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ABOUT THE COMPUTER TUTOR
The COMPUTER TUTOR will provide you with hundreds of hours of musical fun. It goes along 

exactly w ith each unit of Alfred's BASIC BAND METHOD and contains familiar tunes, duets to 
play w ith the computer, theory games, and clapping and counting exercises. Using the 
COMPUTER TUTOR w ill help you learn to play your instrument quickly and w ill greatly improve 
your performance skills.

As with any practicing, you should:

1. Find a convenient, quiet, well-ventilated place where you and your computer can play.

2. Try to practice at the same time each day, when you are not tired and not rushing to 
get to your next activity.

READ THE INSTRUCTIONS IN THIS MANUAL CAREFULLY  
BEFORE YOU BEGIN

BEGINNING PROCEDURES

Inserting The Diskette

W ith the computer turned off, insert the diskette into the disk drive of the computer. 
Make sure you have the side that is designed for your computer facing upward. Hold the 
diskette w ith your right thumb over the label and press the diskette entirely into the 
drive. Do not bend the diskette by pushing too hard. Close the drive door by pushing it 
closed slowly.

Power On

After the diskette is placed in the drive w ith the door closed, turn the computer, disk 
drive, and monitor on.

APPLE:

The program w ill load automatically.

COMMODORE:

Type: LOAD “ Start", 8, 1 then press RETURN. The program w ill load automatically. If 
you have any problems, see your band director.

CASSETTE OUTPUT OPTION (APPLE ONLY)

After the program loads, "are you using the cassette output? (Y/N)" w ill appear on the 
computer screen. If you do not wish to use a sound source other than the computer 
speaker, answer " N " .  (If "Y "  is pressed w ithout connecting another sound source, you 
w ill not hear the music.)

To hook up an external sound source, answer "Y "  and fo llow  the procedure listed 
below:

Connect your external amplification system to the back of your APPLE computer in the 
plug labeled "cassette ou tpu t."

Turn the speaker on and adjust the sound to a reasonable level.
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INSTRUMENT SELECTION

Type the letteT next 
t o  t h e  instrunent 
you are playing » 
t h e n  p r e s s  R E T U R N .

n. Flute G. French horn
B. oboe H. E b hornc - clarinet 

bass clarinet
I . tronbone

bassoon
D. alto sax baritone B.C.

bar i sax J. tuba
E . tenor sax K . Mallet perc.
F . cornet 

trunpet 
baritone T.C.

Ifr B

Type the letter next to the instrument you play, then press RETURN.

TUNING YOUR INSTRUMENT

i l
■■■i(5K-

B e f o r e  s t a r t i n g  t h e  l e s s o n *  t u n e  y o u r 
i n s t r u n e n t  t o  My p i t c h .

I Mill play t h e  n o t e .  Ha t c h t h e  p i t c h  
o f  y o u r  i n s t r u n e n t  t o  i t .

P r e s s  II"1, to PLAY the tuning note. 
P r e s s  < RETURH> Mhen you are in t u n e .

Before starting your lesson, tune your instrument to the pitch played by the computer. Press 
to hear the tuning note. Match the pitch of your instrument to the note played. Ask your 

band director to show you how to adjust the pitch on your instrument. To hear the note again, 
press "P ". Press RETURN when you are in tune.



PLAYING SPEED

Type in a number to choose a playing speed. Always start w ith the slow speed. After you feel 
comfortable, try playing a little faster. You may change the speed of any lesson by returning to the 
Menu and pressing "S ".

MAIN MENU

I B - i •ill:! ::: I B - i i i i i i r i i d

III r C H I H I I F :m |..11 t i l i i i r i r I ' l U l t o i r

n . U n  i  t i H . U n  i  t 8
I B  . U n i t 2 I I  . U n  i  t 9

c . U n  i  t 3 J . U n i t 1 0
D . U n i t ; K  . U n  i  t 1 1
E  . U n i t 5 L  - U n  i  t 1 2
F  - U n i t 6 n  - U n  i  t 1 3
G . U n  i  t 7 N . U n i  t 1 H

T y p e t h e  l i e t t e r n e x t t o  t h e  u n i t
y o u  H a n t  t o s e e r t h e n  p r e s s  R E T U R N .

P r e s s  C  ! t o c h a n : g e  p l a y i n g  s p e e d -
P • r e s s  n;;: ;i!::i: II..i* .»»*' t o  q u i t .

The units listed on this menu go along exactly w ith the units in Alfred's BASIC BAND METHOD. 
Press the letter of the unit you would like to play. You may exit from a unit at any time by pressing 
"ESC" on the Apple computers or " f1 "  on the Commodore 64.



