


A brief tour of
the System

The heart of the Hybrid Music System is
the music software system called
AMPLE. It gives you an environment of
easy-to-use editors and control panels
selected from a Main Menu, each
dedicated to a musical function such as
staff scoring, sound design or mixing.
Their consistent and common style of
operation uses simple keystrokes,
advanced pop-up menus and intuitive
‘point and click’ controls.

All editors and panels are interactive -
they work with you, giving immediate
feedback on the changes you make. For
example, when you are entering part of a
score, a single key press plays the music
so far. AMPLE is multi-tasking, so you
can work at the keyboard with a piece
playing at the same time. This means
that you can adjust sound, balance,
tempo and so on actually as the music
plays - a great source of satisfaction in
itself.

Whatever your project, AMPLE holds
each item of information you enter as a
named word. The keyboard’s instruments
are words, and so are the parts of a
simple piece. A full piece might have
words for musical parts, instruments, and
‘mixes’. As you work, you can call any
word into the appropriate editor to alter it
without disturbing the others. At any time,
you can get a list of the words, and store
them as a program on disc. The real
power of the word is its ability to include
another as an instruction. This makes
music-building far easier and more
enjoyable, and is also the basis of
AMPLE's versatility.

The editors are integrated through
their common use of words, so for
example, a piece can have one part
scored on the staff, another recorded
from the keyboard, and a third entered in
AMPLE's computer music notation,
What's more, any one can be edited in
any form - you could correct mistakes in
the recording in AMPLE notation, and
then print it out on a staffl

In creating sounds, you can start from
any one of a dozen instrument types, or
design your own from scratch. Basic
options include over a hundred wave-
forms, pitch envelopes, amplitude
envelopes and other sound settings.
Further facilities include ring modulation,
frequency modulation (FM) and wave
‘'sync’, plus a new dimension of echo,
ambience, simulated reverberation and
full stereo.

Above all, the power of AMPLE makes
the system easy to use, because at what
ever level you work, you never need to
worry about more complicated facilities if
you don’t need them. Whether you are
listening to example pieces, playing tunes
on the keyboard or staff, making a piece
with just the Recorder and Mixing Desk,
composing a work with the complete set
of editors, or programming a whole new
musical application, the Hybrid Music
System lets you get the most out of
however much you put in.
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Use a control panel to select instrument sound
and extra effects on the keyboard, which has up
to 8-note polyphony and a sustain footswitch. The
96 pre-defined instruments include simulations
(organ, piano, strings etc), and abstract, syn-
thesiser and effects sounds - you can modify
these or create your own from scratch. You can
transpose, rescale, and divide the keyboard,
spread the voices in stereo, and store a pattern to
expand every note. The keyboard stays active
when you switch to another screen.

Use a Notepad panel to make and change in-
strument sounds. Point with the cursor to turn a
number up and down, or choose a new waveform
or envelope from a pop-up list. The sound
changes immediately, whether on the keyboard,
on a test phrase, or in the complete piece playing
at the time. Keep to the structure of the current
sound, or add more controls from a wide choice
including ring modulation, FM, ‘sync’ and many
more - even expand the instrument to use up to
16 channels, for enormously complex sounds.

Use the Recorder to enter a single tune, or
build a complete piece by multi- }rackmg in parts
and sections. Record over backing tracks or to a
two-tone metronome, slowed down or at full
speed, and in free rhythm or automatically
corrected to the beat. Change articulation or add
effects, repeat and recall recorded sections in
any order and correct mistakes on the staff or in
AMPLE notation, complete with time and key sig-
natures and automatic bar lines. Complete the
session with a live mix-down on the Mixing Desk.

Enter music directly on to a scrolling double
staff, using the computer or music keyboard, and
play it back on the press of a key. Use chords,
ties, dots, slurs, accents, triplets, duplets,
articulation, dynamics, tempo control, percussion,
multiple and non-standard time and key signa-
tures, and a whole range of special ‘above staff’
instructions from stereo panning to true echo.
Make a section and recall it by name for repeats,
codas, first/second time, sequences, canons and
any other musical structure.

