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in t r o d u c t io n
Th is  Tutorial is not intended as a replacem ent for readinq the 
deed from experim enting from the deep end. All we hope to do 5 1 ^manua1, or ln-  

. on the logic and processes involved in M ID I sequencing with the p r o  o ?  SOme r,ght 
aid you in operating yo ur sequencer, rather than it operating you Wh,Ch may

B R IE F FA IR Y STO RY
O n c e  u p ^ | | | | l e ,  after m an had finished creating natural acoustic instruments made 
Q l l t ^ M ^ M P m etal, he looked round and w ondered w hat to do next He suddenly 
realised that whilst he had been b u sy things had been happening. Electricity had been 

■ ■ p w a s  being used to pow er lights, and record players, radio and T V  were 
to  evolve.

T h e  logical step for m an w as to m ake an instrum ent involving electricity. Whether this 
w as a n  accidental discovery that electronics m ade noises that could be controlled, O R  
m an’s  natural desire to d iscover an d  create new  sonic textures, O R  just something that 
seem ed to be a  goo d  idea at the tim e, will never be known, by this author at any rate.

Anyhow, m an started to create sounds electronically, of the like that had never been heard 
befbra  T h e n  so m e b o d y said, “ it doesn’t sound m uch like a  real piano does it”. N o  it 
didn’t and hadn’t been m eant to. But liking a  challenge m an decided to emulate real 
sounds as well as  create n e w  ones. T h e  synthesiser w as born, and would grow up and 
live happily ever after in yo u r bedroom .

However, m an w as not content to rest o n  his laurels -  or his hardys. He and his friends 
w ent on to design  m ore synthesisers with different characters and sounds. Then  
som ebody said ‘w hat happens if you play them  all together’, which was probably an idea 
h e  had got from  w atching a  real orchestra section. O f course m an’s  problem was that 
he didn’t have e n o u g h  h a n d s  to p lay them  all. H e  decided rather than growing extra 
arm s that it w ould b e  sim pler to find a  w a y  of connecting the keyboards together elec
tronically, to m ake them  play together.

T h e  wicked fairy Cut-your-nose-off-to-spite-your-face saw  what w as going to happen and 
like a  lot of people, b eca u se  it w a sn ’t his idea he slagged it off and blindfolded each 
of the m anufacturers. T h is  m eant that e a ch  m anufacturer developed his own system ana 
w ay of connecting things. T h is  often m eant that you could only reliably connect the same 
m ake of equipm ent together. T h e n  a  m an called D ave w as kissed by a  frog an 
blindfold fell off. H e  then w ent round rem oving the blindfolds of the other man fhj 
and persuaded them  that w hat they needed w as a  com m on standard * J _ lite.vour^ ce 
together. T h is  b e ca m e  M ID I, and the wicked fairy Cut-your-nose-o 
went off to w ork in the com puter industry instead.



|= W HAT IS  M IDI
1  uiDl stands for Musical Instrument Digital Interface. It reveals itself to the naked eye as a set of 
i  T L  oin DIN sockets on equipment. In simplistic terms, it allows equipment (Musical Instruments)
: Jjtelk (or interface) to each other. ’

rhe main confusion comes from the Digital bit. Digital is a term used to describe how thinqs can 
m  ^presented with just two values, a 0 and a 1, rather than the analogue format which needs 
a different number for each different value. Looking at it another way, an analogue signal can be 
Emulated with a 9 volt battery. When there is no sound there are 0 Volts. When there is maximum 
level it is 9 volts. Any level in between is given a corresponding value. As the original chanqes 
so does the voltage of the battery. With a digital system we only have two voltages, say positive
5 vbfts and negative 5 volts. Every time we look at the original we send out a series of positive 
and negative pulses, in a code which can be deciphered later.

With analogue, as the value changes so does the value representing it, and they change together 
continuously. With digital, every now and then a value is taken and the result represented with 
0's and 1’s. Because the digits are just 0 ’s and 1’s it is very easy to transfer, store and manipulate 
the data. Any small changes that would change the analogue signal, such as noise and distortion 
(small unwanted voltage changes) which would actually alter the analogue signal, can be ignored 
in the digital system; it either is a 1 or a 0, there is nothing in between.

The two main advantages of Digital are a) Data can be processed arithmetically, and b) that the 
data is hard to distort or corrupt. As there are only two states, it is easy to handle accurately.

IM P O R TA N T FA C TS  A B O U T  M ID I I
The most important thing to know about MIDI is that it is not a sound that you can hear. You can’t  
plug a MIDI lead into your hifi and hear the stuff dripping out of it. Although the lead might f k  
what comes out of a MIDI lead is digital data about a performance or event; MIDI has been described 
as ‘everything about the sound, except the sound itself.’ MIDI is in fact a digital representation 
of a performance, ie, what note was played and how loud. It does N O T  represent the sound at 
all. The sound always has to be played back from the MIDI instrument.

*MIDI is N O T sound, merely data about the performance of it.’ -||j|m|

w^ en V°u Press a key on your keyboard is a  MIDI man (or message, if you pcafef) 
arUt, U i -  M,DI 0 u t port scouting ‘he played a note, it was this note, he played it 
information ** ^  ^ e n * Person at MIDI IN port, who can then a c t w t i i ^ :

uui mb message is
tere it is, listen to this.

sound was 
t it and say

^ e n  they
unitstoaeti 
is

W HAT A R E  M ID I C H A N N E LS
■emeu me m i u i standard they decided that you may want to conrj|itt:tnore than two

18 where that ^°u may then want to talk to each one independently (or collectively). This
a Partv confo' eas °* channels came from. It is much like the idea of a telephone number and 

talk tA , ®nce- Each unit has its own personal telephone number. To decide who you want 
K y°u iust select the right number

chann^ ^ mn‘ Mode. This means that the instrument will play any part on any MIDI
tions at onnAit •*like our party conference idea, where the instrument can hear all the conversa- 
t° be ablft tr,' !L2 not a Particularly useful mode, other than for panic situations. It is much better 
I  m address each instrument (subscriber) independently.
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Another way of looking at MIDI channels is to think of a MIDI rj*hi
ries all of the stations at once. To select the one that you w a n t!!? ?  ® television aerial that car- 
MIDI instrument into it. When MIDI was established they de5d4dtho?^ply tune th® connected 
catered for. In those days that seemed a lot, and it is only with Wndc^Kt ♦Lnstruments should be

we can see it isn’t

WHAT
abie td H i

said, MIDI is digital data and it can be transmitted, processed and stored Slory ^  we
A  sequencer is just a  device that can store (and manipulate) data. T h e s e 'd ^ v ^ S S 'S S T n  
be storing the data of a  performance in real time into a computer type memory

^ n,y  M 'DI i ata- 11030001 * ? « *  performances from instruments which
I M W P wth MIDI, such as the human voice, guitars, or any other acoustic sou ces Th « 
r i ^ ^ t h a t  these can be controlled from a MIDI sequencer is if these sounds are recorded

p p e  instrument equipped with MIDI (see later). If you like, you can look at a MIDI 
rbeing a tape recorder for MIDI performances.

■ f  W HAT IS  A  M ID I IN STR U M EN T
A  MIDI instrument is one equipped with the infamous MIDI ports (sockets). The most common 
is the MIDI keyboard and MIDI drum machine. Becoming increasingly more common are the MIDI 
drum kit, MIDI drum pads, MIDI fitted guitar, MIDI fitted wind controller and the MIDI equipped 
acoustic piano.

You may like to note that except for the last item (the piano) these MIDI fitted instruments send 
MIDI data out, but cannot respond to MIDI data in. In other words, they are used as controllers 
to enter in the performance but the performance data is used to play a standard MIDI sound source, 
such as a MIDI keyboard/module or drum machine/brain. Th e  latter item, the MIDI piano, actually 
employs MIDI triggered mechanisms to actually hit each individual string. You will no doubt ap
preciate that such a machine is expensive.

W HAT D O ES M U LTI TIM BRAL MEAN
A  normal MIDI keyboard is capable of producing a number of different sounds, ranging say from 
piano to strings. However it can only make the sound of each of these, one at a time. So although 
we may record a number of different tracks with our MIDI keyboard, we will only ever get mem 
to play back with one sound at a time. For instance, say we set our MIDI keyboard to a I®ass sou 
and record a bass part on a track. We can play it back and it’s fine. Then we select a piano souna, 
and start to record our piano part. We can hear ourselves playing the piano:sound . 
also hear our bass part playing the sound of the piano. This is because the MID to. If we 
say ‘play these notes’ (piano and bass) and the keyboard uses what ever souna sound,
select the bass sound again, we hear both the bass and piano part played bacK

The answer to this scenario, is to buy more MIDI keyboards -  °ne^or ad^ntages.
sound that you want. This is indeed one way of doing it, and oners

H  f H  j.-ri TIMBRAL instrument, which
However, manufacturers realising this problem have created tne iw . are a/j housed in one 
is effectively like having a number of different k e y b o a r d s  excep and eaCh one can be set 
box. Each instrument can be accessed on a different Miu mu(tj't,-n1bral parts that they give; 
to a different sound. The only limit to this setup is the nu,T,° . (ater This scenario is much like 
you and the overall polyphony of the unit, but more or

MriMS fW!RBM i U £ - j \ £ ii f i W : : 4vr' i • IS



i life With the standard MIDI keyboard, we have a musician, who is a multi instrumentalist. 
f®8* ' D|ay a number of different instruments, but as he only has one pair of hands, he can only 
He | § § iof them at a time. He can play all (up to his polyphony or finger limit) of the notes you
ptey°'rotn hUt he can only hold one instrument at a time, 
fgll pirn

E r  the multi timbral system, we have a number of multi instrumentalists in the same box. You 
T C to  which one you are talking to, by selecting his MIDI channel (or telephone number) and
J S S S T h e  can play his bit while the others play theirs. '

1  WHAT D O ES P O LY P H O N Y  M EAN
f e  we have already seen, in any system each musician only has a certain number of fingers. This 

fehispolyphony limit. In other words he can only play up to a maximum number of notes at one 
JLe. On some units, he can assign his fingers dynamically. This means that he’ll play the more 
important notes, those which are most recent. Th e  ones he’s been playing for a while, he can 
stop playing, and you won’t notice so much, because of the new notes being played.

