


LIMITED HWARRANTY 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, Inc., 44 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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Jerry White’'s
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&
PLAYER PIANG

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

S oS 4\
-

Minimum RAM! 16K Cassette 24K Disk
ATARI BASIC Language Cartridge
ATARI 810 Disk Drive
or
ATARI 410 Program Recorder
One ATARI Joystick
Any ATARI or equivalent printer! optional

PLAYER PIANO

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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CHAPTER 1: STARTING UFP

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 CRETURNZ key. The selected program will then be
RUN, Each program contains a return to MENU option
eliminating the need to enter RUN commands.,

STARTING UP - CASSETTE VERSION

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

Side 1 - SOUNDEMO, EFFECTS, FORNEXT &
POKSOUND

Side 2 - KEYOFC, KEYATOC, KEYDTOG,
CHORDS12 & SPEAKER

Side 3 - BIRTHDAY, JINGLE, SILENT & SONGRITE
Side 4 - PLAYER PIANO (SEE FAGE 36)

Turn on your computer and monitor or TV and insert the
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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.

Page S5



CHAPTER 22 OVERVIEW
e

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 or button to
highlight your choice below, then
press the button.

RERUN THIS PROGRAM
RETURN TO BASIC

RUN MENU PROGRAM

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 33 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
computer has four sound channels or voices numbered zero
through three. The second parameter is called the PITCH,
The pitch can be any integer value from 0 through 255,
When the clear sound of distortion level 10 is used,
increasing the 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 O 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. Just make sure you are not using lower case
or inverse video.

THE SO0OUND COMMOaOMND
CT=CTRL KEY
P=—XINCREOSE PITCH
CT*+P=DECREOSE PLITCH
D==IMNMCREOaSE DIST .
CT+D=DECREAOSE DDIXTST .
U-TTNCREaSE VUDOL .
CTH+U—-DECREASE VOL .
SPaCE—HO SOLMND
E-ENMNMD OF J0B

SOoOuUND 89,1909 ., 106 .2

Fiqure 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 4: 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 "X=5" and write
"X=6",

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.

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

Lines 360 thru 380 contain a FOR/NEXT loop that will
change the variable PITCH from 20 to 200, by increments
of two. As the loop is executed, the word "BOMB" is
displayed on the screen along with B$(1,4), B$ contains
30 blanks, so B$(1,4) is equal to four 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 when a1 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.
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The LIGHTNING routine uses GRAPHICS MODES 21 and 23
which are the same as modes S 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.

@ A '%;1:",,,,./:3,
%

A ! )
P W /I/ } '/"-a‘
‘{. /% W '?MW "
v'-, L 4'
e R

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
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{ESC> key when they are entered into a program, Once
they are part of a string, they will be executed as if
someone were actually holding the <CTRL> key while
using the arrows to position the cursor.

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

By the sound of that helicopter, it probably crashed by
now so let’s go on to the ALERT SIREN routine, There’s
no animation here, the nested FOR/NEXT loops change
only the sound and color of the word ALERT. NESTED???
Nested refers to one or more loops 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
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countdown timer at RAM location 540, This timer counts
backwards to zero at the rate of 60 per second. One
sixtieth of a second is called a "jiffy."

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

The subroutine beginning at line 2770 pokes the value of
T into location 540, In this case, T=19, The countdown
timer will immediately begin decrementing the value in
location 540 at the rate of 60 per second. 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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CHAFPTER 5@ THE FORNEXT PROGRAM
N

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.

FORNEXT PROGRAM VARIABLES:

DIST=DISTORTION variable (8 thru 14)
even numbers only.

PITCH=any number from 8 thru 255.
We will change the pitch in loop L2.

LizOouter loop 1 VOLUME.
Type any integer from 6 thru 15
At prompts FROM, TO, and STEP.
LZ=-Inner loop 2 PITCH.

Type any number from 8 thru 25S
At prompts FROM, TO, and STEP.

PRESS ANY KEY TO BEGIN

Fiqure 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 CRETURN> key after
each entry.

SOLUND TEST
TYPE DIST 710

TYPE L1 FROM 715
TYPE L1 TO 70
TYPE L1 STEP ?7-0.5
TYPE L2 FROM 7100
TYPE L2 TO 716
TYPE L2 STEP ?-1060

Figure 4 - 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 L1 FROM", L1 is
the outer loop and will control volume. FROM indicates
the starting volume. Enter "15",

The third prompt asks you to "TYPE L1 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 L1 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.

YOUR SOUND SUBROUTINE:

104 FOR L1=15 T0 & STEP -8.5
182 FOR LZ=108 70 16 STEP -10
183 NEXT L2
184 NEXT L1
185 RETURN

SAVE SUBROUTINE
PRINT SUBROUTINE

REPEAT SUBROUTINE
ENTER PARAMETERS
RUN MENU

Figure 5 - FORNEXT Screen 3
Number 3 will allow you to hear that sound subroutine

again, so type the number 3, There is no need to press
the CRETURND> 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 2,08
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 62 THE CHORDS12 PROGRAM

Up until now, all of our music has been played using
SOUND commands with a Distortion variable of 10, You
may have noticed that there were no deep bass sounds.
Using distortion 10, the lowest note possible isn‘t very
low.,

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

The program begins by playing a very low A major chord.
Each time you press the {<START> key . the next 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.
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CHAPTER 7: THE KEYOFC,

KEYATOC & KEYDTOG PROGRAMS
e

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.

'S

Jmmi ......

mmmmmmm""nr4mbﬂ' ........ o

THE C SCALE

CDEFGABTC
PRESS ANY KEY TO CONTINUE.

Fiqure 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.

........

i

it
L

THE C MAJOR CHORD
C + E + G
PRESS ANY KEY TO CONTINUE.

Figure 7 - The C# 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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CHAFPTER 8: THE SPEAKER PROGRAM
e e

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 consoles 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)!POKE 64,0

FOR TIME=0 TO 9{POKE 53279,0!NEXT TIME

FOR NUMBER=0 TO 255!POKE 53279,NUMBERINEXT
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 naow. 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 COPTION> key to
repeat that squawk, or the {<START> key to continue
entering experimental data.
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ENTER NUMBERS FROM 6 TO0 255
DURATION?20

SPEAKER ON?860

SPEAKER OFF?560

Press [l apfil] to repeat
Press EAK14l 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 "2>"
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 50UND
T T T T T TaTa T akatal
»53760=0
23761=08
23762=-0
23763=0
23764=0
23765=8
23766=0
23767=0
23768=08
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 S3760 thru 53768, Press
the ESC key to exit this program.

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

Locations 53760, 53762, 53764 and 537464 are audio
frequency registers., Locations 53761, 53763, 53745 and
53767 are audio control registers. Location 53748 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 25¢ 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 tr%e BASIC knowledge you will
need to create other ,1“ Y "o 4 singalong songs.

BIRTHDAY uses four strxng vanables. 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., DISP$ will hold the words as they will
be displayed on the screens, 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 V0, V1, 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 i, 3 or 9. If
SWITCH=3 then I want to display the person’s name and
not the word, "NAME". If SWITCH=1 then I want to clear
the screen, and go onto line 360, If SWITCH=9 then the
song is over and I want to GOTO line 9000.

The routine in lines 360 and 370 does some string
manipulation and eventually winds up with the words as
they will be displayed in the string 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 haw 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 V1, V2, and V3 from line 300,

You may notice that, in most cases, I am only using two
different pitches in the birthday song. Only the final two
notes actually use four part harmony, Throughout the
rest of the song, I'm putting the same melody note into
V0 and V1, and the note one octave lower, into V2 and V3,

When we need a REST (a period with no sound at all) we
can specify pitch zero, This is almost cheating but it
works because that pitch is beyond the normal range of
human hearing. If you have a dog, Rover may begin to
sing during rests.

About that HOLD variable, again, trial and error will be
the best teacher. There is a method to my madness. The
reason I used numbers line 19 and 39 instead of 20 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 1
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.

ot

’A!}
/@%

‘av.elw
,/kff\- \Q

A2 00‘00.0

=V ’..00 .0.
{f&%’*" r \o..' o.l

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 program 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 or
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one and one-third seconds: To get the values of
halfnotes and quarternotes, simple division does the
trick, Half of 80 is 40, a quarter of 80 is 20,
Subtracting 1 provides the durations 79, 39 and 19. If

you come out to a noninteger, make like ATARI BASIC
and round off to the lower number,
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PLAYER PIANG

CHAPTER 113 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 to 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,

Page 36



THE SPECIAL FUNCTION KEYS

The only function keys that PIANO PLAYER uses are
{ESC>, {DELETE/BACK 5S>, and <RETURN>. The program
has disabled all other function keys (except <SYSTEM
RESET>) to guard against user errors.

THE <ESC> KEY

Use the {ESC> key to leave your current option or menu
selection, As a rule of thumb, if you don’t see what you
want, press the {(ESC> key.

THE <DELETE/BACK S> KEY

Use the <DELETE/BACK S> key to backspace and erase
the previous key displayed in the text window at the
bottom of the PIANO screen display. Note that you don’t
need to use the CCTRL> key to use the <DELETE/BACK S>
key.

INVERSE VIDEO AND LOWER CASE

Enter all your information in uppercase and in normal
video. If you accidentally press the ATARI inverse video
key or the CCAPS/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 CRETURN> key after
typing in your response,
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CHAPTER 123 LOADING PLAYER FPIANO
S

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
C(RETURN> key. The first display screen will appear on
your TV screen.,

IMPORTANT NOTE! The program FILEDUMP is not loaded
with PLAYER PIANO on the 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.,

4
gt |
hiptiaRivus [
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CHAPTER 13: USING PLAYER FPIANO
]

B M

H R T u I 0 - =
a 5 b F G H J K L ; + =
PRESS SPACE BaAR FOR REST
PRESS ESC FOR OPTIONS

PLAYER PIANO MENU

The program’s menu looks as follows!

TYPE OPTION NUMBER

1=PLAY PIAND

2=READ DATA

3=CREATE DATA

4=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 4 TO FIX MEMORY DATA
Pressing the {ESC> key again displays the second
suboption menu!

TYPE 1 TO PLAY KEYBDARD PIAND

TYPE 2 TO READ A DATA FILE

TYPE 3 TO CREATE A NEN DATA FILE

TYPE 4 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) CRETURN]

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 30/460 (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 CRETURN> 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 suboption 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 EE FIXED

asks you which note number you want to fix, Type the
appropriate number and press the CRETURN> key.,

A SUGGESTION

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 Suboption 1
display. (Note: On the BIRTHDAY chart, NOTE #7 is
SP, meaning SPACE BAR. Between the sixth and eighth
notes is a full second rest. So, type the duration of 40
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 1 display for PLAY MEMORY DATA. The
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display tells us that we have 7 notes in memory and it
asks us which ones we’d like to start and end with,
We’ll replay all seven notes by typing the starting
number of 1 and the ending number of 7. Again, we
need to press the {RETURN> key after typing each
number, because these numbers can be between one and
three digits (up to note #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 {(RETURNZ> key on the keyboard to
begin saving your data.

If you're using a diskette, you need to specify the file
name in response to the prompt and then press the
{RETURN> key. Be sure the notch is uncovered on the
diskette you’re using. Also make sure the diskette has
enough free sectors to hold your data file. Disk drive
1 is assumed, so you need specify only the file name
and perhaps an extension such as .DAT for Data File or
PPM for Player Piano Music file, Thus; you could save
the BIRTHDAY song file on diskette by typing D in
response to the prompt for cassette or diskette storage
and then typing the file name BIRTHDAY and pressing
{RETURN?> in response to the file name prompt. You
may use any valid file name, but remember that you’ll
erase a file already on the diskette if you specify the
same file name for the file you want to save,
Important! DO NOT try to save your files on the
original PLAYER PIANO diskette, 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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CHAFPTER 1432 ADVANCED INFORMATION
]

SELECTING DURATION

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

Tempo is based on what is called a "whole"” note. In the
BIRTHDAY song, the whole notes are those with a
duration of 60, Those with a duration of 30 are "half"
notes, Most songs use whole notes, half notes,
quarter notes, and eighth notes. If the BIRTHDAY
song required quarter notes, the duration would be 15
(1/4 of 40), 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 "D!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 CLOAD
and press the {(RETURN> key twice. FILEDUMP will
now load. Don’t forget to type RUN and press
{RETURN?> after the program loads.

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

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

With one exception, the keycode is the ATASCII value
of the key pressed, minus 42, Don’t confuse this value
with the computer’s internal keycodes. The keycodes
used by PLAYER PIANO and FILEDUMP are generated
specifically for these programs. The exception to this
rule is 2 for the 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 BAR
(keycode of 2)s The keycodes for the notes, from
lowest (far left A) to highest (far right E) are as
follows:

A A B C C¢ D& D D¢ E F
23 45 41 26 40 28 42 29 30 43

G G¢ A At B C c¢ D D¢ E
32 3 33 337 U 17 3 1 19 8
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©® REM HOUNDEMO (c)> 1982 by Jerry HWHhitel6/3-/82)]
100 P-100:D - 10:V=-2:GRAPHICS 17

120 2 1t6: [THE EXITR] COMMONDI
136 2 136G: CT=CTRL KEY'
a0 72 136: [p=increase pitchill
166 2 1B6:
180 ? B6:
00 ? 1n6:
226 27 116 :
246 7 6
260 7 16

> A

280 ot 2
X260 POSLTION
6,P,D,V:GOTO
40 POSITION 2,22:7 f#6;''sound ©,0,0,0 "":SOUND ©,0,0,0
400 POKE 764 ,25S

4720 IF PEEK(C’64) =10 AND P (255 THEN P=-P+1:GOTO 3I20

440 IF PEEK(764) 2158 AND P>0 THEN P=-P-1:GOTO 320

460 [F PEEK(764) =16 AND V<1S THEN VU=VU+1:GOTO X260

488 IF PEEK(764) =144 AND V>0 THEN V=V—-1:GOTO0 320

500 IF PEEK(76G4) S8 AND D<C14 THEN D=D+2:GOTO 320

520 1IF PEEK(764) =186 AND D>O THEN D=D-2:GOTO 3206

540 IF PEEK(?64)=3I3 THEN 340

S660 IF PFEK(764) =42 OR PEEK(764)=28 THEN 0000

S80 GOTO 420

TO0000 SOLIND ©,0,0,0:GRAPHICS O:POKE 752,1:POKE 716,48:POKE 8
?2,2:POKE 201,9

FTOOHS ? ""KRIdd Use the [OLEABTI] or AWTAE] button to'
Blight Your choice below, then'

06168 ? :7? '» press the EALLII button.*  :FOR ME=© TO 8:POKE S3I
279,ME:NEXT ME:GOSUB 3I1000:S5EL=11

0020 POSITION SEL,SEL :? “HIALTERGCFENCHEGIATI

0100 BIUTTON-PEEK(S53I279) : IF BUTTON=7 THEN 3I0160

TO116 GOSIB I20008:IF CHOICE=6 THEN 31500 *

IO120 SEL-SEL 42:IF SEL>1S THEN SEL=11:GO5UB 3I1060:G0T0 30020

. ‘“:SOUND

1?7 ** hig

¥013I0 IF SELT13% THEN GOSUB 3I1000:POSITION 11,SEL:? *“ATLILEE

(YL :GOTO 30106

30140 IF SEL=1S THEN GOSUB 3I16860:POSITION 11,S5EL:? “OQEEN

MEELTACT I ' : GOTO Y0100

TO156 GOTO 30100

X10600 POSITION 11,11:?7 “RERUN THIS PROGRAM':? :? ,“RETURN TO
BASIC' :? :? ,'"RUN MENU PROGRAM':RETURN

31560 TRAP 3I0000:POKE 201,10:IF SEL=1S THEN ? *K'':?2 :2 ,*' LO
ADING MENU'':RUN “D:MENU'"':TRAP 40000

31510 IF SEL- L3I THEN GRAPHICS ©:7? :? *“*BASIC' :? **IS';:POKE 7S
Z2,8: TRAP 40000 :END

11520 TRAP 40000 :RUN

3?2060 GOSUB 32200

72010 CHOICE:-BUTTON:BUTTON:-PEEK(S3279) :IF BUTTONC>? THEN 3I20
1a

12106 GOSUB X2200:RETURNM

4272600 FOR ME=O6 TO 8:POKE SI279,ME:NEXT ME:RETURN
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@ REM EFFECTS €c) 1982 by Jerry Hhite [6/3/821

18060 GRAPHICS 18:POSITION 7,4:7 $6; ' 'SOUND":POSITION 6,6:2 #6;
HAAAEE)'': GOTO 120

110 POKE S3768,1:POKE S3769,1:RETURN

120 FOR X=10 TO 100 STEP 2:SOUND O ,X,10,X/10:G0OSUB 116

130 SOUND 1,X+2,106,%X/16:GO0SUB 110

1406 SOUND 2,X+4,10,X-/16:GO0SUB 110

150 SOUND 3I,X+6,10,%X/10:GOSUB 110

160 SETCOLOR ©,X,10:SETCOLOR 4,%,2:SETCOLOR 2,X+4,10:NEXT X
170 FOR X=-166 TO © STEP -2

180 SOUND ©6,X,16,X/10:G05UB8 110

1960 SOUND 1,X+2,10,X/106:GO0SUB 110

200 SOUND 2,H+4,10,%X/106:GO0SUB 116

216 SOUND 3I,%X+6,106,X/16:G05UB 116

220 SETCOLOR O,X,10:15SETCOLOR 4,X,2:S5SETCOLOR 2,X+4,10:NEXT X:

O0TO 266

2I0 FOR U-16 TO O STEP —-S:SOUND ©,4,13,U:SOUND 1,2,8,UV:NEXT

V:RETURN

240 FOR U=14 TO © STEP —0.S:SOUND ©6,13,4,UV:NEXT U:RETURN

2506 FOR OFF=6 TO X:S50UND OFF,08,0,08:NEXT OFF:RETURN

254 REM

P e QUTHOR INTRODLUC T XON 35

256 REM

260 GRAPHICS 18:SETCOLOR 1,4,8:POSITION 8,3:7 #6;*b ' ;:GO0S5UB
240:7 $#6;''Y'*:GOSUB 240:SETCOLOR 2,7,8

276 POSITION 7,5:? $286;'0]''; :GOSUB 240:7 16 3:GOSUB 240:7 1
6;°0; :GOSUB 240:7 $226;''''; :GOSUB 240:7 16 ; :6GO0SUB 240
288 POSITION 7,7:7? 86;'W''; :GOSUB 240:7? 3216 ; ;:GOSUB 240:7 B
€6;'"I'"; :GOSUB 240:7 86;'"'7T''; :GOSUB 240:7 16 ; :GOSUB 240

28S DIM LSCa0)

2968 FOR ME=15 TO0O © STEP -©0.S:FOR JW=6 TO 6 STEP —1:S5SOUND 0,4

W, 2,ME:NEXT JW:SETCOLOR 4, 4,ME:NEXT ME

TOO0 FOR ME=1 TO 10:FOR V=14 TO O STEP —2:SOUND ©,2,2,V:SOUND
1,0,4,V:NEXT VU:NEXT ME:? CHRS (253>

X106 DIM BSCIO) :BS="" (L}

X260 GOTO 3ISO

I24 REM

X2S REM

X26 REM

TIB FOR PITCH=O0 TO 246 STEP S:SOUND O,PITCH,0,14-PITCH/20:50

UND 1 ,PITCH,8,14-PITCH/20:NEXT PITCH:RETURN

T40 GRAPHICS O:SETCOLOR 1,0,8:5SETCOLOR 2,0,0:SETCOLOR 4,0,0:

POKE 7S2,1:RETURN

XSO0 GOSUB 3I40:POSITION 1S5,21:7? *“*TARGET*

T60 FOR PITCH=206 TO 260 STEP 2

T76 POSITION 16,PITCH/716:7? BS$(1,4) :POSITION 16, PITCH/10-1:7

BS (1,4 :POSITION 16 ,PITCH/710:7? *“*BOMB*

T8O SOUND O ,PITCH,10,2:NEXT PITCH

I9?298 GRAPHICS O:POKE 7S2,1:SETCOLOR 1,8,8:POSITION 1S,21:72 T

T**:POKE 75S, 4
400 POSITIONMN 16,22:7? '‘'a E*":POSITION 17,23:7 '*RG';
416 FOR PITCH=26 TO 2606 STEP 2:S5SOUND O8,PITCH,0,108—(PITCH/20)

426 SETCOLOR 2,4,10-(PITCH/28) :NEXT PITCH

430 POKE 7S5,2:FOR WATT=1 TO 200:NEXT HAXIT

434 REM

435 REM SRS IR CTEREEES

436 REM

446 GRAPHICS 21:S5ETCOLOR ©,1,14:COLOR 1:PLOT S5,S5S:DRAWTO 75,3
8:G0os5uUB 3I36

450 GRAPHICS 21 :SETCOLOR ©,2,14:COLOR 1:PLOT 75,S5:DRAWTO S,3
8:GOSUB IO

4686 GRAPHICS 23I:SETCOLOR ©,3,14:COLOR 1:PLOT S,5:DRAWTO 150,
60:GO05UR 3I3IO
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4780 GRAPHICS 23I:SETCOLOR ©0,4,14:COLOR 1:PLOT 1S5S60,S:DRAKWTO S5,

60:G6
480
48a
48S
486
490
18)
S0ee
S10
s26
530
Sa0
Sse
S60
S70
%-1:)
1 GOS

606 POSITION X,9+Y:7?

620

630 FOR X=2 70 28:G05uUB 2306

osus 3II0

GRAPHICS O:SETCOLOR 2,6,0:POKE 752,11

REM

(Y _HELICOP TER >

DPIM H1S5C12) ,H25C16) ,HIS(10) ,H4S(C(10) ,HSS(106) ,H65C10) ,HZ>S5 (

SOUND 2,240,124
X=2:FOR ¥=-106 TO © STEP
uB 236
SS90 POSITION X,S+Y:? H1iS:POSITION X,6+Y:?
:1? HIS:POSITIOM X,84+Y:? H45:GOSUB 230

NEXT Y

—1:POSITION X ,10+4+yv:?