Work in AMPLE’s computer music notation for
simple, direct and versatile music scoring,
entering it using computer or music keyboard, or
via Staff or Recorder. Use equivalents of all staff
music symbols, plus direct rhythmic display,
ornaments, arbitrary note lengths, overlapping
voices, complex and strummed chords, gradual
dynamic and tempo change and reverse time.
Define music macros, choices, random functions,
variations, real-time response to user input, and
dynamic control of any parameter of sound.

Call-up the real-time Mixing Desk to interac-
tively balance levels, choose stereo placement,
select instruments, and adjust tempo and tuning
while the music is playing. Control whole parts or
individual voices and echoes. Watch flashing
voice indicators, advancing beat counter, and
taders & pan pots moving to stored settings.
Return to stan, fast wind, pause the music, step
through by beat, strike any voice or play it from
the music keyboard, and build multiple mixes and
sub-mixes for recall at any point in the music.

Use Notepad to lay out titles, graphic displays,
messages, lyrics, menus, and sequences of any
named sections of music. Edit in detail the stored
data from any other screens, build extra system
commands and define custom music instructions.
Edit and store any panel, including instrument
and keyboard, and make up your own using any
standard or user-defined controls. Finally, enter a
new world of infinite musical possibilities through
AMPLE’s integrated multi-tasking music program-
ming language.












Start here

To new users of the Hybrid Music
System, the finished pieces of others can
be a great source of inspiration, assis-
tance and enjoyment. All of the 20 or so
example pieces supplied with the Music
5000/Music 4000 are well worth investi-
gating, but it's best to starnt with a simple
one of the style that you're most inter-
ested in.

The first stage is to listen to the music
with the Mixing Desk on the screen. The
flashing indicators show you the position
on the Desk of each voice that you hear.
You can highlight a voice by raising its
volume fader, hit RETURN to strike it, or
play it from the music keyboard. Putting
the music on pause lets you experiment
at your leisure, and then step the music
beat-by-beat. Also try taking the tempo
down to a near stop, and using ‘fast wind’
to move through.

You can literally play with a piece for
hours on the Mixing Desk. At any point
you can replace a voice’s instrument or
change its volume or stereo position, and
store the change with MAKE - it will
automatically return at the right point in
the music next time you play. You can
spot mix recalls of more complicated
pieces by the change of name at the top
of the screen. Watch out for other
automatic movements of faders and pan
pots, and changes of instrument. And
remember, a piece can repeat forever!

You can move on to look at the
contents of the piece. Start by entering
the sHow command (ot just press f5) to
display a list of the words. In a simple
piece, you'll see just musical parts, and
maybe some extra instruments, identifi-
able by their names. If the piece has a
title display, as most do, you'll find it in
the word called RUN, along with some-
thing like "1234" at the bottom, saying
which players are used, or *1234-
abac" to specify an order of sections or
movements as well. You could enter, for
example,

"3-cccc"PLAY

to have player 3 perform the ending,
‘solo’, four times.

You can look inside any word using
the TYPE command, Notepad, or, if it
contains music, the Staft Editor. WRITE
displays the whole piece on the screen
word-by-word, and can send it to a printer
if required.

Expanding keys
The keyboard panel's ‘Expand’ option is
capable of some quite remarkable
effects, by expanding each note you play
in to a pattern of notes that you have set
previously. This pattern can be any
sequence or chord of notes over eight
voices, and it copies the pitch and
duration of the expanded key.

if you turn ‘Expand’ on, and hold down
the footswitch while you play a chord, the
chord is stored as the pattern. Now, each
key will reproduce the full chord, trans-
posed accordingly. Holding the footswitch
and tapping the middle C repeatedly
stores a sequence of echoes. Since each
key expands to a new echo, the sounds
can build up on each other to give very
complex effects. The notes in the
sequence don't have to be the same
pitch either - the possibilities of a scale,
tune or wide scatter of pitches go far
beyond standard echo units.

