, X/i0 : GOSUO 110

200 SOUND 2,X+4,i0,X/10:GOSUB 110

210 SOUND 3,N+6,10,N/i0:GOSUB 110

220 SETCOLOR 0,X,IOzSETCOLOR 4,X,2:5ETCOLOR 2,X+4,1O:NET :

C.OTO 260

230 FOR V=10 TOO STEP —5:SOUND 0,4,13IJ:SOUND 1,2,8,V:NEXT

U: RETURN

240 FOR U=14 TOO STEP —O.5:SOUND O,13,4,U:NE)CT U:RETURN

250 FOR OFF=O TO 3:SOUND OFF,O,O,O:NEXT OFF:RETURN

254 REM

255 REM

256 REM

260 GROPHICS 18:SETCOLOR 1,4,B:POSITION 8,3:? U6;b ;:GOSUB

240:” It6;y:GOSUB 240:SETCOL.OR 2,7,6

270 POSITION 7, 5 : ? 6 ; ; : GOSUB 240 : ? t16 ; : GOSUB 240 : It

6; ; : GOSUB 240 : ? 6 ; : GOSUB 240 : ? It6 : (OSI1B 240

280 POSITION 7,7:? 6;’I.C;:GOSUB 240:? It6;H:GOSUB 240:? It

6;I :GOSUB 240:? It6;T; :GOSUB 240:? It6;E:GOSUB 240

285 DIM LS (40)

290 FOR ME=15 TO 0 STEP —O.5:FOR JM=6 TO 0 STEP —1:SOUND O,J

H,2,MF:NEXT JM:SETCOLOR 4,4,ME:NEXT ME

300 FOR ME=1 TO 1O:FOR U=j.4 TOO STEP —2:SOUND O,2,2,U:SOUND

1,O,4,V:NEXT U:NEXT ME:? CHR$(253)

310 DIM 65(30) :65=

320 GOTO 350

324 REM

325 REM

326 REM

330 FOR PITCH=O TO 240 STEP 5:SOUND O,PITCH,O,14—PITCH/20:SO

UND i,PITCH,8,14—PITCH/20:NEXT PITCH:RETURN

340 GROPHICS O:SETCOLOR 1,O,6:SETCOLOR 2,0,O:SETCOLOR 4,0,0:

POKE 752,1:RETURN

350 GOSUB 340:POSITION 15,21:? TORGET

360 FOR PITCH2O TO 200 STEP 2

376 POSITION 16,PITCH/1O:? 65(1,4) :POSITION 16,PITCH/1O--1:?

65(1,4) POSITION 16,PITCH/10:? BOMB

380 SOUND O,PITCH,1O,2:NEXT PITCH

390 GROPHIC5 O:POKE 752,i:SETCOLOR 1,8,8:POSITION 15,21:” T

T:POKE 755,4

400 POSITION 16, 22 : ? O E : POSITION 17, 23 : ? RG

410 FOR PITCH=20 TO 200 STEP 2:SOUND O,PITCH,0,1O—(PITCH/20)

420 SETCOLOR 2,4,iO—(PITCH/20) :NE)CT PITCH

430 POKE 755,2:FOR 1401T=t TO 200:NE)CT MOlT

434 REM

435 REM

436 REM

440 GROPHICS 21:SETCOLOR O,j,j4:COLOR 1:PLOT 5,5:DRAI’ITO 75,3

0:GOSUB 330

450 GROPHICS 21:SETCOLOR O,2,14:COLOR 1:PLOT 75,5:DROHTO 5,3

O:GOSLIB 330

460 GROPHICS 23:SETCOLOR O,3,14:COLOR 1:PLOT 5,5:DFIOHTO 150,

60:GOSUB 330
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470 GRflPHICS 23 : SETCOLOR 0, 4, 14 COLOR I : PLOT 150, 5 : DRAI4T0 5,

60:GOSUB 330

480 GROPHICS 0:SETCOLOR 2,6,o:POKE 752.1

484 REM

485 REM ::::::;I4e4fl1as:::::

486 REM

490 DIM HIS (12) , H2S (10) , H3S (10) , H4S (tO) • HSS (10) ,ti65 (10) • H7S c

10)

500 H1S=

510 H25=

520 H3S

530 H45=

540 H5S= e

550 H65= x •.

560 H75= — —+ —

570 SOUND 2.240,12,4

580 X2:FOR V10 TO 0 STEP —I:POSITION X,10-tV:?

:GOSUB 230

590 POSITION X • 5+’ ? HIS POSITION X , 6+’? : 7 H25 POSITION X 7+’?

:? H35:POSITION X,8+V:? H45:GOSUB 230

600 POSITION X,9+V:? H5S:GOSUB 230:POSITION X,5+V:? H75:POSI

TION X,6+V:? H65:GOSUB 230

610 POSITION X,5+V:? H1S:POSITION X,6+V:? H25:GOSUS 230

620 NEXT V

630 FOR X=2 TO 28:GOSUB 230

640 POSITION X,5:? HIS:POSITION X,6:? H2S:POSITI(JN X,7:7 H35

:POSITION X,8:? H4S:GOSUB 230

650 POSITION X,9:? H5S:GOSUB 230:POSITION X.5:? H?S:POSITION

X,6:? H6S:GOSUB 230

660 POSITION X,5:? H1S:POSITION X,6:? H25:GOSUB 230

670 NEXT X

889 REM

890 REM :::::vIg4:pe.4:I4:::::

891 REM

900 FOR ME=I TO 6:FOR J=I TO 20:SOUND 0,80+J,12,8:NEXT J

905 GRAPHICS I8:SETCOLOR 0,ME,8

906 POSITION 7,4:? fl6;flLERT

910 SOUND 0,80,I0,12:SOUND I,l00,l0.12:SOUND 2,13,4,12

920 FOR 1=1 TO I00:NEXT H:GOSUB 250:NEXT ME

940 FOR V=12 TOO STEP —0.l:SOUND 0,(20—V)I0,i0,V:SOUND I,(

20—V) lO-4-2O, 10 • V : SOUND 2, 13, 4, U NEXT V

1000 REM

1001 REM ::::::;I.III:L.s4:lr;y5’Igz:c

1002 REM

1005 ? SETCOLOR 2,4,2:POKE 752,1

1006 FOR MEI TO 3

1010 FOR V22 To so STEP —0.5

1020 POSITION l8,V+l:? :POSITION I8,’:? C

1030 SOUND 0,Vl0,l4,Vf2—5:NEXT V

1035 FOR V1 TO 9:NEXT V

1040 FOR V=30 TO 22 STEP 0.5:POSITION 18,V--1:? :POSITION

18,’?:? e:NEXT V:NEXT ME

1049 REM

1050 REM ::t:::a n;aas 4:Ls-yIL4.s:t::

1051 REM

1100 GRAPHICS O:POKE 752,1:?

1110 SETCOLOR 2,O.O:X=20:V=80

1120 POSITION 5,3:? ‘.POSITION 27,6:?

IISO rOR ME=I TO I0:RX=RNDCO)fl37+1:RVRNDCO)fl21+I:POSITION R

X,RV:? .NEXT ME

1140 APEEK(106)-—8:POKE 54279,A:PMBASE256*i

1150 POKE 559,46:POKE 53277,3:POKE 53248,X:POKE 53256,3

1170 FOR I=PMBASE+512 TO PMBflSE+640:POKE I,0:NEXT I:POKE 704

100

1180 FOR I=PMBASE+5I2+v TO PMBASE+5I6+y:REflD fl:POKE I,fl:NEHI
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11,0 DATA 60,126,255,126,60

1200 SOUND 0,13,4,2

1210 FOR X=20 TO 80 STEP 2:POKE 53248,X

1220 FOR 1=0 TO 6:POKE PMBASE+511+V+I,PEEK(PMBASE+512+V+I) :N

EXT i:VV—1:NEXT X

1230 SOUND 0,13,4,10:FOR X82 TO 220:POKE 53248,X:NEXT X:POK

t: 704,20

1240 FOR V=1O TOO STEP —O.5:SOUND O,13,4,U:NEXT V

1250 FOR ME=O TO 1O:SOUND 1,O,2,ME+2:FOR 1=0 TO 6:POKE PMBAS

E+511+V+I.PEEK(PMBASE+512+V+I):NEXT I

1260 SOLIND 1,0,O,O:VV—1:NEXT ME:POKE 53248,220

1270 SOUND O,25,4,2:POKE 53256,1:FOR Xz220 TO 0 STEP —1:POKE

53248,X:NEXT X:SOUND 0,O,O,O:POKE 53248,120

1280 FOR MF15 TO 0 STEP —1:POKE 53277,3:POKE 53256,3:FOR P

0 TO 1O:SOUND O,P,2,ME:SOUND 1,P,2,ME

1290 NEXT P : POKE 704. ME*16-I-6 : POKE 53277, 1 : RXRND (0) W37+j : POS

ITION RX,22:? “.‘:? :NEXT ME

1700 GOSUB 250:? ‘‘:POKE 752,1:?

1749 REM

1 750 REM ::::::ag4n42:L.I:Ip:fl:Lng:L::::

1751 REM

1800 FOR R1 TO 2:FOR ME1 TO 30:SOUND 0,25,10,1:SOUND 1,0,2

,1:FOR J=1 TO 2:SOUND 0,25,10,8:SOUND 1,0,2,8

1805 NEXT J:SOUND 0,O,O,0:SOUND 1,0,0,0:SETCOLOR 2,ME,4:NEXT

ME

1810 FOR V7 TOO STEP —0.1:SOUND O,25,10,V:SOUND 1,O,2,V:NE

XT V:GOSUB 8200:NEXT R

1820 LS’PARDON ME I4HILE I ANSHER THE PHONE” : ? : ? : FOR J1 T

O LEN (LS) : ? LS (J , J) : GOSUB 230 : NEXT J

1830 FOR MEI TO 10:SOUND 0,25,1O,2:SOUND 1,O,2,1:FOR J=1 TO

2:SOUND 0,25,10,8:SOUND 1,0,2,8

1840 NEXT J:NEXT ME:GOSUB 250:GOSUB 8200

1842 LS’HELLO:POSITION 15,8:FOR J=1 TO LEN(LS) :? LS(J,J);

GOSUD 230:NEXT J

1850 GOSUB 8000:POSITION 12,12:LS’IT’S FOR VOU.”:FOR J1 TO

LEN(LS):? LS(J,J);:GOSUD 230:NEXT J:GOSUB 8200

2100 FOR X1 TO 24:? :SOUND 0,X,2,2:SOUND 1,X,4,2:SOUND 2,X,

6,2:SOUND 3,X,12,6

2110 FOR V1 TO 5:NEXT V:NEXT X:GOSUB 250

2200 FOR X=14 TOO STEP —O.5:SOUND 0,91,12,X:NEXT X

2300 REM

2301 REM

2302 REM

2400 GRAPHICS O:POKE 752,1:POKE 82,2:POKE 83,39:SETCOLOR 2,0

,0

2410 ? :? :? “ ,? ‘

LflitiIflS (.S.1.I’ C I ia I ‘:?

2420 ‘7 CHRS(253) :GO5UB 2480:LIST 2490,2500:GOSUB 2490

2430 GO5UB 2480:LIST 2530,2540:GOSUB 2530:GOSUD 2480:LIST 25

50,2560:GOSUS 2550:GOSUS 2480:LIST 2570,2580

2440 GOSUB 257O:GO5UB 2480:LIST 2610,2620:GOSUB 2610:GOSUB 2

480

2450 LIST 2630,2640:GOSUS 2630:GO5UB 2480:LIST 2650,2670:GOS

UB 265O:GOSUB 2480:LIST 2680:GOSUB 2680:GOSUB 2480

2460 LTST 2690:GOSUB 2690:GOSUB 2480:LIST 2700:GOSUB 2700:GO

SUB 2710:GOTO 6000

2480 FOR ME=O TO 3:SOUND ME,0,0,O:NEXT ME:POSITION 2,6:? ‘IX

IZLaLzrr]: RETURN

2490 FOR J1=0 TO 15:FOR J2200 TO 206 STEP 2:SOUND O,J2,1O,J

I: NEXT J2

2500 FOR J2=2O8 TO 214 STEP 2: SOLIND 1, J2 • 10, JI : NEXT J2

2510 FOR J2=216 TO 222 STEP 2:5OUND 2,J2,10,J1:NEXT J2

2520 FOR J2224 TO 234 STEP 2:SOUND 3,J2,10,J1:NEXT J2:NEXT

JI : RETURN

2530 FOR J20 TO 4:FOR J114 TOO STEP —7:SOUND 0,13,4,J1:SO

UND 1,13,4,J1:SOUND 2,13,4,J1

PACE 53



2540 SOUND 0,100,0,J1:SOUND 1,100,0,J1:SOUND 2,100,0,J2:NEXT

J1:NEXT J2:RETURN

2550 FOR J115 TO 0 STEP —1:FOR J210 TO 20:SOUND O,J2,1O,J1

NEXT J2

2560 FOR J2=30 1020 STEP —1:SOUND 1,J2,10,J1:NEXT J2:NEXT J

1: RETURN

7570 FOR J1=14 TO 0 STEP —1:FOR J210 TO 20:SOUND 0,J2,12,J1

:SOUND 1J22,12,J1:NEXT J2

2580 FOR J20 TO 5:SOUND 2,J2,2,J1:SOUND 3,J2+2,2,J1:NEXT J2

:NEXT .J1:RETURN

26t0 FOR J115 TO 0 STEP —0.5:FOR J2::3 TO 10:SOUND 0,J2,10,J

I :NEXT J2

7620 FOR J2=13 TO 25 STEP 12:SOUND 1,J2,10,J1:NEXT J2:NEXT J

1 : RETURN

7630 FOR J1=10 TO 0 STEP —1:FOR J2=20 TO 0 STEP —2:SOUND 0,J

2,10,J1:NEXT J2

2640 FOR J2=40 TO 10 STEP —2:SOUND 1,J2,10,J1:NEXT J2:NEXT J

I : RETURN

2650 FOR J1zz14 TO 0 STEP —1:FOR J210 TO 60 STEP 5:SOUND O,J

2,10,J1:NEXT J2

2660 FOR J2=70 TO 140 STEP 10:SOUND 1,J2,10,JI:NEXT J2

2670 FOR J2=210 TO 10 STEP —5O:SOUND 2,J2,10,J1:NEXT J2:NEXT

JI : RETURN

2680 FOR J1=15 100 STEP —0.5:FOR J2=0 TO 9:SOUND 0,J2,2,J1:

SOUND 1.J2W5.10.J1:NEXT J2:NEXT JI:RETURN

2690 FOR J1z0 TO 250 STEP 2:SOUND 0,J1,10,15:SOUND 1,255—Jt,

i2,15:NEXT J1:RETURN

2700 FOR J1=15 TOO STEP —0.05:SOUND 0,51,12,J1:SOLIND 1,102,

12,J1:SOUND 2,51,12,J1:SOUND 3,102,12,J1:NEXT JI :RETURN

2705 REM

2706 R E M ,ca

7707 REM

7710 DATA 40,19,2,,9,31,a,35,9.40;a,47,19,o,a,4o,,,29,3,2,.3

31 , 9, 35, 9,33,9,31,19,0, 9

2720 DATA 31,9,31,9,40,9,35,9,40,3,40,3,31,3,31,3,40,9,35,9

2730 DATA 40,3,37,3,35,3,31,3,29,3,23,3,26,3,29,3,35,3,40,3,

29,3,26,9,23, 9

7740 GRAPHICS 18:? fl6:? fl6:’ 116:? 116;’ That’s”:? 116:?

116;’ ALL:? 116:? 116;’’

2750 TRAP 2760:READ N,T:GOSUB 2770:GOTO 2750

2760 RETuRN

2770 POKE 540,T:SETCOLOR 4,N,O:SOUND O,N,10,14

2780 IF PEEK(54O)<>O THEN 2780

2790 SOUND 0,0,0,O:RETURN

5899 REM

5900 RE M ICa4Ia.ISJT;:l.IIftgtZJS

5901 REM

6000’ ““:POKE 752,1:POSITION 4,4:L$=”This concludes our

1!nassflw”

