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is one of the most powerful and complicated features of 
Pro-24 III. It allows you to perform changes to your music based 

logical or mathematical criteria, rather than musical.

Logical Edit has an "event” counterpart that acts on items edit- 
on die Event Edit page. The differences between this and the 

Logical Edit are described in the end of this chapter.

Using Logical Edit involves two major steps.

1. You must set up conditions that will include or exclude notes or 
o f certain types. An example of such a condition would be

notes above F#3 with any velocity value but 3T .

You also have the option of specifying a Range within each bar 
of the Pattern, on the Logical Edit page, so that notes inside or 
outside that range only, will be affected.

2. The next step is to set up mathematical operations that affect 
the notes that m eet the conditions. An example would be_to 
transpose them all a few semtiones or to multiply their MIDl- 
channel number with the value 3 (if you can think of a reason 
for doing that!). You can also set any of the notes values to a
certain fixed number.

You also have the options of deleting or quantizing all notes 
that meet the description.



y | l | ! l 8 l S  U>e F“ « « ons men“ ' The WtadOW “ di'
vided into five horizontal sections.

T h . first is used to setup the C on d ition s that are used to ex- 
cW e/Tndude certain notes. You can think of this as a  super-
advanced MIDI-filter.

The second section is used to setup which A rithm etic O pera
tions (and with what values) are to affect the notes values.

The third is used to set values to Direct Values.

The fourth is used to set up a range that will be affected or unaf
fected by the changes.

The fifth and last part holds buttons that can be clicked to per
form the actual changes.

'  . 0  r  /

Vertically you will find that this page is divided into five sec
tions each related to a notes’ Position within the b a r , P itch  
(note-value), Velocity, M IDI-channel and Length.

SETTING UP CONDITIONS

When you first enter Logical Edit the top line is automatically 
filled with the values of the selected note. You find these val
ues just below the headings Pitch, Veloc. Channel and Length. 
To change a value, click in the box and use the left and right 
mouse button to de/increase.

©

To the left of these is a box with the text P os. This can’t be 
changed directly. To set a new Position you must use The Posi- 
tion-Range area on the lower part of the window.

Even further to the left is a box with the text Note. This is only 

events*0 *eU y° U tKat y° U 3re Performing edits on notes, not

^ ' ? Hues f ^ o n e d  above are boxes used to setup the 
actual Condition for each of them. You can step through the
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possibilities using the left and right mouse buttons as usual.

For P osition  these are the possibilities:
no: Notes will be affected regardless of their Position in

the bar.
inside: Only notes inside the Position-Range of each bar will

be affected.
outside: Only notes outside the Position-Range of each bar will

be affected.

equal:

For a ll other values, these are the possibilities: 
no: N otes will be affected regardless of this setting.

I  O nly notes with values equal to the value above will 
be affected.

h ig h er: Only notes with values higher than the value above
w ill be affected, 

low er. O nly notes with values lower than the value above
w ill be affected, 

unequal: O nly notes with values unequal to the value above
w ill be affected.

If you for example set the Pitch column to d3 and unequal, all 
notes that are not d3 will be affected.

You can com bine settings from all columns, so that you can pin
point notes with certain pitches, lengths, MIDI-channels and so
on.

An example 
This setting:

wou.d include all notes that have a pitch £ t *  low<*than d3, 
a velocity higher than eighteen, are siorcu 

sixteen^ regardless of their length and posmon.
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•  A R IT H M E T IC  O P E ^ T I O N S ^  ^  ^

you must decide what to do w ith .hose

notes-
, -11 aspects of a note, its Position, its  Pitch, its

”  to  M r a - c h a S n d  to  Length. You can even change
all these parameters at the same time.

To do this you must first select what kind of operation you want 
to perform. This is done using the left and nght mouse buttons as 
u s S l , pointing at the row of boxes to the left o f the text
Arithm. Operation:.

These are the possibilities:
no: This value is not affected in any way.
plus: A number is added to the existing,
minus: A number is subtracted from the existing,
mul: The existing value is multiplied by a number,
div: The existing value is divided by a number.

The row of boxes below these are used to specify the number used 
in the arithmetic operations. These can be set to whole numbers 
(integers) and fractions, ranging from 000.00 to 999.99

D

B u t you must set each of the five figures in  a number separately 
by pointing at them and using the left and right mouse buttons.

An example. This setting:

no ffl ilu if Tio 1:3 nimn
.tor*tiw>. _ _ _ _ _ _ _  m  _ m rn im m m

t g ea [ :

... would reduce dynamics (velocity) with a factor of one and a 
half, and shorten the notes' length by a l/16th note. But only 
or those notes that meet the Conditions, of course.

If you want to use Arithmetic Operations you must set Direct
ue® (off) for that column, since the D irect Values 

take over" (overrides) the Arithmetic Operations.

The Edit Pages
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DIRECT VALUES
You can set any parameter to a direct value using the third sec
tion o f this window. The boxes in this section have their own 
headings Pitch, Veloc. Channel and Length, and to the right of 
these is the word notes indicating that notes (not events) will be 
affected by these operations.

Use the left and right mouse buttons to set any of these buttons 
to *** (no effect) or any numeric value.

An example. This setting:

... would set all notes that meet the Conditions to full velocity 
(127) and M IDI-channel 6.

POSITION-RANGE
If you want to use the notes' Position in the bar as a Condition 
you m ust set the Position-Range to a certain number of beats and
ticks.

O

This can be done in two ways:

1. Use the left and right mouse buttons to set the numbers in the 
LEFT: and R IG H T: boxes. The first figure in each of these is the 
beat num ber, and the second the number of ticks within the
beat.

2. Drag a rectangle in the ' grid" below the LEFT:
boxes. Just as when forming a short range on the G ^ d . t ja g e ,  
you can use the mouse to drag a rectangle that s p e c ^  ^  
part of the bar you want. Once set, the range can *  read 1bo» 
graphically in the "grid" (it is black) and m the LEFT.
RIGHT: boxes.

O o s l t lw - I U n a r M C J S ^ U U ^ X l :
> , » » » >  ■  i  S 1 1 1  i  ■  J J  j  j

3

K w S

p p ^ l l S I l l
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, ranee set up you can use uic * ™ ----- —  ~
When ^  ^ > t e s  fnside or outside the range within each
£ f ^ n * S s  Z t  you can for example Quantize only those

f f . ° f - *  ta r - 

v  «  nnf use the Transform command to "Logical move" notes.
5 S S  effect you must use a com bination o f Insert

and Delete commands.

#  p e r f o r m i n g  t h e  e d it s
At the lowest part of the window are the buttons you use to per
form your actual edits.

You can select any of these types of editing, change the Logical 
Edit parameters and select another of the four types of opera
tions without exiting Logical Edit. You only have to exit Logi
cal Edit when you are ready with all the editing.

■  QUANTIZE
If you dick on this button, notes meeting the conditions will be 
quantized to the Quantize value set on the edit screen (Score or 
Grid).

■  DELETE
If you dick on this button, notes meeting the conditions will be 
deleted.

■  TRANSFORM
If you dick on this button, notes meeting the conditions will be 
transformed according to your Arithmetic Operations settings 
and your Direct Value settings. :

You can not use the Transform command to "Logical move" notes.
* *  same effect you must use a combination of Insert

and Delete commands. ■ ■

■  INSERT
I If you dick on this button, notes meeting the conditions will cop-
The Edit Pages
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ied , have their values transform ed and will then be inserted 
into the Pattern. As you understand, this will insert new notes in 
a Pattern.

EXIT
If you click on this button you Exit the Logical Edit window, and 
the changes are reflected on the Edit page behind.

It is im possible to list a ll possible operations on the Logical 
Edit page, since they are endless. But i f  you think about Remix, 
C utcopy, G lobal Transpose, the M IDI filters, Fixed Note, De
lete/K eep , V elocity  IT  ranspose and many o f the other editing 
com m ands on the M ain Screen and the Edit pages for a while, 
you begin to under stand that they are actually special cases o f 
Logical Editing. This should hint at the possibilities.

•  LOGICAL EVENT EDIT
This page is very sim ilar to Logical Note edit. The differences 
are first of all the column headings that have changed to Val- 
u e l ,  V a lu e 2 , and (M ID I-)C hannel (the fourth column isn't 
used). These correspond to the Event List on the Event edit page 
(see page 92 of this manual).

The two boxes to the left in the window that were stuck in Note 
mode can now be changed between the different Event modes, 
Press, CntrL, Sound, A. Touch and Pitch (see page 92).

This makes it possible to set up one type of events in Condi
tions Section and transform this to another type of eventby se
lecting that type in the Event box in the direct Value section.

As said already, this function can be used 
o f event to another, pressure to a controller
|  Handy o f up fo r  ■ £ £
abilities. You can also change a  mntroUer u m m ts
there by redirecting controller events, o
or pitch bend so that it suits the receiving device, and so

Page 124
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UpdateA l l  Tracks

Snare
Srtare2

DRUM -EDIT

U ^  'nHpncndent editor is Drum-Edit. This is specially 
o £ g  and editing drum and percussion Patterns.

M c  ... r work with a Drum Kit and a Percussion
S f - n S ^ a n  be thought of as maps, where every single instru- 

y ^ m ra m e te re  relating to which instrument is playing it, S & M B H  it up a map for the drum machine
orsampler (or whatever) you are using. Once that is done, you 
don’t have to worry about note numbers and MIDI-codes, you 
identify your instruments by names!

I f  the created Pattern is to play back the drum parts on d iffer
ent MIDI-channels the Track must be set to M ID I-channel No on
the Main Screen.

To enter Drum-Edit, select it from the Pattern menu, or press [F] 
on the computer keyboard.

(Track: 1 f a t t e r a J O H M  

IL: 1 / 1 / 0  1  Z00I1 IN

S t a r t 7 ^ 7 l  /8 Eftd; Z / I  / > »  Co pies:B

Functions

P attern

Restore

Cancel

•  THE SCREEN S S l l
Just below the menu bar is a line with some information about 
the music you are editing. It states which Track and which Pat
tern it is, and where it starts and ends. After the text Copies on
rnithnufj^ f i^ure that represents the number of copies done 
without Datacopy that exist for this Pattern.

