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INTRODUGING 3001

3001 puts vou in control of the powerful sound
synthesizer built into your Commodore 64 computar.
3001's entertaining, on-screen tutorial teaches you
important synthesizer concepis you can work with
using Micrasynth - the included synthesizer program.
Microsynth makes full use of the SID (Sound Interface
Device) chip, and simulates a versatile keyboard
synthesizer. Sounds and songs created with
Microsynth can ba stored on disk.

Mote: If you wish to save songs or sounds, you must
format a work disk according to the instructions under
“Preparing Your Work Disk". If you're planning on
saving data, formatting a work disk should be done
before you load 3001,

LOADING

Load 3001 using the following steps:

1. If you have a joystick, plug it into control port 2
{rear port).

2. Insert the 3001 disk into the drive.
3. Type LOAD".8,1
4. Press the RETURN key.

5. For enhanced sound guality, you may want to
connect your computer 1o a sterao system or other
sound equipment. Consult the connéction diagrams on
page 20,

Loading takes approximately one and one-half
minutes. Make sure the volume = up on your TV,
monitor or sound system. Loading is complate when
the Introduction theme starts to play. It repeats until
you press a key 1o anter the main menu. Press any key
when you are finished watching the introduction.
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GETTING AROUND

3001 is a menu driven program. The menu options can
be selected using the keyboard or the joystick. If you
don't have a joystick, you may use the cursor keys in
place of the joystick directions, and the =— (left arrow)
key in place of the fire button.
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A DEMONSTRATION OF
MICROSYNTH

In the main menu, use the jovstick or cursor controls
to move Mister E Mote to the saction of the screen
laballad "Demo - A Demonstration of Microsynth”.

Press the FIREBUTTOMN or the =— (left arrow) key to
Ioad the demo. After loading, the demo starts by itself,

This demonstration is the actual Microsynth program
being set up and played automatically by the
computer. It's a small sample of the almost infinite
number of sounds and effects you're able to produce
with Microsynth. This demonstration repeats as many
times as you wish.

Press the RUN/STOP and M keys together 1o return to
the main menu.

THE TUTORIAL

In the main menu, move Mister E Mote to the saction
of the screen labelled “Tutorial - Everything You Meed
to Know About Synthesized Sound”. Press the
FIREBUTTONM to enter the tutorial menu.

This menu is a list of lessons contained in the tutorial,
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You may select any one of these at any time. However,
it is recommended that you study them in the order
listed below, at first, Then review them as you wish
later,

1. Introduction

2. Volume

3. Pitgh

4. ADSR

5. Waveforms

B. Filters

7. Ring Mod/Sync

8. LFO Modulation

8. Envelope Follower

Each lesson consists of:

1. Informational text (Show Me);

2. Automatic demonstrations (Show Me);
3. Demonstrations you control (Try Me).

You're given an opportunity to axpariment and have
some fun in each lesson. Spend some time in each
oneé. They're designed to teach you concepts that
yvou'll want to be familiar with when you start working
with Microsynth.

Select a subject by moving Point Dexter on the screen
and pressing the firebultton as before.

Once the lesson is loaded, use the space bar and fire
button to select options or return 1o the tutorial menu.

At times, Micro Jaxxon, the dancer, performs for you
during your lessons.

Tuborial dema song “LOVE IN BLOOM" - Words and Music by LED
ROBIN and RALPH RAINGER ©1834 (Reaneswed 1861) Famous
Music Corporation Al Rights Resarved



MICROSYNTH - THE
SYNTHESIZER

To activate Microsynth, move Mister E MNote in the
main menu to the saction of the screen labelled
"Microsynth - The Synthesizer” and press the
FIREBUTTOM.

The screen you see is the Microsynth screan. All
Microsynth functions can be accessed through this
screen.

THE MUSICAL KEYBOARD

Microsynth transforms your Commodore 64 keyboard
into a 24-note mini piano keyboard. The music keys
are the top two rows of keys, See the diagram below
for locations of keys.

B Note
(White Key)

Black
Keys—( | | HE  HEEOBBE @B
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Play any of the indicated keys. Get familiar with the
feel of the key action by playing simple melodies or
gliding back and forth on the keys.

