)

CONNECTING THE UMI-4Mcv INTERFACE TO THE BBC COMPUTER

Make swre the Beeb is switched off. Place the UMI-4M interface
on top of the Beeb and pull the two ribbon cables round the
back and under the Besb, Whilst steadying the UMI-4M interface
@t ite back l1ift wp the front of the Beeb and have a look
underneath. The connectors on the ends of the two ribbon
cables must be inserted into the sockets marked "1MHz BUS® and
‘User port’ with the red stripes on the cables to the right in
both cases. The two connectors are different sizes so it will
be clear which connector goes in which scocket. Take care to
push the connectors home straight but do not apply excessive
force. There should be a faint clicking sound as the retainers
close in. To remove the connectors push the retainers
outwards. This action alone will usually jettison the
connectors,

FITTING THE UMI EPROMS

flemove the lid of the Beeb by unscrewing the two FPhilips type
fixing screws at the back and the twe underneath the micra.
Lift off ke 1id.

If you are using just the Beebs five on-board ROM sockets then
wvou will first have to remove the computer keyboard to gain
access to the sockets. {It's sometimes enough just to remove
the right—-hand keyboard securing screw and to then rotate the
keyboard slightly to clear the sochets=.)

EFPREOM location

It iz eszential that RONI occupies the lowesl priority socket
in the BBRC wmicre. IT you are wsing an unexpanded BRC "B this
entails keeping RONI to the left of RONZ and BBC 'BABIC' on the

extreme right. (Hithout an expansion ROMN board there will be
na raoom Tor RON3, 4 etco.d.

IT vwou do have an expanszion RON boeoard in your model ‘B’ then
enzure that ' BBC BARIC® is iIn the highest numbered socket and
that UNI ROWI is located in & lower numbered socket than all
ather UMI RONZ. The relative positioning of other utilities
should not affect the arrangement.

When uzing the BRC "Waster' a *RONE commpand will dizplay the
sacket layoult and whether yvou are uszsing the internal ROHN
zackets or ROM-holding cartridges vow should aobzerve the
conditions set out aboeve. IFf you are using the Master's
Internal ROM sockets numbered IC37 and/or IC41, it is eszential
that the links numbered LKI8 andlfor LKI? respectively, shoeuld
cotple the EASTERLY itwo pins. The "Master’™ cannot recognise
the presence of ROMNs iIinserted in these zackets unless this
condition iz satistied. (See Mazter reference manual part 1
section Fo.4).

Inserting EPROMS

l.ocate the EFROM over its socket making sure that the notch at
one end of the chip is pointing in the caorrect direction {(Look
at the other ROME/EFPROMSE already situated). Then, making sure
that the pins of the EFROM are not ‘broad’ of the socket push
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it home. Don't be put off by the awful crunching sound the
chips mabke when you're doing thie.

Removing EPROME

Only if you need to re—arrange your ROMSB/EFROME., Carefully
remove ar EFROM by rotating a flat bladed screwdriver between
the chip and ite socket prising it out a little each side at a
time. If one corner does happen te ping out bhefore the others
thern just hold that corner down {without re-inserting it) while
easing out the others. Do not attempt to lift one end of the
IC right out of its’' socket in one go. IT any pins get bent
try to bend them carefully back into place

FOWER UF

After switching on the Beeb type #UMI or #U. and you will be
confronted with the main menu from which the various options
can be selected.

(IfF vou call wup UMI having just used youw BBRC micro for some
apther purpose make sure you start by hitting CTRL-f4 to clear
the memnory.)

Having selected and completed an option from the main menu it
ie possible to jump immediately Lo any new option by hitbing
the appropriate red function key, though you may find it easier
in the sarly stage to return always to bthe main menu in order
to learn where things are. e shall deal with these options in
the arder that you are likely to use them.

WARN ING

It is illegal to copy the UMI software or to clone the UMI
hardware., Umusic will offer a reward for any information
leading to a successful prosecution against any bootlegging
aperation.

Fe sure that the item you purchase is one manufactured by
Umusic Limited., The hardware interface containsg a unique
werial numbered EPROM, Umnusic will not supply software updates
ar any service or backup whatsoever for a UMI-4M where it is
apparent that it has been cloned.
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gdefaults  (CTHRL and red key §9°)

Default values are designed to save time in the long run and
should be altered fTor your particular reguirements.

locate and nudge:

This convention has been adopted on most (not all) of UMI's
pages to alter values. Use the up-down cursor keys to bring
the flashing cursor wunder the value you wish to change, then
nudge the value +/-1 using the right-left cursor keys.

e T

IF you are using an esxternal drum machine to provide the
time-bkeeping clock pulses i(not MIDI clock) then set clock-in to
e bermal .

If yvou are using "UMI° as the timekeesper then just set clock-in
to read “internal . Internal tempo can be directly keved in
at the main menu. Only integer -~ not decimal - values can be
entered and should be followed by <RETURN»., Fine adjustment
can then be made using the leftliright cursor keye,

Wher in the ‘internal clock’ mode and with the song-play page
selected UMI will automatically slave to a MIDI clock input.

Select tapesync when slaving to the FBE code previously laid
down from UMI ‘s tapesyno coutput.

== Wiy ¢look ok —=

A constant midi clock pulput can be sent from the Mmidi-out
(ACTA 4 only) by setting this value to on. It could be used to
gdrive and synchronise, Tor example, a drum machine which
responds to a MIDI cleack. The MIDI clock pulses are ‘mixed in’
with other music information so if MIDI cleck is not reguired
it would he bhetter, though not essential, to switech it off.

e el les wme

A oclick can be emitited from the Beeb's internal speaker to help
yvou keesp time when recording patterns in real-time. This will
prabably only be needed when an external drum machine ie not
eing used and should be selected to accord with the time
signatw e and the rhythmic stresses of the music being
recorded. The default value of 8, which clicks on every guaver
af & 4/4 bar, is likely to be the most commonly used. The
click is also available for amplification on pin % of the MULTI
2 sacket on the UMI-4M interface {(pin 2 is ground).

== Eoirt in -

When recording in real btime it is useful to take a preliminary
periad, or count—-in, to gather your faculties and set yvouwrself
to the tempo of the drum machine or "UMI‘s click. Set this to
as long a value as you feel necessary. 4 would be a normal
choice when working in 4/4. Cremember, iT the click is set to
@'s, a 4 beat count in is equivalent to B clicks)

== pattern length --

If inm working up a particular song vouw are likely to be
recording 4 best sections then selt this value to 4. in any
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case you will nobt be commitbted to the value you select here as
in both real and step time modes it can be overwritten.

—— practart note --

If during the record phase of real-time record you feel that
vouwr performance is noat satisfactory then hitting the relevant
frestart) note on the synth will stop recording and imomediately
prime the entire system for & re-record. In conjunction with
auto-start mode this means you can start and stop the peal-time
recard procedure entirely at the synthesizer.

= global transpose -

If the entire song needs to be btransposed uwp or down, over and
above the local transposition of individoeal patterns, then set
this value accordingly. Any btracks which need to ignore (drum
tracke for exampled or acknowledge global transpose can be
toggled to either state by hitting key T when on the relevant
track in song play modes,

~- beat —-

This value defines the bhasic rhythmic unit referred Lo in
pattern—~length above. Tt should be set to crotchet for time
signatuwres such as 374, 474 stc. o to guaver for 578, 7/8 and
the like.

“s storage -

Gelect DFE (disc filing system) or ADFS {optional) if vou are
using the BRL "Master .

== i dd control el we

In edit pattern (£3) it is possible to erase completely, any
e of the 127 possible controllers {(e.g. sustein, mod, MIDI
valume eto etc). Alsc on the micro-sdit pages individual
contreller evente carn be displayved and thos inserted or deleted
at will., The value pre-set here determines which control ler.

o el felter —

Whichever value is selected here will bhe ignored in the record
mode. This can be indispensable when using, for esample,
certaln ROLAND kevboarde which issue MIDI all-note-of f commands
when hands have left the keyvboard. If this code is
acknowledged it will interfere directly with overdubs recorded
within the same pattern. Set thise value to 123 to filter out
fhis particular MIDI event.

= disc prompt —-

With this set to "on’ and with the "‘manual ' disc in youwr drive
vou can call up relevant ‘help’ pages by hitting the ESCAFE key
in certain modes,  When yvou become flaent with UMI you may find
it better to leave this facility off since ESCAPE cam often he
it by accident. The optional flippable disc available for the
4M package contains the disc ‘manual * in 40 track format one
gide — 80 track the other. It has not been caopy-protected so
while you are learning to use WUMI you should incorporate a copy
af ‘manual © oat the beginning (for faster access) of all vour
song-storage discs.

— hend range -—-
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When the CV hoard is in place within the UMI hardware this
governs the range of the MIDI pitch wheel in use.

== V. ehannel -

Determines which MIDI channel is to be routed to the CV/GATE
converter.

)




REAL. TIME {(red key ‘fB")

(H.B. Az a rule of thumb when input Trom the computer kevhoard
iz reqgquired, the delete key Ix alwayz active and can be used in
the narmal wmay to eraze an incorvrect entrv. It is not antil
yauw hit the RETURN key that your input iz committed. Remewmber
also that I you select the wrong option From the main menu you
can always get back to the menu by hitting RETURN or you can
bypasz the menu and Jjump straight to zowpe other option by
hitting the appropriate red user-key.?

et ues assume that you have not adijusted the pattern length
default value on the defaults page i.e. this is =still set to 8
heats,

Having selected the "write real-time" gption you will bhe
proameted to input & pattern number. This can be any number
feagm 1. o i8S {"written so far® at the bottom of the screen
indicates those patterns that have already been witten and, of
course, when you start work thise section will be bBlank. When
more than sixty or so patterns have been written the resulting
‘scrolling’ can be “frozen’ by holding CTELEBHIFT together
immediately after selecting the page.)

Bo, by twvping 7’ and pressing RETURN yvou can set about
recording pattern #7 for a duration of 146 beats {(the default
length). Bhould you wish to overrule the default pattern
length and make pattern#?, say, 4 beats long then it is only
necessary to type '7;4° followed; as usual, by RETURN. {You
also have the option at this stage of specifying
‘overide-channel ' - mee belowd,

HMI is now waiting for you to start (we shall refer to this
later as the record-ready state) but vou might first peed to
alter one of the following options before yvou do so. LUse the
Four cursor keys to selechs -

rec modes either loop record {ideal for
overlaving drum patterns one or two
instruments at a btime) or one-shot,
IT yvou are using the RAM or ROM dreum
assignments pages of bthe MICRO/EDITOR
and have selected MIDI channels to
display drum names then the system
will avtomatically select loop record
whenever those MIDI channels are
selected. You can de-select it on
this page if yvou want to,

Loop © and Tone-shot ' are also each
provided with a "'nof’ option. This is
anly for use with those drum machines
that are content to operate without
receiving ‘note-off’ events, the
advantage being that only half the
riormal amount of memory will be
reguired for recording such patterns,
Eetabli=zh suitabhility of this option
by a simple success/fail trial. Try
tao ensure that patterns recorded in
the ‘not’ wmode and zubzequently
averdubbed, are maintained as ‘pure’
‘not’ patternz, I.e. do not mixy event
types. Failure to observe thisz is not

Fage &

S P N pe— T

B B W AR

B T ——

T e S——

Li—.



averide channel :

fived velocity:

pre—-corrects

similplay:

‘Tfatal ', but it can cause slow
scrolling on the micro-editor page.
It you have inadvertently mived gated
and ‘nof’ events uze key ‘N to strip
naote—aft events in made 3.

femee aleso editing) Ignores the
tranemitting MIDI channel of the synth
connected to the UMD 's MIDI input and
aubstitutes, at the four MIDI outputs,
ary channel value selected here., Thisz
ix an extremely important Tacility
since many extenzive NIDD zet—ups have
a single controlling kevboard and vou
wmaowld et oweride-~channel to access or
ta ‘route” T o8 particulsr synths Az
thiz Tacility will often be called
wpan it can be implemented mpore
readily when keying in the pattern#
vou mant to record. IT, say, you wmant
to recaord pattern®? on BIDI channel 4
then key in "F,,4°. The double comma
fets the software know that 4 is the
chasen overide-channel.

exoept when set bto “off, in which
case all performance nuances are
observed and recorded, this ignores
velocity information and substitute
the velocity seleched hece,

when set to “off’ all timing nuances
of vowur performance are preserved (to
within the resolution of the 48ppg
syaten clock)., Otherwise timing is
‘auto-corrected on the run’ i.e.
quantised at the input stage to the
selected tolerance. This is
particularly useful when using
toop-recaord since each overdub can be
laid over a "tight® replay.

