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INtroduction

This Tutorial is not intended as a replacement for readinqg the
deed from experimenting from the deep end. All we hope todo 5 1 “manual, or In-

. on the logic and processes involved in MIDI sequencing with the pro o? SOme r,ght
aid you in operating your sequencer, rather than it operating you Wh,Ch may

BRIEF FAIRY STORY

Onceup”™]||l|le, after man had finished creating natural acoustic instruments made
Qllt™"M ~M P metal, he looked round and wondered what to do next He suddenly

realised that whilst he had been busy things had been happening. Electricity had been
E B p w a s being usedto power lights, and record players, radio and TV were
to evolve.

The logical step for man was to make an instrument involving electricity. Whether this
was an accidental discovery that electronics made noises that could be controlled, OR
man’s natural desire to discover and create new sonic textures, OR just something that
seemed to be a good idea at the time, will never be known, by this author at any rate.

Anyhow, man started to create sounds electronically, of the like that had never been heard

befbra Then somebody said, “it doesn’t sound much like a real piano does it”. No it
didn’t and hadn’t been meant to. But liking a challenge man decided to emulate real

sounds as well as create new ones. The synthesiser was born, and would grow up and
live happily ever after in your bedroom.

However, man was not content to rest on his laurels - or his hardys. He and his friends
went on to design more synthesisers with different characters and sounds. Then
somebody said ‘what happens ifyou play them all together’, which was probably an idea
he had got from watching a real orchestra section. Of course man’s problem was that
he didn’'t have enough hands to play them all. He decided rather than growing extra
arms that it would be simpler to find a way of connecting the keyboards together elec-

tronically, to make them play together.

The wicked fairy Cut-your-nose-off-to-spite-your-face saw what was going to happen and
like a lot of people, because it wasn’t his idea he slagged it off and blindfolded each
of the manufacturers. This meant that each manufacturer developed his own system ana
way of connecting things. This often meant thatyou could only reliably connectthe same
make of equipment together. Then a man called Dave was Kissed by a frog an
blindfold fell off. He then went round removing the blindfolds of the other man fhj
and persuaded them that what they needed was a common standard *J_lite.vour”™ ce
together. This became MIDI, and the wicked fairy Cut-your-nose-o

went off to work in the computer industry instead.



WHAT IS MIDI

1 uiDI stands for Musical Instrument Digital Interface. It reveals itself to the naked eye as a set of

TL 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 things can
m “presented with just two values, a O and a 1, rather than the analogue format which needs

N
adifferent 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 changes
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
O'sand 1's. Because the digits are just O’s and 1’s it isvery easy to transfer, store and manipulate
thedata. 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 O, 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.

IMPORTANT FACTS ABOUT MIDI |

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 fk
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 NOT represent the sound at

all. The sound always has to be played back from the MIDI instrument.

*MIDI is NOT sound, merely data about the performance of it’ -11jIm|

w”™en V°u Press a key on your keyboard isa MIDI man (or message, ifyou pcafef)

M,DI Out port scouting ‘he played a note, it was this note, he played it

arut, U i-
Person at MIDI IN port, who can thenactw tii";

Information®™ ~ N en*

sound was

uui mb message is tit and say

tere it is, listen to this.

WHAT ARE MIDI CHANNELS

Nen the : :
y Eemeu me miul standard they decided that you may want to conrj|itt:tnore than two

unitstoaeti _
iBwhere that *°u may then want to talk to each one independently (or collectively). This
It is much like the idea of a telephone number and

a Partv confo' eas °*channels came from.
talk tA , ®nce- Each unit has its own personal telephone number. To decide who you want

K  y°u iust select the right number

A mn‘ Mode. This means that the instrument will play any part on any MIDI

chann”®
tionsatonnAi Ike our party conference idea, where the instrument can hear all the conversa-
ot a Particularly useful mode, other than for panic situations. It is much better

t° be ablft tr,'
I m address each instrument (subscrlber) Independently.
)



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 want!!?? ®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 dnstruments should be

we can see itisn’t

WHAT

abietd H

said, MIDI is digital data and It can be transmitted, processed and stored Slory we

A sequencer isjust a device that can store (and manipulate) data. These'd*v~ASS'SSThn
be storing the data of a performance in real time into a computer type memory

N n,y M'DI I ata- 11030001 * ? «* performances from instrumentswhich
I M W P wth MIDI, Such as the human voice, guitars, or any other acoustic sou ces Th«

ri*™th at these can be controlled from a MIDI sequencer is ifthese sounds are recorded

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

mf WHAT IS A MIDI INSTRUMENT

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. The 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 iIs expensive.

WHAT DOES MULTI TIMBRAL 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 itback 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. Ifwe

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 backK

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 fH 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 «keyboaras €xcep and eaCh one can be set
box. Each instrument can be accessed on a different Miu mu(tj'tylbral parts that they give,

to a different sound. The only limit to this setup isthe nu,T,° . (ater This scenario is much like
you and the overall polyphony of the unit, but more or

MAMSTWIRBMIUE \Ei1ifi W: : 4w BN



| life With the standard MIDI keyboard, we have a musician, who is a multi instrumentalist.
fR8*' Dy 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
g'hegi‘;]rdn hUt he can only hold one instrument at a time,
E r the multi timbral system, we have a number of multi instrumentalists in the same box. You
TCto which one you are talking to, by selecting his MIDI channel (ortelephone number) and

JSSSThe can play his bit while the others play theirs.