On some other units you have to decide before hand how many fingers he is to use on each in
strument. The advantage of this is that he will always play that many notes of that sound. The 
disadvantage is that you may not have enough at any one time, to play what you need on each 
instrument when you need it. Presently it is common to have eight parts (or musicians) but they 
only have sixteen fingers between them. In practice, on a  dynamically assigned instrument, this 
means that you get 4  or 5 parts out of it. J j

You never get something for nothing, and although multi timbral instruments are very useful, there 
is something to be said for having a number of different instruments. Firstly, they’ll probably have 
sixteen fingers each, secondly, they’ll all have different tonal characters, thirdly, they’ll each have 
their own outputs (which can be processed separately) and volume controls, and fourthly, untile 
a number of multi timbral units, each instrument will give its job everything it’s got. O n  some units 
the number of oscillators (richness or components of the sound) decreases, the more notes that 
are played. The bad news of course is that multi timbral instruments are good value, whereas 
separate units will cost significantly more. ‘ :W $ k

I

4u W HAT IS  S A M PLIN G  |
AMIDI Sampler is an instrument that digitally records real sounds into its memory.
P»ay a key on your MIDI keyboard, it plays the recording back, in essence speed 

you play up the keyboard in pitch and slowing it down as you go down the k 
tennth 3 recorder would. Som e samplers use techniques to make the 
®f*9tn and quality, whatever pitch you play it at. It does this by removing or repel______________
t o  sample data. . iW lim illli M

I  I  —  M I M M I I  ■

— EN
is wtf1108 e^ ects °f this at extreme ranges, a  technique called multi sam| 
from* * lar^ e number of samples is taken at different pitches, so that a  s 
of an • 0n9|nal speed. Apart from the technical aspects of extremes of samn^ |
Ditch lnslrument usually naturally changes over its pitch range. If samples as&laten at regular 

^e ^a ls  the faithfulness to the original character is better kept.

beSWnn6r '5 one way of Playing acoustic sounds in a  MIDI system. It allow&iacoustic sounds to 
pp. ggered from a MIDI sequencer, with all the benefits that that entails.

aj^Dlfrv®^8 of sampling is one of memory. Most samplers currently only have 15 seconds of 
that mfvE That is that theY can only record for a  total of 15 seconds. When you consider 
every ̂  sounds last for 2 to 5 seconds and that a sample should be taken every octave, if not 

Bpk'-" ■ you’ll realise that there isn’t a lot of time available.



One technique for overcoming this problem is called loonin
is used normally but, as the sound starts to sustain the atta<* part of th« ^
again, until the sound is required to stop. Amplitude and mtTr * ^ ! ° n is rePeated over a^idUIL 
sound to emulate the effects of a naturally decaying souid enve,°Pes ^ e  often appii^ to7he

It is all these shortcomings that do not allow the sampler to ho o
It was once said that to reproduce the infinite number of s o u n d s ? J K  38 the 0ri9'"al sound 
eluding the way that it interacts with itself, you would need an infinite ^  an instrument in- 
ly this is not v iabfep w ever, that said, a sampler can 1" “ W  S
side of sampling of course is to use it creatively, making new sound^nH 9^ ? results- Th e other 
sounds. T a k H W ^ p ^ id  out of its normal pitch range can produce . extures out of normal 
such as a  tambourine sounding like a submarine, or a b a ilo r. erY '^resting  results

W U B g HIAT IS  TA PELESS RECORDING
■fepgess recording is the next technological area to come within the financieinr!?. ^  

M I B i H P P %  an extension pf sampling, allowing much greater recording t S i i  ™ ?  i f  US 
ajhtewed by recording onto a hard disk and using it as a virtual ^  pre^

B H B P o its infenial memory just before it is required. Again MIDl antral S  5  
here to make it play certain sections as required. 030 °* emP|°yed

Hf?fUed th3t M ID,k5equen5in9 is a form of tapeless recording, which to an extent it 
can be. Th e  difference as we have said with MIDI, is that it is data about a ^erformance and doeS
not contain the actual sound itself; a  MIDI instrument is required to play it b a c Tte w rth  t S ?  
J ^ d i ^ ^  fomi)600 mv0,ves actual|y recording the sound (or a representation of it, perhaps

W HAT IS  A  C O M PU TER
a  computer is simply a machine that can be used to do a  number of different tasks by using the 
appropriatei software in it. Th e  Atari you are using now can be used for MIDI sequencing, drawing, 
painting and animation, word processing and desk top publishing, accounts functions, databases, 
spreadsheets and graphs, business presentations, telecommunication functions such as fax (by 
adding a suitable modem) and if you have any time left after all that -  for games. Other musical 
applications include notation and scoring. It can even be used as a sampler, drum machine or 
synthesiser, but not at the same time as P R O  24.

W HAT IS  S TEIN B ER G  PR O  24 SOFTWARE
PRO 24 is a 24 track MIDI sequencing 
package that, with the aid of suitably equip
ped MIDI instruments, will allow you to record 
musical MIDI performances, much like recor
ding onto tape but with all the advantages of 
MIDI sequencing.
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r i f f  PROS A  CONS O F M IDI SEQUENCING
The advantages of MIDI sequencing are:

can adjust the tempo (speed) without affecting the pitch. Useful for recording difficult
• "Lggges or solos at a slow tempo, and then speeding them up for playback. Changing the 

|  tempo can also create effects and moods, for instance speeding up the chorus a few BPM is
a standard trick.

• You can change the sounds used to instantly play back the performance, to see how the sound 
" matches a part.

You can copy sections, so get it right once and you can copy it in seconds. Th e  copies can 
1  be transposed and edited for variety.

• You can copy tracks and make them play on a number of different MIDI channels (and hence 
instrument and sound) and get a doubling or orchestrated effect. Transposing and delaying 
the copies adds to the effect.

• You can add a MIDI delay (advance or retard) to alter feel, either subtly or dramatically for ef
fect. A few MIDI clocks of delay will give a relaxed feel to that track, while advancing by a few 
clocks will give an aggressive leading feel to that track.

• Using MIDI delays uses up some of the instruments polyphony, but can give repeat echo or 
ADT (Automatic Double Tracking) type effects, with no loss of quality or expense.

• With many systems (including P R O  24) you can edit individual notes, changing their pitch, dura*J 
tion, velocity (loudness) and time played.

• Performances can be quantised so that they are in strict time. P R O  24 has a  number of-;i^p 
ferent types of quantising, ranging from the mechanical sounding note on and off type, t&ghe 
natural sounding Over quantised type.

• Some sequencers (not P R O  24) have a groove quantise, whereby they can impose the rty&ftaical 
feel of one track onto another. Some have a window or range feature for the quantise, where 
only notes beyond a certain limit will be brought back into time and then only by a set percentage.

• Step time entry (on the grid edit or score edit pages) allows you to enter notes in 
or graphical form, so that manual dexterity needn’t stifle the idea.

• You can rearrange the order of a song in seconds and without the aid of a razor

• Sections can be transposed in seconds into new keys. J l

• Parts can be prepared in depth at home before hiring expensive equipmq 
to master the results.

n

gcgpBa

BeRnj

saM— B B 88b Bk

its; ef-
master

K the song contains no acoustic or non MIDI sources and you have e 
jects, separate outputs and mixer channels, the song can be master 
«p e  avoiding any multitrack tape generation (quality) losses. |

• if M
acoustic and non MIDI sources are required, a tape to MIDI be used to

nk the sounds on the multitrack tape with the first generation sounds ficim the MIDI equipment.

^^disadvantages of MIDI sequencing are: :
I  is ma'n Prob,em with MIDI sequencing arises out of its flexibility A£ ©very aspect of the song < 
||| instantly variable, this means you needn’t ever commit yourself until you master to tape.

% hav»nf Ver y°u 90 back to listen to a song you have done previously on the sequencer, you 
g H  w e  to set up all your instruments, effects, mixer settings and other variables to sound the

9



Desk File Pattern Track |jir«ra Flags___________ _______ __
jfcftiaa— iBt s t f t h b f b r p b o-?i t i t DEF.SH6 I 1822 Blocks free

ote-ControlREHOTE-KEY
Hote-on C« 9
Mote-on P__S
Mote-on P» B
Hote-on E B 
Hote-on F B 
Hote-on F» B 
Hote-on 6 8

RECOUP___!__ LEFT L,___RI6HT L.
...... -CYCLE______
REC POIHTER L 
REC POIHTER R 

SOLO
I CVCLE-SMITCH

aPflMTIZE-. - 
[HEXT SU8TBRCK 
Del. Subtr.

Hote-an BS B 
Hote-on B B 
Mote-on c B 
Mote-on c* 9 
Hote-on d 0

hidi-Clock

sam e as

If you change instruments or the sounds in your instruments vou can not „  ,
results. . • y u can 9et completely different

With a tape recording, the sound on the tape doesn’t change and will «
as when you recorded it. y na WMI aiways sound the same

.he  original version. Unless you have taken notes, this becomes quite difficult.

i ■ P R O  24 OVERVIEW
UndSr ° P,i0nS -  PiC,Ure’ Vie“ >' « *  - e e n  o.

1) Track and fast access selection,
2) Tape transport and position readout,
3) Fast access window,
4) Tape locators,
5) Master section,

- 6) VU  meters.

