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Chapter 1

Overview

1. Thinking of buying Creator or Notator?
1.1 What do Creator and Notator do?

Creator:

— is a music sequencer software program that reddit®! data from any MIDI
device, plays it hack and saves it to disk.

— allows you to edit and process the MIDI dataai$ Inecorded using a number of
sophisticated editing tools and functions.

— will help you assemble your music quickly andikassing powerful real-time
arrange list functions.

— is a real-time MIDI processor, allowing you t@pess MIDI data in real time,
without your having to record it first.

— acts as a real-time automated mixer of MIDI datdume etc) and as a real time
virtual System Exclusive editor.

— is fully synchronizable to audio and video tapegre- and post-production at
home and in the sound studio .

— is fully synchronizable to real-time incoming MiBnd audio signals: the
musician’s tempo controls the sequencer.

— much, much more.

Notator:

— includes all the Creator features listed above.

— has an additional editing tool, the score editmat lets you edit the MIDI data in
notation on the traditional stave.

— Notator is an all-encompassing MIDI compositioal goroduction system which
will help you from the time you start working onwdirst idea to the printing out of
your completed score.

— Within just one program you have the completea@resequencer software
combined with a traditional notation capabilityngolete with a sophisticated
printout facility.

— There is no division between MIDI Notes and tltBgplay in notation form. The
data formats of Notator and Creator are identical.

— Printout of full scores (up to 32 voices), witthitable Page Preview function;
downloadable fonts; hill range of notation symbaslgpport for dot matrix and laser
printers.

1.2 Inventory: check the Creator and Notator contets

When you buy Creator, the package should contain:

— One ring binder contained within a sleeve

— This manual, packaged in the binder

— The small matchbox-sized security key (called@ngle”) with the blue Creator/
Notator label

— One main Creator program disk (possibly with @osel duplicate disk)

— A registration card, registering your purchasehe sent off to your country’s
EMAGIC distributor, allowing him to inform you ofpeoming updates etc.

When you buy Notator, the package should contaithalabove, with the difference
that:

— The program disk will be Notator

— There will be an additional disk containing NotaFonts.

1.3 System requirements: summary



Creator and Notator:

— support Atari ST computers only. The memory céaganust be one Megabyte or
more (see Chapter 1.3.1 below).

— support double-sided disk drives and hard diskedronly (all ST computers’
drives are okay in this respect, except for eaBi ST's) (see Chapter 1.3. 1).

— support high—resolution monochrome monitors.

— Notator supports a large range of printers: (Seapter 14.8).

2. How to use this manual

Welcome aboard!

The remainder of the information in normal type taams operating steps relating to
the topic in hand and descriptions of its othetusss.

An additional aid is the chart of keystroke commsawdhich accompanies this
manual, giving an overview of all the things you c# using the computer keyboard.
This manual can be read logically from beginningnd.

If this is the First time you are working with tA¢ari ST computer, continue reading
this Chapter. If you are already familiar with gemputer, you can skim through the
rest of the Chapter and carry on reading Chap&iag.

3. For computer novices

If you are a computer novice, don’'t panic! You dad need any specialized
knowledge of computing, nor of computer-programniargguages! You bought this
program to allow you to use computer technologyaut having to learn all the
difficult bits; it will transform your computer inota musical sequencer.

A few basic observations on computers: with thatrigrogram, they should reduce
your workload, save you time and so allow you toaemtrate on the important
things. Used in the right place at the right timsed in the right way, that is what they
do. Yet because the range of capabilities of a ectensystem is so vast, it pays to
think carefully about the use to which the systernoibe put. Read on for more help.
English—speakers are particularly fortunate thatlamguage of technology is
English — little or no explanation is needed fo tharious terms used.

3.1 Hardware (what you can see and touch)

3.1.1 Computer and mouse

The computer consists of, amongst other thingen&al processor that does all the
high-speed calculations that the program demandsarid a Random Access
Memory or RAM that holds all the data in a volaslate, that is, until the power is
switched off. Novices: do not confuse what this RAbEs, and what a disk does (see
below). The RAM is the computer’'s own memory, whigsts only until you switch
off. Disks are for permanently storing the conteritshe RAM.

Never disconnect thief earth wire from any compeguipment.

The Atari ST range includes various models andsrens, all of which are
compatible with EMAGIC software except for the al&0 STF or STFM models
whose RAM is too small. (But the memory size ofldter 520 ST F, like all STE
models is easily upgradeable using official AtaAiNR chips — see your local dealer.)
The ST range allows a maximum RAM of four Megabyteith the most popular
model being the 1040ST or 1040STE with its one \dggaRAM.

Every Atari has communications sockets or portechsas the MIDI ports - that allow
messages to flow to/from other devices.

The Atari 1040ST and STE have a built-—in keybaand disk drive, requiring only
a mouse and a monitor to be connected at theirpmsts. The MEGA 2ST and 4ST
models have a separate keyboard which connedte toentral processing unit or
CPU. The various portable STACY models have amifhonitor and a tracker-ball
that can replace the mouse, though a mouse casdleel.a



If you are using the Atari Mega/ST you have to ggasome TOS settings: on your
boot disk (floppy or hard disk) you find some filwkich have to be deactivated with
the help of the Control Panel by deleting or remagnthem.

The simplest way is this: just change the exten§id@®PX) of the files
WCOLORS.CPX, COLOR.CPX and MACCEL.CPX into CPY. Ycan do this in
the file information window you will find in the @&top’s file menu. Then open the
AUTO folder and rename the file MACCELS3. PRG intdARICEL3.PRX likewise.
After restarting the computer you can start workmth Notator/Creator.

The mouse is the small plastic box attached t@dimeputer by a cable — its ‘tail’. As
it slides across the desk, a pointer moves achessdreen and, when the pointer is in
the desired position, a button on the mouse i&@tido send an instruction. It is
extremely easy to learn to use, even by the grieebegputerphobe!

Any ST-compatible mouse is fine, though most peogkethe official Atari one.
Always use it with a mouse mat (such as EMAGIGs!keep it clean and running
smoothly. Some people use a stand-alone trackiewbah saves on desk space but
takes a little getting used to.

Get into the habit of switching the computer o, lafter the other devices in your
system, and off before them.

You lose the data in the RAM when y on switch offahe power is interrupted in
any way. Save the data regularly onto floppy d@kento a hard disk.

3.1.2 Floppy disk drive (internal)

The disk drive, such as that in the ST computeassters the contents of the RAM
which the user has created onto floppy disks fomp@ent storage, or reads the data
on a disk (such as Notator’s) which programs themder; it works rather like a tape
recorder combined with a record player, in thanitodes or reads the rapidly-
spinning magnetic floppy disk via a read/write hdaddoes not necessarily encode
the disk in a logical manner, but rather adopts@om method of reading and
writing that uses space (organized in blocks, $e&nod tracks if you must know!)
efficiently. Always wait until the disk drive tiglgoes out before removing a disk.

3.1.3 Hard disk drive (optional)

The majority of users use the computers built-apfly disk drives. The alternative is
to add a hard disk drive to your computer systenclivban make work that much
more pleasant as it is much quicker than a floggk drive. A hard disk drive works
in principle the same way as a floppy disk drivat, there are important differences.
The disk itself is built into the drive and canhetremoved (though there are
cartridge drives that offer all the advantagesarfitdisks but with removeable 45Mb
cartridges, at a price). Reacting and writing tirmes much less than the usual floppy
drive, and considerably more can be stored on theap to 30 or 60-plus times
more.

The hard disk needs formatting once when you bwgnitl can be partitioned, which
means installing small compartments containing ,dedah with its own user access,
rather than having one huge one which would makeval bothersome.

It is not often that people move about with a hdisk because they are thought by
many to be inherently delicate. Certainly, the feaitle head must he parked away
from the disk whenever it is moved, either usirgpiware command or some hard
disks auto-park the head on power-off. Hard diskseapensive to buy, very
expensive to repair, and important data on the shsluld ideally be duplicated onto
floppy disks or another hard disk for safety.

For those working intensively at home or in thedgiuthough, they are very pleasant
to use because of their speed. Creator and Natatohe loaded onto the hard disk,
cutting down the loading times to some six seconds.

Do read your hard disk manual very carefully.



3.1.4 Monitor

The official Atari high-resolution monochrome manits used by virtually everyone,
being relatively easy on the eye over long peridlisier disconnect it from the
computer or you will lose all your data. You caawever, turn it off without

affecting the computer.

Creator and Notator do not support medium resaiut@our monitors.

The STACY monitor, using backlit Liquid Crystal Piay (LCD) technology, is easy
on the eye, surprisingly clear, but might be taotfan some situations: this computer
allows an extra (normal) monitor to be connected.

3.1.5 Laser printers (for Notator)
Notator currently supports the Atari SLM804 lasenter (see Chapter 14. 7.6) and
the Hewlett-Packard LaserJet Il and Ill models Gbkapter 14.8 Which printer?).

3.1.6 Floppy disks

A floppy disk allows you to carry any data abouwthoprogram (eg Creator) or library
data such as your songs (try not to store yourcrdetia on the Creator or Notator
program disks — keep them separate). You shouldyaslave between five and ten
good quality branded disks (Double-Sided, Doubleditg 3.5’) available for use,
which will first have to be formatted to preparertinto accept data (see (Chapter 28 -
Disk Management). Do not buy HD High Density digksch are not recommended
for the Atari and anyway cost a lot.

Disks should be handled carefully: they should néeebent and should he kept
away from dirt, dust, liquids and magnetic fieldsls as loudspeakers or mains
cables... but musicians are allowed to handle theevielremove a disk from the
disk drive while the drive light is still on. Songie are stored on disk in the form of
files, which are packets of information with a nawtach you give them at the time
of saving, allowing you to retrieve the files anad them back into the program.
During the course of your working, you should gebithe habit of regularly saving
to disk what you are doing in case a power faiurether interruption to your power
supply should erase the data in your RAM — at Igastwill have a very recent
version on disk.

From time to time, make back-up copies onto otleksdin case one of the disks has
a fault. This may sound over-cautious, but beté than sorry with important data.
By the way, the reason why these disks are cdligy, is that the disk itself,
contained inside the outer casing which you carasééhold, is a thin floppy circular
disk.

3.2 Software (the instructions that drive the hardvare)

3.2.1 Atari ST operating system (TOS)

‘The Atari operating system (called TOS — The OpagaSystem) is the foundation
program, built into the Atari ST which allows pragns such as Creator to work
within the Atari. Without it, the computer wouldal nothing on the screen and
would not allow anything else to run.

The Graphic Environment Manager or GEM forms p&@©S and controls the user
interface, meaning the desktop (what you see wberfigst switch on — symbols of
various kinds arranged around the screen), the enpoisiter, the windows that
appear at various times, and various other reigteus.

The Atari operating manual is the place to find enmformation on the computer.

3.2.2 Programs
A program is the creative work of one or more pamgmers; it consists of a long
chain of instructions that gives the computer’'scessor certain abilities and



functions, turning it into, say, a word processodatabase, or indeed a hugely
powerful MIDI sequencer such as both EMAGIC progsas program is part of the
world of software, the intangible instructions ycannot touch, as opposed to
hardware (disks, computers etc) which you can.

The Notator and Creator programs remain the irgeeldd property of the
programmers, which is why the programs are protelsyea dongle, the hardware key
which slots into the Atari’'s side (see ChapterSQ2art).

3.2.3 Sequencer

Ten years ago, a sequencer was an expensive ffibaedavare that gave you a few
sequenced monophonic notes. It in no way compaitéswhat you get now. Put at its
most basic, a sequencer’s operation is not dissirtol that of a tape recorder, except
that a tape recorder records the acoustic sounchwhsults from someone’s
performance, whereas Notator and Creator recordehfermance information itself
as MIDI data, but not the sound: the sound remaittsn the synthesizer. It is the
performance that concerns us — when the note waskstwhen it was released, how
hard it was struck and so on. The resulting MIDif@enance data can then control
any MIDI device for limitless possibilities in teeof editing, manipulating,
correcting... the list goes on and on.

And because the sound is always newly-generatednlithin the synthesizer, by the
MIDI performance data, it is always first generatwith no loss of quality. Not for
nothing do we talk about Creator and Notator asiiog the heart of a virtual studio.

Chapter 2

Start

1. Starting the program

1.1 Before switching on

1.1.1 Just Notator or Creator (with/without Soft Link)

Before switching the computer on, insert the spéditiie cartridge that came with

your program, label face-up, into the ROM port ba keft side of the computer. This
is the all-important key, known as a dongle in catep-speak. It contains no program
information, but ensures that only an official Gogar Notator can be run

with the dongle in place. This protects EMAGIC frdlagal piracy (theft of
intellectual property) and means that EMAGIC reddime incentive to develop further
software for many years to come for you, the masicirake every care not to lose
the dongle: lose the dongle, and you have losptbgram. Its value goes far beyond
what it cost to make. We can replace the progratk @i exchange a defective dongle
without any problem but you would have to buy a ptate new Creator or Notator
package if you lost your dongle.

The dongle must be very well inserted. Before dwiitg on each time, double check
that it is firmly in place

Never insert or remove the dongle while the compisten!

1.1.2 With Unitor

As a Unitor-C or Unitor-N owner, insert it well mthe computer's RONdefore
switching on Unitor contains the dongle, so please read cllyehe above section

— it applies to you! Always place Unitor on the sasurface as the computer (do not
let it hang off the computer in mid-air) to ensaeinterface-stress. Ensure the rubber
feet are correctly stuck on: 1040 ST owners stiekfeet in the recessed wells under
the Unitor; Mega ST owners stick them on the raglatforms. Mega ST owners will
need to gently stretch the curly keyboard cablevéods and tuck it under the left-
hand edge of the computer before inserting Unittiich then keeps the cable in
place.



1.1.3 With Combiner

As a Combiner owner, insert it well into the congstROM port and insert your
dongle or Unitor into its side port (slot hgfore switching onPlease read the above
Unitor instructions — these apply to you (apartrirthe dongle bit). Other keys may
be inserted into the remaining three slots, tladdelsfacing towards youbut only

with the computer switched off.

Combiner is used as a help when you swap betwesgiaelbased programs (no
unplugging and plugging of dongles to be done)ehtte logo on top of the unit is a
switch that you press to select the slot (no Igffgwing means slot 1 — Notator or
Creator — is active); or, if you are running Soitk.in an ST of more than one
Megabyte, Combiner will automatically swap betwéan slots to the partition you
select.

Ensure you have read the instructions that come @Gambiner.

1.2 MIDI connections

At its most basic, a simple system starts withriaester keyboard’s MIDI Out
connected by a MIDI cable to the Atari’'s MIDI Imdithe Atari’'s MIDI Out
connected to the keyboard’s MIDI In.

Use good quality cables and, even more importarggjuality DIN plugs. The best
ones are purpose-made for MIDI as they have justthins (the end pins of a 5-pin
DIN plug are not used in MIDI).

Warning! The Atari's ST MIDI Out port is non-standard, Thigans that what you
have toavoidat all costs is a plug whose end pins (calleddL3rare soldered across
to the neighbouring pins (called 4 and 5): using type of lead on the Atari's MIDI
Out often leads to weird problems such as stickivigs, drones etc, especially in
multitimbral synthesizers. If the plugs are moulded preventing access for
checking, use a meter to check them or do nothesa bn the Atari’'s MIDI Out.
Please read Chapter 27: Hardware Peripherals onramtion tips.

2. After switching on

Insert your program disk into the Atari’s drive dathen switch on. You should
shortly see two floppy disk symbols appear on tineen. Double-click symbol A. A
window will open, displaying the contents of thegram disk.

At this point, if you intend to run Soft Link on yocomputer (so long as it has more
than one Megabyte of RAM), please read Chapter B9l Miultitasking with Soft
Link.

(On first buying Creator or Notator, you shouldesihe window [see the Atari
manual] to a size large enough to display all tlegpam files, and use the Atari’'s
Save Desktop option (see the Atari manual) to Haavindow onto your program
disk: this speeds up the loading process. The Atariual contains all you need to
know about the computer such as file managemeptjrg, formatting etc. The
various files you see on the program disk all doowes things within the program and
should not be interfered with.)

Now find, then double-click, the program file call€reator.PRG or Notator.PRG,
depending on which program you own: this loadsptfegram instructions into the
computer’s RAM from the disk, which will turn thet#i into Creator or Notator.
Once the program is loaded and the disk drive lgkktinguished, remove the
program disk and place it somewhere safe — it bag dts job for now.

You do not need to know all there is to know alfOrgator or Notator at this stage.
You will gradually get to know what you need: sofaections will appear to be vital
to the way you work, whereas some can be leftaitar|

The vital functions concern recording, playing aading/loading your work to from
disk.



If you want to start working with Creator/Notatoitlout intensively studying the
whole manual in one go, just carry on.

If you would like some more information about hawhandle the mouse, the
computer keyboard and the menu, €bapter 3. Concepts

3. The first recording

— You did remember to properly insert the dongldni you!

— Adjust your keyboard to receive on MIDI Channdbihd 2, 3, 4 etc if
multitimbral). Assign any other devices to the remmg Channels.

— Use the mouse to click RECORD on the right ofdbeeen. The 4-beat count-in
will start the recording process (turn the monitaoskime control up). The screen
reverses shading (white on black) in order to stimt recording is taking place.

— Play something — anything — on your MIDI instrumhekeeping in time with the
metronomic click.

Tip: if you are playing something but you cannoamgour keyboard’'s sounds. your
keyboard may be in MIDI Local mode off (which is atlwe want!), but Creator/
Notator’s MIDI Thru function may be in Auto-off Chael 1 mode (which we do not
want). Please refer ©8hapter 21.1: MIDI Thruor details.

— Now click the STOP icon on the screen. The secgrestops, the recording is
finished and the name *OK** should appear on ohéhe tracks.
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If this is not the case, you should check the MtBhnection from the instrument’s
Out to the computer’s In. To show that something&ching the computer, the
display marked FREE at the top left of the scrédeu&l count down while you are
playing the instrument (see section 4 below).

— Now click START. The sequencer will start fronetheginning and you should
now be able to hear what you have just playedisfis not the case, you should
check the MIDI connection from the computer’s Quthe instrument’s In, and check
that the CHANNEL value in the track is set to taene MIDI Channel as that

of the receiving instrument.

If you have completed these first steps succegsfydlu can select any one of the
other fifteen tracks in the current pattern, by s®alicking the track number,
pressing the up/down cursor arrows on the ST keyborausing the ST calculator
keypad keys 1 to 6 and LeftShift O to LeftShifv@hen you have repeated the above
steps, the track you recorded first will he hedrtha same time.

If you repeat the above steps on other trackswjibtnear the other tracks play while
you record and play your current track: this istitnaick recording using MIDI.

— Record-delete: to record in a track again (antu§aneously delete the previous
effort), simply select the track by clicking itsmber, then clicking the Record icon or
pressing *.

Once you have recorded a few tracks, START theesempr and do a few mouse
experiments while it is playing:

— Set LOOP values in some of the tracks (eg 468,those tracks will loop around
the first few beats equivalent to the LOOP value.

— Change the Tempo value (above the pattern winddihe middle of the
information bar); click on the main bar countettet right-hand end of the
information bar and see how you can move aroundningc; set various



QUANTIZE, TRANSPOSE, VELOCITY and DELAY values ihd tracksgee
Chapter 6: Tracks

Assuming that your MIDI system supports more thae MIDI Channel, set different
CHANNEL values in the tracks (eg a track addressihgnnel A 2 will be received
by the instrument set to receive Channel 2 data ffe Atari’'s MIDI Out port).
Before you switch off the computer, the contentthefcomputers RAM (not the
whole contents, just the part of the RAM that corgg/our amazing musical efforts)
must be saved to disk if you wish to have themlakt for further work at a later
date gee Chapter 28: Data Management)

— Take a new, empty disk and place it in the disked

— Go to the File menu and select Format Disk. Befdicking DOUBLE to start the
formatting, do a final check that the disk is noemf your valuable library disks!
Once formatted, the display will tell you how musgace you have on the disk
(should be 726 Kilobytes). Click OK

— Now go to the File menu again and select Save GQNis is a global save that
saves everything you have clone). The File/ltenre@el Box will appear. Type in a
name for your song of up to eight characters lamgl, click OK.

Your music is now being saved to the disk, afteictwhhe display will tell you how
much space is left on the disk, Click OK.

Next time you save a song, you do not have to farths needs doing only once if
you are beginning a virgin disk.

Now readChapter 6: Tracksf you want to know more about the track parameter
values you can set for each track in the TRACK @oxhe main page. QUANTIZE
and GROOVE are important parameters as they dfiediming of the performance
in the track.

ReadChapters 5: Positioning and 18: Copy, Mergeéo find out more about
recording and playback.

To find out more about editing individual notes @odind the score editor (Notator),
press the F key after selecting a track to enteetlent editor for that track, and refer
to Chapter 9: Editing in the Event EditdPress F again to return to the main page, or
press Return.

4. FREE display

At the far left of the information bar that runsiad the top of the screen is a box
marked FREE. It shows, approximately, the free amhofispace left in the
computer’s RAM, expressed in events. Whenever idatcorded, it removes some
of those free events (notes use up two eventsfasridote On, and one for Note Off).
Also, when you play data in without recording, yeill see this counter scroll down,
indicating that MIDI information is reaching theogram: the memory is not being
permanently lost, but the events are being storedbuffer. As soon as you go into
record mode or press Stop, the buffer is emptieldtla@ memory given back to you.
You can keep the contents of the buffersee Chapter 7.0 Buffer Recording

Try not to keep so much information in the progtaat the FREE display shows
fewer than about 10,000 events free: the prograntsstio get a little slower to
respond to your commands, and in extreme casedjdaa such as UNDO will not
work. If you regularly use up huge amounts of mgmeither revise the way you
work (use the arrange mode, looping etc more, andod keep twenty versions of the
same song in the available patterns) or takeanasadication that you should buy a
larger computer or more RAM.



Chapter 3

Concepts
1. Mouse
The mouse moves the mouse pointer on the screen:

It is the friendly interface between you and thegoam. If desired, it can be bypassed
in many cases by direct use of the computer keyboar

There are many great ways of getting Creator ta/lofat you want by using the mouse
and/or the ST keyboard (see also the Atari’'s mafaraddvice on clicking, dragging
etc).

By placing the mouse pointer on something on theest virtually every object on
the Creator or Notator screens is addressabldgiaibuse either by clicking

(as in CYCLE, START, etc) with one or other of theuse buttons, double-clicking
(as in naming a pattern, track, etc), draggingr(a@geleting a track) or scrolling (as in
altering the Main Bar Counter value).

Click with the mouse pointer on the desired object, mmiardy depress the left
mouse button — do not hold it. Careful not to métive mouse while you click. If the
instruction is to click with the right mouse butfgou will be told.

Double-clickwith the mouse pointer on the desired object. Mutiangly depress the
left mouse button twice in quick succession. Cdnedti to move the mouse while you
click.

Drag with the mouse pointer on the desired object, e&pand hold the left mouse
button — do not release it yet. Now move the mqgater, which now shows as a
hand instead of the usual pointer, to the desiestiimhtion. Release the button.
Scroll — see the sections below on ways of altering \&lue

With some functions, a dialog box will appear oa sitreen where you can select
further options. After you have clicked the reqdiaggtion or directly set the value,
you can leave the dialog box via & icon. Cancelaborts the function without any
alteration. You will notice that one of the iconglwften have an enlarged border.
This is the default icon, which can be selectegi@gsingReturn.

The mouse pointer will sometimes turn into a busg Wwhen the calculations are less
than instant.

If you forget your mouse somewhere, the mouse pordn still he moved by using
the cursor arrow keys on the computer keyboardemiiernate is kept depressed.
Using theShift key will allow finer pointer movements, and theuse buttons are
represented by thHesert andClear Homekeys.

1.1 Scrolling values with the mouse buttons

Scrolling means changing an object such as a time valuév{gine Bar Counter, note
length in the event list etc) or other amount ottirghoice value (QUANTIZE, etc)
using the mouse buttons.

Many of these scrollable values are hidden in vahight he described as ‘hotspots’,
little areas on the screen where clicking makesashppear out of thin air, such as
the track parameters (eg TRANSPOSE, DELAY etc)p-Btestep: place the pointer
on the value or *hotspot’ and click it with singlecks with either mouse button.



Larger amounts: place the pointer on the valueotsgot and depress and hold either
mouse button. Adding the other button during thielag will speed up the process.
The direction of scroll depends on the mouse buttmnleft button represents
up/more, the right button down/less. Pointing aacyrs important as you are
allowed, for example, to scroll the individual colas of a time value.

The meaning of these two buttons can he swapp@ddsging SHIFT Z
simultaneously (Swap Mouse Buttons).

1.2 Control & mouse feature

An alternative way to scroll values which is inaldy useful for some functions in
certain situations is the Control & mouse feature:

Point with the mouse pointer (do not click!) at tredue you want to change and hold
Control; the pointer changes into a cross: slidimgmouse f forwards or backwards
now increases or decreases the value while Castkalpt depressed. Changes are not
transmitted while Control is still pressed, onlyemht is released.

Left-clicking the mouse (while Control is held) inkset the value to zero/default.
This allows you to instantly zero a large valuetmuse the feature near the borders
of the screen, which would otherwise get in the wmynt, and hold Control move
the mouse to the opposite side of the screencgliek; and now you can alter the
values by any amount you like.

Do not confuse Control & mouse with the Mouse ade$lfunction, described below.

1.3 Mouse as Slider

There are two ways of converting the mouse intlidarswith which to manipulate
values. Control & mouse is described above; it tise<ontrol key.

In the Flags menu, Mouse as Slider enables the ertousecome a slider even
without use of Control. Now you can click and halgalue with either mouse button
and move the mouse backwards (decrease) and fa\liacdease) without releasing
the button. Additionally pressing and holding thkey button accelerates the rate of
change. Short mouse clicks increment or decrerhentdlue in single steps as usual.
Mouse as Slider zeroes values by the techniquenat might he called the
‘mouseflick’: hold a mouse button then add the othdton while simultaneously
releasing the original button (flick the fingerdtjs great once you have the hang of
it!

There is one important difference between Mousslider and Control & mouse;
Mouse as Sliders initial button click is active +€hanges the value by one step; after
that, you move the value by moving the mouse as @Gintrol & mouse. Certain
situations are better without this initial clicky, ere, use the Control & mouse
technique which is smooth from the beginning.

Mouse as Slider

Dynamic Mouse

1.4 Dynamic Mouse

In the Flags menu, Dynamic Mouse makes mouse mavwsmeore efficient: the
faster you move the mouse, the further the mousegyowill move. Moving the
mouse slowly will move the mouse pointer in themalrmanner. Recommended!

2. Computer keyboard

The computer keyboard can he used or many actyiioe many of these it can
replace the mouse (mainly for speed - eg some pdyl it easier to press E to enter
or quit the event editor than the equivalent mauesges), or can be used together
with the mouse (such as the Control & mouse feadaseribed above). Most people
use a combination of mouse and keyboard to cafryheir work — whatever is



easiest.

A useful feature is the ability to enter valuesdity into certain parts of the programs
via the calculator key pad.

The numbers must be entered quite quickly one #feeother, but take care to avoid
starting a number with the 0 key which gives tlatstommand.

The + and - keys are also useful for changing wladding Shift speeds up the
process.

To find out where the calculator keypad or + akéys can be used, look for a screen
cursor: this either takes the form of a black negtaar highlighter that travels about
the screen, depending on where you have clickeof @faint, flashing surround
usually found in the various windows.

There is a clicking sound over the monitor wheneper press a key and the monitor
volume is turned up: many people prefer to tura ttaise right off, and to

use the MIDI click feature as a metronome (seeviglo

2.1 Macro function

Notator and Creator allow you to store and reaikes of keystrokes, called macro
routines; up to a certain point, this includes neoo®vements too. Your most
common routines involving keys and mouse can beecbout with just one key
command, the macro trigger. The macro functionngeans of allowing the user to
define his/her own set of key commands.

Operation:

1. Press Alternate-Spacebar. The screen inveribr@ording) to indicate that the
program is awaiting further commands.

2. Now press the key or key-combination which igrigger this particular macro
routine in the future.

3. Next, carry out the series of key commandsdhato make up this particular
macro routine. Notator/Creator will record thesspst (Mouse movements and clicks
will also be recorded: however, there may be slditierences when the macro is
later recalled.)

4. Press Alternate-Spacebar again to cease regordin

Now, whenever the key you defined under (2) abeyaessed, the macro routine of
key presses and mouse moves you defined undeb@8eas carried out.

Example idirect jump from the event editor into the RMGp&Chapter 22)

— In the event editor, press Alternate-Spacebau:eqier macro record.

— Choose the keystroke that will trigger this maotine, eg RightShift - A.

— Now press E (to leave the event editor), thertdvefiter the RMG).

— To end recording, press Alternate-Spacebar

From now on, whenever you press [RightShift-A]hie event editor, the program
will jump into the RMG.

Example 2automatic track naming.

— Select a track on the main page.

— Press Alternate-Spacebar: you enter macro record.

— Choose the keystroke that will trigger this maotine, eg RightShift - B'.

— Now press Shift-Backspace (to name a track), BEgm(to delete any existing
text), then type in the desired name. Finish bggirg) Return to close the text

— To end recording, press Alternate-Spacebar.

From now on, whenever you press RightShift-B inrti@@n page, the program will
give the current track that name.



Tip: key and mouse commands often have different meaminghe main page and
the event editor. You must ensure you are staying macro routine on the correct
page for it to work properly, as the macro routioes not store which page you were
on.