6100 FOR Jt1 TO LENCLS):” LS(J,J);:GOSUIi 230:NEXT J

6200 POSITION 12,6:LS=”dePonstraTzon.”:FOR J1 TO IEN(LS) ?

LS(JJ);:GOSUB 230:NEXT P

6300 FOR ME=t 10 L0:POKE 7553:GOSUB 230:POKE 755,2:SOIIND 0,

ME,2,8:NFXT MF:SOUND 0,0,0,0

6600 SOUND 1,O,0,O:FOR J=200 TOO STEP —5:SOUND 0,J,1O,8:SFT

COLOR 2,J,4:SOUND 1,J,12,8:NEXT J

6700 4OSUB 25O:GOTO 30000

8000 FOR I’lAtTzt TO .�0O:NEXT HAIT:RFTURN

8100 FOR HAIT:1 TO SOO:NFXT HAIT:RETURN

8200 FOR NAITtI TO 100:NEXT HAIT:RETURN

30000 GRAPHICS 0:POKE 752,1:POKE 710,48:POKE 82,2:POKE 201,9

PACE 5’t



30005 ? 444 Use the tiTflXi]fl or 144W*’Od button to:? :? hig

hlight your choice below, then

30010 7 : •‘ press the t!IaJ button.:FOR MEO TO S:POKE 53

279,ME:NEXT ME:GOSUR 31000:SEL=11

30020 POSITION SEL,SEL:? 114:l’IataSa2E.Jflj]j

30100 RLITTON=PEEK(53279) :IF RUTTON=7 THEN 30100

30110 (OSUR 32000:IF CHOICE=6 THEN 31500

30120 SELSEL+2:IF SEL>15 THEN SEL=11:GOSIjfl 31000:GOTO 30020

30130 IF SEIZIS THEN GSUS 31000:POSITION 1l,SEL:? 9a4tii:Uai

GOTO 30100

30140 IF 5EL15 THEN GOSU0 31000:POSITION 11,SEL:? 1IuIl4!J

GOTO 30100

30150 (.OTO 30100

31000 POSITION 11,11:? ‘RERUN THIS PROGRAM:? :? ,RETURN TO

BASTC’:” :‘ .‘RUN MENU PROGRAM:RETURN

31500 TRAP 30000:POKE 201,10:IF 5EL15 THEN 7 :? :7 , LO

(iDING MENU : RUN D : HENU : TRAP 40000

31510 iF SEL=t3 THEN GRAPHICS 0:? :‘ RASIC’:? ISPOKE 75

Z,0:TRAP 40000:END

31520 TRAP 40000:RUN

32000 (.OSUR 32200

32010 CHU1CEZSUTTON:BUITONZPEEK(53279) :IF BUTTON<>7 THEN 320

Jo

32100 GOSUB 32200:REIURN

32200 FOR HE=0 TO 8: POKE 53279 HE: NEXT ME: RETURN
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o REM FORNEXT (c) 1902 by Jerry Rhite 16/3/821

210 GRAPHICS 0:POKE 559,0:DIM NAMES(12),FNS(14),XS(1),RLS(20

) :BLSt” “:SETCOLOR 2,0.0

212 DIM tiS (50) ,L2S (50) ,L3S(1I) ,L4S (11) ,L5S(I0) :L3S=”103 NEX

T L2” : L4Sz”104 NEXT LI”: L5S”105 RETURN”

220 “ :? “ t.1:IL44J:L’I’1S’flfl712flrJWZ4”:? :7 “DIST=DISTO

RTION oariable (0 thru 14):? ‘‘even numbers only.”

230 7 :7 “PITCHany number from 0 thru 255.”:? “lie Will chan

ye the pitch in loop L2.”

240 7 :7 “LI=Outer loop I VOLUME.”:? “Type any integer from

0 thru 15”:? “At prompts FROM,TO, and STEP.”

250 :7 “L2:Inner loop 2 PITCH.”:? “Type any number from 0

thru 255”:” “At prompts FROM,TO, and STEP.’

260 7 “4444l :POKE 53279,0:POKE 559

,34:POKE 764,255:POKE 53279,8

262 IF PEEK(764):255 AND PEEK(53279)7 THEN 262

270 GRAPHICS 0:POKE 559,0:? :7 “imjppp”

280 POKE 752,1:CRND(0)*I6:REPEAT0:POKE 764,255

290 SFTCOLOR I,C,0:SETCOLOR 2,C,8:SETCOLOR 4,C,0:POKE 752,0:

POKE ‘359,34

.00 POSITION 9,3:7 “TYPE DIST “;:TRAP 320:INPUT D:TRAP 40

($00

310 IF D0 OR D=2 OR D=4 OR Dz6 OR D=8 OR D10 OR D12 OR D=

14 THEN 360

320 POSITION 9,3:” ITLS:GOTO 300

360 POSITION 9,5:” “TYPE LI FROM “; :TRAP 380:INPUT FI:TRAP 4

0000

370 IF Ft<lb AND FI>—O.OI THEN 390

380 GOSUB I400:POSITION 9,5:? RLS:GOTO 360

390 POSITION 9,7:? ‘‘TYPE LI TO ‘‘; :TRAP 4I0:INPUT TI:TRAP 4

0000

400 IF 11<16 AND TI>—0.OI THEN 420

410 GOSUR 1400:POSITION 9,7:? BLS:GOTO 390

420 POSITION 9,9:7 “TYPE LI STEP “; : TRAP 440:INPUT SI:TRAP 4

0000

430 iF S1<16 THEN 450

440 GOSUB I400:POSITION 9,9:? ItLS:GOTO 420

450 POSITION 9,11:? “TYPE L2 FROM “:TRAP 470:INPUT F2:TRAP

40000

460 F2=INT(F2) :IF F2<256 AND F2>—I THEN 480

470 GOSUB 1400:POSITION 9,11:? BLS:GOTO 450

480 POSITION 9,13:7 “TYPE L2 TO “:TRAP 500:INPUT T2:TRAP

40000

490 IF 12<256 AND T2>-I THEN 510

500 GOSUB 1400:POSITION 9,13:7 RLS:GOTO 480

510 POSITION 9,15:? ‘‘TYPE L2 STEP “;:TRAP 530:INPUT S2:TRAP

40000

520 IF S2<256 THEN 540

530 GOSUB 1400:POSITION 9,15:? ITLS:GOTO 510

540 GOSUB 720

550 SOuND 0,0,0,0:POKE 82,5:” CHRS(125):POKE 559,0:POKE 752,

560 : 7 :7

570 LIS=”l01 FOR LI=” : LIS (I EN (LIS) +1) =STRS (Fl) : LIS (LEN (LIS) +

1)”TO

580 LIS (LEN (LIS) +1) STRS (TI) : Li $ (LEN CL 1$) + t) “ STEP “:LI$ (LE
N (LI$) +1) zSTR$ (SI)

590 L25”102 FOR L2t”: L2S (LEN (L2S) +1) 5TR$ (F2) : L2$ (LEN (L2$ +
1)”TO

600 L2$ (LEN (L2$) +1) =STR$ (T2) : L25 (LEN (L2$) +1) =“ STEP “:L2$ (LE

N(L2$)+I)STR$(52)

6107 LIS:? L25:? L35:” L4$:” L5$:POKE 82,5:? :POKE 559.34

620 FOR TIME=I TO 3:POSITION 5,18:? “aWd2apt’al.fle.’l’ii:K’li]

Lt1ZI”:7 “ LA 2p £‘ ) Ct eTI[.ijtt SC IS”
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630 s:ia’ ‘:7 tM 1

rn-tiri a4I4’i”:” pp p,p4:94

640 POKE 755,S:FOR DELAY-L TO 10:NEXT DELAY

850 POKE 755.2:FOR DELAY=t TO t0:NFXT DELAY:NEXT TIME:SOUND

o,o,o,0:POKE 764.255

660 POKE 82,2:POKE 559,34:CHOICEZPEEK(764) :IF CHOICE25S THE

N 660

665 IF CHOICE26 THEN REPEAT :zREPEAT+1 : GOTO 1200

670 IF CHOICE=3 1, THEN 900

680 IF CHOICEz29 THEN 30000

690 IF CHOII:Ez-so THEN 800

700 IF CHOICF24 THEN 270

710 FOP [1MEI TO 10:POKF 53279,0:NIXT TIME:GOTO 640

770 FOR LIzFi TO Ti STEP St

730 FOR 12F2 10 12 S1EP 52

740 TRAP 760:SOUND 0,L2,D,Li:TRAP 40000

750 NEXT L2:NEXT L1:REPEATtO:POKE 784,255:REFURN

760 7 :“ “ “:SOUND 0,0,0,0

770 FOR DELAY1 TO 250:NFXT DELAY:RUN

800 TRAP 1000:1 PRINT ‘‘ SOuND ‘SLJBROLITINE” : L PRINT : LPRINT L

jS:LPRINT L2S:I PRINT L3$:LPRINT L4S:LPRINT L5S

810 LPRINT :TRAP 40000:GOTO 550

900 7 “s”:?:“ “YOUR SUI3ROUTINE HTIL BE LISTED 10”:”:7 “D

ISK DRIVE 1. INSERT DATA DISKETTE.”

910 7 : “TYPE FILE NAME THEN PRESS I:14111W1”:” POKE 764,255:

INPUT NAMF $

920 LNzLEN(NAMES):IF IN”0 THEN 910

930 FN$=”D:”:FN$(I[N(FN$)+i)=NAME$:TRAP i100:CLOSE fli:OPEN fl

I , 8 • 0. FN$

940” :“ Li$:”fll;Ll$:? L2$:?fli;L2$:” L3S:” fli;L3$:? L4$:?

fli;L4S:? L5S:? tI1;15$:CLOSE flt:GOTO 550

1000 “ “Lj3”:” :“ “YOUR PRINTER ISN’T READY”:? :7 “TYPE I TO

PRINT OR 2 FOR OPTIONS”:POKE 764,255

1010 [F PEEK(764)255 THEN 1010

1020 IF PEEK(764)=3t THEN 800

1030 IF PEEK (764) 30 THEN 550

1040 “ :7 “L3PLEASF: TYPE I OR 2”:GOTO 1010

1100 7 “u]”:” :“ “1 HAS UNABLE TO LIST YOUR SUBROUTINE”:? :

“ONTO DISK DRIVF 1.”

1110 FOR DELAYZI TO 250:NEXT DILAY:CLOSE flI:GOTO 550

1200 7 “i4444”:”“TYPF 1 tO REPEAT ORIGINAL SOUND”:”:““TY

PE 2 [0 DISABLE SCREEN INTERRUPTS”

1210 7 :‘? “TYPE 3TO REPEAT SOUND HHILE THE”:” “CURRENT SOUN

D COMMAND IS DISPLAYED”:POKE 764.255

1215 IF PEEK(764) 255 THEN 1215

1720 IF PEEK(764)—31THEN REPEAT=REPEAT+1:GOTO 540

1230 IF PEEK(764)t30 THEN RLPEAT=REPEAI+1:POKE 559,0:GOTO 54

1240 IF PEEK764)<>26 THEN POKE 764,255:GOSUI3 1400:GOTO 1215

1250 1RAP 1400:CRAPHICS 18:FOR LIFI TO TI STEP SI:FOR L2:zF2

TO T2 STEP S2:SOUND 0,L2,D,L1

1260 POSITION 2,4:” fl6;”SOUND 0,”;TNT(L2);”,”;INT(D)”,”;INT

(LI);” “:NEXT 12:NEXT LI

1270 SOUND 0,0,0,0:GRAPHICS 0:SETCOIOR 2,0,0:POKE 752,1:POKE

764,255:” :GOTO 550

1400 FOR Xt TO 12:POKF 53279,0:NEXT X:RETURN

1500 7 :7 I COULDN’T FIND THE MENU PROGRAM.”:” “b INSERT

PROGRAM DISKETTE”: 2 “ PRESS flWJ HHEN READY”:

1510 IF PEEK (53279) --6 THEN 680

1520 I.OTO 1510

30000 GRAPH1CS 0:POKE 752,1:POKE 710,48:POKE 82,2:POKE 201,9
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30005 ? 444 Use the iEflXiEi or button to’;7 : hig

hlight your choice below, then

30010 ? ? b press the fl(!]4j button.:F0R MEO JO S:POKE 53

279,ME:NEXT ME:GOSUB 31000:SEL=11

30020 POSITION SEL,SEL:? II4flhIatjt4atI.IrI:r]j

30100 BUTTON=PEEK(53279) :IF BUTTON7 THEN 30100

30110 GOSUB 32000:IF CHOICE=6 THEN 31500

30120 SEL=SEL+2:IF SEL>15 THEN SEL:z11:GOSUB 3i000:GOTO 30020

30130 IF SEL=1 THEN GOSUB 31000 POSITION 11 SEL LnSi1:Ui

GOTO 30100

30140 IF SEL=15 THEN GOSUB 31000 POSITION 11 SEL 7 •[jjJji4Zi’j

a1:I.IrI:r]j: GOTO 30100

30150 GOTO 30100

31000 POSITION 11,11:? RERUN THIS PPOGRAM:? :? ,RETLJRN TO

BASIC:? :? ,RLIN MENU PROGRAFC:RETURN

31500 TRAP 30000:POKE 201,10:IF 5EL15 THEN ‘? :? : LO

ADING MENU:RUN D:MENU:TPAP 40000

31510 IF SEL=13 THEN GRAPHTCS 0:? :7 “Bfl5IC:? I5’ :POKE 75

2, 0 TRAP 40000 END

31520 TRAP 40000:RUN

32000 GOSUB 32200

32010 CHOICE=BUTTON:BUTTON=PEEK(53279) hF BLITTON<>7 THEN 320

32100 GOSUB 32200:RETURN

32200 FOR ME=0 TO 8:POKE 53279,ME:NEXT ME:RETLIRN

PACE 58



o REM POKSOUND (C) 1982 by Jerry Hhite [7/12/821

100 FOR HE1536 TO 1574:READ IT:POKE ME,IT:NEXT ME:COTO 360

120 POSITION 0,2:? fl6;>:V=2

130 FOR ME=0 TO 8:POSITION 1,ME+2:? fl6;53760+ME;=;N(ME)j

00000000’ : NEXT ME: COTO 140

135 FOR ME—O 10 8 : POSITION I , ME+2 : ? fl6 53760+ME : NEXT ME

140 POSITION 0,11:? nb; select location

150 S ST ICK (0) : IF 5:15 AND STRIC (0) AND PEEK (764) =755 THEN I

50

155 IF 5=14 AND V>2 THEN POSITION 0,’,’:? fl6;’ ‘:VzV—1:POSITIO

N 0,’,’:” flG;CHRS(3o):COSUS 340

160 Ii PEEK(764)28 THEN 390

170 IF PEEK (764) =33 THEN RUN

180 [F 5I3 AND ‘1<10 THEN POSITION 0,’,’:” fl6; “:VV+l:POSITI

(IN 0,’,’:? fl6;CHRS(30):COSUB 340

190 IF STRIC(0) THEN 150

200 CCV—2:COSIIS350

710 IF NOT STRIG(O) THEN 210

220 P=53760+CC:LS=STRS(P):FOR ME=1 TO 5:ITASC(LS(ME,ME)):IT

=IT+128:LS(ME,ME)CHRS(IT):NEXT ME

230 POSITION 1,’,’:? fl6;LS

240 POSITION 0,lt:? fl6; change poke

250 S=STICK (0) : IF 5=15 AND STRIC (0) AND PEEK (764) =255 THEN 2

50

255 IF 5=14 AND N (CC) <255 THEN N (GC) N (CC) +1

260 IF PEEK (764) =28 THEN 390

270 IF PEEK(764)33 THEN RUN

280 tF S13 AND N (CC) >0 THEN N (CC) =N (CC) —1

290 POKE P,N(CC):POSITION 7,’?:? fl6; :POSITION 7,’?:? fl6;N

(GC)

295 SINUSR(1536,N(GC),ADR(SINS)):POSITION 11,’?:? fl6;SINS;

300 IF SFRIC(O) THEN 250

310 COSIJO 350

320 tF NOT STRIC (0) THEN 320

330 POKE 77,0:COTO 135

340 FOP ME=1 TO 10:POKE 53279,0:POKE 53279,8:NEXT ME:RETURN

350 POSItION 0,11:? fl6;” release trigger “:RETURN

360 CRAPHICS 18: DIM N (8) , LS (5) BINS (8) : POKE 712,144: POKE 710

.156 :POKE 709,14 :POKE 708,28 :BINS’

370 POKE 711,190:? fl6;” aE4E S1’PUI’:? fl6; rrrtti E

[LLt,J,S,!t:POKE 764,255:SOUND 0,0,0,0

380 FOR ME=0 TO 8:N(ME)0:NEXT ME:CLOSE fll:OPEN fll,4,0,”K:’:

COTO 120

390 FOR ME=53760 TO 53768:POKE ME,0:NEXT ME

400 DATA 104, 104,104,133,203,104,133,205,104,133,204,160,O,1

62, 8, 165, 203, 10, 133, 203, 32, 27, 6

410 DATA 202,208,245,96,176,6,169,48,145,204,200,96,169,49,2

08, 248

70000 CRAPHICS O:POKE 752,1:POKE 710,48:POKE 82,2:POKE 201,9

30005 ? ‘444 Use the [‘]a01’EI or ‘441 button to”:? :? “ hig

hlight your choice below, then

30010 ? :? “ press the ITJIJ button.”:FOR MEO TO 8:POKE 53

279,ME:NEXT ME:COSUB 3t000:SELIS

30020 POSITION SEL,SEL:?

30100 BUTTON=PEEK(53279 :IF BUTTON7 THEN 30100

30110 COSUB 32000:IF CHOICE6 THEN 31500

30120 SELSEI+2:IF SEL>15 THEN SEL=11:COSUB 31000:COTO 30020
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30120 IF SEL LI THEN GOSUR 3 t000 : POSITION 11 SF1 : ‘

