


learning a band instrument, and who
hate practicing without the backing of
the rest of the band, Instant Music is just
the thing.

Thanks to this program, I've
picked up my electric guitar again and
am quickly relearning all those licks I'd
forgotten several years ago. With a
band at my command, playing whatev-
er song | want them to, I can crank up
my Fender and let fly with whatever
my fingers are willing to give. Unlike a
real band, nobody complains about the
mistakes, and nobody gets impatient
when | ask for the same song to be
played for the twenty-second time. An
excellent program, Instant Music offers
pure fun. Besides the fun, it teaches
music, even to those who know noth-
ing to begin with. In other words, In-
stant Music allows you to expand your
horizons, and that, in my opinion, is
what computers are all about.

Instant Music
Electronic Arts

1820 Gateway Dr.
San Mateo, CA 94404
$49.95
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The SoundMouse

Rhett Anderson

Requirements: Any eight-bit Atari com-
puter with at least 48K and a disk drive.

The SoundMouse is a small peripheral
box that plugs into the first joystick port
of any Atari eight-bit computer with at
least 48K and a disk drive. Surprisingly,
it adds a large range of capabilities to
your computer.

The Hardware

The SoundMouse is called a mouse
simply because it looks like a mouse
that plugs into the Amiga, Atari ST, and
Apple computers. But it's not motion
that drives this mouse—it’s sound. To
give your Atari an ear, just plug this
sturdy little piece of hardware into the
first joystick port. The computer reads
the SoundMouse as if it were a game
paddle, so it’s easy to write programs
that use the SoundMouse, no matter
what language you wish to use. The
SoundMouse is partial to low-frequency
sounds, responding well to a clap or a
thump, but ignoring a whistle.

The Software

When you boot up the disk that comes
with The SoundMouse, you select from
three options: the Graphics Menu, the
Games Menu, and the SoundMouse
Band. The Graphics Menu lets you syn-
chronize computer graphics with music
that you play on your stereo. The
Games Menu offers a selection of
sound-controlled games. The Sound-
Mouse band is a trio of computer-
drawn musicians that appear to
perform the music you play.

There are ten games from which to
choose. Some of them aren't really
games, though. One checks the speed
of your reactions and one just draws a
foot on the screen every time you make
a noise. But the real games are well
done. The author of these programs
clearly knows the capabilities of the
Atari. "‘Bugsquasher,” in which you
pulverize small insects by making loud
sounds, was my favorite. The games
can be played in a variety of ways—by
tapping on the table where the Sound-
Mouse rests, by tapping on the Sound-
Mouse itself, by snapping your fingers,
or by shouting. Because the Sound-
Mouse is partial to low-frequency
sgt{nds, it appears to be a bit of a chau-
vinist—while I can shout from across
the room to squash a bug, the Sound-
Mouse turns a deaf ear to my wife’s
loudest and lowest shouts, so she plays
by clapping her hands. One game,

ioundmn” (a Pac-Man-style game in

which you turmn corners by #haking
sounds), is. so difficult that I can get a
higher score by playing a radio next to
the SoundMouse than by playing the
game myself.

~If you program your own games
you'll have no problem making the
computer respond to sounds. The man-
ual describes programming the Sound-
Mouse in a special section near the end.
All Atari languages I'm aware of are
capable of using the SoundMouse.
There are other possible applications
for the SoundMouse, and the ease of
programming the peripheral makes ex-
perimentation easy. ‘

Another option on the menu, the
SoundMouse Band, is disappointing. A
drummer, a lead guitarist, and a key-
board player made a shallow attempt at
playing some of my favorite songs. For-
tunately, the third menu option, the
Graphics Menu, is a genuine prize.

The SoundMouse manual states
that the programs included in the
Graphics Menu are like color organs—a
fad of the early seventies. They came in
two varieties: one plugged into your
stereo like a speaker and the other was
accompanied by its own little micro-
phone. Color organs had two or three
colored light bulbs that turned on and
off in time with the music.

