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Copyright notice, On receipt of this computer program and associated
documentation (the software), the author grants you a nonexclusive
license to execute the enclosed software, This software is copyrighted.
You are prohibited from reprodudng, translating, or distributing this

software in any unauthorized manner.,






Distributed By

The ATARI Program Exchange
P.O. Box 3705
Santa Clara. CA 285055
To recuest an APX Product Catalog. write 10 the address above. or call toll-free:

800/538-1862 (outsiage California)
800/672-1850 (within California)

Or call our Sales number. 408/727-5603

Trademarks of Atari

ATARI is a registered trademark of
Atari, Inc. The following are
trademarks of Atari, Inc: 400, 410,
800, 810, 820, 822, 825, 830, 850,
1200XL

Limited Warranty on Media and Hardware Accessories. Atari. Inc. (“Atari”) warrants 10 the original consumer purchaser that
the media on which APX Computer Programs are recorded and any hardware accessories sold by APX shail be free from
defects in materiat or workmanship for a period ot thirty (30) days from the date of purchase. If you discover such a defect
within the 30-day penod. call APX for a return authanzaton number, and then return the product to APX along with proof of
purchase date. We will repair or replace the product at our option. If you ship an APX product for in-warranty service, we
suggest you package it securely with the probiem indicated in writing and insure it for value. as Atari assumes no liability tor
loss or damage 1ncurred curing shipment.

This warranty shall not apply if the APX product has been damaged by acc:dent, unreasonable use. use with any non-ATARI
products. unauthonzed service. or Dy other Causes unrelated to defective matenais or workmanship.

Any applicabte implied warranties. inciuding warranties of merchantability and fitness for a particular purpose. are aiso
limited to thirty (30) cays from the date of purchase. Consequential or incidental damages resuiting from a breach of any
applicable express or impiied warranties are heredy exciuded.

The provisions of the foregoing warranty are valid in the U.S. onty. This warranty gives you specific legal rights and you may
aiso have other rights which vary from state t0 state. Some states do not aliow limitations on how long an implied warranty

lasts. ana/or do not aliow the exciusion of incidental or consequential camages, O the above limitations and exclusions may .
ot apply to you.

Disclaimer of Warranty on APX Computer Programs. Most APX Computer Programs have been written by people not
employed by Atan. The programs we seiect tor APX offer something of value that we want to make available to ATARI Home
Computer owners. in order t0 economically otfer these programs to the widest number of pecple. APX Computer Programs
are not rigorously tested by Atari and are sOid On an "as is” basis without warranty of any kind. Any statements concerning the
capabilities or uulity of APX Computer Programs are not to be construed as express or implied warranties.

Atar: shail have no liability or responsibility t0 the onginal consufmer purchaser or any other person or entity with respect to
any ctaim. loss. liadility. or camage caused or alleged to be caused directly or indirectly by APX Computer Programs. This
cisclaimer incluges. butis NOLliMited t0. any interruption of services. |0ss of business or anticipatory profits. ana/orincidental
or cor Jential damages resuiting from the purchase. use. or operation of APX Computer Programs.

+ Some states o not aliow the limitation or exciusion of implied warranties or of incidental or consequential dGamages. sO the
above limitations or exciusions concerning APX Computer Programs may not apply to you.
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Introduction

COVERVIEW

THE MAGIC MELCDY BOX is a fast, easy, and fun way to
intreduce young and old to music composition. Creating a
four-voice harmonized song involves only two simple steps.
First, you select one of 12 predefined rhythm patterns with your
joystick. Mext, when the "magic box" appears, you "draw a pretty
line" with your joystick. Then you see and hear the computer
harmonize your rhythm and melody in a popular song format. If
you spend about 15 seconds composing, the computer can produce
about &40 seconds of harmonized music from your design. When
the song ends, you can replay it or compose a new one. You‘ll be
surprised how good your music sounds, and how fast your
composition skills grow!

The program dcesn‘t use traditional musical notations (measures,
notes, clefs, sharps and flats), Rather, it relies on simpler
abstract concepts (graphics, balance, and themes) like those some
of the best professional composers and arrangers use, Children
who use the MAGIC MELODY BOX won’‘t learn to read or play
music, but theyll learn to create music. Users of this program
aren‘t traditional musidans; they‘re brave newcomers to a new
breed of computer-age musicans!

REQUIRED ACCESSORIES

ATARI BASIC Language Cartridge
One ATARI Joystick Controller

Cassette version

16K RAM
ATART 410 Program Recorder

Diskette version
24K RAM

ATARI 210 Disk Drive
One ATARI Joystick Cantroller



COMTACTING TEE AUTHEOR
Users wishing to contact the author may write to him at!

248 South 600 West
Froveo, Utash 84401

or telephone him at!

801/377-370S



Getting started

LCADING THE MACGIC MELODT 3CX INTO COMPUTER MEMORY

+ Insert the ATaRI ZASIC Language Cartridge in the cartridge
lot of your computer.