The macro function was optimized to take up ale IRAM as possible: this is why
macro mouse movements may differ from your origmalements. Also the
computer operating system does not always reat the same way to mouse
operations. Macro routines which include doublekdiare not quite as reliable as
pure keystroke macros, Where possible use the algunivkeystroke, eg Return
instead of clicking OK, and Shift-Backspace inste&double clicking the track for
naming, etc. When accessing a menu with the malgseot just touch the menu
heading in the menu bar with the mouse pointet=distk as well, to ensure that the
menu drops properly

There is a possibility of confusion with macro ioas that include commands which
themselves invert the screen shading, such as &doorp, etc. Always ensure that
you begin and end with Alternate-Spacebar, andiiigiso leaves the screen inverted
(black), press Return afterwards to clear it. Douse the Enter key as part of your
macro routine.

Other information:

— To delete a macro routine triggered by a cettaiystroke, press Alternate-
Spacebar, press the keystroke, then press AlteBmieebar again.

— Do not use established keystrokes as your maiggets: find a key or
keys that are not used by Notator or Creator (vggeast two-key
combinations starting with the right-hand Shift keg long as you do not use
the calculator pad).

— Be aware that where your macro routine incluaegching something
which at present is off, using it when the iterofiswill turn it on.

— You may have almost as many macro routines adik@uit is wise to keep
a personal index to keep track of them (in the Nade).

— Macro routines are saved and loaded with youbNSiles.

— Tip: to delete all your macro routines at oncge New Song in the File menu,
which initializes the program.

User tip: It is all too easy to hit [Alt-Spacebagcidentally when you only mean to
[Alt]. This will result in the mouse apparently tag on a life of its own, and whizzing
about the screen, looking like a virus, and malahdsinds of changes that you don’t
want.

BEWARE! The only way out is to save and restartyBur saved song will also save
the accidental macro! Ghastly things can happent-ylou probably do NOT have a
virus. However, once created accidental macrosaapgg to remove. Maybe you can
save a pattern, start a new song, and then relbadotittern? You will lose some of
your settings - printer, fonts, etc - but those aaasonably easily restored.

3. Menu

At the top of the screen is the menu bar showiegtknu headings of the various
menu options. As soon as the mouse pointer touchesading, a menu will pop down
containing options you can select by clicking.dhe of the options is required, click
anywhere outside the menu to cancel it.

Some options act as latching switches (eg Insedemmo the Edit menu) and have a



tick to show when active: some act as momentarickes and send a command
message when clicked (eg Maximum Volume in the Mii2inu ) some allow you to
toggle between two choices (eg Record Cycle Ovemdtie Flags menu merges
when ticked, but replaces when unticked; some apes further window for more
decisions (eg Set Capture Parameters in the Qeamienu ) some give you access to
other parts of the program (eg Notepad in the @ptimenu).

Chapter 4
Definitions

1. Event
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MIDI is a communications language that tells &ergag device all about a musical
performance; it consists of a string of events #natinstructions sent to a MIDI
device telling it what it should be doing at a giveoment, eg play a note, louder, add
vibrato, etc.

An event represents the smallest unit in the No@t&reator hierarchy of data.

Recorded MIDI data takes the form of a list of egemith their time positions. There
are several types (STATUS) of events: eg the monemiethe modulation wheel is
stored in the form of many single Control 1 eventisich describe the position of the
wheel at certain points in time; a note consista biiote On event and a Note Off
event with a corresponding note number (pitch)aldcity; etc.

(For the technically—minded: MIDI events usuallyns@st of three bytes of
information. This is dealt with in a bit more demhChapter 9 Editing in the Event

Editor.)

2. Track

A track in Creator and Notator provides space tom any number of notes and

other events, and is roughly the MIDI equivalenatimpe recorder track. A track is
normally used to record events that belong toge#gea bass line, percussion track or
string of volume commands.

A track can contain as many simultaneous notesadike, can be as long as you

like, and can contain the information of up to et MIDI channels at a time if you

so wish. Each track is independent and can be gpsedeby the track parameters,
edited and copied quite separately one from theroth

3. Pattern

A pattern in Creator or Notator is no more nor kss) a handy organizational way of
collectively processing, editing, copying, gengratlanipulating, from one to sixteen
tracks of MIDI music at a time. Think of it as anliée on a number of tracks which
belong together.

A pattern can he as long or as short as you ltkis,(if you think about it, as long or
as short as the length of the longest track, thahighength is overridable in the
arrange list — see below). One of the main uses foattern is to collectively move
tracks around in the arrange list, where you askembong or arrangement (see
below). A pattern of tracks can form part of a s¢ag verse) or symphony (eg
overture), in which case you would use the arrdisjéo assemble the finished
product; on the other hand, a pattern could cortterwhole song or symphony
within the one pattern.

Any of these 99 patterns can be worked on indiMlgiwehen the arrange mode is
OFF by selecting the desired pattern number.



In point of fact, there is a limit on the lengthabfrack or pattern of some 1356 bars at
the 1/768th note resolution. This lasts about 4&ubais at 120 beats per minute -
more than enough for every conceivable situatiod,aready some 30 more than the
MIDI Song Position Pointer allows for.

4. Arrange mode

When the ARRANGE icon is clicked to ON in the infmation bar, it is the arrange
modes pattern list that dictates what you will heaen START is clicked.

Creator and Notator will play patterns in the orgewhich you have entered them in
the list. Think of the arrange mode as being a @ecger for patterns within the main
sequencer. Each line of the list contains a pa#atry which explains when that
pattern should play and for how long. Each pattetarn contains a collection of
tracks which play their events accordingly.

Every pattern in the list is on a different linealow you to give a name or
description to each entry.

Each pattern could represent the various partssohg (intro, verse, chorus, etc), in
which case the arrange list would have a serigatérns following each other in one
of the four chains a, h, c or d. At the same tiyoe) could have patterns in the other
chains containing long tracks running concurrenitlye flexibility is huge.

Creator and Notator are 64 simultaneous-track semue: each arrange chain can
contain one pattern of up to sixteen tracks ata tiThe arrange list allows up to all
four chains to run concurrently: hence 4 x 16 ssiBdultaneous tracks.

When the arrange mode is switched off, you canrdete which patterns tracks will
be heard by scrolling to the desired pattern nurabewe the pattern window.

Chapter 5
Positioning
1. Position and length displays in musical terms

All time and length values throughout Notator ande&or are shown as four
columns:

1st column: bar number, eg first bar

2nd column: beat, eg first quarter note

3rd column: beat subdivision, eg first 1/16th
4th column: pulse, eg first 1/768th

The third column’s values reflect the setting o thisplay format (see below). The

fourth column’s values are subdivisions of thispthy format, and are not really

musical units of time, but are very necessary wanhave such a high resolution as
Notator’'s or Creator’s: they represent the smallest of time in the programs, so-

calledclock ticksor pulses

Note the difference between a time position anehgth display.

Where a display shows a time position, it will shtdve current time as being say,
1231, whichis:

in bar 1

on the second beat

on the third sixteenth of that beat
on the first pulse of that sixteenth.



Where a display shows a musical length, such agedsnor pattern’s, it will show the
length in absolute terms: so, if a note is exaftily-and-a-half bars long, the display
will show 4 2 0 0, which is a length of exactly:

4 bars

2 beats

no sixteenths
no pulses.

These Creator/Notator four-column displays actaatie a car’s tripmeter; once the
pulse column has clocked up the required numbeulsies (48 per sixteenth), it starts
again from its 1 and the sixteenths column regis2ewhen the sixteenths column has
clocked up the required number of 1/16ths (four Ipeat), it starts again from its 1
and the beats column registers 2 ... etc.

This system means you are never faced with hawngadrk out how many 1/16ths
are 157 pulses? (Answer: 3/126ths and 13 pulses).

Positions before the official first beat (the dowah as it is called in music) are
displayed as smaller values than 1 1 1 1, eg @ Jlbr zero, the one before the first
bar). Lengths less than a bar show a blank wheeebdr number normally is
(same goes for beat and 1/I6ths).

1.1 Current position: the Main Bar Counter

The display at the top right of the screen, atritpet-hand end of the information bar,
is the Main Bar Counter. It shows, in musical terthe current position of the piece
of music being played. It consists of the four ocohs as described above.
The small grey button directly to the left of theail Bar Counter represents a
counter reset button: click it once to make therividar Counter jump to the first beat
of the bar displayed, click it again to reset tbarderto 11 1 1.

The Main Bar Counter can be scrolled during reaqaydir playback, whereupon the
music will jump to the new setting.

1.2 How time signature and display format affect tne displays

() = [

The second column of any time display (the beagffiscted by the time signature
(you can see it in the information bar along the b the screen). The third column
(the beat subdivision) is affected by the displayrat (also in the information bar).

The display format affects the display time positions and lengths onlhand
subdivides the beat into musical units, usuallgthd, In Notator’'s score editor, it acts
as a ceiling or clamp on values: if set to 1/16; lemgth shorter than a 1/16th will be
shown as a 1/16th, and the distance between nate®tbe less than 1/16th. This is
very useful if the score editor is showing notest tyou have recorded in real-time
from an instrument.

1.3 Time signature

1.3.1 Basic time signature

With Signature Changes in the Edit menu switchddtbé displayed time signature
in the information bar remains valid for the durati of the whole piece.
You can select the time signature by direct cligkih the SIGNATURE display.



1.3.2 Time signature changes

Global Position

Signature Changes
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You must switch on Signature Changes (Edit menefpre you can insert any
signature changes.

Switch on Signature Changes and scroll the Main Gaunter to the desired bar
position. Ensure it is rounded off to a whole bag & 1 1 1), then alter the
SIGNATURE display in the information bar to the uwed value.
The new value remains in force until the next limgnature. Repeat for each bar
where there is a signature change.

Notator users can also enter their changes dinatct the score editor stave (which
switches on Signature Changes automatically).

Switching off Signature Changes (Edit menu) deledél time signature changes
(and all Notator’s double bar signs).

Time signature changes have a global effect onwhele program and will be
reflected in all bar position counters, includinghet arrange list.
A time signature belongs to a bar position. It does belong to a track or pattern.
You cannot have more than one time signature cheingee bar: for example, a time
signature change at bar 5 will affect all four pats in all four arrange chains at bar
5.

Time signature changes will be shown at the corbecs in the event editor when
Global Position (Edit menu) is enabled (&®apter 20: Arrange Modeand (if you
are working in the arrange mode) the arrange medsvitched on; you must ensure
that, before going into the event editor you hakeked the arrange list cursor onto
the entry whose tracks you wish to inspect.

Advice: because time signatures belong to a bar positiorguires serious planning
ahead, especially if you intend to have more thas ar two. Once they are in place,
changing your mind about the structure of the pigicenusic could mean having to
delete the first ones and inserting them againha&irtnew positions. This applies
whether working in a single long pattern or in tharrange mode.
Ideally, be clear about what structure your musitt thave before inserting time
signature changes, and do not forget to includestimg count-in in your calculations.
It may help to map out the position of time sigmatehanges on a piece of paper
before starting.

If possible, enter the time signature changes bestarting to record the music. You
may enter time signature changes after you haveedtabut in the arrange list, you
will then have to correct the pattern lengths:adtrcing time signature changes into a
song after you have already assembled the arrasigeill always result in pattern
length changes (producing unexpected start-barmattérn delay values): each time
you introduce a time signature, you must correetlémgths of the entries throughout
the list.

To show you why these lengths change: if you hawverdry, say, four bars (= sixteen
beats) long in 4/4 time, changing the time sigratior say, 3 means re-dividing the
16 beats by 3, which results in a Pattern LENGTH @f0 O: five bars and one beat.

Tip 1: because time signature changes belong to spdmficpositions, it is not
possible to work on a pattern with the arrange med#ched off, give it its time
signature changes, then place the pattern somewlssrén the arrange list. The time
signature change(s) will remain where they werey ttho not move with the pattern,
SO you must insert the time signature separately.



Tip 2: if, with arrange mode switched off, you give paité a 3/4 signature in bar 7,
then select a different pattern in the pattern wwndthat too will have the same
signature change in the same place, because Isabat i7 of the program, not of a
particular pattern or track.

1.4 Position/length displays in absolute units ofrhe
1.4.1 Position in milliseconds

V Bosition inns . et

Position in frames

In the Flags menuRosition in msmeans that any display normally given in bars,
beats, etc (other than the Main Bar Counter itseif] the DELAY track parameter
which has its own conversion option) will be diggd in hours, minutes, seconds and
milliseconds.

Arrange entry start times will be given in minutesl seconds, but the complete time
position to the nearest millisecond may be readeurfdattern DELAY. Pattern
DELAY is always to be read in conjunction with tkeart time positions of the
individual patterns in the arrange list.

Because every pattern’s start time is given an lateséime in minutes and seconds
etc, you can organize an arrange list in termsbeblte time, such as setting pattern
zero (which stops the sequencer) at the exactyognaevant the song stopped - eg at 3
minutes 43 seconds.

In the event editor’'s event list, each event’s tiposition (and the note lengths) will
be expressed in hours, minutes, etc.

If Global Position in the Edit menu is disabledspions are shown relative to the 1 1
1 1 (the downbeat) of the current pattern. If GldPasition is enabled, positions are
shown relative to the 1 1 1 1 of the arrange kste(Chapter 20: Arrange Mode
The tempo value in the information bar decidespgbsition times. Previous tempo
changes are not taken into account in the calcuaif positions. If you are in MIDI
Sync mode where Creator or Notator are slaved roffxaernal device, the tempo is
dictated by the master device (normally a timectwd®HDI synchronizer). Most of
these devices hold very good time, but do not abexactly run at their displayed
tempo (a displayed 120 ppg could be anything frdf@.3 ppq to 120.5 ppq). This
means that small differences between a strict cockthe displayed time positions in
the event list are unavoidable, especially in @ lpiece of music.

1.4.2 Position in frames

rETE

/ Position i franes b 2

One of the advantages of using SMPTE Sync model (eselusively with Unitor) is
that it supports the display of time positions @oeand Notator as units of SMPTE
time.

In the Flags menu, Position in frames allows yodigplay all time positions in terms
of fully-editable SMPTE time positions (hours, mies, frames, bits) when you have
created a Sync Reference for use with Unitor.

No Referencetoo early too late will appear if a bar position is outside the Sync
Reference.



All Sync Reference tempo changes are taken intowatdn events’ frame positions
(see Chapter 27: Hardware Peripherals)

1.5 Elapsed-time counter

Seen in the information bar, the elapsed-time aaugives the Main Bar Counter’s
position in terms of hours, minutes, seconds and llisesonds.

Its readout depends on the current tempo but tagesccount of tempo changes: if
the tempo is altered, the time-elapsed display gwie the new elapsed time as if the
new tempo had been the original tempo of the piece.
The elapsed-time counter can be directly scrolled.
The counter shows the current SMPTE time whenewWPTE/EBU time code is
received by Unitor.

This applies even when the sequencer is stopped.

If a Sync Reference with tempo changes is creatddPasition in frames in the Flags
menu enabled, these tempo changes are reflecpadterns’ start times in the arrange
list (in the Pattern DELAY box).

2. Internal clock resolution: 1/768th or 1/1536th ptes

- RESOLUTION?
V Change Will convert whole Song!

—

32 Track/Pattern
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What is this ‘resolution’?
All digital equipment, including computers, haveaeimal clocks that control the
relative timing of every operation in that equipmenhe same goes for a digital
sequencer like Creator/Notator: this has its owarimal clock on which is based the
timing of the notes, etc.

A clock gives out pulses: everything musical tbaturs must be on one of those
pulses (you cannot have data between pulses)ldw®that the more pulses there are
within a given time, the greater the chance tlatjrfstance, the notes that you record
into the sequencer will fall exactly on one of thgsulses, without the program
needing to shift them slightly to the nearest mlg=lledrounding-ofj. There is a
limit, though, which is that the MIDI protocol puta ceiling on the timing
improvements that a sequencer can make (see below).

The bottom line is that a sequencer with many pubes unit of time will produce far
fewer rounding-off errors than a low resolution paad that these errors will be
imperceptible.

Creator and Notator have taken the unusual stegffefing two resolutions to suit
different situations. They are expressed in terinsosand-so many notes per bar.
The resolution of Creator or Notator can be changgteveen 1/1536th and 1/768th
notes via Resolution in the Flags menu or Shifilering the resolution will convert
the whole song to the new resolution.



Another way used to express this highest resolutioa sequencer, instead of using
n/th notes, is pulses per quarter note, which nma#tieally amount to the same thing:
so 1/768th notes are 192 ppq and 1/1536ths aréPB8because a quarter note is a
guarter of a bar, so divide 768/1536 by 4).

The resolution is saved to disk along with othargsdata (the *.SON files) and will
be loaded back in with the song. Individual traldexled separately can be made to fit
with the Half Speed/Double Speed function in thedtions menu.

Which resolution should you choose?

This depends on each situation, not least becauB¢'dvrate of transmission limits
what might otherwise be achievable.

Whatever the situation, the 1/768th note resolutghould be sufficient. This
resolution is already very high and very closeh ltmits of what MIDI is capable of
handling: the resolution-related rounding-off ertbat takes place in any (digital)
MIDI sequencer is — at 120 ppgq — imperceptible.pl it into context: a three-note
chord on its own takes the same amount of MIDIdnaih time as Creator/Notator’s
theoretical rounding—off error!

The 1/1536th note resolution can make sense whekingowith unquantized music
at slow tempos (work it out: at 60 ppqg, using th&586 resolution allows you to
retain the same real-time accuracy as 1/768 atpp?) or where you need to take
advantage of the DELAY track parameter offering Hae delay value (1.3ms steps at
1/1536, compared with 2.6ms steps at 1768). Natettie overall number of bars that
you have at your disposal is halved to about 650 l#Hrs when using I/1536.
All this talk about high resolution might appearlt®e irrelevant if you quantize your
music (error-correct its timing), since by doing gou are deliberately lowering that
track’s resolution (eg to the nearest 1/16th nete),. But still, a high resolution gives
you fine degrees of delay advance; remember tleagtiantization is reversible: you
are never stuck with the quantization you havecsete

Hint on changing the resolution of existing musicinverting a piece into a new
resolution can produce rounding-off errors of oig68th (1/1536th) note. So before
converting a piece, save it to disk, and in anyec@gid unnecessary conversions,
especially if there is an existing Sync Referenbens even the smallest errors can be
disruptive. You should select the resolution befteating and stick to it!

3. TRUE functions

3.1 TRUE Program, TRUE Volume

Program change events (showrPasgramevents in Creator/Notator’s event list) are
events that tell a synthesizer to switch to a paldr program number in its structure;
this program represents a particular memory lonasitored within the synth. By
sending a program event on a particular MIDI Chnymu are asking the synth to
switch to the sound filed under that memory locatio

These events can be stored in a track, usuallyeastart of a track (ideally during or
before a count-in), and are transmitted to therswiten you press START. But what
happens if you decide to start halfway throughdbeg? There is a chance that the
synth will be set to the wrong sound(s) for thatt.pBhe same goes for MIDI volume
(Control Change 7) commands. What we need is thityadl the program to ‘look
backwards’ and transmit the last detected progralumwe value.

With TRUE Program enabled in the Options menu,aat$bmmand will transmit the
nearest program event(s) before the Start positibis. ensures that the correct
program for each MIDI Channel can be present onmisgaCreator/Notator, wherever
you start(See also Chapter 20: Arrange Mode, Section 6.2.)



With TRUE Volume enabled in the MIDI menu, a Stestmmand will transmit the
nearest volume event(s) before the start positlua:ensures that the correct volume
for each MIDI channel can be present on startirgp€n/Notator, wherever you start.

Program and volume events can be transmitted witiencurrent pattern on all 96
channels. If there are no program events beforectineent position, none is sent.
For any TRUE function to work correctly, the rugethat all events that have a TRUE
capability intended for the same MIDI channel nliestvithin the same track, though
events of other MIDI channels/ports may be in othacks.

The Continue command (.) will not trigger any TRuiaction.

Example:if program events play an important part in yoong, you could enter just
one pattern at the top of chain d in the arrange this pattern is then capable of
running throughout the piece (ie no limit lengtal; your program commands could
then he contained in the first six tracks, sixteBannels per track, each track being
assigned to one of the six ports and each swittthedginal CHANNEL

3.2 TRUE Tempo
Tempo events P_USER 1 have a TRUE capability: deavithe recorded tempo
changes lie in one track (eg one long track runtiveglength of a song in, say, chain
d of the arrange list), TRUE Tempo ensures thatcitveect tempo is in force: a)
wherever the tape is started in SMPTE mode, orloghever pattern you start from
in Arrange mode.

3.3TRUE P_USER 5to 12

The user-definable events P_USER 5 to 12 trangihrityethe RMG function are also
TRUE events: where detected, they will be sent 8teat command within the music.
(See also Chapter 22: RMG, Section 1)

4. Transport functions
4.1 Transport controls

environment (so far as a MIDI system goes), it ,sadense to simulate the operation
of a tape recorder’'s transport mechanism with il-proven and user-friendly
controls: the terms used in Creator/Notator- spsakh asStart, Stop, Drop Iror
Overdub will be familiar to most musicians (except thditetlast two can be
interpreted in different ways - see below).

The functions are controlled by the collection &i€kable icons, representing tape
recorder-style transport controls, on the righthaf screen. In small writing on the top



left of each icon you can read off the correspogidiomputer calculator pad key for
that control. For example, * in the calculator kagstands for RECORD.

(9)

START - large Zero key (also available from witline event editor,

" start

Sequencer jumps to its start position (normallyivBBar Counter 1 1 1 1) and starts.
With the arrange mode OFF, the sequencer will jtonand start at bar 1. If there are
notes during the count-in (an upbeat), ie beforeon@, Creator/Notator will not play
these but will simply store them until you accdssse notes via the event editor or, in
the arrange mode, via thipbeat Cutfunction.

With the arrange mode ON, the sequencer will jumjrd start at the beginning of
the currently selected pattern in the arrange listhe pattern start time does not
exactly match a bar beginning (eg if there is alpeap programmed), the start position
will be rounded off to the previous bar beginning.

With the CYCLE mode ON, the sequencer will jumpata start at the position of the
left locator.

Selecting START after recording without first priegsSTOP is the quickest way of
playing back what has just been recorded: the dengwill be ended and the notes,
etc, assigned to the currently selected track.

If Creator/Notator are in SMPTE Sync mode (Unitor) MIDI Sync mode, the
START command will (temporarily) pop them into Imal Sync mode until the
STOP command.

D PAUSE/CONTINUE key (also available from within tleeent editor)

If the sequencer is already stopped, it will camtinfrom the main bar counter’s
current position.

If the sequencer is running, it will stop and remai that time position: if you were in
record mode, Creator/Notator will remain in recarade.

Example:remaining paused in the record mode means yowcaall sorts of clever
things, such as pausing at a given point, seleetipgecise bar position (by clicking at
the main bar counter) then applying, say, variouges)to various tracks in the
current pattern before carrying on with the recagdby pressing the key again (repeat
this procedure to demute the tracks).

The PAUSE/CONT command does not trigger TRUE fionst

STOP (left click); Enter key (also available frontin the event editor)

The sequencer will stop. Any recording will be eshidend the notes, etc, will be

assigned to the cursored track.

If Creator/Notator were already stopped, anothgp sommand will make them jump

back to the main bar counter's 1 1 1 1 positionthat same time many synthesizer
MIDI functions (pitch wheel, modulation, sustaindaé etc) will be reset (the same
effect can be had by double-clicking STOP or pregshe Help key).

Certain (older) synthesizers benefit from a resethe first STOP command in certain
situations, such as in MIDI Sync mode where the tstpps but the synths drone on:
keystroke Shift-Help will issue all the resets agrsas the tape stops.

STOP (right-click) — Spacebar key



If the sequencer is in playback mode, this comnfasino effect.
If the sequencer is in record mode, it will comé olurecord mode but will continue
running without interruption. This command is egl@nt to DROP — see below.
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RECORD-DELETE (left click); * key (also availableoin within the event editor)

A recording is started in the current track, inahgda count-in (you can record during
this count-in). Any previously recorded material the same track will be deleted
(you can retrieve this by using the UNDO function).

The same rules apply as with the START command: ®ED makes the sequencer
jump to Main Bar Counter position 1 1 1 1 (less ¢tbent-in) if the arrange mode is
OFF,; if the arrange mode is ON, the sequencerstalit recording at the beginning of
the current track in the current arrange pattend, the count-in means you will hear
the last bar of the previous pattern.

You will remain in record mode until a STOP or STRRommand is received. If
AUTODRORP is active the recording will be ended anatically at the time set by the
right locator.

Once you are in record mode with the arrange maodergmain in that track in that
pattern for the duration: you do not jump from paitto pattern as the arrange list
scrolls.

If the sequencer is already in SMPTE Sync (Unitr)in MIDI Sync modes, the
RECORD-DELETE command will simply pop it into rededelete mode without
starting it: it's the sync device that issues tAART command. A second press or
click on RECORD will temporarily revert the sequendo its usual Internal Sync
mode way of working until a STOP command is reagive

(B)

RECORD-MERGE (right-click) — R key
A recording is started in the current track, inahgda count-in (you can record during
this count-in). Any previously-recorded material tdre same track will be kept
unharmed, and the new material will be merged th #ie original. Otherwise, all the
RFCORD-DELETE rules apply here too.

Tip: it is normally better practice to record the adudhitil material in a separate track
then merge the tracks afterwards if you wish.

Use this RECORD-MERGE command if you wish to userdcord-cycle method in
a track that already contains data: the origingéa ehll not be damaged, whether you
are in cycle-replace or cycle-merge modes.

If the sequencer is in SMPTE Sync (Unitor) or inDMISync modes, the RECORD-
MERGE command will simply pop it into record-mergede without starting it
(DROP has the same effect — see below): it's time slevice that issues the START
command. A second press or click on RECORD willgerarily revert the sequencer
to its usual internal sync mode way of working Lats TOP command in received.

DROP-MERGE — Spacebar key

The DROP command allows entry and exit into recorolacks at any chosen time
without erasing any data that already exists. aigicularly flexible since it issues no
START or STOP commands, and is useful for recordiata on the fly, whether
merging fresh data with existing data, or going ointn empty track.



If the sequencer is already in record mode, DROIPmake it come out of record
mode but will let it continue running without intaption. This command is
equivalent to STOP with right click - see above.

If the sequencer is stopped, DROP will simply pum record mode without the usual
additional start command. This is useful for addaggmutes, RMG snapshots, etc, at
precise main bar counter positions.

If the sequencer is already running in playback end?dROP will simply put it into
record mode on the fly without interruption. Thssideal for composing a section of
music without interruption, so try it with the redecycle method — see below: you
can record a few layers, DROP out, change trackchadnel, DROP in, record some
more layers, DROP out, listen, try some new souetts,all without interrupting the
musical flow.

So far, we have seen what DROP does on its ownd dseits own, it is called
DROP-MERGE.

Pages 63-64 missing.

ed down one or two octaves by setting, say, 24teees in the TRANSPOSE track
parameter of any empty track, thanks to Creatodtéos MIDI Thru function.

In addition, the DROP command can he carried oatotely with a footswitch:
Creator/Notator default to MIDI Controller 65 (pamento), though any other
Controller is selectable.

5. Cycle mode, Locators and Autolocator

5.1 Left and right locators

These two position displays, calléacators represent beginning and end points for
various activities; they are calléefft andright to mimic a recording tape that has a
left and a right end.

A left-click on the worddeft or right of the locators will make the sequencer jump
to that locator position, whether in stop, playbackecord modes.

A right-click on the worddeft or right of the locators will transfer the main bar
counter position onto that locator, rounded tortearest whole bar. PreSkift at the
same time to prevent the display from being rounofdso you can set exact cue
points on the fly to the nearest 1/768 or 1/153#ite.

Using the ARRANGE FORWARD REWIND commands (see a&)owill autoload
the start and end points of the current arrangeeeinto the locators.

The key will also load the start and end pointshaf current arrange pattern into
the locators, with the added feature of automdyicalitching on the cycle mode.

5.2 Autolocator: storing and recalling

) (Fo
The Atari’s function keys F3 to F10 can be usedeiall eight combinations of left
right locator positions. The sequencer jumps toléfielocator position whether in
stop, playback or record modes.
To store each combination, set the desired leffi/rigcations (not the main bar
counter itself) and presShift and one of the eight function keys. Autolocator
positions are stored in a .SON song file.
The autolocator is also active from within the ewvedfitor.

5.3 Cycle mode
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When CYCLE is ON, the section between the left agtit locators is constantly
repeated (this would be called shuttling on a tegmorder). As soon as the right
locator position is reached, in playback or recondde, the sequencer jumps
immediately back to the left locator position.

The left locator position always includes its positwhereas the right locator position
does not include its position. In other words, aleyfrom 111 1to 511 1 allows
you to record data onthe 1 1 1 1 but the righ&atiocposition represents the position
at which the cycle goes back so you can recora tipet pulsebefore5 1 1 1.

Both locators represent a bar position in the sameas the Main Bar Counter. If for
example you only want to hear bars 10 and 11 iremotaol be able to work on some
musical ideas, you would set the left locator tdl1D1, and the right oneto 121 1 1.
As soon as the right locator has been reachedma jo the left locator will take
place. If TRUE Program or TRUE Volume are enablady program change or
volume commands will also be repeated.

As well as cycling within a pattern, you can cyelghin the arrange list, where your
cycle can include many patterns.

The cycle mode exists purely to help you with yauark and has nothing to do with
assembling the structure of a piece, in the same tha you would not use tape
shuttling to construct your song in the studio. €&&mg sections as part of a
composition are done with the use of LO@Ekapter 6) the arrange modg€hapter
20), and the Segment Copy and Multicopy functig@eapter 18)

The C key switches CYCLE on and off, both from thain page and from the event
editor.

