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6. After your score is 5, the sound and color
appear, but the number does not.

7. To begin again, press
8. Type RUN.

9. Save on disk or cassette as Hear.

Tally Sheet

What’s your best score?

Name Day Score

NOW TYPE IN THE
NUMBERS.

GREAT!

YOUR SCORE IS 1.

Name Day

Score
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—Listen

This is a harder version of Hear Ye! Hear Ye! In this game there is a sequence of four
sounds. Listen to the four sounds and look at the colors and numbers that show up on the
screen. See if you can remember the order of the sounds you heard. The game gets harder
because after your score is 5, the numbers disappear.

Each time you hear a sound you will also see a number and a color. Each sound is
always with the same number and color. The computer will ask you to type in the number
of the sounds you heard. You should type them in one at a time and wait till the sound
stops before pressing the next number. If you type in a wrong number, you will hear a
whistle and the next set of four sounds will appear. If you type in the four numbers in the
right order, you will get a point. After you have 5 points, the game gets harder! You will
hear the sound and see the color, but not the number. Now you have to remember which
numbers went with which sounds and colors and type them in from memory.

(Note: If you have already entered and saved Hear Ye! all you need to do is change
lines 2, 5, and 10 to those shown below.)

Listen Program

DIM T(99):0PEN #1,4,0,”K:":R=0

? " LISTEN TO THE 4 TONES

? "LOOK AT THE COLORS AND NUMBERS
FOR T=1 TO 1200:NEXT T

GR. 0:FOR C=1 TO 4
T(C)=INT(RND(0)x4+1):S=T(C)

GOSUB 17:NEXT C

?”™ NOW TYPE IN THE NUMBERS
POKE 764,255

FOR C=1 TO 4:GET #1,1:S=1—48
GOSUB 17

IF S< >T(C) THEN?” NOPE! YOUR SCORE IS ";R:SO. 1,60,8,10:FOR
T=1 TO 100:NEXT T:SO. 1,0,0,0:GOTO 16

13 NEXT C

14 R=R+1

15 2" GREAT! YOUR SCORE IS ;R

16 FOR T=1 TO 700:POKE 764,255:NEXT T:GOTO 5

17 S1=200-4%S:S0. 1,51,10,8:POS. 10,10:POKE 752,1

18 IF R<56 THEN ? S

19 SET. 2,51,5:FOR T=1 TO 400:NEXT T

20 SO. 1,0,0,0:FOR T=1 TO 200:NEXT T:SET. 2,9,4:RETURN
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How It Works

1. Type in the program or load it from disk or
cassette.

2. Turn up the TV volume.
3. Type RUN.

How It Looks

—
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4. Listen to the sounds. Remember the colors
and numbers. Type in each number, one
at a time. Wait till the sound stops before
you press the next number. If you type in
the wrong number, the computer will say
“Nope” and go on to the next set of
sounds.

5. After your score is 5, the sound and color
appear, but the number doesn’t.

6. To begin again, press
7. Type RUN.
8. Save on disk or cassette as Listen.

NOW TYPE IN THE NUMBERS
OF THE NOTES

4 3 1 2

GREAT! YOUR SCORE IS 1.

Tally Sheet

What’s your high score?

Name Day Score

Name Day Score
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—High-Low:

Can you tell whether the musical tones are higher or lower than each other?

One note will play. Then a second note will play. Is the second note lower or higher?
There are five comparisons in a round. Each time you are right, the game gets harder,
because the tones get closer together. How many of the five can you get right? Will your
a score be high or low?

Highlow Program

DIM A$(1):S=0

N1=150:D=80

FOR C=1 TO 5

R=INT(2xRND(0))

POKE 752,1

? 7 - LISTEN TO THE TONES
IF R=0 THEN N2=N1-D:GOTO 9
N2=N1+D

N=N1:GOSUB 20:N=0:GOSUB 20
N=N2:GOSUB 20:N=0:GOSUB 20

? "WAS THE SECOND TONE

Ry H=HIGHER L=LOWER
POKE 764,255:INPUT A$

IF A$="H” AND R=0 THEN 17

IF A$="L" AND R=1 THEN 17

? "TRY ANOTHER ONE”:GOTO 18
? "GREAT! IT'S GONNA GET HARDER!”:S=S+1:D=D/2
FOR T=1 TO 900:NEXT T:NEXT C

? "SCORE. . .”;S:? "ROUND OVER"”:END

SO. 0,N,10,8:FOR T=1 TO 300:NEXT T:RETURN
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How It Works

1. Type in the program or load it from disk or
cassette.

2. Turn up the TV volume.
3. Type RUN.

4. Listen to the first tone. Then listen to the
second.

5. Is the second tone higher or lower than
the first? Type in the first letter of the
correct response (H or L).

6. The computer will tell you if you're right
or wrong.

7. Press RETURN B

How It Looks

LISTEN TO THE TONES

LISTEN TO THE TONES
WAS THE SECOND TONE
H=HIGHER L=LOWER
?7m

LISTEN TO THE TONES
WAS THE SECOND TONE
H=HIGHER L=LOWER
? GREAT! IT’S GONNA
GET HARDER!
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8. After five tries, the round ends. Are you a
Beethoven? ROUND OVER

SCORE...4

READY

|

9. Type RUN to play again.
10. Save on disk or cassette as Highlow.

Tally Sheet

What'’s your high score?

Name Day Score Name

Day

Score
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How many sounds can you remember?
Each round of Sound Off gets longer. First you hear two sounds and see a number and

a color. You type in the numbers you saw. When you get that right, you’ll hear three
sounds. Each time you type in the right numbers, the next round will get longer. If you are
wrong, the next round will not get longer.

