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Jerry White’'s

PLAYER PIANO

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 PIANQO, 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 documentatiaon for PLAYER PIANO
appear beginning at page 36 of this manual,

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

Minimum RAM! 16K Cassette 24K Disk
ATARI BASIC Language 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 3ZK 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 {RETURNZ 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 LESS50ONS programs are aorganized 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 34)

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.
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CHAPTER 23 OVERVIEW

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

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

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

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

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

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

CHORDGS12 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
“Gilent 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.

RERLUN THIS PROGRAM
RETURN T0 BASIC

RUN MENU PROGRAOM

Figure 1 - End Screen (Disk Version)
The printed program listing reflects the disk version of

each program. Cassette users should ignore program
lines numbered ahove 30000,
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CHAPTER 323 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 fraom 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 O through 14, A clear
or undistorted sound is gbtained by using a value of 10 or
14,  The fourth parameter is called VOLUME. This value
may be any integer from 0 through 15, A value of zero
shuts off a sound. As the value increases, the sound
becomes louder,

Page 8



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 S0OUND COMMOaMND
CT=CTRL KEY
P-IXINCREAQaSE PITOH
CT+P—-_DECREOSE PITOH
DD—CITITHMOCRHREAQaASE DIST .
CTH+D—TDECREGSE DIST.
UoXTHMOCREOSE WL .
CTYU—_DECREAGSE WUl .
SPaCE—_HDOD SOUMND
EEMD OF JOB

SOoUuUMD 9. 41969, 10, F

Figure 2 - SOUNDEMO Screen

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

Note that the program looks at location 764 to find the
internal value of the last key pressed, and reacts
accordingly.
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CHAFTER 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 aperating 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 ane 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 {S8YSTEM 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.s 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 735,2 sets things back —
to normal in line 430, By the way, some interesting
effects are demonstrated when a 1 or a 3 is poked into
location 755 while inverse video characters are displayed
on the screen. Notice, also, the WAIT loop in that same
line, All it does is kill time and is NOT the best way to
accomplish a delay. It is, however, effective in this
case and easily adjusted. The problem with FOR/NEXT —
loops is that they execute faster if they are near the
beginning of a program. A more exact method of timing
will be explained later on when we get to the "THAT'S —
ALL FOLKS" routine,

If the FOR/NEXT loop has you a bhit 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 experimentatian
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 5 and 7, except that they do
not have a text window., Lines are displayed on the
screen to crudely simulate lightning. After each line is
drawn, the subroutine at line 330 is executed.

fl) ,
‘ aillist, o
allllagl il
Sl
) . ¢ ual /A/I/;‘,

S ™y,
y ; L

; i ﬂ‘" s

: ot
i 'Y% "'m’?"mm”' ‘
. '7////%0//,, ‘

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 an
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 FOLXS" 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 40 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 accurs. 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 19/460ths 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

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.

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

PITCH=any number from 8 thru 255,
We will change the pitch in loop L2Z.

Li=guter loop 1 VOLUME.

Type any integer from 6 thru 15
At prompts FROM, TO, and STEP.
L2=Inner loop 2 PITCH.

Type any number from 8 thru 255
at prompts FROM, TO, and STEP,

PRESS aNY KEY TO BEGIN

Figure 3 - FORNEXT Screen i

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

L SOLND TEST
TYPE DIST 72180
TYPE L1 FROM 215
TYPE LL TO 7?8
TYPE L1 STEP ?-8.5
TYPE L2 FROM 7160
TYPE L2 TO 710
TYPE L2 STEP ?-16l

Fiqure 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 "13".

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 SUBROLUTINE:

181 FOR L1=15 70 & STEP -8.5
182 FOR L2=168 TO 18 STEP -18
183 NEXT L2
184 NEXT L1
185 RETURN

SAVE SUBROUTINE
PRINT SUBROUTINE

REPEAT SUBROUTINE
ENTER PARAMETERS
RUN HMEMNLU

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

again, so type the number 3, There is no need to press
the (RETURN> key since this routine just checks the last
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key pressed,

You will see three new options an 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 CRETURN>:. The subroutine will be
LISTed onto the diskette in Disk Drive 1,

Option number Z 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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CHAFTER 63 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
cthords called CHORDS12Z, 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 <STARTX 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
{S8TART> 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 FPROGRAMS
L

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,

|
: -m,m,imqu&"’mn"»«u& i
———e

Frssttnaraaznesstasninse

THE € SCALE

CDEFGABC
PRESS ANY KEY TO CONTINUE.

Figure 6 -~ The C Major Scale

The KEYQFC 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 140 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 XKEYATOC (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
........ .MWM' IW -

THE € MAJOR CHORD
C + E + &
PRESS ANY KEY T0 CONTINLUE.

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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CHAFTER 8: THE SPEAKER FPROGRAM

As if having four sound channels weren’t enough, there
is one other way your ATARI computer can generate
sound. As you may have noticed there’s a tiny speaker
built into the computer’s console. When you enter a
CLOAD or CSAVE command,; the buzzer sound you hear
caomes 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 maode,

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 66,0

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

FOR NUMBER=0 TO 255!POKE 53279,NUMBERI!NEXT
NUMBER

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

Forgive me, but I cannot teach Assembler, or explain
this routine in great detail, It’s not that I don’t want toj
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 ygu take lines 10 and 40 out of this program
and put them into your own, you can generate various
sounds with the speaker by changing these three bytes as
demonstrated,

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

You may now enter various values that will alter those
three bytes we spoke of earlier, and execute the
assembler subroutine at line 10, You may enter any
integer from 0 thru 255, For example, try a DURATION
of 20, SPEAKER ON=80 and SPEAKER OFF=50. After the
speaker squawks, you may press the {OPTION> key to
repeat that squawk, or the {START> key to continue
entering experimental data.
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ENTER NUMBERS FROM 6 T0 255 [N
DURATION?20

SPEAKER ON?3806
SPEAKER OFF?58

Press (I aBdil] to repeat
Press gEaf:1:4 to continue
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CHAFPTER 93 THE POKSOUND PROGRAM
P

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

POKE 5S0UND
JE-aE-Jok-et-Jete- et
»53760=0
23761=8
237/762=8
23763=8
23764=8
237692=8
a25766=0
aX767=0
aX768=0
SELECT LOCATION

Figure 9 - The POKSOUND Screen
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Pressing the space bar will instantly shut off all sounds
by poking a zero into locations S3740 thru 53768, Press
the ESC key to exit this program.

Detailed infarmation 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 537460, 353762, 53764 and 53766 are audio
frequency registers, Locations 53761, 53763, 53745 and
537467 are audio control registers. Location 53768 is an
audio control register that effects all four sound
channels. It’s effect depends on the individual bits which
are set by the value being POKEd into it., This is the
reason why binary values are being displayed along with
decimal values, The use of this register requires
extensive background knowledge. Again, I‘'d recommend
De Re ATARI to those who wish to obtain additional
infarmation.,

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

For purposes of experimentation, you may use this

program to get a feel for the various sounds made
possible using POKE commands,
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CHAFTER 10

THE SINGALONG PROGRAMS
s

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 Saong, 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 tl}e B‘ASIC knowledge you will
need to create other oo 4 singalong songs.

................

BIRTHDAY uses four string variables, NAMES$ holds the
name of the person to whom our song will be dedicated.
WORDS$ holds the words of the song as they are read fraom
DATA statements, DISP$ will hold the words as they will
be displayed on the screen, BLANK$ 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 1, 3 or 9. If
SWITCH=3 then I want to display the person’s name and
not the word, "NAME", If SWITCH=1! then I want to clear
the screen, and go onto line 360, If SWITCH=9 then the
song is over and I want to GOTO line 9000,

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

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

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

The changes in the color of the words on the screen is
coordinated with the current syllable being sung., This is
done by keeping the syllables yet to be sung in inverse
video, A quick look at the words to our BIRTHDAY song
will show you how this works.,

The hardest part of entering the DATA is determining the
pitches for the four voices. You will either have to use
the old trial and error method, or read sheet music and
enter the data accordingly. There is however no need to
use four part harmony. To use only one voice, remove the
SOUND commands for voices 1, 2 and 3 in lines 100 and
102 and the reading of 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 faur part harmony. Throughout the
rest of the song, I'‘m putting the same melody note into
V0 and V1, and the note one actave 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.

Abgut that HOLD variable, again, trial and error will be
the best teacher. There is a method to my madness, The
reason I used numbers line 19 and 39 instead of 20 and
40, was to allow that extra jiffy to shut off sounds and
get more data, etc. As it turns out, I probably should
have allowed a bit more time since I'm also checking
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switches and centering text on the screen., The method I
used does seem to work, although I’'m sure many of you
will eventually find better ways, If I were a better
musician, I probably wouldn’t be writing this
documentation right now.

\l/v
AN

A
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7R

L4
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7

AN

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
ctolors 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 PI1ANO

CHAPTER 11: 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,
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THE SPECTAL FUNCTION KEYS

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

THE <ESC> KEY

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

THE <DELETE/BACK S> KEY

Use the {<DELETE/BACK 5> key to backspace and erase
the previous key displayed in the text window at the
bottom of the PIANO screen display. Note that you don’t
need to use the {CTRL> key to use the {DELETE/BACK 5>
kEYo

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 CLRETURN> key in these
instances,) Since your response can vary in the number of
keystrokes, then you must press the (RETURN> key after
typing in your response.
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CHAPTER 123 LOADING PLAYER PIANO

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

STARTING UP - DISK VERSION

Be sure your computer is turned OFF., Turn your disk
drive ON. When the BUSY light goes out, open the disk
drive door and insert the PLAYER PIANOQO diskette (Side 2
of the package) and close the door. Now turn your
computer ON., The program will load into computer
memory and start avutomatically. 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 memary.

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

IMPORTANT NOTE! The program FILEDUMP is not loaded
with-PLAYER PIANO on the initial load and must be
loaded seperately, Make careful naote of the number which
appears on the program counter following the loading of
PLAYER PIANO. FILEDUMP is located on the cassette

Page 38



immediately following PLAYER PIANO and may be
CLOADed by returning to the correct point on the
cassette using the program counter. Instructions for use
of FILEDUMP are contained in Chapter 14,

THE FIRST DISPLAY SCREEN

The title, author, and copyright information display
briefly. Then, the program displays the menu described
in the next section,
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CHAPTER 13: USING PLAYER FIANO
e,

BB G EF A E
i

i
|

|
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PRESS SPACE BAR FOR RES
PRESS5 ESC FOR OFPTIONMS

PLAYER PIANO MENU

The program’s menu looks as follows!

TYPE OPTION NUMBER

1=PLAY PIAND

Z=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 aption 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 songy 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 memary as we create
its 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 KEYBOARD PIAND

TYPE 2 TO READ A DATA FILE

TYPE 3 TO CREATE A NEW DATA FILE

TYPE 4 TO END THIS FROGRAM
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 30/40 (or 1/2) second, Duration always
represents sixtieths of a second, (See the section on
*Advanced Information" for a more detailed discussion
about selecting duration.,) Thus, by typing 30 in
response to the prompt, we’re telling the program to
hold the first note for a half second, Notice you need
to press the {RETURN> key after entering your data,
because the program can’t tell whether you'll be typing
one or two digits.

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

NOTE #1°?

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

FIXING MISTAKES

If you make a mistake, don’t waorry, 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 4 NOTES IN MEMORY
TYPE NOTE NUMBER TO BE FIXED

asks you which note number you want to fix, Type the
appropriate number and press the 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. S0, 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
nead 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 aobtain 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 aon the recorder
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before you press the <CRETURNX> 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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CHAPTER 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 vrequired quarter notes, the duration would be 15
(1/4 of 40)s 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 "IMFILEDUMP" 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 PIANODO 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 PIANQ 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). The keycodes for the notes, from
lowest (far left A) to highest (far right E) are as
follows:

A At B C C¢¥ D¢ D ¢ E F
23 45 M 26 40 28 42 29 30 43

G 6 A At B C c+ D D¢ E
32 31 33 I H 17 3 1 1?7 8

Page 49



6 REM SOUNDEMO (o) 19832 by Jerry Hhiteles X/ 821
180 P10 :0p=108 V-2 I GRAPHICS 47

126 7 6 : 7T 16 ;" [THE EFJTITL COMMAON DR
R R T AT = TS CT=CTRL KEY"
LA P HE:T? HG EE{EEEEEEEIEI!!!B"
FR-T- N R - LR R h - decirease pitch
LEBG F M6 T HE6 ram::m
-1 A LR AR LR AN R Sd-dHecrease dist.]
“2@ 7 MG :? 6 mmmm"
ZAfB T 6 ? i

ZE@ T OEPE T HLG

ZEHE 7T OEHS 1P LRS5O Easm'm-
TZO POSITION 2,22:7 HE;"sound @, ;P ;D" , ;U " SOUND

0,F,D,Y:G0TO 409
¥4 POSITIOM 2,22:7 #HBG
468 POKE 764,259
4280 IF PEEK (7542 =18 AND P{2S5S THEN P=-P+1:G0OTO 120
440 IF PEEK((7G432 =138 aAND P>8 THEN PZP-1:GOTO I20
4680 IF PEEK{764) =16 AMD U{1S THEN VU=ZVU+1:G0T0O 320
488 IF PEEK {7642 =144 AND U0 THEN VY=U-1:G0TO IZ0
DoD+2
D-oDp—2

"sound 8,080,868, TISOUND 9,08 .,8,6

[

S60 IF PEEK (744 =S58 aMb D<{14 THEN tGOTO 20

SZ8 IF PEEK {764 =186 AND D>8 THEN :GOTO X260

540 IF PEEK{(76432=3IX THEM a0

HE6 IF PEEK(7642=42 0OR PEEK(764) =28 THEN X0a66a

SEHEE GOTO 420

FHena S0OLND @.8¢,08,6: GRAPHICS @:POKE 7952,1:P0KE 7168,48:POKE 8
Z,ZI1P0OKE 281,93

*xeees ? UA4ds Use the [ENFLY] or EYHANEAT button to'':? 12 ** hig
hlight gour choice helow, tThen'
IBB1H ? 17 Uk press the ERFLE] button.:FOR ME=@ TO 8:POKE S3

Z27I,ME:NEXT ME:GOSUEB Xi1966:5EL=11

XB8za POSITIOM SEL, SEL:? [ETTERGPSEECETTGIS:TT

TR180 BUTTOM=PEEK(SI2Z279) :IF BUTTON=7 THEN 36188

TE118 GOSUB I2000:XF CHOICE=6 THEN 1500 *

FHAZB SELZSEL+2:IF SEL>LS THEM SEL=11:GO0SUB I16868:GO0T0O Ioozo

THLITH IF SEL=13F THEN GOSUB 3I10A86:POSITITION 11 ,SEL:? “[TAITGCLEES
TR : GOTD X106

TB149 IF SEL=15% THEN GOSLS T18086:POSITION 11, SEL:7? “EOMCIET
| PROGRGMUEES R iR - F §:Y:]

Te156 GOTO Tolies

X186 POSITION 11,11:7 “RERUM THIS PROGRAM'':? :?7 ,“"RETURN YO

BASTC ' :? 72 ,'"RUM MENI PROGRAM'':RETURNM

ZT1Sa6a TRAP IT0800:POKE 201,10:XF SEL=1% THEN %2 *'Rr*':7? :7 L, LO
ADTHG HMEML® D RIUN "' :MENU' : TRAP 40060

F1518 IF SELTLT THEN GRAOPHICS 8:7 ::1? “'BASIC':? ""IS'"; :POKE 7S

2,0 :TRAF 40000 ::END
X192 TRAF 40088 :RUN
FZB8ae LOSURB I22Zaa

FZ2040 CHOIXCE=ZBUTTON:BUTTON=ZPEEK (S3I279)3 1 XIF BUTTONLD>? THEN 328
18

FTZ18e GOSUB IZ2068:RETURN
FZ2Z208 FOR ME=8 TO G:FP0KE SIZ793,ME:NEXT ME:RETLURNM

FAGE 50



B REM EFFECTS ((c) 1982 hbw Jerry Mhite [6-/3-821

1aa

GRAPHICS 18:POSITIOM 7,4:7 HE;"S50UND":POCSITION 6 ,.6:7 H6;

CEEEIIAE: GoTo 126

11a
1za
138
140
158
166
170
1L&e
19e
2e0
Z1e
®Za

POKE S3I7638,1:POKE SIXI7692,1L:RETURN

FOR H=-18 TO 168 STEP 2:50UHND O ,X,16,H/716:GO0%UB 118
SOUND 1 H+2 .10 . KH718:GO3U8 110

BOUND 2 H+4 10, H7168: GOSUB 118

SOUND I . X+6 .19, H-°10:6G05U8 119

SETCOLOR @, X, 18:SETCOLOR 4, X, Z:53ETCOLOR Z,X+4 ., 10 NEXT H
FOR X=1660 TO & STEP —2

S0UND B8 ,%,18 . X718:GO5SUB 110

SOUND 1 . H+2 .10 X-18:6G605U8 118

SOUND 2Z,H+4,18,HK/ 710:605U8B 110

BSOUND I . H4+46,10 H 19:6G05U8 119

SETCOLOR &8, K, 10:5ETCOLOR 4, R, 2:3ETCOLOR 2, H+4,10:NEXT H:

GOTOD 260

230

FOR U218 T0 @ S5TEP —S:5%0UIND 6,4 ,13 , U:SOUND 1 .,2,8,U:NEXT

VYIRETURN

249
z2Sse
Z25a
255
zZ56
60

Z49:7 B6 ;'Y GO05UB 2489 :SETCOLOR 2,7

276

6@ :GOSUB 240

Z80

;00 1 GOSUB 246

=85
290

w2,

Toaa

FOR U=-14 TO 8 STEFP —68.5:50UND 0,13 ,.4,V:NEXT V:RETURN
FOR OFF=8 TO 3I:SOUNDL OFF,08,8,8:NEXT OFFRETURNMN

REM

I e QUTHOR INTRODUCTION &

REM

GRAPHICS 18:53ETCOLOR 1.,4,.8:POSITION &,3:7? #H6;"bk *';::1G05UB
POSITION 7,5 BEG; "K' 1 GOSUB 240
BG:'@; GO0SUB 248
NE;"W'; :GDSURBR Za@
HE;"'T": :GOSUB 2496

LRy (U
agrger
THe
e

1 GOSUB Z40:7 H
GOSUBE Z40
tGOSUB 248 :7 11
GOSUB 246

POSTTION 7,7

LI T

e oas e N

T

ERCRCEE.
4
@

DIM LEC48D

FOR MEZ1S TO 8 STEP ~8.5:FOR JHW=6 TO 8 STEP —-1:50UND O,
ME: NEXT JH:SETCOLOR 4,4, MEINEXT ME

FOR ME=-1 TO 18:FOR v=-i4 TO & STEPF ~Z:SOUND ©,2,2,U:S50UND

1,0;4 , U:NEXRT V:NEXT ME:? CHRS {2532

1@
Tze
Xza
x2S
IZ6
Txe
LIND
T4a

CIM BSC(ION 1 BEST b

GOTO IS6

REM

REM H z

REM

FOR PITCH=® TO0O 2480 STEP S:SOUND @,PITCH,8,14~-PITCH- 20:50
L, PITCH,8,14-PITIH/2Z8: NEXT PITCH:RETURN

GRAPHICS 8:SETCOLOR 1,0,8:5ETCOLOR 2,6 ,8:5ETCOLOR 4,0,0:

FOKE 752,1:RETURN

o0
TEe
I7e

GOSUB I48:POSITION 15.21:7 ""TARGET'
FDOR PXTCH=26 TO 206 STEP 2
POSITION 16,PITCHA/18:? B5(L1L,43 :POSITION 16, PITCH 1E~1:7

B5C1,42 ;POSITION 16, PITCHA10:7 ““BOMBE'

*8a
-4

486
418

4z2a
43T
Lo}
4TS
43I 6
440

SOUND @ ,.PITCH, 18,2 :MHMEXT PITCH

GRAPHICS O9:POKE 752 ,1:SETCOLOR 1,8,.8:POSITIONM i1S,21:% ''T
T*': POKE 755, 4

POSITION 16 ,22:7 & E'"™:POSTTXOMN L7,23:7 ""RG';