Use of the X key switches CYCLE on and loads tlmatiors with the start and end
times of the current patterns position in the agealst, rounded off to the nearest bar.
This is of help in, for instance, live situationave a solo can he made longer on the
spur of the moment just by hitting X during thestipass of the solo pattern. Switch
off CYCLE to carry on as normal.

Chapter 6

Tracks

1. General
1.1 What are Creator’s and Notatorsack parameters?
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The parameters described in this chapter affect Wappens to a whole track. Each
track can independently have its own set of pararsetn addition, if these track
parameters are applied to any empty track, theyused by Creator/Notator’'s MIDI
Thru function to affect whatever you play live.

Track parameters are technically describeglagback parametersince they do not
alter the events which are recorded in the comjgubeemory, but act solely on data
as it flows out of the sequencer in playback. Beeathey are playback parameters
that do not alter the events which are recordetthencomputer’'s memory, the effect
of these track parameters cannot be seen in thent eveditor.
The two exceptions to thiso alter rule are the QUANTIZE and GROOVE
parameters: the effect of these track parametdldeviseen in the event editor as if
they were altering the data in the memory, thoughreality they are playback
parameters like all the others. This is done foxason — see below.

There are many reasons for using playback parasébedo a lot of the musical
work:

— quick: you just have to scroll to the value. It is théueaitself that does the
work. No need to click in any dialog box or go hogtin the menu bar.
— flexible you are never stuck at any particular setting, dan change
whenever you like even while you are listening tde t track.
— creative because it is easy to change the track parameyets find
yourself able to experiment far more to see whaa@r or Notator have to
offer.

— safe at any point, you can return to your originaltiset since playback
parameters are non-destructive.

The track parameter box shows all the track pararsetlating to the track selected
in the pattern window.

The right-hand edge of the pattern window showsvidaes of the track parameter
which has the cursor on it in the track parametet. hat way you can see virtually
all the parameters of a track at the same timenagparameter for all the tracks.

1.2 Empty, recorded, initialized tracks. MIDI Thru parameters

An empty track shows an empty, white space in th&T&JS column (down the left-
hand edge of the pattern window and has no name.

A recorded track contains at least one event. divsha black block in the status
column and has a name.

An initialized track, like an empty track, is emptyut shows a black block in the
status column and has a name.



All empty tracks receive the same track paramdi€hannel, Transpose etc) due to
an autocopy feature that ensures that if you seic& parameter in one empty track, it
will auto-copy to all the other empty tracks.

The track parameters of any empty track are use@riegtor Notator’s MIDI Thru
function, and so affect what you are playing live.

As soon as a track is recorded or initialized,sitremoved from the MIDI Thru
function. Its track parameters are no longer chdnbg the autocopy feature.
Normally, when you play your instrument live, youllvhe playing on the MIDI
Channel which is set in the empty tracks. You migthfome point wish to hear the
MIDI Channel of a recorded/initialized track. Yoarmot hear this at the moment
since the track is no longer part of the MIDI THumction (and just placing the track
cursor on it will have no effect!). What you must id place the track cursor on it and
press the computer key which is below the deleyg(@r UK Ataris, this is [#], in the
USA [\], in Germany [~]. This will auto-copy the aerded initialized track’s
parameters to all the empty tracks, thereby dingathe MIDI Thru function.

Example of the MIDI Thru function:

To address an instrument connected to MIDI Out Baahd set to receive on Channel
3, select B 3 in any empty CHANNEL parameter: thidl divert your master
keyboard’s incoming data to the new destinatiomargless of your keyboard’'s
transmit Channel, which is totally irrelevant in sh@ases with Creator/Notator.

An empty track becomes recorded by:

— recording data into it in real time

— entering events manually into any of the eveitbeslvarious editors
— using one of the copy functions to transfer datdne empty track
— using many other functions eg Extract One Chaatel

An empty track is initialized by:

— use of the initializing key command Shift—Backspa

— double-clicking the empty track

— clicking the EDIT icon (below the track paramebex) or pressing F: this
produces a dialog box which asks whether you wasénter this empty track’s

event editor. If you click OK, then re-enter theimpage by pressing F again,
you have just done what the Shift-Backspace funadimes much more easily!

Initializing allows you to prepare a track’s nanMIDI track parameters and (in
Notator) display parameters prior to working. Paisecontaining initialized tracks
can be saved as *.PAT fildsee Chapter 28: Data Managemeat)d used as future
templates, especially useful for orchestral worlotator. You then gain access to a
track’s various parameters by use of twmnputer key below Deletaethod — see
above.

When a recorded or initialized track is erasedirésk parameters (and in Notator, its
display parameters) will be autocopied to all thety tracks.

1.3 Track name

IS;iurrlan[' DK

A recorded or initialized track can be named byldelicking the space just to the
right of the track number or by using Shift-Backspa



(The Esc key does the same job when the CHANNEtktarameter in the track
parameter box is not highlighted by the cursor,Zhift-Backspace is easier.)

Type in the name, using Esc, Backspace or Deletkeleie characters and the cursor
arrows to move around, then click OK.

A recorded track first shows *OK** as temporaryatk name after each new real-
time recording. Other recording and initializing timeds (see above) show *NEW**
as temporary track name.

The name is purely for your reference: it makessdn name tracks as you record so
you know which track is which.

1.4 Status column in the pattern window
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Down the left-hand edge of the pattern window ie ®TATUS column, giving
certain
information on each track:

white — empty tracKsee 1.2 above)

black — recorded or initialized tra¢kee 1.2 above)
* — HIDE — track will not be heardsee 1.5 below)
f— OUTPUT FILTER(see 3.10 below)

¢ — CHANNEL FILTER(see 3.11 below)

1.4.1 Velocity level/peak meter

The velocities of MIDI notes playing in a track aspresented by a little grey beam
in the status column that mimics a recording desk®l meter. This changes to a
speckled white beam when notes reach the maximull Mélocity value of 127
(peaking. There is, of course, no harm done if peakingsgilacgsee 3.4 below)

1.5 Track Hide

‘T
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Left-click the status column of a track to prevéim¢ data of the entire track from
being transmitted; left-click again to unhide. Astexisk (*) appears in the status
column to indicate that the track is hidden. Th®HlIlicon to the left of the transport
controls can also be clicked, or you can use they

HIDE can be used for keeping to one side tracks lyave no immediate use for.
Hiding andmuting are two slightly different conceptkiding a track means that you
have to physicallynhideit again if you want to hear it, whereasitingis capable of



being automatedsee Chapter 7, 1.2: Screen recordings; Chapter7:8Pseudo
events; Chapter 20.6.5: Arrange mutes)

1.6 Solo

©

Clicking the SOLO icon to the left of the transpodntrols will solo the cursored

track in the pattern window.

Alternatively press O. To solo in the event edifmress O. You can change tracks
while in solo mode; also, the same track in eadtepawithin the same chain of an
arrange list will he soloed in turn as the arraogesor moves.

2. Altering track parameters, singly and globally
The track parameters can he altered with the teftrgght mouse buttons, either in the
track parameter box or down the right-hand edgéepattern window.

Quick-step:there is a method of scrolling the values in maisicuseful stepgsee
end of this section).

A track parameter can be changed in more thanrank &t a time:

Pressing Shift at the same time as changing a packmeter with the mouse
will apply that parameter to all the tracks in tberrent pattern window
(including any empty tracks, and therefore the MIbru function).

Pressing Alternate at the same time as changimgck parameter with the
mouse will apply that parameter to all the track#hie current pattern window
which share the same MIDI channel as the track e/meameter you are
changing.

Pressing Alternate-Shift at the same time as cimgngitrack parameter with
the mouse will apply that parameter to all theksaio the whole arrangement
(song) which shares the same MIDI channel.

Example 1:to apply GROOVE 16B to all the tracks in the catrpattern, hold Shift
and change the GROOVE parameter in any of the drautk the mouse.

Example 2:to change all the tracks in the song which aréviédl channel A 10 to
channel E 11, hold Shift and Alternate together @mmhge the CHANNEL parameter
in any of the Channel A 10 tracks with the mousegigither the mouse-as- slider
function(Chapter 3.1.3or the Control & mouse functiqi€hapter 3.1.2)

We strongly advise use of tkentrol & mousdeature to change the parameters while
holding the appropriate key(s); it allows you tonju from one value to a distant one,
avoiding all that scrolling: release Control befothe other keys. This is
especially true in example 2 above, since scrollhrgugh the channel names would
not only take a long time, but would result in pick up all the other channels in the
song on the way!

Quick stepscrolling track parameters in musically usefupste
Giving a short click about one centimetre from tighit-hand edge of the track
parameter box in the TRANSPOSE, LOOP and DELAY pet&rs will make
the values jump in octaves (transpose), bars (l@om) musical fractions
(delay).

2.1 DEFAULT function for storing track parameters



In the same way that tracks can receive certack tparameters, you can give MIDI
channels their own sets of the same parameters.

A left-click on the DEFAULT icon (left of the trapsrt controls) will recall the track
parameters for the current MIDI channel that yovehareviously stored.

To store certain parameters for a certain MIDI clenset your track parameter
combination in a track and right-click the DEFAULdJon: this will save the current
configuration for the current MIDI channel. The wa$ can be seen stored in pattern
0: in pattern 0O, the sixteen track numbers reféhéosixteen channels (the port is not
taken into account.

If no default setting has been stored for thatipaler channel, then the left-click on
DEFAULT will reset the track parameters to zero.

Example:depending on the way you work, you may like to ptesloop of 32 beats
with a certain groove value and added points odaig} for instant recall in certain
MIDI channels. At any time you can use DEFAULT &xall the preset or not, since
simply scrolling up a new channel does not autaradyi recall its preset.

Tip: instant reset. If no preset is stored for a Mlbagnel, left clicking DEFAULT
clears the track parameter box of values — usefutiearing the MIDI Thru function
of unwanted parameters.

3. Track parameters
3.1 Channel

TRACK: 1

B 3

This is where you select the MIDI out port and Mi&lannel for a track (or for the
MIDI Thru function if it’s an empty track).

This allows the track or the MIDI Thru functiontalk to a synthesizer which is set to
receive data on the same Channel.

Each event’'s own MIDI channel (you can see eacmt&s/e@wn personal MIDI
channel in the event list: this value normally sekamhat channel the master keyboard
was transmitting on at the time the events wererde) is, as happens with all these
playback track parameters, overridden by CHANNE&Qn{pare this with original
channel — see below, and MIDI channel filter, seloWw).

The channel letters refer to the port: A is therfidaown MIDI out port: there are
sixteen MIDI Channels (1 to 16) per port.

Empty tracks control the MIDI Thru function: to glan instrument set to Channel 3
and connected to port E, you must set F 3 in artyeinack, so that incoming MIDI
data from your keyboard is diverted there in r@@et— your keyboard’s transmit
channel is irrelevant.

If you find that one of your MIDI devices plays eyenote that the sequencer puts
out, regardless of the MIDI channel, then you sti@risure that it (and all your other
devices) is set to OMNI OFF mode (MIDI Mode 3)assuming that you want each
device to play each musical part separafefe Chapter 21: System Settings, section
6: MIDI mode messages).

MIDI Thru function: if you set a CHANNEL parameter in an empty tracBu ycan
choose which instrument your keyboard will playeliv



3.1.1 MIDI Channel name

Each of the 96 MIDI channels in Creator and Notator be given a name by double-
clicking the in the track just to the left of thBannel number. A name is easier to
remember and identify than a number, especially&/lgeu are using many channels.

_k — — —
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As well as double-clicking to name, you can pré&sEsc key after having pressed
the CIr Home key.

Remember you are naming the channel, and the dhanndependent of the track,
so it does not matter which track you use to etiterchannel name. Normally, the
task is done as a preparation, before you staordewy the material, and is normally
done by scrolling the CHANNEL parameter in an entpagk and naming as you go.
The channels need to he named only once, of cosirsgs from now on, selecting a
MIDI Channel will automatically display its name.

Type in the name, using Esc, Backspace or Deletkeleie characters and the cursor
arrows to move around, then click OK.

If you tend to use the same channels for the sasuees when you work, then you
may find it useful to name an empty song’s chamiél your instruments’ names (eg
Yam SY7, Korg Tl etc) and save this default songdar program disk by calling it
AUTOLOAD.SON, so that it loads automatically withet program from now on
(Chapter 28: Data Management, section 2Ghannel names can also he downloaded
separately from other .SON fil¢€hapter 28, section 3, Load System)

3.1.2 Channel numberoriginal

When you select the Channel calatyinal (ie no channel, number is displayed), the
channel track parameter will no longer divert tharmels of the events in the track to
a specific channel. So the events’ personal chantted ones you can see in the event
list, dictate which instrument each will go to.

Each MIDI event stored in Creator or Notator hadl®l channel value. Normally,
this is overridden on playback by having a certdnannel value set in the CHANNEL
track parameter. Using the original setting medwas if you have different channels
recorded in a track (up to sixteen channels simatasly), all sixteen MIDI channels
can he played back simultaneously from one tradkat® more, the MIDI channel of
each single event can be freely altered in thetdistn

Original Channelused in any empty track means that the MIDI Thmnction will not
divert the live data from your keyboard to any jatter channel, but will allow the
data through unaltered. This means that your kegb®dransmit channel dictates
what instrument it will play.

3.1.3 MIDI Out ports: 6 times 16 Channels
The MIDI protocol defines sixteen MIDI channels wini can he transmitted
simultaneously through one MIDI output. These srtechannels are often not



enough, especially where you are using multitimsadths in your music setup. (A
multitimbral synth is one which can play severdletent channels simultaneously, as
if it were a collection of different synths.)

By adding Export and/or Unitor, you arc adding agdive more separate independent
ports:

Port A — Atari MIDI out
Port B, C, D — Export
Port E, F — Unitor

Read more on Export and Unitor in Chapter 27 .

Do not confuse these outputs with those of a makiwhru splitter box which merely
copy the same data to many outputs. Export andoUratlow you to address
separately up to sixteen Channels on each output.

Each track can be set to one of the six outpute CTHANNEL track parameter
defines the output port (A to F) and the Channdb(16).

There are 96 possible combinations, Al to A16, 8 B16 etc up to F16, allowing up
to 96 different musical parts to play. Also, eadltput has its original setting,
allowing data to pass through with unchanged channe

Tip: do not confuse the output letters A, B, C, D, Byith the (lower case) arrange
chain letters a, b, c, d There is absolutely naneation between the two.

3.2 Quantize and Groove

[FTRACK: 1]

These auto-correct the time positions of notesaraous eventsPlease read Chapter
17: Quantize, Groove Design, Adaptive Groove.

MIDI Thru function: QUANTIZE and GROOVE have no effect on the MIDI Whr
function.

3.3 Transpose

‘ TRACK: 1

This track parameter transposes data by up to &/se&9nitones: being a playback
parameter, its effect will not be seen in the eashtor. If it is important to you to be



able to see the transposition (especially in Nottscore editor) use the Normalize
function(section 4.1 in this Chapter).

MIDI Thru function:if you set a TRANSPOSE parameter in an empty {rgold can
transpose your keyboard live as you play.

Quick-step — scrolling TRANSPOSE track parametaenusically useful steps:
Giving a short click about one centimetre from tighit-hand edge of the track
parameter box in the TRANSPOSE parameter will mileevalues jump in

octaves.

3.4 Velocity

[ TRACK: 1]

Many synthesisers will recognise the dynamics &égboard plaver’'s technique, ie
how hard or soft the keys are struck. The resultedcity value can be used to
control various synthesiser functions which areduse simulate the brightness or
loudness of the note’s attack or other parametéhsnithe synth.

Increasing or decreasing the track parameter VEOUGlalue adds to or subtracts
from the velocities that already belong to eaclemitthe track.

Do not confusevelocity with after touch or pressure information, which is
information about what happens to the note afterititial strike (see Chapter 8.4:
Aftertouch).

Altering the velocity has an effect on the percdivelume of the notes, though the
notes will generally also change timbre (how brigintdull the sound is) as the
velocity is changed. Do not confuse velocity withDMvolume information, which is
pure volume(see Chapter 8, section 5: Control Change and Girapf: Realtime
MIDI Generator).

MIDI velocity values go from 1 (minimum) to 127 (mimum). This means that there

will come a point (depending on the individual rotelocity values) beyond which

further increases of the VELOCITY value will have effect. It is at this point that a

limiter effect comes into force whereby the diffiece between loud and soft notes
becomes less and less as the VELOCITY value i®@sad. The level/peak meter in
the status column peaks when a note being playgd kealocity value of 127.

MIDI Thru function:if you set a VELOCITY in an empty track, you carfeaf the
velocity of our keyboard live as you play.

3.5 Compression



The range of a track's note velocitiess can be cesged, expanded
or fixed at value 64.

Depending on which mouse button you use, the naristing velocities will be
compressed in steps 1:2, 1.4, 1:8, so reducing @odemore the difference between
the highest and lowest velocity values: the neap stfter 1:85 is “fix”, which means
that the velocities will all play back at 64 (thalfivay value): if you go the opposite
way, the expansion values are 1:2 and 1:4, whichnsiejou are increasing the
difference between high and low velocity values.

You get the best results by combining the trackapeters COMPRESS and
VELOCITY, where VELOCITY adds or subtracts from thepanded, compressed or
fixed values.

It's simple: to get a track to play back at a umfo maximum velocity, use
COMPRESS to “fix” (this gives you a velocity valug 64), then add 62 in
VELOCITY: 64+62 = 126, which is one point less tltae maximum. If you add 63,
the track’s level/peak meter will peak.

Slightly compressing a track by a factor of 1:2aigyood way to smooth out an
instrument’s velocities without producing a ste#sult.

MIDI Thru function:if you set a COMPRESS parameter in an empty traal, can
compress/expand or fix the velocity of your keylblare as you play.

3.6 Loop
i TRACK: 1

A LOOP value is expressed in quarter note beatgeftis on time signature). After
completing the number of beats selected in LOO® tridck will repeat from the start
again.

A loop will always take the pattern’s downbeat (1 1) as its beginning: it cannot
start looping anywhere else. A loop will loop adiriitum until STOP is pressed or
the next arrange pattern takes over in the arrbsige

It does not matter whether you have one bar or 1208 in a track: if you set a loop
value of, say, 4 (four beats, or one bar), you wrilly hear the notes in first four beats
— you have not deleted the other 999, they arenjastheard — until you decide to
change the loop value.



If you wanted to be able to repeat the contentthefsecond bar, you cannot use
LOOP: use segment copy with RiChapter 18) or use segment copy to copy that bar
to the start of another track, and then loop it!

LOOP produces a special Track Loop event, which gau see in the event list, and
where you can edit its time position away from tiheat to produce interesting
polyrhythmic effects.

MIDI Thru function: LOOP has no effect on the MIDhru function.

Quick-step: scrolling the LOOP track parameter ursioally-useful steps:

Giving a short click about one centimetre from tiight-hand edge of the track
parameter box in the LOOP parameter will make #lees jump in 4, 8, 16, 32 and
64 beat steps.

3.7 Delay/advance
I TRACK: 1

A plus (delay) or minus (advance) value here witiva all the events in a track later
or earlier.

The values are in terms of 1/768ths (or 1/1536tbgedding on the resolution).
Values that are musical fractions will he displayed instead of 96, you will see 1/8).

DELAY/ ADVANCE is mainly used in small values to prove the feel or timing of
particular tracks. Different synthesisers haveedéht reaction times (this is NOT a
MIDI timing problem. hut one due to different maaaturers’ hardware), so values
can be set here either to delay the tracks of guaekting synths to match the slower
ones, or more usually to advance the tracks of -sé&agting synths to match the
quicker ones.

If a track is (and some synths — especially muatiitial ones — are so slow that
values of up to 15 are not uncommon), then yowadk@ancing any note that is on the
downbeat (the 1 1 1 1) to a position before thel 1, and therefore you may stop
hearing it: you must match any advance value witleguivalent UPBEAT value in
the arrange modeée Chapter 20, section §.2

Let us not exaggerate the situation: you may welen need to use DELAY/
ADVANCE to improve feel, and anyway, you need toMeey sensitive about how
you mess with timing!

MIDI Thru function: DELAY ADVANCE has no effect othe MIDI Thru function.
Quick-step: scrolling the DELAY track parametemnmusically-useful steps:
Giving a short click about one centimetre from tiight-hand edge of the track

parameter box in the DELAY parameter will make tedues jump in musical
fractions.



3.7.1 Delay in milliseconds

v Delay inms . | > o
Position in ms l

Position in frames

Delay in ms in the Flags menu allows the DELAY/ADMEE display to be in
milliseconds.

The value depends on the current tempo.

Because you can have a large amount of delay ady#nis possible to exceed the
four decimal places reserved for the display: éreyou get to values of more than
9999ms (almost ten seconds) or -999 ins (almostsenend), you will see a (+) or
(-), to show that the display has run out of spacel that you should switch back to
1/768th notes to carry on working.

3.8 Lowest/Highest

TRACK: 1

ce

These two track parameters allow youztineor transmit notes according to their
pitches. To hear notes from only C3 upwards, setiCROWEST and G8 in
HIGHEST. To hear notes below C2 only, leave LOWHSaNk (it defaults to the
lowest note anyway), and set C2 in HIGHEST.

MIDI Thru function: if you set LOWEST/HIGHEST parameters in an empégck,
you can zone your keyboard live as you play.

3.9 Ghost of

| TRACK: 1

| |
As soon as a pattern number (small figures) amdek thumber (normal figures) are
entered into an empty track's GHOST OF paramehes, ghost track will play the
data of the source track, but will do so accordiogts own track parameters and
without actually copying any existing data intcelts

It means that the events of the source track aresmnitted twice-over: once out of
itself as usual, and once from the ghost trackgugs own set of track parameters.
Because of this, the ghost tracks provide the idezthod of achieving multi-output



effects over several channels, such as octave-dgularpeggios, delays, chorusing,
etc.

For reasons of clarity, the QUANTIZE, GROOVE and@P parameters of a ghost
track are disabled: the source track dictates tipesameters. And of course, you
cannot advance a ghost track using a negative DEL&Me since that would put it
before its source track!

GHOST OF is a type of track copy, except that ghastks have no notes or events of
their own: they make direct use of the notes ofdlneady-recorded source track. Two
immediate advantages: you save on computer mempduy; if the master track is
edited or processed in any way which alters datéas even completely re-recorded,
then these alterations will be passed straight comhé ghost track without YOU
having to carry out any further work.

A track can have more than one ghost track.

Normally, you cannot enter the event editor of agjitrack, for the simple reason that
there is nothing in the track to edit. Howevergclding EDIT or pressing E will
produce a dialog box askinBo want to make a real copy?his converts the ghost
track into a normal track by copying the sourcekimevents into it, but keeping its
track parameters. From now on, the track is nodorgghost.

Ghost example IMIDI doubling.

— In an empty track’s GHOST parameter enter theepa(little number) and
track (big number) of the source track.

The name *GHOST* will appear in the track.

— Now set the desired CHANNEL number in the ghoatk, which allows
the source track to play two sounds at the same tim

— Add any other parameters you desire in the ginask.
Ghost example 2v1IDI zoning.

You wish to have the only the bass notes of a ptaack doubled by a bass guitar
sound:

— Create a ghost track of the piano track in an tgmpack.
— Set the channel, in the ghost track, of the samuhying the guitar sound.
— In the ghost track’s HIGHEST parameter set tlghést note you want to
have played by the guitar.

Ghost example MIDI echo.

— Record something on pattern 1, track 1, prefgralih a hard attack to the
sound.

— Make ghost tracks out of tracks 2, 3 and 4 (tkghould say GHOST OF
11)

— Now delay the three ghost tracks with DELAY valu48, 96 and 144,
reduce their velocities with VELOCITY values -2@0-and -60.

This will result in a subsiding 1/I6ths echo effeathich can easily be varied by
transposing, for example.



MIDI Thru function: if you set the GHOST OF parameter to make a ghbstn
empty track, you can use the ghost tracks livecasplay(see Chapter 23, section 6
Realtime ghost tracks).

3.10 Output filter

[TOUTPUT FIL H‘-r:'"li
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Playback track parameters are not restricted tmties in the track parameter box on
the main page.

Each track has its own output filter which allowsuyto stop various types of MIDI
event from being transmitted from the track. Tol cgl the Output Filter window
right-click in the track’s STATUS column or selégatitput Filter in the MIDI menu.

An f will appear in the STATUS column if events arengefiltered. The filter allows
the output of each type of event to be stoppedi@itbat will for checking the effect
these events have on a synth without having taa#igterase anything.

3.11 MIDI Channel filter
OUTPUT FILTER |

NOTES
PROGRAM [Fraro: pat
CONTROL | » hl]}]“m
PITCHM | 2

p PRESS 3
¢ PRESS 4

Normally a track's CHANNEL parameter will divertlahe events of the track to a
certain MIDI Channel, no matter what the Channékhe individual events are.

Switching on the MIDI Channel filter (CHANNEL in ¢houtput filter window) means
the track will only allow through the events thaivh the same MIDI channel as that
of the track’s CHANNEL parameter.

A c will appear in the STATUS column if the Channdtdtiis enabled.

Example: suppose a track contains events whosenetsaare 1, 2 and 3. If you
switch the MIDI Channel filter on, and set A 2 etCHANNEL parameter, you will



hear the channel 2 events only; the others aexdit out. You can transmit on any
port.

The MIDI Channel filter is especially useful whesed with more than one ghost
track, since you can make a ghost track for eaehmdl contained in the source track,
give each ghost track one of the channels, andclswoin the channel filter in
each ghost track. Each ghost track can, of counsee its own set of track
parameters, including a different output port.

MIDI Thru function: this feature is of great use dambination with realtime ghost
tracks, for when more than one live musician ig/iplg at once using a merged input
(eg Unitor). It allows the synths that are beingdiso be on different outputs, rather
than all having to be connected to the same output.

Normally, each player can address a different symthonly if the synths are all
connected to the same output port, the playersaliréransmitting on different
channels, and the empty tracks (the MIDI Thru fiomtare set to original channel.
With the MIDI Output Filter, the synths can be ceated to any of the six possible
outputs by:

— making realtime ghost tracks of an empty tracle tor each synth which is

on an output other than the source track’s output

— switching on the empty track’s Channel filter

— select original in the empty track’'s CHANNEL pareter

— switching on each ghost track’s Channel filter

— entering a synth’s output port and Channel inheaé¢ the ghosts’

CHANNEL track parameters

4. When track parameters can be event-altering

As we have seen, the track parameters are playba@meters: they affect events
only when they are playing, and are reversible @@ destructive,

Normalize, Fix Quantize, Process Datad Merging Tracksare operations that
will force each event in the track to alter itsues to those of the track parameter.
The results can be seen in the event editor,

These operations do not make a parameter morebleelinan before. Playback
parameters are as reliable, in timing, as eveatadtones, Also, there is no advantage
in being able to see the results in the event ediftart from the Transpose parameter.
Only the last event-altering operation can be r@rby pressing (or clicking)
UNDO.

Operations involving more than one track are noDdNble.

4.1 Normalize function (Fast Process Data)

In the main page, the N key will force each evarthe current track to alter its values
keeping with those of the current track paramelerfdter using N, the track
parameters’ values are reset to zero; what youwmi#laas expected, remain the same,
but you will now be able to see the results ingtent editor.

A few remarks omormalizing

One of the main uses for this is when preparingaektfor a MIDI File(see Chapter
28, section 6).

Normalizing applies to the track as a whole: itrgatnbe applied to part of the track;
for this use Process Dafsee below).



When you press N, all track parameters with a vawd# be normalized
simultaneously (for exceptions, see below), so enskhat that is indeed what you
want! Remove values from those you do not wantaiwmalize, press N, then restore
those values.

Remarks on Normalizing:

CHANNELthe events will he normalized, but the channelldiswvill be kept for the
sake of clearness. Switching the CHANNEL valuetiginal will protect the events
in the track from having their individual channatsrmalized.

LOOP loops are not normalizable. The equivalentgss would be to ussegment
copy(seeChapter 18).

QUANTIZE GROOVE normalization is not carried out, becausdika any of the
other track parameters, the effect of using QUANT ¥ GROOVE is anyway seen
in the event editofbut see“Fix Quantize/Groove” below).

LOWEST, HIGHESTotes outside the zone are deleted (of course!).

DELAY although you can normalize the DELAY/ADVANCE valuie,is better in
many situations to keep the flexibility of the “plmck” parameter rather than to
normalize: before normalizing, temporarily remotae DELAY value, press N, then
restore the DELAY value.

4.2 Process Data

Process Datan theFunctionsmenu allows you to force each event in the track t
alter its values in keeping with those of one orertoack parameters, and allows you
to limit the process to a part of the track.

PROCESS DATA I 1

MIDI CHANNEL LEFT 0™y l| |

DURNTIZE e
y UF : RIGHT i 1 1 1

GROD
TRA

The end effect of Process Data is the same asadth&itormalize, but whereas
normalize is quick, Process Data is more flexible.

Process Data is mainly used with its locators terode the “playback” track
parameter on the main page for a certain segmgntaasposing just ten bars of a
thirty-bar track, or giving specific bars a diffate groove value etc.
The “Process Data” window looks rather like theatkk parameter box” in the main
page, except that you can switch the parameterandnoff: only if “ON” will a
parameter be processed.



The individual parameters are explained above: lysee that “Process Data” will
delete notes outside the HIGHEST/LOWEST settings.

The “START/END VELOCITY feature allows you to fadbe velocities of notes
between the locator positions, starting and endinthe set values, giving a smooth
increase or decrease.