The Edit Pages
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Most of the screen is occupied by the grid itself. It is used to dis
play the notes as rhombs. The whole grid represents two bars 
running from the left to the right. The double lines are the beats 
(fourth notes), and the lines in between are fractions of beats.

To the left of the grid is the list of the drums. You can actually 
only see half this list at a time, there are 16 more instruments 
that are displayed when you switch to the other Bank (see 
page 126).

Above the grid are a few boxes. On the left and right side you 
will find two p osition  boxes telling where the grid ends and 
starts. These are alw ays whole bars, and the right is always 
two bars later than the left (except when you are ZOOM ING 
IN ).

To the right of the grid are some special functions, and below 
you find duplicates of the Tape Recorder buttons of the Main 
Screen. Wlmm



S E L E O T N G  directly from the list or u *
“ a n d ^ o ^ r r o w a  o n  .he computer keyboard to  scroll

through il-
•  S E T T IN G  Q U A N T IZ E  V A L U E S

?  . b L  its own Quantize value to the right of the
^ i h ^ t h e  instrument list. You can set these between 1/4 and 1/ 
^  triplets (and to OFF) using the left and right mouse but

ton.

•  T O  S E T  U P  K IT S
Before you do anything else you must set up the Kits so that 
they match the MIDI-definitions of your sounds. To do this, 
doubleclick on either the Drum K it or the Percussion K it boxes 
on the lower left side of the screen.

What you see is a list of definitions for 16 drum and 16 percus
sion sounds. You can put drum sounds in the percussion list, but if 
you want to distinguish between the two, the way the program 
is designed will help you.

K I T 1 , 2 & 3
By clicking on these buttons you can switch between three dif
ferent kits that can be resident in memory at the same time.

You can have different Kits for different Tracks (not for differ
ent patterns within a Track), and Pro-24 III  autom atically re
members which of the three each of the twenty-four Tracks last 
used. This is also stored with the Song on d isc
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TH E K IT  COLUM NS
For each of the sounds you can set up certain parameters that 
determines what MIDI-data will be sent out each time a drum 
is played. You can also set a name for the instrument here.

IN STRUM EN T 
To change the instrum ent name, doubleclick on the existing 
name, press [Esc] on the computer keyboard or [Backspace] over 
the existing text, and type in a new name. Press [Return] on the 
computer keyboard.

■  CH ANNEL
The Chan column is  used to set what MIDI-channel the instru
m ent note is sent out on. Use the left and right mouse button to 
de/increase the value, ;

I f  the created Pattern  is  to. p lay back the drum parts on differ
ent M ID I-channels the Track m ust be set to M IDI-channel No on
the M ain  Screen.

number sent out for that i n s t r u m e n t ^ n  te  inp u t^  tv™ 
ways. Either you just play a key on y o u r  k e y l ^ r d  (or whMevw
MIDI device you are using) or you use the left and gh 
button to de/increase the value.

D o not use the same note number for two instruments as this will 
confuse screen editing.

■  LENGTH commands for notes you
Since MIDI uses a system of1(̂ df^ e3° n S in d ,  especially if 
may have to set a proper Use the left and
you are using sampler or synthesize 1 /54.right mouse button to de/increase the v a l u e  from 1/4S to ^
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„ y  „ f  th e  p a r a m e te r s  l o r  a n  in s t r u m e n t  w h i le
“ nine, all the notes in the Pattern using this in-

page.

v ia  M ID I tsee  p age j

on an "old" drum Pattern that you a re-editing.

SAVE
When you have set up a Kit you can save it to disk using stan
dard Atari ST saving procedures.

d ick  on SAVE. The Save window opens. Enter names and de
cide where you want to store your Kit-map. Kits are stored with
the suffix KIT.

You can also load Kits from disk.

Use the Kit 1, 2 and 3 boxes to set which of the three that is to 
be replaced with a new Kit from disk.

Click on LOAD. The Load window opens. Select the Kit you 
want to load and load it using standard Atari ST disc proce
dures.

Once you are ready with all your Kit-map setups, click on EXIT 
or press [Return] on the computer keyboard.

LOAD

The Edit Pages
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LOOP
You can set up a Loop (a Part of a Pattern) and use this part only 
for recording and playback. You can also edit the loop only.

The loop is set to whole bars only. You set it by clicking on the 
figures to the left and right of the word Loop and by using the 
left and right mouse button to de/increase the values.

You cannot set the Loop to shorter values than one bar.

To activate the Loop for recording and playback, click on the 
word Loop or p ress [L] on the computer keyboard.

v  '  C  '

The Loop Length can be changed while recording.

•  MOVING THE GRID TO SHOW A PART 
OF A PATTERN
You can make the grid show the part of the Pattern you want in 
a couple of ways.

1. The Fast Forward/Rewind ( «  and » )  symbols are used to 
move the grid one bar.

2. If you press the [Spacebar] at any time while the Pattern is 
playing back from the Drum-Edit page, the grid is automatical
ly  moved to that position.

3. The left and right arrows on the computer keyboard perform 
the same function as Fast Forward/Rewind.

•  PLAYING BACK A PATTERN
To start playback, dick on the PLAY g § | ^ ^ “ X

f o " « ' back! the w ^ t e m  wiH *

played.

If you want to jump to the P051^ "  ° f ^mputCTkeyboard. 
while you are playing back, press [<] on the compu

The Edit Pages
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and off.

• ZOOM
If this box says ZOOM IN you are in normal display mode. The 
grid is used to display two bars.

If you click on it the text changes to ZOOM OUT, and the whole 
grid is used to display one bar only. The position boxes above 
the grid shows this. This mode is intended for fine detail edit
ing.

With this parameter set to On, all Tracks and the whole Pat
tern is played back from the Drum-Edit page. When set to Off, 
only the Track you are editing is played back. Q ick  on the box 
to activate/deactivate this function.

•  REALTIME RECORDING AND ERAS-

Realtime recording can be done directly from the Drum-Edit 
screen. You either record into the whole Pattern (LOOP deacti
vated) or just into the LOOP (LOOP activated).

Recording is similar to Cycled recording in Mixed mode. Each 
time you enter a new lap you can add more notes.

• ALL TRACKS

ING

RECORDING VIA MIDI
To activate recording, first click on RECORD and then PLAY or 
press first (P] and then I*] on the computer keyboard.

Recording is done in true realtime, and any quantizing has to be
done afterwards.
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To deactivate recording click on RECORD or press [*] on the 
computer keyboard. The music keeps playing back, and you can 
enter recording again at any time.

To sto p , dick on STOP or press [0] on the computer keyboard.

REC O RD IN G  FRO M  TH E COMPUTER KEYBOARD
T o use th is function, M ID I THRU must be activated (see page 
166).

To activate recording, first click on PLAY and then RECORD or 
press first [*] and then [P] on the computer keyboard.

Select the instrument from the instrument list that you want to 
play from  the computer keyboard.

Play the instrument using the [T ab], [4] or [+] keys on the com
puter keyboard. ■ m n

Everything else is as when recording via MIDI.

You can select different instruments from the list without stop
ping or deactivating recording.

R EA LTIM E ERA SIN G
To erase notes in realtim e, click on ERA SE or press [-] on the 
computer keyboard while recording or playing back.

Press and hold the keys on your keyboard that 
sounds you want to erase. Erasing continues as long as the keys
are held down.

To deactivate erasing click on ERASE. The music keeps playing 
back, and you can enter erase mode again at any time.

To deactivate erasing and activate recording, click on RECO 
or press [*] on the computer keyboard.

To stop, click on STOP or press [0] on the computer keyboard.

Page 132
The Edit Pages



\

s t E P T i M E  I N P O T ^  f r o m  t h e  u s i n g  t h €  m o u s e

w b a c k  o r  w h e n  t h e  m u s i c  i s

stopped.

INPUTTING NOTES
Select the quantize value for the instrument.

Move the grid so that it displays the bar where you want to in
sert the note.

Move the pointer into the grid. It turns into a "drumstick".

Use the left mouse button to click somewhere in the grid. The 
note is automatically "snapped" to the closest Quantize value.

The velocity of the note is determined by how long you hold the 
left mouse button before releasing the note.

DELETING NOTES
Using the same techniques as when inputting notes, dick on the 
notes you want to delete using the right mouse button.

CHANGING VELOCITIES
Igp3 J You may have to dick on UPDATE or press [U] on the computer 

keyboard to redraw the screen before using this function.

Below the grid is a black bar graph representing velodty for 
each note input for the selected instrument.

You can change the value directly by clicking and holding the 
j mouse button over one of the bargraphs. Change the values by 

dragging the mouse vertically.
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To Buffer

CUFYlNCi AND USING THE BUFFER
You can copy one instrument to another at the same or a new po
sition. This can be done in a few different ways:

D O U BLIN G  A  PART
If you want to copy something played by an instrument to anoth
er instrument over the whole Pattern, just Drag this instruments 
name and release it on top of another instrument name. The 
pointer changes to a copy symbol while you are dragging.

U SIN G  TH E BU FFER
You can copy something played by an instrument either from the 
first bar on the screen, from the loop or from the whole Pattern 
to the buffer. The buffer can then be copied to another part of 
the Pattern, to the same or another instrument.

Select the instrument that you want to copy.
©

♦ T o copy the first bar on the screen, select To Buffer from the 
Bar menu or press [C] on the computer keyboard.

♦ T o copy w hat is w ithin  the loop, select To Buffer from the
Loop menu or hold the left [Shift] key, and press [C] on the com
puter keyboard. ■ jj 1

♦ To copy the whole Pattern on the screen, select To B u f f e r  from 
the Pattern menu or hold the right [Shift] key, and press [C] on
the computer keyboard.