FOR PITCH=28 TO0O 206 STEP Z:50UND 8 ,.FPITCH.O8,18-(PITCH 201

SETCOLOR 2,4.,18—-(PITCH 283 :NEXT PITCH

POKE 755,2:FO0R HMAIT=1i TO ZO8:HEXT HAXT

REM

[ e L LGHTNING

REM

GRAPHICS 2Z1:SETCOLOR ©@,1,.14:COLOR 1:PLOT S,S:DRAKWTO 75,3

@:Go5uUB I3e

459

GRAPHICS Z21:S5SETCOLOR &,2,14:CO0LOR 1:PLOT 7S5.5:DRAMTO 5.3X

®8:GO5UE XIIO0

460

GRAPHICS 2I:5ETCOLOR 0,3,14:COL0OR 1:PLOT S,5:DPRAWMTO 156,

BE:IGOSUR I3a

FAGE 51



a7
60: G
486
454
485
486
438
1)
S0e
510
SzZze
sIe
G40
s5a
S60
S7H
580
tGOS
L1 ]
:? H
6088
TION
&10
620
638
640
:POS
650
H,6
660
670

“ee

205

206

210

2Zo

“40

rze—u
1800
10861
1082
1ees
Le06
1816
1eze
1030
103XS
1040
18,Vv
1043
iese
1851
1i1e8
11re
1129
1i1zxe
H,RY
1140
1158
117e
100
1180

x

GRAPHICS 2I:SETYCOLOR ©,4,14:COLCK 1:PLOT 1S0,S:DRaMHTO S,
osuB Ix8

GRAPHICS @:SETCOLOR 2,6,08:P0KE 752,1

REM

(A e HELICOP TER XX

REM

DIM H1SC€12) , HZS (163 ,HISC10) ,H4$C102  HSS5{10) ,HES (182 ,H7SC

SOUND 2,249 ,12,4

HTZ:FOR ¥=16 TO 8 STEP —1:POSITION X ,18+Y:?2 == "
uBs zxo

POSITION X,5+Y:? HL1IS:POSITION K,64+Y¥:7? HR2S:POSITION H, 7+Y
IS :POSITION H,84+%¥:? H45:G0SUB 238

POSITION H,9+4Y:7? HSS:GOSUB 2I0:POSITIOM R, S5+Y:? H7S:POST
H,6+Y:? H6$:G05UB 236

POSITION K, S+Y:7 HLIS:1POSITIOMN X,.6+Y:? H2S:GO0SUB 230

NEXT Vv

FOR M=2 TO0 28:G05UB 230

POSITION X,5:7 HAS:POSITION X ,6:7 HZS:POSITION H,7:?7 HI%
ITION X,8:7 H4S:GO5UB 230

POSITION H,2:? HSS$:GOSUB 2I8:POSITION X ,5:7 H7$:POSITION
1?7 HH6S:GOSUE 236

POSITION H,5:? HL$:POSITION H,6:7 HZ5:GOS5UB 236

NEXT H

FOR ME=1 TO 6:FOR J=1 TO 2ZB8:50UND O,80+.3,12,8:NEHT A
GRAPHICS 18:1SETCOLOR @,ME, 8

POSITIOM 7,4:7 #6;:" "ALERT"

SOUND ©,80,10,12:SOLND 1,160,10,12:SOUND 2,13,4,12

FOR MW=1 TD 10@8:MEXT MH:GOSUB 2Z56:NEXT ME
FOR V=12 TO © STEP ~-08.1:50UND O, CZ20-VI*168,10,V:50UND 1,
IMADHZO,18,V;:SOULUND Z,1X,4,ViNEXT U

REM :

(A P BOUNCING Bol il ]

REM

? "K' :SETCOLOR 2,4,2:POKE 752,11

FOR ME=1 TO X

FOR Y=22 TO 10 STEP -©.5

POSITION 18,¥+1:7 ' ":POSITION 18,¥:7? "'e&'

SOUNMD ©,Y™10,14,Y/2-S:NEXT Y

FOR ¥=1 TO 9:NEXRT ¥

FOR ¥=18 TO 22 STEP O0.5:POSITION 18,¥—1:7 ' “:POSITION
1?7 @UINMEXRT Y:NEXT ME

REM

I IR P /M FLYING SOLCERS e

REM

GRAPHICS @:POKE 7852,1:72 * *

SETCOLOR Z.08,0:XH=20:Y=80

POSITYON S,I:7 *“."“:POSITION 27,6:7 " .*

FOR ME=1 TO 18:RHK-RND(OI®I7+1:RY-RNDCOIX21+1:POSITTION R
t? LM INMEXT ME

ATPEEK C106) -8 : POKE S4279%,A:PMBASET256%A

POKE S559,46:POKE S3I277,3:POKE SI2483,K:POKE SI256,3I

FOR I-PMBASE+S12Z TO PMBASE+G640:FOKE I,.0:MEXRT I:POKE 784

FOR I=PMBASE+S12+Y TO PMBASE+S16+Y:READ A:POKE X,Aa:WMEXKT

FAGE 52



1196 DATH 60,126,256,126,60

1260 SOLND 6,13,4,2

1218 FOR X=2@8 TO 88 STEP 2:P0KE S3I248,H

1228 FOR I=-6@ TO 6:FPOKE PMBASE+S11+Y+X,PEEKIPMBASE+S124+Y+I3 N
EXT I:YTY-1:NEXT

12368 SOHUND 8,1X.4,.10:FOR M=-82 TO0 220:POKE S3IZ248,H:NEXY X:POK
E 704,260

1240 FOR V=10 To 8 STEP —-0.5:S0LUND 8,13 ,4,VINEXT VU

1259 FOR ME-9® TO 10:SOUND 1,0,2, ME+2:FOR I8 TO 6:POKE PMBAS
E+S11+¥Y+X, PEEKC(PMBASE+SA24+Y+X) : NEXT I

1269 SOLUND 1,0.0,8:Y=Y—-1:NEXT ME:POKE S5S3IZ248.2270

1270 SOLIND 0,25,4,2:P0O0KE SI2S6,1:FOR H=226 TO 6 STEP —1:POKE
STZA48, X: NEXT X:S5SO0ULUND D,G,0,0:POKE S53248,126

1280 FOR ME=15 TO @ STEP —1:POKE S3I277,3I:POKE S3I256,3:FO0R P=
8 TO 18:50UMD 6,P,2Z,ME:SOUND 1,P,2,HME

1298 NEXT P:POKE 784, MEM16+6:POKE S3I277,1:RHE-RNDLBINI?2+1 :P0O0S
LITION RH,22:2 ", ,":7 1MEXT HME

1786 GOSUB 25@:7 “KY:POKE 752,1:7

1749 REM L )

1758 REM

1751 REM

1888 FOR R=-1 TO 2:FOR MEz=1 TO TO:SOUND 0,225,106, 1:50UND 1,8,2
,L:FOR J=1 TO 2:50UNMD ©,25,310,8:50UND 1,0,2,8

18805 MNEXT J:SOUND 9,0,0,0:40UNP 1,0.0,0:SETCOLOR 2,ME,4:NEXT
ME

1818 FOR V=7 TO 8 STEP —-Q.1:50UND B,25,18,U:50UND 1,0, 2,U:NE
HT L:GO05UB B200:NEXT R

18280 LS=""PARDON ME MWHILE X ANSHER THE PHONE''*:? :7? :FOR J=1 T

O LENILSY 17 LSCS,d2;::GOSUB 2I0:HENT J

1830 FOR ME=1 TO 16:50UND ©,2%,18,2:50UND 1.,8,2, 1:FOR J=—1 TO
2:50UND ©0,25,10,8:5S0UND 1,0,2,8

1846 NEKT J:NEXT ME:GOS5UB 250:GO0SUB 8200

1842 LS-"HELLO'":POSITION 18,8 :FOR J=1 TO LEMNCLSI 7 LSCJH,.H);:

GOSUB 2I0:NEXT 4

1850 GOSUB 8008 :POSITION 1Z2,12:L$="IT'S% FOR YOU.'':FOR J4=1 TO
LENCLSY 1?2 LS CJ, . ) :GO0SUB 230 :NEXT J:GO0SUB 82600
2186 FOR H=-1 TO 24:7 ESOUND B, X,2,2:50UND 1L,X,.4,2:50UND 2,X,

6,2:50UND I, H,12,6

#1160 FOR ¥=1 TO S:MNEXT Y:NEXT X:GOosSus 250

22668 FOR H=-14 70 & STEP -8.S5S:50UND ©,91,12 H:NEXT X

2300 REM

2Z81L REM = D PLAOY FOR _NEHRT LOOPS »ike

Z2TQ2 REM

2408 GRAPHICS O:POKE 7S52,1:POKE 82 ,2:P0KE 8I,I92:5SETCOLOR 2,90
s &

Z431@ 2? 1?7 37 r L |
[TORXI BaSIC SOUNDS JERUEE-SELY . o

2428 7 CHRSL253) :GOSUB 2480:LIST 2490,2500:GO05UB 24928

240 GOSUB 2480:LIST 2530,2%40:GO0S5UB 253I0:GO0SUB Z480:LIST 25
50,2568 G05UE 2550:G05UB 2480:LIST 2570 ,2580

24468 GOSUEB 2570:GO05UB 2488:LIST 2610,2628:G05UB 26160 :GO05UB8 2
488

2450 LIST 2639,2640:GO05UB 2630:605U8B 2Z4808:LI5T 2650,2678:G05
LE Z6S58:GO5%UEB 2488 :LIST 2680:G05UB8B 26860 :GO0SUB 24380

24660 LIST 2690:G05UB 26%26:605UB Z2480:LIS%T 2700:GO0S5UB 2700:G0
SUB 27189:G07T0 6000

2480 FOR ME=ZO TO I:SOUND ME.®,8,0:NMEXT ME:POSITION 2,6:7 3
(XEFXEXTIN " : RETURN

2496 FOR J1=0 TO AS:FOR J2=260 TO 206 STEP 2:SOUND 8, .02,10,J
1LiNEXKTY J2

2500 FOR J2=-266 TO 214 STEP
25108 FOR J2=216 TO0O 222 STEP
2520 FOR .J2224 TO 24 STEP
J1L:RETURN

29I FOR J2=8 TO 4:FOR Ji1i=14 TO €@ SYEP ~7:50UND 0,13%,4,.21:50
HND 1,313,4,J1:SOUND 2,13,4,a1

SOUNMD 1,.42,10, J1 :NEXT J2
SOUND 2,022,160, 31 :NEXKT J2
SOUND I, 42,18, J1 :NEXT JZ:NEXT

NNN

PFACE 53



25498 SOUND 9,168 ,0,J1:50UNMD 1,100,080, J1:5S0UND 2,100,080, J2 :HEXT
J1L:NEXKT J2:RETURN

2958 FOR J41-1% TO @& STEP -1:F0DR J27109 TE 2Z28:SOUND 0,42 .18, 01
IMEXKT J2

2560 FOR J2=-30 TO0 20 STEP —-1:50UND 1, .02,16, J1:NEXT JZ:NEXKT J

6X6@ FOR Ji=18® TO O STEP —1:FOR J2=20 TO 8 STEP —Z:S50UND 0,.)
L18, JLIMERT a2

Z6E490 FOR JZ=48 TO 10 STEP —Z:S50UND 1,32,10, J1:NMEXT JZ:HEXT .!
1:RETURN

Z65@ FOR J1-14 TO @ STEP —1:FOR J2=18 TUO 60 STEP S:SOUND O, .4
2,108, JL:NERT J2

Z660 FOR J2=70 TO 140 STEP 10:SOLUND 1,J02,16, J1:HEXT J2

2&E70 FOR J2=218 TO 16 STEP —SO:SOUND 2, 02,189, J1:MEXT JZINEXT
JLIRETURMN

Z68O FOR J1i=15 TO @ STEP —@.S5:FOR 42760 TO 9:5S0UND 0,2 ,.2, 01:
SOUND L, J2%S5,10, JL:NEXT JZ:NEXT J1:RETURN

Z6E98 FOR J1=0 TO 2560 STEP Z:SOUND 8,.01,10,15:50UND 1 ,25S5—01,
1Z,1S:NEXT J1:RETURN

2788 FOR J1=15% Y0 © STEP —-9.05:50UND 6,551,122, J1:50UND 1,162,

12,1 :50UND 2,51,12, J1:SOUND X,182,12, JL:NEXRT J1:RETURN

2705 REM

P L s THAT 'S GLL FOLKS M

2787 REM

2710 DATA 40,19 ,29,9,31,9,%5,9,40,9,47,19,6,9,40,9,29,3,29,3
s31,9,.35,9,32,9,3I1,13,08,9

2720 DATO I1,9,31,9,40,9,35,9,40,3,40,3,31,3,31,3,48,9,35,9

2730 DOTA 40,3 ,3I7 .3 ,35,%,34,3,29,3,23,3,26,3,29,3,3I5,5,40,3,
29,%,26,9,23,9

1 :RETURN

ZS70 FOR Jili=14 TO @ STEP ~1:FOR J2=18 TO ZO:530UND B, 32,172,411
tHOUND 1, . 02%2 12, J1L1MEXT J2

2588 FOR JZ=@ TO S:5950QUND 2,02 ,2,.J1:50UND I, J2+2 2, 31 i HEXRT J2
INEXT J1:RETURN

2610 FOR J1°-1S% TO @ STEFP —@.5:FOR 423 TO 10:50UND 6,J42,16,J4
1 :iNERT J2

2628 FOR J2=13F TO 25 STEP 12:50UND 1,402,160 ,J1LiNEXT JZ:MNEXT J
L:RETLIRN

z

2

2740 GRAPHICS 18:7 H6:? B6:17 HE:? 16" that's*:? B6:7?
e ;" aLL " :? #6:7? W6 o1k sl
2750 TRAP 2Z760:READ M,T:GOSUB 2770:GOTO 2756

2760 RETURNMN

2778 POKE S409,T:SETCOLOR 4, N,0:SOUND 8,N,108,14

2788 IF PEEK (5483 <>8 THEN 2736

2790 SOUND 0.,.0,6,0:RETURN

5829 REM

5988 REM

S9%81 REM

6086 7 KUY POKE 752,1:POSITIOMN 4,4:L$="This concludes our gi)
JLIND _EFFECTSHY

61068 FOR Jx=1 TO LEMILS) :7? LSC.J),.J2;  :G05%UB 238 :HMEXT O

£2808 POSITION 12.6:LS="demonstration.* " :FOR J=1 TO LENCLS) 7

LECT, .13 : :GOSUB 20 :NEHT .

6IVO FOR ME™=1 TO 16:POKE 755,3F:GO0S5UB 23I@:POKE 75%5,2:50UND O,
ME ,2Z2,8:NMEXT ME:SOUND &8,6,8.8

668608 SOUND 1,.6,8,0:FOR J=Za® TOo &6 STEPF ~S:50UMD 6, J,.10,8:5ET
COLOR 2, J,4:30UMND 1, .0,12,8:MNMEXT .J

67860 GOSUB ZS9:GOTO ITOA006

#8868 FOR MHaITo-i TO IO0G:HEHT HaIlT :RETURM

#1060 FOR MHMaITzld TO S8 :NEXT HALIT: RETURN

HZ268 FOR MalT=1 TO 108:HNEXT MAIT:RETURMN

THOO GRAPHICS O8:POKE 752,1:POKE 710,48:P0OKE 82,2:POKE 201,92

FAGE 5S4



— Zaeas ? ""'Kidd Use the EERGL] or bButton To':? :? " hig
hlight your choice below, then*
repia 7T % P press the EEIPLERI button.*:FOR ME=® TO S:POKE 53
279, ME: NEXKT ME:GOS5UB I1080:SEL=11
0820 POSITION SEL,SEL:? [JdOCEEDESED OIS
30168 BUTTONZSPEEK(SIZ793 1 IF BUTTON=7 THEN X0100
FZOl1le LGOSUB XZBO@G:IF CHOICE=G6 THEN Z1S60
F@1280 SEL-SEL+2:XF SEL?LS THEN SEL=11:GOSUB 1080 :GO0TD 06206

EBALITD LF SELT1FT THEN GOSUR I1060:POSTTION 11, SEL:? SCIEIGEIEN
—[IMIERR : GOTD I0iee

EB1ae IF SEL=15 THEN GOSUB 31000 :POSITION 11,SEL:? “[HICEETN

MEGOEGCTT " : GO0TO Ialed

FTHLSO GOTO TOLOS

1O POSTITION 1L.11:7 “"RERUN THIS PROGRAM'':? :7? ,“RETURN TO
— BASTIEY:? :? ,"“RUN MENU FROGRAM' :RETURN

Z1LSOO TRAF I0000:POKE 201 ,16:XF SEL=15 THEM 2 “K'“:2? 3172 ,% LO

BBING HEHL :RUN “D:MENU': TRAFP 40000

FTALSAN IF SEL=1T THEN GRAPHICS @:7 :% "BasIo

Z,8:TRAF 40000 :END

Z1SZO TROFP 40000 : RUMN

TZOOD GOSUB ZZ200

HZOLHB CHOLCE=SBUTTOM:BUTTON=PEEK(SIX2792 :XIF BUTTON<>7 THEM 326

ie

2186 GOSUB I2280:RETURN

T2ZOB FOR ME=-@G TO S:POKE SIZ79 . ME:MEHXT ME:RETURM

F "XIS'; :POKE 75

FAGE S5



8 REM FORNEHXTY (¢ 1282 by Jerry Hhite {63821

218 GRAPHICS A:POKE 559 ,.60:DIM NAMES(12) ,FNSC14) ,K5¢1) ,BLS5(C20
2 :BLS . TISETCOLOR 2,8,0

Z12 DIM LAISCSO0) ,LZ5(S03 , LIS CI11I ,LA4SCI1) L5 C10I 1LIS=""1683 HNEH
T L2:L45="184 NEXT L1*":L.5$="'185 RETURN'"

Z2Z® ? P [ _FORNEHKT PROGRAOM UOGRIGHLES : LUEE-SEEE-SEIIvES-% ] b8 g
RTION variable (8 thru 143" : 7?7 "“‘even nNnumbers only. '

Z2IB8 7 ;7?7 ""PITCH-any number from 08 thru 255 .'":7 "‘Me will Cchan
g9€e the pitch in loop L2Z.°*

Z4® ? :7 "Li=Outer loop 1 YOLUME,":? “"Type any integer from

@ thru 15':7 "4t prompts FROM, TO, and STEpP.*

Z2S@ 2 7 LZ-Inner loop 2 PITCH.'":7 "“"Type any number from 06

Thry 2Z5%*:2? "4t prompts FROM, TOo, and STEP.