TR A C K  S ELEC TIO N
At the very top we have the 24 tracks. Th e  track that is to be recorded onto is signified by the 
large white arrow. This always has to be on a track, it cannot be switched off completely. Just 
above this strip are the mute on -  off boxes which show a ‘X ’ (cross) for muted, ‘On’ for on and 
‘S ' for sequencer arrange mode (see later).

Above these are the white fast access selection boxes. If you click on one of these it will turn 
grey. Once it is grey the track and pattern that you will be copying or editing will be determined 
by this box.

If you look in the fast access window, you will see some details about the selected track and pat
tern. Firstly you will see the track number and name. Secondly you will see that pattern number 
and name and its start and end point.

Now would be a good time to look at what we mean by a pattern and a track.
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the data- Just Qf musjc either made up of one instrument or many of them,
chord or a » |iu,s g

M ica , way of working, of course, is to keep each individual instrument on its own track so 
The j o g ^ ^ ry tQ work Wjth in terms of muting, editing or copying.

I  f an instrument is on a separate MIDI channel it can be extracted at will fpr mantpu|»-
Unlike tape, «f ̂ ^ J ^ s s i b l e  with the remix function of PRO 24 because as well as recording 
* *  in̂  fhe M O  c h a ^ e l of each note is also recorded. It is therefore fairly easy 
**  ° t o ^ r a t e  any sounds, or to be more accurate MIDI performances, which are on a < & & & *
m S*  channel from the others.

^  ^  nf rm jrse jt is sound that is recorded, and not performance data stored digitally, and 
^ a S m > m p o n e n t’of the sound is not so neatly labelled with its relative instrument detad$. th*y

can’t be extracted.

W HAT A R E  PA TTER N S
m •  .  I  _  — — A- A. —

In musical terms, and in the same way as drum machines work, a pattern refers to a comp*** 
sertion tf music Comprising all the instruments used in it. With P R O  24 a pattern is used to refc* 
to a section on an individual track. There is not necessarily any relationship between any pattern 
on one track and another. Th e  patterns can be of any length on any track. ,:;| | |

This gives rise to a very flexible system where the lengths of each pattern, or section, dp not restrict 
the way the song can be recorded and/or put together. For example, we may want to create a  « -  
bar drum pattern on one track which repeats, with a 4 bar bass groove on another which repeats, 
while a 48 bar pattern goes over the top of them both. Without the restriction of each track QgNfjjp 
made up of an X bar pattern, we can do what we like. .

On the down side, with any system that is flexible, it can be confusing, especially when JQjjHlI 
to copy parts of the song which comprise of more than one track at a time. As we shall sqfLjjg 
the mixdown function helps us solve any problems we may have created. ' j

Tape transport and position readout:
The tape transport controls are like a normal tape machine. Rewind, record, play, faa£|| 
and record. The extra single arrow fast wind buttons allow you to go back in beats ratherSgj

The upper counter shows the present song position in bars, beats and divisions of sjj 
ticks. Each quarter note is subdivided into 24 ticks.
The lower counter shows the present position in real time of hours, minutes a n d ls B

Fast access window:

,vf ■wi u i v  II Owl
record and track number box).

tnd name and pattern 
beat (above the trade

Km

Sin h ? J? rI?rack * * * * * *  is the one that we will be editing or copying. You can chance the setec-
part of thA cnnn0 A W ? or pattem number in the fast access window
Part of the song and clicking on the fast access box for the required track ^

ition locator, fyf simply pfcfc-
t r a i l l i l l W i



Tape locators:
The tape locator is like a tape operator. You tell him where vn.. uh- k  .
between) by setting the left and right locator. y sh t0 record (drop in or cvcle
You can set the left and right locator in three ways.

1) By clicking on the numbers shown, changing it up or down bv clirid„„ „
buttons while pointing over the numbers. y - 9 lh© left or right mouse

2) By hitting the U fe r  left locator) or R (for right locator) key on the kevhnar* k
and hitting f ^ n .  Just typing in the first number/s and hitting rS u m ^ S iS ? ? ?  '?u,he numbers 
of the b a ^ M p .  You only need to enter T  or • ’ after the bar w i  rt t0 the beginning 
Doinl tft& Jsscb  beat or tick setting. e bar f'9ure «  V™  wish to enter a

l i n g  the shift key and then pressing the L  (for left locator) or R (for right locator)

greater positions can be memorised by hitting the shift and F1 -  Pin l.
S yju st hitting the F1 -  F10 function keys. (The function
we the Q W E R T Y  keyboard letters.^ ^  are tne lar9e buttons_ t he Q W E R T Y  keyboard letters.)

section:
_l|lilS na ste r section we can set the tempo (how fast the piece will be) and the time signature 
(how many beats to the bar, i.e. 3/4 for a waltz and 4/4 for pop and rock, etc).

Also in this section we can set whether the ‘Mastertrack’ is on or off. The Mastertrack is a place 
where the time signature and tempo changes can be set and changed throughout the song. Without 
the Mastertrack, we can only set an initial tempo and time signature, which we have to stick to 
for the whole song.

A  box marked ‘Solo’ is normally set to off. When off this allows any unmuted track to play. When 
Ip t  to on, only one track is allowed to play, that being the one marked ‘On’ in its mute box. The 
last track selected for fast access will be the starting solo track.

O’

TWO other options remain:
The box marked ‘Mode - Tape’ is the normal mode for PRO 24. This makes the sequencer work 
in a linear fashion, i.e. consecutively like tape. Th e  other option for this is ‘seq.’ (for sequencer), 
which is needed if the Song Arrange function is to be used. See later for more details of this mode.

The boxed marked Sync. This selects how the P R O  24 is synchronised with otter equipment or 
not. Whether it will act as the master and stop, start and control the tempo of other MIDI dockable 
units (such as drum machines and other sequencers) or whether it will act as the slave unit a 
be controlled by the other MIDI clocking device.

It is probably worth mentioning here that the PRO 24 on its own cannot be syn ch ro m ^to  tape 
directly. An external synchronisation unit is required to do this. The reason ^ a
IS because we can record all our MIDI tracks into PRO 24 but we ca" " ° V ^ ? In ir a n d  record 
sources, such as voice and guitar, into it. We could of course simply r u n  tne seq 
the N O N  MIDI tracks live, but we may well need to do more NON MIDIIra M|D, sources, 
or control live. Multitracking with a tape machine gives us the flexibility

A  multitrack tape machine is simply one that has more than the two in d e p e n d e n t ly ,
cassette machine. Each of the tracks on a multitrack r e c o r d e r  can be can tailor it as
either at different times or in sections. Or simply, as each track is sep
we require.

The problem then comes of synchronising the MIDI sources and M I D I ^ J j ^ 5MId T racks ,
we just hit play, they will probably drift out of sync. If we were to simM y b|Q tracks and sec- 
onto one or two tracks of the tape, we would firstly be using up tnes . cks from the sequencer, 
ondly, once recorded onto tape, we would lose the control over tne

12
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I  *hor reason for using a tape synchroniser is that it allows us to get the most out of our MIDI 
1  An' The MIDI tracks, for instance, could be recorded one at a time onto tape allowing us to either:

•;«?IP unds
I  ^  ]a&  a non multi timbral instrument to record a number of sounds - one at a time.
I  2  U2  a MIDI instrument to its full (without note or oscillator stealing).
[ ?/ “H the buj|t in effects of the instrument on a different setting each pass, or use a single exter-
f 41 e f f e c t s  unit in the same way, or to provide a staggered form of separate outputs from the 
I  Instrument allowing EQ  and tone control, and easy level control.

f The solution to all this, is to use a tape synchroniser. This records a tone onto one track of the 
[  *Lr*» machine This is then used to link the tape and MIDI sources together, both in starting point 
I rid tempo As the MIDI tracks are still on the MIDI sequencer, we can still control them. On the 
I sidewe have only used 1 of our valuable tracks to control up to 16 MIDI instrument sources 
I  i p  possibly a drum machine too, if not more (with a MIDI port expander).

'• , A - . • * »» * % “K * * .* ~ — »»'* > viLbW •* * "  J * ’•* J * « v H * *  r  * ’J * ' 1 < » —*4* ' (  1 ‘

f however going back to our sync modes:
I  internal decides whether the P R O  24 is acting independently and being the master unit, as is 
1 normal with Internal. If set to MIDI, PRO 24 is a slave and will stop and start and follow the tempo 
i of the external MIDI device (such as a drum machine or tape synchroniser).

‘ If you use a Steinberg type tape synchroniser it connects directly to the Atari, rather than via the 
[ MIDI ports, and hence if a Steinberg synchroniser is connected a third option is selectable called
P. *Ext.' for external. J

I VU meters: j
At the very bottom of the screen you can see the V U  meters for each track. These indicate the ;

j MIDI activity on each track during stop and playback. When recording on a track, its V U  mete||
, does not register although any other tracks playing back will register.
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Â hdnbrrMWy cwtJLsos tfa OR SONG
chorus, chorus. We can achieve a «nntl l ? ^ _ ained together, such as intro

ways with PRO

1) Firstly, v *  can actually record the sections we want in the ma w c  „ 
bably entail playing a section a number of times e want them. This will pro-
We can do this by simply setting the track to record on and settinn , *  m S S S S m m
for the position #  want. Then we simply enter, record and perform and ri9ht locator

Secondly, 
s it in g  the destinat 
We do this either b

jt;baat and tick if required) and hitting return Then vouoetthf \ i, typi" 9
i t o  copy to appear in the fast access window w 4 can do thk h° pattern 
f  the relevant fast access box, and scrollinn thm,.nh ♦u°Ah's by clicking withp  the relevant fast access box, and scrolling throuqVto^hiVn‘S i ?  clickin9 with

|fas positioned in the section that you wanted when you c lic k e d T h f m ^ ® ^ lf the 
cess window will contain that nattem you cl,cked the mouse button,

tfffli then simply pick up the required pattern or track by clickino the left m n , k, 
^ m t e r  is positioned over the word ‘pattern’ or ‘track’ resoertiLiv Th  button when
H H B  the track that we want to copy it onto. It will be copied onto that trark rt-°P * w°u

p o s it s  in the destination locator P °nt° that track’ from the

3j> Tffe third method of song arrangement is selected in the following manner.

