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Introduction

Welcome — and thanks for your interest in authoring Beatnik interactive audio.

Quick Start for Editor 2.0 Users: Be sure to revieWhat's New in Version 2.1.

| 2000 E0 . !

L

QIOISY

Note: If you run into difficulty installing, registering, or using the Beatnik Editor, and can’t
find an answer in the Online Help or User’'s Guide, then contact Customer Support via the
Beatnik Web site:

http://www.beatnik.com/?editor-support

This document you're reading is tBeatnik Editor User's Guide. It explains how to use the pro-
gram, and includes detailed reference materials and links to further information at the Beatnik
Web site.

The Beatnik Editor is the leading tool for preparing RMF-format music and sound content for
Beatnik Platform interactive audio players — chiefly the Beatnik Player for Web browsers. It's a
big program that different kinds of people tend to use in different ways:

Musicians and Sound Designers: Think of the Beatnik Editor as a patch editor/librarian for
the MIDI synthesizer included in all Beatnik playback software, plus a tool to convert your
samples, MIDI files, and Beatnik patches into RMF format. The Beatnik Editor includes that
same synthesizer, withLive MIDI Input that you can play from a MIDI sequencer program

or external instrument — just like any MIDI synth in your studio.

Web content designers: Think of the Beatnik Editor as a file converter that turns standard
audio and music files (MP3, WAV, AIFF, AU, and MIDI) into RMF files for use on the Web.
You can control RMF file playback interactively using the Music Object interface for JavaS-
cript in Web browsers, or for Lingo in Shockwave and Director movies.
Topics:

How to Read this User’s Guide

About the Beatnik Editor

About Beatnik and the RMF File Format

Where to Go Next?
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How to Read this User's Guide

Nobody likes reading manuals — i recommend you read through this shorintroduction
before using the Beatnik Editor.

After thelntroduction you can go a couple different ways, depending on your needs and experi-
ence level — thWhere Do You Go From Here? section will link you to the next information you
need.

OtherReference sections to be aware of include ##f, theMenu Reference andWindow Ref-
erence, and maintenance information includiViersions and Updates, Troubleshooting, and
Removing the Beatnik Editor.

Musicians and sound designers will be interestdtlianced Techniques like Creating Banks of
Triggerable Samples (RMFX) andAutomatic Looping and Track Muting, the list ofBuilt-In Instru-
ments, and theMIDI Implementation Chart.

Beyond thidUser's Guide, the Beatnik Web site includes maBmline Resources you'll find help-

ful as you learn to create Beatnik soundtracks. If you're not sure where to get music and sound
content to use in your RMF files, remember Betnik publishes a huge library of top-quality

audio and MIDI content that you can use in your RMF fileavailable live on the Web for brows-

ing & licensing 24 hours a day, 7 days a week.
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About the Beatnik Editor

The Beatnik Editor is a powerful program that works a little differently from any other application
you've ever used before. It’s three different things, all at the same time:

e A MIDI- and Audio-to-RMF File Converter
e An Editor/Librarian for Beatnik Instruments
¢ A Live MIDI Synthesizer
If that sounds like it might be too much stuff to worry about, you can relax — you don’t have to

master the whole thing. In fact, most people use the Beatnik Editor strictly for converting music
and sounds into the RMF format — and that part’s easy.

A MIDI- and Audio-to-RMF File Converter

It's important to understand that the Beatnik Editor isn't a tool for creating RMF music and sound
files from scratch — its Sample Editor is very simple, and there aren’t any facilities for building
MIDI songs or editing individual MIDI events (like notes). Instead, the Beatnik Editor is designed
as a tool for collecting your existing MIDI files and audio sample files, and then converting them
into the RMF format for secure, interactive playback on the Web in the Beatnik Player (and else-
where).

To create an RMF file, you first import your Standard MIDI Files and/or digital audio files (WAV,
AIFF, AU, Sound Designer II, or MP3) into a Beatnik Editor Session document, then add your
copyright notices, credits, and other information — and finally export the whole bunch as a single
RMF file.