1 WHAT DOES POLYPHONY MEAN

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. The 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 ]

You never get something for nothing, and although multi timbral instruments are very useful, there
Issomething 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
anumber of multi timbral units, each instrument will give its job everything it's got. On 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 Sk

4 WHAT IS SAMPLING

AMIDI Sampler is an instrument that digitally records real sounds into its memory. ,
Pray 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. Some samplers use techniques to make the
®F9tn and quality, whatever pitch you play it at. It does this by removing or repel

to sample data. AW Ilimillh M
— EN

Iswtf1108 eMects °f this at extreme ranges, a technique called multi samj

from* * lar*e number of samples is taken at different pitches, so that a s

of an =« On9 |nal speed. Apart from the technical aspects of extremes of samn” |
Ditch Inslrument usually naturally changes over its pitch range. If samples as&laten at regular

Neals 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"DIfrv®"8 of sampling iIs one of memory. Most samplers currently only have 15 seconds of

that mfvE That iIs 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'-" myou’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« N

again, until the sound is required to stop. Amplitude and mtTr * ~ 1 © 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 ofsounds?JK 38 the 0ri9"al sound

eluding the way that itinteracts with itself, you would need an infinite A an instrument In-
ly this is notviabfepwever, that said, a sampler can I'“W S

side of sampling ofcourse is to use it creatively, making new sound™nH9" ? results-The other
sounds. TakHW ~p~id out of its normal pitch range can produce . extures out of normal
such as a tambourine sounding like a submarine, ora bailor. erY '"resting results

W UBgHIAT IS TAPELESS RECORDING

mfepgess recording is the next technological area to come within the financieinr!?. »
M IBIiH P P % anextension pfsampling, allowing much greater recordingtSii ™ ? i1f US

ajhtewed by recording onto a hard disk and using it as a virtual A pre®
B H B P oitsinfenial memory just before itis required. Again MIDI antral S 5
here to make it play certain sections as required. 030 °* emP[yed

H?fUed th3t MID,k5equen5in9 is a form of tapeless recordingA which to an extent it
can be. The difference as we have said with MIDI, iIs that itis data about a”erformance and doeS

not contain the actual sound itself; a MIDI instrument is required to play it bacTtewrth tS ?
JAdinMN fomi)e00 MIO,VES’éCll,Hly recording the sound (or a representation of it, perhaps

WHAT IS A COMPUTER

a computer is simply a machine that can be used to do a number of different tasks by using the
appropriatei software in it. The 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 PRO 24.

WHAT IS STEINBERG PRO 24 SOFTWARE

PRO 24 i1s 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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riff PROS A CONS OF MIDI SEQUENCING

O(%me? The advantages of MIDI sequencing are:
01the 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

und. a standard trick.

t,«n* .
HHS- < You can change the sounds used to instantly play back the performance, to see how the sound
A

matches a pairt.

d
HHS, You can copy sections, so get it right once and you can copy it in seconds. The copies can
urn. 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.

oor < You can add a MIDI delay (advance or retard) to alter feel, either subtly or dramatically for ef-
F\tféc/ fect. A few MIDI clocks of delay will give a relaxed feel to that track, while advancing by a few
Ij b 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
it it ADT (Automatic Double Tracking) type effects, with no loss of quality or expense.
>es
pe =« With many systems (including PRO 24) you can edit individual notes, changing their pitch, dura*J
S tion, velocity (loudness) and time played.

e Performances can be quantised so that they are in strict time. PRO 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.

e Some sequencers (not PRO 24) have a groove guantise, whereby they can impose the rty&ftaical
the feel of one track onto another. Some have a window or range feature for the quantise, where
"9, only notes beyond a certain limit will be brought back into time and then only by a set percentage.
E‘&( =« Step time entry (on the grid edit or score edit pages) allows you to enter notes in
Cgr 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 1

BeRnj
F S = Parts can be prepared in depth at home before hiring expensive equipmq
to master the results. saM— BB&bBk
Kthe song contains no acoustic or non MIDI sources and you have e its; ef-
jects, separate outputs and mixer channels, the song can be master master
«pe avoiding any multitrack tape generation (quality) losses. |

e 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 ficimthe MIDI equipment.

"Mdisadvantages of MIDI sequencing are:

| 1s ma'n Prob,em with MIDI sequencing arises out of its flexibility AE ©very aspect of the song<
|1| 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
gH we to set up all your instruments, effects, mixer settings and other variables to sound the

9



same as

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

If you change instruments or the sounds in your instruments vou can not ,,
results. : - Yy u can 9et comp

With a tape recording, the sound on the tape doesn’t change and will «

as when you recorded it. y  na WM aiways sound the same

' mPRO 24 OVERVIEW

UndSr © P,iONS - PIC,Ure’ Vie* > «*

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.

TRACK SELECTION

At the very top we have the 24 tracks. The 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 itis 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.

Desk File Pattern Track |jir«ra Flags

Jfcftiaa- IBt stfthbfbr pbo-?i tit DEF.SH6 1 1822 Blocks free
y RE@;Control
Hote-on C« 9
Mote-on P__S
| Mote-on P» B
: Hote-on E B
- — Hote-on F B
...... -CYCLE Hote-on F» B
REC POIHTER L Hote-on 6 8

REC POIHTER R

SOLO
I CVCLE-SMITCH Hote-an BS B -
aPfIMTIZE-. - Hote-on B B hidi-Clock
[HEXT SUBTBRCK Mote-on c B
Del. Subtr. Mote-on c* 9
Hote-on d O

I’etely different

-een o.