{eee also Editing) When set ta ‘on’,
patterns conocurrent with that
currently being worbed upon are
automatically selected from the 1é
song tracks and provided for

mori toring.

record after: (recstart)

In full this would read "record after
the specified number of bheats".

Say you need to drop-in {described in
the edit section which follows) at the
eighth bar of amn sight bhar patiern.
Set this value to, say, 24 {beats).
nce you hit the SPACE BAR you will be
monitoring after the 24th beat, i.e.
at the beginning of bar 7 and s vou
read only wailt one bar before the
drop—in rather than wasting time
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working from the beginning of the
pattern. HMove even closer to the
draop—in if yvou wish., This facility
would be useful alsce if yvou wished to
record say a drum fill at the end of a
twoe bar pattern. N.B  "aount-in’ on
the defaults page MUET be zet to rerao
for thiszs Yacility to work properly.
CIn any cafe a non—rero count—in would
he inconziztent with the ainm of
recetartl.

Contraller ‘thinming’ options

It e well known now that most of the
various controllers on synthesizers
cutput far more MIDI events than are
necessary to achieve their effect and
that this extra and superfluous detail
wses excessive amounts of computer
memory. The thinning facility will
operate on—-the-fly and the power-up
defaults can be adiusted to collect
anywhere betwesn 0% {(complebely filter
out) and 100% (record a&ll events) for
each of ctl (MIDI controller set on
defaults paged), afiter—-touch and
pitch~bend. HNote that the ‘pac’
functions described under the “edit’
section have an identical effect but
that these operate after the recording
af the pattern.

Having set any of the above parameters to your reguirements {it
is possible that none of them will reqguire yowr attention) you
can either initiate a count—in by hitting the SPACE-BAR and
heagin playing the synth after a 4 bheat count-—-in {or whatever
count-in you have selected) or vou can trigger the entire
syaten to start just by plaving the synth. This last method
abviously assumes that yow TfTirst note(s) are to occur exactly
o bheat 1oand that you have decided not to use a count-in.

If vau are not using an external drum machine you will find it
gasier bo help kesp btime if yvouw work to the Beeb's internal
clicks It can be toggled on/off using the TAR key either
baefore or after recording or during playback and its status is
alwayes indicated on the screesn.

MoBE., When working with the internal clock the btempo can be
adjusted, as described in clock-in sbove, during both the
count—-in and play-back periods.

Hit the SPACE~-BAR (or auvto-start by plaving the synth keyboard)
and maintain your performance far the period you have selected
(4 beats, B beats or whatever) and then cease. The record
period is now over and playback will be immediately looped bhack
to yvou., You can of cowse continue to play along with the
pattern but this will not bes recorded.

I churing the record period you feel that yvowr performance
could be improved then playving & note on the synth
{pre—selected on the defaulte page) will hallt and re-prime the
aystem for a re-record. If loop-record mode is selected then
the restart option is permanently "live’ (=ince you are
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permansently in record moded. i

khen recording in real time, patch changes may he recorded too.
Just hit the patech number as part of vour performance and this
will be recorded in much the same way as your plaved notes.
This provides a useful way of introducing timbral variation
into yowr work when using only one synthesizer. MNote that to
record & patch change from a DX7 it must be set to "sysbess
exclusive unavailable .

Hitting the BPACE~-BAR after initiating real-time record will

stop the playvback and the screen will display the
pattern-editing menu. Let us deal with this in detail.

Pane 9

AR e ey o o, S T

St o A SEE s

an

e

Tt

e ——

P Ty p—

T —

e ———

—

I
La—u.:uhmx:,—_ P —



Editing

- play pattern - {space bar)

Looped playback of the pattern just recorded can he started and
stopped by repeatedly hitting the SPACE-BAR. If using the
internal clock you can adjust the tempo, as described above,
using the curseor keys while the pattern is playving.

Whilst pattern is playing, hitting any one of the keys A ta P
will tranefer playback te the MIDI channel corresponding to
that letter, i.e. pressing "E" will direct playback through
MIDI channel &,

The following options are accessed from the computer beyvhoard
using the conventional black numeric keys {(not the red function
beys). A full list is available on the help~disc if yvou find
this more convenient.

- @rase notes —— {key “07)

{see also MICRO-EDITOR)

The five red columns represent the standard 61 note kevboard as
5 column-octaves. If yvou now repeatedly tap A7 you will
notice that youwr pattern is being plaved through event by
event, {Holding down ‘A7 instead will fast forward this
effect). '

In arder to erase a note or group of notes from the recorded
pattern simply use '8’ to move to the appropriate part of the
pattern. (It is important to stop keying as soon as the
offending note first appears. If you evershoot you will have
to recycle the entire pattern). HNow move to the synth kevboard
and play the notes you wish to erase, either individually or as
a chordy they will be extinguished from the display and erased
fraom the pattern as you do sa. Usgse A7 to move to various
partse of the pattern and repeat the process until all ‘rogue”’
notes have been erased.

Fress RETURN to exit this routine.
—= quantise -~ ikey "1

Use this to round off any timing errors in yvour performance.
This is post rather than pre-quantise described above. Make
sure first that the g-rate is set to the right value using the
left—right cursor keys. If vou are not sure which value would
bre most suitable for youwr particular needs then experiment with
various quantise values by using the ‘retrieve’ function (key
"B described below,

s e e = they '2°)2

Youw may have noticed that within the edit-pattern menu the byte
count of the current pabtitern is displaved. Thie is generally
ef rno dmportance to the user but if vou have recorded a pattern
with modulation vou will notice how quickly memory is saten up
by usme of the mod wheel., Thise option ie designed to make a
considerable memory saving.

Hitting key “‘2° will thin out the information reguired to
generate the modulation effect and repeatedly pressing 27 will
compound the process until eventually the meodulation will
disappear. The memory saving is exactly reflected by the
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byte-count indicator. As a general rule, four consecutive pac
operations will provide the best compromise between saving
memary and retention of the modulation effect.

- @ ase mod - {key letter "M

If you have recorded & pattern with modulation that has not
guite ‘worked out’ yvou can grase the mod entirely and re-enter
it using the overdul facility described below.

= cpyae o L eh-beme - they '3%)

See pac mod above., The principle is exactly the same however
the pitch-bend effect will withstand fewer compactions,
praobaily only twe or three, befare the effect becomes
‘peculiar .

----- erase pitch-bend - {key letter "R’}
— grase patch~change - {key letter ‘P2
- @rase after-towvch - {key letter 'T7)

all operate sdactly like srase mod.

—- @rase deuam - {hey letter ‘D73

Many users are now programming their drum machines straight
into UMD from kevboards using drum/note assignments. The
immedi ate advantages are bypassing any sync reguirements and
the convenience of saving the entire song, drum parts and all,
to the disc system,

The software on most drum machines a&llows the programmer to
wipe an @ntire drum from a pattern. En the context of MIDI
this i= equivalent to erasing all occurrences of one particul ar
pitch. For obvious reasons this is called ‘erase drum’. Hit
‘DY oon the computer and then play the note you wish to erase
from the pattern,

== grase all notes ‘higher’® -—— {key letter ‘H")
Having hit key "H° wvou will be prompted ta play a single note
o the synth.,  This option will then erase all notes higher
than bthe plaved note.

= arase all rnotes ‘lower” - ikey letter ‘L.°)
Having hit bkey ‘L7 vou will be prompted ta play a single note

on the synth. This option will then erase all notes lower than
the played note.

—= wrase all rnote-off events —— {key letter ‘NI
Whern using the ‘nof’ record option (see record-mode) and
possibly later overdubbing in the conventional gated mode, the
resulting mixture of events ~ some notes with note-off events
ard some without — can cause excessively slow sorolling on the
micro edibtor page, This opltion will erase all note-off events.
e g e fthey “4°)

Select this option if wou are not satisfied with the plavhack.
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There is no need to re_enter pattern# or pattern length. Just
press key ‘4° and follow the original record procedure.

el 1 1 i e i SRR tkey "&°)

If in attempting to sustain a note or a chord up to the last
moment of the record period youw slightly over—-shoot into the
playback period then the relevant notes will "hang over’ each
successive loop of the playvback. Use this to solve the
problem.

-~—= retrieve -—- (hey ‘&%)

Suppose you have auto-corrected a pattern which as a result
weems to have lost some of its “feel '; some music needs to he
metronomic, some does not. You can immediately retrieve your
ariginal input, timing nuances and all, by selecting this
option. It will also serve the same purpose on the compaction
and erase opticons (but not on erase notes) if vou feel that any
af these werse inadvisably used.

-= Compress - fhey '<°)
o b fhey ‘')

Providing fixed velocity is set to ‘off’ UMI will faithfully
record all velaocity infarmation from a real time performance.
There may be occasions when the playback result sounds too
fierce or exaggerated or perbaps too mellow. Using the Beeb's
internal sound chip, two notes, & high and & low, represent the
dyrnamic extremes in the pattern and hitting < for compress orF

> for expand causes the interval between these notes, and
correspondingly the dynamics of the pattern, to converge or
diverge.

== overdiub —- (tkey letter ‘0°)

Will permit poly or monophonic overdubbing on the original
pattern. After selecting this option hit the SPACE-BAR and
start overdubbing after the count-in. (Or you can use the
aunto-start facility by Jjust playing the synth but do remember
there will bhe no count—-in and the first noteis) played will
define the first beat). If the overdub performance is
unsatisfactory this option can be exited at any point and
re-attempted. After the overdub period, plavback of the basic
track plus the overdub will be looped and if at this stage you
are not content with the result, press SPACE-BAR to s=top then
repeat this section.

It is worth noting that an overdub could also be pitch bend,
modulation or a patch change.

The overdub option is designed to work within one channel only.

It is not intended to function as a merge facility for
different channels. Neither is this necessary, as the ‘play
sang ’ option provides all the multi-channel oulti-track
facilities that could possibly be reguired).

- i — ithkey letter ~F'}

Whern you are quite sure that the overdub performance is ok you
must use this option te signal yvour acceptance. It is possible
to aoverdub again and again, up to the polyphonic limits of the
synth in use, providing vou remember to commit each overdub
aonce it is complete.

FRemember that “fixing’® an overdub is irreversible {(although it
can of cowse be erased using the erase notes procedure
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described above ~key "07).

Whern all the above facilities have been used as required, press
the RETURN key to acosss the main menu or select an appropriate
red user—key for another option.

R o e

This iz included as a facility within the overdub mode and
provides the important advantage that the proposed drop-in can
e attempted as many times as you wish without losing the
ariginal material that the drop in is supposed bto replace.
Fach attempt can be monitored and when succesful hit F° to
fixn' the result just as you would in the overdub moade.

To operate, make sure you are in "overdubh’ mode, hit RETURN to
dirap—-in and <RETURM» again to exit. Alterpatively hold COPY
while guickly pressing and releasing RETURN te spob

G A,

“- wimulplay —-

When recording a new pattern in real-time it is often helpful
to be able to listen to to an existing pattern you have
recorded so as to provide a sympathetic background to your
current efforts. I fact you can select the sioultaneous
playvback of up to 1% different patterns. Whilst in the
record-ready state (see real-time record above) just key in the
riumber of esach pattern vouw want to monitor followed by RETURN.
If yvou make a mistake and select the wrong pattern re-key it
and it will disappear from the screen. When you have made yvour
selection begin recording in the usual way. FPlayback of the
‘simulplay’ patterns will auwtomatically be routed to the MIDI
channels they were originally recorded on although you can
choose to overide the MIDI channel and the pitch of any
simulplay pattern by also keying in channel number and
tramnspose value. Valuese entered must be separated by commas,
i.8, suppose vou wish to sisol tansously playback pattern#? and
direct it through channel#l without any transpose, Hey in
TR hit RETURN and follow the usual resl-time record
procedure. IT siomulplay is st to "on’ then all concurrent
patterns found on the 16 song-play tracks will be automatically
smelached,

= pveride channel -—-

Thise very important facility is only relevant if vou are using
more tharn one synthesizer and where the main synth is only
capable of transmitting orn MIDI channel 1| - & particular
proBslem with the original Yamaha DX7. If yvou are using the DX7
to input all yvour music information yvou will often want to
heary; while in pattern record, obther modoles or synbths which
are set to receive on differing MIDI chamnels. You can achieve
thie very simply using this facility. Just use the lefi-right
cursor keys to alter the MIDI chanmel you would like the
current pattern to be recorded on.  When sebt bto a number
betwesn 1 and 14 this antomatically and simultanecusly sends
vour MIDID input straight to the MIDI oubtput to drive the
relevant modulelsynth on bthe channel you have so chosen. 1¥
set to “off” then npp simultansous oubtput dis sent and the chosen
MIDI chanmnel is taken to be that of the synth which is being
used for input.
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STEP. FTIpE  (red jay "FY7)

Select this option to construct an ‘unplavable” patbern.
Attention will first be drawn by the message on soreen and by
the flashing cursor to the time-base default values. These
ares -

(@ bheats per bar
This is straightforward. Waltz: time is 2 beats/bar,
mest pop music is 4 -beatslbar.

ihy steps per beat

This must be chosen to correspond with whatever the
asmal lest rhythmic subdivision youwr pattern contains.
. 0. assuming that crotchet has been selected as the
default beat value on the main oenu page;—

gquavers 2 steps/beat
rock shuffle A asteps bealt
semi —guavers 4 steps/heat {dflt values)
2. briplets & steps/beat

Using the four cursor keys, position and alter either of these
values 1if necessary and then press RETURN., You will now he
prompted to input pattern# and length information. To do this
follow the procedure described above for REAL TIME input then
press RETURN.