The Mode box has to be set to Seq. rather than tape.

that are to be included with this form of arrangement must have their mute box selected 
to S by double clicking on it.

p T h e n  Arrange Song is selected under the P R O  24 Track menu.
* ‘/A'j

I  Next we have to decide which track is the guide for the pattern lengths the arrangement will 
be made up of. We type in the guide track number and then we select new track, to confirm 
that this is the guide track. Then the list of each pattern on the guide track will be shown. To 
arrange the song we can simply pick up the pattern name and drop it in the arrangement list. 
If we need to insert a pattern between two existing ones, we simply drop it in the vertical grey 
strip at the side of the arrangement list.

When you click on the available pattern name, you will see all the available patterns on any 
of the tracks highlighted in the 1 -  24 grid box on the left of the screen. Any highlighted pattern 
will be included in this arrangement.

The problem with this method of song arrangement is that if any pattern on another track is 
not the same length as the guide track, then it will not be included in this style of arrangement 
whether it is shorter or longer. If each pattern on each track is the same length as the guide» 
track, then this form of arrangement will work easily.

One good point about this form of arrangement is that it only effects the tracks Put^ t o  se
quence (‘S ’) mode. Any other tracks are allowed to run as well, playing at the points y
are physically,on our imaginary tape.

One not so good point about this form of arrangement, is that we cannot mute a Pattern on 
a track, through the song, if it is in sequence mode. This means that we canno 9

introducing and removing patterns, unless we remove the required tracks/pa where
mate, and put it back into linear tape mode. Then we can put the patterns wnere .

< n  want them (or mute them in the track info section).

So m
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HOW TO CO N NECT YOUR SYSTEM
So much for the theory, lets connect up our equipment. Connect the monitor to the Atari computer.

Desk File Pattern Track Midi Flags _________________
T *  STFIHBERB PRO-24 III PEF.SHG I 1822 Blocks free

Note - Your master keyboard is the one that you want to use to play the music from. A  mother 
keyboard is one that has no sounds of its own. ' ■■M

If your master keyboard has MIDI IN, O U T  & TH R O U G H :-

Take the MIDI O U T  of your master keyboard to the MIDI IN of the computer.

Take the MIDI out of the computer and put it into the MIDI IN of your master keyboard,
* •' ̂  i

Take the MIDI TH R U  (through) of the master keyboard into the MIDI IN of your next MIDI instrument.

Take the MIDI TH R U  of this instrument into the MIDI IN of your next MIDI instrument.

Repeat this last step as often as necessary. If you have more than 4 MIDI sound sources, then 
you would be advised to get a MIDI T H R U  box (see later).

If you have a unit that does not have a MIDI TH R U  socket, this will have to go at the end of the chain.

If you have more than one unit without a MIDI T H R U  socket, then you will have 
TH R U box (see later). ^

your Master keyboard doesn’t have a MIDI T H R U :-

! excent d?!,Sr ^ , have a M ID ITH R U  socket, then the system is the same as above,
1 THRU m?ut®r M‘DI 0 U T  ,s connected to your first MIDI instruments’ MIDI IN. Th e  MIDI

into thP iw ^  w ,2s v e M,DI ,N of the next- and so on- Anally, the last MIDI TH R U  goes
then vDi/wiH S S r f *  y?oard’ ,f y°u have anY other units that do not have a MIDI TH R U, i men you will need to buy a MIDI TH R U  box.

1 /s 3 more detailed explanation: .;
1 the Mini °* your master keyboard (the one you want to play to enter in the music) to
I  IYUUI |n  of the computer.



Take the MICH out of the computer and put it into the MIDI IN of I f f  « 1 »
I y ” rst MIDI instrument

Take the MIDI T H R U  (through) of that first MIDI instrument and •
next MIDI instrument. ument and °°nnect it to the MIDI IN of your

J |  Take the MIDI T H R U  of this instrument into the MIDI IN of your neyt Mm. •
■  1 7 MIU| instrument.

Repeat this last step as often as necessary.

Finally o o n n e c t ^ K lD I  T H R U  of your last MIDI instrument into th« Mini ,m _
K e y l X W d . ^ l  •’ ,rao the M,D| IN of your master

tSEBSBBr:
have more f a n

b a m ^ r r r * m
aiCMMriOs

H f p i H H H i l
V ^ 9 B | H B H p b o x  (see later).

■
■

■

0t

a mother keyboard (ie one that just has the keys and doesn't make any sounds
■■■nHgnRBKir'

^  keyb0ard (,he ° ne y0U want *° pla* *° —  in the music, ,o

Take the MIDI out of the computer and put it into the MIDI IN of your first MIDI instrument.

Take the MIDI T H R U  (through) of that first MIDI instrument and connect it to the MIDI IN of vour 
next MIDI instrument. J

B p  the MIDI T H R U  of this instrument into the MIDI IN of your next MIDI instrument.

Repeat this last step as often as necessary.

pf you have more than 4 MIDI sound sources, then you would be advised to get a MIDI THRU 
box (see later). ■ ;.■■;■:

If you have one or more units that do not have a MIDI TH R U  socket, then you will have to buy 
a MIDI TH R U  box (see later).

Please note that in any of the above systems, you do not need to take the MIDI O U T  of the last 
unit in the chain, back to anywhere. You do not need a loop and in fact, if you can devise some 
weird way of achieving one, you will probably get MIDI problems like hanging notes and reduced
polyphony. . \  I

M ID I TH R U  BOXES
A MIDI TH R U  box has one input and a number of outputs. Each of these 
input directly. This saves any delays or corruption caused by a long chain of MIDI IN to
of your system.

16



MIDI SW ITCHERS
A number ofpeoplewanHo be the?r *tosyboard *01? thetr “ rum ^achlne. Also if

£ T S i S S » « S 3 t  °' ̂  'nS,rU'ment needs to be connected to the Atan MIDI IN, at that time.

These scenarios can be achieved by re -  plugging the MIDI cables.

a  S I S  wav is to use a MIDI switching box -  such as the Intrinsic Technology MIDI switcher, which 
caters^or6 inputeftape synchroniser systems, has a computer bypass mode, MIDI activity in- illm S 3 ,  a ten way MIDI thru box, all in a 19" rack mount case.

M IDI M ERGERS
If you need to use more than one MIDI controller (ie two master keyboards) at the SAM E TIME,such 
as for jamming with other people or trying to do more than one thing at a time, then you will re
quire a MIDI MERGE box. This enables you to connect and use (normally) two MIDI instruments 
as controllers.

A MIDI merge is necessary because you cannot just plug MIDI cables together into a parallel strip. 
MIDI is serial Digital data and is sent in a continuous stream of code. If it is interrupted by other 
data, the result is confusion and mayhem. Returning to our telephone analogy it is like someone 
trying to listen to alternate syllables of words from two people speaking to him.

A MIDI merge unit employs a microcomputer to make sure that all intelligible packets of data are 
sent at a time (ie a whole word or sentence from each person), without interruption. J *

I

together

S ETTIN G  U P  TH E  A U D IO  J E
It is essential that you can hear all of your MIDI instruments. Ensure that the output of each one 
is plugged into an amplification system and that the volumes are all suitably adjusted.

A  very common misunderstanding in MIDI systems is that connecting the I
of parh nf^nnr Mini iLif"*' You.must also P|u9 the audio outputs (mono or stereo line outpi
vour a m S iS r w  S  I  ? into an amPlifier system. If you do not have enough inputs SEES* I your 'instruments, then an Intrinsic Technology MixIT or M i x I T r ^ *
splitter iacksfmav^ in th?!'"9 ®ither'J inPuts in mono or 4 inputs in stereo. Just using 
mance'from t h e ^ e ^ " 9 5 ? ®  damage your instruments and will not provide

Powering up:
Turn all your keyboards and modules on first. j l j

protongs^the | 1  l l f l l  | | 0ff in the

program!^ computer IS loading or saving, as this has a tendency to crash (freeze) the

■g^S3jg&

TOW//’!

1  order. This



BASIC ATARI SKILLS
Learning the basf: Atari skills: J|
Normally when you boot if) your Atari computer you are presented with a _____
It consists of two icons P ctures) as a disk drive -  A  and B (you 2  h a ^  A ^ffh  the desktoP- 
a trash can. O n  the top fne of the desktop is a bar called the Menu bar When t h ^ m°men,)«  
over this, some menus drop down showing the options available mouse's rolled

Th e  extreme left 
can be selected 
within another 
in the main 
bean accesso 
time. This is very 
saved each oiie

H F Amenu is ca,,ed desktop, and this is where any access™  
rctf. An accessory program is one that you can call u d  L  a ™  pr09l? m s

m. It normally gives you some extra utilities or functions wNch
B , such as a notepad, calculator, etc. Supplied with vo^r av^ ,ab,e
lied Control.acc’ which is a control panel lettina vou set ®r® shou|d

useful as it time stamps every file you save, making

Please read 
from the d

„  Atari manual for a detailed explanation of the functions of each menu available

Once youE v e  loaded the P R O  24 program a different set of menus will be available exceot of 
course thefleft hand desktop accessory menu which is nearly always available

Th e  Atari Computer works in a thing called the W IM P environment, which means that you move 
the mou|se pointer over what you want and then click to select or change it.