To copy the contents of the buffer to another part of that Pattern 
you must first move the grid to that Part of the Pattern.

Drag the buffer box (the one with the COPY symbol) to the po- 
sition on the grid where you want it added.

C D P V

EMPTV
000/00/000
000/00/000

I B I
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H e u

Ho Doubl. 

Qunt. Rec. 

Del. Rec.

" s s x s g s x s x s s a u r  

zxzzzsz tz£xsz ts^sz
buffer contents will be added.

The beginning of the buffer contents w ill snap to the closest
Q uantization value.

The buffer is not a clipboard. It doesn't really contain any notes, 
only a start and end bar, a kind of range. This means that you 
can't use the buffer to copy from one Pattern, or Track, to anoth-
er.

THE FUNCTIONS MENU
You perform all the these commands by just selecting them from 
the Functions menu.

■  QUANTIZE ALL
If you select Q uant all from the Functions menu, all instruments 
in the whole Pattern will be quantized to the Quantize value of 
the active instrument.

■  NEW
a  f  *  *  r  *  I  H i  »•

This menu item clears the whole Pattern, stops Playback and 
deactivates the Loop. ''

■  NO DOUBLES
This function sees to that no double notes exist within the Pat
tern.

t  ' O  .

Double notes are notes played by the same instrument at the
same position. They might occur when you step input two notes
at the same position or when you Quantize. Double notes may
lead to "flanging" sounds or a synth suddenly seeming to be re
duced in polyphony. °

■  QUANTIZE RECORDING
This function quantizes your last realtime recording, to  each in
struments Quantize value.

The Edit Pages
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This Quantization can be undone, just by setting another Quan
tize value (even OFF) and selecting Q unt R ec  again.

■  DELETE RECORDING
This function deletes your last realtim e recording.

THE BAR, LOOP AND PATTERN MENUS

These three menus are almost identical. Their functions are sim
ilar, the only differences are that:

Functions on the Bar menu only affects the first bar in the dis
played grid.

Q  \

Functions on the Loop menu only affects music inside the loop.

Functions on the Pattern menu affects the whole Pattern.

The com puter keyboard equivalents of these functions are de
scribed after the description of a ll commands (page 137).

■  ERASE
This function erases the selected instrument

■  Q U A N TIZE . ' V c ' v ’ . _  S
This function quantizes the selected instrument to its Quantize
v alu e.

T his Quantization can be undone, just by setting another Quan 
tize value (even OFF) and selecting Quantize again.

■  ITERATIVE QUANTIZE
This kind of quantize moves the notes for th e ^  hieve 
ment in steps towards the closest
perfect quantization you may therefore have to select Iterative 

Q uantize several times.

One application fo r  this would be to move notes a  f
wards a triplet value, thereby achieving a  kind o f snujj j
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M„™ 'S U  instrument to the buffer as described on page 

134.

■  REPEAT (BAR AND LOOP ONLY)
T ^ s^ K tio n  fills the Pattern with a part (the first bar or the 
Loop) of the instrument selected. It is not filled from the actual 
beginning but rather from the current bar or Loop start.

■  REPEAT ALL (BAR AND LOOP ONLY)
This function fills the whole Pattern with a part (the first bar 
or the Loop) of all instruments. It is not filled from the actual 
beginning but rather from the current bar or Loop start.

KEYBOARD FUNCTIONS
The items on the menus described above can be accessed using 
the following scheme.

Just pressing the relevant key on the computer keyboard is the 
same as selecting the item from the Bar menu.

Holding the left [Shift] key while pressing the key on the com
puter keyboard is the same as selecting the item from the Loop
menu.

Holding the right [Shift] key while pressing the key on the 
computer keyboard is the same as selecting the item from the 
Pattern menu.

[E] This is the computer keyboard equivalent of Erase.
[Q] This is the computer keyboard equivalent of Quantize.
Id  This is the computer keyboard equivalent of To Buffer.
DO This is the computer keyboard equivalent of Iterative 

Quantize.

A V i n A M f l B i C H

m i i h
• .  '
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Cancel

Restore
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•  CANCEL
If you click on CANCEL or press [Undo] on the computer key
board you exit Drum-Edit and cancel all changes made.

OK
If you click on O K  or press [Return] on the computer keyboard 
you make all changes permanent and exit Drum-Edit.

•  RESTORE
If you click on RESTORE or press [R] on the computer keyboard 
the whole Pattern is reverted to the way it was before you en
tered Drum-Edit.



TOs co n ta in s  items all relating to Track specific operations.

LIST

If vou select List from The Track menu you are presented with a 
s °o S H h e  Patterns on the selected Track If there are more 

Patterns than there is room for, you can scroll up or down using 
the scroll-bars on the right side of the window.

For each Pattern, the Start and End Positions and its name are 
displayed. You may make a hard copy of the Track List by
pressing the button PRINT TRACK.

You may also drag any Pattern into one of the five boxes on the 
right side of this box:

1 / 1/0 5 /I /0 Intro Repeat

DELETE
Deletes a Pattern as described on page 67.

O ’

GRID EDIT
Transfers you to Grid Edit with this Pattern selected as de
scribed on page 78.

NOTE EDIT
Transfers you to Note Edit with this Pattern selected as de
scribed on page 96.

REPEAT '
Repeats the Pattern as described on page 73.

EXTEND :•
Extends the Pattern as dpvrihoH nn 71 :

Whenf you are finished with the Track List, click on EXIT 
press [Return] on the computer keyboard.
The Track Menu j jB B H T
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The M aster Track is a special twenty fifth Track only holding 
time signatures and tempi. You can use this to set up as many 
changes as you like during a Song. Tempo changes can also be re
corded while the music is playing (see Tempo Recording, page

I f  you want the Locators and the Tape Position box to reflect the 
tim e signature, you have to set the Time Signature on the Mas
ter Track, not on the M ain Screen. Tim e signatures set on the 
M ain Screen only affect the Metronome and the count in.

I f  you change the time signature sometime during the recording, 
all the affected Patterns' start and end Points, and all (prepro
grammed) Locator Positions w ill be displayed in the new meter.

c* • * ^  .• ■ *  * _  .  *  • • * * v  j  i  * • * *a _* * { ’  *  * * A W  •* **-*

•  ACTIVATING THE MASTER TRACK
• O '

This function selects if the music should play with the changes
set up on the Master Track or not.

To activate, and deactivate the M aster Track, either click on 
the Button Master:ON/OFF on the Main Screen, or press IT] on 
the computer keyboard. "V- ̂   ̂ ^^a ' :^ ;■

•  EDITING THE MASTER TRACK
Select M aster Tack from the Tracks menu. There is a window on 
the left side of the screen, with a list of all the changes.
there are more changes than can be displayed in ^
one time, you can scroll using the scroll bars on the right side of
the window.

The columns in the window are: POSITION, MODE, VAL1 and 
VA L2.

PO SITIO N  MODE VAL1 V « -2
iBvBBGBfi

1 / 1 / 0  Tenpo 100
1 /I /0 Tine 4 4

I Page 140
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^ ° D 1 . tvt>es of events on the Master Track, Time Signa-
and Tempo Changes CTempo). This column

displays which kind of event you are looking at.

VAL1 AND VAL2
For a Tempo event only VAL1 is displayed, and this is the Tern- 
po in Beats Per Minute.
For at Time event, VAL1 is the nominator and VAL 2 the de- 
nominator. If VAL1 is set to 3 and VA12  to 4 this means 3/4
time.

If you want to adjust the values of one of the events, just dick on 
it, and it turns negative. The VAL1 and VAL2 values can be ad
justed using the left and right mouse buttons, with the mouse 
pointer pointing at the number.

On the right side of the box, there are a number of buttons and a 
value box. These are used for editing (inserting and deleting new 
events) into the Master Track.

INSERTING A NEW EVENT
Click once on the text START:. Type in the Position where you 
want the new event to be inserted. The same "shorthand" can be
used as when typing in Locator numbers.

©  * » y  • p  * I  M I  g  m s

Click in the MODE: box (TEMPO or TIME) that corresponds to
the type of event you want to insert. Once you have dicked in
one of these boxes it turns negative (white text on black). If the
desired box is already negative, you don't have to click in it 
again. vV'^sIh

NODE: m i l  \We

The Track Menu
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I N S E R T  k IN SER T. The new event will be inserted into the list. You
■ -  can then use VAL1 and VAL2 to set it to the desired values.

D ELETIN G  ONE EVENT
#  1 1 -  4  * ■ • *  '  *  v  » "

Select the event you want to delete by clicking on it, and then 
once in the box DELETE.

/I /O Tenpo 100

D ELETIN G  ALL EVEN TS O F ONE KIND
You can delete all Time events or all Tempo events at the-same 
tim e. '• ; WM  t t l t l

First click on TEM PO  or TIM E (as when inserting events) to se
lect the type to be deleted. Then click once in the box M ODE- 
DELETE.

MODE: TEMPO nHri-l- IHDDE-DEIETEI

W hen you are finished with Master Track editing, click once on 
EXIT, or press [Return] on the computer keyboard.

E

TEMPO RECORDING

Rather than entering a list of numbers for tempo changes, you 
m ay like to enter them as the music plays. This is done with
Tempo Recording.

Tempo recording starts from the current position in the Song, not 
necessarily the beginning.

Position yourself on the Position in the Song where you w 
start Tempo Recording.

Select Tempo Recording from the Track menu. A dialog box 
S T s  up giving you th4 e buttons with the options to.

The Track M enu
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s t a r t  Tempo R e co rd ** T h . music plays back arKi you can en- 

^ O T T ^ R e c o r d m g . The music stops and the changes are in-

^ N C E L h^ aw“ lTe â o rd in g  is cancelled, and none of the 
changes are inserted in the Master Track.

^  have clicked ST A R T , the music is  playing and the
ofT-am is waiting for you to input a tempo change- This is  done 

j^ T c L g  or dragging on the Data Fader on the right hand of
the screen.