Z68 7?7 3444 HITEEENCLCTCAEMRCNIAEL ' ; : POKE 53279,0:POKE 559
¥4 :POKE 764,255:P0KE S3X279,8

262 XF PEEK(764) =255 AMNMDO PEEKCSI2Z792=7 THEN 262

278 GRAPHICS @:POKE $59%9,8:?7 :17 ,EEUITTTIIATSSSEE:

280 POKE 752 ,1:C=RNDI(BI®16:REPEAT=O:POKE 764,25S

298 SETCOLOR 1,C,8:5ETCOLOR 2,C,8:SETCOLOR 4,C,.0:POKE 752,08:
FOKE 559,34

ZBa POSITION 9,3:7 “TYPE DIST v :TRAP I208:IMPUT D:TRAP 40
[<1:T5)

X168 IF pD=6& OR D=2 OR D=4 OR D=6 OR O=8 OR D=18 OR D=12 OR D=
14 THEHW 360

X260 POSITION 9,%:7 BLS:GOTD I06

THO POSITIOM 9,%:2 “TYPE L1 FROM "; :TRAP IB:INPUT FL:TRaP 4
[s1: X X

T78 IF FL{16 AMD F1>-6.081 THEM X908

TBH GOSUB 14008:FPOSITIOM 9,5:7 BLS$:GOTD X606

290 POSITIOM 9,7:7 “TYPE L1 TO " TRAP 410:INPUT Ti:TRAP 4
[=Y<Y:-1:]

400 IF T1<16 aAND T1>-0.081 THEN 420

410 GOSUB 14600:POSITIOM 2.7:7 BL$:GOTO 398

4268 POSITIOM 9,9:7 *“TYPE 11 STEP " :TRAF 448 :INPUT S1:TRAP 4
eeao

48 IF S1<16 THEN 450

446 GOSUB 1480:POSITION 2,9:7 BL$:GOTO 426

450 POSITION 9,11:7? “"TYPE L2Z FROM "; :TRAP 4760:INPUT F2Z:TRAP
460600

468 F2Z=INTC(F2) :IF F2<{256 AND F2>-~-1 THEMN 480

4768 GOSUB 146860:POSITION 9,11:7 BL5:GOTO 4%5@

488 POSITION 9,13:7? *"TYPE L2 TO U :TRAP S00:IMPUT T2:TRaAP
460600

498 IF T2<{2%6 AND TZ>-1 THEN S16

S668 GOSUE 14080:POSITION 9,13:7 BLS$S:GOTO 4860

S16 POSITION 9,15:7 “TYPE LZ STEP *;:TRaAP S3I0:XINPUT S2Z2:TRAP
406008

528 IF 52<2%56 THEN Sa06

530 GOSUB 1400:POSIXTION 9,15:7 BLS5:GO0TO S18

548 GOSUB 720

S5@ S0UMD 0,0,08,8:P0KE 82,%5:7 CHRS$(1253 :POKE S559,0:P0KE 752,
1

Y- B R  YOUR _SOUND SUBROUTINE : (LR

S76 LIS=161 FOR L LIS CLENCLASI+IDISSTRSCFA1D tL1SCLENCLASY +
1= TO v

S88 LAISCLEMILASI+HIISSTRECTAD :LASCLENCLAISI 1D =" STEP “9: 1S CLE
MCL1S2 +13=5STRSLS1>

598 LZ5=10Z FOR L2125 CLENCIL25) +12=-STRSCF2) IL2SCLENCL2S) +
L3 = TO e

600 LZSCLENCL 2SI +AI=STRSETRZI) (LZSILEMCIL2Z2S5)+1232="" STEP *“:L2%(LE
MCLZSD+12=STRS (523

618 7 1L1S$:7 L25:? LIS:? LAS:7? L5$:PDKE 82,5:7 :POKE 559,34

628 FOR TIME=1L TO I :POSITION S, 18:7 TYeP 1 TO SAQVE SUBROLY
DT 7 T Y L TrS T
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630 2 -.‘ZFIEHHJEIZIiIIEHEEIDIEEE-"" I-ﬁﬂlalmitlﬁﬁiﬁﬁ-
IFoROMETERS _LEEEEY TYPE & TO EXTY L

€40 FPOKE 7S5S5,%:FOR DELAY=1 TO 168:NEXKT DELAY

656 POKE 7SS ,2:FOR DELAY=L TO 18:NEXT DELAY:NEXKT TIME:SOUND

@,9,0,0:PO0KE 764,25S

668 POKE 82 ,2:POKE S%S9,34:CHOICE-PEEK (7643 : IF CHOICE=2Z5S THE
M 66@

665 IF CHOICE=26 THEMW REPEAT=REPEAT+1:GOTO 1266

€7@ IF CHOXCE=3I1 THEM 5040

688 IF CHOICE=29 THEW X0&8006

690 IF THEN 88a

788 IF THEN 278

718 FOR TIME=1 TO 10:POKE S5XI279,6:NEKT TIME:GOTO 640

728 FOR Li=F1 TOo Ti STEP S1

7386 FOR LZ=FZ T0O T2 STEP 52

748 TRAP 760:SOUND 9,1L2,0,.L1:TRAP 40000

750 HMERT LZ:NEKT L1:REPEAT=G:POKE 764,285 :RETURM

E B AR W INVOLID SOUND. TRY aGaIN. _ LERCYUIN] [V IR I

#7686 FOR DELAY=1 TO ZSO:MEHT DELAY:RUN

H#E60 TRAP 1060:LPRINT ' SOUND SUBROUTINE":LPRINT :LPRINT L
1S:LPRINT L25:LPRINT LI5S:LFRINT LAS:LPRINT LSS

&18 LPRINT :TRAF 40006:G0TO0 550

DB 2P Rre:2 7 e YOUR SHBROUTINE WILL BE LISTED TO':? :7 D
ISK DRIVE 1. INSERT DaTa DISKETTE.*
P18 F 7 TYPE FILE MNaAME THENM PRESS [[#FHILIT):? :POKE 764,255:

THPUT MHMAMES

P20 LHNZTLEMWM(NAMESY? : IF LN-6 THEMN 3216

SXB FHS=ZUD " :FNSCLENCFNS) #1412 =NAGMES : TROP 11688:CLOSE HBLIO0PEN 1
,8,8,FN%

948 7 :? LAS:1? HALAS:? LZS:? H1;L25:7 LIS:? HL;LIS:? 1457

BL;L45:7 LSS :? HA;LSS:CLOGE #HL:GOTO SS6

1eea 72 KF*:? :2 *¥YOUR PRINTER ISN'T REabDvY'*:7? :17 “*“TYPE 1 TO

FRINT R 2Z FOR OFPTIONS'':POKE 764,255

181 IF PEEKI7642-2%5 THEM 1610

182€@ IF PEEK(7654) -1 THEN #0608

19380 IF PEEK{(7642 -3 THEN 5506

14 7 7 LGPLEASE TYPE 1 OR Z":GOT0O 1018

1186 ? Litr? 1?7 X MHAOS UMaABLE TO LXIST YOUR SUBROUTIMNE ' :? @7

ONTO DISK DRIVE 1.

111e FOR DELAYZ1 TO ZSO:NEXT DPELAY:CLOSE H#1:G0TO 55é

1288 7 'KRiF4FS 7T TYPE 12 TO REPEAT ORIGIMAL SOLUNDB' :? @72 'TY

FPE 2Z2 TD 0ISABLE SCREEN INTERRUPTS'™

1z218@ 2 17 "TYPE I TO0 REPEAGT SOUND MWHILE THE':7?7 “"CURRENT %S0UNM

O COMMAND IS DISPLAYELR' :POKE 764 ,25%

121% XIF PEEK(764) -29%5% THEMW 1215

1228 XIF PEEK (7?7642 =31 THEN REPEAT=-REFPEaGT+1

1236 1IF PEEK(764)-Z8 THEN REPEAT-REPEATH+1

o

1248 IF PEEK (7642 <>26 THEN POKE 764,255 :GO0SUB 14008:G0TO0 1215

GOTO S40
FOKE 5592,.8:G0T0 5S4

12568 TRaAP 14860 :GRAPHICS 18:FOR LA1=-F1 TO Ti STEP S1:FOR LZ-F2
TO T2 STEP SZ:50UND 6.L2,D.L1L

1268 POSITTION 2,4:7 HGE:;"SOUND @, " ; INTKL2) ;""" INTLLD? ;' , " INT
CLLY ;" TIMEHRT LZIiMEHT L1t

1278 SOHND 6,0,.0,08:GRAaPHICS O:5ETCOLOR 2,0,08:POKE 752,11 :POKE
764 ,25%:7 ::GOTO S50

1408 FOR K=1 TO 1Z:FPFO0KE S3I2Z272,.0:HMEXKT H:RETURN

188 ? :? L3 X COULDN'T FIND THE MENU PROGRAaAM.' :? b IMSERT
PROGRAM DISKETTE" :? "¢ PRESS ENWIAR MHEN READY';

1518 IF PEEKISI2Z2793=6 THEN 636

1S2Ze GDYVD 15109

T8B0 GRAPHICS B:POKE 75Z2,1:PO0KE 710,48:P0KE 82,2:POKE 201,°9
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Taeos 7 ""'KRid43d Use the or huttaon to'":? 1?7 * hig
hlight vyour choice below, then'

TOQRLE ? :? P press the EANETGEEI] button.*:FOR ME—-O TO 8:POKE 53
Z79,ME: NEXT ME:GOSHE X190006:SEL =11

X626 POSITION SEL,SEL:? “XNMNFCEWGIEGIAYY

30106 BUTTONSPEEKC(SI279) :IF BUTTON=7 THEN 3IX8lio0a

TB119 GOSUB 3I2000:IF CHOICE=6 THEN 3150806

TR120 SEL=SEL+2:IF SEL>L1S THEN SEL=11:GO05UB X168608:G0T0 6626

XIB1IB IF SEL=13F THEN GOSUB XT1060:POSITION 11 ,SEL:7? *TERDTITEN

(ST : GOTO Iei1ee

ZE146 IF SELT15 THEN GOSUB I1080:FPOSITION 11,SEL:7? ' [FIVEITAN

BT : GOTO I8160

X@e158 GOTO Ieiaa

10080 POSITION 11,11:7 "RERUM THIS PROGRGM':7? :7 ,“RETURMN TO
BASIC*:? :7 ,L,"“RUN MEMI PROGRAM':RETURN

1590 TRAP 30000 :POKE 261 ,10:IF SEL=Z1S5S THEMN 2 'K :3 :7 _ v LQ
ADING HMENU'":RUN ""D:MENLU':TRAF 408000

I1LS516 IF SEL=1F THEN GRAPHICS @:7? :7 “BAaSIC":? “I5;:POKE 7S

2,8: TRAP 406680 :END

I1L520 TRAP 40000:RUN

T2000 GOSIIBE IZ2200

XZ018 CHOICEZBUTTON:BUTTOMN=ZPEEK(SIZ?23 :1XF BUTTON<C>»7 THEN 320
1ra

FT21080 GOSUB I2260: RETURN
X226 FOR ME=8 TO 8:POKE 53279 ME:NEHXT ME:RETURNM
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@& REM POKSOUND (c3 1982 by Jerry wWhite [7/712-82]

166 FOR ME-1S36 TO 1S5S74:REAQD IT:POKE ME,XT:MEXT ME:GOTO 60

126 POSITIDN ©,2:7 RG> ' :¥=2

138 FOR ME=-9 TO 8:POSITION 1, ME+2:7? RB6;53I760+ME;""="';NIME) ;*
80BARAAA :NEXT ME:GOTO 140

1EZS FOR ME-@ TO S8:POSITION 1L,ME+2:7 HNE6;SI760+ME; : NEXT ME

146 POSITIONM @,11:7 16 ;" select location b

158 S5=STICK LAY :IF S=15 AND STRIG(A8) AND PEEK(764) =285 THEN 1

Sa

155 IF S=14 AND ¥>2 THEM POSITION ©,Y:? #®#6;' ":¥=Y¥Y—2:POSITIO

N 6,Y:7 #6;CHRSC{ID) : GOSUB 340

168 IF PEEK(7643=28 THEN IX%06

1796 IF PEEKI(7654)=332 THEN RUMN

1L860 IF S=1X aAaND Y<16 THEN POSITION @,Y:7 $6;" " :¥=¥+1:POSITI

OM 8,Y:7 R6;CHRS$S(IO) : GOSUB 40

198 IF STRIGCHA) THEN 156

208 GU=¥—2Z2:G0S5UB 3ISe

216 IF NOT STRIGC(O3 THEN 218

220 P2SI76+GCILS=STRSCP)Y :FOR ME=1 TO S:XTZASC(LSC(ME,MEY) X7

ITH+L28: LS (ME , MEJ SCHRS (XTI : NEXT ME

IO POSITION 1,Y:7?7 RH6;LS

Z40 POSITION B,11:7 16" change poke "

250 S=STICKCO) :IF S=15 AND STRIGC(6) AND PEEK(764) =255 THENWN 2

5o

ZS5S XIF S=14 AND MIGC) {255 THEN NIGC) =N(GCI +1

Z68a IF PEEKI?64) =28 THEN X920

278 IF PEEK (7643 =-33X THEN RUN

288 IF S5=1FT AND MNIGCI>O THEN NCGCI) =NIGCY -1

298 POKE P,NC(GCI :POSITIOM 7,Y:7 #H6;* MIPOSITIOM 7,¥Y:7 H6;N

€CGCH

Z95S BIN-UHUSRILSI6,NCGC) ,ADRCBINS2Y :POSITION 11,Y:7 836 ;BINS;

FOe IF STRIGCEY THEN 256

Xie GOSUB 3ISO6

TZe IF NMOT STRIGO(ES8)2 THEN X206

TIXO POKE 77,0:G07T0 135S

F4©® FOR ME-1 70 10:POKE S3I279,@8:P0KE S3I279,.8:MEXKT ME:RETURN

TSSO POSITIOM €,11:7 86 ;' release Trigger TIRETURN

X600 GRAPHICS 18:DIM MNCS8) ,LS$(S) ,BINSCS8) : POKE 712 ,144:P0OKE 710
,1S6:1POKE 709,14:POKE 708,28:BINS=' "

X700 POKE 711,190:7 136;° [POKENEE SOLUND (OER-EE- TSR d ¢ C i Ma 1] i)
ETS" ' : POKE 764,255S:S50UND ©,8,08,0

8B FOR ME=G@ TO 8:NMCMEI-O:NEHT ME:CLOSE BL1:0PEN #1,4,0,' 'K:*:
GOTD 120

X908 FOR ME=S3I?68 TO SI7668:POKE ME,O:MNMEXT HE

4600 DATA 1D4,104,104,133,2683,104,133,205,104,133,264,1660,0,1
62,8,16%,203,10, 133 ,203,32,27,6

410 DATA 202,208 ,245,96,176,6,169,48,145,204,7200,96,169,49,2
08,248

XOOOO GRAPHICS ©:POKE 752 ,1:POKE 710,48:POKE 82,2:POKE 281,79

FTOO05 7 “'mitd Use TtThe [EEETL] or EEHWALE] button to'':? 2 ** hig
hlight vYour choice below, then'
Zeaia 7 7?7 'F press the ERFTE button.":FOR ME=S0 TO B:POKE 53X

279 ,ME:NEXT ME:GOS5UEB I10006:5EL=11

Tepeze POSITIXON SEL,SEL:? ENTEEIFENIAT-IC"

TH10H0 BUTTOWNZPEEK(SIZ79) :IF BUTTON=7 THEMN 30100

ITH11e GOSUB 3I2000:XF CHOICE=6 THEM 31580

TBe128 SEL=SEL+2:IF SEL>1S THEM SEL-11:GO0SUB 31000:G0T0O IN020
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ZO13IO IF SEL=1X THEN GOSUB I1008:POSITION 11 ,5EL:7? “{IRIOGITIN

[TEE{R " GOoTD Iai1ae

81468 IF SEL=-1% THEN GOSUB 31008 :POSITION 11 ,S5EL:? “JILNIEIN

| PROGEOMESE=2:R N IS EY:]:]

@150 GOTO 01606

1000 POSITIOM 11,11:7 “"RERUN THIS PROGRAM ' :? :7 ,""RETURN TO
BASIC™:? 7 ,RUN MEHNU FROGRAM :RETURMN

15600 TRAP 3I0000:POKE 201,10:IF SELT1S5 THEN 2 “'Ko:?2 12 LD
ADTING MENUY:RUN "D:MENU‘:TRAP 40000

1518 IF SEL=1% THEN GRAPHICS 6:72 :7 "BASIC:? “"IS";:POKE 75
2,0: TRAF 46000:END

1526 TRA4P 40000:RUN

2080 GOSUB IZZ00

XZ016 CHOTCE=BUTTOMBUTTON=PEEK (SIZ2792 :IF BUTTONC>7 THEN 320

1le

X21868 GOSUB X2200: RETURN

I2200 FOR ME=0 TO 8:POKE SI279,ME:NEXT ME:RETURN
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6 REM KEYOFC (c) 1982 by Jerry HWhite [6/X/82]

128 GOTO 480

140 FOR HAIT=1 TO 2Z@@:HERT MAIT:RETURN

1668 COLOR 1:PLOT H+1,Y:IDRAMTO X+2,Y:PLOT H,Y+1:DRAMWMTO X+I,¥+
1

18@ PLOT H—~1,Y+Z:DRAWTO HK+4,¥+2:PLOT H-1,Y+3I:DRAKMTO XH+4,V+3
280 PLOT HK,Y+4:DRAMTO H+3 ,¥Y+4:PLOT K+1,¥+S:DRAMTO H+2Z,¥+5
228 PLOT H+4,Y—10:DRAMTO H+4,¥+2Z:RETURN

2468 FOR HOLD=1 TO SOA:NEXKT HOLD:FOR OFF=@ TO I:50UND OFF,8.,0
O INEXT OFF:RETURN

z6@8 2 °** PRESS aNY KEY TO CONTIMUE.'; :POKE 764,255

280 IF PEEK(764) =255 AND PEEK(S53I279)=7 THEN 23@

%680 GOSUB IS0:RETURN

20 7 ' PRESS ANY KEY TO CONTINUE.'"; :POKE 764,25%

T40 IF PEEK(764) =255 AND PEEK(S3I2793=7 THEN 348

I60 RETURN

8@ GRAPHICS 7:SETCOLOR ®,7,8:5ETCOLOR 1,12,.8:5ETCOLOR 2,2,1
2:SETCOLOR 3,4,6:SETCOLOR 4,2,12

498 COLOR 2:PLOT 20,20:CRANTO 140,20:PLOT 26,26:DRAWTO 140,2
6:PLOY 20,3I2:DRAWTO 140,32

420 POKE 752,1:PLOT 20,I8:DRAWTO 140,3I&8:PLOT 20, 44:DROKWTO 14
8,44 :RETURN

440 COLOR 1:PLOT H+3,Y+6:DRAHTO M+5,¥Y—1:PLOT H+7,Y+6:0RAMWTO
R+9,v-1

468 PLOT H42,Y+1:DRAWTO H+10,¥+1:PLOT H+2,¥+4:DRANTO H+16,Y+
4:RETURN

480 GOSUB IB@:? ,'* THE C SCALE*:? :? ,"C D E F G A B C"

508 K-40:¥Y-47:GOS5UB 1668:FOR VOL=160 TO 6 STEP -68.2:50UND 0,12
1,18,VOL:INEXT voL

§2Z6 COLOR 2:PLOT 3I3,S0:DRAMTO 48,50:GOSUB 140:COLOR 1

540 H=S50:Y=44:GO0S5UB 160:FOR VOL=10 TO 8 STEP -8.2:50LND @,18
B8,10,VDL :NEXT UOL:GOSUB 140

560 K-60:Y-41:GOSUB 160:FOR VOL=180 TO ® STEP —0.2:50UND 8,26
L 18, V0L INEXT UOL:GOSUB 140

568 X=70:¥Y=38:GOSUE 168:FOR VOL=10 TO 8 STEF —@.2:S50UND 0,51
,18, V0L I NEXT VOL:GOSUB 148

608 K=BO:Y=3IS:GOSUB 160:FOR VOL=18 TO 6 STEP —@.2:150UND ©,81
L10,VOL:NEXT WOL:GOSUB 140

€20 H=98:Y=3I2:GOS5UB 160:FOR VUOL=18 TO 6 STEPF —-0.2:50UND 6,72
,18, V0L NEXT VOL:GOSUB 140

649 H=100:Y=29:GOSUB 160:FOR VOL=16 TO @ STEP —-8.2:S50UND ©,6
4,18, VOL:NEXT VOL:GOSUB 140

668 X=119:Y¥=26:GOSUB 168:FOR WOL=10 TO 8 STEP -6.Z:50UND 6,6
©,18,V0L:NMEXT UOL:GOSUE 148

660 GOSUB 260 i

7868 7 ,"THE C MAJOR CHORD':?2 c + E + G

720 K=6€0:¥Y=47:GOSUB 160:FOR VOL=10 TO0 & STEP -8.2:50UND 0,12
1,10,VO0L:HEXT vOL

740 PLOT S5,50:DRAMTO 68,50

7680 H=8@:Y-41:GOSUB 1608:FOR VUOL=186 TO 6 STEP -@8.2:SOLND @,96
»18,VOL:INEKT wOL

780 R=10@:Y=3IS5:GOSUB 160:FOR WOL=18 TO 6 STEP —0.2Z:S50UND ©.8
1,18,V0L:NEXT V0L :GOSUB X280

800 2 7?7 :7 ,"SOUND ©,121,10,8":? ,“SOUMD 1,%6,16,8":7 ,*'S0U
ND 2,81,10,8"

826 SOUND ©,121,10,8:S5S0OUND 1,96,16,8:5S0UND 2,81,18,.8:G05U8 2
a0

#4086 GOSUB IZ20

XB8000 GRAPHICS O:POKE 752,1:POKE 716,48:POKE 82,2:POKE 201,%
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X000%5

? "K3+3 Use the [LERKFNT] or EIAMASN)] button te'*:? 1?2 " hig

hlight your choice below, then"

xoeia

? 7 b press the AR button.":FOR ME=HA TO S:POKE 53

Z79,ME:NEXT ME:GOSUEB I1060:5EL=11

Taeza
Te100
Tei1ie
81260

Teize
() O

Tei1L40

POSITION SEL,SEL:? “[HIATDENDCEERGEGIEY
BUTTONZPEEK(SI279) :IF BUTTON=7 THENMN 3Io0oi8a

GOSUB I2000:XF CHOICE=6 THENMN 321506

SEL=SEL+2:IF SEL>1S THEN SEL=-11:GOSUB I1600660:G0T0 360260

IF SEL=1X THEN GOSUB 3I10680:POSITION 11,S5EL:? IR
‘": GOTO 3I0106

IF SEL=1S THEN GOSUB JI1680:PO0SITION 11,5t :? CIEEIT

LIS " : GOTO 30100

XTai1s5a
10808

GOTO Iei1a0
POSITIOM 11 ,.11:7 *“"RERUN THIS PROGRAM :? 1?7 " RETURN TO

BASIC " :? 7?7 L, "RUN HMENU PROGRAM'':RETURN

X1s500
ADING
1510

TRaAF X006 :POKE 201 ,108:XF SEL-15 THEN 7 'K :? 172 LD
MENDB* : RLUN "'D:MENU'":TRAP 40000
IF SEL=1I THEM GRAPHICS @8:7 7 "BASITC':7? “"IS"; :POKE 75