Mote: Sight & Sound Music Software, Inc. has
available the Incredible Musical Keyboard. This
attaches to your Commodore 64 console and turns it
into a real piano-like instrument with black and white
keys. For more information, contact your dealer or
Sight & Sound Music Software, Inc.

The Incredible Musical Keyboard

Mote: As yvou become familiar with Microsynth, you'll
be using various disk drive functions. During disk drive
operations, be careful to not press the RESTORE key
or the high B key on The Incredible Musical Keyboard.



The following is a list of functions that can be used
while playing the keyboard. Try each of them.

FUNCTION KEY DESCRIFTION
Color Organ c This funclion changes the
On/ Ot bordar of the screen to a
different color with every note
played.
Mobe Marme M This function displays the name
DRSO of the note being plaved at the
bottom left of the screan,
Octave Down  Commodore  These keys select the 2-octave
Key range of notes the B4°s
Octave Up Laft Shift kEeyboard plays. This is
Kay displayed by the light colored
bar directly on top of the
plano keyboard on the scream.
Haald Space Bar With this functlon on, the
on/Of current note sownds (at its
sustain level) until another note
iz played.
8
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In this section you'll get familiar with the use of some
of the functions on the screen and work with a variety
of interesting sounds and effects.

WHAT'S A PRESET?

Basically, a preset is a group of setlings that make up
the different sounds you can use whan you play the
music keys. You can easily create your own presets
for an almost unlimited variety of sounds.

Groups of up to 100 prasets can be saved on a disk,
These groups of presets are called preset flles. A
preset file has been provided on the 3001 disk. The
following instructions show you how to use this preset
file, or preset files you create.



HOW TO LOAD AND USE
PRESETS

THE GURSOR BAR

Microsynth functions are controlled or adjusted using
the keyboard or joystick, and a red bar on the screen
called the cursor bar. Use the joystick or cursor
controls to move the colored bar up and down on the
screen.

The red section of the colored bar is used to salect the
function you wish to work with. It can be moved within
a line on the screen by moving left or right with the
joystick or cursor keys.

LOADING PRESETS

Follow these instructions to load a preset file called
“Prasats"™

1. Move the colored bar to the third line of functions
fram the bottom of the scraen.

2. The first word on the left should be PRESET. If it
isn't, move the red cursor bar to the word
SEQUEMNCER and press the FIREBUTTON. It should
now be PRESET.

3, Move tha cursor bar over to the word LOAD.
4. Press the RETURN key.

5, The program asks you for a filename. Type
PRESETS and press the RETURN key. Use the DEL
key If you make a mistake.

6. 100 exciting sounds are now loaded into
Microsynth.
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Mote: All preset files on a particular disk can be listed
on the screen using the instructions under "Disk
Directory” on page 27.

USING PRESETS
The number of the currently active preset [D-88) is

displayed in the box in the upper left of the screen. Uise
the following procedures to get the other presets. ;

PRESET UP: Press the " =" key (shift key is not
necassary), to advance to the next higher numbered
preset and display it on the screen,

PRESET DOWN: Press the “=" key (shift key is not
necessary ) to move 1o the next lower numbered preset and
digplay it on the scrasn.

Mote: The above commands skip over preset numbsers
that do not represent valid preset data. For axample, if
you created your own praseat file and no presets were
created for numbers 10 through 20, the above
commands would skip from presat 9 to presat 21, or
vice versa,

Also, vou may CALL any preset using the following
steps.

1. Move the cursor bar to the word CALL on the
preset line.

2. Press the RETURN key.

3. Enter the number of the preset you wish to select.
4. Press the RETURN key.

Your selected preset is ready.

Use the above procedures to step through all of the
presets. Try the keyboard functions on page 8 for
any of the presets. Notice how the settings on the
screen change as you select different presets.



YOUR OWN PRESETS

You can create any number of your own presats. By
changing the settings on the screen, you may shape a
sound to your liking. You then use the CREATE
function [sse page 18 ) to make your sound an actual
preset.

SOUND SETTINGS

Here is a line-by-line explanation of the settings on tha
scraen. Move the cursor bar to the function described
and follow the instructions. Once you're familiar with
changing these settings, you're ready to create
presats. Important note: If vou wish to hear the
difference in the sound as you change settings, use
the HOLD function (pg. 8) to sustain a tone.