The screen should now display a number of different items.

ta) a five column-actave representation of the synth
keyvhoard

i) an indication of the defaullt velocity setting
(o) a reminder of bthe pattern# and itse length

~= Inputing notes ~

Go to the synth bkevbeoard and play a few notes either singly or
as a chord., You will neotice as you play and replay any note(s)
that these are toggled on/off on the display. Fressing the
DELETE key at any peint will also extinguish all notes
currently illuminated. As soon as you have picked out the
notei{s) yvou wish to hear at a particular point (those that are
illuminated) you may select their key velocity and gate length.

== kay velocity ——

{GBomer synthse have no velocity sensing at all in which case any
alteration to this value will be redundant).

Hit V' on the computer keyboard and you will notice the
flashing cursor moves to prompt you to input the velocity value
vou reguire. This should be anywhere between 1 and 127. Once
selected press RETURN.

There is= a much simpler way of altering velocity values iT you
are using a Yamaha DX7 or a& synth which has a similar “data
entry” slider. Moving the slider in sither direction will
provide immediate control over the velocity parameter and will
display any change directly on screen.

~- @gate length -
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In gensral, key in the number of steps required and then presse
RETURN. Should vou require a particularly short gate {(i.e.
less than 1 step) then there are threes degrees of expression
available. These are:-—

for a normal (7549 gate press RETURN

Ffor & short (Z30%) gate press .
far a very short (10¥) gale g

- Inputing rests -

The procedure fTor including a number of rest steps is esactly
as for notes except that no notes should be illuminated before
introducing numeric input. For example, to introduce 4 steps
af rests, first ensure that the representation of the keyboard
is entirely red (dull in monochrome) then press 47 fTollowed by
RETLIRN.

The display at the bottom right-hand corner of the screen will
ccroll through the inputs as they are entered and show also the
current bar//step number.

Frogress in building up a step—time
pattern can be monitored at any point,
whether complete or not, by hitting
SFACE~-BAR. Flayback will be looped until
SPACE-BAR is pressed again.

Any mistakes made in keying in the
data for a step-time pattern can be
caorrected by hitting "B’ on the computer.

This will backstep the pattern to the
paint at which the last note-on ewvent
aeeurred,.  Repeated use of this facility
will backstep to the beginning of the
pattern.

By way of an example let wus build up the following pattern:

From the main menu sslect the STEF TIME option, make swure the
defaults are selt to 4 beatelbar and 4 steps/beat and hit
RETURN., You will now be prompted for pattern® and length so
bype say 4,8 i.e. we are recording pattern#d4 which is to be
8 beats lang.

Go to the synth and play individually or as & chord the first 3
notes of the pattern, in this case 6,0 and E. Make sure these
threse notes are pilcked out on the computer display. It they
are nokt then kit DELETE to re-—enter this step or re-play notes
that have been mistabkenly plaved and play the correct noltes.
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At the synth play
0 If vou make a
routine described
will log into the
‘rermal

gate’

d e -

Mow Hit 3 on the computer kevboard followed by RETURN. This
completes bthe first entry. The scrolled display should now be
reguesting input for step 4.

the notes for the next entry, namely 6,8 and

mistake in playving the notes follow the

above., Now hit RETURN o the computer. This

pattern, and show on the scrolled display,
the notes you have just played., We'll

proceed for the remainder of the pattern in a tabular form:-

baril

brar i

brar 1

brar 1

brar i

brar i

brae 2

bara

lvar 2

ar

ar?

brar?

Havimng completed a step time input

{ o

stepd

stepd

whepnli

atepl

stepd

stepsd

step’

wtenlD

make sure no notes illuminated then hit 1
on computer followed by RETURN, This
enters 1 rest.

play G,B and D on synth then key @1’ on the
computer. This registers a very short gate
for these notes.

as stepd

play G and hit . ‘oan computer. This
registers a short gate.

play G, B and D, then key in number &7
followed by RETURN. This will record &
steps for these notes,

play G,8B and D. HWe want to make this step
loder so hit 'V and following the cursor,
key in say, ‘207 {louder than £54), and hit
RETURN, Thie repositions the cursor to
await input for the step value. Fey in "4°
ard kit RETURN.

play F;A8 and C on synth. Hit V' on the
computer followed by "30° {(a guieter note)
and RETURN. Then key in "1° for a single
step and RETURN.

make swe no notes illuminated and key in
‘1" followed by RETURN. This writes in one
rest.

play FoA and C on synth., We are leaving
the velocity at Z0 so no need to alter V.
Fey in “1° followed by RETURN. This writes
one step.

play D, F and A &and Rt . This gives us
a short gate over one step.

play F,A and C.  FEey in ‘8° and RETURN.
This registers 8 steps for these notes.

the rest of the pattern now consists of
rest so either key in 27 and RETURN to
comnplete the 8 beat pattern ory, more
quickly: hit ‘8" to edit this routine.
This will automatically write rests up to
the end of the pathtern.

a few observations.
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S

When keying in numeric input you can as with maost "UMIC
routines afford the luxury of making a mistake and then
rectifying errors with DELETE.

By contrast, the shorter gates, normal gate (RETURN),
short gate (.} and v.short gate (:), are single key
aentries. IT one of these i used in error use "B’ for
backstep and re-enter.

When &ll notes are extinguished on the kevboard display
it is impossible to make any adjustments to velocity
VY funless using the DY7 data-entey slider for
velocity controll). This is as it should be since an
unilluminated display signals to the software that
rests are about to bhe keyved in.

There are no useful guidelines that can be offered with
regard to cholice of velocity values, especially since
these will interact with sensitivity sebttings on the
aynth. Experience will make the cholce easier.

Remember, you can listen to a pattern, as
far as it has been built up, by hitting
SPACE-BAR at any point. Mistakes can be
corrected using ‘B’ for backstep.

To listen btoe the pattern at any later stage use option FLAY
FATTERN described below, 4

If wou wish to add other embellishments (e.g. mod, pitcoch-bend,
ar patch-change) to a step~time pattern then this is most
easily effected by uwseing the EDRDIT PATTERN facility described
brel o,

Fage 17
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MISCELLANEOUS PATTERN FUNCTIONS

et R AR R e tred key "T3°)

This Tacility is esactly the same as that provided on the
sub-menu which asppeasrs when yvou stop after recording a patbern
in real time. If vou have any afterthoughts about a pattern
recorded earlier then this facility will always be available to
vouw, STEF TIME as well as REAL TIME patterns will yield to all
the pattern editing options and this provides the easiest way
af introducing, for example, & mod, pitch bend or patch change,
inte a pattern which has been constructed in the STEP TIME
mode. To edit a particular pattern just key in its number,
press RETURN, and follow the editing menu which is described
above in the latter section on REAL TIME input.

You can call up a pattern for editing
immediately without the need to key in the
pattern number. The software makes the
conputer keyboard “time’ sensitive for heys

3 (edit pattern) and f7 (micro edit) and if
either of these keys are given just a
staccato tap the last pattern being worked
upar or that which was last displayed on the
song-play or chaining page will be '
immediately called up. If you wish to call
wp a different pattern when entering either
of these modes then just make your key
selection just fractionally more deliberate.

This is a finely adjusted but rnonethel ess
positive control feature which you will
gquickly get used to.

- AFFEND/COPY PATTERN —— (red hkey "f2°)

Thise is & very sistensive facility but we will fTirst describe
ite most basic function. It is useful sometimes to make a
Backup copy of & pattern in order to try out a few editing
esperiments. The original pattern is then retrievable should
the experiments fail. To copy, say, pattern 3 to pattern 47
types -

‘3" RETURN 47" RETURN

On-soreen messages will warn yvou when either the pattern you
are copying from doess not exist or the pattern you are copying
tao is already written {(risking overwrite). In this event press
any key to return to the main menu.

Apart from ite ‘safely copy’ function SFFEND PATTERN operates
as a completely universal serial merge. You can combine any
segment of any length of the front, tail or middle of any
pattern to that of any any other pattern/s. To caopy or add
together segments of patterns youw must specify the ‘range’ in
terme of start and end heate., .90, to add together the first
% beats of pattern# 1, bheat & of pattern#t 2 and the last 2
beats of patternd T {an 8 beat patternd type

"1, 8 4 2,3-8" ¥ 3,68 RETURN and key in the destination
patterndd.
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Note commas, plus sign, and the horizontal dash (under the
pound =sign on the keyboard). As we are using the first 5 beats
of pattern$# 1 there is no need to wite this as "1,0-5°

‘7 + 27 RETURN will add tegether patterns 7 and 2

‘? o+ F + 9 + F° RETURN will form 4 consecutive repeatse of
patternd 9

and will prompt vou for a suitable destination pattern# in
which to store the result.

transpose in copy/append

You may also effect a transpose to any appended section or part
gection. This is achieved as the third parameter and must be
preceded by the range information as described above. e.g ...+t
4,6,3 + ... includes the first & beats of pattern 4 transposed
up by 3 semitones. If the range is equal to the entire pattern
thern the range value may he omitted but the comma must remain.
i.e. 4,,3 would suffice in the above example.

Transpositions below home pitch should be treated as values
complenent 254, i.e if you want to transpose down 4 semitomes
then key in the transpose value 252 (which is 2856-4). Nate
that thie differe from the direct method of keying in transpose
values in song play.

channel change in copy/append mode

UMI will always preserve the MIDI channel handle of a pattern
i.e. if it was recorded from a synth outputting on channel S
then it will play on channel 5 in ‘pattern play’ mode. It is
only in song play that &1l channel handles are neutralised so
that any pattern can be employed on any or, if desired, all
channel /s. In other words the pattern chanmel is over-ridden
by the track chanmel.

Though ‘simulplay’ leaves you the option of re-directing a
pattern to any MIDI channel this does require keving-in and so
it may, on occasions, be more convenient to give a pattern a
new ‘natuwral ' channel number. This can be achieved in the
copy/append mode as the fowth parameter {i.e. pattern#, range,
transpose, channel) where all parameters must be separated by
commas. As described in transpose above, if intermediate
parameters are default (i.s. full pattern length, zero
transpose) then they need not be specified but commas must
remain. In other words if you wish to pattern 7 to have a
‘natural © MIDI channel number of 3 then Jjust key insg-

z

7Tyysa “RETURNY followed by
7 ZRETURN >

-~ ERASE PATTERN -~- {red key "f4°)

ey in the number of the pattern yvou wish to erase and hit
RETURN.

When entering this option, and similarly with write—-pattern
copy-pattern and edit pattern, the bobttom of the display lists
those patterns that have already been worked upon. These
appear in either green or white. The white is an indication
that the pattern is currently being uvsed a8 a link in one of
the chainsg (more about these later) the green indicates that
the pattern is not being used in any chain. If, therefore,
chaining is complete the user could happily erase all those
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patterns that appesr agreen in the l1iat.

== ERABE ALL PATTERNS --— {GHIFT+LCTRL+red key “f14°)

This aoption makes it possible to erase all patterns while
keeping 211 other information intact. This can be a
particularly convenient option since the entire skeleton of the
wong, namely the "NOTES® page, track-channel assignments,
drum—rom-assignments, drum-ram—assignments, defaults, track
delay settings, all chains and in fact everything, except the
patterns themselves will remain intact.