Z,0:TRAP 400900 :END

I1520
Xzo00
X2010
i1e

Tzi1ee
xz2009

TRAP 40600 :RUN
GOSUE X220
CHOICE-BUTTOM:BUTTON=PEEK (5X2792 : IF BUTTONK>7? THEN 320

GOSUB IZ200:RETURN
FOR ME=9 T0 8:POKE 533279 ME:NEXT ME:RETURN
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© REM aTO0C <(c) 19282 by Jerry White [6/73-/782)
02203 =T :04=-4:05=5:06°-0.2:08=-8:01608=-10:012=12:Q1
TQA7=A7 QA= 19:020-20:Q22=22:02F=2X:026=26:029=29
838 40"40: 041 =41 : 042242

H ] 1N44-44:045-45:047=-427:05
TS5 =S58 7-S7 10606606464

tNR6E8=-68:0Q070-70: 07272

% O76=76:080=8H: 08181 :085-85:Q21=91:0295-95:0926-96:0102=102:
188103 : Q114 7°114:0121-121:0122=2122:;:0130-130:013I8-138: 01541
S 4

& QL7B-A78:0255=-255 Q256256 0300=-300:Q764=764:01808=-100:07=6

2@ DIM ZASCQ186) :GOTO 150

48 ZL-PEEK(S68) +PEEK{S612 %0256
42 ZM=PEEK(ZL4AQAX+PEEK(ZL4+OQSIMHOZ2SE:FOR ZW=0D1 TO LENIZAS) :Z2T=
G744+ LLASCLZOSCZMH, ZHI I -QIZ2IHNQE) I ZC=ZMFZYHQA4B+ZH4+ZH-O 1

44 FOR ZR=-08® TO 7:POKE ZCH+ZR*0Q408 ,PEEK(ZTH+ZRI : NEXT ZR:ZY-ZY+2Z
Z:NEXT ZH:RETURM

S8 COLOR Q1 :PLOT H+01 , Y:DPRAKWTO X4+0Q2,.¥Y:PLOT H,Y+QL:DRAMWMTOD X+Q
X,¥Y4+01

52 PLOT H-QL,Y+Q2:DRAWNTO H+04 , ¥Y+Q2:PLOT H—Q1L,Y+QI:1DRAMWTO H+Q
4,Y4+0x

X PLOYT H,Y+Q4:DRAKWNTO H+O0IX,Y+Q4:PLOT HHAQL,Y+QS:DRaWTO R+Q2, Y
+QsS

HE PLOT H+¥QA4,Y-OLl8:DRAMTO X+0Q4 YH+OZ 1 RETLURM

68 FOR HOLD-Q1 TO S@H8:MEHT HOLD:FOR OFF=-QOG TO Q3 :S50UND OFF,Q
6,00 ,00:NEXT OFF: RETURN

e 7ot PRESS ANY KEY TO COMTIMUE.''; :POKE Q764 , 0255

71 IF PEEKI(O764)-Q25S AND PEEK(SI2793=7 THEN 71

72 RETURN

868 GRAPHICS Q8:SETCOLOR 00,002,080 :SETCOLOR Q1,02 ,08:5ETCOLOR
072,02, 08 :SETCOLOR Q4,02 ,08:POKE 752,Q01:CO0LOR Ot

&1 PLOT 0Z2€@,0N020:DRAKWTO 03IN6G,0260 :PLOT 020,026 :DRAWNTO OI00, 026
FFLOT Q2Z260,032:DRAMTO Q300,03 Z2:PLOT Q208,038 :DRAMTO X606, Q38
&5 PLOT Q20 ,Q44:DRAWNTDO QIO0 , 0441 ZH=0LZT 1 ZY-12F5: Za$=""BASTIC CHO
RS :GOSUE Q40 :RETURN

168 FOR VOL=-0Q18 TO Q@ STEP —0Q6:50UNDP 0a,pP

Q10 , V0L :NEXT UOL:R

ETURM

150 GRAPHICS Qi7:SETCOLOR Q2,08,010:7 BQ7:7? BOA7:7 BQ7;" 5]
[ELECT CHORDIIFE-ZEET I Rl BY MNMUMBER'':? Q7

166 7 HO7:? 1O7 1= MRS : 7 #Q7:7 #a7z;* 2= CEY
178 2 BO7:7? Qa7 T= WO 1?2 #Ha7:7 naz;"" 4= [T
o O R

186 2 BO7:? #MA7;* S C 1t MO ) ORKE

268 7 HBO7:7? 107 6= CEOANEEEI:P=010:GO0SUB Q1604

#1686 POKE 0764 ,02S5S:CLO0SE #OL:0PEN #01,04,00, K:":GET 201, GC:

CLOSE #1001 :GC=GC—48

215 IF GC=G7 THEN I&00a

2zZz8 XF GCd03 0OR GC>X0RS THEWN 218

23 GOSLB Q80 :0N GC GOSUE T100,3490,3700, 300,700

Z48 GOTO 156

TOB Za$="THE C MAJOR CHORD'':ZK=Q12:ZY=Q75:GOSUB Q48:7 ,''560
SOoOUMG 8,122 .16 ,2"

448 ZASZ=UC" I ZH=-O16:ZY=0SS:GO0S5SUE 0Q40:PZ02121:G05UB 0100 : X=013a
PYTR47 :GOSUB Q56

468 FLOT G122, 050 :DRAMWTO Q133 ,.'3530

Sea ? L VS10 SOUND 1,96,168,2":ZASSEY I ZRATR19:1ZY-0S5:GOSUB Q40
TPFTO96: GOSUERE OL1Lea

5XI6 H=-QLS4:Y=-Q41:GO05UB QS8:7? ,""528 S0UND 2,.81,108,2':ZaS5=""'G"'"":
ZH=Q2Z2:2ZY=QB85:GO5SUEBE Q40

BZe PZO814:GOSUS Q18 :HM-OQ1L78:Y=-Q3IS: GOSUB 58

G50 FaSTCHE4AGSC MAJORY : ZK=Q1I: ZYy=09S5:GOSLUB D4a
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BEB SOLUND 08,0121 ,.010,02:50UND 01,096,016 ,02:350UND> 02,081 ,01
8,02:G05UB Q68 :GOS5UE Q70 :RETIIRM

7808 ZaS:-"THE CH HMaAaJOR CHORD'' :ZX=Q12:ZYy=0Q75%:GO0SUB 046:7 ,"'500
SOUND &,114.16,2":Za5=" S IZH-01LE6: ZY =055 :G0O5U8 Q40

"42Z PZQ114:GO05UB 188 H-O1IQ YT R47::GO05UB OSH:PLOT QLZ22,0%0:DR
IMTO DLITE, Q50

FEB TnS MU ZIRTDA? 1 ZY=047 :GOSUEG Q497 L,Si1a SOUND L .91 ,18,2%
PZAaST FM I ZE=0R1I9:: ZY-A5S5 GOSUBE 040

28 PoOQ2L:GO05UB Q10 H=N154:¥Y=0IB:GOS5UE Q5a:? ,"526 SOUND 2,
fG.10@, 2

P18 ZASZUGH" 1 ZKH Q221 ZY-OSSIGOSUE Q046 :P=Q76:GO0SUEB Q0100 :K=QL78
PYSTRINIGOSUE OS5e

G40 TP ZHTQ2Z2T ZYSRIGS GOSUE Q4090 : ZAaSTCHAF4GR-CH MAJOR': Z
Hz@Q1I: &Yy -025 1 GO05%UEB Qa0

2660 SOUND 08,0114, 010 02 :SOUND 21,091,0168,02: 50UND Q2,076 , 01
6,02 :GO0%U8 060:GOSUEB Q76 : RETLRN

X108 Zas: THE A MaJOR CHORD'" :ZH-0Q12:ZY=Q75:G0S5UB (40:7 ,''S566
SOUNDG 8,772,188 ,2" 1 7a45="a":ZH-Q1L6: ZY=-Q55: GOSUB Q40

¥142 FOR VUOL=Q16 TO 08 STEP —06:50UND 08,072,010 ,V0L HEXT Ud
L:KzZRIAIXIB: YoQIZ:GO05UB Q587 L5168 S0OUND 1,57 ,.18,2°'

218 ZASTUCHIZH-DOQLDP I ZYC-OQSS:GOSUB Q48 :FOR VOL=018 TO @8 STEP
~RG:BOUND 08,057,018, V0L HEXT V0L X-QiS4:¥Y=0QZ6: GOBUB Q56
J246 ZOaSTUR I ZH-OZOIZYTOZEIGOSUS G46:7 ,'"'S26 SOUND 2,47 ,10,2
trTas BV Z NZ22:7¥y=055:GO05UB 049

FZ26 FOR VOL-OQ1H8 TOo 08 STEP —0G6:50UND 08,047,016 V0L INERT VO
tRZQA78:1 ¥ =-QZ: GOSUEBE O%6

TS0 ZoaSz"A+CHAE=SOG MAJIORTIZH-01I:ZYy=035:GOSUB 046

TEB SOUND 00 ,072,.01@,02:S50UND Q1,057 ,018,02:50UN0 Q2,047 .01
¥, 02 :GOSUE Q060:GOSUB Q780 :RETURNM

I4880 Za$=""THE af MaJOR CHORDR' 1 ZK=Q1Z2:2Z¥Y=Q75:GO5SUEB Q48:7 ,''50
6 SOUND 68,68,18, 2" ZaS="ag"":ZX-016:ZY¥Y=-055:G0%UB 040

442 FOR VOLZ-OQLiLEe TO 08 STEFPF —DRQ6:50UNMD 060,068,010 VOL MNMEXT VO
LiHZQAZIR: YOI GOSUB QS50 : ZaAaS-""N: ZH=-ND17:ZY=-0Z2:GO05UB Q48
IS5 7 L5109 SOUND 1,53 ,10,Z2:ZaAaS$T" D" iZH-QA9:ZY-O05S:G0SUB Q4
6:FOR VOL=Q18 TO 08 STEP —06:%30MNMD Q8 ,0%3,018,V0L iNEXRT vOL
FSTO HTOL1S4:Y=02F:GO05UB O5H9:7 ,"'"528 SOUND 2 ,4%5,16€,2 ' :ZaS="'F"
ZH=ZNZ2:ZY =055 GOSBLUE 040

6Z8 FOR LOoL=-016 TO 08 STEP -6 :S0OUND 08,045,010, U0L :NEXT VO

2

-

W

LiM=RAT7TB :Y—OAL7: GOSUE 0SS

FESO ZasS='raRntD+Fzait MAaJORY :ZH=Q1I: Z2Y =025 :GOSUB Q48

TE6HR SOUND 009,068,016, 02:50UND 01,053,010, 02:50UN0 02 ,04%,01
€,02:GO05UF Q60 :G05UB 070 : RETLURN

X780 ZAST=""THE B MAJOR CHORD'":ZH=-Q12Z2:ZY=-0O75:GO0SUB Q48:7?7 ,L'"'586a
SOUMD 8,644,108 ,2":ZASTY B ZXH=-016: ZY-O0SS :1GOSUEBE Q40
X742z FOR VOL=-Q16 TO Q6 STEFP —D06:S0UND 00,064,018, V0L :NEXKT VO
L:H=ZQAZO : Y2023 :6GO0SUE Q568 :7 ,"S16 SOUND 1,560,168 ,2"

FEHELO ZAaS="DRIZHTOL?:ZY-OQS55 :GOSUB Q40 :FOR UvOL=-0108 TO O STEP
—Q6 : 30UND Q8 , Q50,0189 , VDL tNEXT VUL (X015 4:Y=-0Q23:G05UB Q%50
AB40 ZAaS=""RVIZH=-0ZH 1 ZYTOQI2I1GOS5UB Q48 : 7 L,'5Z68 SOUNMD 2 .42 ,16,2

'FRY I ZH-OQRZ2: ZY =SS :6G05UB 48

I3z FOR VOL=-016 TOo 06 STEP —D0Q6:30UND Q60,042,010 ,V0OL :NEXT VO
LIX=ZRL78:Y-0QA7 :GOSURF Q5 :ZaS-'""®H ' 1 ZH-Q2Z2I:ZY=QL7 :GOSUB 240
XS ZASTUBIDPHRAFH=B MAJOR" :ZH=-QLZ: ZV=025:G05UB8 Q48

AFIEH SOUND 08,064,010, 02:50UNE 01,050,010 ,02:50LUNE D2 ,.042,Q1
8,02: G038 060 :GO0SUE Q78 : RETURN

30008 GRAPHICS O:POKE 752 ,1:POKE 7160,48:POKE §82,2:POKE 2081,9
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ZAS 7 "Ki+d Use the [MGEENL] or FHAWMAR] button to'':? 7 ** hig
hlight wour choice helow, then'

*eeia ? 7?7 ") press the EATLEI button.':FOR ME=9® TO 8:POKE 53I
279 ,ME!NEXT ME:GOSUB I10008:SEL=11

¥@82ZH0 POSITION SEL,SEL:? "[[EITCERDF&ESENRGIET-T0

Z@1660 BUTTONZPEEKCSI279) :IF BUTTON=7 THEN 308108

ZH1180 GOSUB XZ2000:IF CHOICE=6 THEN Ii1S00

¥81260 SEL=-SEL+2:IF SEL>1S5 THEN SELT11:GOSUB I1608:GOTO 3I06ze

2

r8138 IF SEL=13 THEMN GOSUB 1986:POSITTION 11,SEL:? “IEHIECEES
0 " :GOTO I0L08

01408 IF SEL=1S THEN GOSUB 3I1006:POSITION 11,SEL:? IR

MY : GOTD Z8166

TBLSH GOTO IV166

%1980 POSITION 11,11:7? ""RERUN THIS PROGRAM':? :? ,RETURN TO

BASXC:? 7?7 ,"RUNM MENLU PROGRAM'':RETURN

F1S50O TRAP IGOGO:POKE 201,10:IF SEL=15S THEM 2 "'K¢:? 2 L' 10

ADING MENU' :RUN *"D:MENU":TRAaP 40000

F1510 IF SEL=1I THEN GRAPHICS @8:7 :?2 “BASIC':? "XS'"; :POKE 75

Z,0: TRAP ADBO0:END

%1520 TRAFP 40800 :RUN

IZO00 GOSUB 32200

¥20160 CHOICE-BUTTON:BUTTONZPEEK(S5I279) :IF BUTTON<>? THEN 320

10

*2100 GOSUB I2200:RETURN

X2200 FOR ME=-9 TO 8:POKE SI279,ME:NERT ME:RETURMN

2
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@ REM DPTOG Cc) 1982 by Jerry Mhite [6/7Z3/782)]

F OO 01110221033 :Q4=-4:05=5:06=-80.2:083=-8:0168-10:0Q012=-12:01 _
(A=AII QL6116 :QA7=127:Q19=-12:Q20°-20: 02222 : 02323 :Q26=26:029=-29
1R3I2=3F2

4 QIS=XS:1QIST-IH:040:-40: 04141 : Q042242 : 04444 :0Q045545:047:-47:0%5
=50 :NS5I-SI A5S-S5 105 7-S7 1 060-60: 06464 :068=68:Q07a270: 072272
sQA75=785

S Q76=76:080=-00: 061 =-81:10895-"85:0921 -1 :QIS=9F5: 0962601022102
01681068 :0114=-114:02121 =123 101222 22:Q012X613H0:138=-13IH5:01541
54

€& QA78=-178:0255=25F :0256=-2S6:030900-30080:0764=764:0100-1688:07=6G

26 DIM ZASI(Q1AO) : GOTO 150

40 ZILZPEEK(SG60) +PEEK (5611 %Q256

a4z z PEEKC(ZL +04) +PEEK CZLAQSEIHNZHSEGFOR ZH=N1 YO LENCZAS) : ZT=
H7X4 4+ LCASCCZASC(ZH, ZHWI I —QIZ2I OB  ZCTZMHZYH Q4B+ T H+ZH-OL

44 FOR ZR=0QO TO 7:POKE ZCH+HZR¥QA40,PEEKI(ZTH+ZR) :NEXRT ZR:1ZY=ZVY+Z
Z:NEXKT ZH:RETURN -
S8 COLOR Q1:PLOT H+Q1,Y:DRAMTIO H40Z,Y:PLOT H,¥+01:DRAMWNTO H+Q
X,Y 0

G52 PLOT H-Q1,¥Y+QZ:DRAMWTO K+Q4,¥+02Z2:PLOT H-QL,Y+ORI:DRAHTO X+0
4,v+03

ST PLOT H,Y4+04:DRAMTO H+0I,¥Y+R4:PLOT H+0Q1l ., Y+OS:DRAMTO H+Q2Z,Y¥Y —
+0S

5% PLOT H404 .Y~ Q10:0RAMTO H+04,Y+02: RETURN

£0 FOR HOLD=01 TO SAO:NMEHKRT HOLD:FOR OFFzQE TO OIX:S0UND> OFF,Q
5,008,008 :NMEXT OFF:RETURN

7o 7 PRESS AONY KEY TO CONTINUE.'; (POKE Q764 ,025%

71 IF PEEK(O76432=0Q2Z5S AND PEEKI(SIZ792=7 THEHWN 71

7Z RETURN

80 GRAPHICS Q8:53ETCOLOR Q0,022,008 :SETCOLOR 01 .,.02,00:SETCOLOR
0Z,02,08:5ETCOLOR Q4,02,08:POKE 752,01:COLOR Q1

81 PLOT Q20,020 :DPRAMTO 0I00,020:PLOT 020,026 :0RANTO 0306 ,026
tPLOT Q26,032 :DRAWNTO IO, QIZ2:PLOT 020 . 03I8:DRAWTO Q3060 , QIS -
85 PLOT Q20,044:DRAWTO O0IN0 ., Q44 :ZH=-QL1I:ZY=125:ZAaS=""BASIC CHO
RDPS":GOSUB N40:RETURN

166 FOR YOL=016 TO 08 STEP —-06:S0UND 0O0,P,010,V0L :NEXT VOL:R
ETURMN

158 GRAPHICS Q17:SETCOLOR Q2,08,Q012:7 HQ7:7 ©@Q7:7 BO7 ;" B8
[ELECT CHORDIERCEE.ItFaril BY MNUMBER":? RQ7

160 27 #BO7:7 HOa7 1= FMGEBLL::? Be7:7 BO7;" P 1
CHIa-

12 7 #7777 L7 17 O BOF T BT FENNF M
[0 ORI

186 ? BOQ7:? RBO27;" S (G 0 BHO7:? HQ7Z; &= [FEEL
WL : 7 o7 :? a7 G Mo.10 R

2060 7 HB0e7 7 a7 8= PINTEEGRID:P=010:GOSUHB Q104

218 POKE Q764,025S5:CLOSE HOL:0PEN BOL,04,00, K:" " :GET #0G1, GC:

CLOSE #01:GC=GC—48

Z1% IF GC=08 THEN X066 —
#Z® IF GC4{a1 OR GC>7 THEMN 216

238 GOTUEB 086 :0M GC GOSUB 1000, 1300,1600,1900,2200,2500, 2800

248 GOTD 158 B
1988 ZaST""THE D MAJOR CHORD":ZH-OQ12:ZY=Q7S5:GO0SUEB 040 : 7 ,'S0e
SOUND 1,108,109 ,2 745" ZH =016 ZY0Q5S

1842 GOSUE Q40:P=-O108:GOSUE 0100 HTQLIN: Y044 :GOSUB QOS5a: 2
S16e S0OuUND 1 ,8% .10, 2

1149 ZaSTUFHYCIZKTO0192:ZYo0S5S 1 GO5UHEB Q40P R8S:GOSUB Q1A : H=-01LS
A4:Y-RIHGOSUE Q%9 -
1140 ZASZH 1 ZRT0ZR: ZY-0IHGOSHEB 46 :7 'S 20 SOLND Z,72,.16,2
I ZASTTAM I ZHEQZZ I ZY QS5 GOSUE Q40

1226 PQ72:6G05U8 Q188 : HoDI7H:Y2QTI2:605U8 QS0
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L2509 ZAasSSUDHFH+ATD MAJSOR':