VOLUME
VOLUME affectz the overall loudness of Microsynth.

Hold the FIREBUTTON down and move RIGHT to
increasa or LEFT to decrease the volume.

Microsynth combines the three oscillators to form one
complex sound. This line allows you to select which
volces are on or off.

Lze LEFT or RIGHT to move between the three volces,
The FIREBUTTON toggles on and off the voice high-
lighted by the cursor. The ON voices are displayed with
tha VYOICE number in reverse.
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Consult the tutorial for an explanation of envelope.

The envelope sliders are displayed below each voice.
Move LEFT or RIGHT to salect one of the three voices.
Press and hold the FIREBUTTOM and move LEFT or

RIGHT to select attack, decay, sustain, or release.
Prass and hold the FIREBUTTON and move UP to

increase or DOWN to decrease. The slider being
affected is black while all others are white.

The RETURN key ‘'links' the current slider with the
game slider in the other two voices. Mow holding the
FIREBUTTOM and moving UP or DOWN affects all
three sliders. To ‘unlink’ move tha cursor without the
FIREBUTTOM pressed.

The basic tonal quality or texture of a sound is
determined by its waveform, For more information
consult the tutorial,

Move LEFT or RIGHT to select one of the three voices.
Press the FIREBUTTON to cycle through the four
waveforms (trlangle, sawtooth, pulse, and noise.)

PULSEWIDTH (PLS WDTH)

Pulse width only has an effect when the WAVEFORM
for the selected voice is PULSE WAVE. Altering tha
pulse width varies the pulse wave sound from deeper
reed-like instruments (like clarinets) through double
reed sounds (like an oboe); to more piercing brass-like
sounds. Sea the tutorial under WAVEFORMS.

Move RIGHT or LEFT to select a voice. Press and hold
the FIREBUTTON and move UP or DOWHN to incraase
or decrease the Pulze Width value.



_Eanh time you push the joystick, the Pulse Width value
increases by 1. If you push and hold the joystick in
one direction, the steps in value become larger. The
range of values is 0 to 4095. The next step UP from
4095 is 0 and the next DOWN from 0 is 4095,

Move LEFT or RIGHT to select a voice to be RING
MODulated. The FIREBUTTON toggles the ring
modulation on and off for the chosen voice. The
TRIANGLE waveform must be set for this voice.

Ring Mod combines the wave form of two volces. With the
Commodore 64 SID chip,

If you've chosen: It's combined with:

Voice 1 Voice 3
Voice 2 Voice 1
Voice 3 Vaolea 2
""—-h,‘—-l"' T— —
Thesa voicas use These voices can use
the TRIAMGLE waveform. any waveform.

Mote: Consull the 3001 Tutorial for more information
on Ring Mod.

Move LEFT or RIGHT to select a voice to be SYNCed.
Thlu FIREBUTTON toggles Sync on or off for that
voice.

SYNC combines the waveforms of two voices. With the
Commaodore 64 SID chip:
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If you've chosen: It's combined with:
Valce 1 Voice 3
Vaoica 2 Voice 1
Vaolce 3 Voice 2

With SYNC, any waveform can be selected for either
voice in the combination.

MNote: Consult the 30017 Tutorlal for more information
on SYMNC.

Move LEFT and RIGHT to select a voice. Press and
hold the FIREBUTTON and move UP or DOWN to
increase or decrease tha value. The range is from -24
to +24.

The PITCH number represents the number of halt-tone
steps above or below a note being pressed on the
musical keys. If you play a 'C’ on the musical

keyboard and the pitch is 0, the actual note being
played is 'C’. If the pitch Is 1, the note being played is
'CE’, 2 is ‘D", etc. . .By arranging the pitches of all three
volces, chords can be played!

The settings below produce a MAJOR chord: (See
“"CHORD DRGAMN" for more details.)

VOICE PITCH
i 0
2 4
3 T



FReQuency OFFset is a de-tuner. It's used to de-tune
a voice or put it slightly out of pitch. Many effects
such as flanging and phasing can be produced by
setting two voices to the same pitch, and with this
feature, de-tune one of them. The slight difference in
pitch helps create a much thicker, richer sound.