L!afl€flt:GOTO 30 [00

10140 TE SEI =15 THEN GOSUB .�1000:POSITION L1SFL:’ U1fli14fl!j

S2JjflflI: GOTO 10100

10150 GOTO SO100

31000 POSITION 11,11:? RERUN THIS PROGRAM’:? :? ,‘RETURN TO

RASIC’:” :? .RUN MENU PROGRATC:RETURN

11500 TRAP 30000:POKE 201,10:IF SEL15 THEN “ “:?:? ,‘ LO

ADING MENU:RUN D:MENLV:TRAP 40000

21510 IF SEL=13 THEN GRAPHICS 0:? :‘ 8ASIC:? IS’; :POKE 75

2, 0 : TRAP 40000 : END

31520 TRAP 40000:RUN

32000 GOSUB 32200

32010 CHOICERUTTON:RUTTON=PEFk(53279) :TF RUTTONO7 THEN 320

1-0

32100 GOSUR 32200:RETURN

32200 FOR MEO TO 8:POKE 53279,M[ :NtX1 ME:RETURN
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o REM KEVOFC (c) 1982 by Jerry I4hite 16/3/82]

120 GOTO 480

140 FOR 14A1T1 TO 200:NEXT I4AIT:HETURN

160 COLOR 1:PLOT X+1.,Y:DRAI4TO X+2,Y:PLOT X.Y+1:DRAI4TO X+3,V+

I

180 PLOT X—1,V+2:DRAI4TO X+4,Y+2:PLOT X—1,Y+3:DRAI4TO X-4,Y+3

200 PLOT X.V+4:DRAHTO X+3.V+4:PLOT X+1,Y+5:DRAHTO X+2,Y+5

220 PLOT X+4 , Y—10 : DRAUTO X+4 , V+2 : RETuRN

240 FOR HOLDI TO 500:NEXT HOLD:FOR OFF=0 TO 3:SOIIND OFF,0,O

,0:NEXT OFF:RETURN

260 ? • PRESS ANY KEY TO CONtINUE. :POKE 764,255

280 IF PEEK(764)=255 AND PEEK(53279)7 THEN 280

300 GO5UB 380:RETURN

320 “ PRESS ANY KEY TO CONTINUE.; :POKE 764,255

340 IF PEEK (764) =255 AND PEEK (53279) z7 THEN 340

360 RETURN

380 GRAPHICS 7:SETCOLOR 0,7,8:SETCOLOR 1,12,8:SFTCOLOR 2.2.1

2:SETCOLOR 3,4,6:SETCOLOR 4,2.12

400 COLOR 2:PLOT 20,20:DRAIITO 140,20:PLOT 20,26:DRAI4r4b 140,2

6:PLOT 20,32:DRAI4TO 140,32

420 POKE 752,1:PLOT 20,38:DRAMTO 140,38:PLOT 2044:DRAI4TO 14

0, 44 : RETURN

440 COLOR 1:PLOT X+3,Y+6:DRAI4TO X+5,Y—1:PIOT X+7,Y+6:DRAMTO

X4 9’ V—I

460 PLOT X+2,V+1:DRAHTO X+10,Y+I:PLOT X+2Y+4:DRAI4T() x+1_0,V+

4 : RETuRN

480 GOSUB 380:? , THE C 5CALE:? :? ,‘C D F F ( A B C’

500 X=40:Y=47:GOSUB 160:FOR VOL=10 TO 0 STEP -0.2:SOUND 0,12

I,10,VOL:NEXT VOL

520 COLOR 2:PLOT 33,50:DRAHTO 48,50:GOSUB 140:COLOR 1

540 X50:V44:GOSUB 160:FOR VOL=10 TO 0 STEP —0.2:SOIJND 0,10

8,10,VOL:NEXT VOL:GOSUB 140

560 X=60:V=41:GOSUB 160:FOR VOL=1O TO 0 STEP —0.2:SOUND 0,96

,10,VOL:NEXT VOL:GOSUB 140

580 X=70:V=38:GOSUB 160:FOR VOL=10 TO 0 STEP —0.2:SOUND 0,91

,10,VOL:NEXT VOL:GOSUB 140

600 X=80:V=35:GOSUB 160:FOR VOL=10 TO 0 STEP —0.2:SOIJND 0.81

,10,VOL:NEXT VOL:GOSUB 140

620 X90 : V=32 GOSUB 160 : FOR VOL=10 TO 0 STEP —0 . 2 : SOUND 0, 72

,10,VOL:NEXT VOL:GOSUB 140

640 X=i00:V=29:GOSUB 160:FOR VOL=10 TO 0 STEP —0.2:SOUND 0.6

4,10,VOL:NEXT VOL:GOSUB 140

660 X=110:V=26:GOSUB 160:FOR VOL=i0 TO 0 STEP —0.2:SOIIND 0,6

0,10,VOL:NEXT VOL:GOSUB 140

680 GOSUB 260

700 ? ,THE C MAJOR CHORD:? , C + E + G

720 X60:V47:GOSUB 160:FOR VOL=10 TO 0 STEP —0.2:SOIIND 0,12

i.10.VOL:NEXT VOL

740 PLOT 55,50DR8HTO 68.50

760 X=80 : V=41 : GOSUB 160 : FOR IJOL=I0 TO 0 STEP —O . 2 : SOuND 0 96

.10,VOL:NEXT VOL

780 X100:V5:GO5UB 160:FOR VOL=10 TO 0 STEP —0.2:SOUND 0,8

i.10,VOL:NEXT VOL:GOSUB 320

800 ? :? :? ,SOUND 0,121,10,8:” ,‘SOUND 1,96,10,8:? .‘SOU

ND 2.81,10,8

820 SOUND 0,121,10,0:SOUND 1,96,10,8:SOUND 2,8I,10,8:GOSUB 2

40

840 GOSUB 320

30000 GRAPHICS 0:POKE 752,1:POKE 710,48:POKE 82,2:POKE 201,9
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30005 ? “444 Use the [!1aS4IEJ or I14W41 button to”:” :? “ hig

hlight your choice below, then’

30010 ? :? “b press the X]II1 button.”:FOR HEtO TO 8:POKE 53

279, ME : NEXT ME : GOSUB 31000 : SEL=11

30020 POSITION SEL,SEL:? “fJ4fl!flJ;pspiJiTiIjfl”

30100 BUTTON=PEEK (53279) : IF BUTTON7 THEN 30100

30110 GOSUB 32000:IF CHOICE& THEN 31500

30120 SELSEL+2:IF SEL>15 THEN SELII:GOSUB 31000:GOTO 30020

30130 IF SELI3 THEN GOSUB 31000:POSITION 11,SEL:”

GOTO 30100

30140 IF SEL=15 THEN GOSUB 31000:POSITION 11,SEL:? “jFFZflI4JJ]

rZ’Iflj”: GOTO 30100

30150 GOTO 30100

31000 POSITION 1111:? “RERUN THIS PROGRAM”:”:? ,“RETURN TO

BASIC”:? :? .“RUN MENU PROGRAM”: RETURN

31500 TRAP 30000:POKE 201,10:IF SELzlS THEN “ “s”:”: ‘ ,“ 10

ADING MENLI”:RUN “D:MENU”:TRAP40000

31510 IF SEL=13 THEN GRAPHICS 0:? :? “BAStC”:” “IS”; :POKE 75

2,0:TRAP 40000:END

31520 TRAP 40000:RUN

32000 GOSUS 32200

32010 CHOTCE=BUTTON:BUTTON=PEEK(53279) :IE BUTTON<>7 THEN 320

10

32100 GOSUB 32200:RETURN

32200 FOR ME=0 TO 8:POKE 53279,ME:NEXT ME:RETURN
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0 REM ATOC Cc) 1982 by Jerry i4hite (6/3821

3 oo=O:O1=1:022:O33:O44:O55:O60.2:O88:01010:O1212:O1

3= 13 :016 = 16: (117=17 : 019= 19 : 020=20 :022=22 :023=23 : 026=26 : 029=29

032 -t 3?

4 035 :35:038t38:O40t40:04141:O42t42044Z4404545O474705

()=50:O5353:05555O57t57O6060O646406868O707007272

075z 75

O76=76:08080:O8181:08585:O9191:09595:O96z96:0102102:

o108=108:O114t114:0121121:0L22t122:0130t130:0138138:O1541

54

6 O178=178:0255255:O256256:0300300:0764764:0100100:076

20 DIM lAS (0100) :GOTO 150

40 ZLPEEK(560)+PEEKC5SI)*O256

42 ZHPEEK (IL +04) +PEEK (ZL+O5) 0256: FOR 714=01 TO LEN (ZAS) : ZT

57344+CCASCCZASCZH,ZH))--O32)JtOS) :ZCzZM+ZYflO40+ZX+ZW—Ol

44 FOR ZR=O0 TO 7:POKE ZC+ZRO40,PEFK(7T+ZR) :NEXT ZR:ZYZY+Z

7:NEXT ZH:RETURN

50 COLOR O1:PLOT X4-01,Y:DRAHTO X+O2,Y:PLOT X,Y+Ol:DRAWTO X+0

3, ‘ + 01

52 PLOT X—01,Y+O2:DRAHTO X+04,Y+O2:PLOT X—Ol,Y+O3:DRAWTO X+O

4, Y+O3

53 PLOT X,Y+04:DRAWTO X+O3,Y+04:PLOT X+O1,Y+O5:DRAWTO X+02,Y

4-OS

55 PLOT X+O4,Y—O10:DRAHTO X+O4,Y+O2:RETURN

60 FOR HOLD=O1 TO S00:NEXT HOLD:FOR OFFOO TO 03:SOUND OFF,0

0, 00, 00 : NEXT OFF : RE TuRN

70 ? “ PRESS ANY KEY TO CONTINUE.’; :POKE 0764,0255

71 IF PEEK(O764)zO255 AND PEEK(53279)7 THEN 71

72 RETURN

80 GRAPHICS O8:SETCOLOR O0,02,00:SETCOLOR O1,02,00:SETCOLOR

O2,O2,O8:SETCOLOR 04,02,08:POKE 752,O1:COLOR 01

81 PlOT 020,O20:DRAI4TO O300,O20:PLOT O20,O26:DRAI4TO 0300,026

:PLOT 020,O32:DRAI4TO O300,O32:PLOT O20,038:DRAHTO 0300,038

85 PLOT O20,O44:DRAHTO 0300,044:ZXOI3:ZYt125:7A5”BASIC CHO

RDS”:GOSUB O40:RETURN

100 FOR VOL=0t0 TO 00 STEP -06:SOUND O0,P,O10,VOL:NEXT VOL:R

I TURN

150 GRAPHICS O17:SETCOLOR 02.08,010:? flO7:? flO7:? fl07;”

? 1*07 BY NLIMBER” : ? 1*07

160 1*07:? 1*07;” 1= ri’niPPLi1W’:” 1*07:? 1*07;” 2= ]iSi

170 ? 1*07:? *107;” 3 Lit’PL!]fl”:? 1*07:? 1*07;” 4 [S

180 ? 1*07 : ? 1*07 ; 5 (‘LEitPLth]’’

200 ‘ 1*07:? 1*07;” 6= 1. 1J”:P=OlO:GOSUB 0100

210 POKE O764,0255:CLOSI: flO1:OPEN UOI,O4,00,”K:”:GET flOI,GC:

CLOSE fl01:GCGC—48

215 IF GCO7 THEN 30000

220 [1 GC<01 OR GC>O5 THEN 210

230 GOSLIB 080:ON i.C GOSUB 3100,3400,3700,300,700

240 GOTO 150

300 ZAS=”THE C MAJOR CHORD”:ZX=Ol2:ZY=075:GOSUB 040:? .500

SOUND 0,122,10,2”

440 ZAS”C”:ZX=016:7Y=055:GOSUB O40:Pr0121:GOSlIB O100:X0130

:YtO47:GOSUB 050

460 PlOT O122,050:DRAHTO 0138,30

500 ‘ .“SlO SOuND 1,96,L0,2”:ZAS”E”:ZX019:7Y055:GOSUB 040

:P:O96:GOSUB 0100

530 XzO154:Y=O41:COSLIR 050:? .520 SOUND 2,81,10,2”:ZAS=”G”:

7XO22:7YO55:GOSUB 040

620 PO81:GOSUB O100:X=0178:Y=035:G(uSl1B 050

650 ZASz”C+E+G=C HAJOR”:7X=O13:ZY=095:GOSIIB 040

PACE 63



h60 ‘SUSHI> 00,0121,OtO,02:SOIIND 01,096,010,07:’.OLINI> 02,081,01

0,02:hOSUB 060:GOSLIR 070:RiTIIRN

700 LOS “THE Cfl MOJOR CHORD”:LX=012:ZVz075:GOSUB 040:” ,“500

SOIJNI> 0,1l4,10,7”:ZASc”’fl”:LX0i6:LY’Ob5:GC1SUB 040

‘42 P=0h14:GOSUS l00:X0tSO:V=U47:C0SLIH 050:PLOT 0122,050:DR

aSITO 0118.050

760 ZOS’r”fl”:LX:z017:ZV-t047:GOSUB 040:” ,‘510 SOUND 1,91,10,2”

:7A5 ‘F”:ZX’r019:7Y055:COSUH 040

F2O P:091:IOSUB 0l00:X(1154:V038:GOSIiS 050:? ,“520 Sl)IIND 2,

76, 1 0, 2”

910 ZAS”Gfl”:ZX’022:7V-055:GOSUB 040:P-O76:G0SUB O100:X-=0178

V035 : GOSlIB 050

940 LAS fl”:ZX023:7Vz035:GOSIJB 040:ZAS”Cfl+F+GflzCfl MAJOR”:?

K0l 3: tV’t095 : c;o’sun 040

960 SOUND 00,0114,0t0,02:SOUND 01,091,010.02:SOIIND 02,076,01

0,02:U,O’SUB 060:GOSIIB 0?0:RETURN

3100 LASz”THE A MAJOR CHORD”:ZX012:7V:zO?5:GOSUB 040:”,‘soo

SOUND 0,72,10,2”:ZAS ‘A”:ZX=016:ZVzOSS:GOSUB 040

3142 ion VOLOIO TO 00 STEP —06:SOUND 00,072,O10,VOL:NEXT 1)0

L:X=0130:VO32:G0SUB 050:” ,“SlO SOUND 1,57.10,2”

3210 ZA$.”Cfl”:ZXz019:tV:055:GOSUB 040:FOR VOL’OIO To no STEP

-06:SOUND O0,057,Oto,VOL:NEXT V0L:X=0154:Vr026:GOSUB 050

3240 LAS=”fl”:ZX=020:LV=076:GOSUB 040:? ,“520 SOUND 2,47,10,2

“:ZAS”E”:ZX022:ZV:O55:GOSUB 040

3320 FOR 1)01=010 To 00 STEP —06:SOUND 00,047,0l0,VOL:NFXT 1)0

I :Xz0t78:V-=070:GOSUB 050

3350 ZAS::”Al’Cfl+ErA MAJOR”:ZX=O13:7Yz095:GOSUB 040

3360 SOUND O0,072,010,02:SOUND O1,057,O10,02:SOUND 02,047.01

0,02:GOSUB 060:GOSUB 070:RETURN

3400 ZAS=”THE Afl MAJOR CHORD”:ZXOS2:ZY=075:GOSUB 040:? .50

0 SOUND 0,68,tO,2”:ZAS=”Afl”:ZX=016:ZV=055:GOSUB 040

3442 FOR VOL=O10 TO 00 STEP --06:SOUND 00,068,O10,VOL:NEXT 1)0

L:X=O130:y:032:GOSUB 050:ZAS=”fl”:ZX=017:ZV=032:GOSUB 040

3500 ,“SlO SOUND 1,53,10,2”:ZAS=”D”:ZX=OIa:ZV=OSS:GOSUB 04

0:FOR 1)01=010 TO 00 STEP —06:SOUND 00,053,O10,VOI:NEXT VOL

3530 X0154:Vz023:GOSUB 050:” ,“520 SOUND 2,45,10,2”:ZASrz”F”

:7Xt022:?V’=(tSS:GOSUB 040

3620 I-OR VOL:O10 TO 00 STEP —06:SOUND 00,045,010,00L:NEXT 1)0

I:X=0178:V=017:GOSUB 050

3650 LAS”Afl+D+r=Afl MAJOR”:7X=013:ZV=095:GOSUB 040

3660 SOUND O0,068,O10,02:SOUND 01,053,010,02:SOUND 02,045,01

0,O2:GOSUB O60:GOSUB 070:RETURN

3700 ZAS=’’THE B MAJOR CHORD’’ : ZX=012 : ZV=O75 : GOSlIB 040 : ? , ‘‘500

SOUND 0,64,10,2”:ZAS=”B”:ZX=016:ZY=055:GOSUB 040

3742 FOR VOLOIO TO 00 STEP —06:SOUND 00,064,010,VOL:NEXT 1)0

I :X”O130:V=O29:G0SUB 050:” ,“510 SOUND 1,50,10,2”