17260 SOUND Q8 QI8 , G316, 42 : 50UMD 0L, 08% , 2

1B,Q2:GOSUB D50 QPR IRE VRN

B n A L Em Y [P CHORYG TR E Y v RIS a@ L, B

WOSOUND @, 182, A%, X0 = 4B 3 E VY 85 Geo

1342 P=Q102:GO05UB Q10O H=-QI3IB:Y=Q44:GOSUB Q§9.205L"ﬂ":zﬂrﬁl?

ZY=ZQ44:GOSUB Q40

400 ? ,'S16 SOUND 1,81,10,2":ZAS="G :ZH=0I12:ZY=055:GO05UB Q4
tP=Q81:GOSUB Q10880

430 HTQLS4:1Y-QIS:GOSUB QSA:7 ,'"S20 SOUND 2,68,10,2':ZasS="a
ZH=Q22:ZY-0Q55:GOSUB Q40

1520 P=-Q68:GOSUB Q100:XK-0178:¥Y-0X2:GO0S5UB QSO:ZAST= '8 ZH=QZ3I:

ZY=QI2:GOSUB Q40

1550 ZASS'DRIGHANR=DIE MAJOR: ZH-QL3:Z¥=-095:GOSUB Q40

1560 SOUND Q9 ,0102,010,02:50UND Q1,081,010,02:50UND Q2,068,Q
18,Q2:GD0SUB N60:GOSUB Q70:RETURN

1600 ZAS=""THE FE MAJOR CHORD":ZH=01Z:Z¥=Q75:GOSUEB Q40:7 ,""S500
SOUND 8,996,180 ,2 " : ZAST E" :ZK=016:ZY=-0SS:GOSUB Q40

1642 P=09%96:GOSUB N100:X-Q130:Y-Q41:GOSUB QS0:7 ,'S10 SOUND 1
, 76,108 ,2°

1710 ZAS="GH I ZRK-OLI:ZY=OQSS:1GOSUB Q40:P=Q76:GO0SUB Q190:XK=015

41 Y=0IS:GOSUB 0S5O

1740 ZAaS="1":ZH=Q20:Z¥Y=03I

i ZAS="B:ZH=-Q22:ZY=06E5:GOSUB Q408

1820 P=064:GOSUB Q100:X=—Q178:Y=-Q29:GOSUEB QSO

1850 ZASTUE4GHIBTE MAJOR" I ZK-QLX:Z¥Y=Q95:GOSUB Q40

1860 SOUND (8,1%6,010,02:50UND Q1,Q076,Q010,02:50UND Q2,064 ,01
®,02:GOSUEB O60:GOSUB Q70:RETURN

1908 ZAS='"THE F MAJDR CHORD":ZH=-QL2:Z¥Y=075:GOSUB Q408:7 ,"580
SOUND 8,91,10,2"  ZAS="F " 1 ZH=-QL6:ZY=-05S:GOSUEB Q46

1942 P=-Q91:GO0SUB Q10O :X=0136:¥Y=-0I8:GO05UB QSH:? ,"S168 SOUND 1
,72,108,2°

208010 ZAS=TAMIZH-O19:ZY-OSS:!GOSUB Q40:P-072Z:GOSUB Q100:X=0154
1 Y=0Q3I2:GOSUEB QS50

21808 7 ,'S20 SOUND 2,60,10,2:ZaS-"C 1 ZH-Q22:ZY=0Q55:GO05UB Q4
8:P-060:GO05UB Q108

2130 H-Q178:¥Y=026:GOSUB QS0:ZAST"F+A+CTF MAJORY  ZR-Q1X:Z¥Y=03
S:GO0SUB G40

25168 SOUND 08,091,010, 02:SO0UND 0Q1,Q72,010,Q2:50LND Q2,060 ,01
8,Q02:GOSUB Q6N :GOSUB Q70 :RETURN

2200 ZAS=""THE FH# MAJOR CHORD":ZH=-Q12:Z¥=Q75:GOSUB Q48:7 ,"Se
@ SOUND 0,8%5,10,2":ZAS=""FH":ZH=-Q16:ZY-AS55:GOSUB Q40

2242 P=-08S5:GOSUB Q100:X-Q13I8:¥Y-QAIBI:1GO0SUB QSO :Zas5=""M"":1ZH=Q17:
ZY=QIB:GOSUB 040

2XOO0 ? ,'S10 SOUND 1,68,10,2":ZAS=U AR :ZX=0Q19:Z2Y=05%:GOSUB Q

40:P=Q68:GOSUB Q1@

233O H=OLS4:¥Y=-QIZ2:GOSUB Q50:ZasS='""I":ZXK=020:ZY=-QIZ2:GOSUB Q40:

? L5260 SOUND 2,57,18,2:ZAS=""CH" 1 ZK=Q22: Z¥=-AS55: GOSUB Q40

2420 P=QS?7:G05UB Q1008 :K-QL78:Y=-026:GOSUE OS0:ZAS= 43 : ZH=QZ I :

Z¥V=026: GOSUB (140

2450 ZAST=UFRI-QHACH=FIt MAJOR (ZR=-Q1IT:ZY=035: GOSUB Q40

2460 SOUND Q0,085,010 ,0Q2:50UND Q1,068,010,02:50UND Q2 ,0%7,01

8,Q02:GOSUB Q60 :GOSUB O70:RETURM

2580 ZAaS="THE G MAJOR CHORD'":ZX=N12:ZY=Q7S:GOSUB Q49@:7? ," 5060
SOUND @,81,10,2":ZAS-""'G" 1 ZHK=Q16:ZY¥=-0Q55:GOSUB 040

2542 P=Q81:GOSUB 01068:K=-Q13I08:Y=-Q3IS:GOSUB QS8:7 , 516 SOUND 1
64,10 ,2°

2610 ZAaS=UB":ZXR=Q19:ZY-QSSIGOSUB 040:P-064:G05UB Q100:H=0Q154
V=292 :GOSUB Q56

2700 7 ,''S260 SOUND 2,53 ,16,2:ZAaS=''D':Z

0:P=ASI:GOSUB Qiea

Z73I0 H=-QL78:Y=Q2I :GDOSUB ASD:ZAS=" G+B+D=G MAJOR:ZH=-QLI :Z¥Y=09

S:GOSUB Q40

2760 SOUND 00,061,010 ,02:SOUND 0Q1,064,010,02:50UND 02,053,041

8,02:G05UF Q60:GOSUB Q78 :RETURM

AR 33
sOAME 7 GFE LA

o

S:GO5UB Q40 : 7 ,'"'S52Z8 SOLUND 2,64 .10 ,2

TRZZ2:ZYTOS5S 1 GOSUB Q4
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28508 Za$T"THE G MAJOR CHORD®" ::ZH=OQ12:Z¥Y-Q7S:GO05UHB G4 :7? ,"'S6___
8 SOUND & ,76,108,29:Za5=9GR""' 1 ZH=016:ZY-055: GOSUB Q46

FEA4Z2 PDZO76IGOSUE QLN :H-QLIIA: Y I QIH:GOSUB QSO ZaS= R ZX-QL7:
Z¥ Q3% :GOo5U8 Q40

2988 7 ,US19 SOUMEB L ,68,10, .29 ZaS5="CY i ZH019:ZY=055:G05UB 04
@:PZR6B GO5UE 0160

Z93H HoOG1lS54:v-026: GOSHEB Q0S@:? ,'"SZ8 SOUND 2,580,160, ,2:2a5=""'DR
HIZHTQZ2:ZYTOSS i GOSUB Q48

Oz POSEG:GOSUB Q106 :M-Q178:vy =023
Z¥=Z023: G058 Q40

IASH ZaSTSUGHACHDHEIGE MAJOR 1 ZH-G13:ZY =025 : GOSUB Q40

FABY SOUMD 09,076,010 ,02:30UND 01,068,018 ,02:50UND 02 ,0%568,01
@,02:GO5UB Q69 :RETURN

3803 GRAPHICS O:POKE 75S2,1:POKE 7160,48:P0KE 82 ,2:POKE 201,9

GOSUB 0S8 :ZaSo "' ZH=-0Q23:

XTBOaS 7 Ké4d Use the [AEGIT or EYINAART button to'r:? :?  hig
hlight your choice below, tThen' -
ZOO1H 7?2 17 ' p press the E‘inﬁ button."":FOR MEZ6 T 8:POKE S2ZX
Z279,ME:NEXT ME:GOSUB 310860 :SEL =11

IoB20 POSITIOM SEL ,SEL:? AT ENLDFENELIATI

Ze1068 BUTTONSPEEK{SEIZ793 :IF BUTTON=7 THEN 3X8168
ZO1L19 GOSUBR T2 XF CHOXCE=G THEM X1508 —_
391260 SEL=SEL+Z:TF SFL>19% THEN SEL-11:G0SUB I1466860:6G0T0 I6ae2za

.

ZO13I0 IF SEL=13 THEN GOSUB 31600 :POSITIOM 11 ,5EL:7? < IHNITGIG

FIETERAR : GOTY0 Totee - .

01460 IF SEL=1% THEX GOSUR IA1G606:POSITION 11.,5EL:7 “IRLETEIIN

| PROGROMIENT Ru x5 857

TALSH GOTO TB106

T1006 POSETION 11,1%:7 "“RERNN THIS PROGRAFM':7? :7 ,“RETURN TO
BASIC* :? 7 ,"RUN MERU PRBGRAM  : RETURN

%1590 TRAP INA0H8: POKE 261,18 :IF SEL-1S THEMN 27 9K 2? 2 s 1.0
ODING HMENU'":RUN "D:HMEMNLU'": TRGF 4060800

1516 IF SEL=1I THEM GRAQPHICS 9@:7? :? “BASIC':? ""IS*;:POKE 75

Z2,0: TRAP 40B00:END

TLS20 TRAP 40000:RUN

ZZ088 GOSUB 32200

2010 CHOICE=BUTTON:BUTTOR-PEEK (SIT2792 :IF BUTTONC>?7 THEN X206

1e

32108 GOSUB 22080 :RETURN:

X228 FOGR RE=6@ TO 8:POKE SIZ79,.ME:NEXT ME:RETURN

2
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® REM CHORDS12 (C) 1982 by Jerry KWhite [(6-/2-82]

* REM MAJOR CHORDS IN DISTORTION LEVMEL 12 BASS RANGE

4 REM ALL PITCHES IN DISTORTION LEVEL 10 CLEAR SOUNMD

S REM FOUR TEHXRT COLORS USING GRAPHICS MODE 18

28 DPIM AS 8 ,A55(8) ,B5(8) ,C5$5(83 ,CS55C8) ,05(8) ,0S5$L(8) ,ES(HBI ,F$
€8 ,FS5 (8 ,G5(B3 ,GS5(83

22 DIM PLC1I)  P2C1FI3 ,PTCLII  MCS CL1D : MCS= QWL IR

Xea as="'a cH E '":assS-an D F ":BS$="'B D Fg :Ccs$="'C E G
rCcSS='Cct F L= = L)
T2 DSE=''D F&t a "":DSS5="D® G AR ES=YE G B " :FS="'F (=] c ot

FSS-""F al Cci’

T4 GS="'G B [ o4 GSS=""GH C DR :GOTO 2Zae

TS 7?7 BE6 ;' o MCS:RETURN
48 7 16 ;" ar MCS:RETURN
45 7 16 ;" B MCS: RETURN
S8 7 16 C "iMCS:RETURN
SS 7 &' CH# *“":MCS:RETURN
68 2 16 ;' MCS :RETURM
6s 7 e MCS:RETURN
78 7 16" MCS:RETURN
TS 7 B#e F “";MCS :RETURN
856 7 16 ;' Fit "";MCS:RETURN
8% 7 Be ;" G “;MCS:RETURN
98 7 a6 GH “;MCS:RETURN
95 7?7 A6 a “";HMCS:RETURN
#2 FOR HaIT-1 TOo ZO80:NEXT HAIT:RETURN

1ee DATA 75.68,51,72,57.48,67,55,45,6%,51,42,60,48,408,57,4%5,
¥7,55.,42,36
182 DATA S1,40,33,48 ,X7,3F1.,45,326,30,42,3%,28,40,31,27,37,30,

Z86G FOR CHORD=1 TO 13:READ P1,P2 PIZ:PLICHORD? =ZP1L:PZ(CHORD3 =P
Z:PICCHORD) =PI :NEXT CHORD

16889 FOR CHORD=1 TO 1IX:GRAPHICS 18:POKE 559.8:7 H3He

1829 ON CHORD GOSUB X5,409,4%5,%5%8,5%,60,6%,70,75,80,85,90,95

1840 POKE 5592 ,%4:7 #H6:7 1B6;"' sound 1. :P1LCCHORD) ;"' , 12 4"
1858 SOUND 1 ,P1L(CHORD} ,12,4:G6G05UB 99

16868 7 16:7 16 sound Z,":P2(CHORD)D ;**, 12, 2"

16879 SOUND 2Z2,P2CCHORD) ,12,2:G05UB 929

1088 ? H6:7? 6 sound X ,";PILCHORDY ;"' 12 2"

1898 SOUND I ,PICCHORD)Y ,12,2:G05UB 99

1408 FOR HOLB=1 TO 208:MEXT HOLD

1568 SOUND 1,0.,0,0:S50UND 2,0,0,0:SOUHND I,6,0,0

16068 2?7 16:7 HE6 ;' press ctarthy

1780 IF PEEK(S53I2792<{>6 THEN 1700

18808 NEXKT CHORD

2808 GRAPHICS 18:7 H6:7 H6;' [THE ciear AU ELL

2180 FOR PITCH=25S% TO © STEP —1:POSITION I, 4

2128 SETCOLOR 8,PITCH,6:S5SETCOLOR I ,PITCH+&8,6:SETCOLOR 1,PITC
H+4,6

Z2ZBA 7?7 BE;VSOUND 6, :PITCH;',18 .V "

2228 FOR VOLUME=—14 TO 6 STEP —2:SOUND @,PITCH,160,UV0LUME :NEXT
VOLLIME : NEXT PITCH

X8008 GRAPHICS B:POKE 752,1:POKE 710,48:P0OKE 82,2:P0KE 261,9

TRBAS 7 "Kisd Hse the GEIEGY] or EHANIARI button toe":? ::2? ' hig
hlight your Cchoice below, then'

Fe8i1ada 7 1?7 P press the SAATIRI button.*:FOR ME=9® TO0 8:POKE 53
279, ME:NEXT ME:GOSUS T10068:SEL=11

026 POSITION SEL,SEL:? “[{E0LERGYSEEEEOIATN

TE100 BUTTON=PEEK(SI279) :IF BUTTON=7 THEN X81086

TO118 GOSUB TI2000:IF CHOICE=6 THEN 31560

IO128 SEL=SEL+2:XIF SEL>1S THEN SEL=11:G0OSUB 3I10806:G0T0 X062
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X128 IF SEL=13 THEN GOSUB 31686:PO0SITION 11 ,S5EL:? “CIRDTCNEG
EY- RS : GOTO I6100

¥B1490 IF SEL=15 THEN GOSUB I10668:PO0SITION 11 ,S5EL:?
ESTIHTII " :GOTO I0100

FO1560 GOTO 30106

X1088 POSITION 11.11:%? *“"RERUMN THIS PROGRAM' :? :7? ,"“"RETURN TO
BASIC*" :? 1?7 L' "RUN MENU PROGRAM'':RETLURN
T1S500 TRAP I0006:POKE 201,10:1IF SEL=1% THEMN 7?7 "K' :7? 2 ,*" L0

ADING MENU*:RUN "'D:MENL'"':TRAP 40008

15168 IF SEL-13I THEN GRaAFPHICS @:7?7 17 "BasS5IC*":? “*IS5'; :POKE 7S5
Z,8: TRAP 400006:END

X152 TRAP 400880 :RUN

TZ000 GOSUB I2z200

TZ2010 CHOICE=BUTTON:BUTTON=PEEK (532793 :IF BUTTONJC>7 THEN Z26
1e

FT2109 GOSHUB X2200: RETURM

¥220€ FOR ME=-8 TO &:POKE SI279,ME:NEXT ME:RETURN
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@ REM SPEAKER €c) 1982 Jerry Hhite [6/3/78321

% GOSUB 20:FOR SPEED=21 TOD 1 STEP —10:72 :7 ,* SPEEDR="'; SPEE

D! JHS (10, 18 =CHRS {SPEED) : GOSUB 11

& FOR MWAIT=1 TO 3I068:NEXT HALT:NEXT SPEED:GOTO 78

18 JH-USRLADR CJIWNSI DI : RETURN

11 JHS 28,28 =CHRS L7722 : JHMS (20, 20 =CHRS (773 : GOSUB 1O

12 JHSC28,28) =CHRS(61) : JMS (20,203 =CHRS (612 :GOSUB 10

1% JMS (28,28 CHRSIS1) : JHS5 (20,203 =CHRS5(S12 : GOSUB 18

14 JWSCZH,28)I “CHRS (383 : JHWS (20 ,208)=CHRS(IE) : GOSUB 16:RETLURN

Z60 GRAPHICS ©®:POKE 82,2:POKE 83,I9:POKE 752,1:POKE 710, 144:7
LR Y CONSOLE SPEAKER DEMO"™

2% POKE B6,1:7 CHRS5 (2532 :POKE 66,0:7 "4+ This routine will p
lay a four note'

e 2 7 0w chord Using the console speaker . '":? @7 = Pres

s any key to begin. . .'

40 DPIM JWHS I amS = hil Elefded i ST N>R IVE <V 20m 0 <V LT ed0e o'
:POKE 764,255

58 IF PEEKI7E43 =255 AND PEEK(5IZ2733=7 THEN Sa

66 RETURMN

78 FOR QUICK=1 TO 4:1G05UB 11:MEXT QUICK

#8 GOSUB S08:POSITION 9,28:7 “‘pPress BGEET]] to exit'

98 POSITION 2,21:7 *“Press EAFIAM to edit":POKE 718,06

188 IF PEEK(SI27393=6 THEN 208

118 IF PEEK(SIZ793=3 THEN 308686

1726 POKE 7S5,1:POKE 755,2:G0T0 186

208 GOSUB 8€608:7 "K' :POKE 710,16:7 :7 “ENTER NUMBERS FROM @ T

0 255 [AHMITI'*: POKE 764,255 :P0OKE 752,06

210 NUM-—1::LIME=210:TRAP 9806:7 :7? "DURATION"; : IMFPFUT NLUM:GOTO
200

226 JHS (18,1603 -CHRS (NUMD

230 MUM=—1:LINE=236: TRAP 26808:7 :17 “'SPEAKER ON'; : TNPUT HNUM: GO
TOe 906

249 SMHMSE (20,20 CHRS (NUM2

298 HMUMZ-1:LINEZ-ZXSO:TRAP 988:7 7 Y“SPEaAKER OFF'"; ( INMFPUT HUM: G

aT0 9266

Z60 JMS (28,28 =CHRS (NUM)? : POKE 752,1

270 GOSUB 10:POSITION 9,20:7 "“‘Press (AR to repeat":POSITI
ONM 9,21:7 *"Press EATTIM to continue'':POKE 718,89

z8@ IF PEEK(SIZ793=3F THEN 2706

298 IF PEEK(SI27923=6 THEN 7 "' :GOTO SO

X888 POKE 755,1:P0KE 755,2:GO0TO0 286

8800 IF PEEK(SIZ2793I<>7 THEN 88a

G108 RETURM

HE0 MUMIINTCHLMY :IF NUMCO OF NUMP»25S THEN 2 “*[3'':? ""PLEASE EM
TER A HNUMBER FROM O TO 2ZSS.":GO0TO LIMNE

D168 GOTO LINE+1@

XOOBH GRAPHICS O:POKE 7S52,1:POKE 718,48:POKE 82,2 :P0KE 2681 ,9

¥Oeas T 'Kidd+ Use the [GRPLNT] or EYYNARI button to':? 172 " hiq
hlight Your choice below, Then'

Xee1a ? :7? P press the AR button.":FOR ME=8 TO 8:POKE S3IX
Z79,ME:NEXT ME:GOSUB X10680:SEL=11%

X08ze POSITION SEL,SEL:? “[[EIEDEENEELIACTI

381600 BUTTONZTPEEKISIZ?72) :IF BUTTONMZ? THEN 30106
FTer1e GOSUB I20068:IF CHOICE—=6 THEN X158
AO1Z26 SEL=SEL+2Z2:XIF SEL>1S THEMW SEL=-11:GO0SUB X1080:G0TH 8020
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XB1IO IF SEL=13 THEN GOSUB I1000:POSITION 11,5EL;:7? *TRITITEEL

(MY 3R : GOTO Iei10e

@140 IF SELZ1S THEN GOSUB Z1000:POSITION 11 .SEL:? “FOEEEIN

[ PROGROMEER R E 1 FN:]:)