Volcas with the FILTER on pass through the filter
galected on the next screen line. If no filters ara
selected, the voice produces no sound.

Move LEFT and RIGHT to select a wvoice. The
FIREBUTTON toggles the filter on and off In the voice
selacted.

Moving LEFT and RIGHT selects between HI, LO,
BAND, or RESONANCE. When in HI, LO, or BAND,
the FIREBUTTON toggles these filters ON and OFF.
Filters that are ON are displayed in reverse. To set
RESOMANCE, first move the cursor bar to the word
RESOMNAMNCE. Then press and hold the FIREBUTTON
and move LEFT or RIGHT to decrease or increase the
resgnance value. Consult the tutorial for more
information on FILTERS.

Move LEFT or RIGHT to select aither CUTOFF or 3
OMN/OFF. In CUTOFF, press and hold the FIREBUTTON
and move LEFT or RIGHT to decrease or increase the
frequency at which the filters will react. In 3 ON/OFF,
the FIREBUTTON toggles this function ON or OFF.

See "Special Sound Functions”. Consult the tutorial

for an explanation of filkers and resonancsa.
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SPEGIAL SOUND
FUNGTIONS

The last two lines of settings on the screen are for
special sound functions.

LFO MODULATION

The function on the line beginning with LFO creates
wavering effects in the sound. The pulse width (PUL),
frequency (FRQ), and filter cutoff (FLT) can be made
to waver up and down using this function. Select PLIL,
FRQ, or FLT by moving the cursor bar left or right and
press the FIREBUTTON to turn the wavering effect on
or off. The speed of the waverng can be adjusted:
Move the cursor bar to SPEED. Then press and hold
the FIREBUTTON while moving the joystick up or
down to raise or lower the speed. Speed values can
vary between 0 and 255.

The intensity or depth of the wavering can also be
adjusted: Move the cursor bar to INT. Then, press and
hold the FIREBUTTON while moving the joystick up or
down to ralse or lower the value. The INTENSITY
value can vary between 0 and 5.

MNote; LFO modulation is generated using voice 3.
Therafore:
* Switch “3 ON/OFF™ to the OFF position.

* The Waveform selected in Voice 3 affects the sound
of the wavering. Try the different waveforms and
notica the difference In the affect.

17



The ENVELOPE FOLLOWER on the bottom line uses
the ENVELOPE of voice 3 to modulate the sound.
Instead of a fast wavering, It produces a gradual
change in the sound. INT, PUL, FRQ and FLT are used
the same way as in the LFO modulation.

Mote: For more information on LFO modulation or the
Envelope Follower, consult the tutorial.

PRESET/SEQUENCER LINE

Some of the following functions refer to the “Preset
Line” or "Saquancer Line”. This is the third line from
the bottom of the screen. Move the cursor to the left of
this line. Each press of tha FIREBUTTON alternates
betweean Preset and Sequencer.

CREATE PRESETS

The CREATE function in the Preset line on the screen
allows you to assign a preset number to the settings
on the screen. Here's how,

1, Move the cursor bar to CREATE in the PRESET line.
2. Press the RETURN key.

3. Enter a number 0 through 99 for your preset. Press
the RETURN key.

18

4. If a preset having the selected number already
exists, you'll be asked if you wish to replace it. Before
moving on, decide if you want to keep the existing
preset. If not, press Y to replace it or ‘N’ to return o
the main screen.

3. If you chose "Y' in step 4, your settings are saved in
the preset number you entered in step 3.

Any preset O through 99 can be REMOVEd (erased)
whether it's showing on the screen or not.

To remove a preset:

1. Move the cursor bar to REMOVE on tha Preset line.
2. Press the RETURN key,
3. Enter the number of the preset you wish to remove.
4, Press the RETURN key.

If the preset you're removing s the one appearing on

the screen, you have the option of moving it to

another preset number by using the CREATE function.

If you don't wish this option, skip to another preset.

Ehis ?mpleta:s the removal of the preset you chose in
tep

All presets (0-98) can be saved in a preset file on disk
using the SAVE command in the PRESET line. Hara's
how.