Try just clicking on the Data Fader arrows to insert tempo 
changes without actually worrying about the tempo value. The 
value can easily be changed on the M aster Track page later.

The modulation wheel can be used in combination with the Re
mote Key (see page 169) to input values. This can be very useful 
for Tempo recording.

MASTER TRACK COPY

You can also copy a portion of the Master Track to a new Posi
tion.

Set the Left and Right Locator so that they enclose the part of 
the Master Track that is to be copied.

G ick once in the D E ST : box and enter the position that you 
want the copy to start on.

Select Master-Track-Copy from the Track menu, and the copy
ing is performed. vi

The Track Menu Page



ERASING TRACKS
♦  If you want to erase one Track completely, select it as the ac
tive Track, and drag the text Track: into the VU-box. i S S l I f y

♦  If you want to erase several Tracks at the same time, select 
Erase Track from the Track menu.

You are presented with a box containing on/off buttons for each 
Track.

If the number of a Track is grey, this means that nothing is re
corded on it (it doesn't make much sense erasing it then, does 
it? ) . /

If the number of a Track is  black, this Track is recorded and can 
be selected for erasing.

If you click once on a Track it turns negative and is thereby se
lected for erasing. Click on as many Tracks as you want to erase. 
Clicking on a Track again deselects it.

W hen all the Tracks are setup, click once in the OK box, and the 
selected Tracks are erased.

COPYING TRACKS
♦  If you want to copy one Track to another, select the Track you 
want to copy as the active Track. Then drag the text Track:: up 
onto one of the Track select boxes at the top of the screen. If thi 
means that music already existing on this Track ^ l ^ r a s e d ,  
an "OVERLAP!" dialog box will tell you so, and the copying
will not be performed.

Track: 5
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| ♦  I f  you u £ m !iW  cop y or Free
from one Pos,'* ”\t ke room for your copy (say you want to
2 2  Inpxtra verse before the chorus) use Global Insert (page

piece of "blank tape", before you do the copy.

_ . . r .  i-Lp music that lies within the Left and Right
Both me*h®d® . ies it to a new place, with the copy
L° ^ t0r r^the Position setup in the DEST: box. This means that
S S S f S J S S s e t  to 3/1/0, the right to 5/1/0laneI DEST: 
to 25/1/0, you will get a copy of the music between bar 3 and 5, 
beginning at bar 25 and ending at bar 27.

So, set up the Left and Right Locator and the DEST: box as re- 
| quired.

If you want to exclude one or more Tracks from this procedure, 
mute the ones you don’t wish to be copied.

MULTI COPY
Using Multi Copy, only complete Patterns that lie between the 
Left and Right Locator will be copied for each Track. The copy 
consists of the same number of Patterns, all having the same 
length as the originals.

Left Locator Right Locator

| Patt 3 | Patt. 4 | Patt. 5 | Pan. 6 i
J  L

New Pan | New Pan |

The Track Menu
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Overlapping is not allowed for a Multi Copy. This means that 
the destination Track must not contain any Patterns at the Posi
tions of the Patterns on the original Track. Another way to ex
plain  th is is to say that no overwriting is done with Multi 
Copy. I f  the "OVERLAP!" dialog box shows up, this means that 
at lest one Pattern was not copied.

| Now Pan | New Patt |

Destination

Patt.3 | | Patt.4 | P a tlS  I

1 P a n 3 | 1 P a tt4 I | PatLS | Patt.6 |

To do a Multi Copy, just select M ulti Copy from the Track menu, 
and click O K  in the dialog box.

FREECOPY
Using Free Copy, all music between the Left and the Right Lo
cators will be copied, regardless of how many Patterns there 
are, and where they begin and end. The resulting copy is one 
Pattern per Track containing all the music copied.

D

To do a Free Copy, just select Free Copy from the Track menu, 
and click O K  in the dialog box.

The Track M enu
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+
| Pan. 4 1 PattS

[ Patt H H
1 Patt 5 I Patt 6 |

Multi Copy and Free Copy are always Datacopies.

If you need a piece of "blank tape” inserted on all Tracks some
where in the music, use Global Insert. You can then copy (using 
Free Copy or Multi Copy) music to this "piece of blank tape". 
Or, if you want to cut out a piece of the "tape" on all Tracks, use 
global Cut. | i | ; ..

You can use both these functions for all Tracks or ju st some of 
them. Mute the Tracks that you don't want to be affected by any 
changes.

GLOBAL INSERT I
To insert a piece of "blank tape" somewhere, set the Left Loca
tor where you want the insert to start, and the Right Locator
where you want it to end.

When the insert is done, the Patterns that fall within this area 
will be automatically extended, and the ones following w ill be 
moved as necessary.

Select Global Cut/Insert from the Track menu. Click once on IN-

The Track Menu D 1A7
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GLOBAL CUT
To cut out a piece of "tape" somewhere, set up the Left Locator
to where you want the cut to start, and the Right Locator to 
where you want it to end.

W hen the cut is  done, the Patterns that fall within this area 
w ill be shortened, and the ones follow ing w ill be moved as ne- 
cessaiy.

Select G lobal Cut/Insert from the Track menu. Click once on 
CUT.

GLOBAL TRANSPOSE

If you want to Transpose several Patterns on several Tracks at 
the sam e tim e, this function is more effective than the Play
back Transpose (page 50). It also features a velocity increase/ 
decrease function. «

The Global Transpose function only affects the music between 
the Left and Right Locator, and only Tracks that are not muted.

Select G lobal Transpose from the Track menu. Use the left and 
right mouse buttons to set the Velocity and Transpose values as 
you wish.

VELOCITY
The value that you set is added  to all existing velocity values.

TRANSPOSE I  .
The value set is  added to all existing note values, thereby 
transposing the music. Each step is a semi-tone.

Tracks running in  SEQ mode (page 151) are not ̂ 'c te d b y G lo - 
bal Transpose, and this function should not be used wi
tacopy patterns.

When the values are set, click once on the OK button.

The Track M enu
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PRINT

This function outputs a U s. of.all twenty-four Tracks to a con- 

nected printer.

WHERE AM I
Yes where are you? This function is only a display of the music 

S ' *  rhanee anything in the Where Am I  window. Your
viewpoint is the current position, and you are looking out on the 
different Tracks.

Select Where Am I from the Track menu.

At the top center of the box is the current position.

Below this are the twenty-four Tracks in two columns of twelve 
each. The leftmost number of each column is the Track number.

For each of the Tracks you can find information about what Pat
tern is playing at the current Position (if any at all), where it 
begins and where it ends.

We will now examine one of these Track boxes more closely.

♦  If there is nothing on the Track at all you will only see > -
END -. This is also the case if you are already past all mu
sic on that Track.

► If the Position you are at is before the first Pattern on the
Track you will find > XXXIYYY at the right side of the 
box, where XXX is the number of the Bar and YYY the num
ber of clockpulses at which the first Pattern begins. For ex
ample, if the first Pattern begins at 3/3/0 this translates to 
> 3 1192.

♦  If the current position is in the middle of a Pattern, the left 
side of the box will show > XXX I Y Y Y  with the XXX and 
YYY representing the bar and clockpulse where the Pattern 
begins. After this comes the name of the Pattern and its end

The Track Menu
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point coded just as the beginning.

should have been.
point is not dis- 
' the end point

Normally you would use the different Copy, Cut, Insert and De- 
lete com m ands to arrange the music on the "tape" into a Sone 
But if you are used to the way drum machines and traditional 
sequencers build up an arrangement as a string of Tattem s" of 
identical length, you may want to use Arrange Song.

Arrange Song is only a Playback function, it doesn't rearrange 
your Patterns permanently.

This feature involves a few major steps. You must make up an 
Arrangem ent, a list of Patterns that shows how you want your 
Song played back. You must also switch the Tracks that you 
want to follow  this list to SEQ mode. Finally, to play back a 
Song arrangement you must switch the program from TAPE mode 
to SEQ mode.

The arrangem ent follows one of the Tracks. This is called the 
Reference Track. Any Track can be chosen as the Reference 
Track. But this is the catch:

A ll Patterns that are to follow  the Song Arrangement have to 
have their Start and End points at exactly the same positions 
as the Patterns on the Reference Track.

This means that all Patterns that are to be used in a Song ar
rangement have to have perfectly aligned start and end points, 
just like Patterns on traditional sequencers.

Track X

Track Y
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am back and forth between TAPE and SEQ 
the M O D E : button, or press IX] on the com-

You cannot activate recording in SEQ mode.

•  SETTING TRACKS TO SEQ MODE
Each Track that you want to play back following the Song Ar
rangement list has to be put in SEQ mode. This is done by double 
clicking on the Mute/Status button of the Track. This can only be 
done if the Track is set to ON. This means that only an unmuted
Track can be set to SEQ mode.

Double dick again to exit SEQ mode.

Once in SEQ mode, the Track can be muted and unmuted as usual, 
with single clicks on the Mute/Status button, or using Group 
Mudngs (page 52). ■ «.;

You can't record on aTrack set to SEQ mode.

Tracks set to SEQ mode w ill follow  the Song arrangem ent 
Tracks in normal ON mode w ill play normally.

This is definitely a  useful feature, as you may run som e Tracks 
in normal ON mode, arid some in SEQ mode.

you enter Arrange Song (this is actually not a must, but it makes 
things a lot clearer since it allows you to see which Tracks will
run in SEQ mode and which that won't).

Select Arrange Song from the Track menu. A large window ap
pears. This has quite a few different Parts, which will be ex
plained below.

-  * j y .  •’  “» .  • V . *  j  f  ** .  1 •  >  t  v * * '  * ' ?  '  1  %'•* ‘  '.■ ■ .»*  »  .  *  -  .  » * • ^  -  * .  % * l ' / J  • » " »  —.  4  - |  •. r  ■ |  i  ^  | j '

willhL1*2* 6!? t,®iv*n your Patterns descriptive names, you 
tally lost m this window, so name all your Patterns!