- FLAY PATTERM -—- Grd ey LR

Fey in the pattern# yvou wish to play, hit RETURN and then hit
the BFACE-BAR to play, stop or replay. The TAR key can be used
at any time to toggle the internal click on o off. Plavback
af the chosen pattern will be looped and will play to the MIDI
channel it was originally recorded from. Hitting any key from
‘AT ko P will transfer plavback to the channel numbepr
corresponding to that letter. e.g. hitting H" will direct
plavback to channel 11.

el THE T S red key ‘O

Belect this option to jot down any information relating te the
current song, ©.0. tempo, names of synthe, syoth sounds,
equalisation settings or indeed anything at all. No attention
need be paid to the layout of the MOTES page which is offered
anly as a guide. However, iT vou lay out the synth names as
the display suggests these will be displaved on any relevant
track on the song play page and alsp on relevant sections of
the real-time record page. Use the cursor keys to locate any
part of the L12 character page and write or overwrite at this
point. Saving the song to cassette or disc will save all wvour
rmotes along with it.

auvto-sang-1 oad

briting the pame aof a song (max seven letters as per Acorn DFS)
after the white sguare on the NIOTES page will enable fast 1gad
af this zong as a follow up to youw current song. Bee ‘plaving
song’ section.

== Midi Pomdbor - (GHIFT 19)

Thie can be useful as a fault finder. Flug any MIDI device
dnte UMI ‘s MIDT "in’ to monitor its Output. Both active
sensing (hex FE) and MIDI clock (hex F8) are filtered out.

—~— M08, access on main meng ——

Ay BROC system operating routine can now be selected from the
main menu by keying in a star "%’ in the pormal way.

Fage 20

S |

e e e SR L B sl i s o

PRl R A

T LT, hTwyTerars

e T i e s

R

B —

pr————

B T A L S S ——

PP ——

P Y

PP T ———



Canstructing a song

The popular term which aptly describes the work of creating a
song out of individual patterns or bars is ‘chaining’.

There are sixteen such chains that can be written in the “UMIC
aysten and each one of these (called tracks) can cover the
entire range of addressable channels offered by the MIDI
format. Pressing key ‘5" will put the chaining page on the
SEFEEn. There is a track selection indicator at the bolttom
right-hand corner ishowing thalt track A has been selected if
vou have just powered up) and & cwrsor T#7 which s active
wnder all four cursor keys,

{The cursor can always be broaght rapidly back to the beginning
af the song by holding SHIFT and hitting the ‘up’ cursor key)

et us suppose that patterns#$ 1 to 10 have already been written
and the intention is to chain together a song (a short one for

the sake of this example) out of & selection of these patterns;
way the song consists of patterns$2, 7,4, pattern 4 down 3

semi tones, pattern 1, pattern 4 up 2 semitones, pattern 10, and

o TR alE v i R T e il e AT G e e | T e e o Seme sl MRSl

N W R

e g -

finally pattern 3.

The cursor “#° is already poised next to link#l and only
ragulres the number of the first pattern (we bhave chosen
pattern#l to be plaved first) to be keyved in followsed by
RETURN., This will move the cuwrsor down one position awaiting
input for link#2, and so on. So pressing the following keys
will assemble the chain.

S RETURN (this moves the cursor down 1 line)
s RETURN
4 RETURN
i FRETURN
S RETURN
4,2 RE TURN
“3G RETURN
e FETURMN
85 RETURN

fand this completes the chaining. A few peoints about the
aboves -

It die sssential bto press RETURN after each link number
has been keved in obtherwise the cwrsor kevs will remain
inactive. The only eswception to thie is when jumping
straight to another menu opltion, another track or to
the copy-~transpose facility described later in this
section.

The DELETE key remains operative to delete an incorrect
entry until RETURN is pressed.

Tt ie only necessxry Lo use "8’ to indicate the last
entry where the song needs to stop dead. Obtherwise the
entire chain will loop.

Transpose of any pathtern above tts natural pitch is
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effected by keying a comma after the pattern# foll owed
by the transpose value in semi-tones. Do not press
RETURN wntil both pattern#t and transpose value have
bBreen keyed in.

Transpositions below the natural pitch should be
preceded by a minusi{-) sign instead of a comma.

Here i1s a list of some transpose numbers and their
pitch eguivalentss -

LF DN

g 1 semi tone -k

2 tone =

ek st v Serd =35

s 9 major 3rd -4

§ 4th =&

5 —&

=8 | Sth =

i —8

y 2 &tk e

s 10 =10
gtk maioe th - =11
s 12 octave e 7

Transpose can range anywhere between +127 and —128
though as MIDI only permits a range of 128 semitones
the wuse of such extreme values will cause a wrap arowund
effect.

Writing & constant transpose value
over a long continuous section of a
chain can be achieved in a
particularly easy way. Bring the
cursor alongside a link which has
beern given a transpose value, hold
BHIFT and press COPY - the links of
the rest of the chain will assume
the same transpose value. Adopting
the same procedure later in the
chain but writing in a transpose
value of zero (e.g. 17,0 or just 17
~pattern#l? with no transpose) will
clear the ‘tail’ of the chain. This
ie a much faster way of introducing
transpose in a sang where it occurs
in chunks - write the entire chain
without transpose then work through
the chain from the beginning to the
end using the copy-transpose
facility.

~~ global transpose --

Apart from transposing individual patterns or sections a
‘glohal * transpose can be imposed. over the entire =song. This
acts over and above transpose values assigned to individual
links. Dee defaults (CTRL-T9)
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- adi ting the chain %

Overwrite is achieved by moving the cursor to any link# which
needs to be overwitten. As soon as numeric input is keyed in
the original entry is obliterated and the new value can be
keyed in as normal.

Insert. First bring the cursor to the point where insert is
required, press the "™° key (this moves the entire chain up one
place from the insert link#) and write in the insert value,

Delete. RBring the cursor to the link to he deleted and hit the
DELETE key. The entire chain above this link# will shift down
ane place.

= gt editing -

The editing of links described above is effective only on the
track currently displayed on the screen. There are occasions
when we might need to insert or delete links or blocks aof links
over all trackse simultanecusly.

Omni block insert. Imagine we have written a chorus section in
a song and that the chorus covers links numbered from 4 to 11
inclusive. Suppose also that we have completed various tracks
wp to and including link# 25 and that we wish to introduce a
complete chorus commencing at link# 24. RBring the cursor
alongside the position of link# 24 and while holding SHIFT hit
the key "', You will be prompted at the bottom right hand
cormer of the screen to “insert at #°.  Type in the range of
link numbers that you wish to reproduce at the current cursor
position — in this example "4,11°. Thaose link numbhers and
colow cading if you have introduced any {(see below) will be
written automatically into the new position. Furthermore this
aperation will automatically write the relevant links into all
tracks of the song PROVIDING OTHER TRACKS HAVE ALREADY REEN
CONSTRUCTED. You can use this facility also to insert later
blocks into earlier parte of the song.

Omni delete. Hold SHIFT while hitting the DELETE key to delete
individual links across all tracks simultaneously.

~— goloured chaining --

Those writing songs which consist of musically separated
sections such as intros verses and choruses will certainly want
to use this facility. This enables sections of youwr chains to
be displayed in clearly marked blocks of colowr so that you can
see the ‘structure’ of vour composition at a glance. To
achieve this effect you may introduce a ‘colour prefix’ before
any link in the chain by helding SHIFT and hitting a particular
‘colour key' {(red user-keys) before keying in the pattern#t for
that particular link. Following links will assume the last
colour used. If you wish at any stage to colow a particular
linmk fand not subseguent links) then hold CTRL and SHIFT while
hitting a colouw key.

The colour keys are as follows: -
Hold SHIFT and hit

f1 red

i 5 CHT EEn

3 yel low

4 dark blue
T pinrk

: light blue
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7 white

Evern those using & monochrome monitor will find thie facility
useful since the various colowrs though depicted as various
shades of grey still provide a distinction.

—— writing chains for other tracks -——

There are sixteen tracks in the ‘UMY’ program, and each one can
he directed to play on any selectable MIDI channel. Use the ¢
and * keyvs to alter the transmicsion channel. To writeledit
the chain corresponding to another track enter the wite/edit
chain mode, hit any one of the sixteen keys A to P oand follow
the chaining procedure described above. It is quite acceptable
to select a new track having keyed in numeric input for a
particular link# on yvour current track without hitting RETURN.

Entire chains can be copied to obther tracks with or
without an offset to the link numbers,

Having written a chain and whilst in the witefedit
chain mode hit the COPY key. The flashing message at
the bottom right_hand corner of the screen will ask for
track {one of letters A thru F) and offset (optional)
followed by RETURN., The display will now show the
track which has been copied to and with the link#s
incremented by the chosen offset value., Where the
choilce of offset is too high {resulting in a link$
greater than 127) the computer beeps and stops the
capying process at this point.

HMere are a few suggestions as to how this facility
might be used:-

=8 copy a chain over to fouwr or five tracks with zero offset,
iee. didentical copies, and set the relevant tracks to
transmit on the same charmel nusber. This can create a
close DDL type effect on certain sounds but make suwe not
to exceed the voicing capabilities of the synth or to push
to much traffic through MIDI - this might create data
error or buffer full messages.

b3) Let us suppose yvou have already witben a master track
using perhaps selightly fewer than twenty different
patterns and you neesd to construct & parallel teack
different from this but with changes cccurring at mostly
the same places, Do a track copy with an offeet of 20 and
vour chain iz already ‘pre-wreitten’. It is now only
necessary to write the individual patberns remembering
that pattern#iN) on the master track corresponds to
pattern#{N+20)on the parallel track. This can also bhe a
help in real-time write-pattern when emploving simulplay
as vouw can be suwe bthat, given an offset of 20, pattern#23
should be constructed while listening to pattern#3d. It
might help to keep track of things.

e} Make an identical copy of a track i.e. zerpo offeset and use
the fast btransposge fTacililty described above to render the
copy an octave above the original. Assigning the twe
tracks to one channel could provide a very usable
‘potavider ” effect on either a bass line or a chord part.
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-— routemap pointers --

Formal music has at its disposal a very compact set of

instructions (it would be worthwhile acquiring a small handbook

an the rudiments of music 1if you are not acqguainted with their
use) for indicating when sections or subsections of a song
should be repeated. Most of these have bheen incorporated into
the "UMI® language and we will discuss their implementation.
They are:—

position markers
% before a pattern number marks ‘sign’

+ before a pattern number markse ‘coda’

L before a pattern number marks beginning of repeat section
* hefore a pattern number marks “first time bar’

" before a pabttern number marks ‘second time bar’

‘go to’ markers .

% aftter a pattern number marks ‘dal segno’ {go to sign)

+ after a pattern number marks 'go to coda’

1 after a pattern number means beginning of repeat section

S instead of a pattern number means ‘stop’ (song end)

So, if the pointer is a position marker e.g. marking the
position of the codas or where a section to be repeated
commences, then the symbol should precede the link#, If it is
a ‘go to’ marker e.g. ‘go to coda’ or ‘repeat last section’
then it should follow the link#. et ue construct a simple
example.

We wish to finish a song consisting of links 1 to 74 with a
‘repeat to fade’'. Let us suppose that the repeat section runs
from links 3% to 74. If 1ink#39 is pattern#l? and link#74 i=
pattern#ls up 3 semitonss the chain should be thus:-

link#l W e

2 " s w

K
et " on
"

7 o e

74 13,351

This will produce an endless loop. To repeat a section just
twice it would be necessary to incorporate “lst and 2nd time
brars .

To illustrate all the available symbols in saction we will
design a short sequence and ‘read’ it through longhand. To
make matters simpler we have made the pattern#is correspond to
the link#s. So, the following chain:-

Timk#1 1
2 42

5 A

4 L4

i T

& hl

7y

g8

G a4
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sang at the previously selected point.

If having stopped yvou wish to recommence playing the song from
the stop-point then hit key “Z° on the computer. This action
alone will set the system into play but will not perform the
stop funchtion.

Which ever point you choose to play the song from the option is
always open toe run into the first-time bar or the second-time
bar simply by hitting black key "1° or ‘2" while in the ready
state.

If you wounld prefer to heasr the currently selected track
playing on a different MIDI channel you can effect the change
using the < and » keys. It is peossible to solo the currently
selected track by hitting key ‘58° while in the ready state,
Retrieve the multi-track mix by hitting '8 again.