UNIT MENU

IB: .iiiii i  n;::: El: .iiiii ini n;:ll
oiMiipiurtiBir T u t o r 1 Unit 2
n . p r a c t  i c e key
B . H e 1 ody
c . nane t h e n o t es
D. c o u n t  an d pi ay
E . v e r b a l  h a t  ch i ng
F . add t h e bar 1 i nes
G. a l o n e  o r t o g e t h e r

Type t h e  l e t t e r  n e x t  t o  t h e  s e c t i o n  
you want t o  s e e ,  t h e n  p r e s s  RETURN. 
P r e s s  <::!:>;> t o  change p l a y i n g  speed. 
P r e s s  C  llii: Uiii: ii::;: :> f o r  t h e  nain i n d e x .

After you select your unit, you w ill see a Unit Menu. Press the letter of the selection you would 
like to play. Remember: If you want to change the speed, press "S ". If you want to go to the Main 
Menu, press "ESC" on the Apple or " f l "  on the Commodore 64.

Like your method book, Unit One is the Primer Unit. It reviews basic knowledge of music 
notation that w ill get you started quickly.

The rest of this manual w ill explain every type of playing and w riting activity that is 
contained in Alfred's BASIC BAND COMPUTER TUTOR.



PRACTICE KEY

Every unit starts w ith a practice key. It contains the new rhythm for that unit and w ill always 
have three activities.

1. The computer w ill play the rhythm for you. Listen carefully while watching the music.

2. The computer w ill ask you to count and clap along w ith it. The conductor w ill con­
duct as you and the computer play the rhythmic line.

3. You count and clap w ith the conductor . . . the computer w ill not play w ith you.

You can repeat any of the three activities as many times as you wish. You might want to sing the 
rhythm on the syllable "T A H ". You could also play the rhythm on your instrument, playing your 
new notes. It is very important that you do the Practice Key at a slow tempo.
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MELODY (With Conductor)

Melodies w ith the conductor on the screen have three activities.

1. The computer w ill play the melody for you. Listen carefully while watching the 
music. The conductor w ill conduct.

2. The computer w ill ask you to play along with it. The conductor w ill conduct as the 
computer plays the melody.

3. You play w ith the conductor, the computer w ill not play w ith you.

Repeat any of the three activities as many times as you wish. You may wish to have a m irror 
nearby so you can check your playing position. Doing this frequently w ill help you develop good 
playing habits from the beginning.



MELODY (Without Conductor)

Some melodies, which are longer, take up the entire screen and do not have the conductor for 
you to fo llow . Those melodies (often familiar tunes) have two activities.

1. The computer w ill play the melody for you. Listen carefully and watch the music.

2. The computer w ill ask you to play along w ith it.

If you enjoy playing familiar folk tunes, you w ill like FANTASTIC FAMILIAR FOLK 
SONGS. It is a book that goes along w ith Alfred's BASIC BAND METHOD and 
contains 24 folk songs and duets that use only the first six notes you have learned. 
There is also an accompaniment record available, so you can play along w ith a 
jazz/rock band. All Alfred publications are available at your local music store.



DUETS

Throughout the disk, there are many duets. They are really fun to play.

1. The computer w ill ask you which part you want to play. Enter either 1 or 2.

2. The computer w ill then ask which part you want the computer to play.
Enter either 1 or 2.

You may wish to first practice each part in unison w ith the computer. If so press 1 both times
and then 2 both times. After .that, play 1 while the computer plays 2 and then play 2 while the
computer plays 1. Duets can provide hours of enjoyable playing. Remember you can go back to 
the Menu ("ESC" or " f1 ") and press "S " to change the speed and play the duets at a different 
tempo.

If you enjoy playing duets, you w ill like Alfred's SOLO AND ENSEMBLE book. 
It goes along with Alfred's BASIC BAND METHOD and contains solos, duets, and 
trios in all styles.



COUNT AND PLAY

t n \ Count; a 1 
•cqJ t h e  Helo

ong as I p la y  
d y .

P r e s s  ir :  11:::' ir H..11 ii;;!: ini

i ."J.......£-. .̂I
1 8  2 8 3 & lt S l & 2 8 3 8 lt & l & 2 8 3 8 4 8

f  f j »... ? ... H*— 1*— — 1*~"'C7-. . . . ...: • :... :

i  a 2  & 3 a 4 a

-L—---------1------

1 8 2 8 3 8 4 8 1 8 2 8 3 8 4 8

Count and play pieces are similar to melodies, except that while listening the first time, you 
count out loud while the computer plays the melody.

1. The computer w ill play the melody for you. Count along as you watch the music and
listen to the computer.

2. The computer w ill ask you to play along w ith it. The conductor w ill conduct as you
and the computer play the melody.

3. You play w ith the conductor...the computer w ill not play w ith you.

If you enjoy playing w ith the band you 'll love Alfred's BASIC BAND METHOD 
CASSETTE. It includes all of the music in your method book recorded by a concert band. 
The pop and rock tunes are recorded by a jazz/rock band and are lots of fun to play.
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ROCK TIME

ROCK TIME, as well as other rock pieces, involve two parts. One clapping and one playing.