FTeise GOTD TolLes

X19680 POSITION 11,11:7 "RERUN THIS PROGRAM'':? :? ,“RETURN TO
BASIC':? :7 ,"RUM MENU PROGRAM':RETURM

*X1500 TRAFP ZI00060:POKE 2061 ,.18:IF SEL-15 THEN 7 °''K*

GOING MENU:RUN "'D:MENU":TRAP 40000

X1516 IF SEL=1X THEN GRAPHICS @:17 17 “"BASIC*:? “IS5";:POKE 7%

Z,0:TRAFP 40000:EMNMD

T1526 TRaAP 49000 :RUN

I20680 GOSUB 32200

X2010 CHOICE=BUTTON:BUTTON=PEEK (SX279) :IF BUTTONL>7 THEN 3I20
10

X2100 GOSUB I2200:RETURM

XZ2200 FOR ME-@ TO 8:POKE S3I279,ME:MEXT ME:RETURM

£? 7 L' LD
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B REM HAPPY BIRTHDAY (c> 1982 BY JERRY MWHITE

63821

28 GRAPHICS @:DIM NAMES CZO) 17?7 7 ""BIRTHDAY SONG PROGRAM:": 7

1?7 YENTER NaME:'"; :INPUT NAaAMES

48 DIM HWORDS (203 ,DISPS$ (202 ,BLANKS (283 :BLAMKS ="

T GOTO X6

198 POKE 5S40 ,HOLD:S50UND 9,U0,1e,8:150UND 1.V .16,4:50UND 2,02

10,4 :50UND I, VI, 10,4
181 IF PEEK((S40) <{>8 THEN 101

18272 SOUND 0,90,0,0:50UND 1,0,0,0:50UNKD 2,8,8,6:50UND X . 6,.0,0:

RETURN

I8 READ VO,wl , U2, UX HOLD,SHITCH, WORDS
X108 IF SHMITCH=3I THEN MORDS=NaAaMES:GOTD X668

XIO IF SHITCH=1 THEN GRAPHICS 18:GO0TO 366
F490 IF SHITCH=9 THEN 90066
X6e

zT7e
X80
sea
S1e
Szea
S38
S48
o5e
[=3: 1" ]
610
6z@
&63a
640
656
708
7ie
720
73a
740
rg:1:]
768
rard:l
&08
&1
8z0
830
840
850

LHSLENC(HORDS)Y ;DISPS=BLANKS :IF LM>1I8 THEN DISPS-MORDS:GOT
o x8a
FP=1A1-IMTC(LHN/2) :DISPSC(FP,FP+LMW—1) THORDS

POSITION 8 ,4:7 B6;DISPS:

DATA
DATA
oAaTa
cATA
DAaTA
DaTa
DATA
DATA
DATH
DATA
DaATA
DaTh
DATH
catTa
caTha
DATA
DAaTA
DATA
DATA
DaTA
DaTh
DATH
DaTa
DATA
bnTa
paTa

121,121 ,243,243,19, 1, HaGEMGIF GG N
121,121 ,243,243,19,0, Harpy [ERINGLIYN
168,168,217 ,217,39,0, HaPPyY BIRTHIIYE
121,121 ,243,243,39.,.0,HAPPY BIRTHDAY
91,91,182,182,39, 1, TOMII
926,96,19I,19%,79,0,T0 vYou

121,121 ,243,243,19, 1, HAaGENEE GRS
121,121 ,243,243,19,6,HHarpy FFCRGLEN
168,168,217 ,217,39,0,HAPPY BIRTHEILN]
122,121 ,243,243,39,0,HAPPY BIRTHDAY
81,81,162,162,39,1, ToMTIIN

91,941,182 ,182,7%,0,T0 You
123,121,243 ,243, 19, 1, HaGERMCETEGIT-N
121,121 ,243,24%,19,6,Harpy [TFNGEY
68,68 ,121,121,39,0,HaPPyY BIRTHIINY
72.72,144,144,39,0,HAPPY BIRTHDAY
91,91,182,182,39,1,DEAR

96, 96,19 ,19F,39, 3, NAME

108,106, 217,217,79,3,NAME
8,0,6,06,19,3F,NAaME
68,68,136,136, 19, 1 . HaGGRBICETRGTRNE
68,68,136,136,12,68,HaPPyY ALY
72,72,144,144,39,08,HaPPY BIRTHLMRY
91,91,182,182,39,8,HAPPY BIRTHDAY
81,96,121,162,39,1,7T0 M

91,121 ,144,182,79,6,7T0 vou

8600 DATA ©0,0,6,0,0,9,END
20090 GRAPHICS 18:%5ETCOLOR 2,4 ,8:5ETCOLOR 8,12 ., 6:5ETCOLDR 4,4

rR:l

1608 POSITION X ,4:7 H6;:'""HAPPY BIRTHDAY'
22068 FOR HOLD=1 TO S8 :MNMEXT HOLD:GDTO o886

Zeoadb GRAPHICS O:POKE 7S2,1:POKE 710 .,.48:P0OKE 82,2

Taoas 72
hlight vyour choice below, then'

Toeie 2

ITea20
o180
Zeiila
X120

“Kidd Use the [(EREGL] or EEHEIERI] button to'':

GoOSUB 108:GOTHO I06

tPOKE 201,93

2 ") press the EALER button.":FOR ME=H8 TO S:POKE S53X%
279, ME I NEXT ME:GOSUB ZT198086:SEL =11

FOSITION SEL,SEL ;7?7 [THITENGFENGOITTT "
BUTTOM=PEEKISI2793 : IF BUTYON=7 THEN X818
GOSUB I2060:IF CHOICE=-ZG6 THEN X15648
SEL=SEL+2:IF SEL>1S THEN SEL=-11:GO05UB T1ie00
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Q13I8 IF SEL=13 THEN GOSUB I10606:P05YTIOM 14 ,SEL @72

GCTEEI# : GOTO 0106

FOG140 IF SEL=1S THEN GOSGSUE I10608:POSITITOM 11
I :GO0TO Tali1e6

XOL50 GOTO I0160

166868 POSITION 11.11:7 "*RERUN TH PROGRAM™:7? 17 ,“"RETURMN T0O

BASIC'™:? :7 ,“RUN MEHNL PROGRAM ' :RETLRN

T1S80 TRAP I0O0RO0:POKE 201,19:XF SEL S THEM 2 “Ker:3 2

ALDING MENL:RUN “D:MENU*:TRAP 400060

FTALS1O IF SEL=13 THEN GRAFPHICS 8:7 :7 “BAaSICY:? LS :POKE 75

2,0: TRAF 40008 :END

X152 TRAP 40000:RUMN

ZZOOH GOSUB 32200 —

TZ2810 CHOICEZBUTTOM:BUTTOMNSPEEK CS5X2792 t IF BUTTONC> 7 THEM 3260

16

FZ100 GOSUE I2200:RETURN

X2260 FOR ME=S TO S:POKE S3I279%,.ME:NEHT ME:RETLRMN

ETLIRN 1]

AMEELIN  ME N L)
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— @ HEM JTHGLE (c3 1382 BY JERRY MHHITE [8-12.821
26 GRAOPHICS 7:DIM PMS 20482 ,PLLS(S) ,PLRSIS) , MORDS (403 1 GOSUB
ZH8Q:IGOTO Ian
188 POKE 20,0 :POKE SI?60,V0:P0KE SI762,V1:P0OKE S3764,U2:POKE

SE7EHE , VE

181 XF U= THEMWM 110

182 POWE 76864 VD:POKE 70%,VL:POKE 706 ,VU2:POKE 707,03

118 IF PEEK (283 {HOLD THEN 118

1268 POKE SI760,0:P0OKE 53I762,0:P0KE S3764,0:POKE SI766,0
1X6 POKE 784, 1L4:POKE 765 ,14:P0KE 706 ,14:P0OKE 767 ,14:RETURN
EBO READC VO ,UV1 . W2, U3, HOLD, SWITCH, MORDS

LF SHITCH=% THEN 9500

FTRAP Z660:IF TIMESZ1 AND MORDS-"GASHIHNG THRII'* THEN 9006

rErt OR SMEITCH=2Z THEM 400

FHORDS : GOSUB 186:GOTO 396

GOSUEB 1860 :G0T0 306

DAaTa A7 ,68,81,96,19,1, JINGLE BELLS

DOATa 47,680,831 ,96,19,6,%

DATA 47 .60 ,81,96,29,0,%

DOTA 0,0,6,8,.9,2 REST

DaTa 47,609,681 ,96,19,1, JIMNGLE BELLS

DaTa 42,60,8L,96,19,0,%

DAOTH 47,608,811 ,936,29,0,%

DATa B8,8,0,0,9,2, REST

DOTa 47,660,811, 96,19,1, JINGLE

DATO 46,47,608,81,19,0,%

DaTaA 68,81 ,96,121,29,1,aLL THE HWAY

PATa $3,53,108,108, 9,0 ,%

DAaTA 47,660,810 ,96,79,0,%

paTha 6,6,0,0,9,2,REST

LAHATO 45,60 ,72,21L,19,1,0H HWHHAT FUNM

DATA 45,60, 72,91,19,0,%

BatTn 45,660,72,9%1,29,6,%

DHTHa 45,60,72,91,9,1,IT IS5 TO RIDE

DATaH 4% ,66,72,91,19,6 ,%

DOTH 47,608,331 ,96,19,0,%

DatTa 47 ,.68,81,96,19,0, %%

DOTA 47,60 ,.81,96,9,0,IM 6 ONME HORSE

DaTa 47,66 .,.81,96,9,0,%

DATA 47,60 ,81,96,19,8 ,%

DATA %3,64,81,108,19,0,%

DOTA SI,64,81,108,19,1,0PEN SLEILIGH

DATH A47,60,81,96,19, 0,

DAaTa S3,64,81,108,39,0, 3%

DATH B,6,6,6,4,2,REST

CAaTa 40,47 ,60,162,%X9,68 ,%

CaTa @.8,0,6,4,2,REST

DATH 47,60 ,81,926,19,1, JINGLE BELLS

DAaTH 47,660,831, 96,19,6,%

DATa 47 ,.660,81,96,29,0,%

DHTa 0,0,0,0,9,2,  REST

DATA 47 ,.660,81,96,19%,1,JINGLE BELLS

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

PATA 47,60,81,96,29,0,%

DaTa B,0,0,0,9,2, REST

DOATH 47 .60 ,81,96,19,1, JINGLE

DATA 46 .47 . 60,81 ,19 .0 ,%%

DaTa G8,.61,96,121,29.1,.alLL THE MWay

DAaTa 53 ,.53,108,1068,9,6,%

DAaTa 47,60,81,96,79,0,%

P4 DATAH 6.0,.0,0,9,2,REST

16608 paTA 4%,660,72,91,19%,1,0H HMHaAT FUN

18106 DaATa 45,60, 72,9L,19,0,%

18260 DATaA A5, 60,722,911 ,29,6,%
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1036 DAOATA A% ,60,72 .91 ,.92,1, L7 L% TO RIDE
18040 DiTaH > PP, LD, 8,
16568 DaTa P PGB, LD, 0,
1860 DaTa P P6, LD, 0, W
178 aTa fP6,9,1L, IN A OHE HORSE
1688 DOTNA L, P, 9,0, ¥
a. DaTH SEL,1D,0,m
11 DaTo 8 CHBL,LD .6 %
b DaTAHA 4% ,53,64,81,19,1,0PEM SLEIGH
b B AT 53 ,64,61,1048, 19,0,
1 DaTa 60,800,996 ,121 .79 ,6,%
i DaTo @,.6,08,0,9,2, REST
A DaTa #1,96,121,162,19,1,0PAaHING THRU
" B LOHTh 47,47 ,368,%6,19 .0,
1 PaxTh G2 ,53,1L08, 108,17, ,»
il DT 66, L2, A2 19,10, THE SMGOWH
A PaTa 81,96, 021,162,559 ,6,%
12 DaThs 6 . 6,8,0,9,2,  REST
k| DAaTAa 81,996,121 ,162,2,1,., TN A ONE HORS
1 # DeTA 81,96, 121,162,929 ,686,%
3. DATA 31L,96,121,162,19,6,%
1 Dot 47 6,129,086 ,%
ALz DaTa 53 P1B8,19,1L,0PEN SLEITGH
1% CartTa 68 P LZ24, 19,6 %%
.2 DaTa 72 144, 79,8,
DatTn 6, s, REST
DoaThA 72 1,144 ,19,1,0UER THE FIELDS
PaTn 45 1,19 .68 ,x
CoTa 47, 2G,19,68,%
raHTH S3X P88 19,1 WME GO
OaTa 64 P28, V7.0, m
DAaTAa @, «REST
k : DPAOaTa 49 B, R, A9, L AallGHING
1406 DAaTn 46,47 .66 ,831,19, 6,
1416 AT 4% ,45, 3 B1,19 .1 .Aa0LL THE Mav
1426 DaOaTa : SADHE, 19,60, =
14360 DT h (%) P, T, 0,
1440 DOTO B 2 REST
15068 BAoTa 26 PABZ 19,1 ,BELLS OM BOB
1516 DoTn 47 BH L, AD .0
IGZOG DoTh Lgs.4 18,19, 6,
1538 DaTta 68 SLZA A9 .1, TATLYSY REING
15480 raTa 265 P AB2Z2,79,0,%%
154% DaTo <] s 2 .REST
LSSH DaTa 2?6 fAEZ .12 3  MAKING SPIRITS
1568 DATA 47 PE L, LD, 8,
AST7TD DaTa HE L1088 ,19 .6,
LT8G DATa Ge yA1LZAL,19,0,%
1G58 raTha - N s 144,73, 1 ,BRIGHT
LEBe DraTa 8 22 L REST
1616 0aTo b 3 By rlad, 2,1, HMHAT FUN IT I%
1G22 DOTO 2L P44, 17,60,
JE&EIO raTa 455 PALL,AD .0,
1640 DaTha 47, 26,926,419, , =
LESE DaTh BET,10§H,168, 19,1 ,T0 RILGE aND SIMEG
1LE6e DartTn HEL,EA . BL,1%,8 .,
IE7O DaTa GEX.64,80L,19 .60,
1686 DAaTn HBE, B4, H1,29,06,%
17660 LaTlo 5X,64 . 81L.9,10.,.0 SLEIGHING
1718 DOTAH XS, 72 .78 ,.9.,.6,%%
1728 DoatTa SX. 64,810,199 ,0,
1730 DaTh A%, .9, 409,141 ,50MG TONITE
1746 DaortTo ELLOHE 108, 19,0,
L7758 BoOoTa P 8L, 96,421 ,79,6, %
/i‘ﬂﬂa POKE ?5S%.1:POKE SS9 ,62Z: TSPEEKCLOG6D) -T2 :PNOKE S4279 . T :POKE
623 ,3%
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301N BUTTOM=PE K {SITZ2732 :IF BUTTOH

40 VUTABEZPEEK (1I43 +PEEN CLIS %256
2056 ATABTSPEEK (1403 +PEEK CLALY 256

ZOHE8 OFFS-IX2S56+1B24-aTAB

2078 HLIZINTCOFF S/ 2%6 tLOZOFFS-HI®256

2896 POKE WTaB+2,1L0:PO0KE UTaB+X HE

1808 DIM MCOCE (423 M0 G IR WL D Rl ) D R T W0 TR E A T
TS  CLEARTUSR LADHR CMOCS)Y  ADRIPMS) 10243 :GOTO 16600

B0 DaATa 8,0 ,0,0,08,9, END

SO0 POKE 2H1,108:7 CHRSCLZS) ' MERRY CHRISTMAS:? ,"‘from Jer
[SLY I = | i Rl

D2H0 FOR HOLD=A TO 231 STER O8.%:P0O0KE 784 ,HOLDP:POKE 785,HOLD+
B1POKE 706G, HOLD+16:POKE 7087, HOLD+Z24 :NMEXT HOLD

STOG LOSUE ZOH0R006:POKE SZI277.6:6G0TN0 To666

D500 TIMES=TIMES+1:FOR HOLD=L TO A48:NEXT HOLD:RESTORE !GOTO
zoa

18068 PLLS 01,13 -CHRSCIZI) (PLLSC2,2) SCHRSCAL2) tPLLS X, T3 =CHRS C
ZA48I tPLLS (4,42 SPLLS €2, 2 :PLLSLS, S3=PLLS (1, 1D

189683 PLRSC(L,1I=CHRS (43 :PLRS (2,2 “CHRS €143 :PLRS (T, IICHRS CX1
FIPLRS C, AP SPLRS (2, 23 1 PLRS IS, S)-PLAES (L, 12

100684 FOR ME=7H TOD 0 STER 28 :PHMSIME+A256, ME+Z2660) —RFLRS:PHMS (M
4266 , ME+Z2703PLLS

16685 PHMSI(ME+S12 ME4+S162 “PLRS :PHMSIME+S22 ME+S2Z6I SPLLS tHEXT ™M
E

1O88E PMS (114, 118 SPLRS:PMSILTA, 1382 “PLRS:PMS (154, 1582 =PLLS
1868607 PMSIS8H2, 8322 -PLLS:PMSI%02, 9060 cPLLS :PMS 922,226 =PLRS
10663 POKE 7O8,1%6:P0KE 719,65 :POKE 712,14:P0O0KE 789,72:P0OKE
201,15 :POKE 6% ,0:POKE 82,2:7 :GO5UB8 20600

16082 SOULUND O.0,0,0:P0KE SI761, L6B:POKE SI763,164: POKE SI?76S
;1E4:POKE SI?EH7,.1G4

18818 POKE 765 ,1:FO0R HT2 TO 6:A-SMH+S0 1Bl 1%M CoHO 8%

18628 COLAOR 1:PLOT BL,%:PLOT A4-A46,.B-13:DRAWHTO A, B:PLOT C—1,.8
+ 1

180838 POSITION CH+316 , B~1F:HTLO 18,816,126, 5"

16048 COLOR Z:PLOT &A,.B:DRAWTO A—-1,B+1:PLOT C,B:DRAKMTO C+1 ,B+
L:DROWNTO C—1,B+1

18842 PLOT A, BH+LIDRAMTO O+1 ,B+LIMERT X

18658 COLOR O:PLOT H1,%:C0LOR IT:POKE 765 ,3:PLOT 96,67

16060 DRAWTO 96,72 :DRAMTD 70,79 :POSITION 726,67 :HT0 18 ,.86,12,
€@, 5

1870 COLOR Z:POKE 765,Z:PLOT 86 ,1:0RAMTI &5, 10:DRAMTO 8%, 9
18680 POSITTION 74 ,4:HT0 L, . B6,12, 66,5 PRAHTO 86,4 :DRAWHTD 7
5,10

18090 DRAMWMTO S0, 1:DRAKTO &80 ,5:DRAMTO 76,9 :PLDT 8X,5:POKE 281
FLITIPOKE SI277.2

110689 FOKE SI248,102:PO0KE S3249%,116:P0KE S3I29%60,132:POKE S3I25
1,146 RETURN

290800 FOR ME-SIZ248 T0 SI2SL:IPOKE ME,G:MEXT ME:RETHRM

X000 GRAPHICS A:POKE 7S2,1:P0KE 718 . 48:POKE 82,2:P0OKE 261,9

TS 7 K4 Udse the ENEDY] or EBYSMASHE vsutton to't:? 7 " hig
hlight gour choice bhelow, tThen'

Z@a1d 2 7?7 P press the EEECE butiton. " :FOR ME=-O TOo S8:POKE 53X
Z79,ME:NEHRT ME:GOSUE I1060:SEL=11

G020 POSCTIOM ARSI E RUN THLS PR M

THEN 291908

ZO1LLO GOSUB I2600:XTF CHOICE=-H6 THEMN 1500

T@ilzh SEL=SEL+2:IF SEL>ALS THEM SELTLL:GOSUR Z18086G:GOTO ZIo8z24a
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ABLIO IF SELZ1I THEN GOSUB XA1080

GIEYESdR : GOTO Z0100

0146 IF SEL=15% THEN GOS3UB I1060

WMITIATIL " : GOTO 30160
ZO158 GOTO 361060

FOSITION 11 ,5EL:7? "IN

POSITIOMNM 11 ,5EL:7?