3810 7A5”Dfl”:ZXzOI9:?V-055:GOSUB 040:F’OR V0Lz010 TO 00 STEP

-06:SOUND 00,050,010,00L:NEXF VOL :X0154:V=023:GOSUB 050

3840 ZAS=”n” : ZX020 : ZV=023 : GOSLIB 040 : ? • “520 SOUND 2 • 42, 10 • 2

“:ZAS::”Ffl”:ZX=O22:ZV=055:GOSUB 040

3920 FOR V0L010 tO 00 STEP —06:SOUND 00,042,O10,VOL:NEXT 1)0

L:X=0178:V=017:G05IJB 050:ZAS=”fl”:ZX=023:7V=017:GOSUB 040

3950 ZAS”B+Dfl+EfltB MAJOR”:7X013:7Y=095:GOSUB 040

3960 SOUND Oo,064,Ot0,02:’SOUND O1,050,O10,02:SOUND 02,047,01

0,02 : GOSLIB 060: GOSIIB 070: RETIJRN

30000 GRAPHICS 0:POKE 752,1:POKE 710,48:POKE 82,2:POKE 201.9

PACE ófi



30005 ? ‘444 Use the c&IJn or I4_4J button tofl:? :? big

blight yi:ur choice below, then

30010 ? :? b press the fljJJ button.:FOR MEO TO 8:POKE 53

77,MF:NEXT ME:GOSUS 31000:SEL=11

30020 POSITION SEL, SEL : ? ________________

30100 SLJtTONZ-PEEK(53279) :IF BUTTON=7 THEN 30100

30110 GOSLJS 32000:IF CHOICE6 THEN 31500

30120 SELSEL+2:IF SEL>15 THEN SEL=11:GOSUS 31000:GOTO 30020

30130 IF SEL=13 THEN GOSLIC 31000:POSITION 11,SEL:? UJ4!JflflJ

GOTO 30100

30140 IF 5EL15 THEN GOSUS 31000:POSITION 11,SEL:? pII4Zli]

Iitfl : GOTO 30100

30150 GOTO 30100

31000 POSITION 11,11:? RERUN THIS PROGRAM:? :? ,RETURN TO

RASIC:? :“,RUN MENU PROGRAW’:RETURN

31500 TRAP 30000:POKE 201,10:IF SEL=15 THEN” :? , LO

ADING MENU:RUN D:MENLP:TRAP 40000

31510 IF 5FL13 THEN GRAPHICS 0:” :? 0A5IC:? IS :POKE 75

2,0: IRAP 40000:END

31520 TRAP 40000:RUN

32000 (OSUR 32200

32010 CHOICERUTTON:RUTTONzPEEK(53279) :IF SUTTON<>7 THEN 320

10

32100 GOSUB 32200:RETURN

32200 FOR ME=0 TO 8:POKE 53279,ME:NEXt ME:RETURN

PACE 65



0 REM DTOG Cc) 1982 by Jerry Nhite (6/3/82]

3 00=0:01= t :02=2:03=3:04=4 :05=5:06=0.2:08=8 :Ot0t0 :012=12 :01

=13 :016=16 : 017=1? : 019 t 9 :020 - 20 :022=22 : 02 3=23 :026=76 :029=29

032=32

4 O35=35:O38=S8:O40z40:U414t:O4242:04444:O4545:O47=47:05

0=50: 053r53 :055=55: 05757 :060=60: 06464 :068=68 :070=70:072=72

075= 75

S O76=76:080=80:0t1z81:085=85:09191:09595:09696:0102=102:

0108zt08:Oh14:114:O121121:0t72-122:0130zJ30:0138138:0i54=1

54

6 0178 :178:0255t255:0256:256:0300z300:0764764:OiOO:100:07=6

70 DIM ZAS(0100) :GOTO 150

40 ZLZ-PEEK (560) +PEEK (561) *0256

42 ZMzPI Ek (fl +04) +PEEK (L 105) *0256: FOR ZN::O1 TO LEN (ZAS) : ZT=

57344+ C (ASC (inS (ZN, ZN)) --032) O8) : ZCZM+ZY*0404 ZX+ZN- 01

44 FOR ZRzOO TO 7:POKE ZC+ZR*040,PEEK(ZT+ZR):NEXF ZR:ZYZY+Z

Z:NEXT ZN:RETURN

50 COLOR O1:PLOT X+O1,Y:DRANTO X+02,Y:PLOT X,Y+O1:DRANTO X+O

3, Y +01

52 PLOT X--O1,Y+02:DRANFO X+04,Y+02:PLOT X—OI,Y+03:DRANTO X+O

4, ‘j + OS

53 PlOT X,Y+04:DRANTO X+O3,Y+04:PLOT X+O1,Y+05:DRANTO X-l-02,Y

+05

55 PLOT X404,Y--O10:DRANTO X+04,Y+02:RETURN

60 FOR HOLD=01 TO 500:NEXT MOID:FOR OFF=O0 TO 03:SOUND OFF,O

0, 00, 00: NEXT orr : RE TURN

70 7 PRESS ANY KEY TO CONTINuE . : POKE 0764 0255

71 IF PEEK(O764):r0255 AND PEEK(53279)7 THEN 71

72 RE TuRN

80 GRAPHICS O8:SETCOLOR O0,02,00:SETCOLOR Ot,O2,00:SETCOIOR

O2,02,08:SETCOLOR 04,02,08:POKE 752,Ot:COLOR 01

81 PLOT O20,020:DRAN1O 0300,020:PLOT O20,026:DRANTO 0300,026

:PLOT O20,032:DRANTO 0300,032:PLOT 020,O38:DRANPO 0300,038

85 PLOT 020,044:DRANTO O300,044:ZX=O13:7Y=125:ZASBASIC CHO

RDS : GOSlIB 040: RETURN

100 FOR VOLtOIO TO 00 STEP --06:SOLIND O0,P,010,VOL:NEXl tJOL:R

FT URN

150 GRAPHICS 017:SETCOLOR 07,08,012:? fl07:? flo?:? 2*07;” 1

[4W4f[[ITiUY:? 2*07;” BY NUMBER:” 2*07

160 2*07:” 2*07; 1= [.aitiWIiJil”:? 2*07:” 2*07;” 2: [fl

170 -, 2*07:” 2*07;” 3: LIPFI1:” 2*07:” 2*07;” 4 (j

? 2*07:” 1*07;” 5: [iiEWfl]”:? 1*07:” 1*07;” 6- e

rVFfl’:? 2*07:” 2*07;” 7 (iirWiini”

200 -) 2*07:” 1107;” 8-z flF4j”:POL0:GOSUB 0100

‘1 0 P0K1 0764,0255: CLOSE 1101: OPEN 2*01.04, 1)0, ‘ :“: GEl 2*01 • GC:

CL osi: not : GC=GC—48

215 II GC08 THEN 30000

220 II GC<O1 OR GC>7 THEN 210

230 GOSIIP 080:ON (.C GOSUB 1000,1300,1600,1900,2?00,2500,2800

240 GOTO 150

1000 ZAS’THF D MAJOR CHORD”:ZXOI2:ZY=O75:GOSUB 040:’ ,“SOO

SOUND I ,108,10,2:705”D”:ZXOIS:LYOSS

1042 GOSLIFI 040:P=O108:Gd)SLIB 01O0:X=010:Yl,44:(.OSIII1 1)50:’

510 SOuND 1.85.10,2”

1 110 LOS :“Ell” : LX=O1 9: /YtO55 :1.05110 040: PO8S : GOSlIB 0100: XO15

4: YOAfl : (.OSLIH 050

1140 /AS:”fl”:ZX024$:7Y-38:GO5lJB -40:” ,“S?O SOUND 7,72.10.2

ZASA’’ : ZX :022: ZYOS5 : GOSIIB 040

1 770 P 077 : (.0IIfi 0 [00: : 01 78 : V OS? : GOSLIB 050

PACE 66



1250 ZA$=D+F2*+nZD MAJOR”:ZX=013:7Vz095:GOSUB 040

1760 SOUND OO,O108,O10,02:SOUND 01,085,O10,O2:SOUND 02,072,0

1O,O2:GOSUS O60:GOSUS O70:RETIPRN

1300 zn$=THF DII MAJOR CHORD : ZX z012 : 7V=075 : GOS1JB 040:’ , ‘‘50

o SOUND 0,102,1O,2:ZA$’Dfl:7XO16:ZVO55:GOS1IS 040

1342 P=O102:GOSUO 0100:X0130:V044:GOS1i0 o5o:zAS-”fl”:ZX 017

:ZV=O44:GOSUS 040

1400? ,“SlO SOUND 1,01,10,2:ZA$=G”:ZX’019:7V055:GOS1Ifl 04

O:PO81:GOSUS 0100

1430 X=O154 : V=OS5 : GOSUC 050: ? , “520 SOUND 2 , 68 , 10, 2”: 70$ :“flfl

ZX072 : ZVz055 : GOSUS 040

1520 P=O68:GOSUO O100:X:zO178:VrO32:G0SUfl 050:ZA$-r”fl”:ZXZO23:

ZV=032:GOSUS 040

1550 ZA$”Dfl+G+Afl-zDfl MAJOR”:ZX=O13:ZY:z095:GOSUS 040

1560 SOUND O0,O102,010,O2:SOUND O1,081,0LO,02:SOUND 02,068,0

i0,02:GOSUO O60:GOSUS 070:RFTIIRN

1600 ZA$=’’THF F MAJOR CHORD”:ZX012:ZVzO75:GOSUB 040:”,“SOO

SOUND 0,96,10,2:ZA$’E:ZXOI6:7VO55:G05IiB 040

1642 P=O96:GOSUS 0100:XO130:VzO41:GO’3UB 050:? ,“SlO SOuND I

76, 10, 2”

1710 ZA$= Gfl”:7Xt0i9:7Vr055:GOSUu3 040:P=O76:GOSUB 0100:Xzz015

4uV=O35:GOSUB 050

1740 ZA$’fl”:ZX:z020:7V=O35:GOSUS 040:’ ,“SZO SOUND 7,64,10,2

‘‘:ZA$=”fl”:ZX=022:ZV=O55:GOSUB 040

1820 P=O64:GOSUS 0100:X=0178:Vr029:(.OSIIR 050

1850 ZA$”E+Gfl+B’E MAJOR”:ZXz013:7VO95:GOSUS 040

1860 SOUND O0,096,O10,O2:SOUND 01,076,010,O2:SOUND 02,064.01

0, 02 : GOSUS 060 : GOSUS 070 : RETURN

1900 ZAS::”IHE F MAJOR CHORD”:ZX=012:ZVrO7S:GOSUIS 040:? ,“SOO

SOUND 0,91,10,2:ZAS”F”:ZXzOt6:?VzO55:G0S1Ifl 040

1942 PzO91:GOSUS O100:X=O130:V=O38:GOSUS 050:? ,“510 SOUND I

72, 10, 2”

2010 ZA$8 :ZXtO19:ZYzO55:GOSUS O40:PzzO72:GOSUO 0I00:XO154

:VO32:GOSUO 050

2100 ? ,“520 SOUND 2,60,10,2:7fl$’C”:7X:z027:ZVz055:GOSUB 04

0:P060:GOSUS 0100

2130 X=0178:V=O26:GOSUS 050:ZA$”F+A+CF MAJOR”:ZX=OIS:ZVOa

5:GOSUS 040

2160 SOUND 00,091,010,02:SOUND 01,072,010,02:SOUND 07,060,01

0,02:GOSUS O60:GOSUS O70:RETURN

2200 Zfl$=”THE Ffl MAJOR CHORD”:7Xz012:ZV=075:GOSUB 040:” ,“SO

0 SOUND 0,85,10,2”:Zfl$=”Ffl”:ZX016:ZV=055zGOSU0 040

2242 P=O85:GOSUS 0i00:IC=0130:V=038:GOSUB O50:ZAS=”fl”:ZX=017:

ZVO38:GOSUS 040

2300 ? ,“SlO SOUND 1,68,10,2”:Zfl$”Afl”:ZXz019:7V=055:C,OSIIS 0

40:P=068:GOSUO 0100

2330 N0154:VO32:GOSUS 050:7*$”fl”:7NzO20:Z’Ct032:GOSUB 040:

? ,“520 SOUND 2,57,10,2”:ZA$z”Cfl’:ZXzO22:7V055:GOSIJB 040

2420 P=O57:GOSUB O100:X=O178:V=076:GOSU6 050:ZA$z”fl”:ZX=073:

7V026:GOSUO 040

2450 ZA$”Ffl+Afl+CIIFII MAJOR”:7X013:ZVO9S:GOSUH 040

2460 SOUND 00,085,O10,O7:SOUND 01,068,O10,02:SOUND 02.057,01

0,O2:GOSUS O60:GOSUO 070:RETURN

2500 ZA$”TtIE 6 MAJOR CHORD”:ZX=012:7V075:GOSUS 040:”.“SOO

SOUND 0,81,10,2”:Zfl$=”G”:ZH=016:ZV-05S:GOSuuu3 040

2542 P=081:GOSUS 0t00:XO130:V=O35:GOSUfl 0S0:” ,“SIO SOUND 1

64, 10, 2”

7610 ZA$z”fl:Zx=019:Zv=O5s:cosUs 040:P064’GOSIIR 4)100:X:0154

:V029:GO5Uo 050

2700 ? ,“570 SOUND 2,53,L0,2”:ZAS”D”:ZXO27:ZV055:G0SUB 04

0:P=053:GO5uJB 0100

2730 Xr0178:y=O73:f,OSUB OS0:ZflS”(.+B+uD’=G MAJ41R”:ZX:O[S:ZVzOa

5:GOSUS 040

2760 SOUND 00,081,010,02: SOUND 01,064,010,02: SOUND 02,053 .01

0,O2:GOSUuI 060:GOSUB O?O:REuUIIN
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2800 ZAS-’THE (.21 MAPOP CHORD:ZXzOI2:ZVO75:GOSIi0 040:? ,50

0 SOUND 0,76.10,2’:?AS Gfl:tX016:ZVO55:G0SUB 040

2842 4’ 076:C.OSLID 0100:X--0130:Y ()35:GOSUB O50:7AS’w:txoi:

lYz-033 : c;osiio 040

2900 “ ,510 SOUND 1,60, 10,2:7flSzC:Z019:ZVO55:GOSIIB 04

0:P=060:G0S1IB 0100

2910 Xz0l54:Y026:GOSUB 050:’ ,“520 SOUND 2,50,l0,2”:tfl$”Dn

‘:tX-rO22:ZV:OSS:GOStIR 040

3020 P 05€): GOSIIB 4)100: X=0 178: rfl73 : (.05410 050: ZAS -“21”: ZXO23:

?Y=023:GOSUS 040

3050 7A5 “Gfl+C+ DII -Gfl MAJOR”: 7X- 013: 7’? 095 : GOSUC 040

3060 SOuND 00,076,4)t0,0I:SOUND 0l,060,010,02:SOUND 02,050,01

0, 02 : GOSUS 060 : RETURN

30000 GRAPHICS 0:POKF 752,1:POkE 710,48:POKE 82,2:POKE 201,9

30005 ? “444 Use the CI(]1 or P14W4_41 button to”:? :‘ “ hAg

blight your choice below, then”

30010 ? :“ “ press the TTJJ1 button.”:FOR HErO TO 8:POKE 53

279,ME:NEXT ME:COSUS S1000:SELrll

30020 POSITION SEI,SEI :‘ “j4SlEJfls.S2rI.Jfl&fl”

30100 BLJTIONPEEK(53279) : FE BUTTON7 THEN 30100

30110 GOSIJO 32000:IF CHOICE6 THEN 31500

30120 SEI-:SEL+2:TF SF015 THEN SELII:GOSUS 31000:GOTO 30020

30130 IF SEL=13 THEN OSU0 31000:POSITION 11,SEL:” “Uiai’i:ua

GOTO 30t00 -

30140 IF SELzt5 THEN GOSUS 31000:POSITION 11,SEL:? “EiflUfl4flhI

GOTO 3t00

30150 GOTO 30100

31000 P4ISITION 11,11:? “RERaN THIS PROGRAM”:? :? .“RETURN TO

BASIC’’ : ? : ? , ‘‘RUN MENu PROaRZ4M’’ : RETURN

31500 TRAP 30000:POE 201,1O:IF SEL=15 THEN ? “s”:?:‘ ,“ LO

ADING MENU”:RLPN “D:MENLP” : TRflP 40000

31510 IF SEL=13 THEN GRAPHICS 0:’ : ‘ “BASIC”:? “IS”; :POKE 75

2, 0: TRAP 40000 : END

31520 TRAP 40000:RUN

32000 GOSUB 32200

32010 CHOTCE=BUTTON:OUTTON:ZPEEK(53279) IF BUTTON<>7 THEN 320

10

32100 cosuS 32200:RETLPRN

32200 FOR ME=0 TO 8:POKE 53779,ME:NEXT ME:RETURN
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0 REM CHORDSI2 (c) 1982 by Jerry White (6.’3.’82]