If vou are wusing & global transposition of the song {(adjustable
an the defaulte page) there may be certain tracks, eg those
assigned to a dirum machine or sampler, which need to remain
unatfected by the transposition. FRepeatedly hitting key “T°
will toggle the currently displayed track betwesen transpose
ignore (off) and transpose acknowledge fon).

Whereas in the pattern play page where all fow ACIAs are equal
and parallel the song play page keeps ACIAs under separate
software control. The intrineic slowness of MIDI can be
avercome by making full use of the exclusivity of the four
system ACTAs and you should organise youw MIDI traffic so that
it dise distributed as evenly as possible between them. When on
the chaining or song play page the ACIA routing can be altered
by holding SHIFT and hitting the < *° keys. THE ACIA number
is depicted at the extreme bottom right hand corner of the
sereen immediately next to the MIDI channel number.

If you are running under internal clock the left-right cursor
keys can be used, while the song is plaving, to slow down or
speed up the performance.,

The Beeb’'s internal click can be toggled on or off by hitting
the TAR key during song play or during the ready state.

HMit any irrelevant key f{(whilst not in song-play) to exit this
mode o jump into anobther mode using the red user-kevs,

-~ Rackscan ——

If wou are using MIDI valume changes and/or patch changes on
any tracks and are running the song from some point other than
the beginning then yvou will notice that all MIDI devices in the
syastem are avtomatically initialised with the appropriate
volume and patch setbtings whichever point vou choose to start
from. This is of vital importance when, for example,
dropping—in on tape., Without ‘backscan’ in action it would bhe
necessary to prime each device by hand-setting all patch
changes and MIDI-feeding all volume changes. This facility
aperates gquite sutomatically.

i R SRR SN EEr s e

The UMI-4#M software has been written to respond
fally to MIDI pointers. When playing songs on NI
using such a device It iz necesszary only to szelect
song page. From then on all start, stop and
positioning commands are received and acted upon
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10 10

137 3%
12 128
13 +13
14 14
i e
16 %1 hl

wauld play in the fellowing seduence: —

{3 G- AT Hame g N AY A EN S S I & B B R fe 8l s
15 146 15 146 {looping last 2 bars),

(Mote that the repeat delimiters [ and 1 described above
actually appear on the screen as left and right arrows
respectivel y)

It would bhe a useful exercise for those unfamiliar with
painters to fallow the above example through paving particular
attention to when the symbol is & prefix or a suffix, Remember
yvoau can continue to use transpose values in the normal way.

M. R. The sixteen available tracks in the UMI
system are parallel and in that sense the
tracks are played concurrently. There would
therefore be no point, indeed there would be
a conflict, in having different routemap
pointers for the different tracks and for
thie reason painters should only be written
on track A, Attempting to introduce
pointers into other tracks will corrupt the
chaining data.

To exit the WRITE/EDIT CHAIN mode press the space bar to
access the main menu or jump straight into another option by
Fitting the appropriate red user-key.

FLAY BONG {(red key "fé&')

Having selected this option the screen displays the chain
information of the last selected track. To display any cther
track whilst in the song—play ready state simply hit one of the
keys A thru F.

The screen also displays various status messages.

tr o on’ or “tr off’ indicates whether or not the currently
displayed track will ignore or acknowledge global transpose
{see bhelow).

The yellow number at the bottom right of the screen is the MIDI
channel number that the track will transmit on. The green
pumber is the ACIA (MIDI ouvtput port on UMI‘s interface) that
this track is assigned to. :

Select any peint from which to start playing the song by using
the fouwr cursor keys (haold SHIFT also for fast up/down), hit
the SPACE-BAR to start plaving the song and to stop the song
once started. Hitting the SPACE-BAR again will restart the
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automatically without the need to hit the SPACE~BAR
or wze the cursar keys.
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TRACK DELAY OFFSBETE (CTRL and red key “f1°)

You may find occasionally that you are using a synth patch that
has & slightly “lazy’ sound e.qg. strings with a slow attack.
Some synths are naturslly slow in response. The above option
will enable vou to intreoduce delays and therefore; relatively,
advances in any trackis)., Use the up/down cursor keve to home
in on oa particular track and the left/right keys to nudge a
delay time of anything between O and 15 clock pulses. Holding
shift while nudging will affect all tracks except that
currently located. The combination of the two types of
adjustment will enable relative delaying or advancement with
the minimum of key presses. At whatever tempo a delay of 12
clock pulses is equivalent to one semiguaver. In absolute
terms where UMD runs at 48 ppqg (whether under internal,
external or MIDI clock) this represents & delay of approx 10
millisecs per clock pulse (per increment) at a tempo of 120
brprim .

It i= important to remember that track A is the
‘navigating’ track within the "UMI® system - all other
tracks will follow the routine of track A, Corresponding
links in other tracks need only be ‘spacers’. To
illustrate the ides of spacere consider the Tollowing
example.

Imagine that l1ink#7 of track A i=s a pattern of 8 beats in
length and that track D has at the same link# a pattern of
length 4 beats. Track A, being the master track, will
insist on playing through its full 8 beats at this point
and track D will be left hanging for 4 beats while it does
s, Similarly a pattern on one of the fifteen ‘slave’
tracks will be cut short if the corresponding pattern an
track A is shorter.

8o if, for example, one of the slave tracks consists mostly
aof silsnce with perhaps & few links playing in a
repeat—to-fade section then this chain can be most speedily
written by using a ‘ghost’ bar or spacer i.e. 8 bar which
has not been written and ie therefore of unspecific lengthy
track A will determine when to move from one link to the
next.

Inly those links in the slave tracks which contain music
nesd correspond exactly with their counterparts in track A

There is a very fast way of writing & chain such as the one
in the example above i.e. say 40 links of =ilence followed
by & repeat-to-fade. Fick a pattern#t which has not heen
wiritten, say #99.

Write this value into link#l of the chain and after hitting
RETURN hiring the cuwrsor back alongside link#1.

MNow hold down the insert (%) key and yvou will find that the
chain automatically fills up with linke af the same
pattern#. Finally finish off by writing the fade section
in the normal way. FPattern#99 would, from this point on,
have to be reserved as a spacer and should not contain
music, but remember it can behave, entirely at the whim of
track A, as a spacer of any length while it is employed on
one of the slave tracks.
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CHANNEL ~TRACE /ACTA ASSTIGNMENTS (CTRL. and red key “f5°)

We have already noted that particular tiracks can be set to play
on any channel and rooted to any ACIA while in chaining mode or
on the song play page. The CHANNEL-TRACE/ACIA ASSIGNMENTS page
prrovides you with another way of doing the same job but also
provides an overview of the 14 tracks and their respechtive
MIDI/ACIA routings. i

The MIDI format allows the possibility of sizxteen independently
addressable channels. It is probably sasiest Lo visual ise
these channels as sixteen parallel tracks on a multi-track tape
machine or, with egual validity, as sixteen independent synths.
Mozt synths coming onto the marbket today can be switched to
receive on any MIDI channel and it is this flexibility wyou
should exploit when sslecting yvouwr track-channel aseignments,
Any pattern written in the UMI sequencer can be included in any
track and can therefore be assigned exclusively {or
universally) to any one (or all) channel (8). You could, for
example, have written your bass line on track#b; assigned
track#s to channel#2; copied a subsection of track#d to
trackd#l® and had this rovted to channel#S where the bass-line
would be “doubled’ in these subsections. The poszibilities are
entensl ve.

Having selected this option use the fouwr cursor kevs to
position and alter the assignment values. Hold SHIFT to alter
the ACDIA routings. Alternatively the channel or ACIA value can
e altered directly, as mentionsd previously, on the song play
page or the chaining page.

A oparticularly wseful feature for those who use the UMI system
in live situations is the ‘auto-song-load’ facility. Once your
current song has finicghed {clearly it will have to end with an
‘8 rather than a loop fade-out) hit letter 07 and whichever
song has been rnamed at the end of the MOTES page will be
promptly loaded. {(See "NOTES)
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UMI MICRO EDITOR

This facility consists of one major routine - micro sditor (hey £7) —
and two subsidiary routines — RA&M drum/note sssignments (CTRL key f6)
and ROM drum/note assignments (BHIFT key &), It is not included as
wtandard but ie available as an optional exbtea wvtility

Youa can call wup a pattern fTor editing without the
need to key in the pattern number. The zofitware
renders the computer kevboard "time’ ssnzitive for
beve F3 (edit pattern? and 77 (micro editld and I7
gither of theze keyz are given just a staccate tap
the last pattern being wmorked upon or that which mas
lazst dizsplaysd on the song-play or chaining page
wmill be Iimmediately called up. I vou wish to call
up a ditterent pattern when entering either of these
mades then make yvour key zelection just Tractionally
mere deliberate. This iz a Finely adijuvsted buat
nenetheless positive control Teature which you will
gquickly beg able to take advantages of.

Micro editor

I either real or step time; record a pattern including soms
chords andg perhaps some single notes and then select the micro
editaor (f7), The display will bhe largely self edplanatory.
Each row represents a complete event characterised by the four
headings at the top of the screen; on, gate, pitch and
velocity. When the white editing arrow {(cursor) points to any
one of these fouwr columns we will in fubture describe it as at
F1,R2,R3 or R4 respectively, Elsewhere the cursor will be
described as at L (left).

i g represents the clock time, messured at 48 pulses
per crotchet (192 pulses per 4/4 bar), at which
the note displayed under the column ‘pitob’ was
plaved or when the "event’ (see next heading)
crourred.  Values displayed here are modulo the
current bar oumber i.e. at sach new bar as
determined by "bis/bar’ on the defaults, the
count is taken to be zero., If vou require the
true count, screll to the first event and hit
o

If you are editing a pattern with chords then

note that some of the valuess in this column are

glark khlue. This convention has been used to
show clearly those notes (events) that have
poocurred at the same btime i.e. a "chord
indicator’. The first of a group will always be
in white to distinguish from the previous event.

gates indicates the period that the playved note has
been sustained for. Like note on, this ie at 48
pulses per crotochet and soc a value of say 24
here would indicate a sustain of one full guaver
£1/°8%h notel.
In the case of the varicus mistellansous single
evernts such as pltch-bend {(when bend display
enabled) , patch-change, and etc gate is
meaningless sa undsr this heading will appear
the abbreviations ‘bnd’ ‘peh” "lvl’ ‘sus’ etco.

pitehs for noke events CF = middle € and sa on,
For miscellaneous events;
&l piteh bend (O-downy &4-centred;
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127-up)
I3} after touch (O-none, 127--max)d
=) pateh changs number

e} MIDI controller setting

veloaoibys This is only displayved for events which include
a note—on. For other events there is no entry
in this column.

Any notexs played on the synth whilst aon the micro-editor page
will be ignored while the blue “synth zafe’ meszzage shows on
the middle lett hand side of the screen. Hit the 'TAB' key to
toggle between thiz and the ‘synth live/' state.

When playing the pattern from the m/e page the TAB key pertorms
Its normal Tunction of toggling the click on or offT.

EDITING

The UMI micro editor uses the computer heyvbhoard in as
consistent a manner as possible. There are three gensralities.

19 Usep the cursor keyvse for location
23 Usme the * and < keys to nudge values up or down +/-1
24 Use the numeric keyvs for direct numeric input

HOLDING DOWN SHIFT' WHILE USBING THE AROVE EEY OPTIONS WILL
ACHIEVE THE SAME IN CHORD (ie BLOCE) MODE.

Editing is also performed by playving the synth but we shall sees
that the nature of the effect depends entirely on the position

af the cursor.

Altering Timings

Use the four cursor keye and it will become apparent bow these
are used., Scrolling up oF down the pattern works whatever the
positicon of the curscr., HMNotice when holding SHIFT with the
wpddowrn keys that the notes are playved as chords as you soroll
through them., Ohserve also that the measure read-out on the
left—-centre of the screen exactly reflects bthe note-on clock
timings hut is expressed in terms of bars {(as a green number?,
beates (bBt), steps (stp) and ervror (er).

Uge CTRL and up or down cursor keys to get guickly to the first
prr the last event of the pattern.

In general:-—

i B MG B put cursor at extreme right {(in velocity columm)
ST g put cursor ab extireme laft

IRL, Jjump to beginning of pattern

00 7 5 I ) Jump to end of patbtern

CTRE SHIFT € dJump toe first marker (3 marker existe)

CTRL SHIFT » Jjump to second marker (1Ff marker exisbts)

Ry move to next evernt showing the same pitch (if

currently on a note evenlt) or next ‘identical”’
event type i.e. if currently on & patch change
event move to next patch change eventh.

