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This second issue of Newtechniques will be of interest primarily to Model
68 users. Newtechniques #1 had listings of our multi-envelope program for
the Model 6; Newtechniques #2 has an implementation for the Model 68. We
also include a procedure summary for the cassette provided with each Model
68.

Software

The box below summarizes our “Americana Plus" software, available through
local computer stores. These products contain pre-coded music tunes, ready
to load and run. American favorites, arranged for two voices, are “Take Me
Out to the Ball Game,” "“Turkey in the Straw", "Camptown Races" ,"Star
Spangled Banner” and “"Dixie". The disk versions feature Jukebox programs
(written in BASIC). These make selecton of any song from the disk
extremely easy and are ideal for demonstrating your computer.

Two-Part Software

NEWTECH has implemented two-voice music software for the Model € and Model
68 Music Boards. The two-voice BASIC (SCORE) program is similar to the
original single-voice SCORE program. The two-voice Assembly Language
(PLAY) program uses two waveform look-up tables, one for each voice. Each
voice is produced by stepping through a table at a different programmed
rate. These tables store waveforms for sine, square, triangle, sine with
higher harmonics, etc.: different waveforms produce different sound
qualities. This software has been used on our Americana Plus software
products. Full documentation, inluding listings and instructions, for
creating your own two-voice songs will be made available by NEWTECH. This
software wll optinally produce two-channel stereo when two Music Boards are
used.

Personal Computing '78

NEWTECH has accepted an invitation to participate in the Computer Music
Festival to be held at PC'78 in Philadelphia from August 24th-27th. Come
hear us at the Festival, or stop by at Booth #754.
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"Americana Plus” Software

pre-coded tunes, ready to load and run, @ncluding American favorites
arranged for two voices, for NEWTECH Music Boards:

MD-1NS 16 tunes on North Star Computers, Inc. $24.95
compatible disk, plus master JUKEBOX
program

MD-1SW 14 tunes on SWTPC miniFLEX compatible 19.95
disk, plus master JUKEBOX program

MC-1SW 14 tunes on SWTPC AC-30 compatible cassette 15.95

AC-1 “americana Plus" audio demo cassette 5.00

**tit**************ii*it***itit*tt*



Our correspondance indicates that many SWTPC owners have
limited familiarity with Assembly Language programming and
memory allocation considerations. The following details
procedures to make music with the original PLAY68 and SCORE68
on tge software cassette provided with the Model 68 Music
Board.

To make music on your Model 68 Music Board & SWTPC Computer:

To create music on the Model 68 using the SCORE68 (BASIC) and
PLAY68 (Assembly Language) programs, the following steps are
necessary:

l. Code music as DATA statements and insert in place of
the DATA statements in SCORE68 program.

2. RUN SCORE68 with the new DATA statements, thus
creating a "score" of constants at 2C00H.

3. Load and execute PLAY68 Object Code at 2B@@H.

4, Save the file from 2B@@GH to the end of the "“score".
This file is all you'll need to load when you want to hear your
newly-created music again.

To create PLAY68 Object Code you may either:

l. Use PLAY68 included in the STING (first file on Newtech
cassette) :

a. Load STING at 2BOPH-2DFFH, using MIKBUG L command.
PLAY68 Object Code is from 2B@@H-2BFFH, and the "score" for the
STING is from 2CA@H-2DFFH.

b. Execute STING to confirm that the program loaded.
Since it ends by looping in place, reset the computer to return
to MIKBUG.

c. Use the P command (on a cassette other than the
Newtech cassette) to save locations 2B@OGH through 2BFFH.

d. Use the L command to load back the file. Reexecute the
STING. This will confirm that PLAY68 Object Code was saved
without errors being introduced.

OR
2. Create a new PLAY68 at the same or new location:

a. Load CO-RES, then PLAY68 Source.

b. If desired, change the starting address of PLAY68 (ORG
$2B@#B) and location of the "score" (SCORE EQU $2C@0). Line 150 in
SCORE68 will have to be changed to the decimal equivalent of the
new "score" location.

c. Assemble PLAY68.

d. Save PLAY68 so you can use it with the "scores" of
music you've obtained by running SCORE68 with new DATA
statements.

Notes:

1. SWTBUG can replace MIKBUG.

2. DISC can replace cassette; however, memory allocations for
DISC BASIC vs SWTPC cassette BASIC are different, and SCORE68 and
PLAY68 must be moved.