The Graphics program that comes
with the SoundMouse is like a high-
resolution color organ that uses the
SoundMouse as a microphone. Patterns
bounce, dance, and explode across the
screen in a variety of changing colors.
You've probably never seen anything
like this. You can even program your
own light shows. The display moves to
low-frequency sounds—drums and bass,
mostly—so the manual recommends
rock-and-roll music, but jazz and a few
classical pieces worked as well for me.
On the basis of the Graphics Menu
programs, and the potential for use in
my own programs, [ believe that the
SoundMouse is an unique and excep-
tional peripheral.

SoundMouse

Soundsoft

Box 740, 10 Maple Ave.

Andover, NJ 07821

$29.95 (plus $2 shipping and handling)
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demo program. How fast the display
colors change, the direction of move-
ment, and how long a given display is
shown can also be controlled by the
user.

Although Sound Mouse will general-
ly respond to all types of music, it per-
forms best with music that has a pro-
nounced bass beat. The effect is height-
ened by turning down the monitor
screen brightness and room illumi-
nation.

Nine sound-controlled games are pro-
vided on the disk. Although the games
aren't necessarily of commercial quali-
ty. they represent an interesting collec-
tion of challenges. All operate on the

noise at a certain instant to tire a “laser
canon,” squash bugs, measure your reac-
tion time, or move a man in a maze.

One of the best aspects of Sound
Mouse is that you can create-your own
graphics screens. Any graphics 10
screen will work, and the manual pro-
vides a short program that will save a
user-created graphic screen to disk.

All in all, Sound Mouse is an interest-
ing diversion. Not only is it a conversa-
tion piece, but it will bring back golden
memories of color organs—to those who
lived through that era.

Sound Mouse retails for $29.95, from
Soundsoft, Inc., Box 740, 10 Maple Av-
enue, Andover, NJ 07821.

same theme, that is: you must make a
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Hardware Review
SoundMouse
SoundSoft, Inc. Box 740, 10 Mapie Ave., Andaver, NJ 07821, 48K Disk, $29.95

There are sany ditferent input devices that can be plugged into the Atari controller port, such as joysticks,
paddles, light pens, and touch tablets. Although all of these have their uses, they all aust be physxcally
lanxpulatod to send input into the cosputer. How about using sound to control your computer?

The SoundMouse looks very such like a norsal *souse®t it is a seall plastic box that plugs into the joystick
port. However, it responds to audible sounds, such as a voice or the clap of a hand. The only soving part on the
SoundMouse is a sensitivity control, that sust be adjusted depending on background noise and other ¢actors. It
sonitors changes in voluse of sounds. particularly low frequency sound, and returns & corresponding value to the
paddle register of the Atari. The hardware cosponent of the SoundMouse is very sisple and does its job without
complaint, It is the sottware supplied with the SoundMouse that really shines,

With sany such hardware devices, the cospany usually provides sose sieple little BASIC prograss that desonstrate
the use of the device. With the SoundMouse, however, the cospany outdid thesselves. A double sided disk is included
in the package, with three sain cosponents: the graphics senu, the gacas senu, and the SoundMouse Band. The graphics
seny includes a variety of stunning color graphic *light shows® that pulsate to the beat of susic or anything else
the SoundMouse “hears®. The gases senu gives access to nine sachine language gases which are sound activated. One
of the best is the "Sound Cannon®, which is a target gallery type of progras, in which the cannon shoots when you say
‘tire*! The third main part of the SoundMouse disk is the SoundMouse Band: a full screen anisated desonstration of a
three-san band, that soves and plays to the beat of susic. Very ispressive’

Although the included software is good, the primary use of the SoundMouse is to incorporate it in your .own
prograss. The sanual is quite good, and includes a detailed section on how to use the SoundMouse in other prograes.
1 you would like to experisent with this type of capability to your computer, the $29.95 price is right. (Look for
4 cosplete desonstration of the Soundfouse at the June 24 aeeting.)

Paul Freeman
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