Import
Your_
MIDI Files
Export
Your Audio import Beatnik Editor o _
Sample Files Session File "1 RMF¥ile
Type In
Copyright & Credit
Information ’

Drag-and-drop operation and streamlined processes make converting to RMF as quick and easy as
possible.

An Editor/Librarian for Beatnik Instruments

If you're a musician, sound engineer, or sound designer, thémsthenent Editor window and
Sample Editor window are meant for you — they're the parts of the Beatnik Editor that act as a
patch editor for the expressive and flexible software MIDI synthesizer at the heart of all Beatnik
Platform players.

Thelnstrument Editor window is a workspace where you can apply the Beatnik synthesizer’s

Document Version 2.1.0 © 1998-2001 Beatnik, Inc.



Beatnik Editor User’s Guide / —

powerful sound shaping capabilities to your own imported sound Samples, and save the combina-
tions as custom Instruments for use in RMF files. Sdmple Editor window gives you tools for
cleaning up imported Samples, to make them — and the Instruments that use them — sound better.

A Live MIDI Synthesizer

You can also play the software wavetable synthesizer inside the Beatnik Editor software live, in

real time — using either the onscreen keyboard iRPkiner window, or a MIDI connection from

an instrument or controller. Or from another MIDI program running at the same time — which lets
you compose and arrange your music in your MIDI sequencer, using the Beatnik Editor as your
sound module, at the same time you're also editing your instruments in the Beatnik Editor — and
all on the same computer, if you want. It's a much faster way to make MIDI music.

Beatnik Editor

Audio Out
Onscreen
Keyboard MIDI
MIDI input |  Beatnik - )))
Sequencer 1 MIDI
Program Live Synthesizer || "'E(] )))
MIDI
Input
MIDI ]
Keyboard

or other controller

Key Concepts

Before we can get very far, it's important that you understand a few key concepts regarding the
Beatnik Editor.

The Beatnik Editor is Different from the Beatnik Player

You may have heard of the Beatnik Player, Beatnik Xtra, Beatnik Audio Engine, and other Beat-
nik Platform playback software. It's important to understand that the Beatnik Editor is different
from these players:

* The free Beatnik Player is Beatnik's Web browser plug-in. RMF content can be played in sev-
eral different Beatnik Platform players, but more RMF content is created for the Beatnik
Player for Web browsers than any other target RM#ePlayback Platforms). The Beatnik
Player handles RMF playback with interactive user control, but doesn’t include any file cre-
ation or editing functions.

» The Beatnik Editor, by contrast, is a professional authoring tool for making RMF files and the
custom Instruments and Samples they contain.
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The Beatnik Editor is Similar to the Beatnik Player

Despite very different appearances, the Beatnik Player and the Beatnik Editor also have much in
common. Both contain the exact same synthesizer engine, and the Beatnik Player comes with the
same set of built-in Instruments, Samples, and ‘Groovoids’ you'll find in your Beatnik Editor Ses-
sion documents. Understanding these similarities is very important — they're the reason why the
sounds you create and hear in the Beatnik Editor are exactly the same as what your audience will
hear when your RMF content plays in Web browsers.

Beatnik Editor Session Documents are Different from RMF Files

You already know that the purpose of the Beatnik Editor is to create RMF files, but it's crucial to
remember that the Beatnik Editor's Session files are different from RMF files.

Not Secure, Not Compressed Secure, Compressed

Import
Your MIDI Files p———>

Export

Beatnik Editor RME File

Your Audio Import Session File
_

Sample Files

» Beatnik Editor Session files are the Beatnik Editor’'s own file format. They contain, in unpro-
tected and (usually) uncompressed form, collections of the music and sound resources that go
into the RMF files you create. Whenever you useNine or Save command in the Beatnik
Editor, that’s a Session file and not an RMF file. When you've got those resources sounding
the way you want, then you're ready to export an RMF version of them.