In Newtechniques #1 we mentioned that a program similar to our Model 6
multi-envelope program could readily be written for the Model 68. Two
Model 68 users did indeed write such programs and sent us copies of their
excellent work.

Roger Abrahams, manager of the Olson Electronics store in West Allis,
Wisconsin, introduced a new feature in his program -- amplitude envelopes
with fifteen segments -- to achieve better envelope shaping and improved
sound quality. Roger sent us versions for both the AC-30 and SWTPC Disk
systems.

Jim Stutsman of Carrolton, Texas submitted an extremely well written and
documented cassette implementation with a number of interesting features.
One was a separate "Keytone Routine" which produces a short beep each time
a key is struck on the I/0 terminal when in BASIC. Essentially, the
Keytone Routine creates a music score of just one note; each time a key is
struck, it calls the PLAY68 routine which uses that one-note score to
produce the beep.  Jim also arranged his memory assignments so that his
PLAY68 routine would be coresident with BASIC and SCORE68, without BASIC
destroying PLAY68 or the compiled music score. This was accomplished by
setting the BASIC Interpreter memory availability pointer at Pl4EH to start
allocating program storage space at a higher memory address than the
default address. This leaves memory between the BASIC Interpreter and the
start of SCORE68 for the insertion of PLAY68 and a music score. Jim also
employed a USER function to call PLAY68 from SCORE6S.

PLAY68B as presented herein represents a judicious combination of the above
contributions with our own 68084 multienvelope software.

The memory map below is for the PLAY68B program included herein. Since the
disk version of BASIC is longer than the cassette version, some adjustments
will be required for disk system users; however, the same principles apply.
A sample procedure for using FLEX 1.8 with PLAY68B at 2BO@H and SCORE68B at
3100H is shown in Figure 1. This sample procedure includes a short score
for "Happy Birthday". ;

Memory Map -- PLAY68B

0008 - l1EAFH BASIC

1EE@ - 1FFFH PLAY68B & KEYTONE

2000 - 22DFH Reserved Score Area

22E0 - SCORE68B or other BASIC routine

The PLAY68B notatign is the same as for the single-voice PLAY68 program,
excgpt that an.optlonal character may be added at the beginning of each
string to specify the following amplitude envelopes:

R Rest 2 Soft Legato
S Staccato 3 Shaped Note
L Legato 4 Crescendo

1 Soft Staccato 5 Attack

We'd l@ke to thank Roger and Jim very much for sending us their work. We'd
also ll&e to say thanks to John Kleban of Staten Island, New York from whom
we received much valuable assistance. We invite all users to let us know
what they've done so we can share it with other Music Board users,



Ffﬂ-l SAMPLE PROCEDURE USING MU

SIC SOFTWARE & SWTPC DOS

$D
FLEX 1.0

+++TITIYYSSEETT, ,DDXX==HH
+++BASIC

READY

#MON

$M ¥14E
SV14E 24
$O14F 42
$0156 @1
$J 0100
READY

#DOS

31
0o

+++GET,PLAY68F
+++J0MP,0103
READY

# LOAD HAPPY1

RiLADY

$LIST

G995 REM K6=2

pY9Y KEM "HAPPY BIRTHDAY"
1Yby KEM

1001 DATA .5C 1E.,LC 1S

1082 DATA D 1y,C 1Q,F 1¢
1663 DLATA 3E 14,5C 1E.,LC 1S
1094 DATA D 1Q,C 19Q,G 10
1995 DATA 3¢ 1H,5C 1lE.,LC 1S
1006 DATA 3C 2Q,A 2Q,2F 1Q
1097 DATA E 10,4D 1Q,5B!2E.,LB12S
1968 DATA LA 2Q,F 10,G 1y
1089 DATA SF 1l

KEADY

#APPEND MULTIENB

READY

#1798 K6=2

#RUN

PLAY (P) OR SCORE (S)

?S

12 2E30: 4 15186 798 9040 d 14l 2513314
2021 2223 28 25

SCUkk COMPILATION COMPLETE
STUP 9750

READY

#

RUN

PLAY (P) OK SCORE (S)

2P

ARE YOU SURE (Y/N)?

Yo 4

STOP 4086

READY

#DOS

+++SAVE,HAPPY1.BIN,2B0BU,2CFF,7103
+++MON

S 2BOS8
$2B88 39 Tk
$2B09 91 71
S2B8A V1l 03
$2bL@B FE

$J 71uv3

+++SAVE,HAPPY2 .BIN,2B00 ,2CFF, 2B00D
+++HAPPY2.BIN
+++

BOOT UPERATING SYSTEM

Loau BASIC
Go to Monitor

ghange V14EH to 31lW¥H. Tnis
1s the Memory Availability
Pointer..