IN _HMEMNLI

X108 POSITION 11,11:7 "RERUM THIS PROGRAM'“:? :7? | “RETURM TO
BAaSKEC':7 172 L"RUN MENU PROGRAM'' : RETURN
15889 TRAP 0000 :POKE 261 ,19.IF SELZ1% THENMN 7 “'Ke:2 7 ' LO

ADING MENU' :RLUN "D:MENU'':TRAFPF 408080
1?7 TBASICT 7 XISt POKE 7S

FT1S51H9 IF SEL=Z1I THEN GRAPHICS @:7

Z,09: TRAP 48000 :END
315289 TRAFP 40000 :RUN
F2800 GOSUEB I22zZea

F2019 CHOICEZBUTYTTON:BUTTONZPEEK(SX2793 : IF

16
X21880 GOSUB XZ2200:RETURMN
X228 FOR ME=-O® TO 8:POKE

SIZ79, ME:NEXT ME
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8 REM STLENT MIGHT (cl 19282 by Jerry KWhite [6E/7X/-82)
Z8 GRAPHICS 18 :S3ETCOLOR 2,4 ,8:5ETCOLOR 6,12,6:5SETCOLOR 4.,4,0

48 DIM HORDS (20 . DISPS (203 ,BLANKS (28) :BLANKS ="
'IGOTO X668

108 POKE S$S46 . HOLD:SOUND 6,U0,108,8:SOLUND 1,U1,16,4:5S0UND 2,V2

»19,4:SOUND X,VU3,108,4

161 IF PEEK( (5483 <>68 THEN 1081

182 SOUNE @.6,0,.9:SOUND 1,0,08,0:S0UND 2,08,0,0:50UND I3,0,0,0:

RETURMN

ZBO READ VA ,UL,U2,U3 , HOLD,SHITCH, NWORDS

ZZ@ IF SHITCH=2 THEN HORLS=DISPS

X498 IF SWITCH=9 THEN 9000

TEHO LWNTLEN(HORDS) (DISPS=BLANKS : XF LMW> 18 THEM DISPS=-HWORDS:GOT

0O 86

XFZO FP=11-INTCLMH 2 (DISPSIFPF ,FPA+LMH-12 —HORD S

X868 POSITIOM €,4:7 H#6;DPISPS:GO0SUB 100:G0TO0 I00

688 PATAH #1,96,121,162,8%, 1,5 IWONMLEFIEIN

610 DOTA 72,722,144 ,144.,.29,08,5 IV ETT

628 DaTA 81 ,9%6,121,162,59% .0, 5TLENT TETHINS

6X@ PATA 96,121,81,19F,119,08,STLENT NIGHT

649 DATA ©.0,0,0,59,2,REST

658 DATA 81,26,121,162,87%, 1, tONECFIANI

668 DatTa 72,772,144 ,144,29,8, HOINECIITEI

670 DaTA 81 ,96,121,1462,59,68,HoLy [[F4HIRI

6806 PATA 26,121,841 ,193F,11%,08,H0OLY HNIGHT

698 DATA ©,0,0,8,59,2,REST

7868 DaTon S3,64,.81,168,119,1,act EEGT-TN]

F18 DATA SX,64,.81,108,59,8,aLL IS [FIWD

72686 DATA 64,681,108 ,128,119,0,.a4LL IS CALM

7I8 DatTa 6,0,6,68,59,2,REST

746 DaTh 6@,81,96 ,121,119,0,a0t L FEEGTERTATN

7SS0 DATA 66,831,96,121,52,.68,aLlL IS5 FRFTAKE

768 PATA 81,996,121 ,162,119,68,aLL IS5 BRIGHT

778 POTA 6,0,0,6,59,2,REST

68 DATA 72,91 ,121,144,119,1,R0UNMD IiI

6810 DAaTaAa 72,91,121,144,.59%,08,ROUND YON

#2600 DAaTAa 66,72,91,121,89, 1, VIREL

830 DATA 64,64 ,128,126,29,0, vIRET]

848 DaTa 72,71,121,144,59,0,VIRGIN

850 DaTha 81,96,121,162,8%, 1, MOIDITATIN-T DA ETN

660 DATA 72,72,144,1344,29,0, MOTHER CFLDEEIFIND

H670 DATA 81,926,121 ,162,52,0, MOTHER anND EGEIN

888 DATH 96,121,81,193,119,0,MOTHER ANMD CHILD

896 DaATA 6,0,8,0,59,2,REST

2008 DatTa 72,91,121,144,119,1, HOINEELIE T REE)

918 DaTa 72,91,121,144,52 .68, HOLY T T EETD

920 DATA 60,72,91,121,89,6,HOLY XNELIEED

9T DATA 64,64,128,1268,22,6,H0LY INFaANT EI

940 PATA 72,71,121,144,59,8,H0OLY INFANT SO

?S68 DaTA 81,96,121,162,8%9,1, TENIAIWM- LTI AW

968 DatTa 72,72,144,144,29,6, TENRPER FLIMIFAN

976 DaTa 81,96,121,162,59,0, TENDER AND iAW

80 DATA 96,121,81,193,119,0, TENDER AND MILD

290 DOHTA B,06,0,0,59,2,REST

1608 paTa ST ,64,81,168,119,1,SLEEP

1816 DAaTA S5%,64,81,168,59,0,5LEEP IN

1828 DATA 45,5X,64,381,89, 1, HEalEATWENIT-IIE

183I9 DATA 53,64,81,108,29,0, HEaVENNENIFII]

1649 DATAH 64.,.81,108,128,59,0, HEAVENLY [JFT1IA

1950 DATAH 66.,.81,96,121,179,0,HEAVENLY PEACE

1860 DaTh 47,66,81,96,119,.0 HEAVENLY PEACE

1870 DAaTA ©,6,0,0,59,2,REST

11600 DATAH 60 ,81,96,121,59,1,SLEEP i
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1110 PATA 81,96,121,162,59,0,5LEEP L]

1120 PATA 96,121,162 ,193,592,8,5LEEP IN

1130 DPATA 81,1608,126,162, 8%, 1, HE AW FAIIR

1140 DATA 21,91,182,182,29,0, HEaVENWENGEIFEIA3

1150 DATA 166,128,162 ,217,59,08,HEAVENLY [HFAYHI

1168 DATA 121,162,193,243,179,0,HEAVENLY PEACE

6000 DATA 9,0.6,6,0,9,END

208006 GRAPHICS 18:5ETCOLOR 2,4,8:SETCOLOR ©0,12,6:5ETCOLOR 4,4
.0

9106 POSITION I,4:7 116" "MERRY CHRISTMAS'

2200 FOR HOLD=1 TO S08:NEXT HOLD:GOTO IO600

X008 GRAPHICS O:POKE 752,1:POKE 716,48:PO0KE 82,2:P0OKE 201,99

FTOOHT 7 'KIdd UHse the ERFTI or EYANAET button to*':? 12?2 ' hig
hlight your choice below, then'
Feoie ? 1?7 *F press the ERATLEI button.":FOR ME=-8 TO 8:POKE 53

273, ME:NEXT ME:GOSUB I1000:3EL=11

Ie0260 POSITION SEL, SEL 7?7 “FFEEVCENDEENETIXATY-Y0 "

TO1098 BUTTON-ZPEEK(3I279) :IF BUTTONZ=7 THEN X06168

119 GOSUBR I2000:IF CHOICE=ZG THEN I1580

¥OV1720 SEL=SEL+2:IF SEL>»1S5S THEN S5SFLT11:GOSLEB X1000:G0T0O IQ626

0130 IF SEL=1I THEN GOSUB I1000:POSITIOW 11,SEL:? *[IENIVEIIIN
(ETESIR " : GOYO0 36106

TOL49 IF SEL=1S THEN GOSUB I1000:POSITION 11, 5EL:7? “FITTWNITATN
| PROGRAOMEIENe iR Fi BN 4.5 ¥:]:}

FO156 GOTO IB106

FTire08 POSITION 11 ,11:°? “*RERUN THIS PROGRaM* :? ::? ,"“RETURN TO
BASKXC' :?7 7 L""RUN MENRUI PROGRAGM'' : RETLURMN

T1580 TRAP 0000 :POKE 201,19:XF SEL=1% THEN 7 *“'K*:7? :12 ," LO
ADING MENLU : RUN ""D:HMENL'"":TRaPF 40000

X151€@ IF SEL=1X THEM GRAPHICS ©:7 :17?7 “"BAS5IC':? ""IS5'";:POKE 75

Z2,8:TRAP 40000:END
FIALB26 TRAP 46000:RUMN
X286 GOoS5uB I2260

F2616 CHOXCE-BUTTOM:BUTTONZPEEK (S5I2792 : IF BUTTONCS>7 THEN X200
i1a

2196 GOSUB I2Z00:RETURN
X2206 FOR MEZ-S8 TO 8:POKE 53IZ2792,.ME:NEXT ME:RETURN
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9 REM SONG KWRITER [6/3X-82]
1 REM (c)>) 1982 bw Jerry Hhite
20 GRAPHICS 0:LXIST 6,1:7 $1? “ENTER DATaA BEGINMING 4T LINE S8
B."":? 1?7 DELETE LIMES 28 & IO BEFORE TESTING."
X@e 7 :7 "TO RUN THE MENU PROGRAM'*':7Z? :7? OTYPE RUN'";CHRS (X443 ;"
DIMENU'' ;CHRS (X432 :? :7? “THEN PRESS [THIAGT": L IST SOO:END
48 DIM HWORDS (203 ,DISPS (263 ,BLANKS (26 :BLANKS ="
":GOTO Xea
160 POKE S46 . HOLD:SOLUND 8,V0,108 , 8:SOLND £ ,U1,10,4:50UND 2,V2Z
18,4 :530UND I, UX,.10,4
181 XF PEEK (5403 <{>8 THEHN 161
3182 SOUND 8,0,08,8:50UND 1,0,0,8:S0UND 2,0,08,8:50UND X,0,68,0:
RETURN
Taa READ VO ,Ul,UZ,UX HOLD,SHNITCH, HMORDS
EEO LHMTLENC(WORDS) :DISPS=BLANKS ! IF LW>18 THEN DISPS=MWMORDS:GOT
O Zaa
Z78 FPA11-~IMTLLHNA/2) :DISPSC(FP ,FP+ILH—-12 =MHWORDS
ZEHE\B POSITION 6,4:7 B6;DISPS:GOSUB 188:GO0T0O 380
588 DaTaha
06 DATA 8.0,06,0,8,2,END
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19 RESTORE 18062:P0OKE 559,68:G0T0 1060 _

12 TROP QL2:GET HOEL,GC:S0UNMD Q2,0Q2,02,02:TRAF 2Z:GC=GC—42:1XF
GC=~-01S THEM GOTO @161

1T IF PHIGCI=0N2Z THEN GOT0O Q12

1% SOUMD 02 ,POGGC) 016,01 ZZUHRCADPRCERS) ,PM3 i PLS (24, Q42 SCHRS
EPYLGCI D (Z-USRCADRCPMSD , ADRIPLEY ,14,PM) i POKE Q248,PHCGC)

16 SOUND Q2,.PCGCY ,0160,07:600T0 Q12 —_

22 ZoUSRIADRIERS) ,PMI : POKE 694 ,02:POKE 702 ,064:G0T0 Q12

25 TRAP N14:Z-USREADPRCERSY ,PM) 1 SETCOLOR Q1,02,012:%0UND Q2,0

2,002,002 :RETURN

126 GOSUB 4960

128 7 KU FOR ME=J1 TO J2:GC=FILEC(ME,Q2) :POKE S40,FILECCME, Q1 __

PISOUND Q2,PCGECEY , 018, 015 :Z-USRLADPRIERSY ,PM) : POKE 0248, PX(GCY

ALTZ2 PLS 4,042 HRS(PY (GO : ZT-USROADPR CPHMSY , ADRIPLS)Y , 14 ,PM) 7
A PPHOTE ®:ME:SOUND Q2 ,PIGEY 018,07

1TZ4 IF PEEKIO7642 {>0Q255% THEWM GOTO Q181

136 IF PEEK(S4603<>02 THEM 136

13I8 SOUNMD QZ,02,02,02:NMEXT ME

1469 N=FILE(Q2,02) :G05UB OQZ5:G0Y0 Q161

1560 RESTORE SO00:FOR J=01 TO Q28:READ GC

151 SOUMD Q2. PLGCI , 010,015 :PLS 04,043 CCHRS(PY(GC2) : GOSUB 025
IZEUSRCAGREIPMSED ,APRCPLS) , 14, PMY : POKE G248, PHIGC) —
152 SOUND Q2,022,022 ,0Z2:MEXT J:GOSUB Q2S5 :RETURN

1686 NSz )02 :TRAF 160

161 POKE Q764,.0255:PO0KE Q766,01 :K-K+Q1L:GET #0l1,GC:IF GGC>a7 a

MP GC<S8 THEN NS (IK,KI=STRS(GC-482 :7 HSIK,.K) ;; :GOTO 161

162 TRAP 165:IF GCT1SS OR GC=N27 THEM POKE Q766,02:N5 (K, K)=""_
CIRETURM

163 IF GCT=126 AND KX01 THEM POKE Q766,02:7 "4';:K=K-Q1:N$ K,
Ky =t

164 NSIK,KI=" “1(=K~-QL:POKE 694,0Z:POKE 782,064:G0T0 161

165 TRAFP Q1981 :RETURM

176 TRAP QA70:POKE 0764 ,0255:P0KE O766,01:GET #01,GC -
171 IF GCh4al AND GC<21 THEM FPOKE Q766 ,Q02:RETURM

172 IF GCT1SS OR GC=027 OR GC=ZI2 THEN POKE 766,02:RETURN

174 POKE 694,02:PO0KE 782,0684:G0T0 Q1L7a

196 NS :K=0QZ:TRaAP 19%6

121 POKE G764,02SS:P0OKE 0766, Q01 :K=SK+Q1:GET HOL,GC:IF GC>Xa4S a6

ME GCE$9L THEN NSCK,.E2-CHRS(GC2 :? NSLIK,K2;:GOTO 1391

192 TRAP 195:IF GC=15% THEMN POKE Q766 ,02:MS5 (K, KI=" “:RETURN

123 IF GC=027 THEN POKE OQ766,0Z:MS(K,KI='" “:POP :GOTO Qiei
1924 IF GC=126 AND K>Q1i THEN POKE Q766,Q2Z:7 "4 iKSK-Q1:N5CK,
KD =

195 NS LK, K2=" “:K=K-0Q1:POKE 694,02Z:F0KE 782,064:G0T0 191

196 TRAaF 0101 :RETURN

260 SETCOLOR NQ4,09%.04:5ETCOLOR 09,07,04:P0OKE O7S52,01:G05U8 Q
25

za1 7 m TYPE € TO READ FROM CASSETTE':7 ** TYPE D TO R—
EaD FROM BISKETTE';:GOSUB Q417a

zez IF GC N GOTD Q101

zie IF GC=68 THEN 256

212 IF GC<>67 THEM 7 "§'; :GOTO zZ66

RT PaTa CASSETTE™:? b PRESS PLAY THEMN:? )k

Z2xe TRAP S6908:0PEN HO4,09,02,C:"": TROP 000

Z2F1L 7 RO POKE Q7852,01:7 ‘b READING CaAaSSETTE FILE“:GET #8004
SMIFILECQZ, Q2 =N GETYT 1104, K

Z2IT2 IF N>0406 OR N<O1L OR H<>Q2 THEN #&#76¢@

248 FOR ME=Q1L TO FILENQZ,0Z2 :GET B4, ®H:FILEC(HME,Q2)=H:GET Ba4
SRHIFTILEICME , Q1) =K :NEXKT ME:GOTO O1a1

250 POKE Q752 ,02Z2:7% "R TYPE DPISK FILE MNAME?'"; :GOSUB 190:0F%
=DM DS ILENIDRS) QL) SNF
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260 TRAP 8600:7 YK :POKE Q7S52,01:2 ‘') READIMNG " NS :CLOSE
#Q16:0PEN B016.,.09,02, DS :TRAPF 8060

262 GET #OR1L6,M:GET HO16,H:IF N>0400 O0OR H<OL Ok H<{>02 THEN 87
oa

264 FILEC(QZ,QZ2=H:FOR MEZQ1l TO FILECOQZ, 022 :GET HQ16, H:FILE M
E,Q22=H:GET HOQ16 ,H:FILE(ME, D12 =K

Z808 NEHT ME:CLOSE BQI16:6G0TD Q161

2286 7 K[J THE FILE IM MEMORY IS5 LOST™:? *“"PWHEN YOU CREAT
E NEW DaTa.":POKE Q752,01
292 2 TYPE 1L TO CREATE HMEK DaTa TYPE 2 TO

SAVE DaTa FILE'; :GOSUE Q176

Z29ZF IF GC=N027 THEN GOTO Q181

294 GC=GC—48:IF GC=QL THEN N=QZ:FILEI(NRZ,0Z23-Q2:6G07T0 O03IB6
2926 IF GC—=R4 THEW 460

228 ¢ [@{'*;:GOoT0D 2Z38

Feo SETCOLOR 04,015, Q4:5ETCOLOR 09,015, 04:GOSUB 025 :IF FILEC
Q2,023 =0408 OCR M=-Q488 THEN GOTOC Q400

I7e ? KR POKE Q752,02 :7 TYPE DURATION €1-1262 [TELLGLTI?*
FIGOSUR 168:TF GC=Q27 THEN GOTO Qiel

FT?S TRaAP I70:0=VALINS) : TRAF 14

FEOG D-INTCD) :IF BX<OL OR DXOl126® THEN ¢ "[[3';:G0T0 I76
T&EL POKE 0O752,01:7 K5
IBZ N=N+QL:7Z? ') TYPE MOTE H'"':M; :GO5%UB Q176

IBI SOUND Q2,02 ,02,02: TRAF Z8I:GC=GC-42:IF GC=-015 THEM GOTO
Qle1

E84 IF GC=-Q18 THEN GC=04:G0TO X980

ITBS IF PHIGLCI=QZ THEM HN=N-QL:7? *[:GO0oTO 0306

IB6 SOUND Q2 ,PIGE) 018,015 :PLS (04,042 =CHRSIPY(GCI? :Z=USRCADR
CERS) ,PMI 1 ZZUSRCADPR(PMS) , ADPRIPLS5) , 14, PM)

I87 POKE Q248,PHIGCY :SOUND Q2 ,PC(GCY ,010,07:POKE S46,D

I688 IF PEEK (54082 {>0Q2 THEMN 3I&8

X0 SOUND Q2,02,02,02:FILECM,GL) “C:FILECQRZ, Q2 =N:FILECH, Q2> =
GC:GOTO Qxeea

T98 FILECN,QI) =D :FILEC(QR2, Q23 =M :FILECHK, Q23 =G

4080 GOSUB QzS:? AN HMEMORY DaTa FILE FULL TYPE
1 TO CREATE NEW MEMORY DavTa "
410 2 TYPE 2 TO SaVE MEMORY DavTn TYPE 3 TO P

LAY MEMORY DATA';

428 POKE Q764,0255:GOSUB Q178:GC=GC-48:GO0SUB Q25:IF GC=-21 T
HEN GOTO G181

422 1IF &C<aQl1 OR GC>016 THEMWM 2 "[(;:GDTO 426

4T IF GC=Q1 THEN GOTO 298

4498 IF GC=016 THEN GOTO Q120

460 FILENZ, 023 =N:SETCOLOR (04,011,Q4:SETCOLOR Q29,Q1L1,04:POKE
Q7S2,Q1:IF FILECOZ,Q22=02 THEM 8800

461 7 K TYPE € TO SAWE OMN CASSETTE':? TYPE B TO 5
AVE ON DISKETTE'"; :GOSUB 170

462 IF GC=0Q2?7 THEN GOTO G161

470 IF GC=68 THEHWN %90

4?72 IF GC<>67 THEWN ? "“[A*;:GOTO 46a

480 7 "m)P INSERT DatTa CASSETTE":? ) PRESS REC & PLAY':?
o PRESS [
482 TRAP R14:CLOSE RHO4:0PEN R2Q4,08,02,C:'":? K" ; POKE Q752,

Q1:7 " P SAVING CASSETTE FILE'

484 FOR ME=-Q2Z TO FILELQZ.02) :PUT HO4 ,FILECME, Q22 :PUT HO4,FIL
EC(ME , 213 :MEXT ME:CLOSE R04:G0OT0O 0101

S80 POKE Q7%52,Qz2:7 '8 TYPE DISK FILE NaME?'';: :POKE OQ764,Q
Z55 :GOSUB 199: CIDSCLENIDS) 4013 NS

S10 TRAP S860:7 "K' POKE Q752.0L:72 " SAVING ““;M$:ICLOSE ¥
Q16 :DPEN H#016,08,02Z,0%

S20 FOR MEZO0Z TO FILECQ2Z,0Q22:PUT BAOL1LE6,FILECME, 022 : PUT BO16,F
TLELCHME , Q12 :NEXTYT ME:CLOSE HOQL6:GOTO 0161

888 PATHO 66,130 ,65,144,66,1168,87,136,72,130,83,128,84,1308,68
121,96 ,118,82,114,26,130,78,168,102,110,84,102

&16 DATA 108 ,130,71,96,120,130,72,21,126,110,85,85.13I2,13a,7
4,81,138,1109,73,76,144,130,75,72
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S2686 DaTa 158,110,79,68.1."56,139,'76,6‘4,L6ﬂ,138.59,60,174,110,4 -

S,57,1680,130,43,5%,186,110,61,50,192,130,42,47

1680 READ OL1,72,.04,07,.08,09,010,015,012,014,015%,016,0158,019,
23T, N24,025,0101 ,0120,0248,025%5,0280,0300,0752,0764,03

1881 READ 020,027,064 ,.0176,0766,Q0400:G05UB 12100

1082 DATA 1,0,2,6,8,4,10,11,1%,11060,15,3,18,7,3006,24,25,71
OB, 120 ,53248, 255 ,2260,308,752, 764, 8200

1063 DaThA 20,27,64,170,766,400

16604 GOSUE OZ:DIM PLSLZI)  PMS5(81) ,ERS(Q247 ,PHI4S] ,PYC45) ,P (4
52 ,D05C143 ., FTLEC(QA4BH, 017  KSC(74) ,N5C0206) : TRAP O1ta

1868 KI=K ¥ " T u T o - = A S5 D F
G H 4 KL 3 +

1610 RESTORE S8O0S:FOR MEZQL TO AS:PHI(MEI-O2:PYIME) =0Q2Z:P (MEJ=Q
ZI:NEHT ME:FILECQZ2,023 =02

1656 POKE 0248 ,02:G05U8 960008 :FOKE 82,04:POKE 83,39

1198 FDOR ME=1% TO Q2 STEP -08.2:S50OUND Q7,158 CMEX0OL82 ,08,ME:S
QUNE 01,511,012, ME: SOUND 04,102,012, ME

L1286 SOUND Q16,1568 (MEXQL10) , 08, ME: SETCOLOR 0Z,ME,.Q10:MEXKT ME
POKE 186 ,P106

1280 POKE Q248,02 :GRAPHICS Q1&:GOSUB 121090 :S5ETCOLOR 04,019%,Q

G:5ETCOLOR 2,009,010

ALZ10 7P #HOZ:7? @y :; TYPE [(GEEGIEMNUMBER'" :? 1Q7:7 HQ7;" 1= [ZIA
FEMEST LI =23 :GOSUB 023
1226 2 807 :2? BOF ;' 2z [(TATEEYANT :X=23:GOSUB Q2I:7 #B27:7 B

i Tz (MTARIEATEI X =19: GOSUB 023 .

