





SPECTRAVIDEO’S
USER’S MANUAL STATEMENT

This equipment generates and uses radio frequency energy and if not
installed and usad proparly, that is, in sirict accordance with the
manlaciurer's instructions, may cause interferandce 1o radio and
television reception. It has been Iype tesied and found to comply with
the limits for a Class B computing device in accondance wilh the
specifications in Subpart J of Part 15 of FCC Rules, which are desigred
to provide reasonable protection against such interference in a
residential installation, Howewar, thera is no guarantes thal interferences
will nol occur in a particular installation, If this equipment does cause
interferance 10 radio or television receplion, which can be determined by
turning equipment off and on, 1he user is encouraged to try to correct Lthe
inferferance by one of more of the following measures:

W Aaorent The receiving anienna

B Relocate the compuler with reéspect to the recaiver

B Move the computer away from the recaives

B Plug the computer inlo a ditferent cutlet so that computer and
receiver arg on different branch circuils,

Il necessary, the user should consult the dealer or an experienced
radioftelevision technician for additional suggestions. The wser may find
the fallowing booklet prepared by the Federal Communications
Commission halplul:

“Haw 1o ldentify and Resolve Radio-TV Interference Probléms” This
booklet is available Irom the U.S. Government Printing Office,
Washington, DG 20402, Stock Mo, 004-000-00345-4,

WARNIMNG:

Thigz equipment has been certified to comply with the limits for a class B
computing device, pursuant to Subpart J of Part 15 of FCC Rules. Only
peripherals, [computer inpubioutpul devices, terminals, printers, a1c.)
certifiad o comply with the Class B limits may be attached tothis
computer. Opearation with non-certified peripherals is likely to rasull in
interference to radio and TY racapton
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ONE CHAPTER 1

A New Beginning )

The introduction of (ke Atar® VWG5S 2800 video

game machine in 1978 revoluticnized the world

of toys. Children and adults alike were now able ’
to play a new kind of game. With its flashy

graphics and hair-raiging sounds, the Atari®

maching was much more exciting than any toy

truck or toy doll,

However, the home computer became the hit of
the 1980's and probably will continue as such
wall info the fulure. Millions of Atari* game
machine gwners had little choice Bul Lo give up
thadr little Alari® machines and buy expensive
personal computers in order 1o jain 1he
microcompuler generation. That is until now,
with the introduction of Spectravideo’s
Compumate™,

You have made a wisa dacision in selecting tha
Compumale™, which enables you to transform

your Alari® game machine into a real compular!

You already know that you can play games with

your VES, but we will show you Thal mow, with }
Compumale™, you can also play music, draw

picturas, print words and even learm how 1o

program a computer. And by the time you finish

regding this guide, you will agree that computers

can be easy and fun 1o wse,



CHAPTER 2
Set-Up

T set up the Compumate™ (ollow these steps:

1. Turn off the power to your WG5S,

2. Remove the game carlridge, joyslicks, paddies
or any other device presently connected 1o your
VG,

3, Place the Compumate™™ on the WC5.

4. Insart the Compumata'™ cartridge inlo the
game cariridge slot.

&, insart the plugs connected bo thae cariridge into
the left and right joystick slots on the back of the
VS, Make sure that the plug marked “lefi™ s in
the lelt joystick slol and the plug marked “right”
Is im the right joystick slot,

-*'E""-- —me 6. Everything is now conreciod, We will il you
’ A e = 1 turn on the power for the Atari® VS vy
I -f_ A~ BOOn. Please contlinue reading



CHAPTER 3
Meet the Keyboard

Today, most computars are controllad by the
user sending instructions 1o the microprocessor-
the brain of the computerthrowgh the kayboard
Maybe someday In the future compulers will be
abrla to understand our voicea, bul until than, wa
must use a keyboard. The computer s keyboard
should kock familiar to vou bacause it resembles
that of a typewriter

Turn the power switch to the 0N position and
then look at tha TV set. Compumata™ should
display the piciure that appears in Figure 1 and
then play a few notés frorm “Twinkla Twinkla
Little Star'.

COMPUMATE™

K
] Figure 1

If you do not see this display on the screan
immeediatedy aller lurning an The poseer, turm o
the troubleshooting chart in Appeandix B tor
AsSistance



SPACE

Compumata'™ acis in thrae differant ways: It
draws picturas, plays music and uses compuler
programs that you write, Each of ihese functions
wEes ils own special screen. One is the
TEXTSCREEM, whare any messags you lype is
displayed and where you can prograrm i e
BASIC computer language. Second is the
MLUSICSCREEN wheare you Can play musacal
notes and write songs, and the third is the
GRAPHICSCREEM where you can draw and
creale animaled plctures,

Compumate'™ places you on the TEXTEUHEEM
automatically after you lurmn the power on. The
word “OR” is the messags 1o you Irom The
computaer Lhal if is ready 1o accept your
commands. The while sguare underneath the
woard “OH” is called the " Cursos”. Its pesition on
the screan informs you of the location of the nexd
leRlar you type.