H2S:POSITION X ,7+YvY

HSS$:GOSUB 2I0:POSITION X,S+Y:2? HZ7S:POSI
TION X,6+Y:? H6S:GO5UB 230
610 POSITION X,S+Y:? H1S:POSITION X,6+Y:?

640 POSITION X,S:? H1S:POSITION X, 6

:POSITION X,8:7

H4S$:GOSUB 236

?

H2$

650 POSITION X,92:? HSS$S:G0S5UB 23I0:POSITION

X,6:? H6S:GO05UB

660
670
889
890
891
%006
205
206
210
220
940

1000
1001
186062
100S
1006
1010
1020
1630
163sS
1640
18, v
1649
10S0
1651
11006
11106
1126
11X6
H,RY
1140
1156
11706
,1060
1180
h o

POSITION
NEXT X
REM

2306

X,S5:? H1S:POSITION X,6:7?

(A e QLERT SIREN XM

REM

FOR ME=1
GRAPHICS
POSITION

FOR V=12 TO © STEP
Z20-VYU)H10+20,10,V:S0OLND 2,13,4,U:NEXT VU

REM

H2S

H2S$:GOSUB 236

POSITIUN X,7:7?7 HIS

X

» S

2

HZS:POSITION

GOSuUB 230

TO 6:FOR J=1 TO 20:S5SOUND ©0,80+0,12,8:NEXT J
18: SETCOLOR ©O,ME, 8
7,4:7?7 8H6;""ALERT"

SOUND ©6,80,10,12:5S0UND 1,106,106, 12:5S0UND 2,13,4,12
FOR W=1 TO 100:NEXT H:GOSUB 2S06:NEXT ME

REM BOUNCING BOLL M

REM

? "K' :SETCOLOR 2,4,2:POKE 7S2,1

FOR ME=1

FOR Yy=22 TO 106 STEP

O 3

POSITION 18,Y+1:72 ‘' '
SOUND O ,Y*%10,14,Y/72—-5S:
TO 92:NEXT VY

TO 22 STEP O0.S5S:POSITION 18,Y-—1:7?
KT Y:NEXT ME

FOR vY=1
FOR Y=10
:? *‘“‘e'':NE
REM

—-08.S
POSITION 18,VY:7?

NMEXT V¥

Ll e P/M FLYING SOLCERS ¥

REM

GRAPHICS
SETCOLOR
POSITION
FOR ME=1
1? L' :NE

O:POKE 752,1:72 * *

2,0,0
S$,3:?
TO 10
XT ME

X=20:VY=

80

. :POSITION 27,6:7 *
RX=RND (O)MI7+1L:RY=-RND(O)*21+1 :POSITION R

A=PEEK(C106) -8 : POKE $4279,A:PMBASE=256%a
POKE SS9,46:POKE S5S3277,3:POKE S3I248,X:POKE S53256,3
FOR I=PMBASE+S12 TO PMBASE+640:POKE X,0:NEXT XI:POKE 704

—0.1:50UND 0, C20—-VU)>)¥¥10,10,V:50UND 1, C

:POSITION

FOR I=PMBASE+S12+Y TO PMBASE+S16+Y:READ A:POKE I.,.A:NEXT
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1190 pAaTAa 60,126,255,126,60

1266 SOUND ©,13,4,2

1210 FOR X=20 TO 806 STEP 2:POKE 53248, M

1220 FOR XI=0 TO 6:POKE PMBASE+S11+Y+X ,PEEKC(PMBASE+S12+Y+I):N
EXT X:Y=Y—-1:NEXT X

1230 SOUND ©O,13,4,10:FOR X=82 TO 220:POKE S3I248,X:NEXT X:POK

E 764,20

1240 FOR V=106 TO O STEP —-0.S:5S0UND ©0,13,4,V:NEXT VU

12506 FOR ME=-© TO 10:SOUND 1,0,2,ME+2:FOR I=6 TO 6:POKE PMBAS

E+S11+Y+X ,PEEKC(PMBASE+S12+Y+XI) :NEXT I

12606 SOLND 1,06,0,0:Y=Y-1:NEXT ME:POKE S53248,226

1270 SOLND ©0,25,4,2:POKE $32S6,1:FOR X=-2206 TO 6 STEP —-1:POKE
SI248,X:NEXT X:SOUND ©6,0,0,0:POKE S5S3248,120

1286 FOR ME=15S TO O STEP —-1:POKE S3277,3:POKE S32S56,3:FOR P=
6 TO 10:S5SOUND ©O,P,2,ME:SOUND 1,P,2,ME

1290 NEXT P:POKE 704 MEX16+6:POKE S3I277,1:RX-RND(O)YMI7+1:POS
ITION RX,22:72 ' .':?7 :NEXT ME

1760 GOSUB 2S0:7? **K'"":POKE 7S2,1:7?

1749 REM

17506 REM SEERTINLLNLLTEGE CTIFCTEEEETS

1751 REM

1800 FOR R=1 TO 2:FOR ME=1 TO0 3I0:5S0UND ©0,25,10,1:5SOUND 1,0,2
,1:FOR UJ=1 TO 2:SOUND ©6,25,10,8:SOUND 1,06,2,8

1865 NEXT J:5S0UND ©,0,0,0:5S0UND 1,0,0,0:5ETCOLOR 2,ME, 4:NEXT
ME

1816 FOR V=7 70 6 STEP -0.1:5SO0UND ©,25,106,V:SOUND 1,0,2,V:NE
XT V:GOSUB 8200: NEXT R

1826 LS=Z""PARDON ME WHILE I ANSHER THE PHONE'':? :? :FOR J=1 7T

0O LENCLS):? LSCJ, D) ;:GOSUB 2I0:NEXT J

1836 FOR ME=1 TO 10:SOUND ©,2S5,10,2:5S0UND 1,0,2,1:FOR J=1 TO
2:5S0UND ©,25,16,8:50UND 1,0,2,8

1840 NEXT J:NEXT ME:GOSUB 250:G05UB 82060

1842 LS=""HELLO":POSITION 1S,8:FOR J=1 TO LENCLS) :? LS$SCJ,JI);:
GOSUB 23I0:NEXT J

18S6 GOSUB 8000 :POSITION 12,12:L$="XT*'S FOR YOU.'":FOR J=1 TO
LENCLS) 1?2 LSC(J,I);:GOSUB 2IO:NEXT J:G05UB 8200

2100 FOR X=1 TO 24:7? :SOUND O,X,2,2:S5SO0UND 1,X,4,2:SOUND 2,X,
6,2:5SO0UND I ,X,12,6

21106 FOR ¥Y=1 TO S:NEXT Y:NEXT X:GOSuB 2506

2200 FOR X=14 TO O STEP —0.S:S5SO0UND ©0,91,12,X:NEXT X

2XZ800 REM

2301 REM

2302 REM

24060 GRAPHICS O:POKE 752,1:POKE 82,2:POKE 83J3,3I9:5ETCOLOR 2,0

, 0
2410 ? :? 1?2 r v 2 1o
[TORX _BAaSIC SOUNDS JRUFESERL L d ot

2420 ? CHRS(2S53) :GOSUB 2480:LIST 2496,2560:G05UB 2490

2430 GOSUB 2480:LIST 2S30,2540:G05UB 253I0:G0SUB 2480:LXIST 2S
%0 ,2560:G05UB 2550:GO0SUB 2480:LIST 2570,2580

24406 GOSUB 2S5S70:GOS5SUB 2480:LIST 2610,26286:G05UB 26106:G05UB 2
480

2450 LIST 263I0,2640:G05UB 263I0:GO0S5UB 2480:LIST 26506,2670:G05
UB 26S0:GO0SUB 2480:LIST 2680:G0S5UB 2680:G0O0SUB 2480

24606 LIST 2690:G0S5SUB 2690:G0SUB 2480:LIST 2700:G05UB 2760:G0
SUB 27106:GOT0 6600

24806 FOR ME=0 TO 3I:SOUND ME ,0,0,0:NEXT ME:POSITION 2,6:7 ‘X3
EXIXXXX": RETURN

2496 FOR J1=6 TO 1S:FOR J12=200 TO 206 STEP 2:SOUND ©0,02,10,J
1L INEXT U2

25080 FOR 12=2068 TO 214 STEP
2516 FOR J2=216 TO 222 STEP
2526 FOR J2=224 TO 234 STEP
J1:RETURN

2530 FOR J2=06 TO 4:FOR J1=14 TO © STEP —7:S5SO0UND ©6,13,4,J1:50
LIND 1,13,4,J1:50UND 2,13,4,J1

SOLIND 1,J2,10,J1:NEXT J2
SOUND 2,032,106, J1:NEXT J2
SOUND 3I,02,10, 91 :NEXT J2:NEXT

N NN
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2540 SOUND ©,16060,0, 31 :SOUND 1,1006,0, )1 :50UND 2,1086,0, J2:NEXT
J1:NEXT J2:RETURN

2550 FOR J1=-15 TO © STEP —-1:FOR J2=16 TO 20:SOUND ©6,J2,10, J1
TNEXT a2

2566 FOR J2=3I0 TO0 20 STEP —-1:SOUND 1,922,106, J1:NEXT J2:NEXT o
1:RETURN

25706 FOR J1=-14 TO 6 STEP —1:FOR J2=16 TO 20:SOUND €, 42,12, J1
:SOUND 1 ,JU2%2,12,J1:NEXT 02

2580 FOR J2=-0 TO S:SOUND 2,J2,2,J1:50UND 3I,092+4+2,2, 01 :NEXT J2
tNEXT J1:RETURN

2610 FOR J1=1S TO © STEP -0.S:FOR J2:-3 TO 10:SOUND ©0,.2,10, 4
1 :NEXT 02

2620 FOR J2=13 TO 25 STEP 12:50UND 1,092,100, J1:NEXT J2:NEXT J

1:RETURN

2630 FOR J1=10 TO © STEP -1:FOR J2=20 TO 6 STEP —2:50UND O, J

2,10, 91 :NEXT J2

2640 FOR J2=46 TO 106 STEP —-2:SOUND 1,U42,10, J1:NEXT J2:NEXT J
1 :RETURN

2650 FOR J1=14 TO © STEP —1:FOR J2=106 TO 66 STEP S:SOLND ©,0
2,10, J1L:NEXT U2

2660 FOR J2=70 TO 146 STEP 10:SOUND 1,.2,10, J1:NEXT U2

26706 FOR J2=2106 TO 106 STEP —-SO:SOUND 2,092,108, J1:NEXT J2:NEXT
J1:RETURN

2680 FOR J1=1S TO0 ©® STFP -0.5:FOR J2=6 TO 9:SO0UND ©,J2,2,J1:
SOUND 1, J2%S,10, 31 :NEXT J2:NEXT J1:RETURN

2696 FOR J1=0 TO 2S00 STEP 2:SOUND ©0,J1,108,15:50UND 1,25S-J1,
12,15S:NEXT J1:RETURN

27606 FOR J1=1S5S TO0 O STEP -0.0S:SOLND ©,S5S1,12,J1:S0OLIND 1,102,
12,91 :5SO0UND 2,51,12,J1:5S0UND 3I,102,12,I1:NEXT J1:RETURN

27065 REM

F - I A PR THOT S ALl FOLKS N

27067 REM

2710 DATA 40,19,29,9,31,9,35,9,40,9,47,19,0,9,40,9,29,3,29,3
,31,9,35,9,33,9,31,19,0,9

27208 pATA 31,9,31,9,406,9,35,9,40,3,40,3,31,3,31,3,40,9,35,9
2730 pDATA 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

2740 GRAPHICS 18:7? H6:7? $#6:7 1#6: 7 #6;"' that's":? 186:7?

36 ;" ALL' :? 86:7? 86" [folksi

27506 TRAP 2760:READ N,T:GOSUB 27706:GOTO0 2750

2766 RETLURNMN

2776 POKE S40,T:SETCOLOR 4,N,0:SOUND ©,N,10,14

2780 IF PEEK(S546)<>0 THEN 2786

27906 SOUND ©,0,0,60:RETURN

S899 REM

5900 REM ST TETGENDEECHINS TS50

S9861 REM

6000 ? 'K POKE 752,1:POSITION 4,4:L$="This concludes our i)

[UND EFFECTSIY

6160 FOR J-1 TO LENCLS) :? LSCJ,Id;:GOSUB 2IO:NEXT J

62606 POSITION 12,6:LS$S=""demonstration.'":FOR J=1 TO LENCLS) :?

LSCJ, ) ; :GOSUB 23I0: NEXT I

6300 FOR ME=1 TO 10:POKE 75S,3:GOSUB 230:POKE 755,2:S0OLIND O,

ME ,2,8:NEXT ME:SOUND ©,0,0,0

6660 SOUND 1,0,0,0:FOR J=200 TO @ STEP -S:5S0LND ©,0,10,8:5FT

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

6766 GOSUB 250:GOTO 30000

80600 FOR HWAILIT:1 TO JO0O:NEXT MAIT:RETURN

8160 FOR HAIT: 1 TO SO60:NEFXT WAIT:RETURN

82060 FOR HAIT:=1 TO 100:NEXT WAIT:RETURN

00080 GRAPHICS O0:POKE 752 ,1:POKE 710,48:POKE 82,2:POKE 201,9
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XO008S ? ''KIsd Use the ARSI or button to'':? :? *' hig
hlight your c(hoice below, then®

20010 ? :7? P press the EAXLE] button.* " :FOR ME=0 TO 8:POKE 53
279, ME: NEXT ME:GOSUB I1060:SEL=-11

38626 POSITION SEL,SEL:? [ LECFENGEEUIATIL

0100 BUTTON=-PEEK(S3I279) : IF BUTTON=7 THEN 30106

IG118 GOSUB I2000: IF CHOICE=6 THEN 31500

01260 SEL=SEL+2:1IF SEL>1S THEN SEL=-11:GOSUB 3I1000:GO0T0O I00206

20130 IF SEL=13 THEN GOSUB 3I1000:POSITION 11 ,SEL:? “[dATULELERI
SECTEELH : GOTO 30100

30140 IF SEL=Z1S THEN GOSUB 3I1000:POSITION 11,SEL:? AN
X UIATIL :GOTO 30166

TO150 GOTO 30166

1600 POSTTION 11,11:7? “RERUN THIS PROGRAM':? :? ,"RETURN TO

BASIC* :? :1? ,“RUN MENU PROGRAM' " :RETURN

I1S860 TRAP 3I00090:POKE 201 ,10:IF SEL=1S THEN ? "K' :? :?2 ,*' LO
GDING MENU'":RUN "'D:MENU'"": TRAP 40000

T1S10 1F SEFL=-13 THEN GRAPHICS ©:7? :? *“*BASIC':? *"IS'"; :POKE 7S

Z,0: TRAP 40000 :END

1520 TRAP 40000:RLUN

32000 GOSUB 322060

¥20180 CHUOICE=-BUTTON:BUTFTTON=PEEK(S3279) : IF BUTTONC>7 THEN 320
10

321086 GOSUB 3I220080:RETURN

32200 FOR ME=-©0 T0 8:POKE S3I279,ME:NEXT ME:RETURN
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0 REM FORNEXT (c) 1982 by Jerrvy HWhite (6737821

210 GRAPHICS ©O:POKE S59,0:DIM NAMES(12) ,FNS(14) ,KXS(C(1) ,BLSC20
> :BLSGS = *":SETCOLOR 2,0,0

212 DIM L1S(SO) ,L25(CSO0) ,L3ISC11) ,1L45C11) ,LS55C10) :LIS=""1063 NEX
T L2'":L4$="'164 NEXT L1*":1L.55="'1685 RETURN"

2208 2 7?7 ' [ _FORNEXT PROGROM VORIOBLES : [LUECSEIAIMSEEE >
RTION variable (6 thru 14)>':? *“‘even numbers only."**

208 ? :7? “PITCH=any number from 6 thru 25S5.°':? ‘'We will chan
ge the pitch in loop L2.°

2408 ? :7? *"Li=Outer 1o00pPp 1 VOLUME.'':? *'*Type any integer from

O thru 15*:7? ''*Qat prompts FROM, TO and STEP.'*

250 ? :7? "L2=Inner 1o0o0p 2 PITCH.'':? *“Type any number from 6
Thru 25%S*':?2 "*at prompts FROM, TO, and STEP.'