1. The computer w ill write out the clapping part and you and the computer w ill play it 
while the conductor keeps time.

2. The computer w ill play the melody (you w on 't see it on the screen) while you play
the clapping part. The conductor w ill conduct.

3. Now it is time for you to play the melody. The computer w ill write it out and you
and the computer play it together. The conductor w ill conduct.

4. The last time, you play the melody while the computer plays the clapping part. The
conductor w ill conduct.

These pieces are lots of fun to play. They do take a little longer to boot up , so be patient. You 
may want to practice long tones, scale studies, or other exercises from memory while the 
computer is practicing it's part.



THEORY GAMES

The COMPUTER TUTOR contains many theory games that w ill help you understand how 
music is written. Some of them w ill appear throughout the disk and others w ill appear only once. 
Many even keep score for you and give you a grade at the end. The unit indicated after the name 
of the game tells you the first time it appears in the program.

NAMING NOTES (Unit 2)

Use the arrow keys to nane this 
note, then press RETURN.

f t  o
J f r ....(K  . ...........

K ------

C c n D E |„ E F F Jl G " b f t B b B

■II"
ittmtuitt mint in 11 mm ttititnttiHt mint ttnmimttittint mini hi
HuMfoer tried: 0
Your rating s 0 3£
NuHber to go: 12

fHlllllllllfHlllllllllllttlllimilHlHllHIIIHIIIIIIIIIIIIflllllllttlftlllll

The computer w ill draw a note on the staff. Move the arrow under the name of the note and 
press RETURN. The game w ill only include those notes you have learned in Alfred's BASIC BAND 
METHOD. This type of game is used for naming accidentals in Unit 10.

ADDING BAR LINES (Unit 2)

This game helps you to understand rhythm. You move the arrow to the correct place and enter 
B for bar line. The computer w ill draw the line for you.
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VERBAL MATCHING (Unit 2)

U ER B fllll lllllRlTCIl'illlMlil
Match t h e  d e f i n i t i o n  H i t h  t h e  c o r r e c t  
t e r n .  Type a number,  th e n  p r e s s  
RETURN.

8 TO GO
D e f i n i t i o n  s____________________________________________________________
Space t h a t  d i v i d e s  Husic i n t o  equal 
p a r t s .

1 .  s t a f f
2. bar line
3. measure
«*_ time s i g n a t u r e

>

5- q u a r t e r  n o t e
6. whole n o t e
7 - q u a r t e r  r e s t

8. double bar

This game reviews your understanding of musical terms and symbols. The computer writes the 
definition and you find the word or words that match the meaning. Type in its number and press 
RETURN.

STEM DIRECTION (Unit 3)

Identify correct note stews.

* J .....

I s

m ------------=

this sten correct < yvn > ?

Humber tried: 8
Your rating s 0X
Humber to go: 8

The computer draws the note and stem. You decide if the stem is in the correct direction and 
on the correct side of the note head (Y for yes, N for no).

Remember: All notes on the third line or above have their stems on the left side, going down. All 
notes below the third line have the stems on the right side, going up.



NOTE VALUES (Unit 4)

The computer shows you various note values. You then indicate how many quarter or half 
notes equal the same rhythmic value.

This type o f game is used in Unit 8 when you add note values together, and in Unit 9 when you 
tie note values together.

RHYTHM WRITER (Unit 4)

Use the arrow keys to 
choose O N E  rhythH that
c o H p le t  os: t h a  H e n c u r e »
and press RETURN.

IR: ii -ii v  li" ii -ii ii-ii ii..ii i r : :n: “H" Hi:: n;;i:

{ J  J  J  J  J J  j
i s ? a  3 a 4 a i a  2 a 3 a 4 a 1 a 2 a 3 a 4 a

J

The computer writes the rhythm and leaves certain notes out. You choose ONE note or rest that 
completes each measure.

1 . The arrow shows you where the note or rest needs to be placed.

2 . Move the box around the note and rest choices with your left and right arrows until
you have boxed the one that is correct.

3 . Press RETURN, and the computer w ill say OK or NO. If it is OK, it w ill draw the
note or rest for you. If it is NO, it w ill help you pick the correct answer. After you 
complete Rhythm W riter, it's good practice to count and clap the rhythms.
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REPEAT SIGNS (Unit 5)

This game is designed to show you how to play music w ith repeat signs.

1. Use the arrow keys to move the pointer to the first measure you would play and press 
RETURN. (It w ill already be at the first measure when you start.)

2. Move the arrow to measure tw o and press RETURN.
3. Continue in the order you would play each measure in the music.

A similar game is used for first and second endings in Unit 6 and DC AL FINE in Unit 13.