Th(
tick
The

Thf
nur
red

The
tion
pari

We
Ing



the data- Just Qf musjc either made up of one instrument or many of them,
chord or a » |iu,s g

Mica, way of working, of course, is to keep each individual instrument on its own track so
Thejo g ™ N ytQ work Wjth in terms of muting, editing or copying.

I f an instrument ison a separate MIDI channel itcan be extracted at will fpr mantpu|»-
Unliketape, «* * J s s i1b | e with the remix function of PRO 24 because as well as recording

**n fhe MO cha”el of each note is also recorded. It is therefore fairly easy
** °to”rate anysounds, orto be more accurate MIDI performances, which areon a<&&&™*

mS* channel from the others.

AAf rmjrse jt is sound that is recorded, and not performance data stored digitally, and

N"aSm>mponent’of the sound is not so neatly labelled with its relative instrument detad$. th*y

can’t be extracted.

WHAT ARE PATTERNS

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 PRO 24 a pattern is used to refc*
toa section on an individual track. There is not necessarily any relationship between any pattern

on one track and another. The patterns can be of any length on any track. . NN

This gives rise to avery 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 JQjjHII
to copy parts of the song which comprise of more than one track at a time. As we shall sqgfljjg
the mixdown function helps us solve any problems we may have created. "

Tape transport and position readout:

The tape transport controls are like a normal tape machine. Rewind, record, play, faaf]|
and record. The extrasingle 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 g
ticks. Each quarter note is subdivided into 24 ticks.

The lower counter shows the present position in real time of hours, minutes andlIsB

Fast access window:

tnd name and pattern

NVEmi uiv 1owl beat (above the trade

record and track number box).
Km

Sin h?J?r?rack ****** |sthe one that we will be editing or copying. You can chance the setec-

Bgﬁ 8¥ %Hé gglqgn %n (:\/I\llck"plngrclg)ﬁfj1 tttheem fggtma%%relc,% tggxf?gtr %ﬁgersesq\lljvilpe%OWack A

ition locator, fyf simply pfcfc-
tra i1l1Til11lW 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. ysh tO 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 downbv clirid,,,,
buttons while pointing over the numbers. y

- 9 |h©left or right mouse

2) By hitting the U fer left locator) or R (for right locator) key on the kevhnar* k

and hitting f * n . Just typing in the first number/s and hittingrSum”SiS??? "2uhe numbers

oftheba ™M p. You only need to enter T or =’ after the barw i rt t0 the beginning
Doinl tft&Jsscb beat or tick setting. e bar f9ure « V™ wish to enter a

lin g theshift 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 1.
Syjust hitting the F1 - F10 function keys. (The function

3 we the QWERTY keyboard letteys.) A are tne lar9e buttons

section:

_I]lilSnaster section we can set the tempo (how fast the piece will be) and the time signature
(how many beats to the bar, 1.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 signhature, 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

Ipt 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.
-

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. The other option for this is ‘seq.’ (for sequencer),
which is needed ifthe Song Arrange function is to be used. See later for more details of this mode.

The boxed marked Sync. This selects how the PRO 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 synchrom”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 butwe ca""°V~™?Ilnirand record
sources, such as voice and guitar, into it. We could of course simply run tne seq

the n o N MIDI tracks live, but we may well need to do more NON MIDllIra 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
cassette machine. Each of the tracks on a multitrack recorder can be

either at different times or in sections. Or simply, as each track is sep

independently,
can tailor it as

we require.
The problem then comes of synchronising the MIDI sources and MIDIM] MDA T racks
we just hit play, they will probably drift out of sync. If we were to simMy b]Qtracks 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

L= > W@iifyKIfdkmmiff! as il



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:

P unds
| 7/ Jg& a non multi timbral instrument to record a number of sounds - one at a time.

| 2 U2 a MIDI instrument to its full (without note or oscillator stealing).
[ ?/“H the buj]tin effects of the instrument on a different setting each pass, or use a single exter-

f 4leffects unitin 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
[ *r»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 | p pOSSIb|y a drum machme too, if not more (Wlth a MIDI port expander).

A- o »*h K> * — »>  viLtbw  #x " ¥ J *«vH g K g (1

f however going back to our sync modes:
| internal decides whether the PRO 24 is acting independently and being the master unit, as is

1 normal with Internal. Ifsetto MIDI, PRO 24 is a slave and will stop and start and follow the tempo
| of the external MIDI device (such as a drum machine or tape synchroniser).

“ Ifyou use a Steinberg type tape synchroniser it connects directly to the Atari, rather than via the

[ MIDI ports, and hence ifa Steinberg synchroniser is connected a third option is selectable called

P. *Ext' for external. J

| VU meters: |
At the very bottom of the screenyou cansee the VU meters for eachtrack. Theseindicate the ;

MIDI activity on each trackduring stopand playback. Whenrecording on a track,its VU mete||

J
does not register although any other tracks playing back will register.