Switch on LIMIT POSITIONS to limit the effect of fBcess Data” to a specific
segment; otherwise the whole track will be affected

The actual “Process Data” is carried out when ylak ©K or press Return. Clicking
“OK’ carries out the command, but the window stagsthe screen for when you have
more “Process Data” work to do; pressing ‘Retuiarries out the command and you
are returned to the main page or event editor.

“Process Data” with QUANTIZE or GROOVE: Process ®aermanently changes
events in a track, as we have seen. The excepaiianQUANTIZE and GROOVE
which cannotbe permanently changed: this is normally nevemdlpm.

So why use Process Data” with QUANTIZE or GROOVEst#&use it allows more
than one Quantization or Groove value to be usedthack, since the locators allow
the parameters to he zoned. You must ensure, howihat if you have used the
zoning capability in Process Data to create maae time Quantization/Groove feel in
a track, you do not accidentally change the QUANHIAr GROOVE track
parameters on the main page: otherwise, you wde lthe different settings and
replace them with the new one throughout the track.

4.3 Fix Quantize/Groove

If you are using GROOVE as an effect which is mdhalifferent from what was
originally played, for example as a way of imposamgwing feel on music that was
played in strict time, there are some situationsngtyou may need to “fix”.

On the main page, the F key will “fix” the curré@@UANTIZE or GROOVE value.

Background information: the QUANTIZE and GROOVE gaeters always

remember your original timing, that is, the oridiqesitions of your notes. Even
when you QUANTIZE or GROOVE a track, the programrmegnbers the original

positions and allows you to go back to those pmsstiwhen you scroll back to 768 or
1536.

Whenever you change from one QUANTIZE or GROOVEimgtto another, the

program uses a note’s original position as theshafits calculations to work out the
new position. This is fine where you want to useG&R/E to perfect a swing feel

you have already recorded. But it might cause ueebgal results where you played in
strict time and want to impose, say, a fairly sevé6 D, E or F swing effect on the
music.

In this situation, the GROOVED notes may not gappear at the time positions you
expected for a correct swing. You will know this evhit happens after you have
selected your Groove value and listened to thdtresu

If this is the case, select a GROOVE of 16 A, préss then select your final
GROOVE value.



What “fix” has done is make the notes’ original pioss very clear, allowing the
correct GROOVE effect to take place.

“Fix” is not intended to he used as a way of “pobitey’ from accidental alteration the
various quantization or Groove settings you mayeheneated using “Process Data”
(see “Process Data with QUANTIZE or GROOVE' above).

Once “fixed” at a particular QUANTIZE or GROOVE, tes cannot be made to scroll
all the way back to their highest resolution asytheed to. Only use “Fix” in the
special situation described above. But UNDO willeese this situation until the next
event altering operation.

4.4 Merging tracks with differing track parameter value s

If you merge togethefsee Chapter 18)wo or more tracks whose track parameter
values differ, this will have a normalizing effeat the events in each track.

It has to be so! Each track can only have one plelytparameter for transpose, for
guantize etc. So if you merge together two trackse of which is set to
TRANSPOSE +12, and the other to TRANSPOSE -5, tlents in each track will
each have their respective TRANSPOSE value forcethtbecause you cannot have
two playback parameters; the TRANSPOSE value ofitbged track will be reset to
zero.

The same occurs where one track has a parametier aetertain value, and the other
track’s same parameter is not being used.

Where the track parameters have the same valiesyénts are left unaltered and the
track parameter continues to have the same measibgfore the merge.

Example:you already have a track recorded with QUANTIZEtset6 and you wish
to double it one octave higher, yet have both gkt®tes in the same track: drag the
track to an empty track to duplicate it, set 12he copy track’'s TRANSPOSE track
parameter, drag the copy track on top of the aaigio merge them again. The notes
all belonged to the duplicate track will now beded up an octave, the TRANSPOSE
value will disappear, but of course the QUANTIZEIwa remains in force
because both tracks shared the same value.

5. Pattern name

Each of the 99 patterns can be named by doublkkuljovhere it says “Pattern” at
the head of the window or pressing ‘Shift-N’.

The name will be automatically forced onto the age pattern of the same number
in the arrange list. You can subsequently rewritefferent name by double-clicking
the arrange pattern itself.

Type in the name, using [Esc], [Backspace] or [B3léo delete characters and the
cursor arrows to move around, and then click [OK].

Chapter 7 Recording
1. Where events can come from



le old tract
1111
e
:

I "_. HIG‘&T*HL
RITEEH 8

|_‘5—mp r Lim::_.t

1.1 MIDI data

Anything and everything in the form of MIDI eventeceived at one of the MIDI
Inputs, will be recorded, whether from keyboard$DMyuitars, drum pads, MIDI
bagpipes...

The list includes other sequencers, whose evetitbewecorded over several
Channels into one track, thdemixeg¢also drum machinesée Chapter 26
Synchronisatiohp

1.2 Screen recording

There are events other than MIDI events that caeterded: two of the many
Pseudo events are generated by things you dolitimeato the main screen while in
record mode.ee Chapter 8: Pseudo Events, sectipn 7

These Pseudo events are recorded in the currektitraeal time.

Pseudo events can be mixed and moved with MIDItsvéior reasons of clarity, it
makes sense to give them their own track.

1.2.1 Tempo changes

Any change in tempo during recording will be reaadnh the form of P_USER 1
events in the current track. These tempo changebeanade by direct clicking of the
Tempo display, use ohouse-as-slidemuse ofControl & mouseor the +/- keys on

the computer.

The use of control & mouse on Tempo differs sliglfitbm the norm: the changes in
tempo are carried out while you move the mouse w-dmnot have to release
Control first. This allows you to record smooth ihas of tempo (but if you do want
the tempo to jump to a new setting, hold SHIFThat¢ame time, and the new tempo
is registered when you release Control).

Tempo changes made as a result of using the Tenmt@igpieter will also be recorded
(see Chapter 25: Tempo and Chapter 26: Synchrooigati

You may also record tempo changes from within treneeditor.

1.2.2 Track mute/demute

A track can be muted and demuted at any given ploirihg recording (rather like
recording desk muting) by clicking the relevantkaumber in the arrange list’s
mute column while in record mode. The niutes/deswutdl be recorded at the precise
time of clicking, in the form of Pseudo P_USER 8 drevents, which can be edited
afterwards in the event list. The event’s secorid Ogte indicates which track was
muted/demuted.



Use a separate track to record the de/mutes toestisat you are not muting the mute
track! If you mute a track, demutes cannot be gdtmm it.

Mute Grouping:you are not restricted to muting/demuting oneltiaca time. You
can store up to eight mute/demute combinationsecall them at any time: if you do
so while recording, they will he saved in the catrgack 6ee Chapter 20: Arrange
Mode, section 6.5: Arrange mujes

1.3 RMG Realtime MIDI Generator
The RMG is a tool which allows you to generateg ligll sorts of MIDI and Pseudo
events ¢§ee Chapter 22 on the RNIG

2. Metronome, MIDI Click, Count-In

During a recording, the Atari monitor’s loudspeaiat give out a metronomic click.
This metronomic click over the loudspeaker is ndiynaresent only when in
RECORD and PUNCH modes. You may prefer not to lise but to use the MIDI
Click feature instead, so just turn down the matsttoudspeaker.

If MIDI Click is enabled in the MIDI menu, a shartetronomic note will be sent: its
MIDI out port, channel, pitch and velocity are abte in the MIDI Thru window in
the MIDI menu (or click the MIDI Thru box at the tham of the main page). The
settings can be altered while you are in recordemedyou will hear the changes as
they are made (séghapter 21: System Settings, section 2: MIDI Glick

These settings in the MIDI Thru window are storaddepart of a Creator or Notator
AUTOLOAD SONG - see Chapter 28: Data managementiose2.3

The Flags menu has the Play Click option whichawas on the metronomic click in
playback mode.

3. Ways of recording

The count-in, which comes defaulted to one bar,beaaltered undesount-inin the
Options menu. The display shows bars in absolumgthe: eg 1 0 0 0 means exactly
one bar’s count-in.

Creator and Notator allow you to record during ¢bent-in. In the arrange mode, the
sequencer starts with the last bars of the prepattern, depending on your count- in
length.

It is important in most cases to record listenmghe metronomic click. Only by
keeping as close as possible to the click can yosube that:

— QUANTIZE and GROOVE will function correctly;
— the notation in the score editor will look coitrec

3. Ways of recording

3.1 Simple recording

Record-delete pressing the * key at the top riglthe calculator keypad (or left-click
RECORD) will erase any existing data in the curtesatk and will record-delete new
data. Straight after recording, the Undo key vafigle between any old data and the
new.

3.2 Merging into an already-recorded track

Record-merge pressing the R key (or right-click RIRD) will keep any existing
data in the current track and will record-merge miata. You get a count-in as with
record-delete. Record-merge allows you to add remdsother events into the



existing track, although it is better to recordsth®n a separate track and merge
afterwards, for clarity.

Drop-merge pressing the Spacebar key (or click DRORIso a record-merge
function, except that there is no count-in andtast fommand, and so can he used to
drop in on a track that is already running and dvapagain to add some data.

3.3 Replacing part of an already-recorded track wih Punch-Dropand Punch-
Autodrop

Punch-Drop pressing the / key (or click PUNCH) #meh using the DROP command
will erase the section of track between the pundpdh and punch-drop

out points, whether or not something new is readrde

Note how the Drop command changes meaning whenwisedhe Punch command.

Punch-Autodroppressing the / key (or click PUNCH), clicking AUDROP to ON
(or press D), setting the locators, and then uSIRGRT or CONT (don't use
RECORD!) will erase the section of track betweenldft and right locators whether
or not something new is recoded.

The sequencer will drop in at the left locator dndp out at the right locator
positions, allowing great precision.

PUNCH acts as a security key for DROP and AUTODR®prevent inadvertent
deleting; however, using PUNCH on an empty tradkimimediately enter record
mode, as there is nothing to protect.

4. Recording in the CYCLE mode

You may record data while cycling between two locgioints. All such data is can
be quantized automatically during recording (atehd of each cycle), or afterwards,
and all quantizing is reversible as usual. Theeefiae methods of record-cycle,
selectable in the Flags menu:

4.1 Record-cycle overdub (Flags menu is ticked): MEGES!

Creator and Notator default to this option. Recoydle overdub is where fresh data
from each successive layer of the cycle mode iorcemode is merged into the
previous layer(s) without damaging the previougiés). This method is similar to a
drum machine’s record mode.

Switch CYCLE ON (press C or click CYCLE) and se# taft and right locator
positions. Now start recording as usual: the secgrewill play as far as the right
locator and immediately start again at the lefatoc etc until you press STOP.

Starting the recording witRecord-deletéleft-click on RECORD) will delete any
data that was previously in the track: there wallédbcount-in at the start. Starting the
recording withRecord-mergéright-click on RECORD) will keep any data thatsva
previously in the track: there will be a count-irtlze start.

The sequencer can distinguish between each sueedager ofrecord-cycle overdub
(up to sixteen layers) and numbers each layeranrdck’s STATUS column as you
record. All the layers are in the current recordiagk.

The numbering of the layers allows you to see whigtle you are recording in, so
that if you want to delete a layer, you will knovinieh one to go for:

Selectively deleting layers with UND@hile in record mode, you can click UNDO



(or press the UNDO key) which will progressivelyede each layer, starting with the
most recent one.

Selectively deleting layers according to layer nemiwhile in record mode, you can
right-click a track number, whose number corresgdondhe layer you wish to delete.

The sequencer distinguishes between the layenstégnally assigning to each cycle
layer’s events their own internal MIDI Channel, @sponding to the layer number.
As usual, though, the track's CHANNEL parametetl@main page determines
which instrument you are actually addressing livébeing a playback-type of
parameter it overrides what’s going on internalllge master keyboard’s transmit
channel is completely replaced by the above process

Having different channels in the track’s event fiistans you can visually pick out
each layer’s events, but also allows you to usetions such akxtract One Channel
or Demix All Channelgin theFunctionsmenu) to split off each layer to its own track.

This distinguishing between layers is not availabtbe track where you are
recording is set t&€HANNEL original

Be careful: the layering of events other than natash as pitch-bend data, can lead
to weird results. Also, do not record-cycle Systexalusive data.

You may need to use tl@heckfunction in theFunctionsmenu to delete duplicated
notes after recording in the cycle mode. Duplicatetks are easily avoided if you are
clear as to where your cycle starts and stops.

Changing tracks in record modanother neat way of achieving instant creative
results in or out oRecord-Cyclenode (though it is at its best using tecord-cycle
method of recording) is the ability to change tsaghthin a pattern and alter track
parameters, all without ever leaving the record enod

To change tracks in record mode, left-click in hiegv track or press the up/down
CUrsor arrows.

4.2 Punch-cycle overdub (menu is ticked): MERGES!

Punch-cycle overduls intended for manually replacing part of a trackthe-fly,
with the advantage of being able to add layersoascycle: the rest of the track
remains unharmed.

Its long title isManual Punch drop in cycle mode with merging ofcegsive layers.

— set up a cycle around the track segment you teisbplace (with a couple
of extra bars either side for clarity — though tigiou are using
AUTODROP, see below)

— tick the above menu option and press PUNCH

— start playback mode with START or CONT

— at the place you wish to start replacing, clidR@P (or press Spacebar):
what was there is now deleted. Play the new natgkyou use DROP again,
at which point the deleting of the original trackases

— the cycling continues, you are still in PUNCH reothis means that if you
DROP into the same part of the track again, thie tyou will not delete the
last notes, but will start merging. You can DRORumd out as often as you



like over the same segment of track and keep adtagareful not to DROP
in on a different part of the track or you will d&d it.

This merging side t®unch-cycle-overduls exactly the same &ecord-cycle-
overdub(see above) except that the initial use of the PROmMmMand deletes what is
in the track between the points you drop in and-eufter that, you are merging the
successive layers.

On loading Creator or NotatdPunch cycle overdub (mergis)switched off.

4.3 Record-cycle replace (Record-cycle overdub memiunticked):
REPLACES!

If Record-cycle-overduis unticked in the Flags menu, you ar&iecord cycle
replacemode.

Replacing is where fresh data recorded during &agplaces (deletes) the previous
layer: as soon as you play a note during a cyoe,have deleted whatever was in the
layer from that point on until the right locatorgimn: you are therefore committed to
carrying on playing until the end of that cycle.

If there was data before the point on started ptayit will be kept unharmed. If no
data is recorded during a cycle, the last recolalget will be kept unharmed:

— select the cycle locators and switch CYCLE on

— click RECORD

— start playing after the count-in

— from now on, if you play in the next cycle, yote automatically replacing
the previous one: if you do not play, the previoysle is kept

Record Cycle Replaa®mes in useful when perfecting a certain musiad, fiike a
solo or a bass line. Without ever having to toucle command, you can record,
listen, decide and then alter your music (justthytmg to play!) without halting the
creative flow. You can listen to a cycle for as méimes as you like while you
decide what changes (if any) you want to make. H@weas soon as you start to
record again, all the events in the track whiclafter this note are erased and
replaced by the new events: all the events whicthe track, lie before the new note
remain unaffected.

As soon as the definitive version is recorded entthck, it is a good idea to STOP the
process and carry on recording on a fresh track.

Instead of the usu#lecord-deleteyou could try startingrecord-cycle replaceith
Record-mergéright-click RECORD): use this if you already has@mething in the
track, as it will keep that data unharmed — onby tlew cycles will he affected by
Record-cycle replace

On loading Creator or NotatdRecord-cycle replacies switched off.

4.4 Punch-cycle replace (Punch-cycle overdub mensi uinticked): REPLACES!

If Punch-cycle overduls unticked in the Flags menu, you aréimch-cycle replace
mode.



The PUNCH side of this works just like thatRidinch-cycle overdufsee above), the
replace side works just likRecord-cycle replacésee abovePunch-cycle replaces
intended for manually replacing part of a tracktbe-fly, with the advantage of being
able to keep deleting the track between the peihtsre you DROP in and out, for
instance, to perfect a solo; the rest of the trackains unharmed.

Here,replacingis where fresh data recorded after you have usgdmdeletes the
track from that point on until you DROP out of reg@gain: when the sequencer
cycles round again, as soon as you play a noteglvecord mode, you have deleted
whatever was in the track from that point on uwwhlere you DROP out of record; if
you do not play anything during the new cycle, l#st data is kept.

Its long title isManual Punch-drop in cycle mode with selective tiledeof successive
layers!

— set up a cycle around the track segment you teisbplace (with a couple
of extra bars either side for clarity — though iiatsing AUTODROP, see
below)

— ensure Punch-cycle overdub is unticked and gressCH

— start playback mode with START or CONT

— at the place you wish to start replacing, clidR@P (or press Spacebar):
what was there is now deleted. Play the new natgkyou use DROP again,
at which point the deleting of the original trackases

— the cycling continues, you are still in PUINCHdw®othis means that if
you DROP into the same part of the track again,witildelete the previous
notes, but only from the point you start playingpuycan DROP in and out as
often as you like over the same segment of tradikkaep replacing: be
careful not to DROP in on a different part of treeck or you will delete it.

On loading Creator or NotatdPunch-cycle replace switched on.
4.5 Cycle-Autodrop

The combination of AUTODROP and CYCLE is particlyarseful for busy
musicians: the program automatically shuttles betwtae two locator positions, but
includes the count-in (normally one bar) which y@ve preset in the Options menu.

On pressing start, the sequencer will jump to thd sf the count-in, wherever the

left locator is positioned. This is a great helituations where you are working deep
in a pattern, since normally you would need td fioll the Main Bar Counter to a
couple of bars before the left locator Position Heh use the CONTinue command.

The effect of the AUTODROP function in CYCLE modeeixactly the same as if you
are using the two PUNCH-CYCLE methods describedr@plut allows great
precision since the locators are accurate to theese 1/768th or 1/1536th note.

The one difference is that the locators represenpositions where the sequencer
drops in and out AND the cycling locators: the cgaw/hy it gives you an automatic
count-in is so you have a breathing space betweenyicles.

For exact descriptions of what you can expect f@yole-Autodropread the two
Punch-cyclesections above. Where they mention pressing ckicly DROP, bear in
mind this is now automatically done by AUTODRORau have switched it on.



Also, you must set the locators to #eactdrop in and out positions. Here i<gcle-
Autodropcheck list:

— Switch AUTODRORP on

— Switch CYCLE on

— Switch PUNCH on

— Set the exact locator positions if the segmeittetoeplaced

— Press START, and the sequencer will jump to thentin bar before the left
locator, automaticallfPunch-dropinto the track at the left locator, drop out of th
track at the right locator, and jump back to thgibeing of the count-in, etc.

5. Transport remote for recording

WhenKey Remotén the MIDI menu is ticked, Notator’'s and Creasomost
important transport functions can be controllearfra MIDI keyboard gee Chapter
5: Positioning, section 4)2

6. No push near 1
This option in the Flags menu should always bedeftched on.

It ensures that any recorded note that falls viergecto the downbeat 1 1 1 1 (within
1/8th) is actually moved onto position 1 1 1 1.sTtaikes care of the situation that
could arise at any time, where you wait for thentan to pass then start recording
your notes: if you then choose to playback withquentizing (and why not!), there is
a chance that the first note or chord you playdd¢clvyou intended to be on the
downbeat, may be a tiny bit early, and so wouldb®heard since a sequencers
START command is always on the downbeat. No push heounds off the time
position of the first note.

Creator and Notator will record anything you playidg the count-in anyway: it is
just the tiny area around the downbeat that is ecdth

7. Auto-quantize after recording

A Quantize, Groover Adaptive Grooveralue given to an empty track (MIDI Thru
function) before you start recording will automatig quantize the track as soon as
you press STOP or START after recording.

This auto-quantize is no different from quantizetg a track manually after
recording: it just saves time every time you record

8. Undo
Clicking UNDO (or pressing the Undo key) will regerthe effect of the last deleting,
event-altering, or rerecording operation made ia wack.

This is a useful face-saver if you have inadvelyatbne something you wish you
had not, such as erasing a track, recording otfexck, transforming one event type
into another event type — al&elete/Write Sync ReferenaadNew Arrange You
can even toggle between the old and new versions.

UNDO is not available where more than one trackvslved, eg Mixdown, Merge,
Demix Channels, Multicopy, etc.

9. Buffer recording
You will have noticed how the FREE display at tbp left of the screen counts



events as you play, even when you are just doodlingnd in playback mode, trying
out some ideas against the music.

Suddenly, you play something which is brillianbut you cannot remember what you
played! It's lost forever — or is it?! Creator aNotator have a large buffer that
absorbs everything you play, whether recorded arwsually, the buffer is used to
cope with functions like UNDO, but the user camatsake use of it.

In the above situation, if you preShift-Returnogether BEFORE pressing STOP, the
current track will receive the contents of the bufincluding that brilliant rifft What

a life-saver!

There are certain simple conditions to follow ituyknow you will be using this:

— ensure the buffer is empty to start with by pregSTOP twice

— ensure that when you preSkift-Returnthe current track (the one with the
cursor on it) is empty

— ensure you presshift-ReturrBEFORE pressing STOP at the end

— don't be tempted to go on for too long, or thédumay empty itself
automatically,

Chapter 8
Types of Event

A MIDI event is a little packet of information. ¢onsists of three smaller packets of
data called bytes. You do not need to know all &bgtes, but it does help to be
aware of them since it makes it easier to undedsiaa display of Creator and
Notator, both in the event list and in the Transfavindow.

In the event list and the Transform window, Creaiiod Notator display MIDI events
in easy-to-understand sections: the events

— Time position

— Status (what the event is)

— MIDI channel

— First data byte (what it is depends on the sjatus

— Second data byte (what it is also depends ostHias: some events don't
make use of the second data byte)

— Note length (for notes only)

In a MIDI event, the channel value belongs to tlaus byte.

The first and second data bytes change their mgamiccording to the events status,
in the event list and the Transform window, th@luenns are each headed 1— or
ONE, and —2— or TWO.

Creator and Notator also use Pseudo events (whactisplayed as P_USER events
in the event list). These are house-keeping ewbatnrganize things within the
sequencer and are not transmitted via MIDI.

1 Note on, note off



MIDI Spec 1.0 defines a note as consisting of tejgasate events: a Note On event
and Note Off event,

The first data byte of aote onevent defines the note’s pitch (eg C); the sectaid
byte defines the notes velocity (how hard it wasc).

The note will continue playing until it receives@ammand to turn it off. There are
two ways of switching a note off:

— A secondhote onevent of the same pitch, but with a second data \wlue
of zero (ie zero velocity):

— An official note offevent: in this case, the second data byte caneltfen
key's release velocity, ie how fast you let go kg after playing it.

So there are two ways of issuing a switch that nféfteommand. They both have
exactly the same effect on a note: in theory, fhieial note offevent has the
advantage of giving the musician greater expresswrol over a sound, but in
reality there are very few MIDI devices that respom a release velocity. Also, they
both tend to he calledgote offevents or commands.

(In fact, thenote on with zero velocigvent is technically preferable because it takes
advantage of theunning statudacility of MIDI, which allows the transmissiontea
of events to be a little higher.)

In Creator and Notator, there is never any nedabtber abouhote offevents as these
are automatically dealt with by the program; whgra see the worddote Oron the
screen, you may safely assume thatNbee Offis being taken care o$é€e also
Appendix, section 1.7: One note: two events

2. Pitch Bend Change

A Pitch Bend Changélso calledPitch Wheelevent (displayed &itch Whin the
event list) defines the amount of pitch change afr@y the keyed note. These events
define the amount of change up to the limit sehénsynthesizer. So if the synth is set
to a pitch change limit of a tone, the maximumIpitdheel event value will send the
pitch up/down a tone, and no more. So differentlsywill react differently to the
same pitch wheel events, depending on what you $etvas being their limit.

The second data byte is the deciding value: 6desybormal resting value; 0 means
maximum bend down and 127 means maximum bend up.

In theory, the first data byte allows very finepgdetween the steps of the second
data byte. In practice, though, it is normally ketitzero, and even if sent, most
synthesizers completely ignore it.

3. Program Change
A Program Change everRrogramin the event list) selects a numbered memory
slot in a MIDI device, containing a sound, reveffiee etc.

A program event makes no use of the second da¢a &yt is left blank. The first
data byte defines the program number.

This program number is correct for all devices whmllow the standard MIDI
configuration of having zero as the first programd which count in decimal. Some
devices’ program banks start with 1 (eg Yamaha DXhich means, for example.



Program 27 will be interpreted by such a devicBragram 28. With synthesizers
which do not count in decimal, it is a good ideariake up your own chart showing
the conversion of the devices program number sysbethecimal.

All MIDI devices require a certain time to switchograms. Although you are able to
transmit a note and a program event on the sammehat the same time, while a
program is switching, the device cannot play amghand will either ignore notes
being sent to it, or will delay playing them untie new sound is in place: you may
perceive a slight hesitation or glitch.

This hesitation is not due to problems of timingt to the relatively slow reaction
time of synthesizer hardware. Program events shbelefore be transmitted where
there are no notes being sent on that particukanmedd. Allow around 1/16th or 1/8th
space before the next note is due to play, andiedid not to chop off the end of a
note that is already playing, for example, one wilbng release time. Be aware that
multitimbral synths (ones that can respond to nlba@ one channel at a time)
normally need more time to react to commands sagir@gram events than
monotimbral ones.

4. Aftertouch: Channel Pressure and Polyphonic Presire

Aftertouch or pressure events are transmitted byesgynthesizers if you press on
one or more keys after the initial keystrike. Tladues created by this subsequent
pressure can be used by a synth to control sounds.

There are two types of Aftertouch events:

— channel pressure (call€dPressin the event list) is currently the most
common status of the two. It is monophonic (like thodulation wheel), in
that it affects all the voices collectively, no teaitwhich key is pressed. The
second data byte is not used and not sent: thelfita byte defines the
amount of pressure.

— With polyphonic pressurd’{Pressin the event list) each key can send an
individual amount of pressure. The pitch of the Kagt data byte) is
transmitted as well as the pressure amount (sedatadbyte). At present there
are few keyboards which can send or receive tlfognmtion.

Aftertouch information is often confused with velyc They are, however, two
completely different types of MIDI information. \adity belongs to aote onevent
and gives details as to how fast (hard) the nasebkean initially struck. It is not an
independent event on its own.

The two types of aftertouch event are events iim then right and behave similarly to
events given out by the modulation wheel, in tlethelittle extra movement of your
fingers transmits a new MIDI event. With a heavgyhg style, this information is
continuously being transmitted, and you consequesath use up a large amount of
memory space and allow these events to get in #yeofvnotes. If you are not using
aftertouch, it is advisable to stop these evewtsifcoming into Creator or Notator by
filtering them out: switch of€ PRES&ndp PRESSh Input Handling (in the MIDI
menu).

If you decide to record these events, though,wleeautomatic functions which
optimize MIDI timing, Play AlgorithmandData Reductionensure that notes get



priority treatment when the sequence is played lise& Appendix, section about
main Creator/Notator Concepts

5 Control change

Control events can affect important functions &di®I1 device. Which control events
are transmitted/received by a device depends odeWiee, so check your device’s
MIDI implementation charts.

mumlp ! ! ! ! Control & 1 O Hod. Wheel

There is not the space to deal with each contrehew detail but you can save
yourself hours of reading by trying things out yourself. Creator/Notator will allow
you to record as usual while you are in the evditbe Whatever you input via MIDI
will now be displayed in the event list as it happe

6 System Exclusive

This section discusses SysEx data and what Crilatator allow you to do with it
(virtually anything!). The editing of SysEx databiest left to SysEx freaks unless you
know what you are doing. However, no harm can cofm@ur experimentation apart
from losing sounds etc in your synths.

System Exclusive messages contain information 8pécieach manufacturer and to
each instrument, and relate to specific areas asthe transmission of memory and
sound data. These SysEx messages are transmittd@irevent form; the
information itself, though, does not necessarilgfoom to MIDI protocol, which
means that one manufacturer's SysEx data cannetcké/ed by another.

Creator will record and play any SysEx data, and gan view and edit it (if you

know what you are doing) in the event list as ustimlugh until you have gained
experience with MIDI events, we recommend that igmore SysEx messages for the
time being (apart from noting where they occurhia sequence). On the other hand, it
can be very necessary for certain applicationetalide to alter existing messages.

There are virtually no restrictions in the way Syskessages can he administered:
any manufacturer, any instrument, and any futurBIMlevice (if it conforms to the
present day MIDI Spec) can be processed by Créaitator, and the data can be
edited in the event list by those who know whaytéwe doing.



A SysEx event can be of virtually any length; whatethe length, it remains one
event and may not be interrupted by any event dgtizer MIDI clocks and other
System Realtime messages. The transmission timbecaary long.

The number of data bytes after a SysEx status edmue; the time position of a
SysEx event is the time position of the SysEx hedgigch additional line of data
bytes does not get a time position in the evetitds each byte follows on as quickly
as possible.

No other MIDI events (other than System Realtimes)rcan be inserted while a
SysEx event is in progress. This is not a probldrmare the SysEx event is as short as
the usual MIDI events. However, as each data ®qaires around 320 microseconds
of valuable MIDI transmission time (one three themgth of a second), you can see
how a long message can lead to timing problemstésiare queuing up to be sent.
This transmission time is not set by Creator/Natdiat by the agreed MIDI protocol.
Because SysEXx is not channel-specific (see bekamding a SysEx message to a
multitimbral synth will affect the whole synth.

Note that overall timing is maintained — it is thetes that are directly affected by
the sending of a SysEx message that get delayed.

So, if you need to transmit sound banks, you sheitleer do so separately from the
song, or send them before the count-in. Singleheatshould not prove to be a
problem and can be sent during a piece of musamynconvenient space.

An EOX messageEnd Of SysBxsignals the end of a SysEx message: as it must
always be present, it does not appear in the eagitar. Any status byte will abort the
SysEx message.