260 ? 3333 EHITJEFEFWTITIEIAETINIARI); : POKE S3279,0: POKE SS9
+» 34 :POKE 764,25S:POKE S3279,8

262 IF PEEK(764) :25S AND PEEK(S53279>=7 THEN 262

270 GRAPHICS ©:POKE S59,0:?7 :? L EEECITIIEIGGYENE

280 POKE 752,1:C-RND(O)M16:REPEAT=0:POKE 764 ,25S

290 SFTCOLOR 1,C,0:SETCOLOR 2,C,8:SETCOLOR 4,C,0:POKE 752,0:
FOKE 359,34

X900 POSITION 92,3I:7? **TYPE DIST " TRAP 320:INPUT D:TRAP 40
©®00

316 IF D=0 OR D=2 OR D=-4 OR D=6 OR D=8 OR D=16 OR D=12 OR D=
14 THEN 360

I20 POSITION 92,3:7? BLS:GOTO 306

I60 POSITION 2,S5S:7? *“TYPE L1 FROM ''; :TRAP 3I80:INPUT F1:TRAP 4
6000

I760 IF F1<16 AND F1>-6.61 THEN 390

I80 GOSUB 1400:POSITION 9,5:7? BLS$S:GOTO 366

X906 POSITION 9,7:7? "*TYPE L1 TO " TRAP 41 0:INPUT T1:TRAP 4
0000

4008 IF T1<16 AND T1>-6.061 THEN 420

410 GOSUB 1400 :POSITION 9,7:? BLS:GOTO 396

420 POSITION 9,9:7 "*TYPE L1 STEP '';:TRAP 440 :INPUT S1:TRAP 4
0000

43I0 IF S51<16 THEN 450

440 GOSUB 1400:POSITION 9,9:? BLS:GOTO 420

450 POSITION 92,11:7 *""TYPE L2 FROM ''; : TRAP 470:INPUT F2:TRAP
40000

460 F2=-INTC(F2) :IF F2<{256 AND F2>—-1 THEN 486

470 GOSUB 1400:POSITION 9,11:7? BLS$S:GOTO 45606

480 POSITTIOMN 92,13:7? *''TYPE L2 TO M3 TRAP SO0 : INPUT T2:TRAP
40000

490 IF T2<256 AND T2>-1 THEN S106

S060 GOSUB 1400:POSITION 9,13:7 BLS:GOTO 480

$10 POSTTION 9,15:? *“*TYPE L2 STEP "';:TRAP S3IO0:INPUT S2:TRAP
40000

528 IF 52<256 THEN 5S40

SIO GOSUB 1408 :POSITION 2,15:? BLS:GOTO S10

5S40 GOSUB 720

58 S50UND 6,0,0,0:P0KE 82,5:7? CHRS(125S) : POKE S59,0:POKE 752,
b B

CLCEE IR IR VOuR _SOUND SUBROUTINE : TFE

S7e FOR L 1= LASCLENCLLIS) +1)=5STRSCF1) :L1SCLENCL1S) +
1= TOQ *

S80 LASCLENCLAISI+1)=STRSCTL) :LA1SCLENCL1SY+1)="" STEP " :L1S$CLE
NMCL1S) #1) =STRS (S51)

SS90 L25$=''182 FOR L2=":L2SCLENCL2S) +1)D=STRSC(F2) :L2SCLENCL2S) +
13='" TO

600 LZ2ZSCLENCL2S) #+1)=STRSC(T2) :L2SC(LENCL2S)+1)>="" STEP *:L2S(LE

NCL2S) #4132 -STRS (52)

610 ? L1S$:7? L2%:? L3IS:? L4S:”? LSS:POKE 82,5:7? :POKE 559,34
6280 FOR TIME=1 TO I:POSITION S, 18:7 "HEREIIENIEY TSN
JINE  LEESL JTYPE 2 TO PRINT SUBROUTINE I
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60 7 -IBEIEIEII]EEZI!IIIEHIJIBIIHZI B TYPE 4 TO ENTER |
PORQMETERS | 3 TO EX s

€640 POKE 75S,3:FOR DELAY=-1 TO 16:NEXT DELAY

650 POKE 7SS ,2:FOR DELAY=1 TO 10:NFXT DELAY:NEXT TIME: SOUND
©,0,0,0:POKE 764,285

€660 POKE 82,2 :POKE S%9,34:CHOICE-PFEK (764> : IF CHOXICE=2SS THE
N 6680

665 IF CHOICE=-26 THEMN REPEAT:REPEAT+1:GOT0O 1200

©&70 IF CHOICE=3I1 THEN 960

680 IF CHOICE=29 THEN 3JI0000

698 IF CHOICE=-3I80 THEN 800

708 IF CHOICE-24 THEN 270

710 FOHR TIME-Z1 TO 10:POKE 53279,0:NEXT TIME:GOTO 640

7206 FOR L1-F1 TO T1 STEP S1

736 FOR L 2=F2 10 12 STEP 52

740 TRAP 760:SOUND ©,L2,D,L1:TRAP 40000

#5060 NEXT L2:NEXT L1:REPEAT-0:POKE 764,2S5S:RETURN

760 7 :7 "HEESTTHSPEEDILEPEE VA ITE{ "' : SOLIND 0,0,0,0
770 FOR DELAY=1 TO 250:NEHT DELAY:RUN

68066 TRAP 1000:1 PRINT * SOUND SUBROUTINE® :LPRINT :LPRINT L
1S:LPRINT L2S:1 PRINT L3IS:LPRINT L4S:LPRINT LSS

#1060 LPRINT :TRAP 40000:GOTO0 550

9686 ? 'R 2 D2 e YOUR SUBROUTINE WILL BE LISTED 10*:7? :7?2 D
ISK DRIVE 1. INSERT DATA DISKETTE.'®
2108 2? :7? *“*TYPE FILE NAME THEN PRESS CIEIIX|'*:? :POKE 764,25S:

TNPUT NAMES

920 LN:ZLENC(NAMES) : IF 1 N"O THEN 916

9230 FNS-"'D:"*:FNSC EN(FNS) +1)=-NAMES : TRAP 1100:CLOSE 821 :0PEN =&
1,8,0,FNS

240 7 :7 L1$:7 BML;L1S:?7 L2S:7 BML1;L25:7? LIS:”? BL;LIS:? LA4S:?
1;L45:? LSS:? 1;1 55$:CLLOSE 1 :GOTO SS0

1686 2 'K3'':? :? “*YOUR PRINTER ISN'T READY':? :? *“*TYPE 1 TO
FRINT OR 2 FOR OPTIONS'":POKE 764,255

1010 [F PEEK(764) =255 THEN 10106

1020 ITF PEEK(764)=3I1 THEN 800

1030 IF PEEK(?64) IO THEN SSo

18640 2 :7? *[JPLEASE TYPF 1 OR 2*':GOTO 10160

11060 2?2 **[J*:2? :72? I HWAS UNABLE TO LIST YOUR SUBROUTINE'':? :72
"ONTO DISK DRIVE 1 .°

1110 FOR DELAY =1 TO 2S5SO0:NEXT DELAY:CLOSE 821 :GOTO SSO

1200 2 *'K3I$333'':7? *“TYPF 1 TO REPEAT ORIGINAL SOUND*':? :72 “'Ty
PE 2 TO DISABLE SCREEN INTERRUPTS'

1210 2 :? "“TYPE 3I TO REPEAT SOUND HWHILE THE'":7? “CURRENT SOUN
D COMMAND IS DISPLAYFD':POKE 764 ,25S

1215 IF PEEKC(764) 25355 THEN 121S

1220 IF PEEK(?764) 31 THEN REPEAT-REPEAT+1:GOTO S40

1230 IF PEEK(764) 30 THEN REPEAT=-REPEAT+1:POKE S559,0:G0T0 S54
e

1240 IF PEFEK (764> <>26 THEN POKE 764,25S:GOSUB 1400:G0TO0 1215

12560 TRAP 1400:GRAPHICS 18:FOR LL=F1 TO Ti STEP S1:FOR L2:=F2
YO T2 STEP S2:SO0UND @,L2,0D,L1

1260 POSITION 2,4:7 86;'"SOUND 6, ; TNTCLL2) ;*, " ;INTD) ;*, " ;INT
L1y ;°** CINEXKT L 2:NEXT L1

1270 SOUND 0,0,0,0:GRAPHICS O:SETCOLOR 2,6,0:POKE 752,1:POKE
764 ,255:7 :GOTO 550

1400 FOR X=-1 TO 12:FPOKF S3279,0:NEXT H:RETURN

1588 2 :7 L3 I COULDN'T FIND THE MENU PROGRAM.'':? ‘P TINSERT
PROGRAM DISKETTE*:? *» PREFSS ERNILAl HHEN RFaDY";

1510 [F PEEK(S3I279) .6 THEN 680

1520 ,0TO 1510

TO0O0O GRAPHICS O:POKE 752 ,1:POKE 710,48:POKE 82, 2:POKE 201,99
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IS ? 'KIII Use the or HANA®R]I button to'*:? :? * hig
hlight your choice below, then'

IO10 ? :? '*» press the BCLEI button.'"":FOR ME=-90 TO 8:POKE S3
279, ME : NEXT ME:GOSUB 3I10080:SEL=11

30026 POSITION SEL,SEL:? [N ERLGCFEEEEGIACTYC

I0100 BUTTON=-PEEK(S3279) :IF BUTTON=7 THEN 301060

IB1160 GOS5UB I2000:IF CHOICE=6 THEN 331500

IB120 SEL=SEL+2:IF SEL>1S THEN SEL=11:GOSUB 3I10008:GO0TO0 30020

X130 IF SEL=13 THEN GOSUB I108060:POSITION 11,SEL:? IR
B EIR'' : GOTO 301060

30140 IF SEL=1S THEN GOSUB 3I1000:POSITION 11 ,SEL:7? *[JIENEN
EECGIAY I : GOTO 36160

TO1S6 GOTO 301606

3160060 POSITION 11,11:? "RERUN THIS PROGRAM'':? :? ,"RETURN TO
BASIC' :? :7? ,'*RUN MENU PROGRAM' :RETURN

I1500 TRAP 3I0000:POKE 201 ,10:IF SEL=1S THEN ? 'K :? :72 ,* 1O
ADING MENU'"":RUN ''D:MENU'': TRAP 40606000
ILS16 IF SEL=-13 THEN GRAPHICS ©:? :7? *‘“‘BasIC':? '"*IS5'; :POKE 7S

2,0: TRAP 40000 :END

I1S20 TRAP 40000 :RUN

2006 GOSUB 32200

20106 CHOICE=-BUTTON:BUTTON=PEEK(S53279) 1IF BUTTONK>7 THEN 320
10

210606 GOSUB 32200:RETURN

32200 FOR ME=0 TO 8:POKE S3I279,ME:NEXT ME:RETLURN
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@ REM POKSOUND (Cc)> 19282 by Jerry Hhite [7/12/82]

160 FOR ME-1S36 TO 1S74:READ XIT:POKE ME,IT:NEXT ME:GOTO 360

126 POSITION ©,2:7 886;'>'':¥=2

130 FOR ME-O TO 8:POSTTION 1,ME+2:7 826;S5S3I760+ME ;" ''='"'; N(ME)
000NV OO ' : NEXT ME:GOTO 140

135 FOR ME_-0 TO 8:POSITION 1,ME+2:? B6;S5S3I760+ME ; : NEXT ME

1406 POSITION O6,11:?7 286;*" select location .

150 5 -5TICKC8) :IF S=-.15 AND STRIG(8) AND PEEK(764) =255 THEN 1

Se

1SS IF S=14 AND Y>2 THEN POSITION O,Y:? 886;' *:¥Y=-Y—-1:POSITIO

N 8,Y:7? 886 ;CHRS (3I0) : GOSUB 340

160 IF PEEK(764) -28 THEN 3990

170 IF PEEK(764) =33 THEN RUN

180 [F S=13 AND Y<16 THEN POSITION ©,Y:”? $86;" *':Y=Y4+1:POSITI

ON O,Y:? 8286 ;CHRS (Z09) :GOSUB I40

196 IF STRIGC(O) THEN 1S5S0

280 GC=Y—-2:GO0SUB IS0

210 1I1IF NOT STRIGCO) THEN 210

220 P-S3I760+GC:LS=-STRS(PI :FOR ME=1 TO S:IT=-ASCC(LS(ME, ME)) :IT

=ITH+128:LSCME ,ME) =CHRS (IT) : NEXT MFE

230 POSITION 1,Y:? 886;LS

240 POSTTION ©,11:7 886;" change poke ..

250 S=S5TICKCO) :IF S=1S5 AND STRIG(O) AND PEEK(764) =255 THEN 2

Se

2SS IF S=14 AND N(GC) <255 THEN N(GC) =N(GC) +1

260 1IF PEEK(?764) -28 THEN 390

270 IF PEEK(?764) -3XZ THEN RUN

2808 IF S=13 AND NC(C(GC)Y>>0 THEN N(GC)=N(GC)> -1

290 POKE P ,N(C(GC) :POSITION 7,Y:7?7 886; " "":POSITION 7,Y:? 826 N

€GC)H

295 BIN=-USR(1536,NC(GC) ,ADRC(BINS)) :POSITION 11,Y:7? 826 ;BINS;

TOO6 IF STRIGC(O)Y THEN 2S506

106 GOoOsSuUuB IS0

320 IF NOT STRIGC(8) THEN 320

ITIB6 POKE 77,0:G070 13IS

40 FOR ME=-1 TO 10:POKE 53279 ,0:POKE S3279,8:NEXT ME:RETURN

IS0 POSITION ©.,11:7 8126;" release trigger ":RETURN

IT60 GRAPHICS 18:DIM NC8) ,LS$S(S5) , BINS(B) :POKE 712,144:POKE 7160
,156 :POKE 709,14:POKE 7068,28:BINS="" .

X760 POKE 711,190:7?7 $836;"'’ [POKEREN SOUND LRS- SRl dec imall b
ONEIS]'' : POKE 764,255 :SOUND ©0,0,0,0

T80 FOR ME=-O TO 8:NCME)=-O:NEXT ME:CLOSE 1 :0PEN 81 ,4,0,"'"'K:"":
GOTO 120

I920 FOR ME-SI?760 TO SI768:POKE ME ,0:NEXT ME

400 DATA 104,104,104 ,133,203,1064,13X,205,104,133,204,160,0, 1
62,8,16%5,203,10,13%,2063,32,27,6

410 DATA 202,208,245,96,176,6,169,48,145,204,200,96,169,49,2
68,248

¥00008 GRAPHICS O:POKE 752,11 :POKE 7106,48:POKE 82,2:POKE 201,99

I000S ? ‘'Ki+d+ Use the [LABTIL] or EXdWASEI button to'':? :7? * hig
hlight your choice below, then'

¥0010 ? :? P press the EANIEI button.':FOR ME-© TO 8:POKE S3I
279, ME:NEXT ME:GOSUB I1000:SEL=11

*0026 POSITION SEL,SEL:? [AATERIFENEGOIATII

0100 BUTTON=PEEK(S3I279) :IF BUTTON=-7 THEN 301006
¥0110 GOSUB I2000:IF CHOICE=6 THEN 31500
IO120 SEL=SEL+2:IF SEL>1S THEN SEL=-11:GO0SUB 3I1000:GO0OTO 30020
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IO130 IF SEL=13 THEN GOSUB 3I1000:POSITION 11 ,S5tL :? “CIAILCIEN

CECTrEIIS " : GOTO IO L0e

X0140 ITF SELI =15 THEN GOSUR I16000:POSTTION 11 ,SEL:~? *CITTEIIIN

I T ' : GOTO 301600

TO1S5S60 GOTO <0100

X1000 PFOSITION 11,11:7 ""RERLUN THIS PROGRAM'':? :7? ,*“'RETURN
BASIC ' :? :7? ,'""RUN MENU PROGRAM''':RETURN

31500 TRAP 3I0000:POKE 201 ,10:TIF SEL-15 THEN 72 *“K'':7? 72 , *
ADING MENU :RUN ‘“'D:MENLU':TRAP 40000

T15108 IF SEL=-13 THEN GRAPHICS ©:? :7? '*BASIC':7? ''XIS'; :POKE
Z,0: TRAP 40000 :END

X1520 TRAP 40000:RUN

2000 GOSUB I2200

TO

Lo

7S

320106 CHOICE :BUTTON:BLTTON-PEEK (S53279) :TF BUTTONC>?7 THEN 320

10
¥2100 GOSUB I2200:RETURN
32200 FOR ME=© TO 8:POKE S3I279,ME :NEXT ME:RETURN
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@ REM KEYOFC (c> 1982 by Jerry Hhite (6/3,/,821

120 GOTO 4880

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

168 COLOR 1:PLOT X+1,Y:DRAMWTO H+2,Y:PLOT H,Y+1:DRAWTO XK+3I,Vv+
1

180 PLOT H-1,Y+2:DRAMNTO H4+4,Y+2:PLOT H—1,Y+I:DRAWTO H+4,Y+3
200 PLOT H,Y+4:DRAWNTO H+3I,Y+4:PLOT H+1 ,Y+S:DRAWNTO K+2,V+5
220 PLOT X4+4,Y-10:DRAWNTO K+4,Y+2:RETURN

72406 FOR HOLD=1 TO S@O:NEXT HOLD:FOR OFF=0 TO 3I:SOUND OFF,®9,0
LO:NEXT OFF:RETURN

z6@ 2 PRESS ANY KEY TO CONTINUE.''; :POKE 764,25S

280 IF PEEK(764)=2S5S5 AND PEEK(53279)=7 THEN 286

00 GOSUB 3IBO:RETURN

20 2 * PRESS ANY KEY TO CONTINUE.' ; :POKE 764,2S5S

3406 IF PEEK(764)=2S5S AND PEEK(SI279)-7 THEN I40

T606 RETURN

86 GRAPHICS 7:SETCOLOR ©,7,8:SETCOLOR 1,12,8:SFTCOLOR 2,2,1
Z:SETCOLOR 3,4,6:SETCOLOR 4,2,12

400 COLOR 2:PLOT 206,26:DRAWTO 140 ,20:PLOT 206,26 :DRAWNTO 140,2
6:PLOT 20,32:DRAWTO 140,32

420 POKE 7S5S2,1:PLOT 20,38:DRAWTO 140,3I8:PLOT 20,44:DRAWTO 14
6,44 :RETURN

440 COLOR 1:PLOT H4+3I,Y+6:DRAMNTO X+S5,¥Y—1:PLOT K+7,Y+6:DRAWTO
K49,V —1

460 PLOT H+2,Y+1:DRAWNTO H+10,Y+1:PLOT K42, Y+4:DRANTO HK+10,VY+
4:RETURN

480 GOSUB 3I80:7? ,'* THE C SCALE':? :? ,"C P F F G A B C*

S00 H-40:Y=-47:GOSUB 168:FOR UOL=10 TO ©® STEP -©0.2:SOUND ©,12
1,10,V0L:NEXT
S2@ COLOR 2:PLOT 3I3,50:DRANTO 48,5S0:GOSUB 140:COLOR 1

540 XK=S0:Y-44:GOSUB 160:FOR UOL=16 TO © STEP —-0.2:S50LIND 6,10
8,18,V0L VUOL : GOSUB 140

S60 K—60:Y=41:GOSUB 168:FOR VOL=18 TO © STEP -0.2:S5S0UND 6,96
,108,V0L :NEXT UOL:GOSUB 140

580 H=70:Y=38:GOSUB 160:FOR UOL=106 TO © STEP —-08.2:1SOUND ©,91
;10 ,V0L :NEXT UOL:GOSUB 140

600 H=80:Y=3I5:GOSUB 160:FOR VUOL=10 TO @ STEP -0.2:S0OULND 0,81
,10,V0L:NEXT VOL:GOSUB 140

620 HX=90:Y=32:GOSUB 160:FOR VOL=10 TO @ STEP -0.2:S5SOUND 0,72
,10,U0L :NEXT VUOL :GOSUB 140

640 H=100:Y¥Y=29:GOSUB 1608:FOR VOL=10 TO 6 STEP —©.2:SOUND 8,6
4,10,VUO0L:NEXT UOL:GOSUB 140

660 X=110:Y=26:GOSUB 168:FOR VOL=10 TO 6 STEP -0.2:SOLIND 0,6
©,10,U0L:NEXT UOL:GOSUB 140

680 GOSUB 260

788 ? ,"THE C MAJOR CHORD'':? ' cC + E + G

720 K=60:Y=47:GO0SUB 160:FOR VOL=16 TO 6 STEP -0.2:SO0UND 0,12
1,108 ,V0L:NEXT VOL

740 PLOT SS,S50:1DRAWNTO 68,50

760 H=80:Y=41:GOSUB 160:FOR VOL=16 TO @ STEP —-0.2:SOUND 0,96
,10,V0L :NEXT UOL

780 H=100:Y=3IS:GOSUB 160:FOR VOL=10 TO 6 STEP —-@.2:SOLND 0,8
1,10,V0L:NEXT VUOL:GOSUB 320

860 ? :7? :? ,'""SOUND ©,121,10,8°':”? ,'*SOUND 1,96,10,8':? ,'sou
ND 2,81,10,8"

826 SOUND ©,121,10,8:SOUND 1,96,10,8:SOUND 2,81,10,8:GO5UB 2
Y

840 GOSUB 320

300606 GRAPHICS O:POKE 752 ,1:POKE 710,48:POKE 82,2:POKE 201,99

z
m
X
-
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IS ? ''KIidd Use the or EYAWNAE] button to'':? :? * hig
hlight your choice below, then"'

30010 ? :7? *'» press the EATILEI button.' :FOR MF=-0 TO 8:POKE S3
279, ME: NEXT ME:GOSUB 31000:SEL=11

30020 POSITION SEL,SEL:? 'OAAMERITPENCEEGIAN-Y

I0100 BUTTON=PEEK(S3I279) :IF BUTTON=7 THEN 38100

91168 GOSUB I2000:IF CHOICE=6 THEN 31500

XO120 SEL=SEL+2:IF SEL>1S THEN SEL=11:GOS5UB 3I1000:GOTO IN020

IO13IO0 IF SEL=13 THEN GOSUB 3I1000:POSITION 11 ,SEL:? “GCIRITITERI

G- ¥R : GOTO 3I0100
¥0140 IF SEL=1S THEN GOSUB 3I1600:POSITION 11i,SFEL:? “CUTNEGIATIM

EEEXGIATII ' : GOTO 301600

I01S60 GOTO I\ 166

16006 POSITION 11,11:?7 ""RERUN THIS PROGRAM'':? :7? ,"“RETURN TO
BASIC' :? :7? ,'*RUN MENU PROGRAM'':RETURN

T1500 TRAP X0000:POKE 201,10:IF SEL=1S THEN 72 *“K':72 :72 " L0

ADING MENLU'':RUN "'D:MENU'':TRAP 40000

I1S16 IF SEL=-13 THEN GRAPHICS ©8:? :? *"BASTC*'':? ''IS*'; :POKE 75
2,0: TRAP 40000:END

X1520 TRAP 40000:RUN

2600 GOSUB 3I2200

X20160 CHOICE=-BUTTON:BUTTON-PEEK(53279) :IF BUTTONC>7 THEN 320
10

32100 GOSUB 32200:RETURN

32200 FOR ME=0 TO 8:POKE 653279, ,ME:NEXT ME:RETURN
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® REM ATOC (€c) 1982 by Jerry Hhite (6/3/7821

T 0A=0:01-1:02-2:Q23=I:Q04=-4:05-5:06=-0.2:08-8:0186=-10:0Q12=-12:Q1
2=13:Q016=-16:017=17:Q19=-19:Q26-20:Q22=22:023=23:026=26:Q29=29
Q3232