3 REM MAJOR CHORDS IN DISTORTION LEVEL t2 BASS RANGE

4 REM ALL PITCHES IN DISTORTION LEVEL 10 CLEAR SOUND

5 REM FOUR TEXT COLORS USING GRAPHICS MODE 18

20 DIM AS(8),ASS(8),BS(8),CS(8),CSS(8),DS(8),DSS(8),ES(8),FS

(8) ,FSS (8) ,GS (8) ,GSS (8)

22 DIM Pt (13) ,P2 (13) ,P3 (13) ,MCS (11) : MCSLj[P1.3:.4j[jj

30 AS=A Cfl E :AS$=Afl D F :nS=B Dtt Ffl:CS=C E G

CS$C11 F Gfl

32 DS’D Ffl A :DSSDfl G Afl:ESE Gfl B :FSF A C

FSSFfl Afl Cfl

34 GSG B D : GSS=Gfl C Dfl: GOTO 200

35 ? fl6; A ;MCS:RETURN

40 ? fl6; Afl MCS:RETURN

45 ? fl6; B MCS:RETURN

50 ? fl6; C MCS:RETURN

55 ? fl6; Cfl MCS:RETURN

60 ? fl6; D ;MCS:RETURN

65 ? fl6; DEl ;MCS:RETURN

70 ? fl6; E MCS:RETURN

75 ? fl6; F ;MCS:RETURN

80 ? fl6; Fit MCS:RETURN

85 ? fl6; G MCS:RETURN

90 ? fl6; GEl ;MCS:RETURN

95 7 fl6; A ;MCS:RETURN

fl FOR WAIT=1 TO 200:NEXT WAIT:RETURN

too DATA 75,60,51,72,57,48,67,55,45,63,51,4260,48,40,57,45,

37, 55 , 42, 36

102 DATA 51,40,33,48,37,31,45,36,30,42,33,28,40,31,27,37,30,

25

200 FOR CHORD=1 TO 13:READ P1,P2,P3:P1(CHORD)P1:P2(CHORD)P

2:P3(CHORD)P3:NEXT CHORD

1000 FOR CHORD=1 TO 13:GRAPHICS 18:POKE 559,0:? 1*6

1020 ON CHORD GOSUB 35,40.45,50,55,60,65,70,75.80,85,90.95

1040 POKE 559,34:? 1*6:? fl6; Sound 1,;P1(CHORD);,12,4’

1050 SOUND 1,P1(CHORD),12,4:GOSUB 99

1060 7 1*6 : ? 1*6 sound 2 , P2 (CHORD) ; , 12 • 2

1070 SOUND 2,P2(CHORD),12,2:GOSUB 99

1080? fl6:? flf.; Sound 3,;P3(CHORD);,12,2

1090 SOUND 3,P3(CHORD),12,2:GOSUB 99

1400 FOR HOLD=1 TO 200:NEXT HOLD

1500 SOUND 1,0,0,0:SOUND 2,0,0,0:SOUND 3,0.0,0

1600 7 1*6 : 7 1*6 ; _____________

1700 IF PEEK(53279) <>6 THEN 1700

1800 NEXT CHORD

2000 GRAPHICS 18:? 1*6:” 1*6; Id1SK)sound

2100 FOR PITCH=255 TO 0 STEP —1:POSITION 3.4

2120 SETCOLOR 0,PITCH,6:SETCOLOR 3,PITCH+8.6:SETCOLOR 1,PITC

H+4 • 6

2200” fl6;SOUND 0,:PITCH;.10,V

2220 FOR VO[UME=14 TO 0 STEP —2:SOUND 0,PITCH,10.VOLUME:NEXT

VOLUME:NEXT PITCH

30000 GRAPHICS 0:POkE 752.1:POKE 710,48:POKE 82,2:POkE 201,9

30005 7 444 Use the flf4jJ or 4Wa4j button to..:? : “ hig

hEight your choice below, then

30010 7 :7 press the 2ff’]IJ button.:FOR ME0 TO 8:POKE 53

279,ME:NEXT ME:GOSUB 31000:SELII

30020 POSITION SEL,SEL:? I:14:I’rp1a4zr’xnali

30100 BUTTON=PEEK(53279) :IF BUTTON7 THEN 30100

30110 GOSUB 32000:IF CHOICE6 THEN 31500

30120 SEL=SEL+2:IF SEL>15 THEN SEL=11:GOSUB 31000:GOTO 30020

PACE 69



30130 IF 5EL13 THEN G051Ifl 3l000:POSITION 1l,5FL:’ UiI4f!IT1

rx: GOTO 30100

30140 IF 5EL15 THEN GOSUB 31000:POSITION IL,3E1 :“ 1T114J!

________

GOTO 30100

30150 GOTO 30100

31000 PO5ITION 11,11:? RERIIN THI3 PROGR0M:’ :? .RF11iRN 10

BASIC:? :? ,RIJN MENU PROGROM:RETUPN

31500 TROP 30000:POKE 201,10:IF 5EL15 THEN ? :‘ [0

ODING MENU:RUN D:MENU:TROP 40000

31510 IF 5EL13 THEN GROPHIC5 0:? :? flO5IC:? IS :POKF 75

2, 0 : TROP 40000: END

31520 TROP 40000:RUN

32000 GO5UB 32200

32010 CHOICEOUTTON:OUTTON=PEEk(53279) :IF BUTTON<>7 THEN 320

10

32100 GO5UB 32200:RETURN

32200 FOR ME=0 TO 8:POKE 53279,ME:NEXT ME:RETUPN

PACE 70



0 REM SPEAKER Cc) 1982 Jerry Hhite LB/S/B?]

S GOSUB 20:FOR SPEEDt2I TO I STEP —10:”:? ,‘ SPEED=;SPEE

D:JNS(1O,10)-CHRS(SPEED)GOSUB 11

6 FOR HAITL TO 300:NEXT I4AIT:NEXT SPEED:GOTO 70

J 0 J14:: USR (ADR (J14S) ) : RETURN

11 JHS(28,28)rCHRS(77) :J14S(20,20)CHRS(77) :GOSUB 10

12 JI4S(28,28)ZCHRS(61) :J14S(20,70)CHRS(61) :GOSUB 10

13 J14S (78,28) =CHRS (51) : J14S (20,20) CHRS (51) : GOSLIB 10

14 JNS(28,28)CHRS(38):J14S(20,20)ZCHRS(38):G0SUB 10:RETURN

70 GRAPHICS 0:POKE 82,2:POKE 83,39:POKF 757,1:POKE 710,t44:?

44 CONSOLE SPEAKER DEMO

75 POKE 66,1:? CHRS(253) :POKE 66,0:” 44 Thi’ routine will p

I ay a four note

30 ? :? chord using the console speaker.’:? :? Pres

any key to begin.

40 DIM JHS (39) : JHS=’hfl fleFeLiAa+r .

:POKE 764,255

50 IF PEEK (764) r255 AND PEEK (53279) 7 THE N 50

60 RETLIRN

70 FOR QUICK—ITO 4:GOSLIB 1t:NEXT QUICK

80 GOSIIB 800:POSITION 9,20:” ‘Press iJ(iTj to exit’

90 POSITION 9,21:? Press fl1IS to edit : POKE 710,0

Joe [F PEEK(53279)6 THEN 200

110 IF PEEK(53279)=3 THEN 30000

120 POKE 755,1:POKE 755,2:GOTO 100

700 GOSUB 800:? :POKE 710,16:” :? ENTER NUMBERS FROM 0 T

O 255 [jJ4jlJtJI:POKE 764,255:POKF 752,0

210 NLJM:t—1:LINEZ2IO:TRAP 900:?:“ DURATION::TNPUT NUM:GOTO

900

720 JHS(10,10)CHRS(NUM)

230 NIIMD—l:LINE:r230:TRAP 900:?:? SPEAKFR ON:INPUI NUM:GO

TO 900

240 JHS (20,20) CHRS (NUM)

250 NIIM=—I:LINEz25O:TRAP 900:?:? SPEAKER OFF:INPUT NUM:G

OTO 900

760 JI4S(28,28)=CHRS(NUM) :POKE 752,1

270 GOSUB 10:POSITION 9,20:? Press [‘3JbXifl] to repeat:POSITI

ON 9,21:? Press Ifj1 to continue:POKE 710,0

780 IF PEEK(53279)z3 THEN 270

790 IF PEEK(532?9)=6 THEN ‘:GOTO 80

300 POKE 755,1 : POKF 755,2 : GOTO 280

800 IF PEEK (53279) <>7 THEN 800

810 RETURN

900 NUMZINT (NUM) : IF NUM<0 OR NUM>755 THEN “ f’:? P1 EASE EN

TER A NUMBER FROM 0 TO 255.’:GOTO LINE

910 GOlO LINE-ItO

30000 GRAPHICS 0:POKE 752,1:POKE 710,48:POKE 82,7:POKE 201,9

30005 ? 444 Use The C.]a#4JE1 or 144W441 button tofl:? :? hiq

hlight your choice below, then

30010 ? :? press the I11 button.:FOR MFO TO 8:POKE 53

279,ME:NEXT ME:GOSIIB 31000:SEL=tl

30020 POSITION SEL , SEL:?

30100 BUT ION’PEEK (53279) :IF BUTTON:z7 THEN 30100

301t0 GOSUB 32000:IF CHOICE6 THEN 31500

30120 SELZSEL+2:IF SEL>15 THEN SELII:GOSUB 3i000:GOTO 30020

PACE 71



30130 iF SEL:13 THEN GOSIJO 31000:POSITION 1l,SEL:? f4JJfflfli

GOb 30100

30140 IF SEL=15 THEN GOSIlO 31000:POSITION 11,SEL:? I1’II4jJfl

GOTO 30100

30150 GOTO 30100

31000 POSITION 11,11:? RERUN THIS PROGRAW:? :? ,RETURN TO

0ASIC:? :7 .RUN MENU PROGRAM :RETURN

31500 TRAP 30000:POKE 201,10:IF 5EL15 THEN ? ‘:? :7 LO

ADING MENU:RUN D:MENU: TRAP 40000

31510 IF SELZI3 THEN GRAPHICS 0:? :“ BASIC:? IS POKE 75

?,0:TRAP 40000:END

31520 TRAP 40000:RUN

32000 GOSlIB 32200

32010 CHOICF=0UTTON:BUTTON=PEEK(5327a) IF BUTTON<>7 THEN 320

to

32100 GOSU0 32200:RETURN

32200 FOR ME=0 TO 8:POKE 53279,ME:NEXT ME:RETURN

PACE 72



o REM HaPPY BIRTHDAY Cc) 1982 BY JERRY WHITE (6/3/82]

20 GRAPHICS 0:D1M NAMES(20) :? :? BIRTHDAY SONG PROGRAM::?

:? ENTER NAME:’; :INPUT NAMES

40 DIM WORDS (20) , DISPS (20) ,BLANKS (20) : BI. ANKS=

GOTO 300

100 POKE 540,HOLD:SOUND 0,U0,10,8:SOIJND t,UI.10,4:SOIJND 2,1)2

,10,4:SOUND 3,1)3,10,4

101 IF PEEK(540)<>0 THEN 101

102 SOUND 0,0,0,0:SOUND I,0,0,0:SOUND 2,0,0,0:SOLIND 3,0,0,0:

RETURN

300 READ V0,V1,U2,V3,HOLD,SWITCH,HORDS

310 IF SHITCH3 THEN WORDSzNAMES:GOTO 360

330 IF SWITCHI THEN GRAPHICS 18:GOTO 360

340 IF SWITCH9 THEN 9000

360 LHzLEN(WORDS) :DISPSZBLANKS:IF LH>18 THIN DISPSrWORDS:GOT

0 380

370 FPII—INT(LW/2) :DISPS(FP,FP+LH—l)HORDS

380 POSITION 0,4:” fl6;DISPS:GOSLIB 100:GOTO 300

500 DATA 121,121,243,243,19,1,HAIJaa;)14jj3?yd

510 DATA i21,121,243,243,19,0,HAPPY E4Ij[fl

520 DATA 108,108,217,217,39,0,HAPPY BIRTH[A

530 DATA 121,121,243,243,39,0,HAPPY BIRTHDAY

540 DATA 91,91,182,182,39,1,TOflI1]

550 DATA 96,96,193,193,79,0,TO YOU

600 DATA 121,121,243,243,19,t,HAIaaflraflr!yA

610 DATA 121,121,243,243,19,0,HAPPY E4jjflI77V

620 DATA 108,108,217,217,39,0,HAPPY BTRTHLLVfl

630 DATA 121,121,243,243,39,0,HAPPY BIRTHDAY

640 DATA 81 , 81, 162, 162, 39, 1,

650 DATA 91,91,182,182,79,0,10 YOU

700 DATA 121,121,243,243,19,1,HA[Jja..fliagjIYY

710 DATA 121,121,243,243,19,0,HAPPY @Y4iIdlTifl!1

720 DATA 60,60,121,i21,39,0,HAPPY BIRTH7T1

730 DATA 72,72,144,144,39,0,HAPPY BIRTHDAY

740 DATA 91,91,182,182,39,1,DEAR

750 DATA 96,96,193,193,39,3,NAME

760 DATA 108, 108, 217, 217, 79, 3, NAME

770 DATA 0,0,0,0,19,3.NAME

800 DATA 68,68,136,136,19,1,HA[g1:pf1ir4

810 DATA 68,68,136,136,19,0,HAPPY EW4IIFLVfl

820 DATA 72,72,144,144,39,0,HAPPY BIRFH[flj

830 DATA 91,91,182,i82,39,0,HAPPY BIRTHDAY

840 DATA 81,96,121,162,39,1,TO h7Th

850 DATA 91,121,144,182,79,0,TO YOU

8000 DATA 0,0,0,0.0,9,END

9000 GRAPHICS 18:SETCOLOR 2,4,8:SETCOLOR 0,12,6:SETCOLOR 4,4

,0

9100 POSITION 3,4:? fl6;”HAPPY BIRTHDAY

9200 FOR HOLD=1 TO 500:NEXT HOLD:GOTO 30000

30000 GRAPHICS 0:POKE 752,1:POKE 710,48:POKE 82,2:POKE 201,9

30005 ? ‘444 Use the [‘IaSCEI or 114W44J button to”:? :“ “ hig

hlight your choice below, then”

30010 ? :? “b press the tJt!fl4I button.”:FOR ME=0 TO 8:POKF 53

279,ME:NEXT ME:GOSUB 31000:SELIS

30020 POSITION SEL,SEL:? “IfT4il’iaiP4Efl2zpSjTfl”

30100 BUTTON=PEEK(53279) :IF BUTTON7 THEN 30100

30110 GOSUB 32000:IF CHOICE6 THEN 31500

30120 SELSEL+2:IF SEL>15 THEN SELzTI:GOSLIB 31000:GOTO 30070

PACE 73



30130 IF 5EL13 THEN GOSUS 31000:POS] lION 11,SFI : Fiid’FUa

fl1t : GOTO 30100

30140 IF SELt-IS THEN GOSLIB 31000:POSITION I1,SFL:’ kT’TU4flT1

jja’lthflP: GOTO 30100

30150 GOTO 30100

31000 POSITION 11,11:” RERUN THIS PROGRAM:’ :‘ ,‘UFTIIPH TO

BASIC :7 :7 RUN MENU PROGRAM : RET LION

31500 TRAP 30000:POKE 201,t0:TF SELlS THEN :‘ : 10

ADING MENU : RUN D : MENU : TRAP 40000

31510 IF 5EL13 THEN GRAPHICS 0:? :‘ BASTC:’ 1S’; :POkE75

2,0:TRAP 40000:END

31520 TRAP 40000:RLIN

32000 GOSUB 32200

32010 CHOICE=BUTTON:BLITTON=PEEK (53279) :IF BUTTONO7 THEN 320

10

32100 GOSUB 32200:RETURN

32200 FOR MEO TO S:POKE 53279,ME:NEXT ME:RETIIRN
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(I HIM .11N611 Cc) 1987 BY JERRY 14111FF [8/17/8?]