6.1 System Exclusive Device Number

MIDI system exclusive events are not the same &3l MVents that have a channel
byte, in that they do not contain information rglgtto a MIDI channel. A SysEx
message on one of the MIDI output ports will bet $erall the instruments which are
connected to that port, regardless of their chanielt only the instrument whose
device number matches that of the message willvede

Almost all manufacturers do send a device numibgs drivate (exclusive) number
defines the instrument the manufacturer wishesltvess, but because there is no
way of knowing exactly what the manufacturer meanghe device number (it is not
a formally-agreed number), Creator/Notator willd&ysEx as it was received: the
CHANNEL track parameter has no effect on SysEx amgss. Creator can however
recognize certain manufacturers, in which casestieat list will display the name.

A SysEx header (the first line of a SysEx messadha event list) contains a
manufacturer number: this is recognizable and yitiisee the manufacturer's name
in the event list.

6.2 Realtime sound editing via SysEx

Many synthesizers and other MIDI devices allow y@alter their parameters via
SysEXx.

Filter cut-off point, pitch, envelopes etc areatlitable in these devices. If the synth



sends these, they can be recorded and played Daege events are very short and
can be sent during a sequence with no problem.

The user-definable fader section of the RMG wilisten to MIDIfunction is the
ideal way of altering the values of compatible &gsizers in realtimesée Chapter
22: Realtime MIDI Generatdr

6.3 Active sound dumps

This area of SysEx is the one that almost anyonearad does, use, since it is simple
and useful, allowing you to store the memory cotst@hthe device in Creator or
Notator.

An active sound dump is where all or part of thateats of a MIDI device’s memory
are sent in the form of SysEx data via MIDI aftezgsing a button on the device.

If what you want to do is store sounds and edirithen the whole it is better to use
specialized programs such as Polyframe.

But Creator/Notator can also be used as storesurfdsdumps. To do so:

— Put Creator or Notator into record mode. Waittfeg count-in to pass.

— Send the data from the MIDI device (eg by pregsifbutton that transmits
the data: look in the device’s operation manual).

— Name the track in Creator and save the tracksto(@ia Save Sequence
the File menu).

To send sounds back to the synth:

— Load the track from disk (viaoad Sequencm theFile menu

— Ensure the receiving device can receive the (@a¢gnory protection
switched off, SysEx info available, etc)

— Put Creator / Notator into playback mode (maylié weduced tempo?)

Using Creator or Notator for SysEx work requiresedain familiarity with MIDI
since they will record and reproduce everythingiclwitan lead to some surprising
effects. You should, for example, disable the MIru function (MIDI Thru in the
MIDI menu) when recording or risk confusing younsyif it receives SysEx events
while it is transmitting them! Likewise, turn ofi¢ MIDI Click (in the Options
menu).

6.4 Dump requests

In some situations, you may not want to use theedump method (and some
synthesizers are unable to do active dumps: insteag need to be ‘milked’ of their
data by MIDI dump requests from the sequencer oelbrarian).

If this is the case, if a synthesizer receivesmpmlvequest from Creator or Notator, it
will immediately respond by transmitting all or paf its memory contents.

You can create your own dump request in the ev&ntflyou create one in a track,
then record in another track, the synth’s answiemiemory contents) will be
recorded in that track.



The question is how to create a dump request. Tdreréhree possibilities:

1. You create your own dump request in the eventTihe information is
usually to be found in your device’s manual in Eh®1 implementation
section.

2. Your editor librarian has a ready-made dump esgjwhich you can use.
3. Creator and Notator come with a file called REE3T.SON which is a
collection of some dump requests. The one you nagdbe on there.

6.5 Handshaking

There are synthesizers that require repeated dequests to complete a dump: this is
known as handshaking. Handshaking is specific ¢t @@anufacturer and goes
something like this:

Please transmit data

Here is the first set of data — do you want more?
Yes, carry on

Here is the next set of data — do you want more?
Yes, carry on

... and so forth.

Individual handshaking messages are SysEx evedtsanbe sent by
Creator/Notator. The programming of handshakindimes can be much more
complicated than simple request dumps due to Yagiety and the need for a correct
elapsed-time reference.

The programming of these countless SysEx handsipak@ssages can he made easier
with Segment CopgndTransform Fast Transforntan be very useful: in the event

list, theT key copies the cursored value onto the same posifithe next SysEx

event that shares the same 8bift-Tdoes the same with all the following events:
Shift-Alternate-Tadds an increment of +1 to each subsequent event.

In the programming of a handshaking message, Greatobe instructed, through
P_USER 127, to wait for a given number of MIDI g/feom the synthesizer, the
exact number set by the second data byte. Only iEteipt of these bytes will

Creator continue with the next handshaking evelnerd@ are other P_USER events
that are also intended for use with SysEx handshakiut these routines are not easy
to operate unless you are a MIDI protocol expert.

However, most synthesizers are able to transnatmdtion without a dump request:
this is called an active dumpde above Handshaking is rarely needed, and those
manufacturers whose instruments need this protecoilnmend the use of dedicated
editor/librarian programs for the storage of sodath, rather than sequencing
programs such as Creator or Notator.

6.6 Sample data

The sound data of sampling devices can also noyrbalsent via MIDI to Creator or
Notator in the form of SysEx data (called samplengs)).



Sampled data is however many times longer tharhegiter sound data and
transmission times of several minutes are common.

Factors restricting the sending of sample dumplsidecthe memory (RAM) capacity
of the computer itself which can be overstretchgtindreds of kilobytes or even
megabytes, plus there is the chance of some ahiliens of bits of MIDI going
wrong, which can be noticeable on playback. Simeeping devices normally have
their own disk drives, it does not make sensert@mgte with these outer limits of
what is feasible in MIDI. We would therefore encage you to use Creator for what
it was designed for, and not as a databank for kshp

6.7 Checksums

Some devices work with checksums. This is a cdiouldased on the data sent and
is usually sent last. The receiving device alsoks@ut the checksum then compares
it with the sending device’s one. If the checkssrthe same, the transmission was
free of error.

It you change values in the event list, you wilkkdeo alter the checksum as well
otherwise the data will be rejected. This manuabisin a position to take you
through that process!

7. Pseudo (P_USER) events

Creator/Notator use several additional types ohewgich control certain internal
processes. These pseudo events do not form pstarafard MIDI spec and are not
transmitted via MIDI.

The exceptions are those P_USER events that addarsspecific MIDI routines,
such as pseudo events 5 to 12 to which can benaskigser-defined MIDI data in the
RMG.

Pseudo events (called P_USER in the event list ha® USER number and a value
(though no MIDI channel, of course). Here is aci#a of the most commonly used:

P_USER 1: Absolute Tempo

P_USER 1 can be used to control the sequencerfgtémaltering the second data
byte. Whenever a track containing one of thesetsvsiplayed back, the new tempo
will change at the event’s time position. Using Hktime Calculator you may insert
a tempo of up to four decimal places. This evegeiserated in the current track in
record mode whenever certain functions are uséti@main pagesee Chapter 25:
Tempo.

P_USER 3: Mute Track:

A track can he muted at any time position by using event in a different track in
the same pattern: the second data byte givesable tumber to be muted.

P_USER 4: Demute Track
A track can he demuted at any time position bygisiis event in a different track in
the same pattern: the second data byte givesable number to be demuted.

Take care not to have a track muting itself, ordemute command will never be
transmitted! Always use a separate track to comtaites and demutes.



P_USER 20: Load Song / Exchange Song

When its second data byte is at 0, this eventl@all a song off disk into the
computer’s RAM, even while another song is stiflyphg. A second P_USER 20
event whose second data byte is at 1 will exchéimgeurrent song for the recently-
loaded onegee Chapter 28: Data Managemgent

P_USER 21, 22, 23, 25: Human Touch
These events allow various clicks to be createdsantlito the outputs of Human
Touch gee Chapter 27: Hardware Peripherals

P_USER 50: MIDI Song Select
1111P_USER 500 Song Select

P_USER 50 enables the selecting of a song in andéwce (eg in a drum machine)
by inserting the song number as this event’s sedaia byte.

P_USER 51—99: Notator events

1111P_USER 55 0 Signature
1111P_USER 56 0 Repeat
1111P_USER 50 0 Guitar Chord
1111P_USER 630 Segno
1111P_USER 66 0 Trill

1111P _USER 020 Upper Key
1111P_USER 030 Lower Key

These events mainly deal with Notator’s score digjdee Chapters 10 to 14
P_USER 60: Text
Allows you to insert text within the event ligee Chapter 9: Editing in the Event
Editor, section 1)
P_USER 100: MIDI Message

1111P_USER 100 0 Midi-Message

P_USER 100 transmits its second data byte (0 tp @&& MIDI. This

enables specific messages to be sent at specifitspo time. For example:
Tune Req 246

EOX 217
MIDI Clock 248
Start 250
Continue 251
Stop 252

P_USER: Switch MIDI Clock
1111P USER 101 0Switch MClock
P USER 101 turns Creator/Notator’s output MIDI Gladf and on (second data byte

0 and 1) at specific points in the sequence. Tlhasva you to pre-program pauses in,
say, a synchronized drum machine.



P_USER 120: Ignore Bytes
1111P USER 120 0ignore Bytes

P_USER 120 instructs Creator/Notator to ignore gtmming in at the MIDI input,
the exact number determined in the second data 8gteduring a handshaking
protocol, specific SysEx headers can be filteredfroum the recording as the MIDI
device sends its data.

P_USER 122: Copy Next Event Into Input Buffer
1111P_USER 122 0CopyEvntToRec

P_USER 122 copies the whole of the following evetd the buffer as if it had just
been recorded. So, in the context of a handshakumine, a received SysEx message
can be altered and replaced at will (using eg P_ RISFD — see above) during the
recording.

P_USER 126/127 Wait For MIDI Bytes

1111P_USER 126 OE&WaitBtes&E
1111P_USER 127 0 Wait Otes

In the programming of a handshaking routine, P_U3FRmakes Creator/Notator
wait for a given number of MIDI bytes, the exactmher set by the second data byte.
Only after receipt of these bytes will Creator aaune with the next event.

P_USER 126 is a special case: if this event igtededbetween two SysEx messages,
then the EOX (which is normally sent at the entheffirst SysEx message), and the
SysEx status of the second SysEx message willq@rassed. The result is one long
message, interrupted by the handshaking event.

Chapter 9
Editing in the Event Editor

1. Overview

There are just two pages in Creator/Notator: thenqpage which you see when you
have loaded the program, and the event editor ibeschere. The event editor lets
you view the event contents of each track: plaedrdck cursor on the track you wish
to edit and presE or click the large EDIT icon on the main page.

The event editor is an environment that contains éaliting tools, each of which is
an editor in its own right: each editor displays®ts in a different way, and each is
fully editable and interactive with the others. Saare:

1. Event List with its own graphic display
2. Matrix Editor

3. Hyper Edit

4. Score Editor (Notator only)



Each tool has various controls that are exclushie the event editor has a set of
global controls that control the overall page.

Event Listdisplays every MIDI and P_USER event in a trackhlbws the exact
numerical values of events with their exact timsipons, and the order in which the
events are listed dictates the order in which #reysent from the MIDI output. The
overall editing space occupied by the event list loa reduced to one line by dragging
the horizontal dividing line upwards, or can beidatkd to the list by switching off

all the other editors.

The event list’s graphic display shows each everat horizontal beam, allowing
quick recognition of chords and doubled-up noted, aquick overview over each
event’s relative position within the bar.

Matrix Editor shows each note as a vertical beam, the lengithich represents
the length of the note; it looks rather like a pinroll.

Hyper Editis a highly-interactive, multi-use graphical téof editing all kinds of
events, it displays the contents of a track ascaibeams along a horizontal time

axis according to certain conditions which you dafine inHyper Edit Instruments
each instrument can display one note pitch (takwegchannel into account or not),
whose velocity is represented by the height otsdeem; or one controller number
whose value is represented by the height of thenleta. The concept allows you to
edit or create drum tracks, volume tracks, ete)guie mouse to paint the beams onto
the screen.

Notator'sScore Editordisplays notes as conventional notation.

The event editor controls that have a global eféecall four editing tools within it are
described in this chapter and are:

— the three left-hand icons: QUANTIZE, DEQUANT, aD&LETE
— the right-hand block of control icons

— CATCH, CUE, and the up/down screen cursor arrows

— CHORD, MIDIOUT, MIDI IN, INSMODE, CYCLE, and STHRP
— UNDO

2. Accessing and quitting the editors; keystroke comands

To enter a selected track’s event editor clickEBET icon (centre right on main
page) or press [E]. The various editors will digglae contents of the track.

When entering from an empty or uninitialized tragldialog box will ask you to
confirm that you wish to enter. It also gives yba pption of clickingNo Message
which suppresses this dialog for the rest of yoarkmg day.Shift-1restores the
dialog box to normal.

To leave the event editor click OK or the Atense windowbox at the top left of the
screen, or press E or Return.

The dividing line between the event list and theeoteditors can be dragged up or
down with the mouse pointer.



Whilst in the event editor, the

Start — [0]

Stop — [Enter]
Pause/Continue [.], and
Record-delete [*]

Functions remain as on the main page. Any CYCLEerselected on the main page
remains the same: you can switch CYCLE off with@hkey in the event editor.

The [O] key solos the current track as on the rpaige.

The [A] key switches the arrange mode on or ofbashe main page.
The [G] key switches the event list’s graphic digpbn or off.

The [K] key opens or closes the Matrix editor.

The [J] key opens or closes Hyper Edit

The [N] key opens or closes Notator’s score editor

There are many other keystrokes available in tle@tesditor — look in the event
editor keychart.

3. Event list positioning
To edit an event, the event must first be founcerélare many ways to do so.

The event list cursor is a black rectangle whosatlon dictates which values will be
edited.

The cursor can be positioned as follows:

— Screen cursor arrows up/down using either mousiey

— Computer cursor keys

— CUE icon, click and hold with either mouse button

— CATCH mode, automatic

— Using other editors, like the score editor or Elyfdit

— Dragging the Atari GEM scroll bar along the rigt#nd edge of the screen
— Clicking in the speckled bar of the Atari GEM altbar

— Using keystrokes [Clear Home] or [Shift-Clear Hgjrto jump to the
start/end of the events.

Where the search involves going to areas whiclmatren the screen, the event list
will scroll: the cursor remains visible at all tisyeand the event which is under it will
play via MIDI.

3.1 Screen arrows and cursor keys

The screen cursor arrows and computer cursor kggown will position the cursor
in the current track and any movement of the cuasaong the track’s events will be
heard via MIDI.



It is also possible to right-click either cursoraav, which will reverse the direction of
scroll (useful when the event list is reduced te bme and only the top of the up
screen cursor arrow is showing!). Clicking and haddhe arrows will give a
continuous scrolling. Using both mouse buttonshenarrows will make the event list
jump in steps without playing via MIDI.

3.2 CUE play with tempo control

One of the easiest ways to find an event for eglisrby running the mouse pointer
back and forth over the CUE icon, keeping the mdugton depressed. This is a
super version of using the screen arrows to stegih events, and you hear the
events of the current track only.

Clicking and holding the CUE icon with the right us® button starts the sequencer
from the current event’s time position: as soothasbutton is released, the sequencer
stops. At the same time, the tempo can be decreasadreased by sliding the mouse
backwards or forwards; the tempo returns to itgioal setting when you release the
mouse button.

This plays the whole song, not just the currergkir@o hear just the current track
playing in real time, press [O] to solo the tradhk)this respect CUE is a very
convenient version of the usual Creator START/STORmMands.

So long as one of the mouse buttons is kept degafed®e mouse pointer can be
allowed to stray from the CUE icon.

The CUE icon could become one of your most usedhoast of seeking out events:
scroll to roughly where you wish to hear the tradth the left button on CUE;
change over to holding CUE with the right buttomg anove the mouse towards you
to slow the music down for greater ability to pingdhe problem event etc.

Tip: there is a difference between CUE and the starfdande Continuéransport
control:

CUE (right hold the CUE icon) starts or stops thguence from the current
(cursored) event. Keystroke: [@)K) or [\] (US).

CONTINUE [.] starts or stops the sequence fromciireent main bar counter
position.

3.3 CATCH mode
The CATCH mode locks the scrolling display to wisaplaying via MIDI: played
events will be automatically followed by the ed#or

Clicking the CATCH icon, or pressing [L], enablég tCATCH mode. Creator /
Notator will cursor the event whose time positiemearest to that of the main bar
counter.

When you press START, this will happen automatycalireator Notator will display
the MIDI events of this track as they are transeditbver MIDI.

The CATCH function is disabled by pressing the ocutsys or by any form of
clicking in the edit area: the display will theedze where it is; reactivate by pressing



[L]. In the score editor, use of [Shift-L] will feze the score cursor; reactivate with
[Shift-L] again.

If CATCH mode is enabled while the sequencer ipstal, the following will make
the editors jump to the new position:

— scroll the main bar counter with the mouse

— use the [or ] keys with [L] afterwards

— use the Autolocator with [L] afterwards

— use theé???7key to type into the main bar counter with [L]eafvards; use
this method to make large jumps

As with almost all the other screen displays or e@nds, the CATCH function never
affects the tuning of the sequencer, thanks tetiogity-controlled multitasking. It is
the opposite, in fact: when a large number of es/éritow each other very quickly,
the screen display may lag behind: as soon aetheescer is stopped, however, the
last event to have been played is immediately caso

3.4 Positioning and the editors

The event list cursor’s position is affected bgking a note in the score editor, a
beam in Hyper Edit, or a beam in the Matrix editor.

For more details, see each editor’s section.

3.5 Atari GEM scroll bar

Down the right-hand edge of the event editor, théewscroll bar represents the
visible portion of the event list, and the speckbed represents the track.

Dragging the scroll bar repositions the eventdigtsor.

Clicking the speckled bar above or below the sdroX scrolls the event list page-by-
page up or down.

3.6 Jump to first/last event

Pressing [CIr Home] will make the event list jungpthe first event of the track.
[Shift-Clr Home] makes the list jump to the lasteat of the track.

4. Event list’s event line

The details of each event, MIDI or P_USER, are showthe list, one line per event.
From left to right, an event is always seen as:

1 1 11 Note 16 E4 82 7 00D
: A AAA A 4 4 N
al ' T length (or info)

beat VIDI-Channel

iy 1 1 Status .
denominator 1. clata bvte

yilese |
pulses 1 ) data byte



Time position:

Bar | beat | display format unit | internal resolutpulse
or, if Position in milliseconds switched on:

Hour | minute | second | millisecond
or, if Position in framess switched on:

Hour | minute | second | frame | bit

Event:

— status

— channel

— first data byte

— second data byte

Note length (notes only) or other information:
— note length display follows the usual Creatootddor display system:
bar | beat | display format unit | internal resolupulse

— non-note events (Control, P_USER, etc, eventsyvshformation relating
to their function.

When time positions and note lengths are showmiig, bbeats, etc, the format of the
display quantization (the FORMAT value in the infation bar above) and the time
signature will have an effect on the display.

Time positions shown as SMPTE tingoéition in framepgare calculated according to
the currenSync Referencgtart time (called SMPTE OFFSET in the sync refeee
window) and tempo (with any changes).

SysEx and many P_USER events have no MIDI Charaleésee previous
chapte.

First data byteandsecond data bytealues have different meanings according to the
status of the evensée previous chaptferThey are always called —1—, ONE, first
data byte and —2— TWO, second data byte respegti@Gannel pressure and
program events make no use of the second data byte.

With many SysEx events, the event list will shoe ttame of the manufacturer, as a
SysEx header includes the official InternationaDVAssociation identity number
unique to each manufacturer. If a SysEx event tisdemtified by the event list, it in
no way means that event is deficient: the manufactiname is purely for your
interest.

SysEx events are displayed as follows in the eNgntafter switching on thBlumber
Symbol [hash key: #h the event list edit filter (this [#] switch nedy stops the



display of values which one normally has no neeset— a SysEx event is still
valid even if its full list of bytes is hidden fromew when [#] is switched off):

— Header’s time position

— Status (SysEXx)

— Manufacturer’s ID

— Manufacturers device number (identifies the mstent)

1 1 1 1 SysExcl 67 B Yamaha

M 1] 1 27 75 34 126

4 S 37 93 35 b ] 1]

...... 0 1] 0 0 3 0

. T 7 0 i
99 99

9

Each subsequent event list line carries up to &ia tytes, with an ASCII translation
to the left where the time position normally isn(iember, these lines of data bytes
have no official time position). The ASCII codeass internationally-standardized
code of numerals and characters which are of pdatiwvalue for synthesizers whose
sounds have names. This name will then appear ather§SCIlI symbols, mainly at
the beginning or at the end of a message.

The EOX event stipulated by MIDI Spec signals thd ef a SysEx message: as it
must always be present it is not displayed in trentlist.

5. Editing in the event list
All the values you can see are editable by:

— mouse clicking (left/right)

— using thecontrol & mousdeature

— using themouse-as-slidefunction

— using the +/- keys

— direct typed entry from the calculator pad.

Editing is possible during playback, and the Segeewill always play the most
recent version.

The CATCH function ensures that the display follom®at is played via MIDI during
playback. As soon as a value is clicked or a kegged, the display will freeze to
allow editing to take place: clicking CATCH or pseay [L] reactivates the CATCH
function.

The calculator keypad allows direct entry of nuarivalues - eg to enter a note’s
velocity of 82, ensure the cursor is on the seatatd byte and press 8 quickly
followed by 2. The 0 key is not interpreted as@tStommand if it is entered after
another number (eg I0). To enter a value of 0 ®own, hold [Left-Shift] while

tapping [O].

This calculator keypad feature applies to everapmter of an event except for the
time position: note lengths can only be entererims of 1/768th notes (eg 1/16th is
48). Note pitch values are entered by giving thehs MIDI note number (eg C3 is
value 60) ¢ee section 5.7 on Note Length



5.1 Altering an event’s time position

The order of events in the event list reflectsdhaer in which they are sent via the
MIDI Output (events at the top of the list are sknst). Changing an event’s time
position (say, from bar 3 to bar 20) leads to am#&diate refreshing of the event list
as the event is scrolled: the cursor will alwayy stith the event as it scrolls, and the
event will always stay in view — it’s its relatiysition in the list that is changed.

Very large jumps in time are best done usingcit@rol & mousefunction as it is
quicker.

Ensureinsert modds switched off or you will find yourself scroliinthe whole of the
rest of the track as wellSge section 5.1.2 Insert mode.

Within a genuine chord (where notes share the saneepulse), the lowest-pitch note
is the highest placed in the chords event listd-lowest gets the second position,
and so on.

5.1.1 Global position

WhenGlobal Positionin the Edit menu is ticked, events’ time positi@ans displayed
relative to the start of the arrange list (arramgele ON).

This feature is used in conjunction with the arengpde. If the arrange mode is
switched off,global positionhas no effect: events’ time positions are shovatiwe
to the beginning of the current pattern.

It can be very useful when you are working in th@mlge mode, since you can choose
to view events according to their position in tbag Normally, with global position
switched off, you are viewing events relative te #tart of the current pattern itself.

For instance, the events of intro pattern 16 siguait the beginning of the arrange list
will have quite different global positions to thaeeae-intro pattern 16 if it is
reintroduced halfway through the song (althougininithe pattern their positions

will be identical).

When usingglobal positionit is vital at all times, before you enter the mtveditor,
to place the arrange list cursor ON the patterngmreuabout to enter.
5.1.2 Insert mode CHORD

Insert mode is switched on/off by pressigift-1 clicking the INSMODE icon to the
right of the list or selectintnsert Modein the Edit menu.



Wheninsert modeas enabled and the time position of an eventtexed in the event
list, all the events that follow it will be correspdingly shifted in time with it.

You can use this, for instance, to create a gapemiddle of a track, or to move
whole a track by altering just the First eventrediposition (very useful where the
player has started late after the count-in, and$é® be brought backto 1 1 1 1).

You should be careful when making the time posibban event earlier, because if
you go too far you will merge the moved events i existing ones, and may find
it difficult to move these events back to their plasitions . . . but UNDO should save
the day.

Golden Rulealways switchnsert modeoff immediately after using it to avoid
accidents!

5.1.3 Pickup Clock

In the event editor, the slash key [/] in the ciltor keypad forces the main bar
counter position onto the current event at the tetiae of pressing [/].

Typical application:assigning sampled sound effects to specific pamssvideo. To
do this: assemble in the correct order, the listaiés that will trigger the samples
which will relate to the visual cues, then sync@neator or Notator to the video and
press [/] at the correct cue points. The cues’ fiogitions can then be fine tuned
afterwards by direct clicking.

It makes sense to hairesert modeenabled to ensure that the list remains in theesam
order throughout the operation. Also, you may fingecessary to assemble the initial
list using time positions later than those you wdtually be using to avoid the list
scrolling as soon as you start the video.

5.1.4 Quantize/de-quantize single events

The time position of one event at a time can hentized to the selected display
format by clicking the QUANTIZE icon to the left die event list or pressing [Q].

This can allow each event to have a different ggamesolution within the track.

It is not the current time position of the everdttls altered (which may have been
guantized previously via the QUANTIZE track paraemgtbut the original position of
the event when it was first recorded: it can, fxaraple, make sense to quantize a
track with the QUANTIZE track parameter on the maage to 1/16 and after this to
de-quantize individual events in the event lisLtb2 to restore the precise feel you
require.

The time position of one event at a time can begulmatized by clicking the
DEQUANT icon to the left of the event list or priegsShift-Q This restores the
event

to its original time positionsge also Chapter 17: Quant)ze

5.2 Status



In the event list, the status G@bntrol, Program, C-Press, P-PreasdPitchWheel
events can he altered by double-clicking the sta#use or using theontrol & mouse
function.

The two types of event that define the end of & fdOTEOFFandNOTE with
velocity off need seldom to he seen in the event list: theplaly is therefore
normally left switched off in the event filter. ThéIDI channels are automatically
changed if you change tiNote Ors channel, their pitches change with those of the
notes and their time positions are automaticalgnged when you alter a note’s
length.

However, when their display in the list is enabl@dyble-clicking one type ddote
Off event converts it into the other type.

5.3 Channel

You can edit each event’s MIDI Channel value ingkient list in the CHANNEL
column. This value shows the channel of the evdmnat was first recorded (and is
normally the transmit channel of the master keythpar

It is almost always overridden by the CHANNEL trggzkrameter on the main page
which, being a playback parameter, is the valueklwbecides which instrument is
being addressed by the current track.

Having a channel value becomes very useful in reft@actions such aSycle
recording(Chapter J, and Notator’s polyphonic functio€bapter 1}, as it allows
the program to distinguish between notes of diffeycle layers or different
polyphonic voices.

SysEx and most P_USER events have no channel value.

5.4 First data byte (—1—)
This event list column is where you alter firstalbyte values:

NOTE — pitch

Control — number (information column displays itame)
P_USER — number (information column displays itxaa
C—Press — amount

P-Press — pitch

Program — number

PitchWh — amount (value ignored by most synths)

SysExcl — manufacturer ID (info column may show IMAme)

5.5 Second data byte (—2—)
This event list column is where you alter seconic digte values:

NOTE — velocity
Control — amount



P_USER — amount/value

C-Press — (not used)

P—Press — amount

Program — (not used)

PitchWh — amount (this is the value normally used)
SysExcl — manufacturer device number

If the MIDI ON icon to the right of the event list on, or MIDI IN is selected in the
Edit menu, then the MIDI master keyboard can be tisenter certain values.

For example: place the event list cursor on a sotelocity value (the —2— column)
and play the keyboard; your playing updates th&t’awelocity. If the cursor is on

the pitch column —1—, the pitch is updated. If tuesor is anywhere else, both pitch
and velocity are updated.

The same can he done with control events (numloaamount)Channel
Pressureglamount), etc.

5.7 Note length
This event list column is where you may alter detgths (this automatically moves
the Note Offposition).

Note lengths can he typed in via the calculatopkelyin pulse units, according to the
overall sequencer internal resolution.

Conversion table of 1/768 and 1/1536 pulses toliEats etc:

Where you try to increase the length of a note,thagprogram detects another note
of the same pitch and channel after it, you will be able to increase the length of
the earlier note beyond the start of the second et Appendix, section 1.7

6. Deleting single events

In the event list, pressing [Delete] or clicking thELETE icon will mark the
cursored event as having been deleted: using #ebpr or quitting the event editor
will clear it from the list. This helps speed u tteleting process.

Alternatively, you can drag the event (cursor o3OS column) to the left edge of
the event editor and release the mouse button.

Other ways to delete events include fast delghafic Delet¢ and use oDelete/ Keep
Eventsin theFunctionsmenu éee relevant chapters

7. Copying single events
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A single event can he copied within the eventdistiragging it up or down (use the
STATUS column to drag it) and releasing it.

8. Entering events from the event list filter
An event can he introduced into the event list kagding the relevant icon from the
event list filter at the left of the list and red#ag it in the list area.

Releasing the event exactly on top of an existimg will place it at precisely the
same time position.

The [Insert] key will introduce aontrol eveninto the list (which can then be double-
clicked to change it to another status), &hmift—Inserwill enter a note.

9. Entering SysEx events

A SysEx header can he dragged into the list fraeretkent list filter by dragging the
SysEx icon. There is no MIDI channel, the firstadayte defines the manufacturer,
and the second data byte normally defines the dewimber.

To create further data bytes, enter a second Sggé&nt from the event list filter and
drop it exactly on top of the existing one (clitiethumber symbol [#] in the event list
filter on first): this creates a line of six byt@% create further lines, drag the header
and drop it exactly on top one of the existing datie lines.

To remove a byte, place time cursor on it and piestete] or double-click it whilst
holding [Shift]. To add a byte, simply click in tla@propriate space.