Soundoff Program

DIM T(99):0PEN #1,4,0,”K:":R=1

?” X LISTEN TO THE TONES

? "LOOK AT THE COLORS AND NUMBERS

FOR T=1 TO 1200:NEXT T

GR. 0:FOR C=1 TO R+1
T(C)=INT(RND(0)x4+1):S=T(C)

GOSUB 17:NEXT C

? 7™  NOW TYPE IN THE NUMBERS

POKE 764,255

FOR C=1 TO R+1:GET #1,I:S=1—48

GOSUB 17

IF S< >T(C) THEN ?”™ NOPE! TRY ANOTHER ONE”:SO. 1,60,8,10:
FOR T=1 TO 100:NEXT T:SO. 1,0,0,0:GOTO 16
NEXT C

R=R+1

? "YOU REMEMBERED ";R;” SOUNDS!

FOR T=1 TO 700:POKE 764,255:NEXT T:GOTO 5
S1=200—4%S:S0. 1,51,10,8:POS. 10,10:POKE 752,1:? S
SET. 2,S1,5

FOR T=1 TO 400:NEXT T

SO. 1,0,0,0:FOR T=1 TO 200:NEXT T:SET. 2,9,4:RETURN
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How It Works

1.

Type in the program or load it from disk or
cassette.

2. Turn up the TV volume.
3. Type RUN.

4. Listen to the sounds. Remember the colors

and numbers. Type in each number, one
at a time. Wait till the sound stops before
you press the next number. If you type in
the wrong number, the computer will say
“Nope” and go on to the next set of
sounds.

Type in the numbers one at a time. Wait
till the sound stops before typing the next
number.

How It Looks

LISTEN TO THE TONES
LOOK AT THE COLORS AND
NUMBERS

NOW TYPE IN THE NUMBERS
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6. If you were right, you will see:

If you type in the wrong number, the NOW TYPE IN THE NUMBERS

computer will say NOPE! Then the next 1

set will be presented. YOU REMEMBERED 2 SOUNDS!

7. To start over, press
and type RUN.

8. Save on disk or cassette as Soundoff.

Tally Sheet

What’s your best score?

Name Day Score Name Day

Score
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—Graphics

Graphics is a terrific program for little children who are still in the “hitting every key”

phase. Everytime you hit a key a colorful graphics character comes up. Holding a key down
repeats the pattern.

For older kids: you can change colors and also print messages by using certain keys.

Graphics Program

GR. 18

POKE 756,226

OPEN #1,4,0,"K:”

GET #1,1

L=ABS(I—64)

? #6;CHRS$(L);

IF PEEK(84)=12 THEN POS. 0,0
GOTO 4

Options

Hitting any key gives graphics. But some keys are special!
1.
2.

Holding the key down repeats the pattern.

Press the key once and you can change color to purple. Just press the key
again to go to orange.

Press the key once. Then press the E key once. This changes the color to blue.

Just hit the key again to return to orange.
Press the key once. Then hold the key down. You can write in lower case

now. Just hit the key again to return to the original graphics.

5. Explore! Have fun! The Atari has a big bag of tricks!

6. Save on disk or cassette as Graphics.
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—Up-Down! Left-Right!

This program is a free-play exercise for children learning to use the joystick and
learning the meaning of up, down, left and right. When the child moves the joystick, an
orange square appears.

Someone older than the child should point to the top, bottom or sides of the screen.
The child should move the joystick up, down, left or right and the orange square will
appear. Can the child move the joystick in the right direction for the square to appear?

If the child can do the above activity correctly, then he can be asked with words
instead of pointing, “Move up, down, left or right.”

Up Program

GR. 21

S=STICK(0)

IF S=14 THEN H=40:V=10
IF S=13 THEN H=40:V=45
IF S=11 THEN H=15:V=30
IF S=7 THEN H=65:V=30
IF S=15 THEN 1
PLOT H,V

DRAWTO H,V-10
DRAWTO H-10,V-10
DRAWTO H-10,V
DRAWTO H,V

FOR T=1 TO 500

NEXT T

GOTO 1
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How It Works How It Looks

1. Type in the program or load it from disk or
cassette.

2. Plug the joystick into jack 1.
3. Type RUN.

4. Show the child how to hold the joystick so
that the red button is on the upper left
and “TOP” is pointing toward the TV
screen.

5. Move the joystick up and the screen will
look like this . . .

6. Move down. If the child is too young to
know verbal directions, point to where on
the screen the square should be.

7. Move left.
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8. Move right.

9. To end, press AU

10. Save on disk or cassette as Up.
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$12.95

ny Day
lmtles for the Atari

Nancy Mayer

A toy store in your family living room? Fifty games and activities ranging from music and art
to letters, numbers, and nonsense readily available for your young children? That's exactly
what you’ll have with this exciting new book and your ATARI Home Computer. Nancy
Mayer has put together one of the cleverest books on the market today. Aiming at the 3-9 year
olds (who are usually neglected in today’s computer market), Mayer has developed a charming
book for parents to share with their youngsters. No programming is involved! All you do is
type in a short program listing (none are longer than 20 lines), and let the fun begin.

A few of the games require no more than the ability to hold and move a joystick; some require
reading skills or an adult or older child nearby to help. The skill level for many activities is
suggested at the beginning of the game description, and best of all, your kids will be learning as
they play. You won’t even have to wait for a rainy day to involve the whole family in computer
learning and entertainment.

Some of the games in this book are:

Popcorn @ Lasso the Stars e Pigtalk ® Soundoff ® Count the Sides ®
Graffiti ® Snowfall Ending e Musical Keys

&

RESTON PUBLISHING COMPANY, INC.
A Prentice-Hall Company
Reston, Virginia 22090
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