70 GRAPH 1CC. 7: DIM PMS (2048) ,P1 I S (5) ,Pl nS (5) , IIORDS (40) : 60500

2000:(.OTO 300

i_on P(IkE 20,0:P0KE 53760,V0:POKE 5376?,Ui:POKE 53764,U?:POKF

53764., u.c

101 IF tIn 0 THIN 110

107 P111(1 7O4,UO:IOkE 705,U1:P0KE 706,U2:POKE 707,4.13

110 11 PFlK(?0) <HOlD IHEN 110

170 P01(1 53760,0:I’OKE 53762,0:POKE 53764,0:POKE 53766,0

130 P01(1 704,14:POVE 705,14:POKE 706,14:POKC 707,14:RETURN

300 READ U0,U1,V7,VS,1l0LD,’HI[CH,H0RDS

340 [F SHI 1 CHz9 Till N 9500

750 (HAP 360: [F [THFS 1 AND HORDS’DASHTNG THRIJ” THEN 9000

760 IF 144)RDS: “M’ (IN SHTTGH:2 I HEN 400

380 (HHS([25) ,I4ORDS:GOSUB 100:GOTO 300

400 (.OSiiii 100 : (O 14) 300

600 DA1A 47,60,81,96,19, 1,JINGI F BELLS

610 DATA 47,60,81,91., 19,0,*

(.70 DAIA 4/,60,61,96,29,0,*

1.25 DAtA 0,0,0,0,9,7,RFS1

630 DAIA 47,60,81,96,19,1 ,JTNG[E Bell_S

640 DAIA 47,60,81 ,96,19,0,M

1,.0 DAIA 47,60,81,96,79,0,

655 DATA 0,0,0,0,9,2,RESF

660 DA[A 47,60,81,96,19,1,.JINGLE

670 DAtA 40,47,60,61,19,0,

680 DATA 60,81,96,121,29,l,A1l THE HAY

690 DAFA 5S,53,108,108,9,0,fl

700 DAtA 47,60,8l,96,79,0,

710 DATA 0,0,0,0,9,2,8651

770 DATA 45,60,72,91,19,L,OH 14Hfl1 FUN

730 DATA 45,60,72,91,19,0,*

740 DAtA 45,60,72,91,29,0,*

750 DATA 45,60,72,91,9,1,11 IS 14) RTDE

760 DAIA 45,60,72,91,19,0,*

770 DAIA 47,60,81,96,19,0,fl

780 DATA 47,60,81,96,19,0,M

790 DAIA 47,60,61 ,96,9,0,IN A (INC HORSE

800 DATA 47,60,81,96,9,0,*

610 I>AIA 47,60,81,96,19,0,M

$170 DATA 53,64,8I,108,19,0,*

870 DAIA 53,64,81, L08,19,1,OPEN SLETGH

$140 DAtA 47,60,81,96,19,0,W

850 DAFA bS,64,81,108,39,0,*

855 DATA 0,0,0,0,4,7,REST

860 DA[A 40,47,60,l62,39,0,W

1170 DAtA 0,0,0,0,4,2,81ST

900 DAIA 47.1.0,61 ,96, 19,1,JTNGI F BULLS

910 i>A[A 47,h0,81,96,19,0,

970 DATA 47,60,81,96,79,0,*

975 DATA 0,0,0,0,9,’t,RIST

930 DATA 47,60,81,96,19,1,JTNGIE BELLS

940 DATA 47,60,81,96,19,0,*

950 DATA 47,60,81,96,29,0,W

955 DATA 4),0,0,0,9,7,RES[

960 DATA 47,60,81,96,19,1 ,JtNGlF

971$ DATA 40,47.60.81 ,19,0,

980 DAIA 60,81,96,121,29,l,AIl THE HAY

990 DAIA 53.s:c,ioo,ioa,a,o,*

992 DATA 47,60,8T,96,79,0,

994 DAIA 0,0,0,0,9,2,RESI

1000 DATA 45,60,77,9T,19,T,OH HHAT FUN

1010 DATA 45,60,72,9[,19,oW

1070 DATA 45,n0.77,91,79,o,w

PACE 75



1030 DATA

1040 DATA

1050 DATA

1060 DATA

1070 DATA

30130 DAtA

1(190 DATA

1100 DAtA

3110 DAtA

3120 DAIA

1130 DATA

1140 DAtA

1700 DAtA

1210 DAIA

1720 DAtA

1230 DAtA

1140 DATA

1245 DAtA

1150 DA1A

1/60 DAtA

1270 DATA

1260 DAtA

1290 I>ATA

1300 DATA

1310 DA1A

1320 DATA

1330 DAtA

1340 DATA

1350 DATA

136(1 rATA

1370 DATA

1380 DAtA

1390 Dt.IA

1400 DAtA

1410 DAIA

1410 DAtA

1430 DATA

1440 DAtA

1500 DAIA

1510 DAtA

152(1 DAtA

1530 DAtA

15441 DATA

1545 DA1A

1554) DATA

1560 DAtA

1570 DATA

1560 DATA

1594$ DAtA

1600 DATA

110 DAtA

1670 DATA

1630 DAtA

1640 DAtA

1650 DATA

1660 DAIA

1670 I>AIA

1660 I>AIA

1 /00 DA IA

1710 DAtA

1720 DA1A

1730 DAtA

1740 DAtA

1750 DATA

1000 I’OKI

623,33

45,60,77.91.9,1,11 15 II) RIDE

45,60,77,91 ,l9,0,fl

47 , 64$, 61, 91., 19,0 ,a

47, 60 , 61, 96, 19,0 .6

47,60,61,96,’*,l,TW A ((WI tIOhISE

47,60,141,96,9,0,6

40,53,64,131, 19,0,6

40.53,64.61, 19,0,6

45.53,64.61,19,1 ,Uh’tW 51 F11.ti

53,64,61,1013, 19,0,W

60,61 ,96, Ill . 79,0,

41,0, 0,0, 9,2 .01 S I

111,96, t21 .162,19,1 ,DASII1WG 101311

47,47,96,96, 19,0,6

53,53, 106, 14)8, 19,

60,60,121,I1t,19,I • tilE SHUN

81 ,96, 1 21 • 162 .59,0,

0,0,0,0, 9. 7,13151

61,96,121.161,9,1,1W A OWE I-I11RSF

81,96,121, 162, 9,0,6

81, 96, 121, 162, 19,0,

4/, 47 , 96, 96, 19, 0,6

53,53,108,106,19,1,OPFW 511-160

60 , 80 . 1 2 t , 121 , 19 • 0 ,

72,91 , 121 .144. /9,0, W

0,41,0,0, 9,2, 131 St

72,91,111,144,19,1,4ItIFR THE FIElDS

45,45, 91,91, 19,0,6

47,47,96,96,19,0,6

53,53,106,108,19,1 ,NF GO

64,#1,106,L28,/9,0,-

0,0,0,0, 9,?, RI ST

441,47,641.81 .19.1 , 1AIJGIIJWG

40.47,60,61, 19,0 • 6

45,45,91 ,91 .19,1 All tilt NAY

53 , 53 , 1416, 1416, 19,0 .6

4/ .60 .81 , 94., 79

0,0 • 0,0, 9, 2, RI 51

6 I , 96, 1 2 1 , 16?. 1 9 • 1 , 131- L I S (IN 14011

47.47,96,96. 19,0,6

53 • 5$ , 106 . I 08 • 19 , 0 , K

60,60,121,IIL,19,1,IAIIS HTMl.

61,96,121.16?.79,0,K

41,41,0.41, 9,7,13151

61,96,1/1,167.19,1 MAkING SPIRITS

47,47, 96 , 96, 19,0,K

53,53.108,106,19,0,6

60,60, 1 71 • I 11 , I 9,0,6

77,91,121,144, /9.1 ,013161-It

0.0,0 • 0, 9,7 • Itt-Si

77,91,121,144,9,1,NtIA1 1-tIN 11 IS

77 .91 • 121 • 144 • 1 9.0, *

45,45,91,91,19,0,6

47,47,96,96,19,0,6

53,53.14144,108,19,1.14) ISTDE AND 51N4.

40,5.4 .64 , 131. 19.0

40,53,84.61,19,0,*

40 ,$S , 64 , 61, 29, 41

40,53,84,61,9,t,A SlItGtltNC.

35,35,77,77,9,0,-K

441,53,64 .81 , 11,0, *

45 .4’-, .91,91, 19,1 ,54)N4. tONI Ti

53,53,1616,1418,19,0,6

60.81,96, 121. 79,0,6

/52.1 :P0kE 559,62: IrPFFk(106) -32:POKE 54279, r:t’OkE

PACE 76



7040 0108 PEtK(134)+PFFK(LS5)M?56

2050 fl108tPEEK(1444) 4i)EFk(141)W256

2060 OErStIN256414’74 ATOP

2070 lIlt INT (OLE 3/256) : L OrOEF S -H 1*756

2090 IOKL 010842,ltl:POKE 0IAB•.c.HT

21 00 01 H MC $ (4?) : MS S ‘ 6

(1 F AR 1l3R (008 (MIS) . 01>1-P (PM$) , 1024) : SiOTO 1 4)000

8000 DATA 0,t1,0,O,O,9,ENI>

9000 POKE 70L, 10:’ CHR$(l?S) ,“ nippy CHRISTMAS”:’ ,tron Jer

ry 145-n Ic”

9700 F OR 1-101 D =0 10 731 5 SEP 0. : POKE 704 , 1101 0: POKE 705, HOl 0+

8:POKF 706,H0iD4L6:POKE /07,HOLD+24:NE>(l HOLD

9304) (.05118 700430: POKE 53277,0 : (0IO 30000

9500 TIMESTIMIS+i:F01P HOLD-ti 10 40:NEXT H01D:RESTORE :6010

300

10000 PLLS (1.1) :4DHF4$(32) :PLI $ (2,2) CHR$(Lt2) :PLL $((,S) CHITS(

248) : I’LL $ (4,4) P1_IS (2,2) : PLLS (5,5) zPL LS (1 • L)

10003 PLRS(t,1)-’CHRS(4) :PlRS(2,2)tCHRS(14) :PIRS(3,3)tCHRS(31

):P1RS(4,4):PIRS(2,7):PIRS(5,5)ZPLR$(L,1)

10004 FOR ME74) TO ISO StEP ?0:PMS(ME+756,ME+260)=PIRS:PMS(M

f +266, ME-i-2 70) rp[ LS

10005 pMS(Mr+s12.MEtS16)=pLR$:I-’M$(ME-l-522,Mr+526)=p1L$:NExT H

10006 PMS(l14,1l8)::PLRS:PM$(l34,138)P1RS:PMS(t54.t58)PLLS

10007 PMS (882,1392) PL LS : PMS (907,906) :1)1 I $ : I’MS (922 • 926) r:P1 PS

10008 POKE 708,196:POKE 710,65:POKE 717,14:POKE 709,72:POKF

201,15:F’OKE 65,0:POKE 82.2:’ :60508 20000

10009 SOUND 0.O,0,0:POKE 53761.t68:POKE 53763,t64:POKE 53765

,164:POKE 53767,164

10010 POKE 765,1:FOR X=2 10 6:At8*X+80:8—11*X:C80--8*X

10020 COLOR 1:PLOT 81,9:PLOF A-16,8-13:DRAHTO A,B:PIOT C—1,8

-1:1

10030 POSITION C+16,8—13:XIO 18,fl6,12,0,”S:”

10040 COLOR 2:PIOT A,8:DRAI-ITO A-1,84-1:1’[OT C,il:DRAI.ITO C+1,R+

1 :DRAHTO C--i,8+L

10042 PLOT A,841:DRAHTO A+1,fl+t:NEXT X

10050 COLOR 0:PIOI 331,9:COLOR 3:POKE 765,3:PLOT 90.67

10064) 1,RAHTO 90,79:DRAHTO 70,79:POSITION 70,67:X10 18,fl6.12,

10070 COLOR 2:POKE 765,2:PLOT 80,l:DRAHTO 85,10:DRAHTO 83,9

10080 POSItION 74,4:XfO l8,fl6,12,0.”S:”:DRAHTO 86.4:DRAHTO 7

5,10

10090 DRAIlIS) 80 L:DRAHIO 80,5:DRAHIO 76,9:PLOI 83,5:POKE 201

,13:POKE 53277.2

11000 POKE 53248,102:POKE 53249.116:POKE 53250,137:POKE 5325

I ,146: RETURN

20000 FOR ME=53248 TO 53251:POKE ME,0:NEXT MI- :RETIIRN

30000 GRAPHiCS 0:POKI: 752,1:POKE 710,48:POKE 82,2:POKF 701,9

30005 7 “flIII use the [‘T*IiT1 or 4W5J but tori to”:” : -, “ hi q

hliqht your choate below, then’’

30010 7 : “5- press the buttuni.”:FOR ME--fl TO 8:POKE 53

279,ME:NEXT ME :60508 31000:SEIIL

30024) POSITION EL •SEI :7 “1T4:PCa14Wi[VXtfli”

30100 8011 ONPE - K (532 79) : IF 1301 FONt 7 1 HEN 30100

30110 60508 32000:11 CHOICE =6 THE N 31500

30120 SELSEL42:TE 51-1 >15 THEN SFLII :603013 (1000:6010 30020
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30130 IF 5E113 THEN GOSLJH 31000:POSTFTON itSEI :“

GOTO 30100

3014011 5E115 THFN COSLII3 31000:POSEIION 11,SFL:” “[JfraflJJT1

Jifl:fl”: GOTO 30100

30150 GOTO 30100

31000 POSITION 11,11:? “RERUN THIS PROGRAM”:?:“,“RETLJRN TO

SAS[C”:? :? .“RUN MENU PROGRAM”:RETURN

31500 tRAP 30000:POKE 201,t0IF SELLS THEN “s”?? ,“ 10

ADING MENU”:RUN “D:MENU”:TRAP40000

31510 IF SELI 3 THEN GRAPHTCS 0: :“ “BAS IC”:? “IS”; : POKE 75

7,0:TPAP 40000:END

31520 TRAP 40000:RUN

32000 GOSUB 32200

32010 CHOICE=RUITON:BUTTON=PEEK(53279) IF BLITTN(>7 THEN 320

I0

32100 GOSUB 32200:RETURN

32200 FOR Mt=0 TO 6:POKE 53279ME:NFXT ME:RETURN

PACE 78



300

MoItuart:I’4:I a’)

0 RiM SILENT NIGHI Cc) 1982 by Jerry Hhite [6/3/82)

20 GRAPHICS 18:SETCOLOR 2,4,8:SFTCOLOR 012,6:SETCOLOR 4.4,0

40 DIM lIORDS (20) ,DISPS (20) ,HLANKS (20) :8[ANKSr

GOTO 300

100 POKE 540,HOLD:SOUND 0,00,10,8:SO[IND 1,Ot,10,4:SOUND 2,02

10, 4 : SOUND 3 ,03, 10, 4

101 IF PEEK(540) <>0 THEN 101

102 SOUND 0,0,O,0:SOIIND L,0,0,0:SOIJND 2,0,0,0:SOUND 3,0,0,0:

RE TURN

!00 RFAD V0,VI,V2.03,HOLD,SHITCH,I4ORDS

330 II SHTTCH2 THEN NORDSrDISPS

340 IF SHIFCH9 THEN 9000

360 LI4=ICN(I4ORDS) :DISPSBLANKS:TF LI’l>lO THEN DISPS=frIORDSGOT

O 380

S70 FP=1l-LNT(LI4/2) :DISPS(FP,FP+LI’1--t)=I4ORDS

280 POSItION 0,4: fl6;DISPS:GOSUB l00:GOTO

600 DATA 8I,96.121.l62,89.I,SIrq4mflIxJfJ

610 DATA 72,72,I44,I44,29,0,SI1Wf4Jjj

620 DATA 81,96,121,162,59,0,SILENT QFXT*J

630 DATA 96,121,81,193,119,0,SILENT NTGHT

640 DATA O.O.0,0,59,2,REST

650 DATA 81,96,121, t62,89,I,HO1wpP4fj

660 DATA 72, 72, 144 • 144, 29, 0,

670 DATA 81,96,121,162,59,0,HO[V flXhJ

680 DATA 96,121,81,193,119,0,HOLV NIGHT

690 DATA 0,0,0,0,59.2,REST

/00 DATA 53,64,81,108,119,l,ALL p4aq.]wi

710 DATA 53,64,81,I0B,59,0,ALL IS TWX

720 DATA 64,81,108,128,119,0,ALL IS CALM

730 DATA 0,0,0,0,59,2,REST

740 DATA 60,Ol,96.121,119,0,ALL EJ1ETh1

750 DATA 60,Bl,96,t21,59,0,ALL IS J(flJ

760 DATA 81,96,I21,162,119,0,ALL 15 BRIGHt

770 DATA 0,0,0,0,59,2,REST

800 DATA 72,91,121,144,119,1,ROUND &7tJ

810 DATA 72,91,121,144,59,0,ROUND VON

820 DATA 60,72,91,I2I,89,1,0IRrC]

830 DATA 64.64,128,I28.29,0.oIRr4fl

040 DATA 72,71,121,144,59,0,VIRGIN

850 DATA 81,96,121,162,89,1,__.__

860 DATA 72,72,144,144,29,0,MOTHER rftISLPSa?]

070 DATA 81,96,121,162,59,0,MOTHER AND [4i44Sfl

880 DATA 96,121,8I,193,119,0,MOTHER AND CHILD

090 DATA 0,0,0,0,59,2,REST

900 DATA 72,9I,I21,144,1I9,I,HO[%’4flJffl7fl

910 DATA 72,91.,121,144,59,0,HOLV LUISffltSl’J

920 DATA 60,72,91,121,89,0,HOLV IN[]jIa1fl

930 DATA 64,64,128,128,29,0,HOLV INFANT aJ

940 DATA 72,71,121,144,59,0,HOLV INFANT SO

950 DATA 8I,96,I2t,T62,89,1,TENEfl!1:I’p;p4n

960 DATA 72,72,144,144,29,0,TENDER 1flaj?Sq±J

970 DATA 81,96,121,162,59,0,TENDER AND LPSflJ

980 DATA 96, 121 • 81 , 193 , 119 • 0 , TENDER AND MIt D

990 DATA 0,0,0,0,59,2,REST

1000 DATA 53,64,81,108,119,I,SLEEP JJ

1010 DATA 53,64,81,108,59,0,SLEEP IN

1020 DATA 45,53,64,8I,89,I,HEAL’J4z1aa244

1030 DATA s3,64.8I.1o829.o,HEAvENrwp2wTa

1040 DATA 64,81,108128,59,0,HEAVENLV 1JS•T4S

1050 DATA 60,81.96,121179,0,HEAVENLV PEACE

1060 DATA 47,60,81,96,119.0,HEAVENLV PEACE

1070 DATA 0,0,0,0,59,2,REST

1100 DATA 60,81,96,121,59,I,SLEEPflJ
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1110 DATA 61,96,121,162,59,0.SLEEP [Cl