1222 7 nOQ7:? BQ7;* 4= FIPEMETIATT " : H=14: GOSUB 023X

1ZZT8 CLOSE HOL:OPEN 201,09 ,02,"K:":GDSUEBE QL7 :0P=-INTI(GC—4813 @
IF OoPp<{01 OR OP>09% THEN 7 "(:G0TO0 1LZzee

1246 TRaP 014 :XF O0P=01 THEN POSITION 07 ,016:7 HQ7;''PLaY PIaN
Qi H=22 :GOSUB O23

1258 IF OF=-04 THEN POSITIONM Q7,.,5:7 S807;:""REaD DATA*:HX-2I3:6G05U
B az3X

L2660 IF OPZQ16 THEM POSITIONM G7,017:7 BO7Z7;CREASTE DaATA'"" :H=19
tHOSUB 02X

1278 IF OP=(9% THENW POSITIOMN Q7,9%:7 HO7;"END PROGRAM''  (KX=14:G0
GSUE 23

1388 FOR MEZQ1 TO OQZ0:READ J1, 02, 33, .04:CO0=JI—~42:PHLCOI=J1:PY
CCO) = J2:PCC0Y =04 i NEXT ME

1310 IF 0OFP=0Q9% THEN POKE (248,02 :G07T0 163040

19288 GRAPHICS Q19:5ETCOLOR 04,019,024 :SETCOLOR Q2,012 ,04:SETC
OLOR 02,02,02:5SETCOLOR 21,02 0Q012:P1LOG=PEEK (10862

20068 POKE SIX277,02:PMa=P1LR6-I2 :POKE 559,62 :POKE 54279 ,PMA: . Jx
QZ:POKE 784, 31 :PM-LI(PMa+RII %256

21008 PLSE-""9dh d b dddBHHO®  : GOSUE 12100:POKE S3277.016

2206 GOSUB 31000

2266 YTF OP<>01 THEN SETCOLOR Q1 ,02,.012:G0TO 25680

2268 7 KS:POKE Q7%2Z2,01:GO0S5UB Q2%

Zz7e ? P PRESS SPACE BAaR FOR REST PRESS ESC FO
R OPTIONS; :1IF ME=—Q1L THEMN RETURN

2272 GOTO 2500

2%66 IF OP-04 THEN GDS5UR 156:GO0T0 260

Z5108 YXF OP-Q16 THEM GOSUB 1580:G07TO 0368

2920 GOSWUB 150 :6G0T0O QL2

Xabe FOR MEZQLS TO 02 STEP —D1L:50UND Q2,H,Q16,ME:NEXT ME:RET
LIRN

4888 SETCOLOR Q4 ,%,04:SETCOLOR 09 ,%,04:7 'K THERE aRE "";FI
LECQZ, 022 ;' NHOTES XN MEMORY* :POKE O0764,025S

4818 IF FILECQ2Z . 0232=-0Z THEN ? “[(3“:FOR J1=0QZ TO 1688:NEXT .J1:J4
1=NZIMINZPOKE Q764,285 : 60T 7000

4A6ze > ENTER STARTING MOTES"; :GOSUEB 168:IF &GC=0Q27 THEN o
OTO 161

4038 TRAP 4086 : J1-VUBLINSD (IF J1 {01 OR Ji2FILECQZ ,02>) THEN 2
LIt GOTO 400

4048 2 72 ENTER ENDPING MNMOTER ; :GOSIUUB 168: TRAaAP 400868: .J2=Va
LCNSD

4860 XF J2<J41 OR J2<01 O0R JZ>FILEI02,.Q22 THEN 2 (" :G0TO0 406
o
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4980 TRaP Qi14:RETURN

5000 DatTn 23 .4%5,41,26,.48,28,42,29,30,4%,32,31,3%,37,34,17.,.3,
1.19 .8

70680 J2-Q2:SETCOLOR Q4,019,041 5ETCOLOR Q9,019 ,04:POKE OQ752,0
1:GOSUB Q25:TRAP 7000

Taas 7 N TYPE 1 TO PLaAY XKEYBOARD PIANOQ TYPE 2 TO
READ A DaTa FILE"
Foi1e 2 TYPE T T CREATE a NEMWM DaTa FILE TYPE 4 TO

EHD THIS PROGRAOM'";

7028 GOSUEB QA7 :0P=-INTL(GC—482 : IF O0P=-21 THEN GO5UB Q2%;G0OTO
aliel

#9222 XF Or{QiL OR OP>02 THEN 7 *[J';:G0TO 7e2z2a

FASe IF OoPp-01 THEM ME=—Q1:7? 7?7 :GO0S5UB 2Z268:G07T0 012

76D KF OP-Q4 THEN 2zaa

7O IF OP=-016 aND FILECLQRZ,QZ)=-02 THEN MTQZ:GOoTO QIXoea

772 IF¥F OFP=016 THEN 2968

FO86 IF OoPp=09% aND FILEI(NRZ,02) =02 THEN 1316

BRI ? R I POKE Q7S52.01:7 TYPE 1 TO 5SAVE MEMORY DAaTa**
7o TYPE 2 TO END THIS FROGROMGOSUE L70:GC-GC—-48

7891 XIF GC=—2Z1 THENM GOTO (Ql8it

Y822 XF GC=012 THEN 289

Te924 UF GC=04 THEMW 1318

796 7F L3 GOTO 7898

710980 JZ2TQZ:S5ETCOLOR Q4,019,04:SETCOLOR N92,019,04: POKE G752,Q
1:GO3UEB Q2S5 :TRAF 0101

FiLS 7 'R TYPE 1 TO aADD DPaTAa TO MEMORY TYRPE 2 TO
SAVE MEMORY DaThA*t
7ii1e 2 TYPE I TO PLAaY MEMORY DaTa TYPE 4 TO

FIR MEMORY DavTa';

7120 GOSUB QL708:GC=GC—48:IF GO
7122 IF GC<Q1L OR GC>a® THEN 7
7130 IF GC=016 THEN GOTO 0QL2Z8
7146 IF GC=04 THEN 4660

7158 IF GOC=Q1 THEMN HM-FILE{(QZ,022:GO0T0 DRIaB

7168 SETCOLOR @4,9,02:5E¥YCOLOR Q%,9,09:POKE Q752,02:7 '8 T
HERE ARE “:FILECQZ,Q2) ;' MOTES IM MEMORY'

7162 IF FILECOZ,022 =02 THEN GOSUEB Q25 :POKE Q752.0Qi:7? "3 ::G05
us 85906:GO0TC Gl1Lo1l

7LES 7o TYPE NOTE MUMBER TO BE FIXKEDR'";:GOSUB 1606

F178 TRAP 7168:IF GOC=0Q27 THEN GOTO Qi81i

PAL76 TRAP QLOL:FHN=UAL (NS) : TRAP QL4:IF FNI)FILECQZ,Q2) OR FNQ
1 OR FN>RQ408 THEN 2 "“Li*';:GO0TO 7168

7Za0 P KU I POKE Q7520237 TYPE DURATION (1-1263 RETURN?
I TRAP 7208:GO05UE 168:1D=VAL (NS$) : TRAP Q14

7216 D=INTIDI :IF P<R1 OR P>0D1L20 THEN ? “[3"; :GOTO 7260

72308 POKE Q752 .,01:72 K$172 ) TYFE MOTE H'*:FN; :GOSUB Q176:P
OKE Q752,02

7240 SOUND QZ2.02,02,02:TRAP 7248:GC=GC-42:IF GC=—-0Q1% THEM GO
TH Q101

724% XF GC=—0168 THEM GL=Q4:GO0TO 7290

72568 IF PHIGCI)I =02 THEN N=N—-Q1:7? "[i":G0T0 Q101

7255 SOUND 02 ,PGC) , 016,015 :1PLE 04, @4 =CHRS (PY (GCI) : Z=USRCAD
RCERSY ,PM) : Z-USRC(ADR (PMS) , ADRCPLS) , 14, PMD

F260 POKE Q248 ,PHIGCY :S0UND 02 ,PLGC)Y Q168,07 :POKE S40,D

7265 IF PEEK (S48 <>02 THEM 726%

7Z90 SOUND Q2,002,027 ,0Z:FILELFN,Q2)=GCFILELFN,QL) =R :GOTO Q18
1

§06060 IF FPEEKCL953 =136 THEM GOTO 0101

§1606 GOTO 876606

§Z06 FOR ME=Z0Q12Z TO 02 STEPF -01:50UNMD Q2,02 .04, ME:MEXRT ME:RET
URMN

BE%5600 FOR ME=N02 TO 2Z88:MEHT ME:RETURN

8608 2 KL ? LFILE NOT FOLND'":CLOSE #Q4:CLOSE #Q16:GOSUB 8
506:GO0TO Q1681

AL THEN GO5UB 0Z2Z%5:G0TO 7600
;:EOTOD 7120
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8706 7 9KR3F':7? ,""BaAalk DPATA FILE":!CLOSE HQ16:CLOSE HRQ4:GOSHB &S
8Q0:GO0TO 01681

&8ea 2 'KLI':? LG RECORDS TN MEMORY' :GOSUER 8580:GO0TO Q161
20080 GRAPHICS Q18:FPLOG=PEEK (LO6) : POKE 7892,012:POKE 711.5%6:P0
KE 710,166 :6G05U8 121886

98880 PMA=PLI86-32:POKE S59,62:POKE S42792,PMa:J=T02Z:POKE 764,41
IPMZIPMA+OQII %256

2136 ERS="hbhITIhTEH BvEI TN T TINI0e "

2146 PMS=""hhIWELRIEH TTHITIh Rl T v ITRLTH-EY /e CRGIEI Y/ THE 10050
RSB/ TILUITE R YETE ¢TI T e ' POKE S3I277, 016
2280 Z-USRCADRERSY ,PM) :FOSITION G2,04:27 #O7;:" L YER I HNoO“

D210 PLS=WAIWR] | £FFF [ | ®S¢098¥  :PLS (04,04) =CHRS (40 : POKE O2z4
8,80

9228 FOR ME=Z0 TO 064 STEP Q4:PLS (04,043 "CHRS IME) :Z=USR(ABRC
PMS) ,ADPRCPLS) , 21, PM) : NEXKT ME: POSITION Q9,0G4:7 8HA7;"pP*

9236 GOSUB GI:FOR ME-Q64 TO 80 STEP Q4:PLS (04,0432 =CHRSLME) : Z
“HSRIADRCPMS) , ADREPLS)Y , 21, PM) : NEXT ME

92%Z5 FOR ME=88 TO 13I6:POKE QZA8,ME:MEXT ME:FOR HME=S8/8 TO 0G4

STEP —Q4:PL$CQ4,043=CGHRS CME)

9240 Z-USRCADRC(PMS) , ADRIPLS) , 21, PM) :NEXT ME:POSITIOM OQi11,04:
%+ HOQ7 ;P IGOSUB QX :Z-USRADRCERS) ,PM) : POKE (Q248,Q%2

BZE0 PLES"SAIVPLLICFFFFA A FERW¥R 1 PL S04, 043 “CHRS {642 : POKE Q2
48,96

922680 FOR ME=30 TO 064 STEP Q4:PL5CQ4,04)-CHRSI(ME)? :Z=-USRCADRC
PMS) ,ADRIPLS) , 028, PM) : MNEXT ME:POSITION Q7,04:7 Q74

9278 GOSUB QI :FOR MEZQ64 TO 80 STEP 04:PLS(Q4,043 “CHRSI(ME)Y 1 Z
“HUSRCADR(PMS) ,ADRIPLS) , 028, PM) : NEXT ME

9280 FOR ME=96 TO 1S2:POKE QZ48,ME:NEXT ME:FOR ME=-86 TO Q64

SYEP ~Q4:PLS (04,043 =CHRS (ME)

FZE8F Z-USRCADRIPMS) , ADRCPLS) , 026, PM? :NEXKT ME:POSITION 13,Q4:

? A7 ;A :GOSUE QI ZoUHSRCADRCERSI ,PM) : POKE QZa48,02
S2IDB ? Q7?7 Q7 €CY 198 X4 :FOR ME=25%86 TO 02 STEPFP —Qif

@:S5CUND Q2 ,ME, Q10,010 : NEXT ME

210 SOUND Q2,02,02,02:POSITION 0G9,07:7 BA7; "W :GO05UB QI:POS

EITION S,07:7 BO7;'' E3:c0o5UB o3I

2328 POSITION Q7. . 07:7 BO7;' W' GO05UB QIZ:POSITION 7,07:7 BOQZ7;"
R*':GO0S5UB QI :POSITION Q8. 0Q7:? £$#0Q7 ;"M :GO05UB O3F

SITI6 POSITION Q10,07:7 HA7 ;M :GOSUB QX :POSILITION Q11,0Q7:7 #0
;A GOSUEB QI POSITION Q12,07 :7 3Q7 ;o[

?I3I48 GOSUB OI::POSEITION A3.07:7 RHROQ7;'[@A":GOoSUEB QX

D408 PLE="SA2PP4 420 |[90004{99W ' POKE 704 ,0LZ:1PLSI(04d, Q4] —CHRS
€128 :POKE QzA48 .88

418 ZoUSRADRI(PMS) , QDR IPLS)I , Q20 , PM2

P4TB FOR ME=12Z8 TO 144 STEPF Q4:PLS5(R4,04) =CHRS (MED) : Z-USRADR _

CPMSE) , ADRCPLS)Y , 020, PM) : NEXT ME

9448 FOR ME-S8 TO 160:POKE Q2485 ,ME:MNEHT ME

9450 FOR ME=144 TO 128 STEP ~04:PLSCQ4,04) =CHRS (ME)? : Z=LISRaD
REPMSI , ADRIPLS) ,QZ8, PM) tNEHT ME

9460 POSITION Q10,07:7 BA7;"white'' :GOSUB QI :Z-USRCADRI(ERS) P
M) I POKE QZ48,02:P0KE SI277,02:RETURNK

100680 DAaTA 49,260,29.10,31,16,35,10,46,10,47,26,0,10,46,10,29
,4,29,4,F1,16,35,10,3IF,10,31,76,0,16

19100 paTa T1,10,31,16,40,10,35,10,40,4,40,4,31,4,31,4,40,10
, 35,18

182080 DATA 40,4,3I7,4,35,4,31,4,29,4,23,4,26,4,29,4,35,4,40,4
,29,4,26,10,2F .10

16X600 RESTORE 10098 :GRAFPHICS QL&:S5ETCOLOR 016,5,010:7 H#O7:7?
BQ7:7 A7 :7? BQ7; that's'";:? HO7: 2 a7 ;" AL
10400 7 ROA7:? BHA7:" [TV : TRaAP 10999

18588 READ ME, JI:PDKE S40, J3:50UNDP 02,ME,010,018:S5ETCOLOR Q2
S ME, Qa4

18680 IF PEEK (5403 <>Q2 THEN 186080

18708 SO0UND Q2,Q2,02,02:G0T0 1AS00

18999 POKE 166,P186:END

11088 2 “KF ERROR “;PEEKC(19S) ;' AT LIME *";PEEKCL86) +PEEK (1
G73%256:7 :? b PRESS START FOR OPTIOMS
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11111
12000
1216898
1060600
Ti11008

IF PEEK(S5S3I2793<>Q7 THEN 111111

TRAPF Q014:G0TCG 7006

POKE 16,064 :POKE S3774,112:RETURN

TRAPF I1300:CLOSE HAQ1:0PEN HQ1,02.02," D:PIANQ.SCR*"’

POKE 856 ,7:POKE 852,244 :PO0KE 853 ,PEEKI{S82)+1:POKE 856 .2

55 :POKE 8%7,25%

X1200

31228

HZUSRCADR C'HhhhDLVE'? , 163 : CLOSE HOL1L:0PEN HQ1,09,0Q2,'K: "

COLOR Z:PLOT 14,.16:PLOT 15.18:RETURN

FLIOE GRaAPHICS Q02:7 :7 *“"UNABLE TO LOADP PIANO SCREEN FROM DIS
K. IEND

8 _9-19,-82
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ATARIT BASIC CHORDS

x C H O R D x DIST FIRST THIRD FIFTH DIST FIRST THIRD FIFTH
A HMajor 1= 144 114 9% 12= 75 6 51
A Miror 1= 144 121 96 1= 75 & 9
A# or Bb Major 10= 136 108 91 1= 72 &% 48

A% or Bb Miror 10= 136 114 91 12= 72 60 48

B HMajor 10= 128 102 85 122 & 52 B
B Miror 1= 128 108 85 122 & % &
C Major 1= 121 9% 81 122 63 31 42
C Minov 0= 121 102 81 1= &3 R %

C# or Db Major 10= 114 91 76 12= 60 48 40
C# or Db Minor 10= 114 96 76 12= & 51 40
D Major 10= 108 85 72 1= ¥ 46 ¥
D Miror 1= 108 91 72 122 %7 48 ¥
D# or Eb Major 10= 102 81 48 1= 52 R 3%

D# or Eb Miror 10= 102 85 48 12= 52 4 3%

E Major 0= 9% 76 & 12= 51 4 B
E Miror 10= 9% 81 6 12= 51 2 B
F HMajor 1= 91 72 40 1= 8 ¥ A
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ATARI BASIC CHORDS

{Continued)

x C HORD x DIST FIRST THIRD FIFTH DIST FIRST THIRD FIFTH
F Miror 1= 91 76 &0 12= 48 40 3
F$ or Gb Major 10= 8 &8 ¥ 12= 45 3% 3
F$# or Gb Miror 10= 8 72 ¥ 1= 45 7 AN
6 Major 1= 81 6 83 12= 42 33 28
G Minor 1= 81 &8 53 12= 42 3 28
G# or Ab Major 10= 76 40 50 12= 40 3N 26

G# or Ab Minor 10= 76 464 S0 12= 40 33 26
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o

JERRY WHITE'S MUSIC LESSONS is a comprehensive
sound effects and music tutorial package that will teach
; you everything you ever wanted to know about ATARI
- sound. Includes 13 separate programs exploring the full
capabilities of your computer and PLAYER PIANO that turns
your keyboard into a 20 note mini-piano.

-

L

INCLUDED:
B
SOUND DEMO CHORDS 12 |
EFFECTS : SPEAKER =
FORNEXT BIRTHDAY 2
POKSOUND JINGLE B
KEY OF C SILENT LU
KEYATOGC SONGRITE
KEYDTOG : FILEDUMP @
and PLAYER PIANO ' o
MUSIC LESSONS 16K CASSETTE / 24K DISK ]
L.
PLAYER PIANO 24K CASSETTE / 32K DISK
=
COPYRIGHT © 1981, 1982 JERRY WHITE | |
|
SWIFTY SOFTWARE, INC.

64 BROAD HOLLOW ROAD
MELVIEEE, NEW YORK 11747/
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