* RMFfiles are the compressed, encrypted files that you can safely deploy for playback in Web
browsers, Shockwave movies, and all the other Beatnik Platform players — without risking
your intellectual property. The Beatnik Player never sees a Session file, only RMF files. You
export RMF files from the Beatnik Editor.

Guard Your Session Files!

It's critical to understand thance you've converted your music and sound resources into an

RMF file, you can never extract those resources back out. The original resources for making any
RMF file are kept in Beatnik Editor Session files, so losing the Session file means losing the abil-
ity to make changes to the RMF file.

This means you shouldn’t think you can safely discard your Beatnik Editor Session document
(.bsn file) once you've generated your RMF file and uploaded it to your Web site. If you do, then
later, when you need to change some sound or music for the site, you’ll realize your original
resources are gone and you can’t make the change!

The moral of this story idNever delete your Session documents, back them up regularly, and
generally guard them against damage or loss.
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About Beatnik and the RMF File Format

Beatnik makes the Beatnik Platform software that works with Web browsers and other programs
and devices to make interactive music and sound possible. We also make software tools for pre-
paring RMF music and sound content for the Beatnik Platform, and for making it easy for Web
page creators and other developers to control Beatnik playback.

Interactive audio means music, sound effects, and speech that can trigger instantly, or change
instantly, in response to actions that the user takes while browsing and interacting with your pro-
duction. For example, an audio logo that plays whenever the mouse moves over your logo graphic
— or a piece of music that changes mood when the user goes to a different page in your Web site.

Beatnik Interactive audio is fundamentally different from the other two basic types of Web audio:

« Streaming audio is like listening to a live radio program over the Internet, using
your computer as the radio. The program is pre-produced and you can only listen,
not change it as it proceeds — no interactivity. The audio quality is sometimes
poor or not suitable for music.

* MP3 audio is like collecting CDs, using your computer’s hard drive as your
record shelf. Audio quality is good to excellent, but you have to deliberately
select what to listen to, and when.

With Beatnik Interactive Audio and the RMF format, by contrast, content designers and musicians
automatically furnish the listener with whatever soundtrack they want to provide, in high fidelity,
by weaving the music and other sounds directly into the Web pages — with rich control over how
the user’s audio experience unfolds as the site is explored.

Only Beatnik offers this powerful combination of instant response, high quality, and flexible
control — plus, Beatnik technology keeps the audio file sizes and download times quite rea-
sonable.

These features are available under JavaScript control in Web browsers, under Lingo control in
Shockwave, and in Flash. Beatnik’s Music Object interface enables all our advanced features. To
ease the programming burden, exceptional tool support is available in the form of plug-ins and
ActionSets for major Web site authoring packages including Macromedia Director, Macromedia
DreamWeaver, Adobe GoLive, and NetObjects Fusion, and several tools generate custom cut-and-
paste HTML and JavaScript code.

RMF Playback Platforms

Beatnik Interactive Audio playback is also available to multimedia developers using Director, and
to software developers using JavaSound, the BeOS, and the Beatnik Audio Engine. Beatnik’s
RMF format is used in the Beatnik Player, Beatnik Xtra, and Beatnik Audio Engine, JavaSound,
the Be OS, and set-top boxes including Liberate and WebTV.

All these systems use Beatnik’s uniqgue RMF music and sound file f®ictaMusic Format,
which guarantees identical playback on all players — bridging all differences between computers,
processors, and operating systems.
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Where to Go Next?

Then go here...

If you're...

New to music and sound on
computers

You might want to start out by visiting tfletorials page
on the Beatnik Web site, where basic concepts like digital
audio and MIDI are explained:

http://www.beatnik.com/to?wida
http://www.beatnik.com/to?miditutorial

Then readietting Started. It'll make a lot more sense
once you have that background.

Experienced with MIDI or
audio production, butnew to
Beatnik

Jump straight téor Musicians for an overview of Beat-
nik’s MIDI and sampling facilities.

Then readietting Started to see how to use the Beatnik
Editor to create media to drive them.