Th e  mouse is the rolling blob that you plug into the left hand 0 mouse port, situated under the 
right hand front of your 1040ST-E.

The cable (or tail), should be furthest away from you. Moving the mouse up, down, left or right 
moves the pointer on the screen correspondingly.

T h e  left button on the mouse is the one used for ‘clicking’; the action of hitting and quickly releas- 
ing the left button. This action is used to tell the computer you want to select what is underneath 

■he mouse pointer. It may be to select a disk drive or program ready for loading, or to increment 
a value shown on the screen.

Double clicking is the action of clicking the left mouse button twice, very quickly in succession
- almost a triple click in fact. This is a fast way of opening a disk drive icon to see what is on 
the disk, or to load a program straight away without further reference to the menus such as the 
file menu and Open option, which is what you have to select after highlighting the drive A icon 
with a  single click.

D R AG GIN G is the action of picking something up with mouse and moving it somewhere else. 
To do this you move the mouse pointer (by moving the mouse) over what it is you want to move. 
You press the left mouse button and hold it down.Then you move the mouse (still holding the left 
button down) over to where you want to drag the object. Then you release the left button. This 
is in fact the way that we can copy a pattern or track with PRO 24. |

The right mouse button is used within PRO 24 to change a value in the opposite way to the left 
mouse button.

I

l

■

NEVE
puter

T b k w M
you H  propns
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b e f o r e  y o u  s t a r t
You are advised to make a backup copy of the PRO 24 program disk. You do this from the desktop

bootup screen.

FORM ATTING
First of all format two blank discs. Format means prepare them ready for use (le tell them that 
S S  arereaHy^steand not just flat bits of rust and plastic). One disk is to copy the PRO 24

^ c l f f i g o n r r t S '  the left button once. It will go dark. Next, 
under the ‘file’ menu select the format option. Select double sided, type in a disk name and select 
format with the left mouse button. It will whiz away erasing everything that had been on that disk, 
so lets hope it wasn’t important.
Put in the second blank disk and select format again. This disk is to save your song work onto. 
It is important that you do this now, as the PRO 24 program will not allow you to format a disk 
from within it. Each disk holds around 15 normal songs; remember to prepare as many as you 
need before you start sequencing.

D IS K  C O PYIN G
To make a backup copy of your program:
First ensure that the write protect tab is open on the P R O  24 disk, so that you can see through^ 
it. This will stop you accidentally erasing the disk. Next drag the drive A  icon on top of the drivel 
B icon and let go. Then follow the on-screen prompts as they tell you to insert disk A  (your pron 
gram disk) and disk B your empty disk.

Incidentally, you can make a backup copy of your song work disk in the same manner as above. 
Alternatively, our sequencer utility disk (see later) includes a Fast disk copier & Ram disk, which 
allows you to easily and quickly copy disks or files.

REMEMBER!
Monitor on first and off last. Prolongs the life of your system.

S>Vbk.SFp la S !f  b S f l S  P R °  2 4  d 0 " 9le‘ ^  ^  b 'aCk

it. You will only evertieedto remove iuorfln aN«?W h*3*2  'S- in’ y,0U wil1 hard|y everiiave to remove 
ly with the dongle in small selection of software that willjnot work proper-

puter and/or dongle^ °f 'nSert th® don9|e with th© Power on, it can serious^ damage the com-

To load the PRO 24 o r o a r PRO  24

X  /  v  •
L >  t i  l l h  t «  ’ «  I  '  ‘  A  i *  /  “  F I  k  k  a  I  » i *  *1 V  1  t  1 1  \  ~  ~  \ •  i - ' *  '  m  • *  V m U i  V  ^ r i  u « V  « t  S .  '



MIDI
C H A N N E L

S O U N D  TYP ETR A C K IN S T R U M E N T  

D110 timbre 1
chords
pads

D U O  timbre 2 
D110 timbre 3

melodyD110 timbre 4 
D11Q timbre 5 
D110 timbre 6

count melod 
frills 1
frills 2 ____D110 timbre 7
frills 3 
theme

D110 timbre 8
DX7_________
D110 drums 1
Evolution 1
Evolution 2
Evolution 3
Evolution 3
Evolution 4 
Evolution 5 overdub

overdub
Percussion
Percussion

D110 drums 2
D110 drums 3

S E Q U E N C E R  P LA N N E R

When
ding.)
tiori pi

Secondly, if we tend to record a  certain type of part on a certain track then we will know instantly 
where to find it. Th e  following is an example of such a set up.

i

If yot 
thatt 
a MIC
sotha

In a minute we will need to double click on TW E N TY 4  PRG file tn irtaw ~
see this file you will have some grey sections on one or both sides S  the w ^ n 'J o w ^  V°U
ed the scroll bars and the grey part signifies the stuff you cannot see E  ™  i  are ca"-
mouse, until the window shows the correct file. on these W|th the

Once you can see the TW E N TY 4 .P R G  file in the form and position vn., liiro ♦ 
the write protect tab on the Program disk so that you cannSfsee throuoh thl‘ SJf0rS 1y remove 
back in and select ‘save desktop’ from under the Options m ^ S  Fram n ^  n ^ Put ,he disk 
use this disk to boot up from power off, the disk contents will always c o m Z  when^ er y°u 
Put the write protect tab back on so that you can see through the t o t e p n S ^ S m  Way'

Next, double click on the PR 024.PR G  file. After a few moments thP p r o  ovi „
and you will see the main P R O  24 screen. moments, the PRO 24 program will load

S E T T IN G  U P  YO UR D EF SONG
The layout:
We have already discussed the general layout of the P R O  24. We can record on any track and 
get it to play any instrument by setting it to the relevant MIDI channel, by changinq the number 
in the MIDI channel box below the white arrow record selector.

(MIDI channel N O  means no change from the channel that it came in on, ie the channel your 
master keyboard was set to transmit on at the time the recording took place.)

Whilst this system is very flexible it is less confusing to devise a method and system of working. 
For instance, if we select tracks 1 to 16 to be on MIDI channels 1 to 16, then we will know instantly 
which track is using which instrument. Th e  remaining 8 tracks should be set for overdubs and 
percussion tracks in a system that you find suitable.



TR A C K  
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MIDI
C H A N N E L  

3
20
21
22
23 11
24 12

IN S T R U M E N T  

D110 timbre 3
D110 timbre 4
D110 timbre 5
D110 timbre 6
Evolution 1
Evolution 2

S O U N D  T Y P E  

Pad overdubs
M elody overdubs
counter overdubs
frills overdubs

Once you have devised such a system, you will know which track to use to get the right instrument 
and timbre. Once this happens the MIDI channels almost become transparent, which is the way
it should be.

M IDI D EFIN ITIO N S
MIDI THRU software function:
Under the MIDI menu select MIDI definitions. Select MIDI T H R U  on. This allows the keyboard 
to play any other connected MIDI instruments, via the computer. It will talk to the instrument on 
the same channel as that set on the track selected with the record arrow.

I Desk F ile  Pattern Track l i i t i i l  Flags

i

STEINBERG PRC

IN Rewote-Contro1 
REHOTE-KEV

STOP

m i x ]  -

c v c u

IT 0-1

ZKIti

PLflV
RECORD
LEFT L. 

RIGHT L. 
-CYCLE

1REC POIHTER L 
REC POIHTER R 
_____ SOLO

QUflHTIZF

_Del. Subtp. 
Del . L . Vers - 

Keg-Erase

'tSSBmm Ch.-FiltersRec.-FilteriThru-FilterIT«Tu Hote-on c 4 ..............  »note-on c 4 mmmammmmaaaam
I  Hote-on D 0 1

Hote-on D« 0 I
1  Hote-on E 0 1

Hote-on F 8 1
1  Hote-on F# 8 R
1 Hote-an G n
1  Note-on G« 0 1
T  Note-on 0 0 1
B Nntp-nn

M .
g i

1 Note-on B g |
I  Note-np c g |
1  Note-on C« 0 1
1 Note-on m

g I
iH o te -o n d# B J

123
AJm .y*

0
124

e O U T

4
122

^M ID I-TH R lfl

Rvs^nu? e

M idi-Clock OFF

EXIT

th?Iin.e keys wiIf not°p1av itselfn.Wi'i00 k  function- then set this to off. This means
a MIDI channel other than that of the J y’ k  VJ a ,! e comPuter. If the computer is set to
so that you just hear the sound of the u n itth ^ n n ey »a i  il wi" not sound- T h *  is desirable

the Un,t that y°u want. and not the master keyboards sound as well.
w hen using the sounds of th »

tionnfa -he effect of the keyboard kevs^Dlavinn1̂  St°pS its P°|yPhony being halved during recor- 
Playing .t again. Y Keys play,n9 '* once and then the computer MIDI TH R U  func-



n n

^i/TO OFF CHANNEL
If your master keyboard does not have a local off function, then set the autn w 
same channel as the keyboard is transmitting on. This will stop its polyDhonv i*nnel to the 
ding. Turn down the volume of the master keyboard to hear the other MIDI intfm m S£Hnn9 recor. 
when recording. uments in isolation

M O TH ER  K EYB O AR D
If using a mother keyboard (one that has no sounds of its own) set MIDI thm n u  .  
channel OFF. I  Ul Tnru ON gOg auto off

M ID I M ODES
if you find you get problems with notes hanging on, or instruments not respondinq Drooerh, 
suit the MIDI Mode setting section of the P R O  24 manual to set up the Mode settina 
This «s necessary due to the slightly different interpretations by manufacturers regarding the S n i

'  mono2/poly wi" d0 most M,DI instruments, except Rolfnd which

If you have set this page and still have problems, try unticking the running status option under 
the flags menu. When ticked this uses a recognised short cut form of sendinq MIDI data Some 
older and non standard MIDI units cannot read this short hand.