18



1. Insert formatted work disk into drive.
2. Move the cursor bar to SAVE in the PRESET line.
3. Press the RETLURN key.

4, Enter a filaname for your presets. Corrections can
be made using the DEL key. Prass the RETURN key.

Mote: Filenames can be up to 11 characters long (no
spaces betweaen characters).

INSTANT PRESETS

You can program the Commodore 64 function keys to
provide up to eight instantly callable presats. You can
choose any of the presets already in Microsynth or
use any of your own. The following steps show you
hiow.

To program odd numbered function keys (F1, F3, F5,
FT):

1. Prass and hold the RUM/STOP and S keys at the
same time,

2, While the RUN/STOP and S keys are being held,
prass tha function key you wish to program.

3. A beep indicates programming is complete.

To program even numbered function keys (F2, F4, F6,
Fa):

1. Press and hold the RUN/STOPR, 5 and RIGHT
SHIFT keys at the same time.

2 While these 3 keys are pressed, press the function
key you wish to program. Listen for the beep.

Any of the eight Instant Presats may be called by
pressing the desired function key (shifted for even
functions, unshifted for odd). See “Some Things To
Try"” for further uses of instant PRESETS.

20

THE SEQUENGER

The SEQLUEMCER iz essantially a playback device
gomewhat like a tape recorder. In order to be in
SEQUENCER, the PRESETS/SEQUENCER line must
say SEQUENCER at the left. If it doesn't, simply move
the red cursor bar to the beginning of the line and
press the FIREBUTTOMN.

To record, select RECORD with tha cursor bar. Press
the RETURMN key and the message RECORDING
appears. Microsynth accurately records anything you
play, including preset changes you make while
playing. Recording starts when you play the first note.

When finished recording, press the RUN/STOP key. If
you make a mistake you can restart by prassing the
RETURN key. When RECORDING a song to be
repeated (see Playback), make sure to stop the
recording on the exact beat where you'd like it to start

repaating.

Mowe the cursor bar to PLAY. While pressing and
holding the = (equals) key, press RETURN to play the
song currently in memory exactly as it was recorded,
including all PRESET changes.

You can have a song automatically repeat by pressing
the right SHIFT, =, and RETURN keys together. If you
wish to play or repeat the song using only the
PRESET currently on the screan, simply press the
RETURM key or press the right SHIFT key with the
RETURN key (for repeat). Microsynth then plays in the
presently displayed PRESET with no further PRESET
changes. RUNM/STOP stops play or repeat.

21




RATE (R-)

RATE enables you to vary the playback speed of
s0ngs you've recorded. The range of values s -89 to
828, The Rate is useful for recording and playback of
intricate songs. You can record at a low Rate Value,
for example 0, and execute each note very slowly. For
playback, increase the Rate Value to where the song
plays at the correct spead. When you find the speed
that sounds best, save the song to disk. Whenever you
LOAD and PLAY that song again, it will play at the
Rate Value you saved.

First select SEQUENCER. Move to the word SAVE.
Press RETURN. The massage SAVE FILENAME
appears. Type in the name of the file you wish to save,
The filename can be up to 11 characters long with no
spaces between characters. This is displayed following
the message. Corrections can be made using the
DELETE [(DEL) key. Press RETURN and the file is
saved.

To exit this function any time before the final RETURN
is pressed, press the RUN/STOP key.

First select SEQUENCER. Move to the word LOAD.
Press RETURNM. The message LOAD FILENAME
appears. Type in the name of the file vou wish to
LOAD. This is displayed following the message.
Corrections can be made using the DELETE key.
Press RETURM and the file is LOADed.

To exit this function any time before the final RETURN
is hit, press the RUN/STOP key.

Mote: To display a list of sequences on the screen, use
the instructions under “Disk Directory” on page 27.
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SOME THINGS TO TRY
CHORD ORGAN

By using the PITCH line and INSTANT PRESETS
described on pg. 20, it is possible to set up a simple
chord organ,

1. Call up any presst or use the one on the screen.

2. Mowve to the PITCH line,

3. By changing any or all of the values on this ling,
different 3-note triads (chords) can be produced. See
the chart balow for a list of popular chords.