P Y il move to preceding identical event type.

b

N.B. patterns recorded predominantly Iin the ‘not’ mode (thes
are uwsually drum patierns recorded zo as to zave memary — =
record-mode) mhich contain a few complete gated events

o

h

b ol |
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{probably because of a a later ovserdubl mpay tend to sorell
Elomly. tze key "'N° in the pattern—edit mode (733 to strip
rezidual note—ofyT events and render the pattern a pure ‘naoif’.

Move the gursor to B and ase the nudge keys 4 and >, Hold
downn & nudge key and observe that while the note-on timing is
being altered so does its position in the display. At RZ the
‘gate’ timing can be similarly nudged but therse will be no
change of position in the display. COMFLETE NOTE EVENTS ARE
ORDERED ACCORDING TO NOTE-ON TIMINGS. Press the SPACE-BAR at
any time to monitor the effects your changes have made.,

At Rl use the up//down cursor keys to locate the top note af a
chord (this will be in white) and hold down SHIFT while nudging
the note-on timings. Relocation in the pattern is just the
mame as Tor single notes, Observe that bleock nudging the
‘gate’ value of a chord at R2 can only work when the gate
timings for each note of the chord are identical. {Gee TIDY
function described belowl.

Try the above at Fl or H2 but use direct numeric input with the
bBlack mumeric keys, You may use the delete key at any time -
the written value will not be recogndsed until you hit RETURN.
As with nudging the SHIFT key can be held down to wrilte chord
timings.

Note that timing changes can produce odd results on ddentically

pitched notes. An explanation is available at the end of these
instructions under the heading ‘overlap problem’ - it is not
obligatory reading.

Delay/advance specific pitch

Useful for moving particular drums earlier or later in &
pattern. Irrespective of left/right cursor position,
CTRL-nudge will move all occowrrences of the pitch on the
current line., Any event which is up against the beginning or
end stops of the pattern will be ignored.

Time shiflt everything

fAs pitch-specific above but the entire pattern is moved.

Fiteh and Velocity

Move the cursor to RE and observe the effect of the nudging.
Velocity can be nudged or directly keved in numerically by
moving to R4 and notice that the left/right cursor keys
subdivide R4 into a coarse and fine adjustment as highlighted
fray the flashing cursor. The coarselfine option relates to
nudging and not ta direct value keying. Once again holding
BHIFT while nudging {or with RETURNM after writing) gives
contral over an entire chord whether coarse or finse., Direct
‘writing® of the velocity can alsc be achieved here by simply
playing your MIDI kevboard., Neotice too that pitch changes are
registered as you play.

NOTE TNSERTION

With the cursor at R4 we obhserved above that note changes can
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bxer writbten by plavimg the synth. P owvou move the cursor away
from R4 there are btwe types of note insertion available.

Sympathetic insert

lise the up/down cursor keys to locate the first note of a
chord, At either RLILEZ or RE play a note or chord on the synth
preferably (but not necessarily - see overlap problem)
different from the notes already making up the chord. Tt will
e inserted into the chord and will avtomatically be given the
same note-on timing and gate length.

Fre-aset Insert

fMow move the cursor to L7, to amy one of thres positions
corresponding to bar (br) beat (bt} and step (stpl. ({There is
alec an entry for error {er) but no cursor pesition exists Tar
this), You can nudge - but not key in numerically - any of the
values bar, beat or step at L and if you now play a note or a
chord vou will see that it is introduced into the dizplay at a
note—on wlack tising pre-—set by vour heat-bar-step value. Yo
should verify that the clock-pulse wvalue is indesed eguivalent
w0 that you become familiar with the relationship between these
values, The flashing cursor has offered yvou a gate time eqgual
to the default gate time shown on the lower left of the screen
{adiustment of this described later) and you can either agree
it by hittimg BRETURN or write in your own value followed by
RETURN. The cwsor always points to ‘step’ after this type
insert =0 that fast input of chorde in step—time Tashion can he
achieved this way.

IF YOU TRY A FRE-SET INSERT LOCATED BEYOND THE END OF THE
PATTERN A WARNING BEEP WILL SOUND.

If you want to jump teo a particular point in the pattern then
st this up on ‘barsbeat/step’ and then hit <RETURNS.

INSERTING OTHER EVENTS

Fowr other insert types are possible.

1} pitch-bend

2 after—~tauch

Ay patch-—change

43 MIDI controller

A with note inserts the timing will either be sympathetic at
Fi, R2, RE or R4 or pre-set at L.

insert pitch-bend -~ hit key "B’

You must first hit 'SHIFT-RB® to enable pitch bend to be
displaved {(subseqguently disable by hitting B8HIFT-B again -
vou will generally not want to see bend information
clutter the displayl).

At the simplest possible level this facility has been
incorporated so that a pitoh bend cancel can be witten.
Thie ie particularly useful if your pattern finishes on a
non—-zero (non-centred) pitch-bhend — it can jeopardiss the
smoothness of the effect if you are deogged by the
cghligation to snap the wheel back to centre before bhe
pattern is over. This way you can either set the cancel
at the end of the pattern containing the bend or at the
beginning of the next pattern in the sequence. Then, if
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you know where you want the cancel to occur, pre-set it
with the cursor at L then hit "B’ agr, and probably less
effort, hit "B’ at any old place and re-write the event
time at Ri.

The pitch bend insert facility can be most neatly
exploited when used in conjunchtion with the slope (8)
facility described later. By so doing it is possible to
actually write, in a step time sense, (though much faster)
a seqguence of pitch bend events and to shape them exactly
to yvouwr own requirements.

insert after—~touch ~ hit key T~

The display of after-touch is enabled by BHIFT-'T" and
thereafter an after—touch event can be inserted by hitting
“TT o al ofeg. After—-touch is completely manipulatable as
@1l other svents,

insert patch—change — hit key ‘P

Sympathetic ot pre-set insert as before and adjiust the
timing by nudging or writing. This facility always writes
patch nuwnber 01 and is displaved in the ‘pitch’ column.

It can be nudged to anothsr value or directly overwitben
at RE. The advantage of having system-resolution control
over the timing of patch change is that you can adjust for
minimum glitch — especially when switching from a patch
with long release.

insert controller — hit key 07

The MIDI controller option encompasses a huge range of
control options amongst the most common and consistent
being modulaticon (value 1) sustain (hexdd) and,; of
enormous use for automated mix-—down,; MIDI volume {(value
Y. To use this facility set the controller wvalue to youwe
choice according to the default adjiustment method
described below. Whichever controller value is selected
will &) enable the display of all control events
corresponding to that number and that number only —
thereby avoiding clutter — and b} enable an insert of that
particular control event every time C is hit. Write or
ridge the magnitude of the event at RE and adjoast the
timing at Ri. Hold down key O to insert a string of
controller events and use ‘slope’ described below to shape
a dynamic event Lo yvour reguileements,

(MIDI wolume:

Mary synths, the DX7 for example, respond to this
rather obscure controller parameter but unfortunately
seem only to do so on seven discrest levels so smooth
MIDI “fades’® are not always possible. However this can
very effectively be used in conjunction with
patch-changes, which often prodoce level changes, to
simplify some mixing problems. )

DELETING EVENTS

Delete a complete note event (ie note-on and note-off) at R3.
The note-on event only can be deleted at Rl. This will of
course leave a loneg note-off event so the absence of it's
partner note—-on is indicated by a light blue ‘non’. BSimilarly
the note-off event can be selectively deleted in R2Z leaving a
‘nof " marked in red in thise column. This facility can be mast
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useful when trying to organise a ‘push’ or a tie between two
patterns in & sequence. A beep signals when the impossible is
heing tackled e.g. trying to delete a ‘non’ or a ‘nof’ which
arey, by definition, not there.

Miscellaneous events can be deleted at Ri, R2 or R3.

Even—-up -~ hit key ‘E°

The relentless pursuit to dehumanise music will tempt mary to
use this facility.

When playing chord passages in real time, unevennese will arise
for two possible reasons.

i) Some notes are louder than others,

2) Though the pattern might have been autoc corrected any
decent quantising algorithm will preserve the gate
times of the individual notes and these may not all be
the same. Unless you're a complete robot you will
probably notice this when perusing, under the
micro-editor, the gate times of some of vour real-time
input.

Even—-up gates

Irrespective of the up/down position of the cursor go to RZ and
hit "E’'. This routine will examine each chord in turn and
neutralise any gate length discrepancy to within two clock

pul ses.

Even-up velocities

Mow move to R4 and hit ‘E’ again. Each chord’s velocity values
are summed, averaged out and reassigned to each note.

In each of the above cases the integrity of each chord is

preserved. The ‘Even-up’ routine does not make equal all chords
in the pattern.

LINE-UP ~ hit key ‘L”

For ease of reading and locating particular notes, when a
pattern is first selected for editing, chords will be displ ayed
with their notes in descending order so that the highest note
appears at the top of each chord. If subsequent editing causes
any re-arrangement the order can be re-established by hitting
‘LY irrespective of the cursor position. Using the following
facility where symbols rather than notes are displayed,
‘line-up’ is in ascending order so that the lower drums occur
firet in the list. This improves the sense of position.

INSERT MARKER -~ key ‘M’

Hit key M to mark any event. The marked event will show a dark
red square at the extreme right of the event-line. Only two
events can be marked at any one time so attempting to mark a
third will undo an earlier marking.

REMOVE MARKERS - key ‘R’

Remove one or both markers if currently set.

SLOPE — key ‘8B°

Having marked two like events {(both note-on, both pitch bend,
hoth mod etc) hitting key 8 when the cursor is at Ri will
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polate the arithmebtic mean for the timing of all the

s betwesn and including those marked. Beware when sloping
ete note-on/note-off pairs that unless the gate length for
vents is expanded considerably there could be the danger

a note-off event cccurs before itse corresponding and newly
ed note-on.  The result could be a mass of unpartnered
‘and ‘nons’. HMake a safely copy of your pattern before
pting this. This problem will not occur with single or
llaneous events and so the timings of pitch-bend events,
ations, MIDI volumes etc. can all be sloped with ease.

more predictable, safer, more Tun and generally more

1 is to slope the magnitude of various controller events

niunction with their timings. The gensral approach here
insert a bunch of events by holding down B {(for bend) or

roocontroller), to weite in the first value as minimum the
as maximum and to it 8 {at R3I) to slope between those

o If the timings are also sloped it becomes very sasy to

ruct gquickly and with uneqgualled precision almost any

ic event yvou might choose. Also very useful for smooth
drum press rolls or general ‘timbral’® crescendo is to
velocities, Exactly the same procedure as described but
the cuwrsor at R4,

COLUNTER -~ joey *2°

Mok i
for
ard
TEera
€I .

o no

ng youwr way through a long pattern can make the arithmetic
her event timings exbremely unwieldy., Hit Z ab any point
Mie will et vour cwrently pointed event to be at pulse
arigd for subseguent event timings to be counted from there
Set a new dero at any point to wipe the old one and return
rmal ‘true” timings by hitting key N.

L_COUNTER - key N

MNORMEA

fdslEst

LIN TWVE

rmaldee the counter after zercing as described asbove.

RSAL. GATE opticons ~ key 6

In ge
and t
top 1
clet e

neral the various gate options are selected by bkeyving <6
hen keyving in a value as promplted by the message at the
eft of the screen. The particular facility selected is
mimed by the position of the edit-cursor. MNameslys-

Arywhere in the L7 region (bar-bbt-step) it vereal

at Ri1 mi i mm

at R2 el mitm

at R3 pitch—selected

Undverssl gate imposes the heyved in valus for every
note—on/note-off paitr in the pattern.

Minimum gate will leave unaltered all gates greater than the

specified value but will modify all gates currently less than it,

This would be useful where a pattern contains both short
staccato notes and long sustained chords. The staccato notes
wontl d respond to this option while leaving the sustained chords
unaffected.

Mar gate i= the exact inverse of min gate.

Fitch-selected gate allows the setting of a fised gate to all
poourrences of the pitch being currently pointed to;  if the
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pattern in question were, for example, a drum pattern being
played through a sampler and with the release time governed by
gate—length then this could be used to set all snares to a
particular gate length.