M B  DEF.SNG
Once you have set all this for your system you should save the setup as the def.sng. Temporarily 
remove the write protect from your program disk and insert it in the drive. Under the file menu, 
select save song. Select Def.sng and hit the return key. Say no to write backup. From now on 
whenever you load P R O  24 from this disk it will have this setup. Reselect write protect on the 
program disk (so that you can see through the window).

A S S U M PTIO N S
In the following tutorial the following assumptions are made about these terms.

1) Select, means position the mouse pointer over the item and click once with the left mouse button.

2) After selecting an icon which requires the typing of text from the qwerty keyboard, return should 
be pressed to signify the end of the entry.

FIR S T TU TO R IA L
Recording your first track and pattern
It is assumed that you have set the MIDI channels of the tracks to ones which your MIDI 
can respond to. If you only have one MIDI instrument available, which is not Multi timorw. 
all the tracks to MIDI channel 1.
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M ETRONOM E
Ensure f t*  th . Atari monitor volume is up so that you can hear the metronome beep when you 

record.

( f t S n c ^ u s I  a d m m M u 'S ?  use the°track set to your drum instrument.)

Select track one by moving the white record arrow, by clicking in the space for it on track 1. 

Select the fast access box above the record arrow, by clicking in it with the mouse.

C«» tho loft and riaht locator Hit the L button on the keyboard. (If the left locator doesn’t turn into 
f t r i i  rS unde s co re f hit the caps lock key and try again). Enter the starting bar T  and hit 
return Hrt the R button on the keyboard. Enter the finishing bar ‘3’ and hit return, (or type ‘+ 2 ’ 
from the right hand numeric keypad and hit return).

Select the record icon with the mouse.

You will hear an eight beat count in and then you record.

Select the rewind ( <  < )  key with the mouse, until the tape counter reads 1/1/0.

Select the play icon and you will hear your recording back. If you don’t, check that the track is 
not muted (showing ‘X ’ instead of ‘O N ’). l a H m i y

Select stop.
•  < i  Q '

Select the track name icon in the fast access window with the mouse. Type in the track name 
and then hit return.

Select the pattern name icon in the fast access window with the mouse. Type in the pattern name 
and then hit return.

Q U AN TISIN G
r f l e  P a tte rn  T r ic k  H ld l  f l a g s ____________________

r e * _ S T £ I N B E R 6 PRQ-2* I I I  DEf.SM B l"  18?? B ln rfc t f r . » I

N M  mf.Mam Functions 
C5BH G lP H H

S B B S  gaja B a n  B ffl B IB  B IB  nivrl
C U T

Pjtt.;| 1— 1 Thrust,! I 
A /I /fl 5 /I /o

R iA&nim
RECOR P L A Y

lu/> i /1 /o
0

Locators

HP* SK icrf.l
O/TCÔ V

Thrust—  
5 /l /0

■4 M e n u s
A  Fast A c c e s s  B o xes
A  T ra c k  M ute s 
A  R e c o rd  S e le c to r 
-4 M ID I C h a n n e ls

A  M a ste r S e c tio n  
A  Fast A c c e s s  W in d o w

4  T ra n s p o rt  C o n tro ls  
■< P ositio n  C o u n te r

■A V U  M eters

A  Fast A c c e s s  W in d o w
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Ensuring that the fast access window says track 1 pattern l.se le rt gnd edit from the oatt*
Select 8th note quantise on the bottom row. Then select Over Q ' under the function! ®'0 ̂ n u 
will see the squares move slightly. Each square represents a note. The length of t L  enu Vou 
the length of the note. If you follow the square across to the right you can see o th e rfn S ^ 6 «  
about it what position in bars, beats and ticks it is at, what note it is, how loud ( v e l ^ 0rrnation 
tong (duration). Any of these values can be altered by clicking on them with t h e ^ o i ^  *°*

When the squares move, they are shifting into exact 8th note timing slots. If you ar«
the result hit OK,if not hit restore and try a new quantise value - ie 16ths. When happy ̂ t '"',h

f t  m f* a a  a  m  m  I U  m

Iffl

lipdt Functions Edit Event Flags Scores I Range: 11 VI /fl f
i^feTr«rk:l Pattern:Thrust I Start:1 /l /B I End ;5 7l /0

73~7i
Cop ies :B

B Q j I
' M i l

T T T T l  IBrld: OFF 1 R_lL_.q  /8 T] QD |«|Q[ros.:i /1 /p i n
I I I I I I I I I I I I I I I I I I I I I I I I | I ” o . 777. „ MR Z J -P O • ft t i o o

I
1

u

i

I
I

U

LI 11

I I 11

i /i n  
i  /i m  
i  n  /<5
1 / l /63
l  n  /b 
i n  /i 
l  n  / a  
i n  i t l
1 /3 /B
i i z  /B
i /3 m
i / z  / u
1 / z  /48 
1 /3 /48

I

73 24

68 4 
73 4 
91 24

73 24

/iPLRY 11 I.-HDDEll STEP H RESTORE ||DELETE II IHSERT ll CANCEL if  OK

To repeat this section once:
Ensuring that the fast access window says track 1 pattern 1, select the Repeat function under 
pattern. Hit this once, using the repeat option under the pattern menu.

When the Repeat window opens, select as O N E  pattern, so that the original and repeat become 
double the length: so instead of two distinct 2 bar patterns it becomes one 4 bar section. This 
will help us manipulate it as one block later.

If we select data copy (highlighted black) then the data of the original and copy are distinctas 
it we had played it twice. With Datacopy off (white), if we change either the original or 
in any way the other will change to be identical. - r

For this exercise we shall do it without Datacopy. Type in the number of repeats required, m
case 1 , and hit return.

Recording your second track on track 2,
"°°°rd,4 bars from 1 to 5  on track 2:
oeiect track 2 for record, by clicking where the white record arrow should be.

this

Double check that the left locator is set correctly.

keypad and enter)"t0 8nd at bar 5’ by hitting R * typin9 5 and then return (°r hil

S S 5  r?fC.°Id ®nd’, a^ er the eight beat count in, play. You should hear track one 
you don t, check that it is not muted (showing ‘X ’ instead of O N )•

R *+4’ on n

playing as yot*

24 m m
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Record a third track o n  track 3:
Record 4 bars from bars 1 to 5 on track 3.

Select track 3 for recort, by clicking where the white record arrow should be.

Double check that the left and right locator are set correctly.

wmrri and after the eight beat count in, play. You should hear tracks one and two playing 
asyou^ecord^f y o u ^ w ’t,check that they are not muted (showing ‘X* instead of ‘O N ').

Recording a second section on track 3:
Record 4 bars on track 3 from bars 5 to 9.

Select track 3 for record, by clicking where the white record arrow should be.
Double check that the left and right locator are set correctly.
(Use ‘L’ *5’ return, and ‘R ’ ‘9’ (or ‘R’ and ‘+4’) return, to set them).

Select record and, after the eight beat count in, perform.

C O P YIN G
Copy section 1 (tracks 1, 2 and 3, originating from bar 1 to 5) to start at bar 9, ending at bar 13.

Q

To copy the section from the first track (1):
Select the destination locator (by clicking on it, or hitting T  on the numeric keypad). Enter the 
position where the copy is to start from -  bar 9.

Select the fast access box for track 1, by clicking on it. If it doesn’t say pattern 1, then select pat
tern 1 by scrolling with the mouse on the pattern number.

' O

Drag the word pattern from the fast access window, onto track 1. This will copy that pattern onto 
track 1 starting from bar 9.

To copy the section of the next track (2):
Th e  destination location is the sam e -  bar 9.

V  ■ • • • f  r *. *• '  ‘  * k  J  • • V  \  • » / . ' . »  • »  > .  .  / ' • » * '  I *  <  ‘  ̂  .  Q  !  —  »  U  A  Vk  • '  #  > ^  •  .  * . *  »  ^  ¥ .  * '  -  '  .  .  '  .  *  *  • , 'N ’ .  V*

S r T ?  t  s^ramnne^th°thf0r track 2’ by clicking on **• doesn’t say pattern 1, then select pattern l , by scrolling with the mouse on the pattern number.

track 2 startingPfromnbar ̂9. the faSt access window’ onto track 2. This will copy that pattern onto

T? the sect,°n of the next track (3b
The destination location is the same - bar 9

tern 1 by scroinngwfththe^ouse onthe'nattom '" d°esrVt say Pattem 1, then select pat-
mouse on the Pettem number. Drag the word pattern from the fast



access window, onto track 3. This will copy that pattern onto track 3 starting from b

Repeat pattern 3 on track 3, twice:
Select track 3 fast access box by clicking on it. Ensure the fast access window/« 
tern 3  If it doesn’t, use the mouse to scroll to the right one. ays track

Select repeat under the pattern menu:
When the repeat window opens, select data copy (so that the copies are inden«nHQ„ «  .
2 times, and leave as O N E  pattern ‘off’. der,t), select

Pat.

repeat

TRANSPOSING
Ensure that the fast access window says track 3 pattern 4. If it doesn’t use tho
to the correct one. ’ - mouse to scroll

Click on track info in the fast access window.

A new window opens up allowing us to set certain parameters.

Select transpose +3 which will transpose that pattern by 3  semitones. Move the mouse awav 
the window to exit from it. use

• i  N O TE ED ITIN G
Ensure that the fast access window says track 3 pattern 5.

If it doesn’t, use the mouse to scroll to the correct one.

Select grid edit under the pattern menu

toenrrKMJse ^  va*ues no ês' Pitches, durations, velocities and positions by clicking with 

When happy, select OK.

Finally rewind to the beginning of the track and play back the whole thing.