AdnbomVW\ ontlLsos tfa OR SONG

chorus, chorus. We can achieve a «<nntl | ? A _ ained together, such as intro
ways with PRO

1) Firstly, v* can actually record the sections we want in the mawc ,,
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 , * MSSSSmm
for the position# want. Then we simply enter, record and perform and ri9nht locator

Secondly,

siting the destinat
We do this either b

jt;baat and tick if required) and hitting return Then vouoetthf\ 1, typi" 9

ito copy to appear in the fast access window w4 can do thk h®  pattern
p T the relevant fast access box, and serolling thiroudv to*uAR'S ity elieking with

| fas positioned In the section that you wanted when you clicked Thfm *® ~If 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,

Am t e r Ispositioned overthe 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 r-°P *  weu
posits 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.

pThen Arrange Song iIs selected under the PRO 24 Track menu.
h
| 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 itwill 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®*to 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, ifitis 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).
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HOW TO CONNECT 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-24 111 PEF.SHG 1 1822 Blocks free
Functions Druns BVNC INT
Record 1 D D D
HIX Thrust-T]
5 /1 /B

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. Y
If your master keyboard has MIDI IN, OUT & THROUGH:-

Take the MIDI OUT of your master keyboard to the MIDI IN of the computer.

Take the MIDI out of the computer arld B‘.“ it into the MIDI IN of your master keyboard,

Take the MIDI THR U (through) of the master keyboard into the MIDI IN of your next MIDI instrument.
Take the MIDI THRU 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 THRU box (see later).

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

If you have more than one unit without a MIDI THRU socket, then you will have
THRU Dbox (see later). N

your Master keyboard doesn’t have a MIDI THR U :-

I excent d?!,$ " , have a MIDITHRU socket, then the system isthe same as above,
1THRU m?ut® M‘DIOUT ,sconnected to your first MIDI instruments’ MIDI IN. The MIDI
into thP iw ~ w ,2s v e M,DI ,N of the next- and so on- Anally, the last MIDI THRU goes

i Then VQU\OW" Reaq ko buy 2 XNeadn R Y whave any other units that do not have a MIDI THRU,

1 /s 3 more detailed explanation:

1 the Mini n¥ ur master keyboard (the one you want to play to enter In the music) to
I IYUU Ih of the computer.



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

Take the MIDI THR U (through) of that first MIDlinstrument and -
next MIDI instrument. ument and °°nnect ittothe MIDIINof your

J| Take the MIDI THRU of this instrument into the MIDI IN of your neyt Mm. =
1 7 MIU| instrument.

Repeat this last step as often as necessary.

Finally oonnect®KIDI THRU of yourlastMIDI instrument into th« Mini,m _
KeylXWd."I < rao the M,D]IN of your master

[N )
have more fan

bam ~Arrr*m

aiCMMriOs

HfpiHHHII
VAOB|HBHpboXx (see later).

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

mEEnHgNRBKiIr"

A keybOard (,he °ne yOU want *° pla* *° — In the music, ,0

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

B Take the MIDI THRU (through) of that first MIDI instrument and connect it to the MIDI IN of vour
next MIDI instrument. J

B p the MIDI THRU 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). L1

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

" Please note that in any of the above systems, you do not need to take the MIDI OUT 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. \ |

Ot

MIDI THRU BOXES

A MIDI THRU 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.
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MIDI SWITCHERS

A number ofpeoplewanHo be the?r*tosyboard*01?thetr “rum”achine. Also if

@nt needs toSe corinecgd to ae At&n M%I I!\,Sat th& timI. oA nsS,ru-

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

aS IS wavistouse a MIDI switching box - such as the Intrinsic Technology MIDI switcher, which

ciltIsIcrﬁ g)ugftape synchroniser systems, has a computer bypass mode, MIDI activity in-
gy a ten way MIDI thru box, all in a 19" rack mount case.

MIDI MERGERS

If you need to use more than one MIDI controller (ie two master keyboards) atthe SAME 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*

SETTING UP THE AUDIO 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 | together

of parh nf*nnr Mini iLif"*' You.must also P|u9 the audio outputs (mono or stereo line outpi

vour gﬁﬁ@w Syl ? into an amPlifier system. If you do not have enough inputs
I 'instruments, then an Intrinsic Technology MixIT or M iIxITr~*

splitter iacksfmav™in th?!'""9 ®ither'J inPuts in mono or 4 inputs In stereo. Just using
mance'fromth e " e » " 957?® damage your instruments and will not provide

Powering up:

Turn all your keyboards and modules on first. J1] mg"S3jgé
TOW// 7
protongs”the |1 11 f 11 ] | Offinthe 1 order. This

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



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 Pctures) as a disk drive - A and B (you 2 ha” AMMfh  the desktoP-
a trash can. On the top fne of the desktop is a bar called the Menu bar Whenth » m°men,)«

over this, some menus drop down showing the options available mouse's rolled
The extreme left H F Anenu is ca,,ed desktop, and this is where any access™

can be selected it Ap accessory program is one that you can call ua L a™ progl? ms
within another m. It normally gives you some extra utilities or functions wNch

In the main B, such as a notepad, calculator, etc. Supplied with vo~r av ,ab,e
bean accesso lied Control.acc’ which is a control panel lettina vou set ®r® shou|d

time. This Is very yseful as it time stamps every file you save, making
saved each oiie I

Please read

,, Atari manual for a detailed explanation of the functions of each menu available
from the d

Once youE ve loaded the PRO 24 program a different set of menus will be available exceot of
course thefleft hand desktop accessory menu which is nearly always available

The AtariComputer works in a thing called the WIMP environment, which means that you move
the mou|se pointer over what you want and then click to select or change it

The 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.