Go hardstart BASIC
Return to LGOS

Load PLAY
Sottstart

koutine from disc.
BASIC

Load uata
a tile

tor a song from
or type wata in by hana.

Uverlay uata with SCUK6E routine

Set teapo to uesireu value.
Run program.

Score. Constants will be poked into

15 16 19

menory.

Run orogram.
play.

usic will play.
Return to LDOS

Save file tor future use
with BASIC routines.

Cptionally, goto imonitor

ana cnange PLAY houtine
return to a jump to softstart
DOS.

Go softstart DCE.

save this version for airect

calling from DOS.



SCORE 8B

P01y REM SCORE68 REV.B JUNE 1978

0020 REM COPYRIGHT (C) 1978

0030 REM NEWTECH COMPUTER SYSTEMS,INC.

P¥4p REM ALL RIGHTS RESERVED

P50 REM

pU6® PRINT "PLAY (P) OR SCORE (S)"

Pv62 INPUT QS

bu64 IF QS="P" THEN GOTO 70

P66 IF Q$S="S" THEN GOTO 150

0068 GOTO 60

@070 PRINT "ARE YOU SURE (Y/N)?2"

PB72 INPUT Q$

Pp74 1IF Q$= "Y" THEN GOTO 84

PB76 GOTO 60

Y080 POKE( 1©3,31) :REM PLAY ROUTINE AT 1lF00H

Q082 POKE( 1l04,00)

P84 LET W2=USER(D)

P@86 STOP

.8150 LET U=8192 : REM U DEFINES SCORE AREA IN MEMORY
@160 LET K1=2"(1/12)

0170 LET K6=1.2 :REM TEMPO CONTROL

9172 LET K6=K6*15/7 :REM 15/7 ADJUSTS FOR # OF SEGMENTS
0175 LET El=0 :REM ENVELOPE POINTER DEFAULT

9180 FOR V=170 1000

9181 READ Z$

¥183 LET E=1p@ :REM PROCESS ENVELOPE POINTER. E WILL
¥184 REM BE ADDED TO THE MCOST SIGNIFICANT BYTE OF THE
2185 REM DURATION COUNT SO THAT BITS A6,A5 AND A3 ARE
186 REM USED AS AN ENVELOPE POINTER FIELD.

9187 REM

@188 LET A$=MIDS$ (Z$,1,1)

P189 IF A$="5" THEN E=0 :REM ATTACK

0190 IF A$="R" THEN E=1*16 :REM KEST

9191 IF A$="S" THEN E=2*16 :REM STACCATO

192 IF A$="L" THEN E=3*16 :REM LEGATO

0193 IF A$="1" THEN E=4*16 :REM SOFT ATACCATO

0194 IF A$="2" THEN E=5*16 :REM SOFT LEGATO

0195 IF A$="3" THEN E=6%*16 :REM SHAPED

0196 IF A$="4" THEN E=7*16 :REM CRESCENDO

6197 IF E=100 THEN GOTO 200

0198 LEl El=E

8199 LET Z$=MIDS(%2$,2)

p20p LET C=1

9220 LET N=100

@225 LET AS$=MIDS$(Z2$,1,1)

0236 IF AS="A" THEN N=1

0240 IF A$="B" THEN
025¢ IF A$="C" THEN
P260 IF A$S="D" THEN
9270 IF AS$S="E" THEN
@28y IF AS="F" THEN
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0290
0300
0310
0320
0330
0335
B340
350
8360
0370
0389
0390
¥395
0400
0410
0420
0430
V449
B450
8455
P46y
va7oe
D480
0499
P500
0519
¥538
P540
P558
P560
0576
8584
P594
B600
0610
P620
V630
0640
P65
w660
0670
8680
0690
D700
0710
0720
0730
0740
p750
D760
0770
0780
0790
8999
9000

IF AS="G" THEN N=11
IF A$="X" THEN GOTO 720
IF N=1¢@ THEN GOTO 760

LET C=2

LET M=100

LET A$=MIDS$(Z2$,2,1)

IF AS$="!" THEN M=N-1
IF AS="#" THEN M=N+1
IF A$=" " THEN M=N

IF M=10@ THEN GOTO 760
LET C=3

LET P=100

LET A$=MIDS$(2$,3,1)