1120 DATA 96,121,162,193,59,0,SLEEP IN

1130 DATA 61,106,126,l62,69,1,HEAL!J4iIajJ4iTIf

1140 DATA 91,91,1a2,1s2,2a,oHEAvENwpggq4

1150 DATA 106,126,162,217.59,O.tIEAVENLV WT4

1160 DATA 121,162,193,243,179.O,HEAVENLV PEACE

6000 DATA O.O.O.0,O,9,END

9000 GRAPHICS 16:SFTCOLOR 2,4,S:SETCOLOR 0,l2,6:SETCOIOR 4,4

,0

9100 POSITION 3,4:7 fl6;’MERRV cHRISTMAS”

9200 FOR HOLDI TO 500:NEXT tiOLD:GOTO 30000

30000 GRAPHICS 0:POKE 752,1:POKE 7t0,48:POKE 82,?:POKE 201,9

30005 ? fl444 Use the EIIaXIEI or 14W4*] button to’:? :“ “ hig

hliqht your choice below, then”

30010 7 :? “ press the LETJJ button.”:EOR MEO TO 8:I’OKE 53

279,ME NEXT ME :GOSUS 31000:SEL=Ll

30020 POSITION SEL, SEL:? “ftJ4j3Cpgjpfrg’IJfj”

30100 BUTTON:rPEEK(53279) :IF BUFTON7 THFN 30100

30110 GOSUB 32000:IF CHOICES THEN 31500

30120 SEt SEL+2 : IF SEL> 15 THEN SEt 11 : 605116 31000: GOTO 30020

30130 IF SEL=13 THEN GOSUS 31000:POSTTION 1I,5EL:? [E1141’huaj

GOTO 30100

30140 IF SELI5 WHEN GOSUS 31000:POSTTION it,SEL:? pES14alJ

______

GOTO 30100

30150 GOTO 30100

31000 POSItION 11,11:? “RERUN THTS PROGRAM”:? :7 ,“RETURN TO

BASIC”:? :? ,‘RUN MENU PROGRAM”:RETIJRN

31500 TRAP 30000:POKE 201,10:IE SELL5 THEN “ “fl”:?:‘ ,“ LO

ADING MENU:RUN “D:MENU”:TRAP40000

31510 IF SEL=13 THEN GRAPHICS 0:? :? “BASIC”:? “IS”; :POKF 75

2,0:TRAP 40000:END

31520 TRAP 40000:RUN

32000 GOSUB 32200

32010 CHOICEBUTTON:BIITTONtPEEK(53279) IF BUTTON<>7 THEN 320

10

32100 GOSUB 32200:RETORN

32200 FOR MEO TO 8:POKE 53279,ME:NEXT MF:RETIJRN
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o REM SONG HRITER [6/3/82]

1 REM (c) 1982 by Jerry kihite

20 GRAPHICS 0:LISr 0,1:” :? ‘ENTER DATA BEGINNING AT LINE 50

0.”:? :? ‘DELETE LINES 20 & 30 BEFORE TESTING.

30 ? :? “To RUN THE MENU PROGRAM”:? :? “TVPE RUN”; CHRS (34)

D:MENU”CHRS(34)? :? THEN PRESS Ifl4S!flEi”:LIST 500:END

40 DIM kIORDS (20) , DISPS (20) ,BLANKS (20) : BLANKSz”

‘‘:GOIO 300

too POKE 540,HOLD:SOUND 0V0,10,8:SOUND 1,V1,10,4:SOUND 2,02

10, 4 : SOUND 3 • 03, 10, 4

101 IF PEEK (540) <>0 THEN lOt

J02 SOUND 0,0,0,0:SOUND 1,0,0,0:SOUND 2,0,0,0:SOUND 3,0,0,0:

RE TURN

300 READ V0,V1,V2,’JS,HOLD,SkIITCH,kIORDS

360 LHLEN(HORDS) :DISPSzBLANKS:IF L14>18 THEN DISPSkJORDS:GOT

O 380

370 FPZII--INT(Lkl/2) :DISPS(FP,FP+LkI—1)kIORDS

380 POSITION 0.4:? fl6;DISPS:GOSUB 100:GOTO 300

500 DATA

6000 DATA 0.0.0,0,0,9,END
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Jo RESTORE 1002:POKE 559,O:COTO 1000

12 TRAP 012:GET flOl,GC:SOUND O2,02,02,02:TRAP 22:GCGC—42:II

GC—015THEN GOI() 0101

13 IF PX (CC) =02 THEN GOT 0 012

15 SOUND O2.P(GC),Ot0,OI5:Z=USR(ADR(ERS),PM):PLS(O4,O4)=CHR

(F’,’ (CC)) : Z=IJSR (ADR (PMS) ADR (PLS) ,14, PM) : POKE 0248 PX (CC)

16 SOUND 02,P(GC) ,O10,O7:COTO 012

22 Z=USR(ADR(ERS) ,PM) :POKE 694,02:POKE 702,064:GOTO 012

25 TRAP 014:ZZUSR(ADR(ERS),PM):SETCOLOR O1,02,012:SOUND 02,4

2, 02, 02 : RETURN

120 COSUB 4000

128 ? “:FOR ME=J1 TO J2:GCFILE(ME,O2):POKE 540,FILE(ME,O

) :SOUND 02,P(CC) ,O10,O15:7=USR(ADR(ERS),PM) POKE O248,PX(CC:

132 PLS (04.04) -‘CHRS (PY (CC)) : Z:;USR (ADR (PMS) ADR (PLS) • 14, PM)

N0TE fl”; ME: SOLIND 02, P (CC) ,O10 07

134 El- PEEK (0764) <>0255 THEN GOTO 0101

136 IF PEEK(540)<>02 THEN 136

138 SOUND 02,02,02,0?:NEXT ME

140 N=FIL E(412,02) :GOSU8 025:GOTO 0101

150 RESTORE 5000:FOR J=O1 TO 020:READ CC

151 SOUND 02,P(GC),010,015:PLS(04,04)CHRS(PY(GC)):COSUB O2

ZUSR (ADR (PMS) , ADR (Pt $) .14, PM) : POKE 0248 PX (CC)

152 SOUND 02,02,o2,O2:NEX1 J:GOSU8 025:RETURN

160 NS”:K02:TRAP 160

161 POKE 0764,O755:POKE 0766,01:KK+01:CET flOl,GC:IF GC>47

ND GC<58 THEN NS (K,K) -STI1S (CC--48) : ? NS (K ,K) :GOTO 161

162 TRAP 165:11 GC=155 OR GC=O27 THEN POKE O766,02:NS(K,K)=’

RETURN

163 IF CCzI26 AND K>01 THEN POKE 0766,02:” “4”:K=K--01:NS(K

K)

164 NS(K,K)=” “:K=K—O1:POKE 694,02:POKE 702,064:COTO 161

165 TRAP O101:RETURN

170 TRAP 0170:POKE 0764,O255:POKE 0766,01:CET flO1,GC

171 [F GC)41 AND GC<91 THEN POKE 0766,O2:RETURN

172 II CC=155 OR GC=027 OR CC=32 THEN POKE 0766,O2:RETURN

174 POKE 694,02:POKE 702,064:GOTO 0170

190 NS”’’:K=02:TRAP 190

191 POKE O764,O255:POKE 0766,O1:K=K4-O1:CET fl01,GC:IF CC>45

ND GC<91 THEN NS(K,K)CHRS(CC):? NS(K,K):GOTO 191

192 TRAP 195:IF CC=155 THEN POKE 0766,02:NS(K,K)” “:RETURN

193 IF CC=027 THEN POKE O766,02:NS(K,K)=” “:POP :COTO 0101

194 IF CC=126 AND K>O1 1HEN POKE 0766,02:” “4”;:K=K—O1:NS(K,

K) =“

195 NS(K,K)i-” “:K=K--Ol:POKE 694,02:POKE 702,064:GOTO 191

196 TRAP 0101:RFTURN

200 SETCOLOR O4,09,04:SETCOLOR 09,09,04:POKE O752,O1:GOSU8 4

25

201 TYPE C TO READ FROM CASSETTE’:? “ TYPE 0 TO 4

F AD FROM DISKE ITE”; : COSU8 0170

202 Ii GC027 THEN 41010 0101

210 IF GC68 THEN 250

212 IF CC<>67 [HEN ? ““; :COTO 200

220 “ fr INSERT DAT A CASSETTE”:? “fr PRESS PLAY THEN”:’ “I

PRESS ra4auI”;

230 TRAP 8600 : OPEN fl04 , 09 , 02 , “C : ‘‘ : TRAP 8000

231 “ “s”; : POKE 0752,01:? “ READING CASSE PiE FILE”: GET flO’

N: FILE (02 ,02) zN : GET fl04, X

232 IF N>O400 OR N<O1 OR X<>02 THEN 8700

240 FOR ME=Ot TO rILE(02,02) :CET fl04,X:FILE(ME,02)zX:GET Ut)’

,X:FILE(ME,01)=X:NEXT ME:COTO 0101

250 POKE 0752,02:? “ TYPE DISK FILE NAME”;:GOSUB 19O:D

z’’D:”:DS(LEN(DS)+OJ)NS
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260 TRAP 8600:? ‘::POKE 0752,01:? “fr READING ‘NS:CLOSE

fl016:OPEN fl016,09,02.DS:TRAP 8000

262 GET flOl6,N:GE-I 11016,X:IF N>0400 OR N<01 OR X<>O2 THEN 87

00

264 FILE(02.02)NFOR MEO1 TO EILE(O2,O2):GET flOl6,X:FILE(M

E, 02) X : GET flOI6, X : ETLE (ME , 01) =X

280 NEXI ME:CIOSE TSOL6:GOTO 0101

290 ? ri-it FILE IN MEMORY TS LOST”:? “NHEN YOU CREAT

E MEN DATA.”:POKE 0752.01

292 ? “ TYPE 1 TO CREATE MEN DATA TYPE 2 TO

SAVE DATA FILE’; :GOSUB 0170

293 IF GC027 THEN GOTO 0101

294 GC=GC—48 : IF GC=O1 THEN N=O2 : FILE (02,02) =02: 0010 OSO0

296 IF GC04 THEN 460

298 ? “3”; :GOTO 290

300 SETCOLOR 04,O15,04:SETCOLOR 09,O15,04:GOSLIB O25:IF FILE(

02,02)0400 OR N0400 THEN 0010 0400

370 ? “s”; :POKE 0752,02:? TYPE DURATION (1—120) [jt4flfljfl?”

GOSUR 160: IF GC-O27 THEN GOTO 0101

375 TRAP 370:D=VAL(NS) :TRAP 014

360 DINT(D) :TE D<O1 OR D>0120 THEN “ L3”; :GOTO 370

381 POKE 0752,01:” KS

382 NN+O1 : “fr TYPE NOTE fl”;N; :GOSUB 0170

383 SOUND 02,O2,02,02:TRAP 383:GC=GC—42:IF GC=--015 THEN GOTO

0101

384 IF GC--010 THEN GC04:GOTO 390

385 IE PX (CC) =02 THEN N=N--O1 : ? “[j]” : COTO 0300

386 SOUND 02, P (CC) • 010, 015 : PLS (04 • 04) =CHRS (PY (CC) ) : Z=USR (ADR

(EnS) ,PM) : ZUSR (ADR (PMS) • ADR (PLS) ,14, PM)

387 POKE O248,PX(GC):SOUND 02,P(GC),O10,O7:POKE 540,D

388 IE PEEK(540)<>02 THEN 388

390 SOUND 02 • 02, 02, 02 : FILE (N, 01) =D : FILE (02 • 0?) =N : FILE (N • 02) =

GC:GOTO 0300

398 FILE(N,01)=D:FILE(O2,O2)=N:FILE(N,02)=GC

400 005118 025: 7 “[jj fr MEMORY DATA FILE FULL TYPE

1 TO CREATE NEN MEMORY DATA

410 7 TYPE 2 TO SAVE MEMORY DATA TYPE 3 TO P

LAY MEMORY DATA”;

420 POKE 0764,O255:GOSUB O170:CCGC—48:GOSUB 025:IF OCt—21 T

HEN GOTO 0101

422 IF GC<O1 OR GC>O16 THEN ? “j”; :GOTO 420

430 IF GCOI THEN GOTO 290

440 IF GC016 THEN GOTO 0120

460 FILE(02,02)=N:SETCOLOR O4,0h1,04:SETCOLOR O9,0h1,t14:POKE

0752 , 01 : IF FILE (02 • 02) =02 THEN 8800

461? “ TYPE C TO SAVE ON CASSEtTE”:” TYPED TO S

AVE ON DISKETTE”; :COSUB 170

462 IF GC027 THEN 0010 0101

470 IF GC68 THEN 500

472 IF GC<>67 THEN 7 Lu”; :GOTO 460

480 ‘ “fl INSERT DATA CASSETTE”:? “ PRESS REC & PLAY”:?