A5 you can see, Compumate’s™ keyboard is lull
of multi-colored letters, numbers, words and
gymbals, Belisva it or nodt, all ihose marks have
meanings and we will explain tham (o you.

Compurnale's™ keyboard nof only looks like a
typewriter's keyhoard, but it also acls like ane
To convince yourself, press the “W" key and
then the “E™ kay. The scraen display Should be
idenfical o Figure 2,

Figure 2

Preas the SPACE key, located on the lower right
sidle of the keyvboard, and the cursor will move
one space to the right.

The only characters that can be typad on the
TEXTSCREEM in a way that the compuler
understands are the letters of the alphabed and
thea numbers 0-9. Although the music and
drawling symbols can appear on i
TEXTSCREEM, the compuler will not understand
tham and will tall you thal o made an error

4



FUNC

The FUNC key located on the left side of the
keyboard is called the "Function'™ key. This key is
known as the “Changer” because whean il is
pressed together with any ane of three dilferent
keys it causes the computer to awitch from the
present type of acrean (e TEXTSOREEMN) to
anolher iype (g.g. GRAPHICSCREEN OR
MUSICSCREEHN).

The FUNC key is also used o corract iyping
mistakes. Let's say, for example, that you typed
an “A” instead of an “3", By pressing the FUNC
key and holding it down while you press the
SPACE key, the cursor will move one position to
the left and grase the letter A" Then you just
type the letter “5".

Cantinua typing for a few minutes, to become
famillar with the kevs, Rememiber 1o use only Lhe
alphabet and number keys. If you type more than
12 characters on one line, the computer will
automatically advance the cursar 1o the nesxt
screen ling, When you feel you have had enough
practice, please continue reading.

The remainder of this manual is divided into two
gections: Part two and Parl three. Parl two will
teach you three thimgs: How to play musical
netes and Degin wiiling a song; how 1o draw
eimple pictures; and how to write simple BASIC
programs (BASIC is an easy compuler language
te learn). Part two will give you encugh material
to practlices (o make you comiarable with the way
Compumate' " works, When you are ready,
procead 1o Part thres which containg information
an Compumate's™ advanced music, graphics
and BASIC prograrmming capatbilities



CHAPTER 1
Simple Music

Compumale™ places you in the TEXTSCREEM
wihen you turn the power on. Do you rememibssr
which key you must press o -'_'||.;||1!=|=_'- fram tha
texiscresn to the music screen? We hope you
rememberad that il is the FUNC kay. Bul you
miust also press a second key together with he
FUNC key, CGan you guess which oneil is?

We will Qive you a hinl. Look vary closaly at the
keyboard. All the symbols far the musical notes
are wrillen in red ink on or above the latier keys
All these keys are marked in Figure 3




Have you found the key wa nead yal? We need
FUNG the “M" key, because directly above it is the word
“MUSIZ". Mow thal you know which keys to use,
go ahead and prass the FUNG key while you
MUSIC simullaneously press the “M™ key. The TV screan

@ should ook like this:

CHA LH2

(

You can instruct Compumate™ fo play a series
ol mates on two different channels, Whean thass
two channals are played at the Samse Lime they
sound like & stereo system, The sign “CH1”
refers to music channeal one, and "GCHZ" refers to
miusie channel twa, You should have noticed that
tha cursar (Lhe litthke white box) disappeansd.
Well, it didn't exactly disappear. The arrow at 1he
bottom of the screen is the new cursor, It ells
wou which channel you are instructing.

Belore showing you how (o write your own
songs, we recommand thal you liaten to
Compumate's™ built-in songs. Thay will give you
an idea of what you can do. Tha Tollowing 18 a list

of the lour Bullt-in demonstration songs and Lha
keys io press Lo hear Lhem,

KEY TO PRESS SONG

TWINKLE TWINKLE LITTLE 5TAR

LONG LONG AGO

=]
4]
E JINGLE BELLS
0

MY BONNIE

Listan and anjoy tham. To S0op & 20 in the
middle prass ihe SPACE key.



Wie will now explain how 10 use both channels,
how 1o simulate the sound of a piana or argan,
and haw Lo change the spased at which a song is
played. In Parl Thrae we will show you how o
save your songs and replay tham al a later dale,

Press (he following keys ane after the othar Q"
(DO}, “W " [RE}, “E™ (ME), “R™ (Fa), T (30, "Y"
(LAY "W TE), ~1" (DO, “07 (REY, “P™ [ME) *A™
{ME), “5™ (FA), “D" {30, “F™ (LA}, “G"{TE].