IF A$="1" THEN P=M

IF A$="2" THEN P=M+12

IF A$="3" THEN P=M+24

IF P=1060 THEN GOTO 760

LET C=4

LET T=100

LET A$=MIDS$(%2$,4,1)

IF AS$S="S" THEN T=16

IF A$="E" THEN T=8

IF A$="Q" THEN T=4

IF AS$S="H" THEN T=2

IF AS="W" THEN T=1

IF T=100 THEN GOTO 760

LET C=5

IF MIDS$(Z$,5,1)="." THEN T=2*T/3
REM CALCULATE CONSTANTS

LET F1=220* (K1~ (pP-1))

LET T1=18"6/(2*F1l)

LET K3=(T1*1.7971/2 -185)/6

LET K4=F1/(K6*T)

LET D3=INT(K4) : REM MAKE DURATION EVEN#
LET D4=2*D3-2*INT(D3/2)

LET D5=INT(D4/256) : REM CALC. 2 BYTES
LET D6=D5+El1 :REM El= ENVELOPE INFO.
LET D7=D4-D5*256 : REM D7=LSB

REM TRANSFER CONSTANTS TO SCORE AREA
POKE( U+3*(V-1),INT(K3+.5))

POKE( U+3*(Vv-1)+1,D6)

POKE( U+3*(Vv-1)+2,D7)

PRINT V;

NEXT V

STOP

POKE ( U+3*(V-1) ,0)

PRINT A
PRINT "SCORE COMPILATION COMPLETE"
STOP

PRINT "ERROUR IN NOTE #";V

PRINT "DATA STRING ";2$

PRINT "CHARACTER #";C

STOP

DATA X & TANSERT DBDATA HeRE!
END



pulou
vulley
Bul2e
NO130
BuYlaw
VYlsy
vulew
P17
wolsu
Al
Y206
Bpvale
VU220
VU230
VY24Y
Bpv245
Hn250
V255
Qo260
270
Yu299
Yu3uw
QVv3u5
Wwu3u7
QY308
PY3uY
gu3le
Yu320
VY330
pu34v
BU350
Y0360
Pu370
Hu3sw
vY3vw
PR
Yuvdiu5
vudly
pudl2
vudla

1kv6

1F00
1KB3
1Fv6
1FB8
1r89
1FBA
1FUb
1FbE
1F1l0
1F12

1Fl4
1rl6
1K1Y
1+1A
IpicC
1FlE
1r21
1Fz3

**k &%k p KROR

wwdlé
Ju4ls
VU426
vwa3DH
Va4u
VuU45p
00460
vu4vu
buSwY
vublu
Vu52u
VL5349
wb 540
Pu550
Y56 v
dB5065
V57w
Yub8u
[BEEIY
bV
wuble
Bub2u
U630
pu64do
U659
bubbW
VU670
Ub&W
PoYY
pu70Y
Y710
BL720
U730
vu749
U759
00764
Bul7v