•  ARRANGING A SONG
Make sure you have switched the program to SEQ mode before

The Track Menu
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Track:

I

REFERENCE TRACK NUMBER AND THE "NEW 
TRACK” BOX
The Track: box in the left upper comer is used to select the Ref
erence Track. Use [Esc] or (Backspace! (on the computer key
board) to clear this box and enter a new Track number (if so de
sired).

D o not press [Return], as this is the same as Exiting this win
dow.

__ ____________  W hen you have chosen, and typed in the right Track number,
jq il  Track | d ick  once on the button New Track. A dialog box will inform you

that this operation will clear the current Arrangement (just the 
H B p lf  Arrangem ent, not the Patterns that are part of it). If you dick
H p p l OK, the window is  redrawn with the new Track as Reference
H p fe  Track (it disappears and comes back again).

REFERENCE TRACK PATTERN LIST
There are three alm ost identical columns on this screen. The left 
of these is a list of the Patterns on the Reference Track. If there 
are more Patterns than there is room for, this list can be scrolled 
using the arrow icons at the top and bottom.

You can find out which Tracks have Patterns with start and end 
points m atching those o f the Pattern on the Reference Track. 
This is  vital, because if they don’t match, the Pattern will not 
be played back in the Arrangement.

Intro

I

m

This is done by clicking and holding the mouse button over the 
Pattern you are interested in. There is square with small num
bered (1 to 24) boxes on the right side of the screen. Each box 
represents a Track. This can be read out as follows.

♦  If the program is set to TAPE mode, all Tracks are dis
played in grey.

An empty Track, a Track with empty ’ * “ *
not set to SEQ mode, is always displayed m grey, 
you are dicking on a Pattern or not.

♦  A Track with music on it, set to SEQ mode, has a black nu-
meral before you click on it. ^ g
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, Hirk and hold the mouse button on a Pattern in
*  When a Track number with a black numeral

the Referei* *  T ' start and end point of the Pattern on
S n a t c h e s  the Pattern on the Reference Track (the 
*  e yw  clicked on). This means that this Pattern w ill play 
according to the Arrangement list without problems.

p ^ * Q f  «# i »»«*.  "  r  . ■;  v* .  f\  \ . 4 , '  .> a  s  * »  ‘ k  [ l  *•. V  ■ »'  *  f  i  >■ * . a  ■i ' 1.  *” '  • I  » ' (  *  » « , ■  V t • * J .

♦  If you dick on a Pattern in the Reference Track ;andione^of 
the Track numbers stay black, this means that its start and 
end point does not match the Pattern on the Reference 
TrackTthe one you clicked on). This Pattern w ill not play
in the arrangement.

a r r a n g e m e n t  l i s t
The remaining two columns are the Arrangement list (it is only 
one list, but it takes up two columns). This is a list of Patterns 
from the Reference Track. There can be 64 entries in this list, but 
only 34 are displayed at one time. If the arrangement is longer 
than there is room for, this list can be scrolled using the arrow 
icons at the top and bottom of the right of these boxes.

You enter Patterns in to the Arrangement list by dragging them 
from the Reference Track Pattern List, or from another part of 
the Arrangement list, as explained below.

■  ENTERING A PATTERN INTO THE LIST 
Drag the Pattern from the Reference Track, and put it on any po
sition in the Arrangement list.

Intro

Alternatively, drag a Pattern already in the list to a new Posi
tion. This does not move the Pattern, it copies i t

Intro

If you drag a new Pattern and release it over an already exist
ing, the new Pattern will replace the existing. gg
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INSERTING A PATTERN INTO THE LIST 
If you want to insert a Pattern, drag it to the position where you 
want it, but release the mouse button with the pointer on the 
narrow  grey colum n on the side of the Arrangement list. The 
Patterns positioned after the one inserted will be moved down 
one step.

DELETING A PATTERN FROM  THE U ST  
Drag the Pattern and release it over the box that has the word 
TRASH on it. This deletes the Pattern from the list only, it 
doesn't delete the actual Pattern.

$88#88888
88,8St

si
Intro

W hen you click on a Pattern in the Arrangement list, its start 
position w ill be shown at the bottom of the screen, in the white 
box, beginning with the text Position:.

TO PLAY BACK AN ARRANGEMENT
An arrangement can be played back from the Arrange Song win
dow. The four buttons, « ,  STO P, PLAY, and »  behave just as
they do on the Main Screen.

You can not use the computer keyboard for playback and trans
port controls while you are in the Arrange Song window.
M ake sure Cycle isn 't activated when you play back your ar
rangement, as this function w ill override the arrangement

I f  you w ant to play back from a certain Pattern in the. Arrange 
list, drag this Pattern and release it over the PLAY button.

Intro

The Track M enu
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— - t  M
^ t i o n i n S  and the "tape" position in hours/minutes and sec

onds.

The arrangement can of course also be played back from  the 
Main Screen.

When you are finished with the Song Arrangement window, 
press OK to exit, or CANCEL to exit and cancel all changes.

I f you plan a song to be setup as a song arrangement start by pro
gramming some Left and Right Locator Positions that am  be re
called with the function buttons [FI] to [F10] (see page 37). This 
m il make it easy to set up Patterns on all Tracks with identical 
lengths (using Create on the Pattern menu if you wish).

An arrangement always plays back from  position 1/1/0. I f  you 
need to have a predelay you have to start the w hole Arrange
ment with some empty bars.
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T h e  Save and Load commands are used for saving thmgs perma
nently to disk. There is no automatic saving whatsoever m Pro-
j 4 I„y „  is Up to you to see to that all important mformahon >s

saved.

Proeram crashes have always happened on computers, a n d *  
major crash will probably result in that the Song resident in 
memory being lost forever. The only way to insure yourself 
against disasters is by saving regularly while working. Disks 
can also get damaged, so making backup copies of your music is a
must!

All saving and loading operations follow  the standard Atari ST 
procedures. You can enter and exit folders, switch to new vol
umes and so on. If you feel uncertain about these operations, con
sult your ST Operation Manual.

SAVE SONG

To save a whole Song, complete with its MIDI-definitions, Lo
cator Positions, Mute Groups, Master Track and everything, se
lect SAVE SONG from the file menu. Use standard Atari ST
procedures to enter a name and decide where you want to store 
it.

Songs are given the suffix SNG so that they can be identified by 
you and the program as Songs.

DERSNG '-SM
There is one very special Song called DEF.SNG This is the Song

11 ,s * ut0matically loaded when you start the program. Nor- 
c S ?  ' t OUld n0t contain music (but it can). Instead the

I , ™  ^  have a11 the that you would like the
tot^ ve Just after power up. What follows is a list of 

everything that is included in the DEF5NG. --vl

The File Menu
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♦

♦

♦

♦

♦
♦

Everything on the MIDI-Definition page.
Everything on the Mode Setting page.
Everything on the Drum Kit page (double click on Kit).
T h e  Key's, Clefs, Split-point, Rest Quantize and Note Quan
tize for each Track in Score-Edit. '
Everything that can be set for the SMP-24 and Time Lock. 
The Text-Input.
The last Tempo, Locator positions, Mutings and MIDI- 
Channels on the Main Screen.

Set up a Song with all the parameters above as you want them, 
and save it as DEF.SNG.

LOAD SONG

This loads a com plete Song with all the settings as described 
above under the heading Save Song. Use standard Atari ST pro
cedures to select the Song to be loaded. The DEF.SNG can be 
loaded at any tim e, just like any other song.

SAVE PATTERN

You can save several Patterns from several Tracks at one time. 
The first Pattern saved on each Track is the first one after the 
Position of the Left Locator. If this is followed directly by other 
patterns (without gaps in between) these will also be saved. 
The last Pattern saved is either the first that is followed by a 
gap, or the last one within the rang of the Left and Right Loca
tors.

Several adjacent Patterns stored together are transformed into 
one Pattern, an therefore also loaded as one Pattern.

You can also deselect Tracks by muting them (Status off, see 
page 52). Patterns on muted Tracks will not be saved.

Use standard Atari ST procedures to enter a name and to specify 
where you want to store the Pattem(s).

I
The File M enu
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■=■ ... arc eiven the suffix PAT so that they can be iden
tified by you and the program as Patterns.

Use a descriptive file m m e that tells how many Patterns are in 
the file, and how long they are.

LOAD PATTERN
A Pattern is loaded on to the Track selected for recording. Its 
start point within the Track is set with the Left Locator. If 
there are more than one Pattern in the file, the following Pat
terns will be loaded in to the consecutive Tracks. For example, if 
you have a file with three Patterns, and Track 4 is selected for 
recording, the Patterns will be loaded into Track 4, 5 and 6. All 
Patterns are given the same start point.

Several adjacent Patterns stored together are transformed into
one Pattern, an therefore also loaded as one Pattern.

0 1 i  '•

Use standard Atari ST procedures to select the Pattern to be 
loaded.

Loading a Pattern into a Position where anything is already re
corded overwrites the originaL

IMPORT MIDI FILE
You can import files saved in the MIDI standard file format. 
Pro-24 III reads files in the "0" format (one Track only), and the
1 format, (several Tracks). MIDI files are loaded as if they 

were Patterns, and Time Signature and Tempo information is ig
nored completely.

Files in format "2" may be loaded (these are files organized as 
Patterns on a drummachine).

Use standard Atari ST procedures to select the File to be load-
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You can save files to disk in the standard MIDI file format 

Mute the Tracks you don’t wish to save.

If one Track only is active, the result is a type "0" file, and if 
several Tracks are active the result is a type "1" file. The first 
Track is always a Tempo and Time signature Track.

As when saving Patterns, the Left and Right Locator can be used 
to decide which part of a Track is to be saved. But, when Ex
porting MIDI Files, the whole Track is saved, regardless of how 
the Patterns on it are organized.

Use standard Atari ST procedures to enter a name and decide 
where you want to store the file.

M ID I standard files are given the suffix M ID.

