Sleep  #include<windows.h>

The Sleep function suspends the execution for specified milliseconds.
void Sl eep( unsigned int unMIliseconds );

Example:

#i ncl ude <i ostream h>
#i ncl ude <wi ndows. h>
int main()

cout << "Start\nWait 3 seconds\n";

cout.flush(); /1 Qutput ostream before next instruction
Sl eep(3000); /1 Wait for 3 Seconds

cout << "Wait 7.5 nore seconds\n";

cout. flush(); /1 Qutput ostream before next instruction
Sl eep(7500); /1l Wait for 7.5 Seconds

cout << "Bye\n\n";

return O;

}

Beep #include<windows.h>

The Beep function generates simple tones on the speaker. The function is synchronous; it does not return
control to its caller until the sound finishes.
bool ean Beep(

unsi gned i nt unFreq, /1 sound frequency, in hertz

unsigned int unDuration // sound duration, in mlliseconds );

Parameters

unFreq WindowsNT+: Specifies the frequency, in hertz, of the sound.
unbDur at i on Windows NT+: Specifies the duration, in milliseconds, of the sound.
Windows 95: The Beep function ignores the dwireq and dwDuration parameters.

Return Values

If the function succeeds, the return value is nonzero €lse return value is zero.

Example:

#i ncl ude <wi ndows. h>
int main()

i nt nFreq=400, nDuration=1000;
Beep(nFreq, nDuration);

Beep( 1000, 500);

Beep(800, 2000);

return O;




M essageBeep

The M essageBeep function plays a waveform sound. The waveform sound for each sound type
isidentified by an entry in the [sounds] section of the registry.
BOOL MessageBeep(

Ul NT uType /'l sound type

)i

Parameters

uType
Specifies the sound type, as identified by an entry in the [sounds] section of the registry.
This parameter can be one of the following values:

Value Sound

OXFFFFFFFF Standard beep using the computer speaker
MB_ICONASTERISK SystemA sterisk
MB_ICONEXCLAMATION SystemExclamation

MB_ICONHAND SystemHand

MB_ICONQUESTION SystemQuestion

MB_OK SystemDefault

Return Values
If the function succeeds, the return value is nonzero.
If the function fails, the return value is zero.

Remarks

After queuing the sound, the M essageBeep function returns control to the calling function and
plays the sound asynchronoudly.

If it cannot play the specified alert sound, M essageBeep attempts to play the system default
sound. If it cannot play the system default sound, the function produces a standard beep sound
through the computer speaker.

The user can disable the warning beep by using the Sound Control Panel application.



sndPlaySound #include<windows.h>

The sndPlaySound function plays a waveform sound specified either by the filename.
If you get link errors, the winmm.lib file will have to be added to project. (See Notes)

bool ean sndPl aySound( char[] szFil eName, int nSound );

Parameters

szFileName
A string that specifies the name of awaveform-audio file.
If NULL, any currently playing sound is stopped.
nSound
Flags for playing the sound. The following values are defined:
SND_ASYNC
Sound is played asynchronously and function returns after beginning the sound. To
terminate, call sndPlaySound with szFileName setto NULL.
SND_LOOP
Sound plays repeatedly until sndPlaySound is called again with szFileName parameter
set to NULL. Must also specify SND_ASYNC flag to loop sounds.
SND_NODEFAULT
If the sound cannot be found, function returns without playing the default sound.
SND_NOSTCOP
If asound is currently playing, the function immediately returns FALSE, without playing
the requested sound.
SND_SYNC
Sound is played synchronoudly and function does not return until the sound ends.

Return Values
Project Settings 1'5'

Returns TRUE if : _
successful or FAL SE Settings For: [win32 Debug j General I Diebug | C/C++  Link | Hesourc{ EE
otherwise. Category: IGeneraI j Beset |
Output file name:
Remar kS IDebuga’Main.eHe
If the Sp&lfl ed Dbject/library modules:
sound cannot be fwinmm lib kemel32 lib user32 lib gdi32 lib winspool ib comd
found,
sndPl aySound ¥ Gererate debuginfo [ lamore all default librariss
pl ays the system v Link incrementally [ Generate mapfile
default sound. ™ Enatile prafiing
If you get link Project Options:
ernel3Z b userdZ lib gdiZ2 lib winspoallib «
errors, make sure lib advapi32 ib shell32 b ole32 b
that your oleaut32.lib uuid it odbe32. ik odbccp32. lib Anologo ;I
compiler knows
wheretofind ok | _ concel |
winmm | i b.

Addwi nnm | i b fileto the project by going to Project | Settings | Link tab.



Example:

#i ncl ude <i ostream h>
#i ncl ude <w ndows. h>
int main()
{
/1 1f you get link errors, make sure that your conpiler
/1l where to find wnmmlib in th Project file
cout << "Playing the sounds ";
cout.flush(); // Required to output |ine now
sndPl aySound("forest.wav", SND _SYNC);
sndPl aySound( " bal oney. wav", SND SYNC);
sndPl aySound("forest.wav", SND _SYNC);
sndPl aySound( " 44mag. wav", SND_SYNC) ;
/'l Creates |oop
sndPl aySound("forest.wav"', SND ASYNC | SND LQOOCP);
Sl eep(1500); // Delay for 1.5 Second
sndPl aySound( " 44mag. wav", SND_SYNC) ;
sndPl aySound( " 44mag. wav", SND_SYNC) ;
sndPl aySound( " 44mag. wav", SND_SYNC) ;
sndPl aySound("forest.wav", SND ASYNC | SND LOOP);
Sl eep(5000) ; /1l Delay for 5 Second
sndPl aySound( NULL, SND SYNC); // End Sound
cout << "\ n\n\nDone\n";
return O;

knows



Piano Musical Notes and Their Frequencies

Hote  geyhoard Frequency
Al 27.500
EO an.een £9.135
i1 32.703
D1 36,708 34.645
Fi 41,203 38.891
Fi 43.654
o1 43,999 96.243
A1 sc.0op 21913
Bl 61,735 ~8.270
iz 55 406
o2 73 41 B9.296
Ez gz 407 Tr.TEZ
Fz a7.307
0z g7 ggg  92.499
AD 1ig.on 103.33
Bz 123 47 116.54
7 130,81
D3 146 83 136.59
E3 164,81 155.56
F3 174.61
03 195.00 185.00
A3 zz0.00 20765
Ex [ 246,94 £33.08
4 I 2601.63
D4 203 g7 £77.13
Ed 70 g3 J311.13
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o4 3oz Qo 369.99
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oS 7.2 o9d.37
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FS 593,46
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