SLURS (Unit 5)

Should t h i s  n o t e  be 
tons u e d ?  <Y/N>

ii... n..n ii:;!: m ;*

“3*1£ ---- lf~ t— ------------ j* ----- E p  .  —  f r - p -

4
--------------!------ 1— ----------- P -------- -||

The arrow w ill move from note to note. You indicate if the note should be tongued (Y for yes, N 

for no).



TIME SIGNATURES (Unit 7)

■ 4 -̂cr

se the arrow keys 
o choose the tine 

signature that applies* 
then press RETURN.
O H I C  !! Press IR: II!!: J T  H..H I R  II-II

"II" !li: H"ll II!!! :!!> !li: H:!ii II-II H::ll "II" II..H 11m!; ||!i: :!!=!;

t
n

This is similar to rhythm writer.

1. Move the box around the time signature choices w ith your left and right arrows until 
you have boxed the one that is correct for the line of music, then press RETURN.

SLURS AND TIES (Unit 11)

The computer moves the arrow to a Slur or Tie. You indicate which is correct (S for Slur, T for 
Tie). The computer has trouble drawing slurs and ties, so be careful.

THEORY REVIEW (Unit 14)
The theory review is a verbal matching game. It is different from the others in that you can 

repeat it many times. Each time you w ill get a new set of words and definitions covering all of the 
material studied in Alfred's BASIC BAND METHOD Book One.

16



2 5 2 5 /A p p le  tl & C o m m o d o re  64 S 2 9 .9 5  in U .S .A

INS CT OR

A carefully paced course of instruction specifically designed for today’s young beginner. It combines a 
rhythmic approach with fam iliar tunes, rock pieces, classical themes, creative involvement, and many 
duets. Every new note and concept is systematically reinforced to insure complete understanding.

^ fo; DsL’R'- izFr^1

Individual selections that have been composed as true performance pieces to give a total band sound 
with minimal instrumentation. The compositions are of varied styles (folk, classical, jazz-rock) and 
correlated exactly with various units of the method.

Contains unaccompanied so os. solos with piano accompaniment, duets, and trios. One of each type 
correlate exactly with various units of the method. All w ill work with any combination of instruments. This 
collection also includes mini b io ’s of many famous composers.

@ TKlsOPSY' E3 0 OIC
Writing exercises for Treole and Bass clefs that correlate exactly w ith each unit of the method and 
uniquely reinforco the entire learning process. Includes matching games, anagrams, fill-ins, musical 
math, and a cross-word puzzle. A fun book for students — a must book for total musicianship.

Contains accompaniments for every exercise and piece in the method. Insures full utilization of the 
practice period white reinforcing proper pitch and rhythm ic understanding.

o F A ^ T ^ ^ T f f C  F /4 M 0 U ^ R  F O i.E C S © N Q S  
A collection of 25 solos and duets u ti’ zing only six notes. Jazz/Rock accompaniment record available.

© © O M P U T E f l T U T O R
A book and disk combination that reinforces the material in A lfred’s BASIC BAND METHOD. Rhythms, 
melodies, duets and fam iliar songs are demonstrated by the computor. Then you play along with the help 
of a conductor. Also includes theory games. System Requirements: Commodore 64, one disk drive (no other peripherals 
needed). Apple II P lus/lle /llc, 48K, one disk drive. DOS 3.3 (No other peripherals needed.)

T H E  B A f ^ P  M E T H O D  F O R  T O D /  Y ’ S

V G  N D  S T U D E N T

A L FR E D  P U 3 U S H I N G  C O .,  IN C .

15335 Morrison Street, P.O. Box 5964, Sherman Oaks, CA 91413



For A p p le  II, I I +  , l ie ,  l ie  
and/or
C o m m o d o re  64  C o m p u te rs

This product contains 
a "flippy" diskette 
which is programmed 
for Apple on one side 
and Commodore on 
the other.
Place the appropriate 
side in the up position 
of your disk drive



Please complete and mail this software registration card. ALFRED
periodically revises and enhances its software products. We will inform you of 
any updates and will often supply new versions of our programs FREE to 
registered owners. In order that we may keep you informed it is necessary that 
your registration card be on file. Product updates and support cannot be 
given on unregistered products.

Name ____________________________________________________________
Address___________________________________________—------------------------
City_____________________________________________State__ Z ip ------------

Country ____----------------------------------------------------------------------------- ----------------
Product -- -------------------------------------------------------------------------------------------------
Purchased fro m _______________________________________  D ate------------
Address_____ ____________________________________________ ________
Computer owned ________________________________ _________________

8611



PLACE
STAMP
HERE

ALFRED PUBLISHING CO., INC. 
15335 Morrison Street 
P.O. Box 5964
Sherman Oaks, California 91413



COMMODORE-64
LOAD "START ,8.1
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