The 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

mhe 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.

DRAGGING 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. N
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 NEVE
mouse button. puter
TbhkwM

ou H

propns
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before you start
You are advised to make a backup copy ofthe PRO 24 program disk. You do this from the desktop

bootup screen.

FORMATTING

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

ANclffigonrrtS ' 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. Itwill whiz away erasing everything that had been on that disk,

so lets hope it wasn’t important. _ o
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.

DISK COPYING

To make a backup copy of your program:

First ensure that the write protect tab is open on the PRO 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.SHplaS!fb S fIS PR°® 24 d0"9le‘ " N b'aCk

It. You will only evertieedto remove iuorfln aN?W #3*2 'S in’ yOU will 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



In a minute we will need to double clickon TWENTY4 PRG file tn irtaw ~

see this file you will have some grey sections on one or both sides S thew”*n'Jow” V°U

ed the scroll bars and the grey part signifies the stuff you cannot see E ™ are ca'-
mouse, until the window shows the correct file. on these Wth the

Once you can see the TWENTY4.PRG file in the form and position vn., liiro &

the write protect tab on the Program disk so that you cannSfsee throuoh thl* SJfOrS 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 alwaysco m Z when” er y°u

Put the write protect tab back on so that you can see through the totepnS”~ASm Way'

Next, double click on the PR024.PRG file. After a few moments thP
and you will see the main PRO 24 screen. moments, the E’RO 24 program will load

SETTING UP YOUR DEF SONG
The layout:

We have already discussed the general layout of the PRO 24. We can record on any track and
get it to play any instrument by setting it to the relevant MIDI channel, by changing the number
In the MIDI channel box below the white arrow record selector.

(MIDI channel NO 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, ifwe selecttracks 1to 16 to be on MIDI channels 1to 16, then we will know instantly
which track is using which instrument. The remaining 8 tracks should be set for overdubs and
percussion tracks in a system that you find suitable.

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

SEQUENCER PLANNER

MIDI

TRACK CHANNEL INSTRUMENT SOUND TYPE
D110 timbre 1
DUO timbre 2 chords
D110 timbre 3 pads
D110 timbre 4 melody
D11Q timbre 5 count melod
D110 timbre 6 frills 1
D110 timbre 7 frills 2
D110 timbre 8 frills 3
DX7 theme
D110 drums 1
Evolution 1
Evolution 2

Evolution 3
Evolution 3
Evolution 4

Evolution 5
D110 drums 2 Percussion °verdub
D110 drums 3 Percussion Overdub

If yot
thatt

a MIC
sotha

When
ding.)
tiori pi



MIDI INSTRUMENT SOUND TYPE

TRACK CHANNEL

19 3 D110 timbre 3 Pad overdubs

20 D110 timbre 4 Melody overdubs

21 D110 timbre 5 counter overdubs

59 D110 timbre 6 frills overdubs
Evolution 1

23 11 i

24 12 Evolution 2

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.

MIDI DEFINITIONS
MIDI THRU software function:

Under the MIDI menu select MIDI definitions. Select MIDI THRU 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.

| Desk File Pattern Track liitiil Flags

STEINBERG PRC
i
N Rewote-Control Ch.—F1lterskec. i lteriThruFiterTkdu
REHOTE-KEV  HOlE-ON C 4 mmmammmmaaaam  »
STOP AJm y*
PLFIV | Hote-on D 0 1 123 0 e
RECORD Hote-on D« O | 124 ouT
LEFT L. 1 Hote-on E (1 4
RIGHT L. Hote-on F 8 1 122
R -CYCLE 1 Hote-on F# 8 R
1REC POIHTER L]_ Hote-an G N AMIDI-THRIfI
REC POIHTER R1 Note-on G« 0 1 e
___ 0o T Noteon 0 01 Rvys™"u?
cveu B Nntp-nn g
ITO1 HAATIZE 1 Note-on B 9 Midi-Clock OFF
| Note-np ¢ 9 |
A D€l Subtp. 1 Note-on C« 0 1
Keg-Erase jHote-on d# BJ EXIT
th?lin.e keys wilf not®plav itselfn.Wi'i00 k function- then set this to off. This means
a MIDI channel other than that of the Jy 'k VMa,! e comPuter. If the computer is set to
so thatyou just hear the sound ofthe unitth”nney »a | Il wi" not sound- Th* Is desirable

the Un,tthat y°u want. and not the master keyboards sound as well.
when using the sounds of th»

o, ifis sl the keyboard ke QavingT. o XS BekRRGRSASNIRS] 447108 TSR



MN/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 intfmmS£HnNN9 recor.
when recording. uments in isolation

MOTHER KEYBOARD

If using a mother keyboard (one that has no sounds of its own) set MIDI thm nu :
channel OFF. I Ul Tnru ON gOg auto off

MIDI MODES

If you find you get problems with notes hanging on, or instruments not responding Drooerh,
suit the MIDI Mode setting section of the PRO 24 manual to set up the Mode settina

This «<s necessary due to the slightly different interpretations by manufacturers regarding the Sni

mono2/poly wi" dO 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 sending 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 PRO 24 from this disk it will have this setup. Reselect write protect on the
program disk (so that you can see through the window).

ASSUMPTIONS

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.

FIRST TUTORIAL

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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METRONOME

Ensure ft* th. Atari monitor volume is up so that you can hear the metronome beep when you

record.