4, Once you have the chords you want, usa the
INSTANT PRESETS function to transfer each of them
to one of the elght function keys.

5. Mow you have up to eight different chord structures
that can be called and played instantly.

These chords can be transposed to any key signature
you want by simply playing the appropriate key on the
musical keyboard. For example, if you set a function
key to play a minor chord and press the note ‘D' on
the musical kevboard, you'll hear a 'D minor chord,
prass the 'Fi' and you'll hear ‘Faéminor’, etc.

EHORD NAME PITCH SETTINGS
MAJOR
MAJOR 0.4,7
SUSpended 4th 0,57
&th 0, 4,9
Tth 0, 4, 10
rmajor T 04 11
MINOR
MINCR 0,3,
Bth 0,3,
Tth 0, 3,10
DIMinished 0,38
AUGmented 04,8



PLAVER PIANO

The best way to explain this feature is by axample.
Move to the PRESET/SEQUENCER line and from
PRESET, LOAD “BALLGAME." By using the PRESET
UP or PRESET DOWN keys (»or <), move 1o preset
#0. Now the fun begins!

Press and hold a note on the musical keyboard. Start
repeatedly pressing the PRESET UP key (=), Try to
keep your key presses at an even rate. Listen closaly.
You're playing “Take Me Out to the Ballgame®. You
can play it at any tempo you want or in any key
signature. You can even play it backwards by using
the PRESET DOWN key (=).

To understand how this effect is created, play through
the song slowly, paying particular attention to the
PITCH line on the screen. Notice how the pitch
numbers change from praset to preset. This is what
gives the effect of three individual parts being played.
Basically, voice three is playing the melody, while the
other two volces are playing the bass and chords. By
arranging consecutive presets, each with changing
pitch values, complex song structures can be created.

MNote: During playback of PRESETS songs, a “click”
sound is normal as the filter is turned off and on or the
volume is changed.

24

REGORDING “TAKE ME OUT
TO THE BALLGAME"

Lise the following steps to record “Take Me Out to the
Ballgame™;

1. With the “Ballgama” preset file loaded, use the =
and > keys or the CALL function to select presat @.

2. Move the cursor bar to the PRESET/SEQUENCER
line. In SEQUENCER move to RECORD. Press the
RETURN key.

3. Repeatedly press the = key in an even manner as
bafore until you've reached Preset 99,

4. When you reach presat 99 press the RUN/STOP key
and recording is completa.

5. To listen to your recording select PLAY. While
pressing and holding the = key, press the RETURM
kay.

6. If you're not satisfied with your recording you can
re-record it using steps 1 - 4 above.

7. When you're satisfied with your recording, use the
Save Sequence function on pg. 22 to save your song
on disk.

There are other preset files on the program disk you
can record the same way. They are "Canon”,
“Circus”, and “"Boogie”.

25




If you're an experienced musician or a bold beginner
you can have soma fun with the following activity. It
uses a preset file and various music keys to create an
exciting boogie pattern.

1. Load the PRESET file called "Boogie".

2. Select preset @ by using the <and »keys or the
CALL function.

3. While pressing and holding the O key or low C on
the Incredible Musical Keyboard, repeatedly press
the =key in an even manner until you reach presest
number 31.

The above is a practice run through the first section of
the song vou'll record.

4. To play tha antire “Boogie” hold the sequence of
keys indicated in the chart below while repeatediy
pressing the ={next preset) key. Press the next key in
the seguence whean the preset ¥ on the screen is the
same as the number on the right below.

PRESS THE MEXT KEY

KEY WHEN THE PRESET # 15:
Q KEY (C NOTE) 3
R KEY (F NOTE) 15
Q KEY (C NOTE) 3
T KEY (G NOTE) 15
R KEY (F NOTE) 3]

& KEY ([C NOTE) Stop on 16

Repeat step 4 uniil you can play it without hasitation,
You may then record it and save it as you did for
“Take Me Out to the Ballgame”. If you're a real pro
you may want o experiment with the music keys and
try different patterns.
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DISK DIRECTORY

To display the disk directory, first move to LOAD in
either PRESET or SEQUENCER. Press RETURN. Type
in DIR and press RETURN again. Microsynth loads the
directory. The name of the disk and the numbear of
blocks free on the disk are displayed at the bottom of
the screen and the name of the first valid file appears
on the right of the PRESETS/SEQUENCER line. If you
hava LOADed the directory from PRESETS, then only
PRESET files are displayed. If you have LOADad tha
directory from SEQUENCER, then only SEQUENCER
filas are displayed. If there are no valid files on the
disk, the message "NO FILES" is displayed.