PRESS EaEdJ]II1J’’

482 TRAP 014:CLOSE flO4:OPEN flO4,08,02,”C:”:? ‘“:POKE 0752.

01 :7 “fr SAVING CASSETTE FILE”

484 FOR ME=02 TO FILE(02,O2):PUT fl04,FILE(ME,O2):PUT flO4,FIL

E(ME,0i) :NEXT ME:CLOSE fl04:GOTO 0101

500 POKE 0752,02:? “ TYPE DISK FILE NAME?”; :POKE 0764,0

255:GOSUB 190:D5=”D:”:DS(LEN(DS)+OI)=NS

510 TRAP 500:? “IS”; :POKE 0752,01:” “fr SAVING “;NS:CLOSE TI

016: OPEN flO16 • 08, 02 • DS

520 FOR ME=02 TO FILE(02,02) :PLIT fl016,FILEME,02 :PUT fl016,F

ILE(ME,O1) :NEXT ME:CLOSE flOl6:GOTO 0101

805 DATA 60,130,65,144,66, t10,87,136,72,130,83,128,84,130,68

121 • 90, 110 • 82 , 114, 96, 130, 70, 108, 102, 110, 84, 102

810 DATA 108 • 130 • 71,96, 120, 130,72,91,126, 110,85,85. 132 • 130, 7

4,81,138,110,73,76,144,130,75, 72
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820 DflTO tSO,tlO,79,68,156,t30,76,64,L68,130,59,60,174,l1o,4

5,57,180,130,4:c,53,186,110,61,50,192,130,42,47

1000 REOD Ot, 02,04,07,08 • 09,1110,011,012,014,015,016,018,019,

(P23, 024 • 025, 0 tel. 0120, 0248 , 0255 .0780, 0300 , 0752, 0764, 03

1001 PEOD 020,027,064,O170,0766,0400:GOSUB 12100

1007 norn 1 ,0,2,6,8,4,10,11,12,11000,15,3,18,7,3000,24,25,7j

00,120,53248,255,2280,300,752,764,8200

1003 DOT€I 20,27.64,170,766,400

1004 605116 03: DIM PL S (23) , PMS (81) , EnS (024) • PX (45) • Pt (45) • P (4

5) ,DS(14) ,FILE(O400,01) ,KS(74) ,NS(020) :TROP 014

1008 KStPc 14 p r U 1 0 = A S D F

6 H J K L + *-‘

1010 RESTORE 805: FOR MF 01 TO 45: PX (ME) =02 : Pt (ME) =02: P (ME) =0

2:NEXT ME:FILE(O2,02)=O7

1050 POKE 0248,02:GOSUB 9000:POKE 82,04:POKE 83,39

1100 Fop ME15 ro 02 Sf1-P —O.2:SOLIND O2,150-(MEO10),O8,ME:5

(lUND 01,!SI.012,ME:SOUND 04,102,012,MF

1120 ‘SOUND 0t6,150--(ME*OtO),08,ME:SETCOLOR 02,HE.010:NEXT ME

:POKF 106,P106

1700 POKE O248,07:GRAPHTC5 018:GOSUB 12100:5ETCOLOR 04.019,0

H:SETCOLOR 02.09,010

1210 “ fl07:’? fl07 TYPE [.J*(iNUMBER:? fl07:? fl07; 1=

rfvpc!tP?:xz29:GosuB 023

1220 ‘ fl07:? fl07; 2t ra4fbailflV:X23:GOSUB 023:? fl07:? no

7; 3t [‘1a4ttx-1r:X=19:GO5UB 023

1222 “ fl07:” fl07; 4 L43’pT.1S?]j:X=i4:GOSU6 023

1230 CLOSE flflt:OPEN flO1,09,02,K::GOSU6 0170:OPINT(GC—48):

IF OP<O1 OR OP>09 THEN ? :GOTO 1200

1240 TRAP 014:IF OPtOl THEN POSITION 07,016:? fl07;PLAY PlAN

O:X29:GOSUB 023

1 250 [F OP=04 IHEN P051 TION 07,5:? fl07; READ DATA : X23 : GO5U

B 023

1260 [1- OP016 THEN POSITION 07,019:? fl07CREATE DATA:X19

:GOSUB 023

1270 IF OPO9 THEN POSIT:roN 07,9:? fl07;END PROGRAM :X14:GO

SUB 023

1300 FOP MEtal TO O20:READ J1,J2,J3,J4:CO=J3—42:PX(CO)J1:PV

(CO)zJ2:P(CO)=J4:NEXT ME

1310 [F OP:z09 THEN POKE 0248,02 : GOTO 10300

1900 GRAPHICS 019:SIETCOLOR 04,019,04:SEICOLOR 09.019.04:5ETC

OLOR 02,07.02:5EICOLOR O1,02,O12:P106tPEEK(106)

2000 POKE 53277,02:PMA=P106--32:POKE 559,62:POKE 54279,PMA:J

02:PUKF 704,3L:PM(PMA+09)M256

2100 P1 S=edhtLAAABHHOe:GOSLIB t2100:POKE 53277,016

2200 605118 3t000

2266 [F OP<>01 1HFN SEICOLOR Ot,02,012:GOTO 2500

2268 “ KS:POKE 0752,01:GO5UB 025

2270 PRESS SPACE BAR FOR PEST PRESS ESC FO

P 0PTIONS :IF ME=—01 THEN RETURN

7272 GOTO 2500

7500 IF 0P04 THEN 605116 150:GOTO 200

2510 IF 0P016 THEN GOSUB 150:GOTO 0300

7520 GOSUB 150 : GOTO 01 2

3000 FOR MEtals TO 02 STEP —Oi:SOUND 02,X,010,ME:NEXT ME:RET

LIRN

4000 SEICOLOR 045,04:SETCOIOR 09,5,04:? THERE ARE 9F1

1E(O2,O2) NOtES IN MEMORY:POKE 0764,0255

4010 IF EEIF(02,02)=02 THEN 7 3:FOR J1=02 TO 100:NEXT JIJ

1=07:N=02:POKE 0764,O255:GOIO 7000

4070 ENTER StARTING NOTEn; :GOSUB 160:IF GC027 THEN G

(ITO 0t01

4030 I RAP 4000 : JI tUAL (NS) : IF JI <01 OR J1>FILE (02,02) THEN 7

GOTO 4000

4040 7 : ENTER ENDING NOJEn’; :GOSUB 160:TRAP 4000J20A

I (NS)

4060 IF J2 <JI OR J7 <01 OR J2>EILE (02,02) THEN 7 •3 : GOTO 400
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4080 TRAP 014:RETLIRN

5000 DATA 23.45.41.26,40.28.42.2930.43,32. 31,33,37,34,17,3,

1,1,, 0

7000 J2=02:SETCOLOR 04,019,04:SETCOLOR 09,019,04:POKE 0752,0

1:GOSLIL3 025:TRAP 7000

7005 ? “1% TYPE 1 TO PLAY KEYBOARD PIANO TYPE 7 TO

READ A DATA FILE”

7010 TYPE 3 TO CREATE A NEN DATA FILE TYPI 4 10

END TillS PROGRAM’’;

7020 6051-IS O170:OPINT(GC—48) :110P—21 THEN 60508 025:GOTO

0101

7022 IF OP<0L OR OP>09 THEN ‘ ““; :6010 7020

7050 IF 0P01 THEN ME=—O1:?:‘ :GOSUB 2268:6010 012

7060 Er 0PO4 THEN 200

7070 IF OP=O16 AND FILE (02.02) =02 THEN NO2 : GOTO 0300

7072 IF 0P016 THEN 290

7080 IF OP-O9 AND FILE(02,02)z02 THEN 1310

7090 ? “s”; :POKE 075201:? “ TYPE L TO SAVE MEMORY DATA”

:? “ TYPE 2 TO END THIS PROGRAM”:GOSIJB 170:GCGC--48

7091 IF 6C—21THEN GOTO 0101

7092 IF GCzOl THEN 200

7094 IF GC:z04 THEN 1310

7096 ‘ ‘93’’ : GOTO 7090

7100 J2z02:SETCOLOR 04,0t9,04:SETCOLOR O9,019,04:POKE 0752,0

1:GOSIJB 025:TRAP 0101

7105 ? “fl TYPE I TO ADD DATA TO MEMORY TYPE 2 TO

SAVE MEMORY DATA”

7110 ? “ TYPE 3 TO PLAY MEMORY DATA TYPE 4 TO

FIX MEMORY DATA”;

7120 GOSUB 0170:GC=GC—48:IF GC—21 THEN GOSUI3 025:60107000

7122 IF GC<01 OR GC>O9 THEN ? “3”; :GOTO 7120

7130 IF GC016 THEN GOTO 0120

7140 IF GC=04 THEN 460

7150 IF GCOI THEN N=FILE(02,02):GOTO 0300

7160 SETCOLOR 04,9,09:SETCOLOR O9,9,09:POKE 0752,02:? “ T

HERE ARE “;FILE(02,02);” NOTES IN MEMORY”

7162 IF FILE(02,02)-:02 THEN GOSUB 025:POKE 0752,Ot:? “3”:GOS

UB 8500:GOTO 0101

7165 ? “ TYPE NOTE NUMBER TO BE FIXED”; : 60505 160

7170 TRAP 7160:IF GCO27 THEN GOTO 0101

7176 TRAP 0101:FNVAL(NS):TRAP 0t4:IF FN>FILE(02,02) OR FN<0

I OR FN>0400 THEN ? “3”; :GOTO 7160

7200 ? “s”; :POKE 0752,02:? “ TYPE DURATION (1—120) RETURN?

“;:TRAP 7?00:GOSLIB 160:D=VAL(NS):TRAP 014

7210 DTNT(D) :IF D<01 OR D>0120 THEN ? “3”; :GOTO 7200

7230 POKE 0752,01:? KS:? ‘fl TYPE NOTE fl”;FN;:GOSUB 0170:P

OKE 0752,02

7240 SOUND 02,02,02,02:TRAP 7240:GCGC—42:IF GC—015 THEN GO

TO 0101

7245 IF GC=—010 THEN GC=04:GOTO 7290

7250 IF PX (CC) =02 THEN N=N—01 : “ “j” : 6010 0101

7255 SOUND O2,P(GC) ,010,015:PLS(04,04)=CHRS(PY(GC)) :ZtUSR(AD

R (ERS) • PM) : ZUSR (ADR (PMS) • ADR (PLS) .14, PM)

7260 POKE 0248,PXCGC):SOUND 02,P(GC),0t0,07:POKE 540,D

7265 IF PEEK (540) <>02 THEN 7265

7290 SOUND 02,02,02,02:FILE(FN,O2)=GC:FILE(FN,01)D:GOTO 010

8000 IF PFFK(195)=136 THEN GOTO 0101

8100 GOTII 8700

5200 FOR ME=012 TO 02 STEP —01:SOUND 02,02,04,MF:NEXT ME:RET

URN

8500 FOR ME=O2 TO 200:NEXT ME:RETURN

8600 ? “[j”:? .“FILF NOT FOUND”:CLOSE fl04:CLOSE fl0t6:GOSUB 8

500:GOTO 0101
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8700 ? ISL3:? ,BAD DATA FILE:CLOSE t*O16:C[OSE 11O4:GOSIIB 85

OO:GOTO 0101

0800 ? ‘3’:? ,0 RECORDS IN MEMORV:GOSUO 8500:COTO 0101

9000 GRAPHICS O18:Pt06=PEEK(106):POKE 709,012:POKE 711,56:PO

KE 710,106:GOSUB 12100

9000 PMA=P106—32:POKE 559,67:POKE 54279,PMA:JO2:POKE 704.41

PM= (PMA+O9)256

9130 ER S • h hflhfl1

9140 P MS = h hflhflh hflhflheqfl

___________

POKE 53277 016

9200 Z:tUSR(ADR(ERS),PM):POSITION 09,04:? fl07; t VER I NO

9210 PLS=’edeeIIf4ffII....eee:PtS(o4,O4)=CHRS(40) :POKE 024

8 • 00

9220 FOR ME3O TO 064 STEP 04 : Pt-S (04.04) =CHRS (ME) : ZLJSR (ADR (

PMS),ADR(PLS),21,PM):NEXT ME:POSITION 09,04:? fl07;P

9230 GOSLJB 03:FOR ME=064 TO 00 STEP 04:PLS(04,O4)=CHRS(ME) :Z

=IJSR (ADR (PMS) • ADR (PLS) • 21 • PM) : NEXT Mt

9235 FOR ME00 TO 136:POKE O248,ME:NEXT ME:FOR MF80 10 064

STEP —O4:PLS(O4,04)=CMR5(ME)

9240 Z=LISR (ADR (PMS) • ADR (PLS) • 2 1 • PM) : NEXT ME : POSITTON 01 1 • 04

flO7 P : G051J13 OS: ZLISR (ADR (ERS) • PM) : POKE 0240,02

9250 PLS d+’*<<ffff44ffee’:PLS(O4,04)=CHRS(d)64) :POKE 02

40 • 96

9260 FOR ME=30 TO 064 STEP O4:PLS(O4,O4)CHRS(ME) :ZZUSR(ADR(

PMS),ADR(PIS),O70,PM):NEXT ME:POSITION 07,04:? flO7;A

9270 GOSLIB 03 : FOR MEO64 TO 00 STEP 04 : PLS (04 , 04) CHRS (ME) : 1

USR (ADR (PMS) • ADR (Pt 5) ,O20, PM) NEXT ME

9200 FOR ME96 TO 152:POKE 0240,ME:NEXT ME:FOR ME-80 TO 064

STEP --04 : PLS (04 • 04) =CHRS (ME)

9205 ZLISR(ADR(PMS),ADR(PLS),O20,PM):NEXT ME:POSITION 13,04:

? flO7A:GOSUB O3:Z=USR(ADR(ERS),PM) :POKE 0240,02

9300 ? flO7:? flO7; K4’t5J1jb FOR ME250 TO 02 STEP —01

0:SOUND O2,ME,O10,O10:NEXT ME

9310 SOUND O2,O2,O2,O2:pOSITION 09,07:? n07;W’:GOSU0 O3:POS

)IION 5,07:? n07;fl’:GOStJB 03

9320 POSITION O7,O7:’ fl07; :GOSIJB O3:POSITTON 7,07:? flfl7;

GOSUI3 O3:POSITION 00,07:? nO7;!W:GOStJR 03

9330 POSITION O10,O7:’ IIO7;:GOSLIB O3:POSITION 011,07:? no

7;’:t;OStiB 03:POSTTION 012,07:? flO7;fl

9340 GOSUIS O3:POSITION 13,07:? flO7;[:GOSUB 03

9400 P15=ed+ee44..IIe...44eee’:POKE 704,O12:PI S(04,04)CHRS

(120) :POKE 0240,00

9410 ZUSR (ADR (PMS) , ADR (PLS) .070, PM)

9430 FOR ME=128 TO 144 STEP O4:PLS(O4,04)ZzCHRS(ME) :ZUSR(ADR

(PMS) , ADR (PLS) ,O20, PM) : NEXT ME

9440 FOR ME=80 TO 160:POKE O248,ME:NFXT ME

9450 FOR ME=144 TO 120 STEP —O4:PtS(04,O4)=CHRS(ME):Z=LISR(AD

R(PMS),ADR(PLS) ,O20,PM) :NEXT ME

9460 POSITION 010,07:? no7white’:GOSun O3:ZzUSR(ADR(ERS),P

M) : POKE 0240 , 02 : POKE 53277, 02 : RETURN

10000 DATA 40. 20,29,10,31,10,35, 10,40,10,47,20,0,10,40,10,29

4, 29, 4, 31 • 10, 35, 10, 33, 10 • 31, 20 • 0 , 10

10100 DATA 31,10,3t,10,40,10,35,1O,40,4,40,4,31,4,31,4,40,10

35, 10

10700 DATA 40,4,37,4,35,4,31.4,29,4,23.4,26,4,29,4,35,4,40.4

.29,4,26,10,23,10

10300 RESTORE 10000:GRAPHICS 018:SETCOLOR O16,5,O10:’ nO7?

no7:? nO7:? nO7 thats:? no?:? flO7; ALL

10400 ? no7:? flO7r’ jfl: TRAP 10999

10500 READ ME,J3:POKE 540,J3:SOUND O2,ME,olO,ot0:SL-TCOLOP 09

• ME, 04

10600 IF PEEK(540)<>02 THEN 10600

10700 SOUND O2,O2,O2,O2:(.OTO 10500

10999 POKE 106 • P106: END

11000 ? ERROR ;PEEK(195); AT IINE ;PEEK(106)+PEEK(1

87)-*256:? :? PRESS START FOR OPT1ONS

PACE 86



11111 IF PEEK(53279)(>O7 THEN 11111

12000 TROP O14:GOTO 7000

12100 POKE 16,64:POKE 53774,112:RETURN

31000 TROP 31300:CL05E tIOl:OPEN O1,O9,O2,’D:PIONO.5CR

31100 POKE 850 7 : POKE 852 , 244 POKE 853, PEEK (89) +1 : POKE 856, 2

55:POKE 857,255

31200 XIJSR (8D0 ( hhh UJ’) , 16) : CLOSE O1 : OPEN S3OI • 09, 02 • K

31220 COLOR 2:PLOT 14,10:PLOT 15,10:RETURN

31300 GRAPHICS 02:? :? UNABLE TO LOAD PIANO SCREEN FROM DIS

K. END

32000 RE M LLJVd 4: 1 L’ l I

PACE 87



ATARI BASIC CHORDS

xCHORDzDI5TFR9Tfl1IRfjFIJTH DI5TFIRSTTHtFIFTH

A Major 10= 144 114

A Mirr 10= 144 121

A$orBbhajor 10= 136 108

At or Bb Miixr 10= 136 114

B Major 10= 128 102

B Minor 10 128 108

C Major 10 121 96

C Minoi’ 10= 121 102

Ct or Db Major 10 114 91

Ct or Db Minor 10 114 96

D Major 10 108 85

D Minor 10= 108 91

Dt or Eb Major 10 102 81

Dt or Eb Minor 10 102 85

E Major 10 96 76

E Minor 10 96 81

F Major 10= 91 72

96 12= 75 60 51

96 12= 75 63 51

91 12= 72 57 18

91 12= 72 60 48

85 12= 67 52 45

85 12= 67 57 15

81 12= 63 1 12

81 12= 63 52 12

76 12= 60 18 10

76 12= 60 51 40

72 12= 57 15 37

72 12= 57 18 37

68 12= 52 12 36

68 12= 52 45 36

61 12= 51 10 33

61 12= 51 42 33

60 12= 18 37 31

Appendix 1 — Page 1



ATARI BASIC CHORDS

(Continued)

C H 0 R D z DIST FIRST THIRD FIFTH DIST FIRST THIRD FIFTH

F Mirw 10= 91 76 60 12= i8 iO 31

F*orCbtiajor 10= 85 68 57 12= iS 36 30

F*orCbMirw 10= 85 72 57 12= iS 37 30

Gtiaor 10 81 6i 53 12 i2 33 28

GMirw 10=81 68 53 12 i2 36 28

G$orAbMajor 10 76 60 50 12= iO 31 26

G$orAbMinoi’ 10= 76 61 50 12= iO 33 26
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