LE25
1F27
1k2A
12k
1F2L
1F30
1F31

1r34
ik 307
1F3A
EF3C

1E3k
1raz2
1ra5
lrag
14t
1F4b
1F51
k53
1F54

1E56
1rK59
1F56
1F5D
1F5F
1Fr60
1F61
1r63
1F66
1r69
1F6B
1F6D
1F6k
PR72

PLAYGBB

LEEG

264

Ab
157
vb
Ab
84

B7

21w

(9
2000
1EE6
b3

1FlFo6

1Fr4

LuUd
EGOU
bhoU
LOOE
Ebub
EUbu
16

FD
1FFA
801w

FC

bC
1FFY
1FF8
0y
vl

1FK4
(579}

NAM PLAYGOY REV.B MAY 1978
opPT 0,NCP
* COPYRIGHT (C) 1978 ALL KIGhTS RESERVED.
* WewI'bCH COMPUTER SYSTEMS,INC.
*
* PLAY68 STARTS A1l THE BEGINNLING OF This MEMOKY AREA
* DESIGNATED "SCORE" AND TRANSFEKS INTO RAM LOCATION
* “pITCH" A 1-BYTE PITCH PAKAMLIEKR AND INTO RAM
* LOCATION "DUKA" A 2-BYTE DUKATIUN PARAMETER.
* Tk ROUTINE THEN CUTPUTS 10
* ThHE MODEL 68 THE MUSICAL NOTE SPECIFILD BY TuESE
* NOTE PARAMETEKS. PLAY68 CONTINUES TKANSEFERKING
* NOTE PARAMETEKS AND CUTPUTING LACH NOTE UNTIL
* A PITCH CONSTANT OF ZERGC 15 ENCOUNTEREL WHICH
* INDICATES 1HE END OF THE MUSICAL SCURE.
* THIS ROULTINE DOES NOT USL ThE STACK.
*
BASEND EQU S1EE® END OF SwlPC 8K BASIC 2.0
UKG BASEND+$ 20
SCORE  EQOU BASEND+$0120 SCORE LOCATION
LuX # SCURE INIT. SCORE POINTEK.
STX PLACE
BRA NEXT
BXLITL . RIS
NOP
NUF
NEX'L LDX PLACE
LDA A 49 IF LND OF SCUKbL LOCP libkE.
11 0 N
dbKE BEQ EXIT1 YOUR ENDING?
* ELSE TRANSFER PARAMETERS FCR NEXT NOTE OR SCUREL
b4 INTO PLAY ROUTINE.
LbA A X LCAL PITCh.
STA A PI1CH
INX
LLA A X LOAL DURALTION MLL
AND A $00005111R MNASK 3 LSB'S
STA A LDUKkA
LA A X GET MSB AGAIN
AND A #0lllopvvb MASK 3 BL1S
9416 ADD A #TEL1 ENVELOFPL SPEC ADLELSS
STA A PLAY+2 LUAL ENVLELGPE POINTEK
InX
LUA A X LOAL DUUKRATIUwN Lbw,.
STA A DURA+1
InX
S1X PLACL SAVE SCUKL PUINTLI
® Thit PLAY ROUTINE °PLAYS OnNE WOTE
PLAY LLX #lplLl InIv. binvhLOPE prUINIEK.
SUX 1IBL1P STUKE ENV. PUINTEK.
LDA B~ X PUT AMPLITULOE VALUE IN E.
LDX DUKRA LUAL LUKATIUN PARAMETLK
* INTU INDEX KECISTER.
Locoup3 CprX SEUYD 5-wWAS1E T1lmMmE (31 STATLS)
cpx Sk 5-
CeX SELWY 5=
CpPX SEbLU 5-
Cex SEYGO 5=
CUM SEWWY 6=
LUUPZ LDA A 22 4-FIXLL LELAY 'lU ADJUSY
LOCP4 DLC A 2= LOUWES'l NOTE 1C 26212
BNLE LGUP4 4- (MILLLE C) wHEn PITCh
* PAKAMBELER=FE.,
LDA A PITCh 4-LUAC pPI1CH PARAMEIEK.
STA B MOD68B 5=0uTprui 10U LUSIC BUAKD.
LOCPl1 DEC A 2-DELAY AS PEk PITCH PARAM,
BNE LOOP1 4-
CoOm B 2-CUMPLLEMENT WAVLFOXM VALUE.
CEX 4-DECRENENT DURATIOW COUNTEK,
BNE LOOP3 4-
InC TEL1P+1 6-SEY UP WEXT SEGMENT.
LDX TBL1P 5=
LUA B X 5=
CMP B #S01 2-ElD OF ENVELOPE CHAK.=Vl
BEQ NEXT 4-GO DO NEXT NOTE.
LOX DURA 5-RLSEL DURATION PARANLTER.