One of the most impressive effects
creates overlapping, harp-like chords.
You store the notes of the chord played
one-by-one in order, with the last two
played quickly to set a fast expansion.
Try it with all eight voices, ‘3 1 Spread’
for a full sweep, and 'Ringsyn’ or
‘Vibglock' instruments.

Finally, advanced users can choose
different instruments on individual voices,
chosen on Mixing Desk and stored with
MAKE. Combined with a slow pattern of
notes, the results can be very interesting,
and very disturbing!

Programmers’
corner

Did you know that AMPLE can execute a
command line produced by your pro-
gram? As AMPLE works its way along a
typed-in command line, it holds the
remaining part as a string on to which
extra commands can be tacked by ‘$+’,
the ‘'string add’ operator, for example:
"gh" [ "SHOW" $+ ]

Your word sh will execute SHOW.
Similarly, you can use the following short
equivalent of LOAD RUN to leave
maximum display space on the lines of a
‘jukebox’ menu:

"lxr* [ "LOAD RUN" $+ )

How about giving each program its own
‘save’ command, complete with file

name? Here’s the word:

!41_

"gave" [ " n"myprogn" Q,SAVEA] .

You now just enter save to save the
program. As in BASIC, you enter each
character as " " when it's in a string.

Here's a light-hearted application:
"instant™ [ " instant " $+
#IN SCHR $+ 0, ]

This takes each key you press and treats
it as a command word, so, for example,
the letters A-G play the notes. Try playing
a tune, not forgetting that upper/iower
case still applies! If you find this too easy,
try playing something with rests, sharps
and flats as well!

(Don’t forget you must have a voice set

up for this to sound - just select one on
the keyboard panel first).
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Creative echoes

Have you noticed that in many pop
songs, extra voices join in to emphasise
the tune in one repeated section? For this
reason, it's called the ‘chorus’ section.

On the computer, you can use the
Echo instruction to do the same: a
second, brighter, voice with a slight delay
can really add impact. You just write ‘4 2
Echo’ (for example) above the staft at the
start of the section, and 'OFF Echo’ at
the end, not forgetting to choose two
instruments on the Mixing Desk. You can
define better names if you like:

"loud"
"soft"

[ 4 2 Echo )
[ OFF Echo ]

If you use a pre-echo instead, for
example ‘-4 2 Echo’, the extra voice
will play just before the beat, giving a
more driving rhythm to the tune.

Echo is normally used to enrich the
sound of a part, but it's possible to
overdo it if you're not careful, especially
on percussive instruments like ‘Upright’
and ‘Vibglock'. You can make the
effect more subtle by using the Mixing
Desk to reduce the level of the echo or
echoes, and place them at different
stereo positions - just like a real hall echo
in fact.

There’s an even smoother reverberant
effect that doesn’t use the Echo instruc-
tion at all: instead, you swap the notes of
the tune between two voices so that the
sounds of successive notes overlap. This
is done with the special music voice
instructions ‘1;’ and '2;’, placed before
the notes.

A deliberately strong echo can add
fascinating rhythm and harmony effects
to simple tunes. Here’s a ‘work panel’ for
you to try them on - just enter iton a
fresh Notepad screen.

READY 8 VOICES Vibglock
/

1 0 2 Echo,
17/
0:agABCbCDE///a///

145 =T

Press {2 to activate the panel - the
numbers on the middle line become
controls which you adjust using the
cursor keys. Pressing f1 plays the tune
on the bottom line.

The first two numbers are the length of
beat and echo delay, so '2 1’ makes a
half beat delay, doubling the rhythm, and
‘1 2’ makes a two-beat delay, giving a
harmony effect. '2 3’ gives a ‘dotted
note’ delay that interleaves the notes of
the tune. Try ‘3 4 3’ to multiply the tune
even more: the third number is the
number of echoes. The result is so
intricate that you'll probably want a
slower tempo: just reduce the number
before =T. Try changing the notes of tune
(press 12), and remember, you can keep
a whole stack of alternative tunes on the
screen by putting ‘s’ before all but one of
them. To keep the panel, store it with
MAKE and then save it on disc,