(ftSnc™usl admmMu'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
ftrii1 rSunde scorefhit 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 ‘ON’). laHm iy

Select stop.

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.

QUANTISING

rfle Pattern Trick HIdl fla g s
re* STEINBERG6 PRQ-2* Il DEf.SMB " 18?? Blinrfct fr.» | .4 M enus
A Fast Access Boxes

A Track Mutes
A Record Selector
-4 MIDI Channels

N M meam Functions
C5BH GIPHH A Master Section

Bf‘)ﬂBFB BalB ﬁWH chijc.;|1— 1Thrust,! I A Fast Access Window

A /71 /1A 5 /1 /o

R IAm
RECOR PL_’” 4 Transport Controls
/> I 61/0 < Position Counter
mA VU Meters
Locators
HP* SK icrf.l
N A Fast Access Window

Thrust-—
5 /1 /0



Ensuring that the fast access window says track 1 pattern l.selert 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 oftL enu Vou
the length of the note. If you follow the square across to the right you can see otherfnS”*6«
about it what position in bars, beats and ticks it is at, what note it is, how loud (v e | Orrnation
tong (duration). Any of these values can be altered by clicking on them withth e *o 1" *°*

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

lipdt Functions Edit Event Hdys Scores IRahge: 11 VI /Ml f 734
miMfeTrark:l Pattern:Thrust | Start:1 /1 /B | Bnd 5 71 /0 Copies:B
BQijl TTTTI IBrid: OF 1 RIL.g /8T]QD |«|Q[ros.:i /1 /pin

O
u

L1111 T} 17P@: ¥i/¥ag, MRZ J ¢

/1 73 2
/1 m
n /<5
/1 /63 68 4

n /b 73 4

n /i a 2
n /a

noitl
/3 /B 7B 24
17 /B
/3 M
[z U
[71 /48
/3 /48

LI 11

HH-I -I-IH-I_-l_H_'_'-I

i 11 11

/IPLRY N 1.-HDDEIl  STEP HRESTORE ||[DAETE I IHSERT Il CANCH. 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 ONE 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. -

this
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 1to 5 on track 2:

oeiect track 2 for record, by clicking where the white record arrow should be.

Double check that the left locator is set correctly.
R *+4’onn
keypad and enter)"tO 8nd at bar 5’ by hitting R *typin9 5 and then return (°r hil

_ _ playing as YU
S S5 rf°ld ®&d’ 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 ON )=
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Record a third track on 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 you”w ’t,check that they are not muted (showing ‘X* instead of ‘ON").

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.

COPYING

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

To copy the section from the fcirst track (1):

Select the destination locator (by clicking on it, or hitting T on the numeric keypad). Enter the
position where the copy iIs to start from - bar 9.

Select the fast access box for track 1, by clicking on it. Ifitdoesn’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):

The destination location is the same - bar 9.

? N\ Nthe ’ 1cki Yo ’ -
BHA T, Yoy ST AAR RIS 2 Pl BSA8 A" nimbe does't say pattern 1, then select pat

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

T7? 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 Pat

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 ONE pattern ‘off". der.t), select rgpent

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

NOTE EDITING

ndow says track 3 pattern 5.

Ensure that the fast access wi

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

Select grid edit under the pattern menu

toenrrKMJse ~ va’ues no”es' 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 empty formatted song disk and then
Now that yoii have created your m m se”or box appears, and waits for you to

N AT eirm &Y me S a Z ending with .he leners '".SNG'.

Tn Inafi MOIlir work back in, after a suitable rest while having tea and biscuits, select load song
under menu. The file selector will appear. Simply use the mouse to double click on the

file you wish to load.

COPYING WITH CUT COPY

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. 181

METHODS 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!

L ... whosincontrol.. . . .. is merely a tool to help you create and record music,
use it wisely.

Let’s take a brief look at some “"ue fd fg

Changing the sound: \Y -

soundca”~giveaVfrnpiSnn”~0 chan9e.the sound. For example, playing a bass part with a string
Into a more suitableoctavefLrh”nt?'v8nt' You.can use the transpose function to put the part

Edit page, which can he nein can O use * 0 minimum length option in the Grid
9 Ch Can be used tO make the notes sustain for longer, resulting in a more legato style.

Layering:

two (or more) instrument6é *°r same part with two (or more) different sounds from

This is achieved on PRO oa

f£an.nel on it for another instrument” °Ltr?c£ t0 a new track and changing the MIDI
° pad sounds you will aetl r i f : part will play with two sounds. If you |
ben > . sou,dyyaMWwirgiveenallC* @?cm tjU T * Pad Wi,h 3 »

BBBBBB

fmmma



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 el ®&0und and w .