BUTT JOIN = key J

If you want to render the chords or notes of a pattern with a
close, non—overlapping legato use this command and enter the gap
value as prompted, followed by <RETURN:>. A zero gap will
butt—join the note events. This facility has no effect on other
MIDI events.

This feature provides a particularly fast way of setting up slow
chord-pad type patterns. Rather than bother to calculate the
rnumber of steps for each chord just enter the chords on the m/e
using the ‘preset’ method, give each chord the default gate
length by hitting RETURN and then finish off with <J> - inputing
reguired gap.

UNIVERSAL VELOCITY options — key V

These options are the exact counterpart of ‘universal gate
options’ described above.

Defaul ts

The editor incorporates a number of default values. Holding down
letter 'D’ use the fouwr cursor keys to locate and nadge any value

here. ptn-FC represents the total length of the skeleton of the
pattern you are currently working on so altering this value
provides you with a quick way of converting say a two bar into a
four bar pattern or of slight shrinking or stretching of a
count-in bar when used in conjunction with track delay offsets.
The ‘gate’ value showing here will be used as the ‘offered’ gate
when pre-set inserting. The controller value is identical to
that on the defaults page. 0On this page however it is displ ayed
as & hex value to conform to many of the current synth
instruction manuals which use this representation.

Flaying the pattern in the MICRO/EDITOR

Az in all other modes <SPACE-BAR» provides normal play from
Beginnming of pattern.

SHIFT = PLAY .....vaofrom current bar {(current to cursor)
CTRL-8SHIFT PLAY .....from first marker (if marker is set)
CTRL-PLAY.c.cveesesnaprecisely from cursor.

This last feature is most useful in conjunction with the STOF

command while in pattern play in the micro-editor. Hit 'S° while

the pattern is playing - play will immediately cease and the
display will line up at the event occurring when ‘S’ was keyed.
CTRL « PLAY will confirm that you have stopped at the correct
point and will reflect any changes yvou might effect to the event
on this line.

Exit Micro-Editor

Use <0* to exit the m/e or select another function using the red
kevs,
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RAM Drum/note Assignments

Select this option with CTRL ~key 6

Many are now sequencing their drum parts directly intoc UMI and
whilst the micro-editor display for drum patterns is very
satisfactory the pitch column can sometimes be quite confusing
for the eye with rung of AT s for the hi-hats punctuated by the
occasional A2 (bass drum) or EZ2 (snarel.

The firet entey in the column will enable drum symbols -~ instead
of piteh - to be displayed on whichever channel you select
providing the particular pattern being edited was recorded on
this channel.

The ather entries on this page indicate which notes are
avtomatically translated ta which drum symbol. The power up
defaults are those used by the RX11 — a fairly sensible scheme
which largely agrees with the original music-stave notation for
written drum parts — but yvou may set anything you wish. In
addition yvou may completely rename the drum abbreviations that ‘
are offered on power up and your own selection will be saved wit
the song to disc.

Use the fouwr cursor keys and note that:-

on the first line you will use the left/right keys to
either disable symbols entirely or to enable them on a
particular channel.

On a&ll other lines the left/right cursor keys will ‘wrap
round’ a five-character word. You may write anything you
like here — all typewriter symbols, upper and lower case,
are available to you - including colouwr and flashing. The
use of colour here is much more flexible than on the
chaining page and you will need to know a little about the
use of Teletext colowr codes to make full use of this
powerful display facility.

The available colour codes are as for the chaining page with
the addition of flashing and flashing-cancel.

Holg SHIFT and hit

4 read
FE green
G s vellow
T4 dark blue
5 pink
fé light blue
¥7 whiite {(colow cancel)
T8 flashing
L flashing cancel
There are two things to remember.

13 The Teletext code itself is invisible, It effects all the
characters that follow the code until either, &) the end
of the current line of text ory, b) a new code is typed in 1
which case suctessive characters on the line will adopt
this new calour.

2) Though the code i= invisible to you it does ccoupy one
character position.

Clearly then, if you use colour and/or flashing without
cancelling these effects within the five character word you are
alloted, then the corresponding entry in the pitch-number
column will be affected too. Of course you will see this for
vourself and, on the assignments page, will rightly dismiss
this as unimportant, but you must remember that the micro
editor page itself will be similarly ‘corrupted’ in the fourth
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fvelocity) column. Neturally yvou will have your Own
preferences but a bhetter presented, less confusing, display
will result if vou sdoplt a scheme which leaves the veloocity
column unaffected, So, anarchy edvcepted

13 If wvouwr word is all in white vou may usse anything up to
the full o characters.

If you must use colow and flash then only one visible
character is available namely the central one.

2%

You'll find that in spite of the restrictions the possibililties
are endless and well worth euploiting to make the editing task
EAGL 8.

The drum/note values themselves can be altered by moving the

cwsar to the correct row {any character position) and directly
playing the synth kevboard.

ROM Drum/note Assignments

BHIFT + hkeybé

Much the same as above except that if this is assigned to a
different channel then both ROM an RAM facilities are available
to you. Here you can only change the note assignments in the
manner az described above.

v




The ‘overlap’ problem

If, when esperimenting for the firet time with the micro
editor, you notice that shifting the note—on or gate time for a
particul ar note seems to affect the gate of another note of the
same pitch in the pattern then the following explanation will
throw some light on the approach you should adopt if you are
trying to introduce ‘aoverlap’ into a pattern - certainly a
legitimate and very useable musical effect. {Thaugh the
explanation is offered in the abstract it would be quite simple
to set the practical experiment up on the micro editor.)

Below is & graphic representation {(not to scale) of two
complete events., A middle C is playved {(note-on) at O pul ses
{the beginning of the pattern) sustained for 10 clock pul ses,
and then released (note—-off). The zame note is replaved at 30
clock pulses and sustained for a further 10 pulses to be
released at 40 pulses.

A table headed ‘event list’ goes through the events
sequentially. Since the line drawing is a pure abstraction it
is the event list that the software must rely on to construct
its own pictuwre of what is happening. The ‘'VDU display’ is the
result of that construction as the UMI micro-editor presents it
to the user.

Remember that the gate time is the difference bhetween the times
of the note-on and note—off events so in the case of the second
riote, gate = 40-30 = 10,

You should verify that the two tables do indeed correspond with
the line drawing.

event list VDU display

id 30 40 on 0 on gate  pitch vel
off i f 1 £3 40
on 30 30 10 C3 L]
off 40

Bo, a middle C has been played, released, and a little while
later has been played and released again.

Now supposing we pick up that first complete event {(i.e. note
on and note off) and move it later (to the right) in the
pattern. We can do this very easily by nudging or writing the
note-on time at R1. Thi= automatically preserves the gate
length and both on-event and off-event will be moved to the
right tegether. If we make the note—on time for the first
event 23 instead of O the following scenario will prevail. e
should be possible to imagine the sound of this especially if
there is any phasing during the overlap period. Once again
satisfy yvourself that the two tables correspond with the
drawing. Look in particular at ‘VDU display’. It is important
to note that the editor has construed this overlap correctly
i.e. as twa events of egqual duration. The gate times are
exactly as they were before the overlap occurred. Call this

& -

aoverlap type "a’.

event list YoU display
25 35 on 25 on gate  pitch vel
30 40 on 30 5 10 £3 49
off 35 30 10 €3 L1
off 4

- -

e e £
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Now let us take a completely different starting point,

pvent list VBl display

15 3 35
on i on gate  npitch wel
of f 135 a8 13 £ 30
on 30 30 3 L3 L
off 33

We are still plaving & middle O twice but the first sustain, or
gate, iz longer, the second shorter. Let us now parform a
wimilar change i.e. make the first complete event later hy
keving in a note on count of 25 pulses. We would end up with
the situation as= depicted im the line drawing below. Let’'s
call this overlap bype "b'.

NOW NOTE THAT THE EVENT LIST FOR TYPE ‘b’ I8 IDENTICAL TO THAT
FOR TYFE 'a’

We have seesn thalt the event list provides the only tangible
information available and given the same information the
software has Lo provide the same expl anation. The DU
display’ will therefore show the gate times for overlap ‘b’ as
though they originated from & type ‘a’ i.e. the two gate
lengthse of 5 and 15 respectively will have been construed as
two egqual gates of length 14, {Incidentally, if the first
event had been nudged up to 25 pulses rather than written the
result would be different again -~ yow could try this for
yoursel ).,

event list VDU display
23 4 on 25 on gate  pitch vel
W 3n ofi 30 25 18 £3 40
off 33 30 1 £3 40
off 14

S = iy

The parador centres on this problem.

Given an ‘event list’ containing twe note-—-on events and btwoe
riote—off events, which note-on and note-off events should
be partnered? (The question has to be asked whether they
should even be partnered at &1173 when "non’ and ‘nof’
events are brought inte the picture the event list is aopen
to some very bhizarce intérpretations indesd!)

Clearly the software has to make a consistent decision aboul
the way it handles the available data - it cannot be &l lowed
any fickleness in its match-making — so within the UMI micro
editor the first note-on event is always partnered with the
firset note-off event i.e. it is taken to be btype "a’ and the
gates are calculated on this basis.

The UMI micro editor is capable of interpreting a three—deep
overlap (to cater for more would slow down the scrolling and in
any casze this occcwrence should be rare) but remember when
moving identically pitched note-off events past each other,
gate times might not be depicted gquite as you expect tao ses
them, In case you have lost faith in the "event list”® -
reporting two supposedly different situations as identical -~
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STORAGE OPTIONS
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The current version of the "UMI-4M’ program allows storage to
disc using the DFE and/or ADFES if vou are using the BBEC
‘Master . It should not be used with an ADFS update for the
model TR,

Important for ADFS users only

Depending on your use of UMD yvou will need to create bthe
following directories
For storage of sobgsi-

#*LDIR O
#CDIR 1

For storage of patterns
#CDIR p

For storage of bhanks or voices 1f vou have the ‘sys-—exn’ dumps
Fowns —

#CDIR R

*¥CDIR w

Songs or individual patterns can be saved and an auxiliary

systems exclusive ROM holds synthesizer dump routines which
will enable you to save o load voices or banks of sounds,

We will deal first with song storage.

SAVE SONG (CTRL and red key “f8°)

Having selected this option the screen will display the current
song catalogue.

Once you have seguenced a song and wish to save it for futwe
retrieval it must be given a name. The DFE limits file names
to seven letters and the ADFE allows ten so song names must be
aimilarly restricted. Any attempt to give a song a longesy name
thar the filing system allows will result in an error nessage,
When an error message occwrs simply hit any key to access the
mairn menu and start again.

Fey in the song name and hit RETURN or use the cursor heve to
Mighlight the file wyou wish to save or load and then hit
FRETURN. A screen message will warn you if yvou are about to
ovaerwrite an existing file or if the file you are btrying to
load does not exist,

Btar (*#) commands can be entered on all the file saving/leoading

pages and drives other than ‘zera’ should be acocessed by keving
in o the appropriste command.

LA S0NG (CTRL and red key 77

This procedure is exactly as for SAVE SONG.

SAVE PATTERM (SHIFT and red key °“f8°)
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You may save any one of the 127 patterns that are recordable
within the UMI program. This routine will ask which patternd
vou would like to save and then will prompt you to give the
pattern a pame. As described above you may use any nams vow
Tike providing you ocbserve the filing syseten’'s rules Limiting
the file name to zeven (DF3) or ten (ADFE) letters . In
practise though, and remesmbering that the nusbers can be used
too, it is generally wise Lo name a palttern by its number.

LOAD FATTERNM (SHIFT and red key "F7°)

You may load into UMI any previously saved pattern. Yoo will
firet bhe asked for the name the saved pattern was originally
filed under and then prompted for a destination pattern. If
vou select a patterndt which has already been recorded you will
be warned before overwriting.

HAMIMNGE ANMD LOADIMNGE SYNTHESIZER SOUNMDE (Sye-ex dumps)

This general wbkility is at CTRL-f0 and the final selection is
made according to the on-screen prompts. Unfortunately very
few manufactuwars emplaoy the same systems-exclusive protocol so
vou will finmd that a voice or & Bank, a dump {save) or a load,
might bhe either sent or reguested and that "handshaking' could
bre dmvolved as well., Accordingly, op-screen arrows indicate
whether you need MIDI in, or MIDI out, or hoth MIDI in and out
cables connected to UMI - when in doubt connect both.

SfRF to guit the dumps page.