Thesa are the musical notes that are available o
Yol

Prass thasa keys again and this time look af the
screen. You will notice that the arraw cursor is
pointing at these notes, Compumate™ can
accepl many noies at a limea and it keaps lrachk ol
tham in the arder thatl you Lype them in. The
numbes 001 (acteally numbear 1] 5 the number of
thia first note that you Lyped, Since you typed all
the musical notes listed above ane allar Lhe
othar and did not tell the computer 1o remamber
them in the order that you typed tham, (he
numbsar 001 stayed there and the computer did
ol adwvance (o note 002, 003 elc.

ChE. You are now ready 1o Begin wriling your Gwn
songs! Follow our ingtructions carefully.

1. If yeu are already on the MUSICSCREEN go
to step 2 If you are still on the TEXTSCREEN,
press the FUNG-M key combination to get onto
the MUSICSCREEMN.

2. Press the FUNC-N key combination. This
lells the computer 10 clear space in its mamory
to lemporarily store your work. [n the Tuture, you
should press this key combination ta clear tha
screaen of any previcus work and prepare 1he
compular fof you to start cver again.

3. Herews go Afler you input the notes for the
following song, try to figure aul which song IT 15
Be sura o glance at ihe screen after you type
each note 1o make sure that you have typed the
right key. If you make a mistake and type the
wrong key, Press the FUNC-D key Lo delele
(arase) the key you just typed incorrectly, and
then type the correct key.



“MLUSIC". Mow thal you know which keys 1o use,

go ahead and press the FUNG key while you
MUSIC simultaneocusly press the “M™ key, The TV screan
should look like this;

Have you found the kay wa naad yel? We need
FUNGC e “M" key, because directly above it is the word

CH He

{

You can instruct Compumata™ 1o play a series
ol notes on two different channels. When thesa
two channels are played al the same Hime thay
sound like a stereo system, Tha sign “CH1"
rafars 1o music channal ona, and “CH2" refers ta
music channel two. ¥ou should have noticed thal
the cursor (the little while box) disappeanad,
Well, il didn't exactly disappear. The arrow at tha
battam of the Sorsen is the new cursor. 1T tells
you which chanmnel you are instructing.

Before showing you how to write your own
songs, wa recommand that you listen 1o
Compumalte’s"™ bullt-in songs. They will give you
an idea of what you can do. The following is a list

al 1he Tour bulit-in demaonstration songs and (ha
keys to press (o haar ham.

KEY TO PRESS SOMNG

E TWINKLE TWINKLE LITTLE STAR
IT LONG LONG AGO

E JINGLE BELLS

[ B MY BONNIE

Listen and enjoy them. To 100 & song in the
middle press the SPACE key.




Wie will now axplain how o use both channels,
Few 1o slmulate the sound of a piana or organ,
and haw Lo change the spesed at which a seng is
played. In Parl Thrae we will show you how o
save your songs and replay {them al a later dale,

Press 1he lollowlng keys one after the other: "Q"
(D0, W " [RE), “E™ {ME), "R {Fa), T (50, "7
(LA}, “WFTE), “I1" (DO, “07 (AEY, “P™ (ME) A
(ME}, “S" (FA), “D"™ (S0, “F™ (LA}, “"G"(TE].

Thesa are the musical noies that are available o
Yol

Press these keys again and 1his time look al the
sereen, You will notice that the armow cursar is
pointing at these notes, Compumate™ can
accepl many nofes Bt & lime and it keeps lrachk ol
tharm in the arder that you type them in. The
numbes 001 (acteally numbear 1] 5 the number of
the first note that you Lyped, Since you typed all
the musical notes listed above ane allar Lhe
othar and did nat fell the computer 1o remember
them in the order that you typed tham, (he
numbser 001 stayed there and the computer did
not advance to note 002, 003 ele,

ChE. You are now ready 1o Begin wriling your Gwn
songs! Follow our instructions carefully.

1. I you are already on the MUSICSCREEN go
to step 2 If you are still an the TEXTSCREEM,
press the FUNC-M key combination to get onto
the MUSICSCREEMN.

2. Press the FUNG-H key combination. This
tells the computer 1o clear spaca in its mamary
to lemporarily store your work. [n the Tuiure, you
should press this key combination ta clear tha
screan of any previcus work and prepare 1he
compuler for you to start over again.

3. Herewe go After you input the notes for the
following song, try to figure aul which song i1 s
Be sure 1o glance at the screen after you type
each note to make sure thal yau have typed the
right key, If you make a mistake and type the
wrong key, Press the FUNC-D key Lo delele
(arase) the key you just lyped incorrectly, and
then type the correct kay.