BRA LOOP2 4=



BLB7%w b
vpveouY * AMPLITUDE ENVELOPE SPECIFICATION:
eVvB8lu * MAX1MUM AMPLITUDE IS OUYPUY WHLN ACCUMULATOR L IS
w820 * COMPLEMENTED FROUM 00 10 FF AND BACK, MINIMUM
V83w * AMPLI''UDE IS OU'TPUT WHEN L IS COMPLEMENTED
gusdp * BEIWEEN 80 AND 7F. AN END OF LNVELOPE KRECOKD
o850 * OF $01 MARKS THE END OF 'THE SPECIFICATION.
bwBs1 * . i
VUB56 1F74 TBL1 EQU * ENVELUPE SPECIFICATIONE
¥857 ¥ TABLE 1 ="ATTACK, #5
vE58 FCB SFF,SFF,SF8,S5Fu,S$E8,9L0,$08,S09
¥859Y FCB $C8,$Cw,$B8,SBU,$SAB,S$90,585,8V1
L6 SPRNEEESZ = REST, ¥5
0861 FCB $86,S80,S80,580,566,586,$60,5bu
V862 FCB S8u,$80,580,560,58u,560,$80,501
0663 *“PABLE 3 - STACCATO, #S
(864 FCB SED,SK0,S$FE,S$E5,$C8,8BD,$80,$A5
U865 FCB $98,$8D,$80,5$60,58u,580,889,5v1
0E66 * VABLE 4 - LEGATO, #L
0867 FCb SEW,S$F0,SFF,SFF,SFF,SFF,S$FF,SFF
0868 FCB SFI,S$FF,SFF,SE8,$00,$C0,$C8,501
0869 * JABLL 5 - SOFYI' STACCATG, #1
U870 FCB 5L8,S$B0,SCY,SB8,S8B0,$AL,S$%0,$8b
u871 rcB S$8Y,$80,580,$80,860,5808,589,501
Y872 * PABLE 6 - SOFT LEGATO, #2
0873 FCl SB8,$BD,$Cu,$CH,SC¥,$C6,SCU,5CU
- ug74 FCB $Cy,$CU,$Cu,S$B8, SBY, SAB,SAY,Sul
8875 * PABLE 7 - “SHAPED", #3
9876 FCB $Lb,$D6,SLD,$E3,SEB,SES,SFE,SFE
w77 FCB $SFF,SFF,SFF,$F3,8L5,SDA,$08,5ul
U876 * TABLE 8 - CRESCENDU, #4
1879 FCB $B8,SBE,S$C4,SCA,Sby,SL6,SLC, L2
J86u FCis $SL8,SF4,SFF,SFE,SFF,$CD,SAL, 561
pugel *
buwBYe 1FKF4 V002 LCURA RMbB 2 DURATIUON CONOLANY .
BE9LY 8010 MOD68  LQU S8Ylw MUSIC BUAKRD In 1/0 SLUGY 4,
6nw9le 1FFG vULZ FLACE KMB 2
Buw920 1FFE bwo2 TBL1P RMb 2 TAELE POINTEE,
Y93y 1FLA Yiul PILCH  RMB._ 1 LBLICH PARANMBLIEK, 1
vlouy lhkwe OKG LASENL
plelw * KEYTONE ROUTINE
d1u2y * Tht FULLOWING RCUTINE PKOVIDLS A SHUKT TOKE
wle3y * OR "BtepP" BEACE LTINE A KEY 1S STKUCK Cn 'Lhk
vlvde * KbYBCAKD AT POKT 1. nlsS 15 L'hE PORT THAYL
vlubp * BASIC WOKMALLY USES AS ITS CUn'LKOL POKT.
glo6y lbEw 20 LELP FCB $20,$28,Sbb,$00 "EebP" SCURL
1EERDL. 28
1EE2 08
1EE3 v
vlu7y E1AC INEED  LQU SL1AC MIKBUG/SwiEUG 1InrUT
vloow Buss5 PRHFLG QU $85 oASIC PRUIFT FLAG
¢lo9s 1EE4 BD E1AC KEYTUN JSK INEGE CE1l INPUT CHAKACTLEK
v1llew 1EL7 36 PSH A S5AVE CHAKACLER
v11lu 1EEB 96 85 LDA A PRMFLG PRONMP'T REQUIKLE?
vllz0 1ELA 26 w©Y BNE ENDTOWN GO IF NOT
@1l13e 1EEC CE 1EL® LLX #BLEP PCINT Tu SCUkL
Plldu 1LEF FF 1FF6 STX PLACE
¥1ll5%6 1EFZ BL 1F0B Jok NEX1 PLAY Bbky TUNL
vllé6w 1EFS 32 ENDTON PUL A KESTUKE CHARACLER
W1l)7¢ 1EF6 39 RTS EXTT
¥W118u * FOKRCE pPORT 1 INPUT 70 GO 10 KEY1OUN KUUYLI1ivkE
W1199 v112 OKRG $112 PORT 1 IwpUL JUMP
— 081299 ©112 7k 1BE4 I BEYION . INPUT VECTOR
vl21Y FOKCE BASIC TU LLAVE PLAY6b MbBNOKRY UnUSEU
81220 * FOR STUKAGE UF SCURE.
bl230 vldk OkG S14E BASIC WORK SPACE PUINTEK
(1240 Y14F 2250 FDRE.. ... BASLED+S 448 KESEEVE 1K
01254 * PLUG MIKBUG/SWTBUG PKROGKAM CUUNTEK 1U CAUSL
V1269 * ENTRY INTC SwlpC 8K 8ASIC Z2.0.
v127¢ Ab4S ORG SAV4s PRUGRAN CCUNTER
Ul2by AU4E V1ue FDB Sluw BASIC "CULL" Li'lkY pOINY
V1290 END