[TT

2, If you hav

']

the cassette version of THE MAGIC MELODY ECX:

a. Turn on your TV set.

b, Turn on your computer and connect your program
recorder to the computer and to a wall outlet.

c. Slide the THE MAGIC MELODY BOX cassette into the
program recorder’s cassette holder and press REWIND on
the recorder until the tape rewinds completely. Then
press PLAY,

d. Type CLODAD on your computer and then press the
RETURN key two times. The tape will load into computer
memary.

e, After the tape finishes loading, the word READY will
display on your TV screen. Type RUN and press the
RETURN key. Socn you’ll see on the screen an invitation
to type in your name,’

a. Have your computer turned OFF,
b. Turn on your disk drive,

c, When the BUSY light goes out, open the disk drive door
and insert the THE MAGIC MELODY BOX diskette with
the label in the lower right-hand cormer nearest to you.

Close the door, (Use disk drive one if you have mare than
one drive.)

d. Turn on your computer and TV set. The program will
load into computer memory and start automatically.

3. Be sure to adjust the volume control on your TV set so that
yaou can hear the music comfortably.






Tesing THE MAGIC MELODY
BOX

After the program loads into computer memory, it invites you to
type in vour name, A little tune plays, and then the pregram
begqins as the rnythm control screen displays.

THE RETTEM CCNTROL SCREEM
The following diagram displays:

RHYTHM CONTROL

SLON * * * * * * * * * * * . FAST

USE JOYSTICK
HIT TRIGGER WHEN READY

Choose a rhythm pattern by moving the joystick to the right or
left, Then press the red button to proceed toc the "Magic Box*®.
If you just press the trigger button without moving the joystick,
you‘ll get the pattern in the middle, where the dot appears on the
screen.

THE MAGIC BOX

Next an empty magic box appears on the screen, with the
following instructions:

DRAW A FRETTY MELODY LINE

Your goal is to create a line that starts at the left of the box
and ends at the right, meanwhile wandering up or down in any
pattern you like, Use these six joystick positions to draw the
line the way you want it?
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The best way to get the hang of creating songs is just to
play around with drawing different melody lines. Soon
you‘ll master the connection between the joystick controls
and the line movement. As you get acquainted with the
magic box you’ll enjoy drawing interesting designs or even
pictures without musical meaning. The experimentation is
fun and surprisingly educational!

As soon as your melody line reaches the far right border
of the "Magic Box", the joystick becomes inoperative
while the computer composes your song. (The program
displays the word "COMPOSING" while it's at work.)
When it‘s finished, you’ll see the following instructions:

JOYETICK OR TRIGGER TO FLAY YOUR SONG

This means that you can play your song by making any
movement with the joystick or by pressing the red button.
There are literally billions of hours of music hidden away
in this simple program! After your command performance,
the program displays the following:

HIT TRIGGER =-- NEW SONG
MOVE JOYSTICK -- REFLAY

Any motion of the joystick starts an instant replay of
your song. When you’‘ve heard it enough times, press the
red button to compose a new song. The rhythm control
screen displays again.

Experience with THE MAGIC MELODY BOX has shown
that almost any melody line can make an acceptable song.
Even the “crazy" lines and pictures turn out to be
inspired, brilliant, or ingenious much more often than they
turn out to be truly crazy. Let yourself go and enjoy the
game!



‘ ATARI| Program Exchange
I.\ P.O. Box 3705
\ Santa Clara, CA 95055

We're interested in your experiences with
APX programs and documentation, both fa-
vorable and unfavorable. Many of our authors
are eager to improve their programs if they
know what you want. And, of course, we want
to know about any bugs that slipped by us, so
that the author can fix them. We also want to

1. Name and APX number of program.

Review Form

know whether our instructions are meeting
your needs. You are our best source for
suggesting improvements! Please help us by
taking a moment to fill in this review sheet.
Fold the sheet in thirds and seal it so that the
address on the bottom of the back becomes
the envelope front. Thank you for helping us!

2. If you have problems using the program, please describe them here.

3. What do you especially like about this program?

4. What do you think the program’s weaknesses are?

S. How can the catalog description be more accurate or comprehensive?

6. On a scale of 1 to 10, 1 being “poor” and 10 being “excellent”, please.rate the foliow-

ing aspects of this program:

Easy to use

Enjoyable
Self-instructive

Use (non-game programs)
Imaginative graphics and sound

User-oriented (e.g., menus, prompts, clear language



7. Describe any technical errors you found in the user instructions (please ¢
page numbers).

8. What did you especiaily like about the user instructions?

9. What revisions or additions would improve these instructions?

10. On a Scale of 1 to 10, 1 representing “poor” and 10 representing “excelient”, how
would you rate the user instructions and why?

11. Other comments about the program or user instructions:

STAMP

‘ ATARI Program Exchange
A P.O. Box 3705
N santa Clara, CA 95085

[seat here]