Onee the directory is LOADed, moving UP and DOWMN
with the joystick displays the names of all valid files.
To LOAD any of these files, move until the file's name
appears on the PRESET/SEQUENCER line and prass
RETURN. Microsynth loads the file into memory. If no
file is desired, press RUN/STOP to exit this mode.

Since Microsynth can distinguish between files SAVEd
by PRESETS and those SAVEd by SEQUENCER, both
files may have the same name. For example, you may
have a SEQUENCER file called “TUNE1™ and a
PRESET file to use with it also called "TUMNE1".
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PREPARING YOUR
WORK DISK

Since it is not possible to write to the Microsynth disk,
it is necessary to prepare another disk for saving your
PRESET and SEQUENCER filas.

1. It 3001 is running, turn your computer OFF then ON
again (no disk in drive).

2. Insert a blank disk in your disk drive. (Place in drive
@ if you are using a 4840 disk drive.)

3. Type OPEM15,8,15-Press RETURMN.

4. Type PRINT#5,“N@:DISKNAME,ID":CLOSE15. The
‘Disknama’ s any name up to 16 characters and 1D is
any two characters). Press RETURN.

TRANSFERING FILES

After you have formatted a work disk, you may want to
transfer the PRESET and SEQUEMNCER files from the
Microsynth disk to your new work disk. Doing this,
you need only use your Microsynth disk to actually
load the program and use your work disk from then
on.

To do this, use the LOAD and SAVE functions on the
PRESET/SEQUEMNCER line of the program. (See
PRESETS and SEQUENCER for full information.)

1. LOAD the file you want to transfer from the
Microsynth disk.

2. Remove the Microsynth disk,
3. Insert your work disk.
4. SAVE the file onto your work disk.
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GONNECT 3001 T0
SOUND EQUIPMENT

Using the audio out on your Commodore 84, you can
play 3001 through many types of electronic sound
aguipment. These include:

* home stereo systems
* portable, personal stereo units
* affects units and a musical instrumant amplifier

* or simply, a set of headphones.

HOME STEREO e
':—-'I'lllrl-l ‘:'F'.w
‘E.E?‘ﬁ_
PERSOMAL STERED
ik PLUGE ‘Fec Speskan
= ST R

Mote: Using this arrangement, you can play along with
the radio or tape.
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EFFECTS BOXES AND AMPLIFIER

HEADPHOMES
DN Conracisr
[Adlz Duiput)

Important Note: Since the audio output level of the
Enmmnann 64 is fairly high, use caution when
connacting it to sensitive sound equipmeant. The
following precautions should prevent any problems:

1. Turn volume controls all the way down before
turning on any aquipment. Then turn up the volumes
slowly once the eguipmeant is turned on.

2. If distortion occurs at normal listening levels, turn
off the system and consult your audio dealer before
any further use.

LIMITED WARRAMTY

Baght & Sownd Music Sottwarae, Inc. warrants, 1o the umln‘ consumer purchasar (ks
“Purchasaer”) only, this product against delects in material and workmanship for a period
of rénety (B0} days Trom the date of purchase. (Ba carain 0 oblain & bill of sals — keep it
and your cancallad check or charge card recelpl.) Dwring the warranty period, Sight &
Saund Music Sottwane, Inc. will repair ar, &l its eption. replace, al na charge, this product
provided that the product & returned ba Sight & Saind Music Softwars, Ine. al (e addneas
shown below. In the veni raplacamsant is alected by Sight & Sound Music Softwans, Ing.,
any rapiscamant product shall be warraned under the terms of this warranty for the
remaingdar, it ary, of the onginal nirety {20] day period

This warraniy doas nat apply il tha praduct has boen damaged by accidend, abuss, misuss
oF ™ Iﬂ'll.“ﬂl'ﬂll'-nl.- service or modificalion by ather than Sight & Scaund
Music c.