Later you may also want to learn abAdvanced Tech-
niques.

A Web developer or Multime-
dia developer

Proceed tdaetting Started. It should explain everything
you need to know for most uses of RMF you’ll encounter.

You'll also need to understand how the RMF content you
create with the Beatnik Editor relates to your Web author-
ing world. If you’re working in JavaScript for Web brows-
ers, you'll need Beatnik¥Web Authoring Documentation

— or if you're working in Lingo for Shockwave/Director,
get familiar with theBeatnik Xtra User’s Guide and, if

you're working in Flash, thBlashnik Tutorial.

http://www.beatnik.com/to/?music-object-doc
http://www.beatnik.com/to/?xtra-doc

http://www.beatnik.com/software/tutorials/
flashnik_authoring.html

A Software developer using
BeO0S, JavaSound or the
Beatnik Audio Engine

Proceed tdaetting Started, which should cover every-
thing you need to know for most uses of RMF you'll
encounter.

To understand how the RMF content you create with the
Beatnik Editor relates to your programming world, please
consult youBe0S or JavaSound documentation, or the
BAE Developer Reference.
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Getting Started

Explains the Installation and Registration process, and how to convert files to RMF.

Topics:
Installing the Beatnik Editor
Registering the Beatnik Editor
Using the Beatnik Editor
How Do I...

|
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Installing the Beatnik Editor

A guide to the Beatnik Editor installation process.

Topics:
System Requirements
Running the Beatnik Editor Installer Program

System Requirements
Mac 0S

Minimum system:

* PowerPC Macintosh, 604 processor or later, 180 MHz or better
» System 8.6 or later

* 64 megabytes of RAM - 10 megabytes free for Editor 2.0

* 8 megabytes of free hard drive space for installation

* Netscape, Microsoft Internet Explorer, or AOL Web browser, version 4.0 or higher (for online
help)

» 16-bit or higher color display

Recommended:

* PowerPC Macintosh, G3 processor or later

* Mac OS 9.0.4 or later

* 128 megabytes of RAM

» 15 megabytes of free hard drive space for installation

Windows

Minimum system:

» Pentium Pro Processor, 200 MHz or better

* Windows 95

* 64 megabytes of RAM

» 7.3 megabytes of free hard drive space for installation

* Netscape, Microsoft Internet Explorer, or AOL Web browser, version 4.0 or higher (for online
help)

» 16-bit or higher color display

|
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Recommended:

* Pentium IIl Processor, 300 MHz or better

* Windows 98

* 128 megabytes of RAM

* 15 megabytes of free hard drive space for installation

Running the Beatnik Editor Installer Program

The installation steps depend on your operating system:

Installing For Windows
Installing For Mac 0S

Installing For Windows

For Windows, the Beatnik Editor installer is distributed as a program baiatnik-editor-2.0-
install.exe.

To install the Beatnik Editor:
1. Launch the installer prograrbeatnik-editor-2.0-install.exe.

2. Follow the onscreen instructions.

3. If you want to drive the Beatnik Editortsve MIDI Input feature with a MIDI sequencer pro-
gram running on the same computer, you'll need to install a free MIDI routing utility such as
MIDI Yoke or HUBI. For detailed instructions, see the sec8etting Up for Live MIDI Input

Installing For Mac 0S

For Mac OS, the Beatnik Editor installer is distributed as a Stufflt archive file bab&dk-edi-
tor-2.0-install.sit.

To install the Beatnik Editor:

1. Unstuff the filebeatnik-editor-2.0-install.sit, using any of the Stufflt utilities from Aladdin
Systems.

For a free copy of a Stufflt utility, see the Aladdin Systems Web site:
http://www.aladdinsys.com
Unstuffing the file produces an application caBedtnik Editor Installer.
2. Launch the installer prograBeatnik Editor Installer
3. Follow the onscreen instructions.
4. In your Mac OSMemory Control Panel, make su¥értual Memory is turned off.
5. If you expect to use large Sessions or large amounts of MP3 data in the Beatnik Editor,

|
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increase the Beatnik Editor's minimum memory requirement by a few megabytes:

In the Finder, select the Beatnik Editor application icon, and then &eldafo from
theFile menu. In thdeatnik Editor Info window that appears, selddemory from the
Show: menu, and then increase the number irlMirdmum Size: box by a few thou-
sand, and close tHefo window.