4 QIS5 - XIS:Q03IB:IB:Q40-40:041-41:042-42:044=-44:0Q045-45:0Q47=-47:Q5
#=50:0S3I =53 :QA55=55:Q57-57:060-60:064=-64:068=68:070=70:Q722=72
:Q7S=7S
S Q76=76
n108=-108
4

6& Q178=1768:0255=-255:0Q0256=-256:Q300=-3I00:Q764=-764:0100=-100:07=6

a8 =-80:Q61-81:085-85:091=-91:0Q95=-95:096=-96:0162=-102:
Q114-114:Q0121=-121:Q122:=122:Q130-138:0Q013I8-138:0154-1

26 DIM ZAS(Q16868) :GOTO 156

40 ZIL_ZPEEK(S60) +PEEK(S61)%Q256

42 ZM=PEEK(ZL+Q4) +PEEK (ZL+QS)®¥Q256:FOR ZW=Q1 TO LENCZAS) :ZT=
573444+ CCASCI(ZASCZH,ZH)) -QI2)%QEB) : ZC-ZM+ZYHQ40+ZX+ZH-Q1L

44 FOR ZR:-QO0 TO 7:POKE ZC+ZR*Q40 ,PEEK(ZT+ZR) :NEXT ZR:ZY=-ZVY+Z
Z:NEXT ZW:RETURN

50 COLOR Q1 :PLOT H+Q1,Y:DRAWTO X+Q2 ,Y:PLOT X,Y+Q1L:DRAWTO X+Q
I,vy+ral

$2 PLOT H-Q1,Y+Q2:DRAKWTO X+0Q4,Y+Q2:PLOT X-Q1,Y+QI:DRAMWMTO X+Q
4,vy+Q3

53 PLOT X,Y+Q4 :DRAWTO H+Q3 ,Y+Q4:PLOT H4+Q1,Y+QS:DRAWTO H+Q2,YVY
+Qs

%S PLOT X+Q4,Y-Q10:DRAWTO X+Q4,Y+Q2:RETURN

€0 FOR HOLD=-Q1 TO SOO0:NEXT HOLD:FOR OFF=QO6 TO Q3 :SOUND OFF,Q
9,00,00:NEXT OFF:RETILIRN

70 7 PRESS ANY KFY TO CONTINUE.''; :POKE Q764,Q2S5S

71 IF PEEKC(Q764)=-Q2SS AND PEEK(S3279)=7 THEN 71

72 RETURN

80 GRAPHICS Q@8:SETCOLOR Q6,0Q2,00:5SETCOLOR Q1,02,Q0:SETCOLOR
Q?72,02,Q8:SETCOLOR Q4,02 ,Q08:POKE 752,Q1:COLOR Q1

81 PLOT Q20,Q20:DRAWNTO Q3I00,Q20:PLOT Q20,026:DRAMWTO Q3I00,Q26
PLOTYT Q20,Q32:DPRAWMTO Q3I00,0Q032:PLOT Q20,Q03I8:DRAWNTO Q3006, 038
8S PLOT Q20,044 :DRAWTO Q300,044 :ZH=-QL1I :ZY=125:ZAS=""BASIC CHO
RDS*:GOSUB Q40 :RETURN

166 FOR VOL-QLE TO Q6 STEP -Q6:SOUND QO ,P,Q10,V0L :NEXT VUOL:R
FTURN

158 GRAPHICS Q17:SETCOLOR Q2,08,Q18:7 8Q7:7? 8BBQ7:7? 8BQ7;"'"
[ELECT CHORDIUEEEER-T:FArRl BY NUMBER'':? 81Q7

160 7 8BQ7:? 11Q7 ;" 1= (FEECTELIZ:? 8#Q7:? 8Q7; " 2= [FFCEX
@ JORIY

176 7 18Q272:7? 13Q7 ;" = CEELTENLOL:? $tQ7: 72 B8Q7 ;" 4= (CEENY
[ J ORI

180 2?2 nBQ7:? KBQ7Z;' L ( MO R

700 2 BQ7:? 8BQ7;' 6= (MEFERI'"':P-Q106:GO0SUB Q1060

210 POKE (Q764,Q2S5SS:CLOSE $32Q1:0PEN 201,04, Q0 , 'K:'":GET Q1 ,GC:

CLOSE $1Q1:GC=GC—48

21S IF GC=Q7 THEN 3I0000

220 [F GC<Q1 OR GC>QS THEN 210

2306 GOSUB Q80 : 0N GC GOSUB I100,3400, 3700, 306,700

240 GOYO 1506

XOO ZAS='""THE C MAJOR CHORD'":ZX=-Q12:ZY¥=-0Q7S5:GO0SUB Q40:? ,''S00
SOUND ©,122,160,2°

440 ZAS=''C":ZH-Q16:ZY-QSS:GOSUB Q40:P-Q121:G0S51IB Q100:X=Q130
1YTQ47 :GOSUB Q50

466 PI OT Q0122 ,0Q50:DPRAWTO Q138, . 50

SO0 2 ,''S10 SOUND 1,96,10,2':ZAS="F":ZX=019:ZY=-QSS:G05UB Q40
tPL.Q96 :GOSUB Q100

S$3I0 X-QLS4:¥Y-Q41:GOSUB QSH8:? ,'S20 SOUND 2,81,10,2'":ZAa$="'G"':
ZH=Q22:ZY=-QSS:GOSUB Q40

620 P=-Q81:G05SUB Q160:HX-Q178:Y=-QA3IS:G0S5HB QSO

650 ZAS-'"CH+E+G=C MAJOR":ZX-QLI:ZY¥Y=-0Q095:GOSLIB Q40
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HREOG SOUND QO0,0Q121,016,02:SOIIND Q01,026,010 .02 : %50UND> Q2,081 ,Q1
8,02 :G0SUB Q68 :GOSUB QZ70:RETILIRN

708 ZAS -*THE C#t MAJOR CHORD':ZXH-Q12:ZY-0Q7S:605UB Q40:7? ,L''S5@0
SOUND ©6,114,108,2":ZaS-""t'B":ZH - Q016:2ZY-QH5:GO05UB Q40

‘42 P-Q114:G0%UB 100 :X-013IH8:Y-N47:G0S5UB QA50:PLOT Q122,050:DR
INTO 01 38,050

768 JASTURCIZATQL7 1 ZY-0Q47:G0S5UB 140 :7? ,°'510 SOUND 1,91,10,2*'
1ZAS FTIZRTN19:ZY=-QAS5S:GOSUUB Q40

420 P- Q921 :6G0S5UB QLA :H-Q154:Y-0Q3IB:GOSUB Q0S8 :7?7 ,'"S5260 SOHUND 2,
/6,18, 2

210 ZAS=-"GR'":ZH-Q22:7ZY . QSS:GO0SUB Q40:P-(076:GO0SUB Q1680:%X-Q178
IYIQXIH::GOS1IIB QS50

240 ZAS "' :7H Q23:7Y:-Q3IS:GOSHB Q40:ZAS="'CRH+F+GH-CI MAJIOR' : Z
H-Q13I :Z7¥Y=-095:GO%SUB Qay

92660 SOUND 06,0114 . 016,02:5SO0UND Q01,091,0168,02:S5S0UND Q2,076,Q1
©,Q2:6G05UB Q60:G0S5S11B Q70 : RETURN

X100 ZaAaS:-""THE A MAJOR CHORD':ZX=Q12:ZY¥:-Q7S:G0S5SUB Q46:"7 ,L''S60
SOUND ©,72,18,2'":ZAS-"A":ZX=Q16:ZY=Q55:GO0SUB Q40

3142 FOR VOL-Q10 TO O STEP —0Q6:SOUND (006,072,010, V0L :NEXT VO
L:X=ZQ@13680:Y-UI2:605UB Q508:7 ,°''S16 S0ULUND 1,57,106,2"*

X210 ZAS=-"'CH'*':ZH-Q19:7Y Q0S5 :GOSUB Q40:FOR VOL Q106 TO 06 STEP
-Q6 : 50UND QB ,Q57,Q10 ,VOL :NEXT VOL : X=Q154:¥Y-Q26:G0S5SUB QS@
240 ZAS='"'B":ZHK-Q20:2Y-Q2?26:GO0SUB Q40:7 ,''S26 SOLND 2,47 ,10,2
1ZASUE:1ZH . Q22:ZY-QSS:GOS5UB Q40

320 FOR VOL-Q10 TO Q06 STEP —Q6:SOUND Q6,Q47,Q10 ,VOL :NEXT VO
IX-Q1L78:Y-Q206: GOSUB QSO

IS0 ZAaSI''A+CH+E-A MAJOR:ZH=-Q13:ZY=Q9S5S:G0S5UB Q40

I66 SOUND Q0,Q72,Q10,02:5SO0UND Q1,0S57,010,Q02:50UND Q02,047 ,Q1
,Q2:6G05UB (060:GOSUB Q70:RETURN

480 ZAS='""THE A1 MAJOR CHORD':ZX-Q12:ZY=Q7S:GO0SUB Q406:7? ,''se
SOLUND ©0,68,10,2'":ZAaS="Aa'": ZX=-Q16:Z2¥Y=-055:GO0SUB Q406

“

WS WA W

e

F442 FOR VOL=Q106 TO QO STEP -06:SOUND Q06,068,010 ,V0L:NEXT VO
L:X=-QL3IO: Y-QI2:GOSUB QSO :7ZAS="'®#*': ZH=Q17:ZY=Q3I2:G0SUB Q40
ISO6 7 ,'""S160 SOUND 1,53 ,10,2'":ZAS="D'":ZXH=Q192:ZY=-Q55:G0SUB Q4
G:FOR VOL-Q10 TO Q6 STEP —Q6:50UND Q6,053,010 ,V0L :NEXT VOL
ISIO H=-Q1S5S4:Y-Q23:GOS5UB Q@58 :7 ,''S20 SOUND 2,45 ,10,2':ZAS=""F*

ZH=-Q22 :ZY=-(15S:GO0O5UB Q40

626 FOR VUOL Q10 TO 00 STEP -06:S5SOUND 08,045,010 ,V0L:NEXT VO
IX=Q1L78:¥Y-Q17:GO0OSUB QSse6

650 ZasS=-''at+D+F-at MAJOR :ZX=-Q13:Z¥Y=-Q95:GOSUB Q40

660 SOUND Q8,068 ,010,Q2:50UND Q1,053,0Q010,0Q2:5S0UND 02,045, Q1
,Q2:GO0OSUB Q60 :GOSUB Q70:RETURN

780 ZAS=''THE B MAJOR CHORD' :ZX-Q12:ZY=-Q7S:G0O0SIIB Q408:7? ,L*''S66
SOUND ©0,64,10,2'":ZAS=""B'"":ZXH=-Q16:ZY=-Q55:G0SUB Q40

742 FOR VUOL Q106 TO 00 STEP —Q6:5S0UND Q60,064 ,Q10,V0L:NEXT VO
IXTQAQLIO Y- Q29:G05UB Q@S98 :7? ,L'S16 SOUND 1,56,10,2°*

810 ZAS='"'DR*":ZH-Q192:Z2Y:Q55:GO0SUB Q48 :FOR VOL=-Q10 TO Q0 STFP
—Q6 : 50UND QO ,QS0,010,VO0L _NEXT VUOL : X-Q154:Y=-Q23:G0S51B QS0
840 ZAS="'RB":ZH-Q20:ZY=-Q23:GO0SLB Q46:7? ,*''S280 SOUND 2,42,10,2
tZAST'FRS ZH-Q22:Z¥Y=-QS5S%:GO5SUB Q40

9220 FOR VOL 016 TO0 00 STEP —-0Q06:SOUND Q08,042,010 ,V0L :NEXT VO
IK-ZQ178:Y=-Q17:GOSUB QSO8:ZAS='""®M'":ZH=Q2I:7Y=Q1L7:GOSUB Q406
T950 ZAaS: ' 'BHDR4AFR-B MAJOR' :ZX-Q13:ZY=-Q925:GO0SUB Q406

T960 SOUND Q60,064 ,Q10,02:50UND Q1,05606,010,Q2:SOUND Q2 ,0Q42,Q1
6,02:G05UB Q60:GOSLIB Q70 : RETURN

I00O08 GRAPHICS O:POKE 7S2,1:POKE 7106,48:POKE 82, 2:POKE 201,9

WD UHUUE™ A~

‘.

y -

H

W

y -
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Z000S5 ? 'K34d Use the [(LASTII] or EHXAWASRI] button to'':? :? ** hig
hlight Yyour choice below, then'

X9010 ? :? P press the FAIEI button.‘*:FOR ME=©0 TO 8:POKE S3JI
279, MF : NEXT ME:GOSUB 3I1000:SEL =11

X9V20 POSITION SEL,SEL:? ALANERGFENCITIAT I

%0100 BUTTON-—PEEK(SI279) :IF BUTTON=7 THEN 330100

01160 GOSUB 32000 :IF CHOICE=6 THEN 31500

IO120 SEL=SEL+2:IF SEL>1S THEN SEL=11:GOSUB 31000:G0OTO 3I0020

¥0130 IF SEL=13 THEN GOSUB 3I1000:POSITION 11,SEL:? IRDCTEE]

(EGCFE3d{8'' : GOTO 301060
T9140 I1IF SEL=15 THEN GOSUB 3I1060:POSITION 11,SEL:7? *‘QIECIET
EEJAT I : GOTD 38100

¥O150 GOTO I iL0e

¥1000 FPOSITITION 11,11:? ““RERUN THIS PROGRaAM':? :? ,“RETURN TO
BASIC ' :? :7? L,'"RUN MENU PROGRAM'' :RETURN
X1500 TRAP 3I00O0:POKF 201,10:IF SEL=1S THEN ? K :? :2 ,* LO

ADING MENU'':RUN ‘“‘D:MENU'"": TRAP 40000

T1S516 TIF SEL=13 THEN GRAPHICS ©:7? :? "*BASIC':? *''IS5*";:POKE 7S
2,0: TRAP 40000:END

31526 TRAP 40000:RUN

X2000 GOSUB X22600

X2010 CHOICE=-BUTTON:BUTTON=PEEK(S3I279) :IF BUTTON<C>7 THEN 320
106

¥2100 GOSUB 32200:RETURN

¥226060 FOR ME-O0 TO B:POKE S3IX279,ME:NEXT ME:RETURN

FAGE 645



® REM DTOG (€c) 1982 by Jerry HWhite (6/73-/782)]

I 00-0:01-1:02=2:Q3=-3:04-4:Q5=-5:06=-0.2:08=-8:Q010=-10:0Q12-12:0Q1
T=-13:Q16:-16:Q017=12:Q19-19:0Q026-20:022=22:Q23=23:026=26:Q29=29
1 Q32=32

4 QOIS=IS:QIB-IB:040-40:U041-41:Q42-42:144-44:Q45:-45:0Q47:247:05
0=50: Q53 =-53:Q55=55:0Q57-57:060-60:064-64:068-68:Q70-70:0Q22=-72
1 Q75=7%

S Q76=76:080-80:061-81:Q85-85:091-91:095:-95:096- 96 : Q0102162
0108=-106:0114:-114:0121-121:0122"-122:0Q0136-130:0138-138:Q154=1
4

€& Q178 178:0Q0255=255:Q0256-256:Q0300-300:Q764=-764:0100:100:Q72=6

206 DIM ZASCRLOO) :GOTO 1S5S0

40 ZL-PEEK(S60) +PEEK(561) %0256

42 ZM-PEEK(ZI +Q4) +PFEKCZL4+Q5)H*Q256:FOR ZH="Q1 TO LENCZAS) :2T:-
S7344+4CCASCCZASCZH,ZHWI) - Q32) %QB) : ZC=ZM+ZYHQ404+4ZHK+ZH-Q1

44 FOR ZR=QO TO 7:POKE ZC+ZR*Q40 ,PEFKC(ZT+ZR) :NEXT ZR:ZVY=ZY+Z
Z:NEXKT ZHW:RETURN

SO COLOR Q1 :PLOT H+0Q1,Y:DRAKMTO X+02,Y:PLOT X ,Y+Q1:DRAWTO X+Q
I,v+ali

2 PLOT X--Q1,Y4+Q2:DRAMWNTI0O X+Q4 ,Y+Q2:PLOT X-—Q1,¥Y+Q3:DRAWNTO X+Q
4,v+Qx

I PLOT H,Y+Q4:DRAWNTO H+Q3I,Y+Q4:PLOT H+Q1,VY+QS:DRAWNTO HK+Q2,V
+as

59 PLOT H+0Q4,Y-Q10:DRAMWNTO K+Q4,Y+Q2:RETURMNMN

60 FOR HOLD-Q1 TO SOO0:NEXT HOLD:FOR OFF-QO TO Q3:SOUND OFF ., Q
e,00,Q00:NEXT OFF :RETURN

7e 2 ' PRESS ANY KEY TO CONTINMNUF.
71 IF PEEKCQ’764) Q255 AND PEEK(SI279)
72 RETURN

88 GRAPHICS Q8:SETCOLOR 00,02,00:SETCOLOR Q1,02,00:5ETCOLOR
Q02,02,08:SETCOLOR 04,02,08:!‘-‘0.’(5 752 ,Q1L:COLOR Q1L

81 PLOT Q20,0Q20:DPRAWNTO Q03I00,Q20:PLOT Q20,026 :DRAWNTO Q306,026
:PLOT Q206,Q32:DRAWTO Q300,032 :PLOT Q20,038:DRAWNIO Q300,038
85 PLOT Q20,N44 :DRAMTO Q300,044 :ZH=-Q13I:7¥Y=125:ZAaS5S=""BASIC CHO
RDS'" :GOSUB Q40 :RETURN

100 FOR VYOL=-Q10 TO QO STEP -Q6:SOLND QO6,P,010 ,VO0L :NEXT VOL:R
ETURN

:POKE Q764,255
7 THEN 71

150 GRAPHICS Q17:SETCOLOR Q2,Q08,012:7 8#Q7:? &BQ7:7 8BQ/7;"* [5)
[ELECT CHORDIUERGEE {0l BY NUMBER' :? RQ7

166 ” BQ7:7 NOQ7 ;" 1= [(EECTWLID:? s8Q7: 7 BQ7;°* 2 - XTI
49 .20 RIY

176 7 mmaz:”? BOQ7;* I: (ETWLLI':? Q7 :7 1807 ;°° 4= (FEEET
g JORMY

186 ? #az:? Ha2;* S:. EEECTRDLID:? sQZ:? gaz;* 6. (T
[WELT3'' :? #Q7:7 Q7 ;" Gt Mo O R

200 2 BOZ:7? narz;* 8- (MITEFERI'':P=QLO:GO0SUB Q100

210 POKE Q764 ,0Q02SS:CLOSF #2001 :OPEN 1201, Q4,00 ,"'K::"":GFT 8201 ,GC:
CLOSE $#Q1:GC=GC—-a48

215 TI# GC-Q8 THEN X0000

2206 I¥ GC<Q1 OR GC>7 THEN 210

230 GOSLIB Q80: 0N GC GOSUB 1000, 13660,1600, 1900,2200,2560, 2800

42406 GOTO 1S6

1000 ZaS """THF O MAJOR CHORD':ZXK=-Q12:7Y¥-Q/7S:6G0SUB Q40: 7 ,°''S00
SOLND 1,108 ,10,2:7AaS-"'D":ZH-Q16:/.Y=0Q%55

1642 GOSILE Q40:P-Q108:GO0SLB 0108 K =-01I0:Y " 0044:G05%1IB Q560> "
16 SOULIND 1,8%,10, 2"

1110 ZASI"FH":(ZH-Q19: 7Y Q535 :GOSIIB Q46 :P-08%:GO0SI1IB Q1088 : K -Q1S
4: Y- Q3IH:GOSUE Q50

1140 7as T IZK. 020 :7Y CQ3IB:GOS5U8B 461 ? L% 20 SOUND 2 ,72,10,7
rrZAas A ZH-Q22:ZY-Q5%5:6G0511B Q40

1226 P Q72 :G051H8B QLA : X - DNI178:Y QI2:6GOSUB Q96
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1250 ZAS='"'D+FR+A=-D MAJOR' :ZXK=-Q1I:ZY-095:6G05UB Q46

12606 SOUND Q0,0108,0106,02:SOUND Q1,08%,Q10,02:5SO0UND Q2 , Q72,0
106,02:GOSUB Q060 :GOSUB Q70 :RETIIRN

1300 ZAS="THE DR MAJOR CHORD Z®R-Q12:7Y=-Q75:G05UB Q40:? ,°*'S0O
©@ SOUND 0,102,106 ,2":ZAasS='"'DR'':Z7X-Q16:ZY=-055:G0SUB Q40