a lead type line. y semitones, turns Ove
By se
By copying a part and then transposing the copy instant harmonies can be arh- modu
pie octave doubling or musical harmonies such as 3rds, 5ths and 7ths eved. eithergiIm anunr
By doing a number of copies and transposing each differently, chords can hAh *
or bass lines. 8 Du,'t up ogglof
o]
Ech ff : If ad
cho type effects: -« he:
By copying a part, and then with a mixture of delay, velocity shift (loudness ud or® returi
Ing, interesting effects can be created. % A up or down) and transpos-
. MiX
Global transposition: [Fyou
By using the global transposition function, found under the track menu the kev on, S
of the song can be changed by setting the range of the song to betransD~S”P S °rwhole down
right locators. For instance, this lets us transpose the song into a new kev e left** To an
with, rather than rerecording the whole song. singer can work newt
It is important to keep any percussion tracks muted when you use this function tha**K NIO 0
not affected, otherwise the percussion sounds will also betransposed one t
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* Glol
is useful for doing key changes say just at the end ofthe song. anspose that sect,on- foacgtt
C
Global cut and Insert: Stoi
This iIs found under the track menu of PRO 24. Thed
under
3 blank sectk)n of fep® between the leftand right locators,
' | AV AK Nis |f ful f ' ' ' f th '
IRSEHING & 4 BaF BEMUASIan Freak it e R b AHEG G remeving sections of the song, e
Reverse: If you
window
thafpfe*n~"Th?<frlhere IS a reverse Unction, which will reverse the order of the notes within
9'Ve ?0me interestin9 new ideas for riffs, sounc
create musir drum Jn*pi check out Dr Tiricc, the inspirational composers’ tool, that can Volum
mus,c’ drum Patterns and lyrics .... it speaks to you and does impersonations too. Velocii
NOTE. Delay
effecuhat rannm®°?n gr'd edlt Pa9®. if the set range function is used the function will only These
9 e this way only a section of the pattern can be reversed, guantised, eta
] Holdiru
Step time: v8S| ||
| N o | | Desk
riffs can*be”~feated”w fa?ility on the grid edit (or score) page, fantasticarpeggios” Rather:
and scale Usinn r«*e y inserting notes g{such as 16ths) bearing in mind the key signa like to u
N e . using rests will increase the interest of the creation. names 1
Slowing the tempo down: m-SIl weaso
informati
in real time?arujtheVn”P° "V 8n record'n9. difficult and dexterous passages can be recorded ! !
u en played back at normal speed. Ri
ight loc
MIxdown: the recor
from the
end bar f

the pattern menu* aHoL”leCt'?g a new track to record onto, the mixdown function, In

teresting harmonies both yEU*0 select doub,e and half speed bounces. This can give
narmomes both Thythmically and melodically

1 1 — | | ! 28



Overdubbing COnfrO//« Kk the same M|D, channel as another, the pitch bend,
O Byselectingio recora 0O"nwtrac. ~ "~ ~“"ubbed onto another track. This means that

modulationands u *cc *i1e r* be’made of the controller, without destroying the original piece,
a number of attempts or versiun™

TIPS...

! < «v ia a Window with two options such as cancel and ok, is open, and the OK option
| h«flviK?oiitlined then pressing return will select this option as the default option. In Grid edit,
Stunfirms Sy changes made. Selecting cancel, omits (ignores/forgets) any changes made.

OI

Vhlw gbtam \problemswith 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 itto 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 dataforthe sounds inyour MIDI instruments can be stored inthe PRO 24 Dump Utility page,
under the MIDI menu. See the PRO 24 manual for more details.

TRACK INFO

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 -SendsMIDIpatch change command. To setthe instrumentto the correctsound number.
Volume - sets the output level of the MIDI instrument.

Velocity - increases or decreases the played loudness of each note.

Delay - delayssending the performance on thatpattern 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:

liketo 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.

iInformation.3 track planner, which can be used to enter multitrack tape or sequencer
the recording shou a w Ic* 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

GLOSSARY

Used to split a piece of music 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 splitinto3 beats ofa 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 orcopying 1or more tracks to another
track. Normally used to free the number of work-
ing tracks. Particularly useful in PRO 24 to create
a single track (on MIDI channel NO) which con-
tains ail of the parts of the song. This can then be

easily copied and rearranged.

In PRO 24 bouncing is achieved with the MIX-
DOWN function (under the track menu). Any parts
on a different MIDI channel can laterbe unbounc-
ed by using the REMIX function (under track

menu).
(6]

A measure of the tempo.

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

A means of making an identical copy of the
original, leaving the original intact and in its
original position. Useful for copying verses and
choruses into a song order.

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

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

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

The act of clicking the left mouse button twice very
quickly. Used to open the disk drive or run a pro-
gram directly.

The 3 DSDD (Double Sided. Double Density)

magnetic media, used for storing programs and
data (le songs).

A double sided disk uses both of its sides to store
A ,he ,da,a- There is no reason tor using

an>rthing elsf * ®xceptWhen you need to exchange

A A a5in?,e Slded on|y di8k drive owner. Dou-
sided 0081 Pennles more than sin9le
| h® black (°r blue) plastic box that allows
wav I™ JO.LUn' Must 66 inserted the correct

? power off- NEVER insert or
rzZni»M K 98Wth ,heP™*"on-Do not lose

N qon Ik GBS PR

8litem Porting the mouse

th6 loft mOu8e button, and

: oy move ,he M>use pointer
10 the new location a?/nof"thenelét go. P

m ™ a™ ? f* eparin9 a disk for use. You must for-

ySi£7?n save on “eYou cannot
have an

format

empty formatted diIER Srg-ﬁ'ree&?r%@

FSK CODE

ICON

INTRINSIC
TECHNOLOGY
Ltd

KEYBOARD

KEYBOARD

KEYS

HEX

LOCATORS

MIDI MODE<

MIDI
CHANNEL

MIDI

MIDI IN

MIDI OUT

MIDI THRU

MIDI CLOCK

quencer/drum machine and ,h«

The name for the pictorial

object. lal "Presentation Wm
A company set up to fill th« |

providing user friendly, quality

pncea Products bom ? A a 1 S

marketing. 101 'necessity, N

A device with piano stvi«

instrument. N as a

The qwerty keyboard unit includino thA~
memory and computer brain NN

A sequence of notes that have a set

pPpSsSsSss s sr®ssa
A-10. B-11. C-13, 0=14, E-Vs F-m ~
larger number to be represented with fewer tfgfc.