136 a masterPiece. but it should show you a number of the ways in which PRO 24 can 
oe used to create, record and manipulate your music.
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LOADING AND SAVING
hau.  rrPated vour master piece insert your em pty formatted song disk and then 

Now that yoii have created your m  m s e ^ o r  box appears, and waits for you to

^ „ ^ T eirm 8chÛ  me S a Z  ending with .he leners '.SNG'.

Tn lnafi MOIir work back in, after a suitable rest while having tea and biscuits, select load song 
under m enu. T h e  file selector will appear. S im p ly  use  the m ouse to double click on  the

file you wish to load.

COPYING W ITH C U T  C O P Y
NOTE: In the fast access window a very powerful and useful function exists called Cutcopy. Dou
ble clicking on this opens a new window that allows you to specify a part of a pattern that we 
want to copy. To use this function, type in the correct values required and exit the window by selecting 
OK.

You will find that you can drag the word Cutcopy and copy it onto any track, starting at the bar 
set in the destination locator.

Try using a cut copy 1 bar long on one of the tracks. Select bar 1 on the destination locator. Drag 
it to a new track and repeat it 4 times. It might not be very good, but it illustrates how repeating 
a part of a riff can create a new one. . ; ;|§|

M ETHODS of song arrangement.
Earlier we looked at methods of song arrangement. It would be beyond the scope of this brief 
tutorial to go into greater depth.

Hopefully by now, we have shown you some of the functions and processes that are possible with 
PRO 24. We trust that having mastered the basics we have covered you will have the confidence 
and enthusiasm to master the rest of this program.

do r> ... Good Luck and happy sequencing!
« i f  9 ® *  who s in control. P R O  2 4  is merely a tool to help you create and record music,
use it wisely.

Let’s take a brief look at some ^ u e f d f g

Changing the sound: V
soun dca^giveaV frn piS nn ^0 chan9e.the sound. For example, playing a bass part with a string
into a more suitable o c t a v e f L r h ^ n t ? 'v 8nt' You.can use the transpose function to put the part 
Edit page, which can he nein can 0 use * 0  minimum length option in the Grid

9 Ch Can be used t0 make the notes sustain for longer, resulting in a more legato style.
Layering:
two (or more) instrument6 *°r same part with two (or more) different sounds from

Th is  is achieved on P R O  o a

f£an.nel on it for another instrument" °Ltr?c£ t0 a new track and changing the MIDI 
° pad sounds you will aet I  r i f . part wil1 play with two sounds. If you | 

-  ben > .  sou„dy°youWw irgivaemaU„C^ Ce ?c m t j U T  *  Pad Wi,h 3 ^

1 2 7
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sim.

solo

Transposing:
By transposing a part into a new octave range (pitch), either up or down th
the part can be changed. For instance, transposing a bass line up bv 24 e I ®-4S0und and w .
a lead type line. y semitones, turns

By copying a part and then transposing the copy instant harmonies can be arh- 
pie octave doubling or musical harmonies such as 3rds, 5ths and 7ths eved. either si

By doing a number of copies and transposing each differently, chords can hA h * 
or bass lines. 8 Du,'t up out of

Echo type effects:
By copying a part, and then with a mixture of delay, velocity shift (loudness u d  or ̂
ing, interesting effects can be created. v ^ up or down) and transpos-

Global transposition:
By using the global transposition function, found under the track menu the kev ^  
of the song can be changed by setting the range of the song to be t r a n s D ~ S ^ P S  °,r whole 
right locators. For instance, this lets us transpose the song into a new kev e left * *
with, rather than rerecording the whole song. singer can work

It is important to keep any percussion tracks muted when you use this function tha* *K
not affected, otherwise the percussion sounds will also betransposed
sion sounds to be played. Note, any tracks that are muted will not be transpose

Setting the left and right locators for just a  section of the song, will transpose that section thi* 
is  useful for doing key changes say just at the end of the song. anspose that sect,on- ^

Global cut and Insert:
This is found under the track menu of P R O  24.

3 blank sectk)n of fep® between the left and right locators,
insertina a 4 bar n e rru c ^ v ^ K  J ^ is If  useful for adding or removing sections of the song, ie 
insening a 4 bar percussion break in the middle of the song.

Reverse:
thaf p ^ e ^ n ^ T h ? < fr !here iS a reverse Unction, which will reverse the order of the notes within

9'Ve ?0me interestin9 new ideas for riffs, 
create musir drum J n^ pi check out D r Tiricc, the inspirational composers’ tool, that can 

mus,c’ drum Patterns and lyrics .... it speaks to you and does impersonations too.
NOTE.

effecuhat rannm°?n gr'd edlt Pa9©. if the set range function is used the function will only
9 • this way only a section of the pattern can be reversed, quantised, eta

Step time: v §S||ll|
riffs can*be^feated^w fa?ility on the grid edit (or score) page, fantastic arpeggios^
and scale Usinn r«^ e  y inserting notes (such as 16ths) bearing in mind the key signa

^ e .  using rests will increase the interest of the creation.

Slowing the tempo down: ■ - S l l
in real time^aruj1th e V n ^ P°^V̂ 8n record 'n 9 . difficult a n d  dexterous passages can be recorded

u en played back at normal speed.

Mlxdown:
the pattern menu* aHoL^leCt'?g a new track to record onto, the mixdown function, in
teresting harmonies both y£U,*!,0 select doub,e and half speed bounces. This can give 

a narmomes both rhythmically and melodically
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O v e r d u b b in g  C 0 n f r 0 / / «  k the same M|D, channel as another, the pitch bend,
0 By selecting t o  r e c o r d  o ^ n w t r a c .  ^  ^  ^ ^ u b b e d  onto another track. This means that

modulation and s u ^ c c ^ i e r *  be’made of the controller, without destroying the original piece, 
a number of attempts or versiun*

TIPS ...
u  K « v  iA  a  Window with two options such as cancel and ok, is open, and the O K  option
I  h«flviK?oiitlined then pressing return will select this option as the default option. In Grid edit, 

S t u ^ n f i r m s  S y  changes made. Selecting cancel, omits (ignores/forgets) any changes made.
0'

V h lw g b ta m \problems with the length of a pattern, solo the track selecting a new track to record 
onVset the left and right locators for the required new length of the pattern, and then select mix- 
down (under the pattern menu) at normal speed.

To arrange a song quickly after you have recorded all the parts, try bouncing all the tracks onto 
new track by setting the left and right locators for each section of the song and using the normal 
speed mixdown function, (under the pattern menu). Solo this new track and set it to MIDI channel 
NO (for No change -  use original MIDI channels as when recorded). Now the whole song is on 
one track,in the desired length sections, for easy copying.

Global Cut and Insert:
Can be used to remove or insert a blank section of our virtual tape, between the left and right 
locator positions.

Storing patch data:
The data for the sounds in your MIDI instruments can be stored in the P R O  24 Dump Utility page, 
under the MIDI menu. See the PRO 24 manual for more details.

TR A C K  IN FO
If you double click on a track’s fast access box, or select the track info icon in the fast access 
window, a new window opens up. In this you can set certain parameters such as below:

Sound -  Sends MIDI patch change command. To set the instrument to the correct sound number. 
Volume - sets the output level of the M IDI instrument.
Velocity -  increases or decreases the played loudness of each note.
Delay -  delays sending the performance on that pattern ahead or behind of the the other tracks. 

These parameters will be set every time the beginning of the pattern is played.

Holding control when you change any of these values, will make the change happen live.

Desktop patchers:
like to usea *ust a patch number to select the sound that you wish to use, you may
names of the <tnim£?CCessory changer, such as PC128. This can be set to show you the

ds in your instrument, and patch set ups can be stored for each song to disk.

information.3 track planner, which can be used to enter multitrack tape or sequencer

the recording shou a w  lĉ ator’ Xou need not work out in your head on which bar 
from the numeric kevDad and select entry for the Right locator, you can type in ‘+ ’
end bar for you. the number of bars required, and PRO 24 will work out the



BARS

BEATS

BOUNCE

BPM (Beats 
Per Minute)

CLICKING

COPYING

CYCLE

DESKTOP

DESKTOP
ACCESSORY

DOUBLE
CLICKING

DISK

DOUBLE/
SINGLE
SIDED

DONGLE

DRAGGING

FORMAT

G LO SSA R Y
Used to split a  piece of m usic into easily 
manageable chunks, so that a particular point can 
be found easily.

Related to the time signature, a beat is the number 
of sub divisions of a bar. In 4/4 time, a bar is split 
into 4 beats of a  quarter (4 ) note. In 3/4 time, a bar 
is split into 3  beats of a  quarter (4 ) note. In 7/8 time, 
their are 7 beats of an eighth note each. A  beat 
is the comfortable walking or hand clapping pace 
-  1,2,3,4 etc.

Combining o r copying 1 o r m ore tracks to another 
track. Normally used to free the num ber of work
ing tracks. Particularly useful in P R O  24 to create 
a single track (on M IDI channel N O ) w hich con
tains ail of the parts of the song. T h is  can then be 
easily copied a nd  rearranged.

In P R O  24 bouncing is achieved with the M IX - 
D O W N  function (under the track m enu). A n y  parts 
on a different MIDI channel can later be unbounc
ed by using the R E M IX  function (u n d e r track 
m enu).

o

A  measure of the tempo.

Using the left m ouse button to select or change 
the item under the m ouse pointer.

A  means of m aking an identical co p y  of the 
original, leaving the original intact a nd  in its 
original position. Useful for copying verses and 
choruses into a  song order.

Th e  section between the locators is just repeated 
again and again. C a n  also be used for recording, 
to build up overdubs, say for a drum  track.

Th e  original boot up screen, which shows the drive 
and trash icons.

A  program that is available from within another pro
gram . Accessed under the extreme left hand 
menu.