Wnan MWIIH this product”, be sure 1o include your name, address, telsphone number,
B oin of thie probdesm and prsal ol 1he dabe of relail puchais such && bill of sals or
cancelled check. Raturn 1he pradus postage prapaid and irsuned. Sight & Sound Mugic
Safears, Ine. will nol accept any product that hes been sert ©0.0. A replacemnant
oduct will ba shipped to Purchaser by méthod chasen by Sight B Sound Music
gqﬂl'-'p. Inc. 1o any dealifiticn within ks Uinited S1ates of Amarica. |1 Purchadar desires
u specific form o corveyance, oF & Iocated outsida the USA bordars, Purchaser mist
baar the Soal of returm shipmant.
SIGHT & SOUND MUSIC SOFTWARE, INC, |18 NOT RESPONSIELE FOR INCIDENTAL
Of CONSEQUEMTIAL DAMAGES RESULTING FROM THE BREACH OF ANY
EXPRESS OR IPLIED WARRANTY, INCLUDING DAMAGE TO PROPERTY AND, TO
THE EXTENT PERMITTED BY LAW, DAMAGES FOR PERSONAL IMJURY, THIS
WARAANTY IS IN LIEU OF ALL OTHER WARRAMTIES. ANY IMPLIED WARRANTIES,
OF MERCHANTABILITY AND FITHESS FOR A PARTICULAR PURPOSE ARE LIMITED
IN DLARATION OF MIMETY i50] DAYS FROM THE DATE OF RETAIL PLURCHASE OF
THIE PADDLUCT. SOME STATES DO NOT ALLOW THIE EXCLUSION OR LIMITATION
OF INCIDENTAL AND CONSEQUENTIAL DAMAGES OR LIMITATIONS OF HOW LONG
AH IMPLIED WARRANTY LASTS, 50 THE ABOVE LIMITATION OR EXCLUSION MAY
HOT APPLY TO YOUL

This warranty shall not bo applicable to the exienl thal ary provision of this warranty is
prohibited by any Federal, Slate or Municipal Law which canncl be préamgisd. Tha
warrandy gives apecific legal fights and you may aiso have other legal rights which vary

Iroen slale bo stete.
USER SUPPORT INFORMATION

Sigv & Sound Music Software, Inc. makes every aliempl 1o ensure hat you have
purchased a product of axcellent quality, Evary product is subjected 1o rigorous 1esting.
This Crenars Manial is 53 dalalled and complete as possible to help you nealize the full
banafits af he soltasns product you have purchassd. Reder bo this marual often.

CUSTOMER SERVICE
Far gddaional suppaort, Sight & Sound Music Soltwans, Ind. Custamss Service parsannel
ara mvadisble bo aasisl you frsen 00 AM 1o 5:00 PM [caniral lirae zone) Mondey thiough
Fricay. Our leaphans ia B00-2580UMND (BO0-257-58E3).

AFTER EXPIRATION OF LIMITED WARRANTY

DISKETTE" REPLACEMEMNT POLICY. M, afer tha axpiration of tha Limitad Warrsnly bt
Esrlore thes and of the secand year altar tha dete of purchase of the disketie by Purchasar, &
delect in the dakette shoukd occwr, which = not the result of sccideni, sbuse or
misapplication of the diskeite, Purchaser may relum the defectieg diakette posbage
prepaid o Sight & Sound Music Softwans, Inc. sccompaniad by prood of dabe of purchase
ard & check or money order Tor $7.00 (Amarican currency), and Sight & Sound Music
Softwang, Ine, will raplace the disketie. Sight & Sound Music Software, Inc. reserves tha
righit, im s dasoretion, 1o repiecs tha dalactive diskatle with & diskathe on which & new or
rivised varsion of the Program ik resorded.

I thwis Product baing retumied is a diskeibe, i must have the ariginal Sight & Sound Musie
Sottware, Inc. manuiachured label aMixed. Sight & Sound Musio Software, Inc. will not
accapd ary digkaite with a facsimila labal atached.
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