~--- rrotes on UMI files -

SHADOW RAM CAN ONLY BE UTILISED INM THE BRC “MASTER® SERIES OR
M ANY MODEL "R FITTED WITH EITHER THE ARIES R20 OR THE ARIES

.
SR

The software of the UMI-4M is desigrned to avtomatically wutilise
auitably switched shadow RAM, where this exists, for extra song
storage. Though thie usage is entirely transparent to the user
fapart from the fact that stored songs canm be longer!) it will
bBecome apparent when your discs are catalogued from "BASICS
that songs saved in the extra-memory environment are saved as
twoe distinct files. Bo, for example, if vouwr song is called
‘BONGT this will be saved as:—

0, 80NG and
1.80NG

Songs saved in systems without shadow RAM are saved as the
single filei—

0, SONG
—— voice and BANE dumps -

Wher & voice is saved bto disc the UMI-4M software automatically
pute this into directory V. Bimilarly BANEE of sounds are
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created in directory B. The advantage here is that you may
BAVE & s0ng a voice and a BANK with identical names — Lhe
woftware makes the necessary digtinction between them. Nobe
therefore that if you save a volce called ‘strings’ and try to
load the voice, in errar, as a BANK, this will result in the
‘no such file' or ‘not found’ error message.
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Syrchronising the UMI-4M to drum machines via CLOCK/SYNC IN

Comnnect the CLOCE OUT on the drum machine to the CLOCKE/ASYNC IN
o the UMI-4M interface. Connect the S8TART-momentary on the
UMI-4M interface to the START/ETOF IN on the drum machine,
Select external clock mode as described wunder ‘defaults’. Make
sure the UMI-4M and the drum machine are both in "S§TOF " mode.
Having selected an appropriate "FLAY' optiocn from the main menu
yar will be able to simultanecusly start the UMI-4M and the
drum machine by pressing the SFPACE BAR on the computer. Ire
this configuration, tempo should be controlled from the drum
machine. FPressing the SPACE BAR again will steop both units.

S8ynchronising drum machines to the UMI-4M via CLOCK/SYNC OUT

Connect the CLOCE/SYNC OUT on the UMI-4M interface to the CLOCE
IN on the drum machine. Connect the START-momentary on the
LMI-4M interface to the START/STOF IN oan the drum machine.
Select internzl clock mode on the UMI-4M defaults page as
described under ‘defaults’. HMake swre the UMI-4M and the drum
machine are bobth in "STOFP’ mode. Having selected an
appropriate ‘FLAY " option from the main menu you will be able
to simultansously start the UMI-4M and the drum maching by
pressing the SPACE BAR on the computer. I thi= configuwation,
tempo should be controlled from the UMI-4M. Fressing the SPACE
FAR again will stop both units.

Synchronising drum machines to the UMI-4M via MIDI QUT

Connect & % pin "DIMN° lead from ACIA 4 of the UMI-4M
interface s MIDI OUTs to the MIDI IN on the deum machine.
Select ‘internal ' clock mode on the UMI-4M defawvlts page and
MIDI CLOCE OQUT te "on’ as described under ‘defaults’. Make
sure the UMI-4M and the deum machine are both in "BTOF® mode.
Having selected an appropriate "PLAY aption from the main menu
vou will be able to simaltanecusly start and stop the UMI-4M
and the drum machine by pressing the SPACE BAR on the computer
with the tempo controlled from the UMI-4M.

Synchronising drum machines to the UMI-4M via SYNC-24 0OUT

A syno-24 connection can be made from the MULTI 2 socket on
LM s interface {(sees hardware section). Select internal clock
mode on the UMI-4M defaults page as described under ‘defaults’.
Make swre the UMI-4M and the drum machine are both in BTOP
mode, Having selected an appropriate "FLAY' option from the
main menu you will be able to simultaneously start and stop the
LMI-4M and the drum machine by pressing the SPACE BAR on the
computer with the tempo controlled from the UMI-4M,

Synchronising the UMI-4M to tape
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FRecording the UMI-4M interface’'s sync code onto tape

A sync—to tape connection can be made from the MULTI 1 socket
on UMI ‘s interface (see hardware section).Connect this to a
line input on the mixer. Assign the sync code to one track of
the tape machine (usually one of the outside tracks). Switch
out any neise reduction on that track if possible and put that
track inte READY. Select internal clock mode on the UMI-4M
defaults page as described under ‘defaults’, Having selected
the FLAY SONG option from the maimn menu, start the UMI-4M by
pressing the SFACE BAR on the computer and adjust the level of
the sync code at the mixer to read ~7dB on the tape machine’'s
VU meter (see note at end of this section). Stop the UMI-4M
and put the tape machine into RECORD, wait S seconds and start
the UMI-4M. Record the sync code for the duration of the song
{it is better to record too much code rather than too little).

Overdubbing the UMI-4M to the original master recording

Connect the line ocutput from the tape machine’'s sync code track
te the UMI-4M interface’ s MULTI 1 sccket (use sync-from—tape
~gee hardware section). Select tapesync mode on the defaults
page as described under ‘defaulte’. Having selected the PLAY
SONG option from the main menu, rewind the tape to a point S
seconds hefore the start of the sync code, put the tape machine
inte PLAY and press the SFACE BAR on the compulter whereupon the
LIMI-4M will start playing as soon as the syne code starts.
Fressing the SFPACE BAR again will stop the UMI-4M,

Synchronising drum machines to tape via the UMI-4M interface

The UMI-4M still outputs valid clock signale when synchronised
to tape, so it is possible to re-record drum machine parts by
connecting the appropriate outputi(s) on the UMI-4M interface to
the drum machine and following the steps outlined in the
sections on synchronising drum machines to the UMI-4M and
synchronising the UMI-4M to tape,

Note:~ The UMI-4M interface will read sync code from tape over
the range —-12 dBm to +2 dBm. This corresponds to varying
levels in terms of "YU' depending on the number of tracks the
tape machine has and its manufacturer. UMUSIC recommend a
level of -7 VU for professional 24 track machines though a
somewhat higher level of around O VYU may be reguired when using
semi ~professional 8 or 146 track tape machines. In general, if
the UMI-4M playe slower than the original recording then the
UMI-4M interface is not getting enough level from the sync code
track, if it plays faster then it’'s getting too much level from
the sync code track, With some experimentation you should be
able to find an ideal operating range for your particular tape
machine.
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LIMI-—-4M INTERFACE SFECIFICATIONS
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B Pin (180 deg) ‘DIN' sockets:-

MIDI IN: serial data input to ACIA via opto-isalator to
prevent ground loops.

MIDI OUTes four sockets providing serial data output from
ACIA (asynchronous communications interface adaptor) running at
51,25 kBaud, Each socket is separately addressed by the
software to provide an effective data trapsmissien of 125 kRaud

multi 1: pind 1) seyne to tape
43 external clock in
2y ground
8) fopt~switaly in
3) syno from tape

F.8.E. {(freguency shift keying) tape syno

low=]l.4k { less than 1.5 = low }
Righ=2.4k { greater than 1.7=high )

syrnc—fram—tape: min input 22mY rms = ~33dBm = <37V
sync—tao-tape: 240mY ros = —16Vu = -1 2dBm

multi 2: pink 1) start continuous {in conjunction with clock out for
ROLAND sync-24)
4 wmtart momentary in
2y ground
ity SRIE o 6 W oo S LT
b I e BT ST

34 and 20 way ribbon cables terminated with IDC conmectors for
connection to the BRC computers‘s 1MHz bus and User port sockets,

R P ————
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TROUBLE-SHOOT ING

Shouwld the Reeb ‘crash’ or freerze at any point whilst running "UMI° it 5
can he cleared by pressing the BREAK hkey.

Mo playvback after real-time input.

Checlk vouwr MIDI connections to and from the
synth and "UMI*.

If the clock-in on the Defaults section of
the main menk is set to anything other than
internal then make sure yvou have a drum

machine connected to the clock-in of “UMI’.

ENSURE YOU HAVE THE SELECTED THE CORRECT
CLOCKE RATE FROM THE default OFTION (CTRL and
red key T97) otherwise this could make
nonsense of any count-in period yvou might
ave selected.

T A | g LN T

Check the count—in pericod on the default

option. If wou are waiting for a count
\ cther than that selected yvou could be

‘mizsing’ some of the record phase.

A L S e B

No playback on some or all channels in PLAY SONG mode.

Look at TRADE ABSGHMNTS (CTRL and red key
fE Y. Fossibly a track is routed to a
channel#® no synth 18 selected for.

First notes missing and/or last notes "hanging over ' on
playback of a real-time recorded pattern.

If vour performance is just fractionally

garly of the record phase the note—on MIDI :
codes will be missing. Similarly if the :
last notes vou play are released sven an i
instant after the record phase is over then E
Ny, the note-off codes will be missing, hence i
the sustain. Fe-record the patltern or use C
the auto-start and cut_off facilities as é
described in the real-time input section. §
:
(C) 1287 The specification of ‘UMI® is subject to change
without notice. ?
:
:
!
1
3
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IMDEX

ACIA assigoments

ADFS use with UMI
after-touch display-enable
altering timings in M/E
APPEND FATTERN

auto song-load

auto-start

backscan

backstep (step time)

beat f{guaver or grotchet!?
bheats per bar

bend range

block chain insert

butt join in M/E

CHAINING a song

changing channel# of pattern

click

click on/off in song-play
clock resclution

clack~in

coloured chaining
compress velocity values
continuve {(from stop point)
controller thinning

copy chain

COPY FATTERN

count-in

count=-in

cursor contreol in M/E

(5 L =53

CV channel

defaults

defaults in M/E
deleting events in F/E
deleting notes in M/E
disc prampt

display contreller (M/E)
drop-in

drum machine

EDIT FATTERN

editing song chains
EFREOM location

erase ‘drum’

erase after—touch
erase all "'off’ events
erase all patterns

-4

w0 G B B

w oy

20,30

i

3,8

27
29
b

23
12

i

24
i8

-t

-
3
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eraze all-notes-higher
grase all-notes—]ower
erase mod

prase notes (basic mebhod)
erase patch-change

grrase pattern

erase pitch-bend

even-up (M/E)

expand velocity values

fast link insert
fix
fived velocity

gate {in micro-editor)
gate length {step-time)
global chain-editing
global transpose

goto {jump) in M/E

hardware spec

insert after-touch (M/ED
insert contreller (M/E)
insert patch-change
insert pitch-bend {(M/E})
inserting EFROMs
inzerting MIDI events
inserting note=s {in M/E)

key velocity (step-time)

line-up

LOAD FATTERN
LOAD SONG
loop-record

markers

maximum gate (M/E)
MICRO EDITOR (M/E)
micro-edit defaults
MIDI ‘congestion’
MIDI controller
MIDI filter

MIDT Monitor

MIDI song pointers
MIDI volume
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27
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INDEX

MIDI-clock out
minimum gate (M/E)

monitoring other MIDI channels

normal counter
NDTES
nudging values

omni delete (chaining)

one—shot record
overdub

overide channel
overlap problem

pac mod

pac pitch-bend
patch-changes in real-time
pattern-length

pitch-bend display enahle
pitch-selected gate (M/E)
play pattern

FLAY SONG

playback

pre—~correct {pre-guantisel
pre-set note insert

quantise

RaM drum/note assgnmnts
re-record

re-start

re~start note

REAL-TIME RECORD

record mode {(loop or one-shot)

record-after
record-ready state
removing EFHOMs

rests in step time
retrieve

ROM drum/note assgnmnts
rovtemap pointers

SAVE PATTERN

SAVE BONG

shadow RAM usage

zimilplay

slope

sploing tracke in song play

b

e
ad

ey

ad

20

e

P |

e

Lo =
$a L
-

|

4

L =] = 0 b

b

10
i1
8

. 2
P ]

74
37
10,20
26

VORI SRR s SR I o S s "N 0 s [ PR
e L0

% QA

£
Lo

3
L

44
43
45
7,43
36

27

Fage 52

spacer bare

star (#) commands
STEF~TIME

steps per beat

STOF

starage

storage on Adfe or Dfs
storing synth sounds
sympathetic note insert
SYNCHROMISATION

synth safe/live in M/E
system exclusive dumps
systems exclusive

TAR key

tempo adiustment in song-play
tempo adiustment

TRACK DELAY OFFBETS
Track-channel ~ACIA assgnmnts
transmit channel

transpose in song-play
transpose in copy-pattern
trigger record {‘nof’}
trouble—shooting

universal gate {M/E)
universal wvelocity (M/E)

voice and BANE dumps

written-sa-far

zerc counter
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