1342 P=Q162:GO05UB (Q100:XK=Q130:Y-Q44:G05UB QSO:ZAaS-"®H'"':ZH Q17
1 ZY=0Q44 :GOSUB Q40

1400 ? ,''510 SOUND 1,61 ,10,2':ZAS='"'G"':ZX-Q192:ZY=-Q55:G6G051B Q4
e:pP=081:G05UB Q100

1430 X-Q1S4:Y=0Q3IS:GO0SUB QS6:? ,*'S26 SOUND 2,68,10,2'':Zas -‘"ats
1 ZX=Q22:ZY-Q5S5:G0S5SUB Q40

1520 P=Q68:GOSUB Q100:X=-Q178:Y-Q3I2:G05UB QS0:ZAS_-"'13'"": ZX=-Q23:
ZY=Q3I2:G05UB Q40

1550 ZAS=''DR4+G+Aat-DH MAJOR": ZXK=-Q1I :ZY¥Y=-Q95:GO0SUB Q40

1560 SOUND Q©0,0102,0106,02:SOUND Q1,081 ,010,0Q2:SOUND 2,068 ,Q
16,02 :G05UB Q60:GOSUB Q706:RETURN

1600 ZAS='""THE E MAJOR CHORD':ZX=Q12:ZY-Q7S5:G0S5SUB Q48:7? ,*''S06
SOUND ©,96,10,2'":ZAS="E":ZXK=-0Q16:ZY=-Q5S5:G05UB Q40

1642 P=Q926:GO0SUB Q100:X—-Q1306:Y-Q41:GO0O5UB Q50:7? ,'S160 5S0I1IND 1
, 76,10 ,2"

1710 ZAS="GRH:ZXK=-Q192:Z7Y-QSS:GOSUB Q40:P=Q76:G0SUB Q100:X=Q1S
41 Y=Q3IS:GO05UB QSO

1740 ZAS=""'KH"':ZK=-Q20:7ZY=Q3IS:GO0SUB Q40 :7 ,''S20 SOUND 2,64,10,2
:ZAS="'B'':ZK=Q22:ZY=0Q065:G05UB Q408

1820 P-064:GOSUB Q100 :X=-Q178:Y-Q29:GO0SHB Q50

1850 ZAS=-'"'E+GH+B=EFE MAJOR":ZXK-Q13:Z¥=-Q95:GO0SUB Q46

1860 SOUND Q00,026,010 ,Q2:SOUND Q1,076 ,Q108,02:50LND Q2,064,Q1
9,02:G05UB Q60:GO0OSUB Q70 :RETLURN

1900 ZAS:'""THE F MAJOR CHORD':Z2X-Q12:2Y-Q75:G0%UB Q406:? ,''S00
SOUND ©,91,10,2:ZAS="F*":ZX-Q16:2Y-Q55:G0S51IB Q40

1942 P=Q921:GO0S5UB Q1606:X=-Q130:Y=-Q3IB8:GO0SUB QSO:? ,'"S16 SOUND 1
» 72,10 ,2"

2010 ZAS="'Aa'':ZXR-Q19:ZY¥Y=QS5:GO0SUB Q40:P=Q72:GO0SUB Q100:X-Q154
1 Y=Q3I2:GO0SUB QS

21060 ? ,°''S20 SOUND 2,60,10,2'°:ZAaS=''C":17X-Q22:ZY=-Q55:GO0SUB Q4
e:P-0Q60:GOSUB Q1006

2130 K=Q178:Y=-Q26:GO0SUB QSO:ZAS=""F+A+C=F MAJOR' :ZX=-Q13:ZY=Q9
S:GOSUB Q40

2160 SOUND 00,091,010, 02:SOUND Q1,072 ,010,02:5S0LND 02,060, 01
8,02:GO05UB Q606:GOSUB Q706:RETURN

2200 ZAS=''THE F$t MAJOR CHORD'" :ZX=-Q12:ZY=Q75:GO0OSUB Q406:7? ,L°''SO
® SOUND ©,85,10,2'" :ZAS=""FH#'":ZX=-Q16:ZY=0S5:GOSUB Q40

2242 P=QA8S:GOSUB Q100:X=-Q130:Y=-QIB:!GOSUB QSO:ZAS="'11'": ZHK=-Q17:
Z¥Yy=Q3I8:GOSUB Q40O

2300 ? ,°''S10 SOUND 1,68,10,2':ZAS=""AR'':ZX=-Q192:ZY=NA55:6G051UB Q
40:P=-Q68:GO0S5SUB Q100

23O HX-Q1S54:Y=Q3I2:GOSUB QB50:ZAS=''13"': ZX=-Q20:ZY-Q32:GOS5UB Q40:
? ,°'S26 SOUND 2,S57,10,2':ZaS= 1 ZXK=Q22:ZY=QS5S5:GO0S1/B Q40
2420 P=-QS7:GO0SUB Q100:X=Q178:Y=-0Q26:GO0SUB QSO:ZAS=''&#'"':ZK=-Q23I:
ZY=0Q26 :GOSUB Q40

2450 ZAS='"'FRH+AB+CH=-Ft MAJOR" :ZX=Q1I:Z¥Y=Q9S:GOSUB Q40

24606 SOUND Q0,085,016 ,02:50LUND Q1,068,010,02:S5SOUND Q2,057,001
8,Q2:GO05UB Q60:GO0SUB Q70 :RETLIRN

2500 ZAS=""THE G MAJOR CHORD':ZX=-Q12:ZY=Q76:G05SUB Q40:7? ,''SQO
SOUND ©,81,10,2':ZAS="G":ZH=Q16:ZY-Q8S:G0SUB Q406

2542 P=Q81:GOSLIB Q100: X" Q130:Y-QIS:GOSUB QS0:7? ,*'S10 SOLUND 1
,64,10,2"

2610 ZAS=''B"':ZK=-Q19:ZY=Q55:GOSUB Q40:P Qb4 -GOUOSUB Q100 :X-Q154
:¥=Q29:G05UB Qse

27060 ? ,'*'S20 SOUND 2,53,10,2':ZAS "D :ZKX Q?22:2Y¥ "QS5S:G05UB Q4
0:P=-QSITI:GOSUB Q10606

2730 HR-Q178:¥Y¥=-Q23:GO0S5SUB Q@56:ZAaS ""'G+B+D=G MAJOR'" :ZH QLI :2¥Y=Q9
S:GOSUB Q40
2
o

7668 SOLND Q06,081 ,018,02:50UND Q1,064,01606,0Q2:S0ULIND Q2,Q53,Q1
»,Q2:GO0SUB Q60 :GOSLIB Q70 :RETURN
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2800 ZAaS-*"THE G122 MAJOR CHORD':ZX-Q12:ZY-Q7S5:GOSUB Q40 :7? L 5@
0 SOUND ©,76.10,2':7A45:-"'GR'"":7HX-Q16:ZY Q5S:605UB Qa0

72842 1 Q76 :G0S5UB Q100: X - QL3IB:¥Y QIS:GO0S5UB Q50:Z7a$ '3 :ZX=-Q17:
ZY-QID:GOSUIB Q46

2980 ? ,S10 SOLUND 1,60 ,10,2":Za5"C*":ZXK-Q19:ZY¥Y=055:G0511B Q4
P-Q606:G0S5UB Q100

P2XI0 X-N154:Y=-0Q26:005UB Q@50:7? ,''S20 SOUND 2,506,106 ,2':72aS5='"Dss
TZHTQ22:ZY Q55 :605UB Q46

2020 PLAQS56:GOSIIB Q1Le8: X-Q178:Y=Q23:GO0SIIB QS0:ZAS - ''#'*': ZXK=Q23:
Z¥Y=Z023:G05UB Qa0

ZOSO Z7aAaS 'GHICHDI G MAJOR"™:7XH_Q1LI3I:ZY -Q95:GO0SUB Q40

TO60 SOLIND Q0 ,076,010,Q2: 50UND Q1,060,010,Q2:SOUND Q02,Q506,Q1
@,02:GOSUB Q60 : RETURNMN

I00VO0 GRAPHICS O:POKF 752 ,1:POKE 7160,48:POKE 82,2 :POKE 201,99

N3

TOOOS ? 'RI$E Use the [(TRAPFOLN or FIIWNARN button to'':? :? ' hig
hlight your choice below, then'
IOOLOG 2 :? P press the LI button.‘' ' :FOR ME—-O TO 8:POKE S3I

279 ,ME:NEXT ME:GOSUB I10006:SEL -11
IPO620 POSITION SEL ,SEL :? AT ERLGIFEEIGIAT I

Y0100 BUTTON=-PEEK(S3279) : [F BUTTON=7 THEN 30100

01106 GO5UB I20P0:IF CHOICE=6 THFEN 31500

X0120 SEL SEL+2:TF SEL>1S5 THEN SEL=11:GOSUB 31000:GO0T0O 3600620

TO0130 IF SEL=-13 THEN GOSUB I168080:POSITION 11 ,SEL: 7?7 *[(TRICLE

Q BASTCHREN-{R N EEL:-EN:]:] -

X01406 IF SEL=-15S THEN GOSUB 3I1606:POSITION 11 ,SEL:? “OIEGEIIN

BT '': GOTO Iat100

TOLSO GOTO 39100

¥1000 POSETION 11,11:7 ""RERMN THIS PROGRAM':? :? ,RETURN TO
BASIC':? :?7 ," RUN MENU PROGRAM' ' :RETURN

31500 TRAP 30000:POKE 201 ,10:IF SEL=1% THEN 2?2 *“K‘“:2 :2 ,‘ _LO
ADPING MENU' :RUN *“'D:MENL'':TRGP 40000

T1510 IF SEL=-13 THEN GRAPHICS ©:7? :7? *“BASIC*:? “IS*';:POKE 7S
2,0: TRAP 400D00:END

15260 TRAP 40000:RUN

%2000 GOSUB 32200

¥2016 CHOICE=BUTTON:BUTTONZPEEK(S3I279) : IF BUTTONC>?7 THEN 320
10

32100 GOSUB 3I2200:RETURN

%2200 FOR ME=-0 TO 8:POKE S3I279,ME:NEXT ME:RETURN
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REM CHORDS12 (c) 1982 by Jerry HWhite [6/3/82]
REM MAJOR CHORDS IN DISTORTION LEVEL 12 BASS RANGE

REM ALL PITCHES IN DISTORTION LEVEL 16 CLEAR SOUND

REM FOUR TEXT COLORS USING GRAPHICS MODE 18

20 DIM AS(8) ,AS55(C8) ,BS(8) ,CS$(8) ,CS55CB) ,PS(8) ,DSS(B) ,ESCB) ,FS
€83 ,FS$¢(8) ,G5(C8) ,GS55 (8)

22 DIM PLC13) ,P2C13) ,PIC13I)>,MCSC11) : MCS =" NOCELLEIN

NeWo

z@ as=''a cC E *:AaSS=am b F :BS=""B DB FB':CS='C E G
r:csS5=''CH# F  Gn*
I2 DS="D FB A :DSS$=""DH G AR:ES=E GR B *“:FS$="F a4 C ':

FS$S="'Ftt Al Cs'"

T4 GS=''G B D G5$='"'G&gs C D' : GOTO 200

IS5 ? 86;°" N MCS:RETURN
40 ? 8116 ;"' nse MCS:RETURN
45 ? 8116;°** 8 MCS:RETURMN
S ? 116 (> MCS :RETURN
s$Ss 2 ; cs MCS:RETURN
66 72 H D MCS : RETURN
6S 2 H D MCS :RETURN
7e 2 ; E MCS:RETURN
7S 2 H F MCS:RETURN
8o 72 ; Fss MCS:RETURN
8s 2 ; G MCS :RETURN
%26 2 H Gss MCS :RETURN
95 7?7 8#6;* N MCS:RETURN

29 FOR HAIT=1 TO 200:NEXT HAIT:RETURN

186 PATA 75,60,51,72,57,48,67,55,45,63,51,42,60,48,40,57,45,
¥7,55,42,36

102 DATA S1,406,33,48,37,31,45,36,30,42,3X,28,40,31,27,37,30,
2S

20606 FOR CHORD=1 TO 13:READ P1,P2,P3I:P1C(CHORD)=P1:P2CCHORD) =P
2:PICCHORD) =PI :NEXT CHORD

1000 FOR CHORD=1 TO0O 13:GRAPHICS 18:POKE 5%59,0:? 86

1626 ON CHORD GOSUB I35,40,45,50,55,60,65,70,75,80,85, 90, 95

160406 POKE S5S59,34:7 ##6:7? 886 ;°* sound 1, ;P1CCHORD) ;'',12, 4"
10656 SOUND 1 ,P1CCHORD) ,12,4:GOSUB 99

1060 ? 6:7 136 ;°*" sound 2,';P2CCHORD) ;**',12, 2"

10706 SOUND 2,P2(CCHORD)> ,12,2:G05UB 99

1080 ? 186: 7 $18€ ;°*° sound 3JI,'";PICCHORD) ;*'*', 12,2

1090 SOUND I ,PICCHORD) ,12,2:G05UB 99

1400 FOR HOLD=1 TO 200:NEXT HOLD

15606 SOUND 1,0,0,0:SOUND 2,0,0,0:5S0UND IX,0,0,0

16060 2? 186:7 136 ;' press star till

1700 IF PEEK(S53279)<>6 THEN 1700

1800 NEXT CHORD

2000 GRAPHICS 18:? $#6:7 886;"'" HTESYrFIalsound**

21006 FOR PITCH=-=2SS 7O 6 STEP —1 :POSITION 3,4

2120 SETCOLOR O,PITCH,6:SETYCOLOR I ,PITCH+8,6:5ETCOLOR 1,PITC
H+a4,6

2200 2 1886;°''SOUND O, :PITCH;'',106,V ..

2220 FOR VOLUME=-14 TO 6 STEFP —2:SOUND O6,PITCH, 106,VOLUME :NEXT
VOLUME : NEXT PITCH

X000 GRAPHICS O:POKE 752 ,1:POKE 7106 ,48:POKE 82,2:POKE 2061,9

I000S ? 'Ki+4 Use the LEABTL] or EIANTR_] button to'':? :7? * hig
hlight your choice below, then'
IOOLO ? :? ‘‘» press the FATIE] button.‘'  :FOR ME=-© TO 8:POKE S3I

279,ME:NEXT ME:GOSUB 3I1000:SEL=1.1

30026 POSITION SEL,SEL:? ‘IALERCEFEEIDIATIN

0100 BUTTON=PEEK(SI279) : IF BUTTON=7 THEN 3I0160

0116 GOSUB 3I2000:IF CHOICE=6 THEN 3I1S506

30120 SEL=SEL+2:IF SEL>15 THEN SEL=11:G0S5UB 316006:GOT0 3I0020
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30130 IF SEL=13 THEN GOSLB 31000:POSITION 11,SFL:7? ' 'OATCIIERG
(-3 d39'*': GOT0O 3I8100

30140 IF SEL=1S THEN GOSUB 3I16860:POSITION 11,SFlL :? °*[CIMENITAMNM
BEECHAY-IT: GOTO 30100

I0156 GOTO 30100

3100600 POSITION 11,11:? '"RERLUN THIS PROGRAM'':? :? ,'"*RFETURN TO
BASIC* :? 17?7 ,"RUN MENU PROGRAM' : RETURN

315006 TRAP I0000:POKE 201,10:IF SEL=1% THEN 7?2 K :7? :2 , @ 10
ADINMG MENU'':RUN “'D:MENU‘'': TRAP 40000

1516 IF SEL=13 THEN GRAPHICS ©6:? :? *"*BASIC'':7? *‘IS'; :POKF 7S

2,0: TRAP 40000:END

15260 TRAP 40000:RUN

200060 GOSUB 3I2200

$2010 CHOICE=BUTTON:BUTTON-PEEK(S3I279) :IF BUTTON<C>7 THEN 3I20
i1e

32100 GOSUB 32200 :RETURN

32200 FOR ME=-0 TO B:POKE S3I279 , ME:NEXT ME:RETURN
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©®© REM SPEAKER (c)> 1982 Jerry Hhite L6/73/782)

5 GOSUB 20 :FOR SPEED=21 TO 1 STEP —16:7% :72 ,* SPEED="'; SPEE
0:JINSC1O,10)) =CHRSCSPEED) : GOSUB 11

& FOR HAIT=1 TO JI00:NEXT HAIT:NEXT SPEED:GOTO 70

10 JHW:IUSRCADRCINWS)I ) : RETURN

11 JMWNS(28,28) =CHRS(C(77) : JHNS5(20,208) =CHRS (77> :GOSUB 106

12 JWS(C(28,28) =CHRS(61) : JHNS (260 ,206) =CHRS(61) :GOSUB 16

13 JHS(C?28,28) —CHRS$(S1) : JWNS (2606,20) =CHRS(51) : GOSUB 10

14 JWNS((28,28)=CHRS$SC3IB) : JIWNS(20,20) "CHRS(IB) :GOSUB 10:RETURN
20 GRAPHICS ©:POKE 82 ,2:POKE 83,3I9:POKF 752 ,1:POKE 710, 144:7
LA 2 CONSOLE SPEAKER DEMO*

25 POKF 66,1:? CHRS(253) :POKE 66,0:7 ‘444 This routine will p
lay a four note*

xe 2 ::2? chord using the console speaker . :? 172 ¢ Pres
<« any key to begin. . .*

48 DIM JIHS CI9) : JWS =*"hi]l CICAe+i< FNim* Pl <V Lim* Al <AL eNICe o'
:POKE 764,2SS

S0 IF PEEKC(764) 2SS AND PEEK(H33I3279) =7 THEN S50

66 RETLURN

76 FOR QUICK-1 TO 4:GO0SLB 11:NEXT QUICK

606 GOSIIB 800:POSITION 9,20:7 “‘Press [LASLI] to exit'

90 POSITION 9,21:? *“Press EBLAM to edit":POKE 710,0

100 [[F PEFEK(S53I279) =6 THEN 200

110 TIF PEEK(S53I279)>=-3% THEN X00006

126 POKE 75S,1:POKE 755,2:GO0OT0 100

2606 GOSUB 806:7 'K :POKE 7106,16:7 1?7 "ENTEFR NUMBERS FROM © T
0o 255 [ATTI POKE 764,2SS:POKF 752,0

210 NUM-—1:LINE=-210:TRAP 9008:7? :7? *“DURATION';: :INPUT NUM:GOTO
900

220 JHWS (106,10)=CHRS (NUM)

230 NIIM- -1 :LINE=-2306:TRAP 900:? :7? *“SPEAKFEFR ON'; : INPUT NUM: GO
TO 966

240 JKWS 20,203 =CHRS CNUM)

250 NIIM=—1:LINE=-2S0: TRAP 900:7? :7? *“SPEAKER OFF'; : INPUT NUM:G
oOT0o 9606

260 JUMWS(28,28) =CHRS (NUM) : POKE 752,11

270 GOSUB 10:POSITION 9,20:7? *“Press [JABRTUI] to repeat' ' :POSTITI
ON 9,21:7? *“Press EATTLTIE to continue':POKE 710,60

280 IF PEEK(C(SI279)2)=3 THEN 2706

290 IF PEEK(C(SIX2792=6 THEN 2> 'R :GOT0O 806

X090 POKE 7S5S,1:POKF 755,2:G07T0 280

800 IF PEFK(S53I279)<>7 THEN 8606

810 RETURN

900 NLM-INTCNUM) :TF NUM<6G OR NUM>25S THEN ? °*‘[3J*:? "‘PIEASE EN
TER A NLUMBER FROM 6 TO 25S.'':GOTO L INF

216 GOTO LINE+10

IOO000 GRAPHICS O:FPOKE 752 ,1:POKE 7106,48:POKF 82,2 :POKF 261,9

9005 ? ''Kisd Use the [(ITAFTLL] or EFAWIEI button to':? :? * hiqg
hlight your choiceée below, then'

ZOO16 ? :7? P press the FANLAI button. :FOR MEF=-06 TO 8:POKF 53
279 ,ME: NEXT ME :GOS11IB I1000:SEL =11

20020 FPOSITION SEL ,SEL:”? [dLUNIEEIIEEEIGIAT IS

T01060060 BUTTON=-PEEK(SI279) : IF BUTTON=7 THEN 0100
FO110 GOoSUB I2000:IF CHOICE=6 THEN 3I1566
¥O01260 SEFL=-SEL+2:IF SEL>1S THEN SEL=11:G05SUB 3I10060:GNTN IBON20
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0130 IF SEL-1I THEN GOSUB I10006:POSITION 11,SEL:7? *((IRITTENI
CETrEdd' ' : GOTO 301006