6. If you want to use the Beatnik Editotive MIDI Input feature, you'll have to install the Open
Music System (OMS) MIDI routing utility. Performer users will also have to install Free-
MIDI. For detailed instructions, see the secisetting Up for Live MIDI Input.

1. 1f you want to use a Netscape browser to view the Beatnik Editor’s online User’s Guide and
Help, be sure Netscape’s minimum memory requirement is set to at least 26,000 K bytes.

In the Finder, select the Netscape application icon, and then Getdéuto from the

File menu. In theNetscape Info window that appears, selddemory from theShow:

menu, and then ty®6000 into theMinimum Size: box and close thimfo window.
Note for Beatnik Editor version 1 Users:

Installing version 2 of the Beatnik Editor does not remove your version 1 installation, so you
can have both versions on you machine if you like. With both versions installed, you'll
notice the following behavior:

* Session documents created with version 2 have a new icon.

» Session documents created with version 1 will open in version 1 when double-
clicked in the Finder.

» Session documents created with version 2 will open in version 2 when double-
clicked in the Finder.

* To update a Session document from version 1 to version 2, open it in version 2.

If you want to remove version 1 from your machine — for example, to recover disk space —
just drag theBeatnik Editor Folder to the trash, as well as tBeatnikEditorPrefs file (in the
Preferences folder, which is inside you8ystem Folder).

|
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Registering the Beatnik Editor

How to get a Registration Key and enable the Export RMF and Export as Audio features.

When first installed, the freely distributable Beatnik Editor is fully functional — except that the
File menu commandBpen, Save, Save As..., Export RMF... andExport as Audio are disabled.

These features — which are essential for using the Beatnik Editor in professional Web and multi-
media development — are reserved for users who purchase a Registration Key.

To register your copy of the Beatnik Editor:
1. Using your Web browser, purchase a Registration Key from the Beatnik Web site:
http://www.beatnik.com/to?editor

Follow the instructions on the Web page, and you will receive a Registration Key — a
sequence of numbers, letters, and dashes that looks something like this:

TX6F-H3RRTF8-Q32U-X9M2D
2. Launch your installed copy of the Beatnik Editor.

A new Untitled Session document window appears.
3. Open theAbout Beatnik Editor dialog box. This step depends on your operating system:
* On Windows, go to thHelp menu and sele&bout Beatnik Editor.
* On Mac OS, go to the Apple menu and sekbout Beatnik Editor.
4. In the About Beatnik Editor dialog box, click thdegister button.
TheRegistration dialog box appears.
5. In theRegistration dialog box, enter yolllser Name, Email Address, andRegistration Key.

Note: Be sure to enter exactly the satlser Name andEmail Address that you used when
purchasing the Registration Key, and type the eRegistration Key you received. If even
one letter is different, the program will not register successfully.

6. Click the OK button.

If the Beatnik Editor detects a problem with your information, it will ask you to re-check
your entries. Otherwise, your copy will be registered andxpert RMF... andExport as
Audio... commands will be enabled.

If you run into difficulty registering the Beatnik Editor, then contact Customer Support via the
Beatnik Web site:

http://www.beatnik.com/?editor-support

|
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Using the Beatnik Editor

An Introduction to the Beatnik Editor, and how to use it for the jobs you care about.

We’'ll begin with anOrientation explaining the program’s main windows, and the basics that all
Beatnik Editor users need to know.

We've found that Beatnik Editor users fall in two major groups, so we've split the rest of this sec-
tion into two parts:

* The fundamentals of RMF conversion are covered first, undeBasio Operation headings.

* People who need to work with the Beatnik Editor's more advanced features should also read
the Advanced Editing section.