This is used to delete all kinds of files from disk. Use standard 
Ataris ST procedures to select the file to be deleted. Songs have 
the suffix SNG and Patterns the suffix PAT.

D o not delete files w ith the suffix RSC.

The New command erases all music on all Tracks, 
definitions as they are. If you want
rations reset also, you have to load DEF.SNG and then seiecr

want to keep before quitting.
Page 160
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. ,  from this menu first displays something you
Selecting a •• f  thjs program and the company that

a -o n Pd S S  might show you some-

thing you didn't

What is more important is that if  at any time the screen is not 
redrawn correctly (like if  a dialog box is left hangmg on the 
screen after you clicked OK) selecting about., and clicking on 
OK will redraw the screen completely.

The Desk Menu
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midi d e f i n i t i o n s

THE MIDLMENU

If you select this item from the MIDI menu you are presentea 
with quite a substantial window. It contains eveiything you 
might ever want to change when when it comes to incoming 
MIDI-signals. This window also contains the setup of the Re
mote commands.

•  FILTERS
Along the top on the right side of the window are three menus 
called Ch-Filter, Rec.Filter and Thru-Filter, and below, on the

O  "

left side, is the Controller Filter.

CHANNEL FILTER .g.. g ig
The first filter menu allows you to deselect one or several MIDI- 
channels. Normally all the items on this list are ticked, which 
means that information on all MIDI-channels are accepted.

Click once on an item and its tick goes away. Information coming
in on this MIDI-channel is now ignored. Q ick  again and the 
tick comes back.

RECORD AND THRU FILTER
These are two filters that remove events of a certain 
The Midi Menu 9 IH I



matter what MIDI-channel it comes in on. The item list is iden
tical for both menus.

The Record F ilter prevents certain types of MIDI-events from 
being recorded by the program.

| The Thru filter stops certain types of events coming in via the 
com puters MIDI In from being immediately passed on via its 
MIDI out (The MIDI-Thru function, described on page 166, pre
vents any data from being passed on when set to off).

THE ITEMS ON THE MENUS

■  N O TE O FF AND NOTE ON
These are the M IDI-codes that build up the regular notes. Each 
N ote O n has to be matched by a Note O ff or the note will keep 
sounding for ever, so watch out when filtering out just one of 
these types of events.

■  K EYPRESSU RE
This filters out p olyp honic key  pressure, that is the type of 
pressure that can be applied individually for each key on a 
keyboard.

_  CONTROLLER ' v i  ■; '
This filters out a ll controller information, regardless of its con
troller num ber. This involves the modulation wheel, breath 
controllers, footpedals, switches and so on. If you want to filter 
out one particular controller, see page 165, Control Filter.

■  SO U N D  _
This removes all Program Change commands. These are normal
ly used to make synthesizers switch from one preset to another.

7s  f i t e  out all m onophonic key pressm ,'
That is  pressure that affects all notes equally (as on the Yama
ha DX-7).

_  PITCH-BEND 
Removes all Pitch Bend commands.

The M idi M enu
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■  *  • • • • «  ■  ■  1  • I  • • ■  • • • * • * * *teix-wmw:-:
■■ B imm

These are used to continuously transfonn one controller number 
into another. All incoming controller numbers can be transformed
to any other number at the same time.

.  .  '  v  »  A*, y  f*3*( » .• * *  * '  * * y  ‘ ^ ’  ,* »  .  * . * ’ *■.  .  * ^ "> V  * * #»  »•  i  .  f  i‘ r  ’  Y * ^ L » £ (  .■ * >  » ' ■  '  S '  .  .  fr '  * >  ■ m  r y  'f  • * S  •* ■ /  ■  r  . .  • ■ \  *  ." • U  • *. »  *»*\ * / f  v  • — ^  ■  fcw 1 »  . r t u t n f l

Select which controller you want to transform by scrolling 
through the list (0 to 127). This is done by holding the mouse 
pointer over the left of the two value boxes, using the left and 
right buttons to change the value. '

f t  i  •**. .  *  i  .  ^  v  , . .  * '  \  ‘  ^  J  • 1  *  **• • ■* *  *• > »  <*»>.«* »•» r '  ***- t  f
w  , \ » h 7 / A £ j  ̂  A u A H k f f i V y Q H n k U * ■ i  .  * • w WJ A

Use the same method to set the number in the right value box 
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•  MIDI-CLICK
W hen recording in a studio, the built in beep-metronome of the 
Atari m onitor might be insufficient. This function lets you send 
out the metronome via MIDI as note commands.

The M idi M enu



J  A*ride to set MIDI Thru to On (tick),
If ° n the 0ti S J d o n  the keyboard will be played by th e synth 
any note Pr®*se^ . . . ^ so sent to the computers M IDI m, un- 
directly (as always) but * *  M IDI out, and there-
mediately passed back one Qr ^  m iliiseco n d s later.

by play be pe^eived as a flanging effect that ap-
^ ^ " ^ o r d i n g  music, not when you play it

back.

2 If you are using a multitimbral keyboard both to mPut 
fnto the computer and to play back the sound, you would also 
have both the MIDI In and Out connected to the computer.

T h e  best bet here is to set the synth to Local Off (if possible^you 
have to check its operation manual), and activate 24 s Thru 
function Local Off cuts off the internal communication between 
the keyboard and the sounding part of the synth. This is effec
tively the same as having a separate master keyboard and a
synth expander.

O

3. If you are using a multitimbral keyboard (as above) that can t 
be set to Local Off you can always use 24's Filter Channel func
tion (see page 167) set to the appropriate channel, and have the 
Thru function activated.

4. If you are using a separate input device (such as a master key
board or a guitar to MIDI-converter) and one or more slave 
synths, this function should definitely be set to On (tick). Oth
erwise nothing that you play will be retransmitted while you 
are recording, and you won't hear a single note you are playing! 
You may want to use a Filter Channel anyway (see page 167).

FILTER CHANNEL : j l B
This is a function that stops information on a certain MIDI- 
channel from being sent Thru, even if MIDI-Thru is set to On 
(ticked). Only one MIDI-channel can be selected at a time.

Use the mouse pointer and buttons to set this parameter to chan
nel 1 to 16 or OFF. .

Th*s is useful when you have a multitimbral synth which can't 
be set to Local Off. That way you can use the MIDI-thru function
The Midi Menu Page u ?



on all MIDI-channels but one, the one the keyboard transmits
on. For more info on how to use this parameter, see MIDI-Thru 
page 166. '

•  SYS. EX OUT V
This filters out any sending of System Exclusive data. Since 
these are often very large packs of data, they can take some 
tim e to send, and therefore disturb the timing of the music.

This param eter can be set to On (tick), and this means that the 
program  will transm it Sys-Ex data, or Off (no tick) which of 
course m eans that it doesn't.

Clicking on this button turns the function On/Off.

•  MIDI-CLOCK
This param eter turns On and O ff the outgoing MIDI-clock. Pro- 
24 III can generate M IDI-clock and Song Position Pointer com
mands for tempo-control of drum machines and other sequencers.

Clicking on this button turns the function On/Off.

j •  MIDI-DELAY
W hen syncing the program to an external MIDI-clock (see page 
65) you m ight want to delay everything by a certain amount of 
M IDI-clock units (24 per quarter note).

This param eter (set using the mouse as usual) does just that.

This can be useful when you have an old Track on tape produced 
by another sequencer, and your new overdubs don t fe d  rigjitt* Or 
i f  you are syncing to a  drum machine or sequencer and feel that 
Pro-24 III is playing ahead o f the other device. This parameter 
can also  be used in conjunction with the Pattern Delay (and Pre- 
D elay) param eter (page 49).

The M idi M enu
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REMOTE CONTROL

Renote Control

This is done by setting up a Map and making sure Remote is acti
vated (ticked) on the Flags menu.

• USING REMOTE
To activate a command using the Remote function, you must first 
press and hold the synth key set up as the REMOTE-KEY on 
your map, and then press the relevant key. As Pro-24 III is nor
mally setup when it is first started (before any definitions are 
changed) you activate PLAY by pressing and holding the CO 
key and then press C# once.

These keys of course correspond to MIDI-note numbers, which 
means that you can use Remote from a guitar controller or what
ever MIDI-device you use. i i

You may also use the Modulation wheel as a "remote key" to in
put values into the program. This is especially convenient when 
you do a Tempo Recording.

THE DIFFERENT COMMANDS

ive to press and hold to tell the program 
from now on are intended as commandsthat all keys pres 

rather than music

This key can not be used to record music at all when Remote is 
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active (ticked on the Flags menu).

STO P, PLAY AND RECORD 
... work just as usual.

■  LEFT L. AND RIGH T L.
M oves the "tape" to the Left and Right Locator position, re
sp ectively .

■  CYCLE
Turns Cycle On and Off.

■  REC POIN TER L AND R
M oves the Record Pointer one Track to the left and right, re
sp ectively .

■  SO LO
Turns Solo On and Off.

■  CYCLE-SW ITCH
W hen in  cycled recording, this switches the program between 
Record and Erase mode.

■  Q U A N TIZE
Quantizes according to the settings on the Main Screen.

■  N EXT SU BTRA CK
Steps through the record Pointers A, B, C and D used o 
Recording.

■  DELETE SUBTRACK
This corresponds to the first item on the Functions menu.

K E ^ t H S E -  item on the FuncHons menu on the 

m ain Screen (see page 62).

to the third item on the Functions menu on the 

main Screen (see page 62).
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To change which keY S^nee- It will turn black. Now press

a t r s s B 5 3 * 5 s  w a n ' , o  a c i i v a i e  , w s

command. The new key is displayed.

o f using

T Z f J ^ c J r o U e r  instead o f press,ng a key when setting up 

the Remote Map.

When you are finished with the MIDI-definitions, click once on 
EXIT or press [Return] on the computer keyboard.

MODE-SETTING

You can setup Pro-24 III to send out certain MIDI-commands on 
different channels. These commands are of two types.