Each line of bytes is displayed as ASCII symbolgdhe left-hand columns, and
pressing [Shift-Alt-$] displays values in hexadeaim

10. Entering Text events (P_USER 60)

The [Esc] key in the event editor will enter anapendent P_USER 60 event in the
track and open a text-entry window or you to typgour text. Pressing [Esc] or
clicking the event when the event list cursor ieadly on a P_USER 60 event allows
you to access that text for editing.

Entering the TEXT or LYRIC icon into Notator’s seoeditor has the same effect.
If the number symbol [#] in the event list filter switched off (grey), the text lyric
will be shown on the same line just to the righthaf time position, once you have
typed it in. In Notator, there is an additional fetyle number 1 to 16 in the
information column; switching [#] on will displapé¢ text event in its entirety.
The following keys control text input:

Return — ends inputting of text
Cursor keys — control movement of cursor



Esc — deletes all characters

Delete — deletes character under cursor
Backspace — deletes character to the left of cursor
Insert — inserts space under cursor

As the text events are part of the event list, lyave the makings of an auto-scrolling
text. When the event list scrolls in playback méifleecessary click CATCH), your
text will scroll too.

Deleting text:

— drag the P_USER 60 from the event list to theHahd edge of the event
editor

— press [Delete] then spacebar

— press [Esc] to open the text window, Esc agawipe the text then
[Return]

— in Notator, drag the text itself to the edgehd score editor

— in Notator, select the text and press [Backspace]

11. Comment function
In addition to the independent P_USER 60 text eyegytu are able to create text
extensions to certain types of event.

With the cursor on an event in the event list @p$EX or P_USER), press [Shift-Esc]
and type in text: if COMMENT in the left-hand evdist filter is enabled, this text
replaces any event list information to the righthref event’'s STATUS name, and is
now indivisibly part of that event: move the evearid you move the text.

Example: to name a PROGRAM event, click it, pr&sff-Esc], type eg “FUNK
BASS 3", click OK, ensure COMMENT is on.

To view the original event, click COMMENT off (orgss [Shift-C]). To edit a text
extension, click it in the event list or press Shkifc. To delete a text extension, open
it up, delete the characters with Esc, and thexk €JK.

Text extensions are visible in the event list onlyt in the score editor.

12. Event list display filter
Events in the event list can be selectively hidflem view.

The box of icons to the left of the event list db&e jobs: it acts as a source of single
events, as we have seen. It also acts as a digpdayor the event list: by clicking the
icons, you can decide for each status type whétlaould be displayed (normal
typeface) or hidden from view (grey typeface). Timsans being able to have a clear
overview over the track’s contents.

The display filter controls only what you see oa Htreen — event types not
displayed are still transmitted over MIDI and ar®@ Ndeleted.

The display of the event list can be freely seléctieyou require for example a pure
note list, disable all the icons with the exceptidiNote On Other possibilities are
for example a pure pitchbend list, a pure chanredgure list or any combinations
you can think of.



The additional data bytes in SysEx messages cagnb@ved from the display by
disabling the number symbol.

The same goes for P_USER events’ additional infoionmawith the exception of
P_USER 60 (text) and P_USER 61 (lyric), where &x will be shown to the right of
the event’s time position.

As you change the display filter configuration, gwent under the cursor will always
remain visible, even if the event is one that stidadcome filtered: this avoids the
cursor jumping in time to the next event, and theneé anyway disappears next time
you scroll the event list.

Missing Note Offs: Note Offvents are normally not displayed in the evettdis the
program will automatically insertdote Offwhenever é&ote Onevent is introduced.

However, if you have a track which contaiste Onswith missingNote Off(the
event list will showmissingin the length column), you should use @igeckfunction
which will insert the missing events for you.

Tip: to filter the MIDI output of events from a tig use theéutput Filter(see
Chapter 6: Tracks, section 310

13. Event list’s graphic display
To the left of the event list, each event in tisé i represented as a horizontal black
beam sharing the same line as its event; each eventa separate line.

The background is a time grid, whose left-hand aslglee beginning of the bar. The
solid vertical lines represent the heats withinlibe numbered above. The grid
shows up to six beats from left to right. The dewds depend on the metric signature.
The dotted vertical lines represent the displayntatr(in Creator/Notator each beat is
normally split into four 1/I6ths, though this caa thanged in the FORMAT box in
the information bar above); where the display farimd/24 or higher, the dotted

lines represent whole fractions.

The left end of an event beam shows the pointie twithin the bar, of the event’s
beginning: the exact position is displayed in therg list, right.

The graphic display’s job is to show, at a glamsasnts’ relative positions within a
bar.

The length of an event beam represents a notegshiénon-note events have no

length as such, and are portrayed as short “bbpghe matrix). Because it is not
really the graphic display’s job to show relatieagths (use the Matrix editor for

this), some notes’ lengths will disappear beyorrifpht-hand border: their exact
lengths are displayed in the event list to thetrigh

One pixel dot on the screen represents a 1/96th not

The event list graphic display is a great way @it8pg chords and mistakes such as
doubled notes.

13.1 Manipulating the beams
Although you are able to directly edit the time ifoa of an event by dragging the



graphic beam left or right, this graphic displayrsre suited to giving you a visual
feed back of the information in the event listhe tight. If you prefer to work
graphically, use the MATRIX editor which is designfer interaction with the mouse,
or Hyper Edit.

If you really want to use the graphic display fditiag, you can change a note’s
length (non-note events have no “length”) by dragghe graphic beam left or right
(keep the left mouse button depressed at the bdawés right corner — pointer
changes to a finger).

14. MIDI Step Input
To change an event’s time position within the lsck and hold the beam itself
(pointer changes to a hand) and drag the beararleifght.

13.2 Giving chords’ notes the same length

In a chord, after click-holding the top beam'’s lowight-hand corner, the mouse
pointer can be dragged downwards to include theratbtes in the “lasso”, and left or
right to increase or decrease the length: whenrgtaase the mouse, the selected
length will be copied onto the following notes vatlt altering those notes’ time
positions. This length copy feature is designelddip give notes in a chord the same
length.

14. MIDI Step Input

WhenMIDI Step Inputin the Edit menu is selected (or click the STFPiblhh to the
right of the event list or preghift-K), you can use your MIDI master keyboard to
enter notes into a track’s event editor step by atkile the sequencer is stopped,
without being in record mode, and therefore withmetronome. Notes can be entered
singly or as chords; only when the last key of ardhs released will the program step
forwards.

[Tab] acts as an empty step or rest command:psdtee sequence on by one
FORMAT unit (Creator) or one note value (Notator).

MIDI Step Inputis useful in many situations (such as enteringpfayable” runs etc).
Creator and Notator have different MIDI step inméthods:

14.1 Creator
The time positions of notes depend on the FORMATIirggein the information bar
above, and on the note length.

With format 1/16, the input notes will be no closiean 1/16th to each other, with
format 1/8, notes will be no closer than 1/8th rtoteach other, etc. This is true so
long as the lengths of the notes are no longer ttiedisplay format value.

In reality, the lengths of notes when step inpgtame of little relevance, so if you
keep the note length short, you can change the FORXlue without touching the
note length and get the full benefit of being ablehange FORMAT when you like,
changing from 1/16ths to 1/8ths to 1/32nds, e, lpy changing the FORMAT.
Example:

— enter your first note. Ensure it is where you wanf not, scroll its time



position with the mouse
— in Creator, it defaults to being exactly 1/16tHangth (_ 1 0)

This is too long: even at FORMAT 1/16, it will ordflow notes every other 1/16th
because Creator always likes to have at least olse ppace between notes (a length
of 47 pulses would allow consecutive 1/I6ths, b ywould need to halve this again
if you wanted consecutive 1/ 32nds). So:

— your first action should be to reduce the lergftthe note to, say, twenty
pulses and to increase the velocity if you wish

— by editing that first note, you have interruptld flow of input: if you
played another note now, it would be input at dnmes time position. If this is
what you want, fine

— but if you want the next note to be 1/16th latdick the current note in the
event list where it saySOTE press [Tab] with the FORMAT at 1/16, then
play the next note

— after this, carry on inputting

Two tips:if you make a mistake, the best thing is to carrynputting and manually
correct later: and whenever you do correct or @&dibte in any way, or wish to go
back and add a second line, always click the stdttlse note nearest to where you
wish to restart: this tells the sequencer wheieand gives it its start point for [Tab]
or more inputting.

14.2 Notator
The time positions of notes depend on the selewtéglin the left-hand partbox.
Notator’s step input is somewhat simpler than Gnésit

The FORMAT has an influence on what is displayed,dmly in the usual sense that
it puts a ceiling on the shortest value: you dormesd to touch it, except that you
might like to select 1/96 to allow any note value.

Example:

— enter your first note. Ensure it is where you wanf not, scroll its time
position with the mouse

— it defaults to 1/16th in length, less one pulsg&/=pulses. This length is
correct because the program always like to haleaat one pulse space
between notes

— continue inputting notes, choosing their valuethe partbox. Tab will
adopt a step length equivalent to the selectedindtes partbox

— if at any point you need to correct a note obgok and add a second line,
always click the note on the stave nearest to wymwewish to continue from,
then press [Tab] or continue inputting. This ensuhe sequencer knows
where it is starting from.

Two tips:if you make a mistake, the best thing is to carrynputting and manually
correct later; and whenever you do correct or @dibte in any way, always finish by
clicking the note on the stave: this tells the ssaper where it is and gives it its start
point for [Tab] or more inputting.



15. MIDI OUT

If the MIDI OUT icon is active (right of the event list, or titkiDI OUT in the Edit
menu, or press [Shift-O). you will hear any edityay do via MIDI.

You may find it advisable to disable this functiwhen working on Control,
P_USER, Program or SysEx data to avoid sending MHM to your device before
you are ready to do so. Also, it means you canaetitick during playback without
hearing your editing at the same time.

16. CHORD

When the CHORD icon is enabled (right of the ewstitor tickchordin the Edit
menu), all notes starting at exactly the same powtion will be played over MIDI
simultaneously.

This enables chords to he singled out from the raaether events.

17. CYCLE

When the CYCLE icon is clicked on (right of the evést, or tickBar Cyclein the
Edit menu), the sequencer will cycle around theibarhich you have clicked the
cursor.

18. Fast Transform function

This is a very useful way of quickly editing datadaapplies to the CHANNEL, first
data byte (—1—), second data byte (—2—) and natgtlecolumns in the event list.

Pressing T when the event list cursor is on a veduse of these four columns will
copy that value to the following event of the sastaus.

Pressing [Shift-T] when the event list cursor iseovalue in one of these four
columns will copy that value to the all the followgi events of the same status.

Example: all notes should receive a note lengt®gbulses from bar 5:

— go to the first note in bar 5 and change itstlerng 24
— press Shift-T

19. Fast Delete/Keep

This is a fast way of deleting whole statuses eines that avoids using the
Delete/Keepmenu option.

With the event list cursor on an event (eg C-PRERSIift-Delete] to delete all
the events that share the same status in theteglkll C_PRESS.

With notes, this command will only delete all notleat share the same pitch. With
controllers, this command will only delete all canitevents that share the same
controller number. With P_USER events, this commaitidonly delete all P_USER
events that share the same P_USER number

In contrast to thisAlternate-Shift-Deleten a note will keep all the notes that share



the same pitch and delete all other notes; witlrobevents, it will likewise keep all
the control events that share the same contralletber and delete all other control
events; with P-USER events, it will likewise keditlae P_USER events that share
the same P_USER number and delete all the otheBEBPRLEevents.

Note that to keep one status and delete all therstlyou have to repeat the delete
command for each status you want to delete untilare left with the one you want
to keep.

20. Mapped Drum mode
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It is often convenient to be able to give namesvients in the event list, especially
where drum notes are involved.

With Set Drum Mapn the Options menu, any MIDI note can he usermhméhe
event list. The naming applies to the whole somdally, but can he enabled for each
track separately.

Notator has an enhanced version of the Set Drumwiagow, more fully described
in Chapter 11, section 26.

The Set Drum Mawindow represents the complete range of MIDI nodes octave
per screen. Find out which of your drums is plalggdavhich MIDI note: the window
allows you then to enter a four-character nameherappropriate note, replacing the
existing pitch display. For example, if the snar@layed by D3, scroll th@ctave
Base Notd¢o C3 and enter the narBare where the graphic key shows D3.

Once you have named the drums, click OK to quitvtmelow: you can now choose
in which track(s) you want to view the nambtapped Drumn the Edit menu
replaces the notes’ pitches in the event list withnew names for that track. If you
have not entered a name for a note, the defaudt pitthes which are on the graphic
keys in the drum map window ensure that the disptdyinassigned notes remain
unaltered.

Drum map parameters are saved with a song. Youfiméyt useful to include the
drum mapping in your AUTOLOAD.SON.

21. UNDO in the event editor

The UNDO function not only reverses the deletiomemording-over of tracks: it also

reverses, with certain exceptions, all event ailgeaperations. Even UNDO itself can
be reversed, which means that the old and the eesions can be toggled.



So far as UNDO is concerned, the event editor éslarge event-altering function —
all alterations in the event editor are reversedllmking the UNDO icon (right of the
event list, or press the [Undo] key). Quitting theent editor fixes its values, making
them no longer UNDO-able.

A certain amount of care is needed when using UNiDDe event editor: when
conducting delicate editing operations it is wostbrking methodically and logically
to avoid the following situation: if you alter alua, but wish subsequently to reverse
your decision, you use UNDO. If you alter anothaiue which you then wish to
reverse, UNDO will indeed do this, but at the same it will re-reverse the first
value.

If you are conducting an extensive editing operatiothe event editor it makes sense
to press E twice whenever you have made an impocteamge which you would not
wish to have re-reversed if UNDO were used agam:aiction of leaving and re-
entering is to fix the alterations at the valueforte when you leave the event editor.

UNDO will not necessarily restore you to the pasityou were at when you first
entered the event editor.

Pressing [Shift-Undo] has the effect of reversing ahanges that have been made to
date and fixing them there, so preventing them fbaimg reversed yet again should
UNDO be used.

22. Event editor examples
Task: at the beginning of bar 4, the synthesizer isatibich to program number 27.

Solution 1:to achieve this, a MIDI program change commandtiesnserted into
the event list. First click the desired track of grattern and then click EDIT: the
event editor will appear. Use the mouse to dragvemt from the PROGRAM icon of
the event list filter to the event list. This hlas effect of inserting a new event with a
program status. Select the position and numbédrer+1— column.

If MIDI OUT is enabled while you are doing thisgtbrogram number is instantly
transmitted via MIDI and received by the synthes{easure thaProgram Change
Enablein the MIDI device is ON). The line in the evenliter should read eg:

4111 Program 1 27.

Solution 2:in record mode, you can record program changetevbat arrive from
your MIDI devices; once in a track, you can edé ttumber and time position in the
event list.

Solution 3: with Hyper Edit (press J), define a hyper instratrte show program
change events, click the event at the desirediponsaind move the inner beam
vertically to select the Program number.

Solution 4 -with the RMG: in main page, select an empty trgckss M to enter the
RMG, switch the window to statd®&ogram press [Spacebar] to enter record mode
without starting, move each fader in turn to theect number for each Channel,
press enter to stop recording: the events are ndheicurrent track and can be
further edited if required.



Task: all three notes of a chord should receive the saamelength.

2111 Note 1 G3 55111
2111 Note 1 C4 02111
2111 Note 1 E4 1041037

Solution 1: set the new length in the top note, and then préssce to transfer that
length to the other notes.

Solution 2:in the event list’'s graphic display, click-holcetlower right-hand corner
of the top note’s beam; drag it downwards to cakerother two notes (and right or
leftwards to increase or decrease the length)aseléhe mouse button.

Task: when you copied a segment of a track, you misse8¢dal Offevent (control
64, value 0) so that all the notes sustain on.

Solution: drag a control event out from the CONTROL icont, tdfthe event list.
Select the position, and scroll the first data ltgté4, the second data byte to O.

In Notator, you simply drag in thgedal offsymbol and place it where you want it
under the stave.

Use the same method to correct other problems, asiaiserting or moving itch
wheel offevent to bring a synth back to the right pitchhat desired place, for
example:

5111 PitchWh 1064
(The second data byte is the one usually useds 625ting, O is lower, 127 is higher.)
Task: you want to give all notes the same velocity fronegain note onwards.
Solution: place the cursor on the relevant note’s velocityeand press [Shift-T].
Pressing [T] on its own would copy the value to leat event only. Note that in most
cases, the VELOCITY and COMPRESS track parameterfaapreferable

(reversible, changeable, quick), but they affeetttack from beginning to end.

Task: you want to make a track start one bar earlier (pought the count-in was
two bars long, whereas it was only one bar, sosyaried a bar late!).

Solution: Press [Shift-1] to enablmsert modepress [Clr Home] to ensure the event
list cursor is on the first event, and right-clitie first event earlier in time by one bar
by clicking in the BAR column: all events, noteslathers*, will move together.

* NB: Insert mode wilhot move time signatures or double bars.

Don’t forget to switch Insert modeoff again after use!

Insert mode is especially useful when you are \ngvavents irposition in frames
mode when creating video cues, etc.



There are many other ways to move data about: Segoapy, Track DELAY,
Pattern DELAY, Cut Inside/Outside Locators etc.

Task: you have recorded your master keyboard’s aftertaiatd which you don't
need.

Solution: to delete all th€-Pressevents from the track, place the event list cuosor
one of them and press [Shift-Delete].

Alternative solutions:

— To stop the events from being sent without degethem, use the track’s output
filter by right-clicking the track’s status colunom the main page and switching off
the C-Pressicon.

— To stop the events from being displayed in thenélist, switch off theC-Press
icon in the event list filter to the left.

— To stop the events from ever being recorded cevaff theC Pressicon of the
relevant MIDI input in thénput Handlingwindow (MIDI menu).

The above examples show how to use the event ediswive tasks. More complex
tasks are often best solved by other means. Fong@ga if you wish to
simultaneously change velocity and limit the chanigea certain zone, use the
Process Datdunction. If you want to be more precise, suclgiagg a velocity
increase to snares on the second beat of eacmlyauee thelransformfunction
(see Chapter 24: Transfodm

Chapter 10
Score Editor

1. The basics

Notator’s notation is based around its ability tmeert MIDI notes directly into
conventional score. The score always shows theteweéithe current track. Edits you
make to the score with the mouse are as instahyas were editing the event list
itself.

You do not have to imagine what is happening tote while editing. In Notator, you
simply grab the note itself and transpose, movpy @r delete it directly, while
simultaneously hearing the result via MIDI.

The notation can be altered by various displaympatears. These include the display
format, clef, key signature, double-stave splitnpoetc. Most display parameters
affect the track as a whole. There are also mangtions that allow changes to the
display of individual notes.

The score editor includes various graphic symiduds ¢an be freely entered and
manipulated along with a track’s MIDI events. Soo¢hese can actually affect the
MIDI data (pedal, accent and staccato signs). Cehgarsive text and lyric functions
allow text to he entered where desired.

2. Switching on the score editor



Clicking the EDIT icon on Notator’'s main page oegsing [E] enters you into the
event editor, of which the score editor is onehef four editing tools.

The score editor exists below the event list wigshgraphic display, and includes the
left-hand partbox of symbols. It can also run wityper Edit. The score editor can be
switched off on with the [N] key or viaote displayin the Edit menu.

3. Dividing the screen

The dividing borderline between the event list aodre editor can be freely moved:
drag the borderline itself up or down to the regdiposition.
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The event list display can be reduced to a mininadione line so that you are at least
able to see the event values of the selected sbgeet.

An objectis anything in the score editor: note, symbolt,teic.

If the score editor part of the event editor is Ioigtenough (eg in Full Score mode) a
scroll bar will appear clown the left-hand edgehef score editor, with which the
score can be scrolled vertically.
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Dragging the whitescroll boxin this scroll bar with the right mouse buttonivii&ve

the effect of updating the display only when yolease the mouse button. Dragging
the scroll box with the left mouse button allowsiyto see the staves scroll, complete
with their track names and clefs.
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4. Positioning within the score editor

The score editor will always show where the actsoiWhether you use the mouse,
use the CATCH or CUE functions or the scrollbar ddie right-hand edge of the
screen to select an event, the score editor wiltgto reflect the new position. And
vice-versa: clicking a score object will move tiwemst list.



The bracket keys in the calculator keypad movestioge display bar by bar without
affecting the main bar counter or event list. HresEShift] at the same time moves
the score in beat steps, and pressing [Alternatieasame time moves the display in
display format units (usually 1/16ths).

[Clr Home] makes the event editor jump to the fagént in the track, [Shift-Clr
Home] to the last event.

5. Entering objects into the score editor

There are two partboxes at your disposal, contgithe objects you can enter with
the mouse onto the stave.

Whenever you enter an object, tBentrol Linewill appear above the score editor
giving the exact data of the object you are engerin

5.1 Entering from the left-hand partbox

The left-hand partbox is always visible to the &fthe score editor. It contains a
selection of the most commonly-used objects. Theatbare grouped in families,
each family showing one object at a time: the otigects are selectable by clicking
the visible object. To enter an object, drag infrthe partbox with the left mouse
button onto the stave and release where desired.
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Fast insertion: if the desired partbox object isadly selected (surrounded by a
frame), clicking and holding the right mouse buttatt make the object fly to
wherever the mouse pointer is, allowing you to Kyienter notes etc without having
to move the mouse pointer to the partbox each time.

5.2 Entering from the pop-up partbox

The large pop-up partbox is opened by touchingtittom edge of the screen with
the mouse. It contains all the score objects, sanebusly visible.

To leave the partbox without selecting anythingt fjouch the bottom edge of the
screen with the mouse pointer again or move thet@ooutside the partbox.
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To select an object from the pop-up partbox, cholid it with either mouse button:
the partbox vanishes, and the object can then tegezhonto the stave.

At the same time, the selected object will be labidéo the left-hand partbox to
indicate that all subsequent right-clicks will cowie to enter the same object, until a
fresh one is selected. This is so, even if theerurdisplay is such that you cannot
actually see all of the left-hand partbox.

5.3 Disabling the pop-up partbox

The automatic pop-up action of this partbox canlisabled by right-clicking the
bottom edge of the screen: the partbox will nowegp@nly when you left-click the
bottom edge of the screen. Right-clicking the botxlge of the screen again will re-
enable the automatic pop-up action of the partbox.

5.4 SNAP function

While entering an object from either partbox, yo@ able to select a special mode
that SNAPS objects into particular time, pitch age positions. SNAP can be turned
on and off by additionally clicking the other mouzséton while the first one is being
held, while entering an object.

There are three uses to which SNAP is put in tbeeseditor. When you enter an
object, Notator defaults to the last mode (SNARDAaff) that you used (watch out
for the word SNAP in the Control Line — if it is tithere, SNAP is off).

Time SNAPthe object may only be entered into a time pasi@bwhich there is
already a note or rest (this also depends on the vd the note being entered).

This helps you to enter notes more quickly and grdater precision than in the
standard mode, which allows you to enter notes stloywhere.



Diatonic SNAP (notes only)n addition toTime SNAPSNAP will also only allow the
note to be entered at the note pitches of the iukey signature.

This also speeds up the entry of notes onto thwe siace chromatic notes are
suppressed. Disabling SNAP allows full access &wyesemitone.

Text/Lyric SNAPwhen entering text or lyric events, SNAP willderthe event to
align itself along one of the many SNAP lines that, invisibly, horizontally across
the screen.

They are each separated by twelve screen pixedseT8NAP lines ensure that all
text/lyric events are aligned even if you contiauiéne of lyrics on from the end of an
existing line, or that any additional lines (egaoferse) are regularly spaced down the

page.

SNAP is vital with lyrics and should always be us@éthen continuing on from an
existing line, simply enable SNAP and release yhe icon at the approximate height
of the existing lyrics under the next note: SNARBwBs that the exact alignment is
kept. When starting the second line of a verseblerfaNAP and release the lyric
icon approximately the height of one character welte existing one: SNAP ensures
the distance between the lines is correct.

5.5 The Control Line

More information on what you can expect to sedédontrol line is given in the
appropriate sections in the manual. This is a summa

[SNAP insert event 1 L 3 L NOTE & 62 68 1 94]

Whenever an object is entered onto the stave,rmaoiged once it is on the stave, a
boxed line of informative text appears above tl@eeditor, telling you what is
happening: this is th€ontrol Line

— When entering an object, it gives you a time fimsireadout of where the
mouse pointer is, with the event list line relatinghe object you are entering;
if it is a note, the pitch readout is also givdre hote length is set by the note
value you have selected minus one pulse; the MHahaoel of the object,
where applicable, can be preset by altering thertiimber in the bottom left-
hand corner of the score editor: the partbox channe

— When deleting, the control line will confirm tlkeletion when the mouse
pointer has reached the score editor border, ardtge number of objects
being deleted.

— When manipulating objects already on the scava,gre told the direction
of the mouse pointer (transposing or moving in jimeth the latest pointer
position and the amount of offset from the origipasition.

— Other objects, such as slurs and crescendo ihairgive information on
amount of bend, opening angle etc while you moeentbuse.

— Dragging the stave, lower printing limit and heagrinting limit up and
down tells you where you are in screen pixels, laowl many lines you are
allowing per printed page by moving these items.

6. Manipulating objects in the score editor



The score editor has a large number of functiongditing the display of objects.
The most common operations involving transposingying, copying and deleting
can be done with the mouse. Many of the displagtians are accessible via
keystroke commands.

6.1 Selecting objects

Most operations with the mouse involve selectirgdbijects first before
manipulating them.

Selected objects blink.
There are many ways of selecting objects:

— individual objects may be selected simply bylahg with the mouse: this
deselects all other objects

— holding [Shift] at the same time as clicking attgallows you to select or
deselect a number of them without affecting thectsj you leave alone

— lassoing a group (eg a chord or bar) of objeekscsés them: click-hold in a
blank space near the required objects, keep thbu#tbn depressed and move
the mouse in any direction so as to form a rectiangihaded box around the
required objects, which will start to blink wheretihouse button is released.
All other objects will be deselected.

Keeping [Shift] depressed will keep any alreadyesid objects in a selected state.
Lassoing with the right mouse button with [Shifdtessed deselects the enclosed
objects.

— individual objects may also be selected in tt@eseditor by using the
cursor keys, clicking an event in the event listraking use of the CUE or
CATCH functions. The score editor will update itspday to reflect the
event’s time position.

6.2 Moving objects

To move individual objects in the score editor cpléhe mouse pointer on top of the
object (on notes, the notehead) and press thentaftse button: the pointer changes
into a pointing finger. The object will be selectrat will move with the mouse until
you release the mouse button.

El i1 1 1 1 NOTE 1 C4

El 1 1 3 LNOTE 1 E4
I 1 2 1 1 NOTE 1 b4
w 1 2 3 UEDIEET
SPOSE

To move a group of objects, they must first betek (see above), so that they all
blink together: moving one selected object will mall the other objects
simultaneously.



6.3 Copying objects

Moving objects and then pressing [Shift] while edimg the mouse button allows you
to copy the objects to a new destination. The palgobjects remain where they were.
In full score mode, objects may even be copied foom track to another.

6.4 Deleting objects
Objects can be deleted by moving them in any dordb the borders of the score
editor. Confirmation of the deletion will appeartive control line as will the number

of objects deleted.

Where a group of objects is involved, it is theifis of the object being moved by
the mouse that dictates when the deletion takes pla

All the symbols which are extensions of notes (flamaccents, etc) will be
simultaneously deleted.

[Backspace] also deletes the selected objects.

7. Single track and full score mode
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As well as displaying one track’s stave or doultéess, Notator allows the display of
up to 32 simultaneous independent voices in whedlied full score mode: select
Full Scorein the Edit menu or press [U].

In full score mode, the staves of the current patéee shown one on top of one
another. The order of the score’s staves corresptnthe order of the track numbers.
In full score mode, all the displayed staves casilmiltaneously edited.

Any combination of single and double staves isvedld. The maximum single staves
one pattern can give you is sixteen (or up to sixt@ouble staves or any combination
thereof!).

To have more than sixteen single staves in fultesoaode, switch 082
tracks/Patternrmode in the Flags menu:



— Your main pattern now has a slave pattern, wisciways the next-
numbered pattern (if your master is pattern 1, \giawve is pattern 2)

— The full score will behave as if all the trackspdayed belong to the main
pattern: you will see no join

— You should always access the tracks of the glavern from the master
patterns full score mode

Tracks that aréidden(press [H]) on the main page will not be showthe score
editor, nor will they be heard via MIDI. In the diay parameters window (Edit
menu), tracks whose numbers are clicked to gregdselected) will be heard via
MIDI but not seen in the score.

When editing in full score mode, bear the followingnind:

— Although full score mode can show the staves afyriracks at the same
time, the event list and Hyper Edit show the evefisne track at a time. The
name of this current track appears in the topclefber of the event editor. The
current track is determined by selecting a scojeablin a stave, or by giving

a short click in an empty part of a stave: the elisnwill then show that
track’s events.

— Any event-altering functions used during full semode (edProcess Data,
Transform, Double Spepdill affect the current track: make a habit of
looking out for the current track’s number at tbp teft.

— When entering objects, the stave where the mposger is becomes the
current track. If the mouse is moved from stavstéwe before the object is
released, you will hear the different MIDI instrumte reacting (if MIDI OUT
in the Edit menu is on).

Chapter 11
Score Display

1. Entering notes

You have already read about the MIDI sequencingipdsies in the manual. In
Notator, notes can also be entered directly orécstave.