0146 IF SEL=-15 THEN GOSUB I1000:POSITION 11 ,SEL:? * CINTEGIEN
I TII ' : GOTO 306100

Te156 GOTO 301600

1000 POSITION 11,11:? “RERUN THIS PROGRAM'':? :? ,“RETURN TO
BASIC *:? :? ,L'*RUN MENU PROGRAM'' :RETURN

FT15S060 TRAP 30000:POKE 201,10:IF SEL=-1S THEN 7?2 *''K**:?2 :2 ,‘ LO
ADING MENU'':RUN ‘“‘D:MENLU'':TRAP 40000

1510 IF SEL-13 THEN GRAPHICS ©:7? :7? *BASIC*:? °*°IS*'"; :POKE 7S

2,0:TRAP 40000 :END

X1520 TRAP 40000:RUN

X260006 GOSUB 32200

320610 CHOICF=BUTTON:BUTTON=-PEEK (S53279) :IF BUTTONC>?7 THEN 3206
106

321006 GOSUB IX2200:RETURN

X2200 FOR ME=©® TO0O 8:POKE S3279,ME:NEXT ME:RETURN
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@ REM HAPPY BIRTHDAY (c)> 1982 BY JERRY MWHITE (6-3/82)
20 GRAPHICS ©0:DIM NAMESC208) :? :? “BIRTHDAY SO0ONG PROGRAM:'':?
:? "ENTER NAME :''; : INPUT NAMES
40 DIM HORDS (20) ,DISPS$(20) ,BLANKS(20) :BLANKS=""
:GOTO 360
100 POKE S40,HOLD:SOUND ©,VU0,168,8:5S0UND 1,VU1.,10,4:SOUND 2,U2
,10,4:5SO0UND I ,UZ, 10,4
101 IF PEEK(S40) <>6 THEN 101
162 SOUND ©,0,0,0:5SO0UND 1,0,0,0:SOUND 2,06,0,0:SOUND 3,0,0,0:
RETURN
T80 READ VO ,V1,U2,UI, HOLD,SHITCH
X108 IF SWITCH=3 THEN KHORDS=-NAMES
IIO IF SHITCH=1 THEN GRAPHICS 18
Z40 IF SHWITCH=9 THEN 96006
I60 LMW-LENCHORDS) :DISPS=BLANKS:IF LW>18 THEN DISPS-HORDS:GOT
o 3860
I70 FP=11-INTCLHW/2) :DISPSC(FP,FP+LMN-1) “WORDS
3860 POSITION ©,4:7 B#6:DISPS:GOSUB 160:G0T0 60
S00 DATA 121,121,243,243,19,1, HAIXEICALTYT Y
S10 DATA 121,121 ,243,243,19,0,HaPPyY FFLIGLYINY
520 DATA 108,108,217 ,217,39,0,HAPPY BIRTHIIY]
SI® DATA 121,121,243,243,39,0,HaPPY BIRTHDAY
S40 DPATA 91,91,182,182,39,1, ToRLIN
5506 DATA 96,96,193,193,79,6,T0 You
6600 DATA 121 ,121,243,243,19,1, HHofIXEICILITY Y
610 DATA 121,121,243 ,243,19,0,HaPPyY BOCALIYIY
6206 DATA 168,168,217 ,217,39,0,HAPPY BIRTHCYIY]
630 DATA 121,121,243 ,243,39,0,HAaPPY BIRTHDAY
640 DATA B81,81,162,162,39,1, TOoRRDIN
6506 DATA 91,91,182,182,79,606,70 You
700 DATA 121,121,243 ,243,19, 1, HaGEAEICRGIY Y
710 DATA 121,121,243 ,243,19,0,HAPPY
720 DATA 60,60,121,121,39,0,HAaPPY BIRTHEYY
730 DATA 72,72,144,144,39,0,HaPPY BIRTHDAY
740 DATA 91,91,182,182,39,1,DEAR
750 PATA 96,96,193,193,3I9, 3, NAME
760 DATA 108,108,217 ,217,79,3,NAME
776 DPATA ©0,0,0,0,19,3,NAME
800 DATA 68,68,136,136,19, 1, HAAREFALTY Y]
8106 DATA 68,68,136,136,19,0,HHaPPY CRLALIYIY
820 DATA 72,72,144,144,39,0,HAPPY BIRTHLMIT]
830 DATA 91,91,182,182,39,0,HAPPY BIRTHDAY
840 DATA 81,96,121,162,39,1,T0 OIN
850 DATA 91,121,144,182,79,06,7T0 You
86000 DATA ©0,0,0,0,0,9,END
9000 GRAPHICS 18:SETCOLOR 2,4,8:SETCOLOR ©,12,6:SETCOLOR 4,4
, 0
9160 POSITION I,4:? $26; ' 'HAPPY BIRTHDAY''
9260 FOR HOLD=1 TO SO0:NEXT HOLD:GOTO X0000
IP00O0 GRAPHICS O:POKE 752,1:POKE 710,48:POKE 82,2 :POKE 201,9

WORDS
GOTO X660
GOTO 3I66

I000S ? **ARiid Use the [(LEEAETL or FHINAFTERI button to':? :72 * hig
hlight your choice below, then'
00106 ? :? ‘» press the EAXILEI button. :FOR ME=-O TO 8:POKF S3

279 ,ME:NEXT ME:GOSUB 3I1000:SEL=11

0620 POSITION SEL,SEL:? "[AIATERGFEFECEDIATIN

016060 BUTTON-PEEK(S3I279) :IF BUTTON=7 THEN 3010680

0116 GOSUB X2000:IF CHOICE=6 THEN 31500

0126 SEL=SEL+2:IF SEL>1S THEN SEL=11:GOSUB I1000:G0T0 30670
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IO13I6 IF SEL=13 THEN GOS5UB 3I10600:P0%1TION 11,5F1L :? “[RI:TE

(G- E¥d3'" : GOTO 30166

90140 IF SEL=-15 THEN GOSUB 3I1000:POSITION 11 ,S5FL :? [ JIMEI4IN

BEGIACTI ' : GOTO 0106

XB1560 GOTO 30100

160006 POSITION 11,11:7 “RFRUN THIS PROGRAM'':? :2 _“RFETURN TO
BASIC':? :? ,'"RUN MENU PROGRAM'  :RETURN

I1S00 TRAP I0000:POKE 201,10:TF SFL1S THFN 2 K :2 :2 _ ¢ 30
ADPING MENU' :RUN 'D:MENU':TRAFP 406000

T15106 IF SEL=13 THEN GRAPHICS @:7? :72 *"BASIC':? '‘'1S5'; :pPOKF 75
2,0: TRAP 40000 :END

1526 TRAP 40000:RUN

I20006 GOSUB I22660

201060 CHOICE=BUTTON:BLTTON=-PEEK(SI279) :IF BUTTONC>? THEN 320
10

21006 GOSUB 32200:RETURN

32200 FOR ME=©6 TO B:POKE S3I279,ME:NEXT ME:RETLRN
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© REM JINGLF C() 1982 BY JFRRY WHIIF [(8/12/821

20 GRAPHICS 7:DIM PMSC(2048) ,P115C5) ,PIRSCS) , HORDS C40) : GOSUB
2000: G010 3060

100 POKE 20,0:POKE 5SI3I760,V0:POKF SI’62,U1l :POKF S3764,U2:POKE
53766 ,08

1L61 (F UG © THEN 11O

162 POKE 704 ,UD:PUKF 705,U1:POKE 706,U2:POKE 707 ,U3I

116 IF PFFKCZO)CHOLD THFN 110

120 POKE %3760,0:POKE S3I762,0:POKE SX764,0:POKF S3766,0

1360 POKE 704, 14:POKE 705 ,14:POKE 706 ,14:POKE 707 ,14:RETURN
X060 READ VO ,U1,VU2,U3,HOLD, SHWIICH, HORDS

540 LF SWIITCH=9 THEN 9500

560 IRAP 360: L[F [TMF 5 AND MWORDS='"DASHTNG THRIU' THEN 9000
TEO IF MWMORDS %' OR SWITCH:-2 ITHEN 400

SHO 7 CHRSCL2%) ,HMORDS:GOSUB 100:G0TO0 06

400 GOSUB 186:6GOTO I

600 DATA 47,66 ,81,96,19,1, JINGLE BELLS

610 DATA 47,660,081 ,96,19,6,%

620G DAlA 47 .60,.81,96,29,0,%

625 DAOTA 6,0,0,0,9,2 REST

6©X0 DATA 472,66,81,96,19,1, JTNGLE BELLS

640 DATA 47,60,81,96,19.0,x

6560 DATG 47,60,81,96,29,6,%

655 DATa 6,0,0,.0,9,2,REST

©60 DATA 47 ,60,81,96,19,1, JINGLE

670 DATA 40,47 ,60,81,19,60, %

680 DaTa 66,81 ,796,121,29,1.,aL1 THFE WAY
690 pAlAa S5,53,108,108,9,0,

70060 DAaTAa 47,60 .81,96,729,0,x

7106 DaTn 6,0,0,0,9,2,REST

/720 DATOH 45,66 ,72,91,19,1,0H WHAT FLN
730 Data 45,66 ,722,91,19.,0,

740 Dala 45,606,722 ,91,29,0

.
-

(3]
E .3
»
790 DaAaTA 45,600,772 ,91,9,1 r I T RTDF
760 DAlhN 45,60 ,77,91,19, 0,
7706 Dala 47,66 ,81,96,19,0 ,%
780 pDATA 47 ,60,81,96,19,0,
790 Dala 47,60 ,.81,96,9,0,IN A6 ONE HORSE
800 pPATA 47 ,60,81,96,9,0,%
810 DaAalra 47,606,81,96,19,60,

’
420 DAHATH H3,64,81,108,19,0,»
86X DNlA 53,64 .81,L1L68,19,1,0PFN SLETGH

6H640 DAIAG 47,60,81,96,19,0,%
650 DATA L3,64,81,108,39,0,%
855 DATA 6,0,0,0,4,2,REST

BEO DArd 40,47 ,60,162,39,0, %

H70 DaAala 6,0,0,0,4,2 ,REST

200 DOINH 47,0660 ,81,96,19,1,JINGLE BELLS
218 varlra 47 ,60,81,96,19,0,%»

P20 DATA 47,60 ,81,96,29,06,%

D2S DOTA O,0,0,0,9,7,REST
PIB pDaAaTA 47 ,606,81,96,19,1,IJINGLF BFLLS
240 DATNA 47 ,60,81,96,17,0,%

P50 DATA 47,600 ,81,96,29,0,%
WS DATA O6,0,0,0,9,2,REST
P60 DATA 47 ,60,81,96,19,1,JINGLF

D7 DATA 40,47 .60,81,19,606,%

P88 Dala 60,81,96,121,29,1,alL.l THE Wavy
D990 DATA HI.53,108,108,9 .6,

@92 DATA 47 ,60,81,96,79,0,%

P94 DOATA 0,0,.0,08,9,2,RES]

160600 DaTa 45,660,772 ,91,19,.1,0H HHAT FLUN
16016 DAaTA 45.60,72,91,19,0,%

LOZ20 DATA 45 ., 60.77,91,29,0,%
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1030 PATA 4% ,60,72,91,.9,1,LT7T 15 10 HIDE
1040 DATA 45,600,777 ,91,19,0,%

1050 DATA 47 .660,81,96,19,0 3%

V60 DATA 47,060,811 ,96,19,0,%

870 vPaTa 47,60,81,96,9,1, TN A ONE HORSE
080 DOTA 47.60,831,906,9,6,%

098 DAaTA 40,53 ,64,81,19,0,

100 DATINA 40,.%%5,64,81,19,0,%

110 DATA 45 .95,64,.81,19,1,0PEN SLEIGH

126 LPATA S3,64,61,108,19,0,%

130 DaATA 60,81 ,96,121,729,0,%

140 DOTA ©.0,0,0,9,7,RES)

2600 DAlAa 81,96,121,162,19,1,DA5HTING THRII
210 DAIA 47,47 ,96,906,19,0,%

220 BATA 53,55, 108, 108,19,6,%

230 DATAG 60,60, 121 ,12L,19,1, THE SNOMW

240 BATA 81 ,96,121,162,59%,6,%

245 BAIA B6,0,0,0,9,2 ,REST

250 DalAa B81,96,121,162,9,1,1N A ONE HORSF
/60 DAla 81,96,121,162,9,4,%

276 DATA 81,96,121,162,19,0,%

280 DOTA 47,47 ,96,96,19,0,%

290 DOTA 58,53 ,108,108,19,1,0PEN 5L FIGH
3600 DOTA 60,606,121 ,121,19,0, %

310 vala 72,91,121,144.29,6,%

3260 DATA 6,0,0,0,9,2,REST

I36 DATA 72,91,121,144,19,1,0UFR THE FIFLDS
340 LATA 45,4%,91,91,19,0,%

ISO DOTH 47,47,96,90,19,60,%

I60 PATH 53 ,HF.108,108,19,1 ,HF GO

I7H DATA 64,81, 108, L28,79,6,%

IHO DATA 8,0,0,0,9,7,RFS5T

Z90 PAIA 40,477,600 ,.81,19,1 , LAUGHING

400 DAOATN 40,47 ,60,81,19,0,%

416 DalA 45,455,931 ,91,19,.1,a11 IHF MHay

4726 DATAH SI,55,108,108, 19,0, %

430 DATA 47.608,81,96,79,0,

440 DATA ©6,0,0,06,9,2,REST

SO0 DAala B81,96,121,162,19,1,BELLS ON BOB
516 DAIA 47 .47 ,96,%6,19,0,%

920 DATlA H3,53,108,108,19,0,%

530 DATA 60,60,121,121L,19,1,1AQ1l% RING
546 DATA 81,96,L21.162,79,0,%

S45%5 DATA V,6,60,0,9,2 ,REST

S50 DATA 81,96,121,162,19,1 , MAKING SPTRITS
S60 DATA 47,47 ,90,96,19,6,%

B760 DaTa 3,533,108, 108,19 ,0, %

%8y DaTa 60,60,121,121,19,0,%

5960 DATaG 722,91 ,121,144,79,1 ,BRIGHI

600 DOTa V,0,0,0,9,2,RES5]

610 DATAG 72,901,121 ,144,9,1,WHHAT FUN IT T9
6720 DATA 77,91 ,121,144,37,0,%

630 DAala 4%5,45,91,91,19,0, %

640 DOTA 47,47 ,96,96, 19,6,

650 DATA HI,53,104,168,19,1,T0O RIDE AND S1NG
HB6O0 DAIA 40,58 ,64, . 31L,.19,0,

670 DAIA 40,53 .,64,.81,19,.6, %

GBO DAIN 40,53,64, 61,29, ,%

/76060 DOATA 40,553,604, 81,9,1,4 S1ETGHING

710 Dota 35 ,3%,722,77,.9,0,%

720 DATA 49 ,5F.64,081,19,60,%

730 DATA 4% ,4%,91 ,91,19,1,50NG TONLTT

740 DATA ST ,H3,1608,108,19,0,

750 bATA 60,81L,906,121,79,0,%

000 POKE 79%272.1:POKE %%9,62:[-PFEKCLO6) -32:POKE S4279,T:POKF
623,8%

TR
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2040 VIAB PEEKC(134)+DPFEKCLINI H2H6
2050 ATAB-PEEK (140 *PEFK (L41) %256

2060 OFFS:-IX25641024 ATAaB

2070 HI-INTC(OFFS/25%6) :LO-0OFFS -HIX256

2090 POKE UIAB42,1 0:POKE UTAB+ I, HT

2100 DIM MCS C42) :MCS CHhhITALNGN IR IYWIF I ITIW o TR T IdW
WITA¢ ' :CLEAR 1SR (ADR (MES) , ADKR(PMS) , 1027242 : GOTO 100606

B00O DATA ©0,0,0,.0,0,9,FND

9000 POKF 26L,16:7 CHRSCI?2S) " MERRY CHRISTMAS :? ,“¢from .Jer
rY Hha te'

92600 FOR HOID=0 O 231 STFP O.%5%:POKE 704 ,.HOID:POKE 785 ,HOI D+
B8:POKE 796 ,HOID4+16:POKE /07,HOLD+24:NEXT HOLD

936060 GOSUE 20000:POKE S$32/7,0:60T0 30000

95060 TIMES-TIMLS4+1:FOR HOLD -1 10 40 :NFXT HOLD:RESTORE :GOTO
00

1606060 PLLSC(1,1) :CHRS(3I2) :PLLSCZ,2) CHRSCLL2) :PLLSC3, 3) “CHRSC
248) :PLLS5C4,.4) PLLSC?2,2) :PLLSCS,S) =PLLSC1, L)

100063 PLRS(L,1):CHRS(4) :PLRS C2,2) "CHRS(14) :PLRSCX,3) " CHRS €31
DIPLRS (4,42 =PLRSC2,2) IPILRSCS,5)PLRSCL, 1)

10004 FOR ME=70 TO 150 STEP 20:PMS(ME +256 ,ME+260) —PLRS:PMS (M
E4+266 , ME+270) -PLLS

10005 PMS3(MF+S12 , ME4S16) -PLRS:PMS(ME+S522  ME+S526) =PLLS:NEXT M
3

10006 PMS (114,118 PLRS:PMSC134,138) PIRS:PMS(1LS54,1S8)=PLLS
10007 PMS (882 ,392) “PLLS:PMS(26072,906) _PLI S:PMS(922,926) =PLRS
10008 POKE 708,196:POKE 710 ,6S5:POKE 717,14:POKE 709,72 :POKE
201 ,1S:POKE 65 ,0:POKE 82,2:7 :605U8 26000

10009 SOLUND ©,0,0,0:POKF S3761,168:POKE S3/763,164:POKF S376S
,164:POKE S37267,164

10010 POKE 765,1:FO0R H=2 10 6:A:8HH+B80:B_11%K:C=80--8%K

19026 COLOR 1:PLOT 81,9:PLOT A-16,B-13:DRANTO a,B:PLOT C—-1,8B
+1

10030 POSITION C+16,B—13:XT0 18,86,12,0,°'S5:""

10040 COLOR 2:PLOT A,B:DRAWTO A4 1,B+1:PLOT C,.B:DRAMTO C+1,B+
1 :DRAWMTO C-1,B+1L

10042 PLOT 6,B+1:DRAKNTO A+1 , B+1:NMEXT K

10050 COLOR O:PLOT H1,9:COLOR X:POKF 265 ,3:PLOT 906,67

16060 LRAWTO 960, 79:DRAMWMTIO /0 ,79:POSITION 76.67:X10 18,86.12,
@,005

10070 COLOR 2:POKF 7265 ,2:PLOT 860,1:DRAWNTO 85, 10:DRAMTO 8%, 9
10080 POSIIION 74,4:XT0 18,126,12,0.''5:* ' :DRAWTO 86 ,4:DRANTO 7
©%,10

100906 DRAKWHIO 86,1 :DRAMNTO HO,5:DRAKTO 76,9:PLOT B8I,5S:POKE 201
,A13:POKF S327272,2

11000 POKE S3248,102:POKE S3249,116:PO0KE S3250,13?2:POKF 5325
1,146 :RETURN

20000 FOR ME=-53248 TO S3251:POKE MFE,0:NEXT MF :RETLRN

TOO00 GRAPHLICS O:POKI. 752 ,1:POKF 716,48 :POKF 82 ,2:POKE 201,9

X000 ? 'KiIdd Hse the [GIAPLIT or SIAWNAFZI button to*':? 2?2 ** hig
hlight your chozce below, then'

TooL0 7 :?2 *»r press the FBITCLEEI buttun.'":FOR MEF-0 TO 8:POKE S3
279 ,ME : NEXT ME : GOSUB 31000:5F1L =11

TOO20 POSITION “EL ,SEL :? *[TLITERNFEMNI I

TO100 BUTTONZ=ZPE _K(SIX2279) :IF BUTION=7 ITHEN 30100

TO110 GOSUB 3I2000:TF CHOXCE=ZG THEN I1506

TO01260 SEL=SEL+2:TF SFL21% THFEN SEL=-11:G05UH 310060 :GOTO 30020
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rTe1360

IF SE1I =13 THEN

CINYFILA : GOTO 30100

6140

IF SEl 1S5S THFN

WMITIFTII':GOTO 30100

201560

1000 POSITION 11,11:7?
BAaSI(C*':? :7?

GOTO XO0100

GOoOSUB 31000

GOosUIB 310606

;"RUN MENU PROGRAM:

POSITION

POSITION

RETURN

11

11

"RERUN THIS PROGRAM:

T1S06006 TRAP I0000:POKE 2061 ,106.IF SEL=15% THEN

ADING
1510

MENU"': RUNMN
IF

2,0:TRAP 406000 :END

X1520
x2000
X2010
1e

X2100
X2200

TRAP 40000 :RUN
Gosus 32200

CHOTICE=-BUTTON:BUTTON-PFEK (53279

GOSUB I2200:RETURN
FOR ME=-O TO 8:POKE $3I279,ME:NFEXT ME:RETURN
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SEL.=13 THEN GRAPHICS ©: 7

""D:MENU'":TRAP 40000
17 “BASIC'

:IF

’

2

>

AR R TURN 1)
SEL 2 [T
:? ,"RETURN TO
LU NS IS JELLN

? *'YIS'"; :POKE 7S

BUTTONYC> 7 THEN 320



o RE
206 G

46 D

100
,10,
161
1062
RETU
Jo0
T30
340
I60
0O 38
X770
r8e
600
610
620
630
640
650
660
670
680
690
/700
710
720
730
740
750
760
770
800
810
620
630
840
650
660
87eo
680
8906
200
210
2920
2306
940
2950
*60
270
o980
290
1060006
1010
1820
1030
1040
10S 6
10660
1070
1100

M SILENT NIGHIT €cY 1982 by Jerry HWhite [(6/73/782]
RAPHICS 18:SETCOLOR 2,4 ,8:%5ETCOLOR ©6,12 ,6:SETCOLOR 4,4,0

IM WORDS €203 ,DISPS$(20) ,BLANKS (260) :BLANKS ="
“*:GOTO 306
POKE S40,HOLD:SOUND ©6,VU0,10,8:50LUND 1,VU1,10,4:50UND 2,VU2
4:S5SOUND I ,U3,10,4
IF PEEK (5403 <30 THFN 1061
SOUND ©,0,0,0:501lIND 1,0,0,0:SOUND 2,0,0,0:SO0UND I,0,0,0:
/"N
READ VUO,VU1,U2,U3,HOLD, SWHITCH, HORDS
I SWITCH:=2 THEMN WORDS-DISPS
IF SWITFCH-9 THEN 9000
LMWLENCHORDS)? :DPISPS=-BLANKS :TF LW>18 THEN DISPS$S=WORDS:GOT
e
FP=11-TNTCLW/2) :DISPSC(FP ,FP4+LW-1) —HWORDS
POSITION ©6,4:7 P6;DISPS$:GOSUB 10686:GOTO 3I06
DATA 81,96,121,162,89,1,sIWANELIARI
oATA 72,722 ,144,144,29,0,s I WONEFAIE
DATA 81,96,121,162,%59,.0,SILENT [CEIHRI
DpATA 96,121,81,193,119,0,5ILENT NTIGHT
DaTA 0,0,0,06,59,2,REST
DATA 81,96,121,162,89,1, HOWEPFIAINI
DATA 72,72,144,144,29,0, HOWEFITINI
DATA 81,96,121,162,59,06,H0L Y (FeAIN
DATA 96,121,81,193,119,6,H0LY NIGHT
PATA ©,06,0,06,59,2,REST
PATA S3,64,81,1068,119,1,aLlL iEETINT
pATA S$S3,64,81,1088,59,0,aLL IS (IIHI
DATA 64,81,1068,128,119,0,AaLL IS CALM
pATA ©,0,0,0,59,2,REST
DATA 66,81,96.121,119,0,alLlL EETFEAR
oATA 606,81,96,121,59,0,aLL IS5 CEIFAAN
oaTA 81,96,121,162,119,0,A4LL IS BRIGHT
oATA ©,0,0,0,59,2,REST
DATA 72,91,121,144,119,1,ROUND XX
oATA 72,91,121,144,59,0,ROUND YONMN
oATA 60,72,91,121,69,1, VIR
DATA 64,64,128,128,29,0, VIREI)
OATA 72,71,121,144,59,0,VIRGIN
oaTAa 81,96,121,162,89, 1, MOIGITAW-TTEAFIN)
DATA 72,72,144,144,29,06,MOTHER [FFIILEGRINS
PATA 81,96,121,162,59,0,MOTHER AND
oATA 96,121,81,193,119,0,MOTHER AND CHILD
oATA ©0,0,0,0,59,2,REST
pATA 72,91,121,144,119, 1, HOIWEBTITETIEE
DPATA 72,91,121,144,59,0,HOLY MIXLIEE)
oATA 60,272,91,121,89,6,HoLY INFTIIEEX)
DATA 64,64,128,128,29,0,H0LY INFANT B0
OATA 72,71,121,144,59,0,H0LY INFANT S0
ocATA 81,96,121,162,89, 1, 7T ENTIM-YT I
oATA 72,72,144,144,29,0,TENDER CLTELDINY
DATA 81,96,121,162,59,0, TENDER aND AN
DATA 96,121,81,193,119,0, TENDER AND MILD
DATA ©,0,0,0,59,2,REST
vATA SI,64,81,168,119,1,SLEEP L]
pATA S3I,64,81,108,59,0,SLEEP IN
OATA 45,53,64,81,89,1, HEaTAIWAEIT IR
PATA S3,64,81,108,29,0, HEAVENRKEITTAI
oATA 64,81,108,128,59,0,HEAVENLY TR
DATA 606,81,96,121,179,0,HEAVENLY PEACE
DATA 47,60,81,96,119,06,HEAVENLY PEACE
pATA ©,0,0,0,59,2,REST
oATA 606,81,96,121,59,1,SLEEP ]
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1110 DATA 61,96,121,162,5%,0,SLEEP [T

1120 DPATA 96,121,162,193,59,0,SLEEP IN

1130 DATA 81,108,126,162,89, 1, HEATTITWENY AXI3

1140 DATA 91,91,162,182,29,0, HEAVENTREITIII

1150 DATA 108,128,162 ,217,59,0, HEAVENLY [CIAIH3I

1160 DPATA 121,162,193,243,179,06,HEAQAVENLY PFEFACF

6000 DATA ©,0,0,0,0,9,END

9000 GRAPHICS 18:SETCOLOR 2,4,8:SFTCOLOR ©0,12,6:SETCOI1OR 4,4
, 0

91860 POSITION 3I,4:7 86;''MERRY CHRISTHMAS'

9200 FOR HOLD=1 TO SO0 :NEXT HOLD:GOTO 30000

X008 GRAPHICS O:POKE 752,1:POKEF 710,48:POKE 82,7 :POKE 201,9

IV0O0S ? ''Kis4 Use the [(LEAFTI) or FIFWTH] button to'':? :°2 ** hag
hlight your choice below, then'

X0810 ? :? P press the EATILEI button.' ' :FOR ME-O TO B:POKE S3I
279,ME: NEXKY ME :GOSUB 3I1000:5EL =11

X0026 POSITION SEL ,SEL:? *“HIETEONEEIPFENIIIATIC

X0100 BUTTONZ-PEEK(53I279) :IF BUTTON=7 THEN 30601066

IT0116 GOSUB 3I2000:1IF CHOICE=6 THEN 3I 1560

301260 SEL=SEL+2:JIF SELD>1S THEN SFL-11:GOSUB 31000:G0T0O 3INA2ZO6

IO13I0 IF SEL=13 THEN GOSUB 3I1000:POSTTION 11,SEL:? *[JRIGITENI

(Y- E¥4{#'*': GOTO I0106

I0140 IF SEL=-1S5S THEN GOSUB I1000:POSTTION 11,SFL:? “CUONEZEAIN

BT I : GOTO 30100

TO1S0 GOTO IV100

31000 POSITION 11,11:? "RERUN THTIS PROGRAM':? :? ,"RETURN TO
BASIC' :? :7? ,'*RUN MENU PROGRAM'':RETURN

T1S00 TRAP I0000:POKE 201,10:IF SEL=1S THEN 2 "K' :?2 :72 ,* LO
ADING MENU'':RUN "D:MENU'":TRAP 40000

I1510 IF SEL=13 THEN GRAPHICS ©:? :? *“BASIC':? “'IS'";:POKF 7S
2,0:TRAP 40000:END

31520 TRAP 40000:RUN

X2000 GOSUB 32200

32010 CHOICE=-BUTTON:BUTTON-PEEK (53279 :IF BUTTONC>?7 THEN 3I20
10

32100 GOSUB I2200:RETURN

2200 FOR ME=-® TO 8:POKE S3I279,ME:NEXT ME:RETURN
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O REM SONG HRITER (6/3/821
1 REM (€c)> 1982 by Jerry HWhite
20 GRAPHICS ©O:LIST 6,1:7? :? “ENTER DATA BEGINNING AT LINE S@
@.'':? :? ""DELETE LINES 206 & IO BEFORE TESTING."'
0 2 ? ""TO RUN THE HMENU PROGRAM'':? :7? ""TYPE RUN';CHRSC(34) ;*
D:MENU"' ;CHRSC34) :? :? “THEN PRESS [AALII'*':LIST SO60:END
40 DIM HWORDS (20> ,DISPS(20) ,BLANKS (20) :BLANKS="*
":GO0ro 306
100 POKE S40,HOLD:SOUND O0,V0,10,8:SOUND 1,VU1,10,4:50UND 2,V2
,10,4:50UND I ,UZ,10,4
101 IF PEEK(S408)<>0 THEN 101
102 SOUND ©,0,06,0:SOUND 1,0,0,0:50UND 2,0,0,06:S5SO0UND I,0,0,0:
RETURN
IPO READ VUB,VU1,U2,U3I HOLD,SHWITCH, HORDS
I60 LW-LENCHWORDS) :DISPS=BLANKS :IF LW>18 THEN DISPS$S=-WORDS:GOT
0o 3806
I70 FP11-INTC(LW/2) :DISPSC(FP ,FP+LW~-1) —HWORDS
X806 POSITION ©,4:7? B86;DISPS:GOSUB 1600:GO0TO 300
See DATA
#0000 DATA ©,0,0,0,06,9,END
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16 RESTORE 1062 :POKE S59,0:60T7T0 1660

12 TRAOP Q1 2:GEFT 8801 ,GC:SOUND Q2,02,02,02:TRAP 22:GC-GC-42:1I1
GC=-Q15 THEN GOTO Q101

13 IF PHC(GCI>=Q2 THEN GOTO Q12

15 SOUND 2,P(GC)Y ,QLO,Q1%:Z=U5R(ADRC(ERS) ,PM) : PLS (Q4, Q4> —CHR!
(PYC(GCY») : Z-USR(ADR (PMS) ,ADRI(PLS) ,14,PM) : POKE Q248 ,PX(GC)

16 SOUND Q2,PC(GC)Y ,Q1606,07:G0TO0 Q12

22 Z-USRCADR(ERS)Y ,PM) : POKE 694,02:POKE 702,064:6G0T0 Q12

2S5 TRAP Q14:Z-USRCADRCERS) ,PM) : SETCOLOR Q1,0Q2,0Q12:SOUND Q2,1
2,02,02:RETURN

126 GOSUB 4000

128 ? *'KR*':FOR ME=J1 TO J2:GC=FlLLECME ,Q2) : POKE S40,.FTILE (ME, Q.
3 :SOUND Q2,PCGC) ,Q010,.Q15:Z-U5RCADRCERS)Y ,PM) : POKE Q248,PHCGC:

132 PLSINA4,0Q4) SCHRS(PY(GE)) : Z:-USRCADRCPMS) , ADRC(PLS) ,14,PM) & °
CEPINOTE #';ME:SOLUND Q@2,P(GC)Y Q10,07

134 F PEEK(Q764) <>Q255 THEN GOTO Q1061

136 IF PEEK(S5406)<>Q2 THEN 136

138 SOUND Q2,02,02,Q2:NEXT ME

140 N=-FILEC(UZ,Q02) :GOSUB Q25:GOTO Q161

156 RESTORE S©000:FOR J=-Q1 TO Q26:REFaAD G&C

151 S0UND Q2,P(GC) ,Q10,Q1S5:PLS(Q4,04) —CHRS (PY (GC)) :GOSUB Q2!
:Z-USRCADRI(PMS) ,ADRC(PLS)Y ,14,PM) : POKF Q248 , PR (GO

152 SOUND Q2,02,0Q02,Q2:NEXT J:GO0OSUB Q2S:RETURN

166 NS ‘K- Q2:TRAF 160

161 POKE Q764 ,02725S:POKE 0766,01 :K-K+0Q1:GET 8#Q1,GC:IF GC>47
ND GC <S8 THEN NS (K,K) =STRS(GC-—-48) :? NS(K ,K>; :GOTO 161

162 TRAP 16S:IF GC-T1SS OR GC=Q27 THEN POKE Q766,02 :NS (K, K> ="

"IRETURN

163 IF GC=-126 AND K>Q1 THEN POKE Q766 ,Q2:7 '"4''; :K=-K-Q1:NS$ (K
KD =t s

164 NS (K,K)='"" *“:K=K-Q1:POKE 694,Q2:POKE 7062,064:GOTO 161

16S TRaAP Q101 :RETURN

176 TRAP Q170:POKE Q764,Q25S:POKE Q766,Q1:GET 1BQ1,GC

171 IF GC»41 AND GC<91 THEN POKE Q766 ,02:RETURN

172 IF GC=Z15S5S OR GC=-Q27 OR GC =32 THEN POKF Q766 ,Q2:RETURN
174 POKE 694 ,Q2:POKE 702,064:6G07T0 Q170

196 NS="":K=Q2:TRAP 1960

191 POKE Q764,N25S:POKE Q766,Q1:K=K+Q1:GET 801 ,GC:IF GC>45
ND GC <21 THEN NS (K,K)=CHRS(GC? :? NS(K,K); :GOTO 191

192 TRAP 195 :IF GC=15S THEN POKE Q766 ,02:NS(K,K)='" *"":RETURN

193 IF GC=-027 THEN POKE Q766,Q2:NSC(K,K)="" *":POP :GOTO Q101
194 IF GC=126 AND K>XQ1 THEN POKF Q766,Q2:7 *4''; :K=K—Q1:NSCK,
KDY =t e

195 NS(IK, K)*' " :K=ZK-Q1:POKE 694,Q2:POKE 762,064:GO0T0 191
196 TRAP Q101 :RFTURN

200 SETCOLOR 104,092 ,0Q4:5SETCOLOR Q9,079 ,0Q4:P0KE Q752,Q1:605uUB (
S

201 2 'R TYPE C TO READ FROM CASSETTE':? ' TYPE D TO
EAD FROM DISKETTE'; :GOSUB Q1760

202 IF GC=Q27 THEN GOTO Q101

210 TF GUC=-68 THEN 250

212 TIF GC<>67 THEN ? "' 3'; :GO0TO 27060

220 27 'K INSERT DATA CASSETTE*:? ') PRESS PLAY THEN'':7? *'|
PRESS (TR ;
2X0 TRAF H600:0PEN 204,09 ,02.,.''C:'": TRAP 8000

2IT1 7 "K' POKE Q7252,Q1:7 ') READING CASSETTE FILE:GET 8Q«
JNIFILE Q2 ,02) =N:GET $22Q4 , K

232 IF N>Q400 OR N<Q1 OR K<>Q2 THEN #7600

240 FOR ME=-Q1 TO FILECQ2?2 ,02) :GET #2104 , X:FILECME ,Q2) =K :GET 8BQ«
SHRIFILECME , Q1) =K :NEXT ME:GOT0O Q161

256 POKE Q7Ss2,Q2:7? * K TYPE DISK FILE MNAME?*; :GOSUB 190:D¢
D' IDS C(LEN(DS) +Q1) . NS
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260 TRAP 86008:7 "'K''; :POKE Q7S2,01:7? ') READING '*;N5:CLOSE
2016 : OPEN 12Q16,09,02,05: TRAP 8000

262 GET $#0Q16 ,N:GET 12016, K:IF N>Q400 OR N<Q1 OR X<>a2 THEWN 87
oo

264 FILECQ2,Q2)=N:FOR ME-Q1 TO FILEC(QZ,Q02) :GET #8#Q16,H:FILF (M
E,Q2)=K:GET £8Q16 , X :FTILE (ME , Q1) =K

280 NEXT ME:CLOSE $131Q16 :GOTO Qie6i1

298 2 ‘K3 THE FILE IN MEMORY IS LOST':? '""PWHEN YOU CREAT
E NEW DATA.*:POKE Q@7S2,Q1
292 2 ** TYPE 1 TO CREATE NEW DaTA TYPE 2 TO

SAVE DATA FILE'; :GOSUB Q170
293 IF GC=Q27 THEN GOTO Q101

7294 GC=GC-48:IF GC=Q1 THEN N=Q2:FILECQ2,Q2)=-Q2:GOTO Q366

296 IF GC=Q4 THEN 460

298 2 *'*3*';:G0T0 290

IO SETCOLOR Q4,0Q15,Q4:5SETCUOLOR Q@9,015,Q4:GO05UB Q25:IF FILEC
Q2,022 =Q406 OR N=-Q400 THEN GOTO Q400

I70 ? 'K POKE Q7S52,Q2:72 TYPE DURATION (C1-120> [[IRIII]?*
;:GOSUB 160:IF GC=-Q27 THEN GOTO Q101

I7S TRAP 3I70:D-VALINS) : TRAP Q1la

IO D=-INTCD) :IF D<Q1 OR D>Q126 THEN 2 *[J; :GOTO X770
IB81 POKE Q752,01:7? KS$S
IB8B2 N=N+QL:7? ') TYPE NOTE 8 ;N; :GO5UB Q170

IBI SOUND Q2,02.02,Q2:TRAP IB8I:GC=GC-42:IF GGC=-Q15 THEN GOTO
Q101

I84 IF GC=-Q16 THEN GC=Q4:GOTO 390

IBS IF PH(GC)I)=Q2 THEN N=N-Q1:7? "*[**:GOTO Q306

IB6 SOUND Q2,PC(GC) ,Q10,Q1S5:PLS(Q4,Q4) =CHRS(PY(C(GCI) :Z=-USRCADR
CERS) ,PM) : Z=-USRCADR (PMS) , ADR(PLS) ,14,PM

IB7 POKE Q248 ,.PX(GC) : SOUND Q2,P(GC) , Q10,07 :POKE S406,0D

IB8 IF PEFK(S540) <>Q2 THEN 388

I920 SOUND Q2,Q02,Q2,Q2:FILECIC(N,Q1) -D:FILECQ2,02)=N:FILE(N,Q2)=
GC:GOTO QX006

¥928 FILECCN,Q1)=-D:FILECQ2,Q2)=-N:FILECN,Q22=GC

400 GOSUB Q25:7? i8N MEMORY DaAaTA FILE FULL TYPE
1 TO CREATE NEW MEMORY DaTA *
410 ? *° TYPE 2 TO SAVE MEMORY DaTa TYPF X TO P

LAY MEMORY DaATA'';

420 POKE Q2764 ,0255:G05UB Q170:GC=GC—a48:G05UB Q2S:IF GC—=-21 7T
HEN GOTO Q161

422 IF GC<Q1 OR GC>Q16 THEN 7?2 '[3*'; :GOTO 420

43I0 IF GC=Q1 THEN GOTO 296

440 IF GC=Q16 THEN GOTO Q120

460 FILECQ2 ,Q2)=N:SETCOLOR Q4,011,Q4:5SETCOLOR Q9,011 ,Q4 :POKE
Q752,01 :IF FILECQ2,Q2>)=Q2 THEN 88060

461 2 'K TYPE C TO SAVE ON CASSETTE'*:? °* TYPE O TO S
AVE ON DISKETTE'; :GO5uUB 176

462 IF GC=Q27 THEN GOTO Q101

4706 IF GC=68 THEN S00

472 IF GCK>67 THEN ? *'[3''; :GOTO 460

480 2 ') INSERT DATA CASSETTE' :? ') PRESS REC & PLAY* :7?
e PRESS [(EAIE;

482 TRAP Q14:CLOSE Q4 :0PEN 1204 ,Q8,Q02 ,''C:':7? ''K''; :POKE Q752,
Q1:7? P SAVING CASSETTE FILE*'

484 FOR ME=Q2 TO FILECQ2,Q2):PUT $804,FILECME,Q2) :PUT 8Q4,FIL
ECME , Q1) : NEXT ME:CLOSE 8204 :GOTO Q101

$S66 POKE Q0752,Q2:7?7 'K TYPE DISK FILE NAMF?''; :POKE Q764,Q
2SS:G05UB 190: P IDSCLENCI(DS) +Q1) =NS
S10 TRAP S00:7? ''K''; :POKE Q752,Q1:7 *») SAVING *‘';NS:CLOSE 88

Q16 :0PEN 12Q16,08,Q2,0D5

S26 FOR ME=Q2 TO0 FILECQ2,02) :PUT Q16 ,FILECME,Q2) :PUT $18Q16,F
ILECHME , Q1) : NEXT ME:CLOSE R2Q16:G0T0 Q101

865 DATA 60,130,65,144,66,110,87,136,72,1306,83,128,84,130,68
»121,90,116,82,114,96,130,70,108,102,110,84,102

810 DATA 1068,130,71,96,120,130,72,91,126,116,8S5,85.1X2,130,7
4,81,138,110,73,76,144,130,75,72
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820 DATA 156,116,779 ,68,156,130,76,64,168,130,59,60,174,110, 4
5,577,180, 130,43,5I,186,110,61,50,192,130,42,47

16800 READ Q1,02,04,07,08,09,1016,011,012,014,015,0Q016,018,Q19,
023,024,025,01061,0120,0248,025%5,0272806,03080,0752,Q764,aQ3

1601 READ Q20,027,064 ,01706,0766,Q400:G605UB 121060

1602 PATA 1,6,2,6,8,4,106,11,12,1160606,15,3,18,7,3000,24,25,71
©00,124,53248,255,2280,300,752,764,8200

16063 DATA 20,27,64,1760,766,400

1004 GOSUEB QI :DIM PLS3C23) ,PM$CB81) ,ERS(Q24) ,PH(45) ,PY (45) ,P (4
S),D5€14) ,FILECQ46006,Q1) ,KS(743 ,NSC(Q206) : TRAP Q14

1008 KS$S='"K (2] R T u (8] - = (-] S D F

G H - K L H + .