1. The first is MIDI-Mode which is the main mode the receiving 
device should be put in. This is sent out whenever a new Song is 
loaded and when you Exit the Mode settings window. Use this 
to remotely put all your equipment in the right modes for a 
Song.

2. The second is the All Notes O ff command used to turn off any 
"hanging” (or droning) notes due to Note Ons not followed by 
corresponding Note Offs. This is sent out whenever the program 
is stopped. Different brands react to different All Notes Off 
commands, hence the many different options. It is impossible to 
make a list of which synthesizers use which, you must experi
ment yourself.

Select Mode-Setting from the Midi menu. Click once on the box 
that you want to change, and use the left and right mouse but
tons to step through the different options.

f f c g r a

'

The Midi Menu Page 171



•  MIDI-MODES

MONO 1/MONO 2
M ost synths can be set to Mono mode using either of these com
mands. But, some older instruments have to have one or the oth
er. O nly experimentation will tell which.

POLY
*. *r , Y ^ * j  * '<  ■ *^ "  '  ^  *• »* "  * ’ ”  ■ 1 " * ® ^ '  * ”  *  % * * *  '  i* *  f » '  '■  * . ' » * * *  '  -  ^  w « % "  .* » #  r ^ t »  ■>'>‘***^ff* ^  .  . »  "  . ’ .  N * V  -  *  .  »^ 'a 2 l* *  • • >  * * '■  '5  ̂ 4* 1 ‘^  '■  ’ * * - '  **" "^" '  '*

I Normal Poly/Omni O ff mode. The synth receives on one MIDI- 
channel only.

OMNI
Normal Poly/Omni On mode. The synth responds to MIDI com
mands regardless of what MIDI-channel they are coming in on.

I
K 2 T u V | t K ^ f l | i i  f t r r  * s®J f  *■* • v  r  • *  i . '  ,  «.*,j .  ’  •. ’  s- . r  *  » T f f r n f f T j l M  '  * „ -* * • ' ' ^ ’  V '  * »•  * •. ■ *« .  .  t  m / T »_  '  .  • - • ' ' ? ■ '  * v ^  ”  .* * ’^ v -  * v 1 ^  *'} •* 1 f

LOCAL ON AND LOCAL OFF
Local O ff turns o ff the synths internal communication between 
keyboard and sound, effectively making it into a separate mas
ter keyboard and slave synth. Local On turns it back on.

•  NOTE-OFF MESSAGES

MONOl/POLY AND M0N02/P0LY
An unusual combination o f controller commands that turns of all 
notes on some older Yamaha synths.

OMNI OFF
Sets up a synth to receive on one MIDI-channel only. It also 
happens to turn off all notes on some synths.

ALL NOTES OFF . „ . .
This is the command in the MIDI specification specially devot
ed to turning off all notes. This is the one you should try first.

POLY/M ON Ol A N D  P 0L Y / M 0N 02
Also nonstandard commands that work w.th some Casro synthe-

S ^ a ^ t h  to receive on all M IDM um nels. It also happens
to turn off all notes on some synths.

I Page 172
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u c  Exclusive messages can be recorded just as mu- 
A l t h o u g h  System Exc^ ^   ̂ utiIity that makes it easy to
sic (see pag » for our synthesizers on disks, and send 
store banks of sou ,yh You will need a fair amount of
them tack its (u.1 potential. You

‘o know how your equipment does its Sys-Ex

dumps.

Select D um p-U tility from the M idi menu. The window that 
pops up holds a number of functions and parameters.

SY N T H :
This is a display box for the name of the synth this dump re
lates to. This box always says unknown, if you haven't loaded a 
Dump Module (see below).

B Y T E S: ^
The number of bytes loaded into memory. This value may 
change a couple of times during a dump from a MIDI-device, 
since the data often comes in a couple of "chunks".

MIDI-RECEIVE
This button puts the program in a waiting mode, where it is 
ready to receive data from a connected MIDI-device. This is the 
function to use if you can initiate the sending of System Exclu
sive data from the MIDI-device itself. This also clears any 
dump that is currently in memory.

MIDI-REQUEST j
This button sends out a request message, asking the device in the 
other end to send its data automatically. The program then 
waits until the data is received.

i t

The request message in itself can either come from a Dump Moo-
ule, or you can set it up your self using the REQUEST: line (see 
below).

m m m
MIDI-SEND
This function sends out the System Exclusive data that is cur- 
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rently in memory. This data can come from one of two places- ei
ther from disk (see DISK-LOAD below) or it can be data just re
ceived or requested from a MIDI device.

LOAD MODULE
This is used to load Steinberg Dump Modules from disk. These 
are "m ini-program s" specially designed for different MIDI- 
devices. They sometimes contain whatever request and hand
shake messages it takes to "persuade" a MIDI-device to send its 
data. They can also contain routines for loading sounds from 
disk m ade with other Steinberg programs (like Synthworks) 
and sending them out to the connected device.

When you load a module, a window below the DISK-LOAD and 
DISK-SAVE buttons tell you something about what this partic
ular Dump Module can do, and how it works.

DISK-LOAD
This command is used to load a data dump from disk. It uses a 
standard Atari ST disk window and procedures.

DISK-SAVE
This command is used to save a data dump from a MIDI-device 
to disk. It uses a standard Atari ST disk window and procedures.
A sound file is given the suffix SN D.

, CHANNEL AND POSITION BOXES
These two are used for inserting a MIDI-channel number or a 
MIDI device number into a System Exclusive dump before it is 
sent out to the MIDI-device.

If you have several synths of the same model in y o u r  system, 
you need a way to identify them, when sendings out bys-tx s 
too Therefore a MIDI-channel or M I D M e v i c e n u m b e r  (they 
are essentially the same) can be included at the beginning of the
dump.

Use the CHANNEL: box to set the number in iteelf, < 
j sition: box to tell where in the message> thirshaU be mse 

you set the first to 15 and the second to 3, t h e f o r i b y *
System Exclusive dump will be to m  0 to
(decimal) since MIDI actually numbers MIDI-channeis

I page 174
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^ S S  end wCU,'f7 (System Exclusive and End

of System Exclusive).

havp typed in your line, press [Return]. The numbers
Hme you press MIDI-REQUEST if no

Dump Module is loaded.

You can also test your request line, by pressing th eR E Q U E S T :  
box itself. This sends out the message without Pro-24 III waiting 
for an answer. You can then check if your MIDI-equipment seems 
to react to the message as intended.

OUT CHANNEL

This item can only be selected if  you have an SMP-24 or a Time 
Lock connected to your computer (and turned on), but it is only of 
interest to SMP-24 owners.

When using an SMP-24 you can direct the Tracks not only to dif
ferent MIDI-channels, but also to four different outputs. This 
page is a map of the twenty-four Tracks, and their Out Channel 
settings.

1 Ho

No

No

The leftmost column holds the number of the Track.
* *• ■ « V  ■ * - V  * T r r t *  "• *  «  ’  * ’•✓***' -** ~  ̂  1.  * ' » .  ’  * »* *» t s '  •

v * ,  .< *  ■*. ,*  ■ V • ■ '» < '% " * *  ~  '< • £ *  ’** t  »  —  .v * *  • w j  j »  -  * /  . * » ■  <  4 p i v t f O ^ H

The next column after that is blank, and the next holds the
MIDI^hannel for that Track, as setup on the Main Screen. Use
the left and right mouse buttons to set the Track to MIDI chan
nels 1 to 16 or No.

m i

»  i  »• rr  *« r -* ‘  *  ^  » •  v  * *  i  *- .  ***** }  *  * -  **#  *y* \  v  ~ *  7 p  .  >  »  » f  * '  f  f  *»*** • »/*

The next column is also blank, but after this are four columns 
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representing the four outputs. Each of these can be turned On nr 
O ff by clicking on them.

A Track can be directed to all four outputs if  you so wish.

O n the bottom  o f the screen are two special rows. The first 
(CLOCK) is  used to set which outputs you want the MIDI-clock 
and the M IDI-click sent out on (if they are activated on the 
R ags menu, o f course).

The second (RESET) is used for setting which outputs you want 
All Notes O ff and Mode messages sent out on (see page 172).

I f  you are using the Steinberg DM P-7 editor, this function must 
be turned o ff for the output connected to the DMP-7.

SMPTE

T h is item  can only be selected if  you have an SMP-24 or a Time 
Lock connected to your computer (and turned on) and if you have 
the program set to external sync (EXT).

D o not press [Return] on the computer keyboard when entering 
values in  the SM PTE window, as this w ill close the window!

PLAY MODES
T h e central part o f the SM PTE window are the three play 
modes. Click on the buttons to select either of them.

■  FREE-RU N  „
W ith this m ode activated you can set the tempo manually
the Pro-24 III Main Screen.

T n ^ m ™ TPro-24 II. follows the Tem poand T , « S p a J «
settings on the M aster Track only, 
make the program start when it receives the S
selected Cue-point. (see below).

The M idi M enu
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■  SELECTING CUE POINTS J  t
You can use the forward and rewind buttons ( «  and » )  to step 
through the 17 cue points (including Start). The Cue: and TIM E 

>xes displays the SMPTE time and "tape" position for the cue.

ENTERING TIME (TAPE POSITION)
^lick in the TIME box and use [Esc] on the computer keyboard to 
dear the line, or [Backspace] over the existing figures. Enter the 
"tape" position desired. Click on Get Cue and the program cal
culates the SMPTE time position for that cue and displays it in 
the Cue box.

-  O .

Remember that it is the master Track Tempi and Tim e Signa
tures that are used for this calculation (whether it is active or 
not).

■  ENTERING CUE (SMPTE TIME)
Click in the Cue box and use [Esc] on the computer keyboard to 
dear the line, or [Backspace] over the existing figures. Enter the 
SMPTE time desired. Click on Save Cue and the program calcu
lates the "tape" position for that cue and displays it in the 
TIME box. 4 :| gg

Remember that it is the master Track Tempi and Time Signa
tures that are used for this calculation. 