1/1 to 1/64 notes, together with their dotted aipdet equivalents, can be selected
manually using the mouse. The straight, triplet doded forms of the notes are
grouped by note value in the left-hand partboxarerall immediately visible in the
pop-up partboxdee section 9. 7: Tuplets for information on tripland other
tuplety.

Selecting a note value determines the step/regévalthe MIDI Step Input function.
The 1 to 6 keys in the typewriter keypad provideeat way of selecting the note
values prior to step Input or mouse-entering: paéhekey again to get the different
straight, dotted and triplet forms.

The velocity of notes entered via MIDI step inputlte mouse will default to that of



the last velocity value selected: enter a notengbats velocity to that desired, and
from now on all the velocities will be the sameilydu change again.

Partbox MIDI Channelthe MIDI channel of notes and user-rests beingredtwith
the mouse or via Step Input can be selected bkietidhe little number in the bottom
left-hand corner of the screen, or press [Shifthwine of the typewriter pad number
keys (including the two to the right of [0]).
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The partbox MIDI channel is useful Polyphonic Moddsee section 25).

The length of a note already on the stave is atbyechanging its MIDI length in the
event list 6ee Chapter 9.5)7The resulting display will be affected by thereunt
display format and anigest Correctioror Display Interpretation(see chapter 11)9

2. Transposing and moving notes in time

Moving notes around the screen will transpose andave them in time, depending
on the direction of movement.

During the moving, the control line will give theahsposition and the time-movement
offsets, together with the current pitch and timsipon of the moving note.
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To make editing easier, movement can be restrict@horizontal OR vertical plane
by giving a right-click while holding the note other object with the left mouse
button: this selects between vertical (transpasjteind horizontal (time) movement.
Clicking again selects the other option. The cdrimne tells you what you have
selected.
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Tip: if you get lost and want to start again, clickthg right mouse button twice will
restore the object to its original position.

3. Copying notes



Dragging notes while keeping [Shift] depressedvedigou to copy (or duplicate)
them to a new destination. The original notes ramachanged.

In full score mode, notes may even be copied batweeks.

The control line will say COPY
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While copying, you can select just one directiomwivement (see above) with a
right-click.

4. MIDI microshifting: velocity and time position

You can fine-edit the MIDI time positions and vet@s of selected notes by pointing
the mouse pointer at the selected notes, holdiogtf@l] and moving the mouse
pointer.

Horizontal movement of the mouse will be translated 1/768th or 1/1536th steps
(depending on the resolution): vertical movemetitalter the velocity value. A left
click selects time movement, a right-click seleaocity, so you can choose whether
to have one or both at the same time.

5. Graphical microshifting of notes

Moving a note left or right while holding [Alterrgtallows you to adjust its
horizontal position by a small amount; vertical rmment will alter the velocity value.
An additional right- click restores the note togtarting point if you get lost.

Cancellinggraphical microshifta note can be restored to its original position
afterwards by holding [Alternate] and clicking ittiwboth mouse buttons at the same
time.

[USER tip: Actually, to cancejraphical microshiftyou need to hold down the LEFT
mouse button, and click the RIGHT, then let gohef LEFT - not exactly as it says
above.]



6. Parameters that affect the display

Notator has a whole range of parameters whichenfte the display of notation
without affecting the actual MIDI events themselsst of these work on a per
track basis, some affect the whole song.

Here is a short description of the three main wimslased to enter values, with a
detailed description of the parameters afterwards.

6.1 Parameter Mode window

This window is accessed viRarameter Modén the Edit menu or by pressing [X]: it
displays all the important parameters of the curieck in a window that opens up
over the top of event editor. The event editor sgwre editor remain active so that
you can check the effect of the various displaypeaters as you work.
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If AUTOUPDATE is active (black letters on a whitadkground), the score editor

will be automatically updated every time you chaaglisplay parameter When you
are making lots of changes, especially if you arfull score mode, it can make sense
to disable AUTOUPDATE and to click UPDATE everyaiben: an update is also
done when you leave the window.

Close the window via EXIT or pressing [Return].

6.2 Global Score Parameters window

This window is accessed vialobal Score Parameteia the Edit menu or by
pressing [Shift X]: it displays global parametdrattaffect the whole song in a
window that opens up over the top of event edifbe event editor and score editor
remain active so that you can check the effech@fMarious display parameters as
you work.
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EXIT
Close the window via EXIT or pressing Return.

6.3 Display Parameters window



This large window is accessed W&play Parameteren the Edit menu: it displays a
range of the most important display parameterslaixteen tracks of the current
pattern. Each pattern has its own display parametgrdow.
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Close the window via OK or pressing [Retur@ancelcancels any changes you may
have made while the window was open.

This window is intended to give an overview ovevl@le pattern. Click a track’s
number to grey to remove that track from the sealitor display (MIDI output
remains unaffected). A name entered here will appedahe main page too. Entering
a name in an empty track initializes it.

How to set display defaultparameters entered in the lowest empty track (ysua
track 16) will autocopy to the other empty traak$he pattern if you leave the
window via OK. These defaults are saved as paatsaing (eg AUTOLOAD.SON).
See Chapter 28 Data Management, section 2.3.

TheNote Attributesvindow allows the setting of many functions whean apply to
individual notes.

Most of these functions may be carried out via &e@mmands and are described in
this chapter. Th&lote Attributesvindow brings together the various functions,
making it possible to see at a glance what is activ

NB: Functions which can only be accessed viaNbte Attributesvindow will be
pointed out.

The Note Attributes window is opened by doubleisiig the note which requires
editing.
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These are the functions:

INDEPENDENT NOTEwhen active, creates an audible MIDI note thatlmansed
for many different purposes (available via thete Attributesvindow only).See
chapter 12 Score Symbols, section 16.

NB: when INDEPENDENT NOTE is clicked, certain oéthote attribute panels
change their meaning. The following options asstiméyou have left
INDEPENDENT NOTE inactive at present.

N-TUPLETS:n this line, set the number of subdivisions (2% and the length of
the denominator (1/1 to 1/16). This option is aat@d by clicking the box to ON (and
is available via the note attributes window onfyge also section 9.7: Tuplets

N-TUPLET DIRECTIONTthis positions the tuplet bracket and value (add via the
note attributes window only).

AUTO: Notator decides where the bracket should be placed

UP/DOWN you may override the automatic choice.

HIDE: the bracket and value are not shown.

SYNCOPATIONsyncopation display on/off (see section 9.6).

DISABLE INTERPRETATIONillowsInterpretation Modeor Rest Correction Mode

(whichever is to be disabled for individual notasgilable via the note
attributes window only).

This function means the display of notes is madangge flexible, particularly where
you have made use of the very-necestamgrpretationor Rest Correction Modes
alter real time recording: these powerful displayr@cing modes can be disabled for
individual notes where you would not otherwise bk do get the exact display you
require.

FORCE ACCIDENTAI@lso calledconfirmation accidenta)sthis forces a note to
display its accidentakge sect ion 16)4

ENHARMONIC SHIFTshifts the note’s enharmony in five steped section 16)3



ACCIDENTAL DISTANCEdetermines the distance (0 to 3) between the anadats
accidental (available via the note attributes wimamly).

HORIZONTAL SHIFTgives direct control over the graphical microshgtof a note
(-16 to 15).See section 5.

NOTE HEAD:selects the note’s head symbsgé section )4

MINIATURE SIZE: decides whether that note shouldifbbeniniature (available via
the note attributes window only).

STEM DIRECTIONCcan be determined by Notator, or forced up or dawrmcan be
hidden 6ee section 1)3

TIE DIRECTION:the tie to the next note may be determined by tdotar forced up
or
down (available via the note attributes window ¢nly

BEAMING: determines the beaming to the next nete(section 12

See also section 27 Process Note Attributes.

7. Double stave (piano stave)

Each track in a pattern can be displayed as aesorgllouble stave by pressing [S].
The note’s pitches determine whether they are shasapelonging to the left-hand or
right-hand stave. The pitch at which the changenscis called the split point, which
defaults to C3, the top note of the lower stavee 3plit point is changed by left-
clicking and holding the area just below the upgiare’s clef and sliding the mouse
backwards or forwards, watching the control lingpthy. Clicking the right mouse
button while holding the left cancels the change @averts the split point back to C3.

As this fixed split point cannot deal with overlapg left and right hands, you need to
use the flexible split point feature of the polypl@mode (see this chapter section
25.5.3).

The split mode and split point are settable in béhparameter mode and display
parameters windows.



8. Distance between staves

In full score mode, the distance between stavéeddy alterable by clicking and
holding a stave by its clef symbol, then draggingpi or down.

Dragging the stave with the left mouse button ealuse all the staves below it to
move as well, so that you only change the distéeteeen the dragged stave and the
one above it. Dragging the stave with the right ssbutton will move that stave

only, independently of the others.

The control line will display, on the left, the jtasn of the stave in the score, as well
as its distance from the stave above. The valiesaeen pixels.

The control line also shows how many staves oresystyou will be printing on the
first/subsequent sidesde Chapter 14: Score PrintQut

To alter the distance between printed systemsetwden each printed line of a single
track, you need to alter the lower printing lingithd/or the distance between the
stave and the score editor top borderlsee(Chapter 14, section. 2

9. Quantizing the display
9.1 Basic considerations

It is inevitable that any process that involvesvarting music, played in real time,
into score, must bring with it a certain roundirf§ad details. Notation cannot cope
with the detail that the sequencer can, most npi@blegards time position and note
length. This is what is calledisplay quantization

When Beethoven wrote his music, the act of putpieg to paper involved his writing
a stylized version of what he had just played @giano; just because he wrote a
guarter note as being at the beginning of a bags dot mean that when he played it
he played precisely in time and held onto the fatexactly that value. It is the same
for your music, the difference being that you cae, sn the event list, to the nearest
1/768th note how late you were or how long yourrtgranote actually was.

To produce a readable (and therefore playable)ub@tpm what you have played in
in real time, Notator has a range of display patansevhich correct the display of
notes time positions and lengths. These parametiexs the display without affecting



MIDI data. These parameters idealize or quantiedithe position and note length, so
that the result you see is as close as possiidab you intended.

The basic consideration you must accept at alldimehat you must attempt to play
in time with the metronome: if you do not, Notatannot guess what your intentions
are and will assume you intend to display the waothtion that comes of not playing
in time.

You do not have to MIDI quantize the music to getarfectly in time, but you must
at least try to get it right.

9.2 Display format

Each track can have its own different display gizatibn or format: being display-
based, this has no effect on the MIDI data. Cholsealue in the parameter mode
window in the QUA box. This value gives:

— the smallest value of note length the display alibw
— the closest that notes can be to each other

You may select from straight, triplet or combinadnqtization. When a combined (eg
8-12) display quantize value is selected, Notat@apable of interpreting notes
depending on how accurate your own real time ptawas; it will correctly
distinguish between swung dotted eighth + stradggiiths and full-blown triplets,
again providing your own playing was accurate ®rtetronome.

The following display quantization is available:

If the value readBef (default), then the display quantization adoptethat of
Notator’'s main display FORMAT, seen in the informoatbar above the event list (in
this FORMAT box, the straight value includes thenbined one, so 1/16 means 16 to
24).
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You cannot have more than one display quantizérpek.

Notes whose timing or duration are shorter thardibelay quantize selected for that
track will be shown as having the same value aslidgpday quantize.

The display quantize is no longer relevant if yoel lslIDI step inputting or entering
via mouse: in this case, you may find it usefusétect a higher value so you can
enter any value of note you choose.



9.3 Overlap Correction mode

Switchable in the parameter mode window in the OMBR, theOverlap Correction
mode prevents the (mostly undesirable) displayodésithat overlap each other
slightly due to lazy or legato playing.

It is normally left on all the time, though this deis built into the interpretation
mode as well.

9.4 Rest Correction mode

Switchable in the parameter mode window in the RB8X or by pressing [R], the
Rest Correctiormode suppresses tiny rests between notes (whacthare due to
your human playing) by lengthening the displayref previous notes: intentional
rests are still displayed.

Switch Rest Correction mode off when entering musib the mouse or via MIDI
step input.

9.5 Interpretation Mode

Switchable in the parameter mode window in the IIRTi#Xx or by pressing the [l]
key, thelnterpretationmode has a special effect on the display of rengths:
basically, it strives to present you with the bestdable display of your music.

As with the other display parameters, this modertasffect on the MIDI time
position of the notes, nor on the MIDI note length.

Switch interpretation mode off when entering musith the mouse or via MIDI step
input.

Tip: in general, the best results are obtained by bwigcrest correction mode off,
and interpretation mode on. This all depends om yausic, and it is quite usual to
have some tracks with one, and some with the atioele, within a Full Score. You
should experiment for each played track to findalkhyou prefer.

9.6 Syncopation display

Syncopation is automatically shown by the displagieanl notes across the beat,
allowing the beat to he seen. You may convert tih@sea syncopated display.

The [W] key syncopates the selected notes, andt{8hirestores the original
display.

Example:suppose you wish to show the second note of thespleighth note, quarter
note, eighth note as being syncopated. By defdngitsecond note is displayed as two
tied eighth notes: select it and press [W], andideknotes become a quarter note.



9.7 Tuplets

A tupletis any group of notes which is not in normal duptee. Notator can display
groups of up to fifteen notes.

Notator will recognize and automatically displaipkets that you have recorded in a
track, provided they were reasonably-accuratelyg@aOver and above this, triplets
and many other less common groupings may be mmiseed onto the stave.

Quintuplets etc are not automatically recognizégour recording contains accurate
groups or 5, 7, etc, the program must be instruictelisplay them. It can do this, no
matter what the display format value is.

To define a tuplet in a group of notes that alreexigt on the stave, select the first
note of the group and then double-click it.

The note attribute window then appears, in which g@y set various attributes for
that note.

In theN-Tuples line switch the mode on, and set the number ladigisions and
the length of the denominator. Up to fifteen suxdons are allowed.

Example 1:

To enter tuplets from the partboxes with the moesger the first note (preferably a
number of subdivisions, switch tiveTupletline on, and click OK. You will see a
display of rests where the notes are to be en{@rgdu see tied notes, it means your
first note is too long for the subdivisions you éaelected: simply shorten it in the
event list). Now enter the new notes, placing tlmemiop of the rests (use SNAP
mode if required).

Example 2: two ways to enter triplets by hand:
To enter a triplet using the note attributes windemter a note from either partbox,

double click it, enter 3 in thd-Tupletsbox and the appropriate time in theer box
(/1 for triplet minims to 1/16 for triplet I/32nfsSwitch the line on and click OK.



To enter a triplet directly from either partboxles¢ the desired triplet value first, and
enter the first note. Drag in the second note profahe first one, and without
releasing the button, slide the note to the rigttil the control line displays the next
timing step: release the button. Repeat for the thote, dragging it in over the
second note. Done.

The style of the tuplet number is definable inTR¢PLETS STYLE and TUPLETS
ITALIC boxes of theFontswindow in the Edit menusge Chapter 1.3)6

10. Rests
10.1 Automatic rest display

Rests are automatically entered by Notator accgritimotes’ time positions and
lengths. In polyphonic mode, the rests of eachevaie automatically displayed. The
parameter mode window allows this automatic dispdalge switched off altogether in
the REST boxes, which is very useful in polyphammde, although the facility
remains active even when polyphonic mode is sd#&(section 25 belgw

10.2 User rests

In certain special situations, you need to be abteverride the automatic rest display.
This is done with special rest events which beligreenote events. They have, like
notes, a MIDI channel which is used in polyphonmde.

These user rests differ from the automatic restsllsvs:

— they remain visible even when the display of adtic rests is switched off
— they can be moved vertically (important in polgpic mode)

— they are altered by the display quantization hkées §ee section)9

— they can be graphically microshifted like notesg section)5

To enter a user rest, choose its value by selettm@ppropriate note value in the
left-hand partbox, then press [Alternate] whileegimg the note with the mouse in the
usual way.
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Alternatively, [Alternate-R] can be used to chasgécted notes into user rests of the
corresponding value.



Tip: user rests can he used for more than you thing bkyond the scope of this
manual to give all the possibilities, but basicailiyyou wish to have a display of
notes that Notator appears not to want to givetdus automatic routines, try
entering one or more user rests into the scofgaafpbint: the tests will not be seen,
but their effect on the score will be.

[User-submitted tip: One thing has always bugged me about Notator
scores: if you want a triplet divided into 2/3 and 2/3 (displaying a
'minim’ triplet followed by a 'crotchet' triplet) y ou can't have it.
Enter three triplets, delete the second, and double the length of the
first and you get three ‘crotchet' triplets with th e first two tied
together. Though comprehensible, this is not the co nventional
notation.

But there is a workaround:

a) Enter three triplets

b) Double click on the first triplet

c) Change STEM DIRECTION to HIDE

d) Change NOTE HEAD to the grey blob (does not prin t)
e) Repeat steps ¢) and d) for the second triplet

f) Enter a minim on top of the first triplet

Now you should have the correct display. Don't do a CHECK DUPLICATED
after this process! You can fiddle around to get th e midi output

right as well if you want it, using different chann els and velocity =

1]

10.3 Rests of more than one bar

When displaying a single track in the score edi®not in full score mode), strings
of empty bars can he grouped together under onadag the normal symbol.

Enter the symbol from the pop up partbox into ire& £mpty bar, then select the
number of rest bars in the symbol's P_USER 69 é&setond data byte in the event
list —2— column. Full score mode will disable tfusction.

You will see how the event actually removes théo®ing rest bars from the display

as you scroll the number.
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The font of the number that states the number of isaset in the Fonts window’s
MULT REST STYLE box ¢ee Chapter 13, section.6

11. Repeat previous bar(s) symbols

This symbol is used to indicate to the performet gfou wish him/her to repeat the
previous bar.

These symbols (which appear as P_USER 68 in th& és§ may be entered from

the pop-up partbox onto the stave. The events sedata byte determines the number



of repeats, which appear as a number above theadgnithis will at %ct the display
by changing the staves bar numbers accordingly r@peat previous two bars symbol
displays two slashes instead of the number abaysytimbol.
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The symbol suppresses the display of notes in al@ngh it is your job to ensure the
notes do in fact repeat the previous bar: the nwiiéstill be heard, but the bar
displays the symbol instead.

Tip: normally, the symbol will disappear from the degpivhen you switch full score
mode on. If you place a 1 (numeral one) in the Eseecond data byte, the symbol
will remain in full score mode.

12. Beaming

12.1 Automatic beaming

Eighth notes and shorter are automatically beamggaups of beats.
12.2 Vocal mode

The automatic beams can be removed (eg when yolyack) from a whole track by
pressing [V] or clicking the VOCAL box in the paratar mode window.
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12.3 Beaming and unbeaming
You may individually override or add to the autoimdteams, even in vocal mode.

— to beam a group of notes together select thesndind press [B].

— to erase beams, first select the relevant nbess press [Shift-B].

— to reset the beam display according to the pragrautomatic setting for
the selected notes, press [Alternate-B].
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The note attributes window also allows the stenapters to be edited: double-click
the selected note.

12.4 Sloping beams

Notator displays sloping beams automatically. Téiglt and angle of the beams
depend on the pitch differences between the natieg bbeamed.

The Global Score Parametemsindow in the Edit menu (or press [Shift-X]) is are
you edit the display of the sloping beams: chardiest the whole of the song
globally:

MINIMUM SLOPE:the smallest pitch difference at which a beantstarslope.

MAXIMUM SLOPEthe maximum slope allowed. If O is inserted héne,beams will
be horizontal.

SLOPE FACTORdetermines the relationship between slope anth piterval.
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Depending on your printer’s printout resolutiorg gloping beams will tend to appear
as a succession of small steps. Lower (9 pin) wggwi printers may spoil the overall
result, especially where small pitch intervals @acerned. There are two ways of
preventing the display of too-shallow slopes:



— increasing the MINIMUM SLOPE value, where smaltp differences are
given a horizontal beam

— increasing the SLOPE FACTOR value, where everligiiigerences in
pitch will show a steeper slope. At the same tipoe, must lower the
MAXIMUM SLOPE value to limit the effect on largetervals.

The resolution of most printers is better thanrdsolution of the screen: it is up to

you to find the display you feel most at home viathrunning test printouts.

The Force Horizontal Beamswitch in theSet Drum Mawindow (Options menu)
forces all the beams for the drum track to be loorial.

13. Note stems

The direction of stems is usually automaticallyided by Notator. This can be
overridden on a per note or per polyphonic voicgia

For special applications, stems can be printedwithbut note headsée section 14
below and note heads can displayed (and printed) witsi@ms.

13.1 Stem parameters per stave

The STEM box in the parameter mode window allovesftilowing stem parameters
to override the automatic display:

AUTO — stem direction is determined by a note’slpit
UP — all stems go up

DOWN — all stems go down

HIDE — no stems will be displayed.
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13.2 Stem parameters per note

The direction of individual stems or groups of sseran be altered by selecting the
desired notes and pressing [D] for down or [Shiftid@ up. [Alternate-D] restores the
automatic stem direction to the selected note(s).
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sten direction: down

Notes connected by a beam will be handled collebtiv

TheNote Attributewindow (double-click the selected note) &vbcess Note
Attributesin the Function menu also allow stem parametebetedited.

13.3 Hiding stems

The stems of selected notes can be hidden by pgegShift-Alternate-D].
[Alternate-D] restores the display to what it w&su may also use the note attribute

window (double-click a note) d?rocess Note Attributaa the Function menu to hide
stems.
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14. Note heads

14.1 Altering note heads
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To change the style of a note head on the scretattshe desired note head from the
pop-up partbox and place the symbol on top of astiag note head in the score. You
may continue entering the same selected symbobjusticking the right mouse
button without going back to the partbox, until yselect a fresh object.

To give a group of notes the same note head, délkeet so that they flash, then drag
the new note head onto one of them.

To return the note heads to their original forrthei select the note(s) and press
[Shift- Alternate-E], or drag the quarter note nbéad back onto them.



The above method is for the altering of individnates. If you wish to change all the
notes of a certain pitch to a certain note head,sjmuld make use of tiium Note
Mappingfeature gee section 26 beldwr Process Note Attributas the Function

menu gee section 27 below

14.2 Not printing note heads

To print out stems without note heads, give notethe screen the grey speckled note
head. This special symbol only appears on the sces®l is not printed out.

15. Clefs

There are eight clefs available:

Bass —8 Bass Ireble —8 [reble I'reble +8
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An 8 above or below the clef indicates that theeaaohust be played an octave higher
lower than displayed.

The clefs affect the displayed notes, but the MiBa is not affected. Entering a clef
change immediately changes the display of subsécades.
15.1 The basic clef

Each stave can have a different clef; each stagedofuble stave can have a different
clef.

A short left-click or right-click on the clef selscthe stave’s basic clef.

R
( |
- ﬁ: [; -
3 - ! T = —
B EE==E=
Bass clefs (melody one octave lower)
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The basic clef may be clicked at the left-hand ehithe stave, whatever bar you are
at: you do not have to return to bar 1 to change it



Tip: Do not use the partbox clefs for the basic clef.

NB: A percussion clef may he selected instead etthafs described abovBee
section 26, Percussion notation in this chapter.

The printing of clefs can be limited or completstgppedsee Chapter 14: Score
Printout, section 4.
15.2 Clef changes within the stave

To change the stave’s basic clef, use the clickiethod described in section 1.1
above.

To introduce a different clef within a stave, ertex required one from either partbox
and place it at the desired position. All the ndtem this place on will he displayed
correctly according to the new clef.

Clefs may he positioned anywhere where there aesnm any bar, even within
beams. Once on the stave, they can be clickedatagenthem.
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Clefs may be deleted, like any object, by draggigm beyond the score editor or
pressing [Backspace] after selecting them.

16. Key signature
There is a range of standard key signatures alilHla note does not belong to the

current key signature, it receives the correctdemagial. Any note’s automatic
harmonic display can he overridden.

16.1 The basic key signature
Each stave can have a different key signature: staste of a double stave can have a
different key signature.

A short left-click or right-click in the area betemthe clef and the time signature
selects the stave’s basic key signature.

Each left or right click changes the key signasharpwards or flatwards following
thecircle of fifths starting at the default C major.

Holding [Alternate] while clicking selects the minscales (watch the control line).

The enharmonic notation of that track will changerespondingly. Notator will
automatically display double sharps or flats whegpropriate.



The basic key signature may be clicked at thehaftd end of the stave, whatever bar
you are at: you do not have to return to bar Ihange it.

Holding [Shift] while clicking will apply the chargof key signature to all other
staves (ie a double stave or full score mode).

The key signature may be set in the parameter mondelisplay parameters windows
in the KEY box: tick the MINOR box to get the redat minor (always the 6th degree
of the major scale).

Tip: do not use the partbox key signatures for theclaesy signature.

16.2 Key signature changes within the stave

To change the stave’s basic key signature, uselitthéng method described in
section 16.1 above.

To introduce a different key signature within avstaenter the required one from the
pop-up partbox and place it at the desired posi#meidentals from this place on will
be displayed correctly according to the new sigmatu

Key signatures may he positioned anywhere where e notes, in any bar, even
within beams. Once on the stave, they can be ditgehange them.

Key signatures may be deleted, like any objectragging them beyond the score
editor or pressing [Backspace] after selecting them
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16.3 Enharmonic Shifting

If a note does not belong to the current scalesnts&armonization is calculated
automatically according to harmonic criteria. Yoayhoverride the automatic choice:

To alter the harmonic display of selected noteggyo two steps, press [H] (down)
or [Shift-H] (up). [Alternate-H] will restore theriginal enharmonization.
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Tip: if you find yourself having to alter the enharneation of a lot of notes, it often
helps to switch to the parallel scale (hold [Alieei while clicking the key signature).

Process Note Attributaa the Functions menu allows enharmonic shiftedo

applied to individual notes throughout the whosck. See section 27 in this chapter.
16.4 Confirmation accidentals

There are situations where you need to re-affirenatcidentals for certain notes.

[Shift-Alternate-H] on selected notes will give bawte its accidental. [Alternate-H]
restores the display to original.
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Process Note Attributaa the Function menu allows confirmation accidénta be
applied to individual notes throughout the whosek. See section 27 in this chapter.

| Alternate

17. Display transposition

You can transpose the display of one or more staitesut affecting the MIDI data,
in the TRANSPOSE boxes of the parameter mode ptajigparameters windows.

This allows you to compose from the keyboard bga@ig the correct keys for
transposing instruments, without having to transpgsir own playing. Each stave in
a double stave can be transposed separately.

Example:to score music in F major for an alto sax, trasspihe display by a sixth

(+9 semitones up), then change the key signatare F major (one flat) to D major
(two sharps). What you play or hear will remain hexeged, since the MIDI data is
unaffected by the display transposition.

Contrast this with the TRANSPOSE track parametethermain page which changes



the MIDI data, but has no effect on the score (bsedhese track parameters are
playback parameters that affect the playback osBe-Chapter 6: Tracks

18.1 General

The time signature applies globally to the prograrelongs to a specific bar, not
to a track, stave or pattern.

Please read the section on the time signature iap@¥r 5: Positioning, section 1.3.

A certain time signature in one bar applies tosdme bar in all the tracks. When
using several patterns in a song, you should osdytime signatures with the arrange
mode switched on ar@dlobal Positionsenabled in the Edit menu.

Any change in the time signature of a bar or balisapply to the whole
Creator/Notator system. Any changes will be reédan the relevant event list
values, main bar counter, and of course the mana signature display (next to the
elapsed time display in the information bar).

18.2 The basic time signature
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In the score editor, the basic time signature’s inator or denominator values can be
altered at any time by a short click.

Ensure that this is done only when the stave ik bads start (press [Clr Home] or
reset the main bar counterto 1 1 1 1 and click CHJ.

18.3 Time signature changes within the score

Please read Chapter 5, section 1.3.

To introduce a time signature change in the ssmlect the desired metre in the left-

hand partbox and drag the time symbol to the de&iee. The program will
automatically position the time signature to tharest bar beginning.
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Both nominator and denominator can be alteredatiare once the time signature
has been introduced by a short click on the desiadae. The signature itself can he
moved to a different bar by dragging, and can betee by dragging it to the edge of
the score display.

18.3.1 Hidden time signature changes

The printing of time signatures can be suppresygeditking them while pressing
[Alternate]: they become visually crossed out. Aitgively, enter the time signature
while keeping [Alternate] pressed.

This is of help in certain situations, such as whgu are working with early music,
or where you wish to be able to insert as manysasepossible into a bar.

18.4 Alternative 2/2 and 4/4 symbols

The display of the 4/4 and 2/ 2 time signatureskmanhanged to their alternative
symbols in the global score parameters window (Eeihu or [Shift-X]). No other
time signatures are affected.
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19. Global repeat signs; double bars

Different types of signs and double bars can becsedl in the pop-up partbox and
entered via the mouse. Like the time signaturey, #ine global and belong to a
specific bar, NOT to a track or pattern. They sbdhkerefore be used with global
positions switched on (Edit menu).

Once on the stave, signs can be dragged arourglaied via the mouse.

These signs are intended for transcription only, laeve an effect on the actual
running of the sequencer.
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20. Making a system in full score mode



In full score mode, you can group together a nurolb@rdividual staves using round
or square-shouldered brackets, and linking thdites.

20.1 Bracketing staves
In full score mode, if you click in the area justthe left of a stave, you will bracket
that stave to the one above it. Click again, aedotiacket is deleted.

A left-click enters or deletes round-shoulderecckess, a right-click, square-
shouldered brackets.

Holding Shift at the same time puts a bracket adalhthe staves in the Full Score
mode.
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To bracket, say, three staves, click the lowestesta bracket it to its neighbour, then
click the next stave up to bracket it to its neiginb

You can combine brackets.

20.2 Linking bar lines

In full score mode, if you click the top of a stavbar lines, you will link that stave to
the one above it. Click again, and the extendesklare deleted.