The leftand right position indicators used todeter-
mine length of recording and points to cvcte
between. A

Instruments have four basic states of operation
called modes. They consist of the variations oftwo
factors.

1) whether the instrumentis set to receive inOM-
NI ON (all channels) orOMNI OFF (channel is
selectable).

2) Whether the instrument will play monoptonicai-
ly (only one note at a time) or polyphonically
(more than one note at a time).

For modern multi timbral instruments these MIDI

modes are not so important, as they usually default

to Mode 3 - Omni off, PolyOn. However ifyou ever
get an instrument playing more than its fair share
of parts, double check that its Omni mode is off.

The MIDI channel is like a MIDI instrument’s per-
sonal telephone number. Once selected itww on-
ly play information sent on this channel. AW

the MIDI cable being a television aerwanau*
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
THR U ports, that allow MIDI units to connea

communicate with each other.

m

This portisused to receive M,D'" j,K p t
sant from another MIDI instrument s

This port Isused to send MIDI data tothe.MID
of another MIDI instrument, (speaks »)m

N

This portis used to daisy chain 8,001 .

units together so that theycanal N
listen to MIDI data sentfrom asing

*

ment (ie sequencer). THRU]j
connected tothe INon t h e ,**. 18
this Is then connected to the | and sO on-

N

THR U of that to the IN of the n

Is the timing signal
which tells the other MIDI unrtswn*
at.

midi

mixei
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SoeclIMc
s*~c,nc

MIDI TIME

CODE (MTC)

MIXER

MULXITRACK

MIXDOWN

MASTERING

MASTERTRACK

MODULE

MULTI
EFFECT

PATTERNS

and generaHyPbeingra qood”an” ”

tS

drum machine or MIDI drum paa.

MIDI data created by the use of one of thecon-
troiierson a MIDI instrument, such as the modula-

tion wheel and sustain pedal.

A new standard for MIDI. Comprises of SMPTE

time information converted to quarter frame MIDI
messages, combined with MIDI controlling com-

mands. such as start, rewind, etc 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.

A device used to combine a number of audio in-
puts together allowing routing and processing of

each signal.

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

treated individually

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.

The 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.

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

A term used to describe a MIDI instrument that
consists of the sound generating part of a
keyboard, but NOT the actual keyboard. A
keyboard without the keys.

An effects unitcapable 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.

The MIDI function on such units only allows the
P~Achchanging and selection of the effects types’
memories. A common misunderstanding is that by

yuurtow ard to the effect with MIDI,
each MIDI channel can have an effect added to

rtjney cant. The effects have to be added by con-
necting the audio system.

A ~i1o n °fmusic on a track. A pattern does not

i reIa,IOn8hiﬁ (‘ength or otherwise)
in any pattern on any other track.

?JS £rhC°°kand a" * SDL.
"Vesical PleSres*ppeO; ) : N
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PUNCH IN

RAM

ROM

SAMPLING

SMPTE

SONG
POINTERS

SYSTEMS

EXCLUSIVE

TEMPO

TIME

SIGNATURE

TRACKS

TRANSPOSE

y

NOLOGO QY

L

laughin9 at my sP®Ilin9

m

The 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 Only Memory from where data can be read,
Data can NOT be stored here by a user.

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

Society of Motion Picture and Television
Engineers. A body who created a standard type
of Time Code which is used to synchronise MIDI,
audio and video machines together. Consists ofa
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. The most
common for music and video is 25 frames. Also
called EBU code.

24 frame is used for film work. 30 frame is for black

and white American TV. 30 drop frame (2937) is
used for colour American TV. The rates revolve

around the number of pictures persecond shown
in each area.

Refers to the synchronisation of a MIDI device with
either audio or video tape (via an FSK or SMPTE
synchroniser) or 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
number of MIDI clocks since the beginning of the
song). This allows a MIDI 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 todescribe and alter the
sounds or settings of a MIDI unit. This 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.

The speed at which music is played.

The number of beats of a musical value, in a bar.
ile 5/8 is 5 beats of an eighth note each, in a bar.

A place where data is stored. The track can be ac-
cessed individually.

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

mistakes, drinking most of my coffee

and encouraging me in
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Enter/return

O (numeric keypad)

Space bar

j
I
L
R
/

F1 to F10

Shift & F1 to F10

Alternate & F1 to F10

Shift & Alternate & F1 to F10
Cursor arrows (< >)

Shift & < >

Numbers 1 to 9

Left Shift & 1 to 9

Right Shift & 0 to 4

Esc
C
A
N
S
T
M

X
keyboard

Raise value

Lower value

Play

Return to zero

Stop
Record

Jump to loft locator

Jump to right locator (use right hand numeric keypad brackets)

Set left locator

Set right locator (NOTE caps lock must be off)
Set destination locator

Recall L & R locator positions

*

Store left and right locator positions
Recall track mutes.

Store track mutes.

Select track for record

cursor arrows Select pattern for fast access
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

_Select tape/sequence mode