Press:

T I T

DO SPACE
RE SPACE
ME SPACE
DO SPACE
ME SPACE
DO SPACE
ME SPACE
RE SPACE
ME SPACE
FASPACE
FA SPACE
ME SPACE
RE SPACE
FA SPACE
ME SPACE

FA SPACE.

S0 SPACE
MESPACE
50 5PACE
MESPACE
50 SPACE
FASPACE
S50 SPACE
LA SPACE
LA SPACE
50 SPACE
FA SPACE
LA SPACE

&

.
32,
A3,

45,

47,

49,

a1,

52

£

a5

S0 SPACE
DO SPACE
RE SPACE
ME SPACE
FA SPACE
S0 SPACE
LA SPACE
LA SPACE
RE SPACE
ME SPACE
FA SPACE
S0 SPACE
LA SPACE
TE SPACE
TE SPACE
ME SPACE
FA SPACE
SO SPACE
LA SPACE
TESPACE
DO SPACE
TE SPACE
LA SPACE
FA SPACE
TE SPACE
SO SPACE
DO SPACE




AUTOPL AY

Mow press the AUTOPLAY KEY (the “L" keyl. sil
back and try to namue b Dune

Did you get it? That's our sersion of * Doe-a-Deer™
|:|Ia'|.'E|:| an one chanmnel!

4. How long a note is played 15 called i1s
“duration”. Each nole thal you just tvped was
playad Tor the Same amount of iime. 1o change
the length of time thal @ach note of cur $0mg
“Dioe-a-lear was pla'..'e-:l. you must tirst return 10
the first note of the Seng (nobe number 001k Ta
do 50, press the FUNG key and continue to hold
it down while you press the SPACE key. You will
zaa all the notes rlash El!f' on tha screan until tha
Arrow cursor poinls [ note number G,

5. Pressone of {he musical scale keys that
appear on the bottom row of keys on (he
kevboard, and then the SPACE key. The musical
scale keys are highlighted in Figura 4,

H you do not know what the ditferant Scale
symbols mean, don't give up hope. Exparimant
Whatever you do is OK. You can't hurt the
compuler, You will leann the differences among
the scales by atlaching difleren] Scales 10 1he
same note, and you will be able to hear The Sound
that the compuler makes atter you press the
SPACE key.

After you choose a musical scale and press the
llzt}j' that confaing that !-'.:.'I'l'l|.ll'.|. the Y mibal wil
appear to the right of the nate an The screen
When you press the SPACE key the compulter
will produce the nola Fror wo to hesar amd will Then
advance 1o nale aumber 02, Continwe 10 choose
1he musical scalas For Thee alhar notes of The
gong. (Don't forget 1o press the SPACE key after
pressing aach Scalé Symibdl ] Ween you have
given 2ach note a symbol, press the AUTOPLAY

kay 10 hear your new version of the somg

10



6. The speed or pace at which a song is played
s called its “Tempo™. You can select the Tempo
you want by pressing the FUNC key and, while
holding it down, pressing the ENTER key (above
tha key is the word TEMPO), Then release
both keys and press a number from 1 to 8, then
press AUTOPLAY. The lower the number you
choose the quicker the song will be played, and
the higher the numbar you pick the slower the
s0ng will be played,

7. Once you understand how to teach the notes
1o the computer to play on Channel One, it is very
gasy 1o teach it the notes to play on Chanmal
Two. To tell the computer what notes to play on
Channel Two, press the right arrow symbol which
is located on the same key that containg the
pericd mark {on the bottom row of the keyboard).
The arrow cursor will then polnt to Channel Two
on the right side of the screen. To reverse the
arrow and make it point at Channel One, préss
the key thal contains the left arrow symbaol
{which is on the same key that containg tha
COomimal.

8. You are now set to input notes to Channel
Two. Follow steps 3.5 listed above. Channel Two
works just like Channel One, When you have
finished instructing Channeal Two, press the
AUTOPLAY key 1o hear your masterpiece.

8. Ifthe notes you typed don't produce the song
that you expected, go back to tha baginning of
the song (note number 001) by pressing the
FUNC-SPACE keys and check to make sure you
typed the correct notes. To check your notes,
press tha SPACE key again and again. Each time
you prass the SPACE key, Compurmata™ will
play one note. When you have found your error
¥ou can aither delete (remaove) the note which
doesn't belong there, or you can insert (add) &
forgotien note. We will illusirate how to do so
with an example:

EXAMPLE: lel's say your song consists of five
noles

00 DO
002 RE
003 ME
004 FA

005 SO
"