Th e  act of clicking the left mouse button twice very 
quickly. U sed to open the disk drive o r run a pro
gram directly.

Th e  3 D S D D  (D ouble  S ided. D ouble Density) 
magnetic media, used for storing program s and 
data (le songs).

A  double sided disk uses both of its sides to store 
^ , ,he ,da,a- Th e re  is no reason tor using 
an>rthing elsf ’ ®xcept When you need to exchange
^ ^ a 5 in? ,e Slded on|y  di8k drive owner. D ou-

sided 0081 Pennles m ore than sin9le

I h® black (°r blue) plastic box that allows
wav i ™ J 0.LUn' Must 66 inserted the correct

?  power off- N E V E R  insert or
r Z n i » M K 9 ,8 W th  ,he P ™ * "  o n - D o  not lose
en,ac "°,h; d,'Sk COSt8 a “ “P'® of «° replace, the dongle costs the entire program.

8,1 item P o rtin g  the mouse
th6 loft m0u8e button, and

you move ,he ™>use pointer 10 the new location and then let go.

m ™ a™ ? f * eparin9 a disk for use. You must for-
format yS i £ ? n save on “ • You cannot

—  !l,P,R O  24- ensure have an empty formatted disk pre-prepared.

FSK CODE

ICON

INTRINSIC
TECHNOLOGY
Ltd

KEYBOARD

KEYBOARD

KEYS

HEX

LOCATORS

M IDI MODE<

MIDI
CH A N N EL

MIDI

quencer/drum machine and ,h«

T h e  nam e for the pictorial
object. Ial ^Presentation «w an
A  com pany set up to fill th « ■ 
providing user friendly, quality 
p n ce a  Products bom  ? ^ . a i S  
marketing. 1 01 necessity, ^

A  device with piano stvi« 
instrument. ^  as a

T h e  qwerty keyboard unit includino thA ̂  
m em ory and computer brain ^  ̂

A  sequence of notes that have a set

p s s s  s s  sr®  s s a
A -1 0 .  B -1 1 . C -1 3 , 0=14, E -V s  F - m  ^  
larger num ber to be represented with fewer tfgfc.

T h e  left and right position indicators used to deter
m ine length of recording and points to cvcte 
between. ^

Instruments have four basic states of operation 
called modes. Th e y  consist of the variations of two 
factors.
1) w hether the instrument is set to receive in OM

N I O N  (all channels) or OM NI O F F  (channel is 
selectable).

2 ) W hether the instrument will play monoptonicai- 
ly (only one note at a time) or polyphonically 
(m ore than one note at a time).

For m odern multi timbral instruments these MIDI 
m odes are not so important, as they usually default 
to M ode 3 - Om ni off, Poly O n. However if you ever 
get an instrument playing more than its fair share 
of parts, double check that its Omni mode is off.

T h e  M IDI channel is like a MIDI instrument’s per
sonal telephone number. Once selected it ww on
ly play information sent on this channel. A W  
the M IDI cable being a  television a e rw a n a u *  
instrument a TV . You have to tune into the cnarv 
nel that you want to use.

Stands for Musical Instrument Digital 
Physically the five pin DIN MIDI1 ^
T H R U  ports, that allow MIDI units to connea 
communicate with each other.

m
MIDI IN T h is  port is used to receive M ,D ' ^ j , K p t

sant from another MIDI instrument s

MIDI O U T

MIDI THRU

MIDI CLOCK

sent from another MIDI instrument

Th is  port Is used to send MIDI data tothe. MlD 
of another MIDI instrument, (speaks »)■

T h is  port is used to daisy chain 8,001̂ ^  „  
units together so that theycanal ^
listen to MIDI data sentfrom asing *
ment (ie sequencer). T H R U j
connected to the IN on t h e , **.  |8  
this Is then connected to the I and s0 on- 
T H R U  of that to the IN of the n ^

Is the timing signal
which tells the other MIDI unrts w n*
at.
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drum machine or MIDI drum pa a.

SoeclMc MIDI data created by the use of one of thecon-
s*~c ,n c  troiiers on a MIDI instrument, such as the modula

tion wheel and sustain pedal.

MIDI TIME A new standard for MIDI. C om prises of S M P TE
CODE (MTC) tim e information converted to quarter fram e MIDI

messages, combined with MIDI controlling com
mands. such as start, rewind, e tc  Can altowthe 
integration and control of MIDI and audioA-Weo 
equipment, ie The Fostex MTC1 with the Steinberg 
Cubase sequencer, allows control of the Fostex Re 
multitrack tape machine, In both terms of syn
chronisation and multitrack record functions such 
as drop Ins.

MIXER A  device used to combine a number of audio in
puts together allowing routing and processing of
each signal.

MULXITRACK A  tape recorder consisting of more than two tracks.
Each track can be recorded at separate times, or 
treated individually

MIXDOWN Found under the track menu. Allows 1 or more 
tracks to be copied, combined and bounced onto 
another track. (The  originals stay where they were) 
Audio -  The  process of recording a number of 
tracks to a lesser number, such as in mixing a 
multitrack tape of 16 tracks into a  stereo mix on 
a two track mastering machine.

MASTERING Th e  process of recording a final mix version onto
a format for distribution and copying, ie making a 
cassette copy of your sequencer work, to send to 
a friend.

MASTERTRACK The section used to define time signature and tem
po changes that occur through a song.

MODULE

MULTI
EFFECT

PATTERNS

A  term used to describe a MIDI instrument that 
consists of the sound generating part of a 
keyboard, but N O T  the actual keyboard. A  
keyboard without the keys.

An effects unit capable of providing more than one 
effect type at a time, ie Reverb and Delay 
simultaneously. In the present generation of units, 
only 1 set of inputs and outputs is provided. This 
means that any sounds treated will be treated with 
all the effects, le both Reverb and Delay together.

Th e  MIDI function on such units only allows the 
P^chchanging and selection of the effects types’ 
memories. A common misunderstanding is that by 

yu ur t o w a r d  to the effect with MIDI, 
each MIDI channel can have an effect added to 
r t jn e y  can t. The effects have to be added by con
necting the audio system.

A ^ i o n  °f music on a track. A  pattern does not
rela,l0n8hiP ('ength or otherwise) 

in any pattern on any other track.

PUNCH IN

RAM

ROM

SAMPLING

SMPTE

SONG
POINTERS

SYSTEMS
EXCLUSIVE

TEM PO

TIM E
SIGNATURE

TRACKS

TRANSPOSE

Th e  act of replacing a section of a recording by 
replacing It with a new recording in that section. 
Also called Drop In.

Random Access Memory that can store data 
created by a user.

Read O nly Memory from where data can be read, 
Data can N O T  be stored here by a user.

Recording a sound digitally into a  memory for real 
time manipulation and triggering. Allows the sound 
to be transposed in pitch. Ie recording a glass 
breaking and playing a tune with the sampled 
sound.

Society of M otion Picture and Television 
Engineers. A  body who created a standard type 
of Tim e Code which is used to synchronise M IDI, 
audio and video machines together. Consists of a 
code containing the time in hours, minutes, 
seconds frames and sub frames. There  are four 
different rates for the frames, depending in which 
area of the industry the code is used. Th e  most 
com mon for music and video is 25 frames. Also 
called E B U  code.

24 frame is used for film work. 30 frame is for black 
and white Am erican TV . 30 drop frame (2937) is 
used for colour American TV . T h e  rates revolve 
around the num ber of pictures per second shown 
in each area.

Refers to the synchronisation of a MIDI device with 
either audio or video tape (via an FS K  or S M P T E  
synchroniser) o r with another MIDI unit (ie linking 
a drum  machine and a  sequencer).

Instead of just continuous MIDI clocks being sent 
to keep the tempo, a song pointer is sent (the 
num ber of MIDI clocks since the beginning of the 
song). T h is  allows a  M IDI device, such as a  se
quencer, to start from the correct bar whenever the 
tape is played. Without songpointers, the tape 
must be played from the beginning if the two are 
to stay in time.

A  type of MIDI data used to describe and alter the 
sounds or settings of a M IDI unit. Th is  data can 
be stored and recalled as a  block of data (ie a new 
bank of sounds for a synth) or in real time, ie to 
alter the Reverb time of an effects unit in real time.

Th e  speed at which m usic is played.

Th e  num ber of beats of a  musical value, in a bar. 
ie 5/8 is 5 beats of an eighth note each, in a bar.

A  place where data is stored. Th e  track can be ac
cessed individually.

Shifts the notes of a performance to play in another 
key.
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Enter/return 

0 (num eric keypad)

Space bar

j. 

I
L 
R 

/
F1 to F10 

Shift & F1 to F10

Alternate & F1 to F10 

Shift & Alternate & F1 to F10

Raise value 

Low er va lue

Play

Return to  ze ro

Stop 

Record

Jum p to loft locator

Jum p to right locator (U se right hand numeric keypad brackets)

Set left locator

Set right locator (N O T E  caps lock must be off)

Set destination locator 

Recall L  & R locator positions 
**®BB>

Store left and right locator positions

Recall track mutes. 

Store track mutes.

Cursor arrows ( <  > ) Select track for record

Shift & <  > cursor arrows Select pattern for fast access

Numbers 1 to 9 

Left Shift & 1 to 9 

Right Shift & 0 to 4

Esc 

C 
A 

N 
S
T  

M 

i  

x

To select tracks 1 to 9 for fast access 

To select tracks 10 -1 9  for fast access. 

To select tracks 20 -  24 for fast access. 

To mute current track.

Cycle mode on/off 

Auto record on/off

Name pattern 

track Solo on/off

Master track on/off

Sync mode -  Internal, MIDI, Ext 

Metronome beep off

__S e le ct tape/sequence mode
keyboard