You must use the Get Cue or Save Cue commands to finish off the 
input of a new cue, or the cue-point will not be stored.

« | K 4 E r K K ^ f f H R v £  *  *'*4 '  * -*  * / ,  ̂ i  *  ? "*• 1* A  '  “ • .» j  j  1» > »««» y ,  *  * .  i i
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GET SONG
This command loads a Song (a list of cue points) from the SMP- 
24. This is  very useful if you have used the Tap function on the 
SMP-24 to make up a list of tempo changes.

WRITE SMPTE
W hen you click in this box, SMPTE time code is output from the 
SM P-24 or Tim e Lock, in the format (24 ,25  30 or 30DF) set (see 
below ). This is  also called "striping the tape", and is something 
that m ust be done before you can sync to tape.

Tim e code is written starting at the SMPTE time defined for the 
Start cue point.

'  ' / O  ‘  ^  ’  '  . . .

W e recom m end a  Start point set to at least a couple of minutes 
a fter absolu te zero (00/02/00/00/00 is  a good setting). Other
w ise, i f  you rew ind the tape to a  position before zero, the pro
gram  m ay th ink that you are actually at the far end of the the 
song, not before i t

SMPTE FORMATS
You m ust set the program to the type of time code you use. This 
is  done by clicking in the relevant box.

■  24 FRAM ES PER SECOND
This is the speed used for film, not video.

■  25 FRAM ES PER SECOND
T his is  the speed norm ally used for video in Europe (EBU- 
standard).

30 FRAM ES PER SECOND n
This is  the speed normally used for video in the United States,
Japan and other countries and is also the U.S. studio standard 
speed.

A

■  DROPFRAM E (30 DR) d
This speed is actually 29.97 frames per second, and is an adap-
tion to the actual color television frame rate.

■  NORMAL/U-MATIC SMPTE win-
You can use the box in the lower right hand of the bM ri ^
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TAPE-CONTROL

TEXT INPUT

dow to switch between normal time 
U-matic format.

This function is for future use only, and will remain grey (non 
selectable) at all times.

Selecting this item from the M idi menu presents you with a 
mini-text editor where you can put in any comment that you 
want to save with your Song.

Pressing [Return] on the computer keyboard or clicking on the 
EXIT buttons closes this window. The text is saved with the
Song when you save it to disk. >:v
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jg p ~FfAGS MENU

m

All the items on i t h i s “ " ^ i ^ ^ e ^ c h  time you 
"  t e r ^ t ^ m e n u y o u  switch it frem On to Off or vice

*  *♦* **»• i  ’  .  » ■  •  .  * H  f  ̂  > 1 *  ^  *_ * »  (  ‘ y N  « ,*  J  * * -  V  • ■ '* * • * ■ « '’*“* -  f t  • ' j  * v % *  1  *  ^ V r i r  A b T O ^  W K *  v ? C n  '* f  f  \ ' O '  V  V  *« /< .  |  I p  .  ^  »£ >  •*'

versa.

f u ^ e M i n h ^ a s  set in the M idi D efinttions window, 

(see page 166) On and Off*

i v  w a r n in g s
This Flag determines if the program will display dialog boxes 

1 wT* warnings whenever you are about to do sometlung that 
may result in music being deleted, overwritten or lost.

•  RECORD CHANNEL
If you set this Flag to On, the MIDI-channel the instrument used 
for recording was set to, will be stored with the recording. This 
can later be used for playback if  the MIDI-channel for that 
Track is set to No (see page 32).

RESET ON STOP
If this is set to On, all controllers and pitch bend will be reset to 
0 (zero) each time the program is stopped. With this Flag set to 
Off, a pitchbend wheel left at a high position when recording 
was stopped, will cause notes to stay "bent" forever (or until a 
corresponding pitch bend command "bends them back”).

On the other hand, a controller that affects a sounds stereo po
sition might be very annoying to have automatically reset eve
ry time the program is stopped.

•  RUNNING STATUS
• .<. ’  . * . *  * - v  V ».' •  • '  * V  ♦ «  «■£ i  v  * >  . *  * i»  ' I  '  C -*  '  /  mt ' \  S J  •  V t w T »  «  *  .■ ?

Most synthesizers accept a MIDI datacompression method 
called Running Status, but not all. You can definitely leave this 
Flag set to On until you run into problems.

MIDI notes are built up of status bytes and data bytes. A status 
byte might tell that "this is a Note On command" and the data

. »  • .  *  .  i  *  .  .  -  »  -  , v ,  . .  * x . -  *. -  H r  • * \ *  *  f  • ,  * *■ #v  * ■ • -  «** * " » -* •  ;  .V‘  ,  »  »  * '  <  **
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bytes tell which note it was, and what velocity it had Th*

is * *  * *  do" ‘  b y , « X '

r  noLVnn *w itf * % lh esl? m  “ « P ‘  lhis'  *>ut some older „hes may 
n o t  You w ill notice when they don’t since they won't play b a 2
your m usic properly! v  y

P R E C O U N T
This turns O ff and On the two bar countdown. You might not 
need the countdown when doing cycled recording on short Pat
terns, and you definitely don’t want it when you are transferring 
data from another sequencer or a drum machine to Pro-24 III.

P L A Y B A C K  P A R A M E T E R S
This turns the Playback parameters On and Off (see page 47)

B E E P
This turns the metronome beep produced by the monitors built in 
speaker O n and Off. This can also be done using [B] on the com
puter keyboard.

R E M O T E
This activates and deactivates Remote control (see page 169).

C Y C L E :  M U L T I  R E C O R D I N G
T his turns O n and O ff the possibility to separate different 
M ID I-channels to  different Tracks when recording (see page 
63).

The Flags M enu
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Alternate + or -
Enter/Return
Spacebar
*
0

(
)
L
R
Shift + L or R

/ . ■ . H H
F1-F10

Shift + FI and F10 
Cursor Left and Right 
Shift + Cursor Left and Right
1-9
Left Shift + 1-9 
Right Shift + 0-4 
Esc
Alternate + F1-F10 
Alternate + Shift + F1-F10 
C
A /:
N 
S 
T 
M 
B 
X
Q
W

Computer Key Commands

Raise value 
Lower value 
For coarser changes 
Start playback
Stop
Start recording 
Zero
Jump to Left Locator 
Jump to Right Locator 
Set Left Locator 
Set Right Locator 
Set Left or Right Locator dur
ing playback 
Destination box 
Recall preprogrammed Loca
tors
Store Locators 
Select Recording Track 
Select Pattern 
Select Active Track 1-9 
Select Active Track 10-19 
Select Active Track 20-24 
Mute Active Track 
Recall grouP muting 
Store group muting 
Cycle On/Off 
Auto Recording On/Off 
Pattern Name 
Solo On/Off 
Mastertrack On/Off 
Sync mode Int, Midi, Ext 
Metronome beep On/Off 
Tape/Sequence mode 
Quantize
Record/Erase mode

A n

!

'

-  '

*

• S w s S a
r’ V V C T I
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# 
IS; 
ftf!; j

1
E
D
F

Step to next Sub Track 
Delete Sub Track
Delete last version on Sub 
Track
Key Erase :
Go to Grid-Edit 
Go to Score-Edit 
Go to Drum-Edit

GRID EDIT

P
0

Spacebar

(
)
Cursor Up/Down 
Cursor Left/Right 
F1/F2/F3/F4

D elete
Insert
Numbers 1-7 
0  '

T
M
I
S
/
R
Esc
Return

Raise value 
Lower value 
Playback On/Off 
Restart playback from begin
ning
Restart playback from Range 
Move Grid to currently played 
position
Move Grid to start of Range 
Move Grid to end of Range 
Next previous event in list 
Next page in event list 
Select Position, Note, Veloc, 
Length 
D elete 
Insert
Select Quantize value 
Dotted notes On/Off 
Triplets On/Off 
MIDI-In 
I-Mode On/Off 
Step input On/Off 
Swap Edit Page 
Restore 
Cancel
OK

Com puter Key Commands
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Alternate + 1-7 
P 
*
Spacebar

Cursor Up/Down 
Cursor Left/Right 
Q r Home

Shift + Clr Home

F2/F3/F4/F5/F6

Delete
0
S
Numbers 1-7 
•

TH I §||B
N
V
I
Insert
#
B 
L
/ • - i f S S
u
R 
Esc
Return

Raise value 
Lower value 
Note display Quantize 
Playback On/Off 
Restart playback from Range 
Move score to currently played 
position
Next/previous note 
Next/previous bar
First/last note on the screen in 
upper clef
First/last note on the screen in 
lower clef
Select PoSy Note, Vel., Len., 
Offvel., Chan.
Delete 
Insert pause 
Position box 
Select Quantize value 
Dotted notes On/Off 
Triplets On/Off 
Hear edits
Notes On/Off (MIDI In) 
Velocity On/Off (MIDI In) 
I-Mode On/Off 
Insert Mode On/Off 
Raised notes 
Lowered Notes 
Print ■.::
Swap Edit Page 
Update • H |
Restore 
Cancel
OK . ■ ■

mm

Mr
Computer Key Commands
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0 Stop 
Record 
Erase mode 
Rewind / Forward 
Move to currently played po
sition

Cursor Left/Right 
Spacebar

Cursor Down/Up 
Tab, 4 , and +

Next/previous instrument 
Tap selected instrument (in 
Rec mode)
Loop On/Off 
Beep On/Off

L
B
Undo
Return

Cancel
OK

For the follow ing four com m ands (E, Q, C, I) this scheme ap
p lies:
♦  Just pressing the relevant key on the computer keyboard is 
the sam e as selecting the item from the Bar menu.
♦  H olding the left [Shift] key while pressing the key on the 
com puter keyboard is  the sam e as selecting the item from the 
Loop menu.
♦  Holding the right [Shift] key while pressing the key on the 
com puter keyboard is the sam e as selecting the item from the 
Pattern menu.
C  To buffer
E Erase
Q  Quantize
I Iterative Quantize

Com puter Key Commands
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