160160 RESTORE 80S:FOR MF:-Q1 TO 4S:PR(ME)>=-Q2:PYC(ME) =-Q2:PC(ME> =-Q
2:NEXT ME FILECQ2,Q2)=-Q2

19S50 POKF Q248 ,02:G05UB 9000:POKE 82 ,04:POKE 83I,X9

1106 FOR ME=1S TO Q2 STtrP —-98.2:SOLUND Q2,150 -(MEXQ16) ,08, ME: S
OUND Q1 ,%1.012,ME: S5S0UND Q4,162 ,Q12 ,ME

1120 SOULUND Q16 ,150-(ME®Q10) ,Q8 ,ME: SETCOLOR Q2,ME, Q10 :NEXT ME
:POKF 1086 ,P106

12060 POKF Q248 ,Q02:GRAPHICS QiI8:GOSUB 12100:SETCOLOR Q4,019,Q
H#:S5SETCOLOR Q2,009,010

1210 2 ®BQ7:? #A7;'" TYyPF [(CASUGLEMNUMBER' :? #Q7:? 8Q7;"* 1=
YT : XK -29:G05UB Q23

1220 2 BQ7:?7 1Q7;** 2= [AXATEYIT)’' :X=23:G05UB Q23:?7 1207 :? 88Q
7250 I RIS YT : X=19:GOSUB Q23J

1222 2 8Q7:2 BQZ7;"* 4= FHTEELIIATII' ' : XK=14:GOSUB Q23

12306 CLOSE BQL:0PEN $01,Q9,Q2,' K:'":GOSUB Q170:0P=INT(GC—-48):

JF OP<(t1 OR OP>Q9 THFEN ? "'[I":GOTO 1200

1240 TRAP Q14:IF OP-QL THEN POSITION Q7,Q16:7 88Q7;'"'PLAY PIAN
O'*":®H=292:GO0%UB N23

12506 [F OF=-Q4 THEN POSITION Q7,S5:? 8#Q7;''READ DATA'' :K=2I:GOSU
B Q2%

1260 [(F OP=Q16 THEN POSITION Q7,Q19:7? 88Q7;''CREATE DATA'':K=-19
tGOSUB Q23

1276 IF OP=Q9 THEN POSITION Q7,92:7? 8Q7;'""END PROGRAM'':X=14:G0
SUB N2X

13060 FOR ME=Q1 TO Q20:READ J1,02,03,04:C0=JI—42:PHCCOI=UJ1:PY
€CCOY»=J2:PCCO) - A : NEXT ME

1310 [F OP=-Q9 THEN POKE Q248,Q2:GOTO 10300

1960 GRAPHICS Q19:SETCOLOR (4 ,Q19,0Q4:5ETCOLOR Q292,Q19,Q4:5ETC
OLOR Q2,02 ,Q2:SETCOLOR 21 ,Q2 ,012:P1O6G-PEEK (106>

2000 POKE S3I277,Q2:PMAOA=-PILO6-32:POKE 959,62 :POKE S4279,PMA:J=
Q2?2 : POKE 704 ,3L:PM=-C(PMA+Q2I X256

2106 PLS"OIA L hdd4dHHO® ' : GOSUB 12100:POKE S3IX277,Q16

2200 Gcos5uB 1000

2266 IF O0Pr<>Q1 THEN SETCOLOR Q1,Q02,Q12:GO07T0 2500

2268 ? KS:POKE Q752,Q1:G0SUB Q25

2270 2 > PRESS SPACE BAR FOR REST PRESS ESC FO
R OPTIONS'; :1F ME=—Q1 THEN RETURN

2272 GOTO 2500

2900 IF OP=-Q4a THEN GOSUB 15S06:GOTO 260

2510 IF OP=-Q16 THEN GOSUB 1506:GO0T0 Q300

2920 GOSUB 150:GOTO Q12

TOO0O0 FOR ME=-Q1S5 TO Q2 STEP —Q1:5S0UND Q2,K,Q10,ME:NEXT ME:RET
RN

4000 SETCOLOR Q4,5 ,Q4:SETCOLOR Q9,5%5,04:7 'K THERE ARE '';FI
LECQ2,Q2) ;** NOTES IN MEMORY' :POKE Q764,Q25S

4610 IF FILECQ2,0Q2)=02 THEN ? *““[3*:FOR J1=Q2 TO 100:NEXT J1:J
1=02:N-Q2:POKE Q764,Q255:607T0 7000

46z 2 FNTER STARTING NOTE®'*; :GOSUB 160:IF GC=Q27 THEN G
0OTO QLO1

40630 I1RAP 4000:J1=-Val (NS) : IF J1<Q1 OR J1>FILECQ2,02) THEN ?
*LI*"*; :GOTO a000

4040 2 :7 ENTER ENDING NOTESf'; :GOSUB 160:TRAP 40600:J2=VA
L CNS)

4060 IF J2<J1 OR J2<Q1 OR JU2>FILECQ2,Q2> THEN ? *"[3'':GOTO 400
(<]
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4080 TRAP Q14:RETURN

5000 PATA 23,45,41,26,40,28,42,29,36,43,32,31,33,37,34,17,3,
1,19,0

7000 J2=Q2:SETCOLOR Q04.,019,Q4:SETCOLOR Q9,019 ,Q04:POKE Q752,00
1:G05UB Q2S:TRAF 7000

70e6s ? 'K TYPE 1 TO PLAY KEYBOARD PIANO TYPE 2 TO
READ a DATA FILE"
70106 2> TYPE I TO CREATE A NFEHW DaAaTaAa FILEFE TYPE 4 TO

END THIS PROGRAM';

7020 GOSUB Q176:0P=INT(GC-48) : IF OP=-21 THEN GOSUB Q2S5:GOTO

Q101

7022 IF OP<UL OR OP>Q9 THEN 2 *“[I'‘;:GOTO 7020

7650 I[F OP=0Q1 THEN ME=--Q1:7? :? :GOSUB 2268:GO0TO0 Q12

7060 [F OFP-Q4 THEN 2060

7070 IF OP=Q16 AND FILECQ2,Q23=Q2 THEN N:Q2:GOTO Q3060

7072 IF OP-Q16 THEN 290

7080 IF 0P -Q9 AND FILECQ2,02)=02 THEN 1316

70960 2 “KR'; :POKF Q752,Q1:72 * TYPE 1 TO SAUE MEMURY DaTa'
:? TYPE 2 TO END THIS PROGRAM'':GOSUB 1708:GC=GC-48

7091 IF GC=—-21 THEN GOTO Q101

70692 IF GC=Qi1 THEN 260

7094 [F GC=Q4 THEN 1310

7696 2 '*L(I'*; :GOTO 70690

7100 J2:-Q2:SETCOLOR Q4,019,Q4:SETCOLOR Q9,Q19,Q4:POKE Q752,Q
1:GO0SUB Q2S:TRAP Q101

7165 2?2 'R TYPE 1 TO aADD DaTa TO MEMORY TYPE 2 TO
SAVE MEMORY Dava'r
71106 2 °* TYPE I TO PLAY MEMORY DaTa TYPE 4 TO

FIX MEMORY DATA‘'';

7120 GOSUB Q170:GC=GC—48:IF GC=-21 THEN GOS5SUB Q25:G07T0 7000
7122 IF GC<Q1 OR GC>Q9 THEM ? '(i''; :GOTO 7120

7130 IF GC=Q16 THENM GOTO Q120

7140 IF GC=Q4 THENM 460

7150 IF GC=Q1 THEN N=FILECQ2,Q2>»:G0TO0 Q300

7166 SETCOLOR Q4,79,Q09:SETCOLOR Q9,929,009 :POKE Q752,Q2:7? 'K T
HERE ARFE "' ;FILFCQ2,Q2) ;" MNMOTES IN MEMORY'

7162 IF FILEC(Q2,Q2):02 THEN GOSUB Q2S:POKE Q@752 ,0Qt1:? *'[3'':GOS
uB 8506:G0TO0 Q101

716S ? TYPE MNOTE NUMBER TO BE FIXFD'; :GOSUB 160

7170 TRAP 7160:1IF GC=Q27 THEN GOTO Q101

7176 TRAP Q101 :FNUVAL C(NS) :TRAP Q14:IF FNM>FILECQ2,Q2) OR FN<Q

3 OR FN>Q400 THEN ? ‘'J''; :GOTO 7160

7200 ? “'K''; :POKE Q752,Q2:7 °* TYPE DURATION (1—-1206) RETURNMN?
“;:TRAP 7200:GO05UB 160:D=VAL (NS) : TRAP Q14

7210 D=INTCD) : IF pP<Q1 OR D>Q126¢ THEM ? ''[3; :GOTO 7200

7230 POKE Q752,Q1:?7 KS1? ') TYPE MNOTE ' ;FN; :GOSUB Q170:P

OKE Q752,02

7240 SOUND Q2,02,02,Q2:TRAP 7240:GC=GC—42:IF GC=—Q15 THEN GO
TO Q101

7245 IF GC=—-010 THEN GC=Q4:GOTO 7290

7250 IF PHCGCI) =02 THEN N=N-Q1:7? "[(':GOTO Q101

7255 SOUND Q2 ,P(GC) ,Q10,Q1S:PLS(Q4,Q4)=CHRS(PY(GC)) :Z=-USRCaAD
RCERS) ,PM) : Z-USRC(ADR C(PMS) , ADRCPLS) , 14 ,PM)

7260 POKE Q248 ,PHRCGC) : SOUND 02 ,PC(GC) ,Q10,0Q7:POKE 5S40 .0

7265 IF PEFEK(540) <>Q@2 THENMN 7265

7290 SOUND Q2,002,027 ,Q2:FILECFN,Q2)=-GC:FILECFN,Q1)=D:GOTO Q106
1

80006 ITF PFFK(L9%5) -136 THENM GOTO Q1061

81060 GOTO 8706

6200 FOR ME-Q12 TO Q2 STEP —Q1:SOUND Q2,Q02,0Q4,MF :NEXKT ME:RET
uURrN

85006 FOR ME=-ZQ2 TO 200:NMEXT ME :RETURN

8600 ? “*K(i'*:7? ,**FILE NOT FOUND' :CLOSE $Q4:CLOSE #2Q16:GOSUB 8
S00:GO0TO Q101
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87060 2 °*“K3:? ,*BAD DATA FILE'":CLOSE #Q16:CLOSE #Q4:G0S511B 8S

60:G0TO Q161

6800 2 °*'K[3'':? ,'°0 RECORDS INM MEMORY' :GOSUB 8500:GO0T0O Q101

2000 GRAPHICS Q18:P1O6=PEEK(1606) : POKE 709,Q12:POKE 711,56:P0

KE 710,106:G05UB 12100

2080 PMA=-P106—3I2:POKE 559,627 :POKE S4279,PMA:J=Q2:POKE 704,41
tPM=C(PMA+QII H256

2130 ERS=hhTLhTHH BT XITNIINe

91406 PMS="hhTRARALINATIATTIhEYEY I /RN IHE/ e [FLIEY /T LRLE /X

BeEv/TINNTEFEAF e IE YA /THMY{Ile ' : POKEF 53277,Q16

92200 Z-USRCADRCERS) ,PM) :POSITION Q9,0Q4:? 8HQ7;'" L YER I NO'

9210 PLS="9d29W| | fFfff||oeeeevwe  PLS(Q4,Q4) =CHRS(40) : POKE Q24

8,80

9220 FOR ME=3I0 TO QG4 STEP Q4:PLS(Q4,0Q4)=CHRS(ME) :Z=USR C(ADR

PMS) ,ADRC(PLS) ,21,PM) : NEXT ME:POSITION Q9,Q4:7 8Q7;''p'

92230 GOSUB QI :FOR ME=-Q64 TO 86 STEP Q4:PLSC(Q4,0Q4)=CHRS(ME) :Z

ZUSR C(ADPRC(PMS) ,ADRI(PLS) ,21,PM) : NEXT ME

9235 FOR ME=86 T0 136:POKE Q248,ME:NEXT ME:FOR ME- 86 T0 Q6ae

STEP —Q4:PLSC(Q4,0Q4) =CHRS (ME)

92240 Z-USR(ADPR(PMS) ,ADRC(PLS) , 21 ,PM) : NEXT ME:POSITION Q11,Q4:

? 8QZ7;"P:GOSUB QI:Z-ULUSR(ADR(ERS)Y ,PM) : POKE Q248,Q2

92250 PLS=""OAdRIrQPLL{(FFFf A FFOOPP ' :PLS(Q4,04) —CHRS (2641 : POKE Q2

48,96

2260 FOR ME=30 TO Q64 STEP Q4:PLSC(Q4,0Q4)=CHRS(ME) : Z=USRCADRC

PMS) ,ADR(PLS) , Q760 ,PM) :NEXT ME:POSITION Q7,Q4:72 8Q7;''A*"

9270 GOSILIB QI :FOR ME=Q64 TO 80 STEP Q4:PLS(Q4,Q4) ZCHRSC(ME) :Z

“USR (ADR (PMS) ,ADRC(PL S) ,Q20,PM) : NEXT ME

92860 FOR ME=96 TO 1S52:POKE Q248 ,ME:NEXT ME:FOR ME-80 TO Q64

STEP -Q4:PLSC(Q4,0Q4) =CHRS (ME)

92865 Z-USRCADR(PMS) ,ADRC(PLS) ,Q20,PM) : NEXT ME:POSITION 13,Q4:

? 8Q7;''A':GOSUB QI :Z=-USRC(ADRCERS) ,PM) : POKE Q248,Q2

293006 ? BA7:7? BQ7;* [IPEEEIFEYI' : FOR ME=-2S0 TO Q@2 STEP —-Q1i

©@:5SOUND Q2,ME,Q10,Q10:MEXT ME

923160 SOUND Q2,02,02,02:POSITION Q9,Q7:7 B#Q7; A" :G0SuUB Q@3:PO0S

ITION S,Q7:2 ®BHA7;'@'':605U8 Q3

9320 POSITION Q7,Q7:7 8#Q7;"R'':605U8 QI:POSITION 7.,Q7:2 nBQ7;"

@'*':GO5UB QI:POSITION Q@8,Q7:72 8Q7;'[M':GO05UB QI

233O POSITION Q10,Q7:7 $2Q7; M :GO0S5SUB Q@I :POSITION Q11,Q7:7 8Q
;M :GOoSUB QI :POSTTION Q12,07:7?7 8207 ;R

92340 GOSUB QI :POSITION 13,Q7:7 BQZ;* (I :GO0SUB Q3

9400 PLS=-""®dIOW( (04| |[90060((QW¥® "' :POKE 704,0Q012:P1L 5C(Q4,0Q4) —CHRS
€128) : POKE Q248,88

9410 Z=USRC(ADRC(PMS) ,ADRCPLS) , Q20 ,PM)

9430 FOR ME=-128 TO 144 STEP Q4:PLS(Q4,Q4) =CHRS(ME) :Z=-USR CADR
CPMS) , ADR(PLS) ,Q20,PM) : NEXT ME

9440 FOR ME=-88 TO 160:POKE Q248,ME:NFEXKT ME

9450 FOR ME=144 TO 128 STEP —Q4:PLSC(Q4.,0Q4)=CHRS(ME) :Z=1ISRCAD

RCPMS) , ADRCPLS) , Q26 ,PM) : NEXT ME

9460 POSITION Q16,Q7:? 8#Q7;''white' :GOS5UB QI :Z-USRCADRCERS) ,P

M) :POKE Q248,Q2:POKE S3277,Q2:RETURMN

10000 DPATA 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 PATA I1,10,31,10,40,10,35,10,40,4,40,4,31,4,31,4,40,10
, 35,10

10200 DATA 46,4 ,37,4,35,4,31,4,29,4,23,4,26,4,29,4,35,4,40,4
,29,4,26,10,23,10

160300 RESTORE 10000:GRAPHICS Q18:SETCOLOR Q16,S5,Q10:7? 8#Q7:7?

12Q7:? BQ7:? BQZ;"* that's':? ®B#Q7:? BQ7 ;' AL’
10400 ? BQ7:? BQ7;' I : TRAP 10999

10500 READ ME, JI:POKE 5S40, JI:SOUND Q2 ,ME,Q10,010:S5ETCOLOR Q9
,ME,Qa

10600 IF PEEK (5403 <>Q2 THEN 160600

160700 SOUND Q2,02,02,Q02:G0T0 16500

10999 POKE 106,P106:END

11000 2 ‘K> ERROR '‘;PEEKC195) ;' AT LINE ‘' ;PFEKC186) +PFEK (1
87)IM256:7 7?2 ‘) PRESS START FOR OPTIONS'
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11111 IF PEEK(53I279><>0Q7 THEM 11111

12000 TRAP Q14:GO0TO 7000

12100 POKE 16,64:POKE S3I774,112:RETURN

31000 TRAP I1I00:CLOSE Q1 :0PEN 12Q1,0Q9,Q2,"D:PIANO.SCR"
31100 POKE 850,77 :POKE 852,244 :POKE 853 ,PEEK(89) +1:POKE 856, 2
$5: POKE 857 ,25S

1200 H-USRCADRC'hhhILVE]"') ,16) :CLOSE HBQ1L:0PEN 12Q21,09,Q2, ' 'K:"**

31220 COLOR 2:PLOT 14,10:PLOT 1S,10:RETURN

31300 GRAPHICS Q2:? :? " 'UNABLE TO LOAD PIANO SCREEN FROM DIS
K.'"":END

32000 REM N TITWITLIEISEEEIIVE-FINT Jerry HWhite vVersio

o _9-19-82
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ATARI BASIC CHORDS

X CHORD x DIST FIRST THIRD FIFTH DIST FIRST THIRD FIFTH
A Major 10= 144 114 96 122 75 &0 o1
A Miror 1= 144 121 9 12 75 68 9
A¥ or Bb Major 10= 136 108 91 12= 72 5 48

A$ or Bb Minor 10= 136 114 91 122 72 60 48

B Major 10= 128 102 85 122 & 52 %
B Minor 10= 128 108 85 122 & 7 4
C HMajor 1= 121 9 81 12= 3 91 42
C Minov 1= 121 102 81 12= 63 52 42

C# or Db Major 10= 114 91 74 12= 40 48 40
C# or Db Minor 10= 114 96 76 12= 60 51 40
D Major 1= 18 B85 72 122 7 4 ¥
D Minor 10= 108 91 72 122 7 48 ¥
D% or Eb Major 10= 102 81 48 12= 52 42

D# or Eb Minor 10= 102 85 48 12= 52 %5

E Major 1= 9% 76 M 12= 51 40
E Miror 1= 9% 81 & 122 51 42
F Major 1= 91 72 40 122 48 ¥ 3

Appendix 1 - Page 1



ATARI BASIC CHORDS
(Continued)

x CHORD xDIST FIRST THIRD FIFTH DIST FIRST THIRD FIFTH
F Hinor 1= 91 76 &0 1= 8 40 3
F$ or Gb Major 10= 8 68 %/ 122 45 ¥ N
Féor Gb Minor 10= 8 72 ¥ 12 &5 ¥ N
6 Major 1= 81 64 3 12= 42

6 Minor 1= 81 68 3 12= 42 3% =8
G# or AD Major 10= 76 60 S0 12= 40 3 26

G# or Ab Minor 10= 76 &4 S0 12= 40 3 2%
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