Holding [Shift] at the same time links all the hiaes of the staves in the full score
mode.

Note:the brackets and linked bar lines of a double séagenot deletable.



21. Empty stave mode

The EMPTY box in the parameter mode or display patars windows has the

effect of displaying a completely empty stave iastef the standard one containing
automatic rests. All parameters such as key sigaatlefs, notation symbols, etc, are
still shown. Any notes will be hidden from viewptigh they will still be seen in the
event list and played via MIDI.

The function is intended to allow the mixing of damitten and computer-printed
notation.
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22. Miniature mode

Each stave can he individually displayed and pdimeminiature form
(approximately half size).

Press [M] to miniaturize a stave, or tick MINI imet parameter mode or display
parameters windows. [Shift M] will miniaturize &lle staves in the full score mode.

You can mix the display of normal size and minvetain Full Score mode.
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Tip: switching a stave to mini mode allows you to segef the stave on the screen,
which can be useful when copying, moving, etc.

23. Minimum Distance function

TheMinimum Distancevalue of Notator’s score editor is coarsely septsssing [\]
or [Shift-\]; adding the [Alternate] key incremefttecrements the value. The value
can also be changed by altering the minimum distamatue in the global score
parameters window (press [Shift-X]).
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The horizontal position of notes and rests is deitged by this minimum distance

value. A small value reduces the space around @oiesests (especially in empty
bars), whereas larger values will give notes astkra space proportional to their

lengths: a quarter note, for example, will get mgpace than a sixteenth note.

24. Events used for spacing

P_USER events 70, 71 and 72 are used to extergp#ae of individual notes’
positions.

P_USER 70 — increases the space to the left aidbe
P_USER 71 — increases the space to the right aidbe
P_USER 72 — increases the space both sides obtke n

Each P_USER’s second data byte determines the drobspace gee also Chapter
8: Types of Event, section 7 Pseudo Eyents

How to usesuppose you want to give a note more space lefifso that a symbol
underneath it has more room: in the event listg@&_USER event from the
PSEUDO icon to the left of the list and place ety on top of the note. Scroll its
first data byte to 70, and then alter its second bdgte, starting from O, to the desired
value: you will see the space to the left of theenoncreasing.
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25. Polyphonic display

25.1 The basics
Polyphony is the ability to show rhythmically indeqalent parts or voices in the
same stave: each voice’s stem direction and reptagi is independently controllable.



Notator is able to display up to four independeoites in a track: three per single
stave, four in a double stave (at two per stavaghBroice is rhythmically
independent from the others, and each can comdinidual chords.

The internal MIDI channel of a note (the one yoe sethe event list's CHANNEL,
column) determines to which voice it belongs.

25.2 Polyphonic parameters

The polyphonic display parameters are to be foartie parameter mode window
(press X), where clicking POLYPHONIC switches thepthy on.
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The VOICE boxes activate the four possible voices:

— voice 1 is the main voice of the upper staveofdhe single stave if there is
no double stave). It is always active.

— voice 2 is the second voice of the upper stavef(the single stave if there
is no double stave). Activate it by clicking itsi®® number.

— voice 3 is the main voice of the lower stave oloable stave; it is always
active whersplit modeis enabled.

— voice 4 is the third voice of a single stavetha second voice of the lower
stave in a double stave. Activate it by clickingubice number.

Each voice is independently subject to the follayyparameters:

CHANNEL: only those notes whose channels matchwaige will belong to that
voice, irrespective of pitch, Of course, each vomsst be assigned to a different
channel so that the polyphonic function can distisly between them. Notes whose
channels do not match any of the voice channelg@vilain hidden.

In a double stave, if voices 1 and 3 share the sdnaenel, the division between the
notes in the score editor is determined bysihié point Apart from this special case,
the division between notes is determined solelghgnnel, independent of the split

point (see section 7, Double stave, ajove

REST: each voice has its own automatic displaesfs; this is where the rest display
can he disabled for each voice. Where a staveajisyiloth voices, their rests will be
displayed vertically, so that the upper rests dways voice I's or 3's, the lower rests
always voice 2’'s or 4's.

Rests entered by hand are unaffected by this igsbld and are moveable vertically.

STEM: this is where you can determine the directiba voice’s stems. AUTO
means that the stem direction is determined ad bsuae pitch of the note. If you
want a polyphonic display you should set the upo@es (1 or 3) to UP, and the
lower voices (2 or 4) to DOWNsée section 13, Note stems



25.3 Allocating Notes to Polyphonic Voices

Once the initial settings have been selected iPdrameter mode window, you can
start assigning notes to their voices.

For a note to belong to a voice, its MIDI channekithmatch the voice’s channel.

To recap: the MIDI channels of individual event$hi@h you can see in the event list)
are transmitted over MIDI only if the track’s CHANHA parameter in the main page
is set tooriginal. If CHANNEL has a specific channel number, all &wents of that
track will he sent to that channel, whatever tivadividual events aresée Chapter 6:
Tracks for details But the fact that the events have internal ce&nmeans that the
polyphonic function can distinguish between them.

Summary:

— If a track’'s CHANNEL track parameter is set t€annel 1 to 16, the
MIDI channels of individual notes can be freely oged to suit the
polyphonic function without affecting what is beitrgnsmitted via MIDI.
— If a track’'s CHANNEL track parameter is set to IGRNAL, then each
polyphonic voice will be sent via the different MIBhannels to different
instruments.

25.4 Allocating notes to Voices prior to enteringttem
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Giving a note a channel that matches a voice’sélaansures it will be shown in
that voice.

o

Giving a note a channel that matches a voice’smélaansures it will be shown in
that voice.

The Partbox Channelthe MIDI Channel of notes and user-rests beirigred with
the mouse can be pre-selected via the little nunmoire bottom left-hand corner of
the left-hand partbox.

This number can be changed by clicking, or predSigft] with any of the
typewriter pad’s keys [1] to [=].



You could also use the transmit channel of your MiByboard as a way of
allocating notes to channels: playing in real tiseéngRecord-Mergemeans you can
play in your different voices one after the otheach time adjusting the transmit
channel ¢ee Chapter 7: Recording, section 3.2 Merging arialready-recorded
track).

25.5 Allocating notes to voices after entering them

The allocation of existing notes to voices can &enined by changing their
channels. Apart from being able to alter the chianoknotes on an individual basis in
the event list, there are various other methodscgwuuse to alter channels for use in
the polyphonic function.

25.5.1 Changing the channels of selected notes

To change the channel of a group of selected nbtdd [Alternate] while tapping
keys [1] to [8] in the typewriter pad (channel18).

25.5.2 Pitch-dependent voice allocation in a doubktave

In a double stave, with voices 1 and 3 set to @hffie channels, Notator will assign
notes to channels automatically if you press [Alate-S]: the split point will
determine which notes belong to which voice (akireesplit point, voice 1: below
the split point, voice 3).

| reassign voices

25.5.3 Voice allocation using the flexible split pot
The assignment of notes to voices can also berdeted by drawing &oice
Separation Linen the stave with the mouse.

With polyphonic mode enabled, and a different Mbannel assigned to each voice,
click and hold with the mouse in the area just Wwelalmost touching, the clef (if v )U
are working in a double stave, between the cldfg pointer arrow becomes a
pointing finger. Now drag the mouse along the scdrawing the line around the
notes to determine whether they belong to the uppee or the lower one. On
releasing the mouse button, all the notes on tlomgvside of the line will be
changed.

Voice Separation dram

The control line readgoice Separation — draw separation liaed tells you whether
you are deciding between voices 1 and 2, 2 and33amd 4 (though this depends on
the number of voices enabled in the parameter manidgow). You decide between
which voices you wish to draw by clicking the righbuse button while holding the
left one.

You do not have to continue drawing the line adl tiay to the other side of the



screen: stopping part way will simply mean that yalliaffect notes only as far as
there.

25.5.4 Automatic chord voice allocation
Lines to Channels theFunctionsmenu: notes in chords are given different MIDI
channelsread Chapter 18: Copy, Merge, section 8, Separabynghord voice

25.6 Examples of Polyphony

25.6.1 MIDI channel filter

To display notes of a certain MIDI channel onlyakle POLYPHONIC and select
the channel in voice 1 (and 3 if in a double stafahe notes you want aisplay
sola Voices 2 and 1 are not relevant to this example.

This is useful where you want to display and edly@mne of the layers that were
recorded while recording in the CYCLE modeh@pter 7: Recording, sectior).4

Or you might want to remove individual notes frdme display, just by altering their
MIDI channel in the event list so that they no lengnatch any of the voice’s
channels; that way, you can spot-erase trills peggiations from the display and
replace them with the corresponding notation sysyhwithout affecting what is
happening over MIDI.

25.6.2 Flexible split point
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If, in a double stave, voices 1 and 3 are givefeght channels, the division of notes
between the left and right hands is determined HylMhannel, not by pitch.



That way, a middle C can be shown as belongingedeft or the right hand,
depending on its channel at the time.

You can use the [Alternate-S] technique descrillm¥@to assign the whole track to
the left and right hands (where the split pointidies the allocation), then fine tune
the notes’ channels to finalize the display. Or tiigeflexible split point technique
described above to continue the job.

25.6.3 Multi-voice phrasing

To display two independent voices in a stave, enabices 1 and 2 in the parameter
mode window (and voices 3 and 4 in a double stdsegure that each voice has a
different channel. You should set the stems ofe®it and 3 to go up, those of 2 and
4, down.

|/ Voouns

It also normally makes sense to switch off the anatiic rests of voices 2 and 4, and
to enter user rests when you need them, ensuringngselect their correct channel
in the left-hand partbox.

26. Percussion notation
When working with percussion notation, it is oftbe case that the positions of the

drum machine’s sampler’s voices on the MIDI keylob@o not conform to the
desired pitches in conventional notation. You aéquire the special note heads.




Notator'sSet Drum Magunction allows you to determine the displayedipés and
symbols of percussion notes. Do not confuse thik thie mapping feature of the
Transformfunction which alters MIDI pitch valuesdggs Chapter 24

In the Set Drum Mapwindow in theOptionsmenu, every MIDI note can be given
a separate display pitch for the purposes of rotat separate percussion symbol,
assigned to one of the four voices of polyphony thieddrum can be named in the
event list. The assignment display can be enaloleddch track separately.

You will still play the drum notes where they angat you are able to change is the
pitch at which they appear in the score, their syimitne polyphonic voice to which
they should belong (for stem direction), and yoaiadlditionally able to have the
event list display what the drum is instead ofrapde note.

Score Drun Notes /Names /Voices /Sumbols ... |
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What to dotheSet Drum Mapvindow represents one octave of a keyboard, with
each key having a set of parameters on it. Otive Base Notgetermines the
octave of the keyboard you are looking at.

First find out which of your drums is played by whiMIDI note. TheSet Drum Map
window allows you then to enter the information yeigh to be displayed. For
example, if the snare is played by D3, scroll tbeaee base note to C3, and enter the
values you require in the graphic D3 key.

VOICE (only with polyphonic mode enabletthe number of the voice to which this
note is to belong. This allows the choice of steraafioning. When DRUM
MAPPING is enabled in the track’s display parametieddow, the stem direction is
not decided by the MIDI channels of the notes,dyuivhich voice they belong to in
the Set Drum Mapindow. The parameter mode window is where yoactedtem
direction etc.

SYMBOL: the symbol that the note is to receivecKlihe symbol to change it.

DISPLAY: here, choose which pitch you want your Miote to have on the stave.
Different MIDI notes can share the same pitch; #tlisws the correct display of open
and closed hi-hats, which normally occupy differ®iDI notes; now they can share
the same pitch in notation, and differ only ash@irt note head symbols.
Notator'sSet Drum Mawindow uses the Transform functiotidsniversal Map 50

do its display mapping. You can edit the map diyei€tyou prefer 6ee Chapter 24:
Transforn).

NAME: in this line, you may enter a name of updaifletters, which then replaces



the pitch letter. With DRUM MAPPING enabled in ttrack’s parameter mode
window, this name will appear in the event lisplace of the note’s pitch. If you do
not enter a name, the default note pitches whichcgm see in the name spaces
ensure that the displays of non-assigned notesimamaltered in the event list.

No changes are made to the score until you switdidapped Drum Modée the
Edit menu, or click MAPPED DRUM in the parameterdaavindow.

Force Horizontal Beamrces the display of horizontal beams on the yssion
stave without affecting the other staves.

All drum mapping parameters are saved with a s¥ng.may find it useful to
include them in your AUTOLOAD.SON (see Chapter R8ta Management, section
2.3).

26.1 Percussion clef
Tracks whose mapped drum mode is active may he @iygercussion clef, by
activating theDisplay Drum Clefpanel in Set Drum Map in the Options menu.
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26.2 Single line staves

The single line stave is a convention requiredriany applications, and is selected in
the parameter mode window via the panel makadle Line A double stave can
consist of two single line staves.

Moty

The single line represents the middle line of the-fine stave. Leger lines and
accidentals are displayed as usual.

NB: If a percussion stave contains the notes ofsimgle-pitch instrument (conga
etc), you can use the display transposition functiothe parameter mode window to
display them on the single line. Where more thamiastrument is involved, use the
drum map function.

27. Process Note Attributes

27.1 The basics

TheProcess Note Attributdsinction allows attributes such as enharmonia shif
accents, staccato dots, etc, to be applied tasdisnn a track or to a limited segment
within the track, or to be deleted again. Thisasgible in a single operation.

The way this function works is similar to tleansformfunction (see Chapter 24:
Transform).
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27.2 The window’s structure
AccessProcess Note Attributesa the right-handFunctionsmenu.

The upper section allows the setting of conditigrlating to the segment length,
pitch, velocity and MIDI channel of the notes thaed processing. The functions
described below affect only notes which satisfy¢baditions you have set.

The lower section is divided into three columns.the left are the attributes, in the
middle are the input boxes for the values or chofceymbols and note heads, and to
the right are the switches (---/ON) that enabledttabutes.

27.3 Defining the conditions

There are five boxes in which conditions can be set
* All/any values
= This value only

Between these two values
Outside of these two values

These conditions may be applied to the followinteca:

LIMIT POSITION: a zone may he determined by seténigft and right
locator value in the upper and lower boxes, witkimch, or outside which,
notes will be processed. If the condition is =, pleition criterion is set in the
upper (left locator) box.

CHANNEL: notes may be processed according to &l channel (1 to
16), or the channel can be ignored if the condison- * —.



NOTE determines the pitch of the notes, which cao¥er a range, or one
particular pitch. If a single pitch is selectecg &l Octavesbutton allows that
pitch to be included over all the octaves.

Example- enharmonic shifting of all @, whatever their octave.

VELOCITY: determines whether, and which, velociglues should form part
of the criteria.

LENGTH: determines whether, and which, lengths &héarm part of the
criteria. Similar in operation to LIMIT POSITIONSItlw regard to the
conditions.

27.4 Functions

These functions operate only on those notes thiafysthe above conditions. More
than one function can operate simultaneously.

ENHARMONIC SHIFT: shifts the enharmony (-2 to +B)seful when applied to one
note (condition =) witlkAll Octavesenabled, as in shifting alPgto D

.}jll i

FORCE ACCIDENTAL: the display of confirmation acetals

ACCIDENTAL DISTANCE: the distance between a note & accidental
HORIZONTAL DISTANCE: graphical microshifting (seedions 5 and 6.4)
Accidental DistancendHorizontal Shiftare more usually used on single notes;
howeverProcess Note Attributeslows global manipulation for special applicat®n

It also allows the easy deleting of all existingrashifting in a track.

MINIATURE SIZE: miniaturised display of notes thedtisfy the conditions.
Example:cue notes on a certain MIDI channel wiratyphonyis enabled.

TIE DIRECTION: the bend direction of any ties.

Example:you may wish the ties of all notes above E3 tagwards,
STEM DIRECTION: whether note stems go up or down.
Example:the stems of all notes below F4 should go upwards.
NOTE HEAD: the symbol of the note head, selectablbe value box

Example:all B3s should receive a different note head;lloB3s should receive the
non-printing note head (the speckled oblong),



STACCATO: you can choose the required symbol.
ACCENT: several symbols are available.

Processing a track (that was recorded live) udiagcatos and accents can be very
useful.

Example: all notes of velocity 100 to 127 can beegian accent. All notes whose
lengths are from 0 to 30 can he assigned a stasgatbol. Gee also Chapter 12:
Score Symbols, sections 8 and)3.2

27.5 The OK button

Clicking this activates the whole window and appliee functions to the current
track. Remember: more than one attribute/symbobeaprocessed at the same time.
27.6 Deleting attributes/symbols

These can be deleted, more than one simultaneously.

Example:to delete all staccato symbols after your expentmg went a bit wrong, set
a blank in the box where you would normally have staccato symbol, and switch
the function line to ON.

NB: If the delete operation is to apply to all |ytmake sure that all the conditions
boxes are set to — * —.

Chapter 12
Score Symbols

Notator offers a whole range of graphical signs syrdbols which can be entered
into the score.
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1. Entering

Graphical symbols can he entered from either paritito the score.

There are two things to be aware of when entehegt
— the time position of a symbol, seen in the cdrime while still holding the
mouse, should be made the same as the nearesirmet# — ideally, the note

for which it is intended.

— In full score mode, ensure that you are entettiegsymbol in the correct
track (watch the track name in the top left cowfethe screen).



The position of a symbol is affected as follows:

— the vertical positions of symbols in a doublesstare related to the
positions of the upper stave’s notes (apart froenpidal signs). Therefore try
to make the distance between the two staves angarayneters that affect the
vertical position of the notes (clefs, transpasiji as definite as possible
before entering notes.

— The horizontal position of a graphical symbotlependent on:

1. the position of the symbol by reason of its geanP_USER event
with its own time position
2. any graphical microshifting you carry out.

Do ensure that symbols are entered at the sameptisisons as those of notes or
rests: that way, the positional relationship betwggmbols and notes is not changed
if a bar width is altered, eg as a result of addmage notes into the bar or enabling
disablingFull Scoremode.

2. Moving

Just like notes, symbols can be moved singly graups with the mouse - even in
the same group as notes. As with notes, their posgtions change when moved
horizontally.

Dragging symbols while keeping [Shift] depressddved you to copy the objects to
another destination.

3. Graphical microshifting

Pressing [Alternate] while dragging a symbol lefright lets you slightly move it
without affecting the event’s time position (watble HORIZONTAL SHIFT value in
the control line.

Thus, for example, overlappifgedalsigns can be separated without altering the
events’ MIDI time positions.

Tip 1: Graphical microshifting should be reserved for ketaanges in position only:
you should always place the signs at the correw position first (that of the nearest
note or rest) and only then should you microshbiftiie tune the position if necessary.



Tip 2: The VERTICAL SHIFT parameter in the control lireat you see when you
press [Alternate] and drag a symbol shows how nyachare dragging the symbol up
or down: the TRANSPOSE parameter you see when sag & symbol without
[Alternate] does the same thing: they are the dametion, except that their scales
are different. So, to move a symbol verticallynikes no difference whether you
press [Alternate] first or not: you get the sansule
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4. Vertical formatting

The [F] key helps ensure that events of the samSER number share the same
height.

Select the first object and move it to the desiedical position. Pressing [F] will
move the next identical object to the same heighha first: you can go on pressing F
for more objects, or pressing [Shift-F] formatsth# identical events in the whole
track with just one command.

The following events are vertically formattable:

P_USER 5 — guitar chord

P_USER 59 — chord symbol

P_USER 60 — text

P_USER 61 — lyric

P_USER 62 — dynamics

P_USER 63 — crescendo/decrescendo
P_USER 65 — segno

Control 64 — pedal signs

Tip: be careful with text and lyrics: you cannot formadre than one line. If you use
the SNAP functiongee Chapter 13 you should not need to use vertical formatting

anyway.
5. Deleting

Like notes, symbols can be deleted by dragging tineany direction to the borders
of the score editor, or pressing [Backspace].

6. Dynamic and repeat signs

Dynamic signs and repeat signs can be entered wbertke in the score. They have
no effect on the MIDI output or sequence struc{ammpare with section 8.2 below).

The following symbols are available:
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7. Pedal signs

The pedal signs (on and off) relate directly to M@dntroller 64 (sustain pedal).
After you have entered a pedal on sign, Notatdramlomatically select the pedal off
sign in the partbox, so that pedal movements canbered quickly, without
continuous recourse to the partbox (use the righisa button for fast entering).

Manually entered pedal signs can be vertically fatted(see section 4 abo)e
played-in pedal signs cannot.

8. Fermata, handgrip, accent and staccato signs

These symbols are extensions of the note for winiei are intended. Their positions
are relative to the pitch and position of the nthey belong to the note for which
they are intended. Any change to the note suchaasgosing, moving, copying or
deleting will automatically affect these symbolsr Bpecial situations, they can be
entered as independent P_USER eves#s 6ection 8.3 belpw

8.1 These signs as note extensions

To assign one of these signs to a note, seledighan either partbox, and enter in
onto the note, so that the note’s time positioreapp in the control line. The exact
position of the sign itself is automatically det@med by Notator.
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To assign a sign to a group of notes, select thesrand enter the sign onto one of the
flashing notes.

A note can be given more than one sign: a chordoanreceive one of each of the
signs.



8.2 MIDI Meaning of accent and staccato signs

MIDI Meaningmeans being able to affect the MIDI output of sd(ia this case,
velocity and note length) by use of the accentstadcato signs. FinBet MIDI
Meaningin the Options menu.

D VELOCITIE

HIDI MEANING |

G

In theMIDI Meaningwindow, the function can be switched on or offtwtihe MIDI
MEANING icon, so you can use the signs without thedfacting the MIDI notes.

If MIDI MEANING is switched on, entering or delegran accent or staccato sign
causes a little box to flash around the note headrhind you.

Each accent sign can he given its own velocitycgffehich is added to the note’s
existing velocity when the sign is entered. If HXED VELOCITIES icon is
switched on, the accent’s velocity value replabesnote’s original velocity. In both
cases, deleting the accent restores the note'makigelocity.

Each staccato sign is given a dividing value, whitides the note’s MIDI length by
the given value; deleting the sign restores theshotiginal length. The score display
of the note remains unchanged by the change of N&ijth.

Manually entering these signs can affect the MiDtpait: it does not work the other
way around. Notator cannot recognize your stylplaying and automatically enter
them.

Tip: do not forget to decide, before entering thegas, whether or not you wish the
MIDI output to be affected.

8.3 User-positioning these signs

Entering these symbols while pressing [Alternatakes them into independent
P_USER events, allowing them to be placed whergwerchoose.



T 1 3 3 (N[ 1 A3 60 1 147
e — | L7 7 4 _lnTC 4__nhi L4 447
[ insert event -.._-| P_USER 67 | Accent |

‘\it'&
\'.\*.

=
4

—— ——

‘-") : d—— A

Fermata, for example, may be placed over a rdstr ne, etc. MIDI MEANING
will no longer apply to accent or staccato sigrms,will you be able to enter a sign for
a group of notes at a time.

9. Slurs
Slurs may be freely entered, and their shape edited

To enter a slur, first select the type of slur yequire (bowing upwards or
downwards) and then drag it in, positioning thé-kefind end of the slur at the
required position (so that it shares the time posivf a note). By releasing the mouse
button and just moving the mouse, you are thentaldet the other end of the slur
where you like. Clicking the left mouse button agaill confirm the entry; while the
left mouse button is kept depressed, you can kéeamount of bend of the slur by
moving the mouse backwards or forwards.

Existing slurs can be edited as follows:

— dragging the slur by its left extremity moves thieole slur

— graphical microshifting: while holding [Alterngtehe left-hand end of the
slur can be dragged without this affecting the’sltime position (the right-
hand end remains where it is)

— dragging the highest/lowest point of the bow gjethe height of the bow
— dragging the right-hand extremity edits the eaoditon

— to alter the thickness of the slur, alter the ghickness value in th&lobal
Score Parametergindow (Edit menu)

Note: ties, which appear when you lengthen a regenfhen straddling two bars), are
automatically entered by Notator and cannot beeadte

[USER TIP: Slurs are not automatically moved, or changed from up to down,
with the note or stave. So if you enter a slur and then afterwards move the
stave, you will find that the slur stays in the same place.

Likewise, if you enter a slur into a treble clef stave and then change to bass
clef, the slur does not move - even though the note stem may have moved
from up to down.



This can be very annoying when printing out scores: adjustments that you
make to stave distances etc to make them fit the page can throw your slurs
out of alignment. You may want to print a proof copy before the final one, and
then adjust slurs etc accordingly before printing your final score.]

10. Crescendo hairpins; lines; first, etc, time repat sign

Crescendo/diminuendo signs may be freely enterddramr shape edited. The
operation is very similar to that of entering slurs

To enter a cresc/dim hairpin, first select the tgpsign you require (opening to the
left or right ) and then drag it in, positioningetleft hand end of the sign at the
required position (so that it shares the time psibf a note). By releasing the mouse
button and just moving the mouse, you are thentaldet the other end of the sign
where you like. Clicking the left mouse button agaill confirm the entry: while
keeping the left mouse button depressed, you deg@lset the angle of the opening
(watch the control line) by moving the mouse baadkisar forwards.

Editing an existing hairpin follows the same rudssslurs (see above).
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The line sign can be used for many different j&rgering it is straightforward as it
follows the same rules as slurs and hairpins.

The first, second, etc, time repeat sign is altatise: place it above the desired bar
and release the mouse button. You can now movethse down and to the right so
that the size is correct. When you left-click, tbet window opens so that you can
type in the number.

The sign is editable in both directions; dragginigyithe corner moves it. It has no
effect on the MIDI output.

11. Chord symbols

Chord symbols (select CHORD in either partbox) haynserted with either mouse
button at any desired location. A box will appedrew you release the button in
which you can type the chord and its description.

The MINOR icon in the input window determines whatthe chord letter appears
as a capital letter or not.
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The descriptor can he typed on the upper or therdwe, or both.

Chords are automatically transposed, just like syatgiou transpose the display (use
the TRANSPOSE box in tHearameter mod&indow), and will correctly reflect the
current key signature.

You can even enharmonically shift the display @&f thord by using [H] or [Shift-H]
(see Chapter 11: Score Display, section 16.3

The font and size of chord symbols is selectabt@ef-ontswindow (Edit menu)
(see Chapter 13 Text/Lyric Functions, section 6oonsg.

12. Guitar tablature symbol

This symbol is selected from either partbox aneet into the score in the usual
way; short left-clicks on the grid enable you toegrihe desired fingering spots
(another left-click deletes them).

Clicking just above each string of the grid allotwe entering of a stopped or open
symbol. To show fingering further up the neck thaagrid allows, insert a small
Textnumber ¢ee next chapter on entering deixt the left of the nut to indicate the
position of the barré.

To move the symbol, click and hold it. When the s®hand appears, then you can
move it.

Pressing [Esc] allows you to alter the name ofctierd above the tablature; this

chord is auto-transposed if you transpose the inotdisplay éee section 11 above
for details.
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13. Trills and ornaments

Trill signs are entered onto the stave as usuay o not affect the MIDI output.
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The zigzag trill symbol’s right-hand end can begdyed to lengthen the symbol.
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14. Arpeggio/broken chord symbol

Enter this symbol as usual, and position it atsdm®e time position as the chord to
which it applies. It has no effect on MIDI data.

It can be lengthened by dragging its lower end deavds. If necessary, use graphical
microshifting (press [Alternate] while dragging)rteve the chord and symbol away
from each other.
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15. Note = tempo sign
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The pop-up partbox contains a number of choiceseWine of these signs is entered
into the score editor, its tempo is that of theuseger's tempo, or a multiple thereof,
depending on the note value.

The font of the tempo display is selectable inEbatswindow (see Chapter 13

16. Notes as graphical objects



16.1 Independent notes

Independent notesre notes that have been removed from the rhytbantext. They
may be freely positioned as universally useful spéad used in many different
applications without affecting other notes. Theg ttansmitted over MIDI as usual.
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izontal Shift i
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| Note Head
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The conversion of a normal note into an independetd is as follows: double-click
the note to open thdote Attributesvindow, and activate the panel marked
Independent Note

In addition to the attributes describeddhapter 11: Score Display, Section 6.4: Note
Attributes Windowthe following attributes additionally apply:

LENGTH: the length of the independent note is daeteed here after switching the
attribute to ON (1/1 to 1/64). If the length is s@t— - —, the original note length
remains valid, which can be edited in the evehtksusual. The note length is totally
independent of the display format.

Only simple note lengths will be displayed, nottddtnotes.

SHOW SLASH: determines whether the notes stem dhmame the cross-slash line
which characterizes a grace note.

HIDE LEGER LINES: if on, the independent note’sdedjnes will not be shown.

The automatic display of accidentals and the enbaitrshift of the independent note
remain as before. The note head is freely detetrtenghough any drum map setting
will be ignored.

TIE DIRECTION: determines the direction of the (gin&cal) independent tie that
binds the independent note to the next note.

NB: the independent note will not give any MIDI put when the note is clicked or
moved; however it will play normally during sequenplayback.
16.2 Independent grace note

A grace note, recorded in real time, may be cdyrelcsplayed without having to
change the note’s MIDI output.



Show SlaslandMiniature Sizeproduce a grace note whose length can be detetmine
when selecting the note from the partbox, via th€uglet definition or by altering
the length in the event list.

Tie Direction(see above) determines the tie direction withnitvet note.

16.3 Graphic notes

As an alternative to independent notes, a graacwot also be entered from the pop-
up partbox.

This graphic note has no MIDI output, since itaséd on a P_USER 75 event: in
every other respect, the graphic note’s functiorsdentical to those of the
independent note.

Graphic notes are not output over MIDI.

NB: Independent and graphic notes cannot be datiesk.
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