If your Beatnik projects don't call for anything beyond the basics, feel free to skkdtarced
Editing section.

Topics:
Orientation
Basic Operation: Converting a Sample File to RMF
Basic Operation: Converting a MIDI File to RMF
Advanced Editing:

The Sample Editor
Working with Instruments

|
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Orientation

In the Beatnik Editor, you’ll mainly be working with two windows:

The Player Window andSession Document Windows
Once you understand these windows, you'll be in a better position TheBég Picture.

The Player Window

You'll use the Player window to listen to the music and sound elements going into your RMF files
— and to watch them too. Besides the controls, the Player window has real-time displays of the
activity in MIDI channels and voices, the audio output, and the CPU load. There’s only one Player
window in the Beatnik Editor.

HIIHIIHIHMIWM l.Ill.I.l.lI.I.I.I.I.IlHlHlIHIHIHIJ

* You can play musical notes by clicking on the keyboard, using any available Instrument. As
notes play, the keys light up.

* You can play imported MIDI and RMF Songs, and Solo and Mute their channels.

Note: The Mute and Solo buttons control the triggering of MIDI notes on the indicated

MIDI channel — not the channel’s audio output. As a result, when you turn a Mute button off
the channel’s sound will not return immediately — only when the next MDI note occurs on
that channel. In some cases this lag can be fairly long, for example in pieces using slow tem-
pos or long notes. The lag may be especially noticeable if you're using music pre-mix sam-
ples (such as beat loops) which won't retrigger until the MIDI file loops.

* You can control the overall playback settings: volume, sample rate, mono/stereo, bit depth,
and reverb type.

» If you have a MIDI keyboard (or other controller) connected to your computer, or are running
a MIDI sequencer program, the Player window will respond to them, acting as a wavetable
synthesizer. As MIDI notes play, the keys light up.

See alsoPlayer window in theWindow Reference.

Session Document Windows

The second important window type in the Beatnik Editor is the Session document window. You
can have multiple Session windows open at once if you want, up to the limits of available mem-

|
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ory.

0 =—=MySessionhsn=—=HH
Sonas \,/ Instruments \ / Samples \ |

Show: [ Custorn Songs 2]

3 alternal

3 ballad-fmajor
5 ballad-gmajor
3 bfugue

3] canope

I3 enterptise]
3 entrenous
#3 entretiens
3 esoapist]

#31 movement-c1
3 movement-d1
#3] movement-1
3] movement-f1

& overt]
3 pavane|

3 preluds-night 1

l ng

Beatnik Editor Session documents are different from RMF files. You'll use Session documents to
manage and develop all the music and sound resources destined for the RMF files you create —
your Songs, Instruments, and Samples. Think of a Session as the workspace where you build Cus-
tom Instruments, audition imported Songs, and manipulate imported Samples.

Beatnik Editor
Session Custom
Document Samples
Export as RMF
RMF File

Custom
Samples

On disk, Session documents drsn files:

MySession.bsn

In the Beatnik Editor, you can manipulate Session documents in many ways:

|
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* You can resize the window to show more or fewer items at once.

* To select an item in the Session window, just click on it.
» To select multiple items, shift-click.

» To add single items to the selection, or remove them, control-click (for Windows) or cmd-
click (for Mac OS).

* You also can rename, copy, paste, and delete items in any Session window — except that built-
in Songs and Samples can't be copied, and none of the built-in items can be modified.

Note: When you copy a Custom Instrument, a dialog box appears, offering the option of also
copying the Samples used in that Instrument.

Note: When pasting an Instrument into a Session document would result in more than one
Instrument with the same MIDI program number, the Beatnik Editor will renumber the col-
liding Instruments and alert you.
Topics:
Tabs for Songs, Instruments, and Samples
Access to Built-In Songs, Instruments, and Samples
Within Each Tab, ‘Show:" Displays a Category
What are Songs?
What are Samples?
What are Instruments?
The Big Picture

See alsoSession windows in theWindow Reference.

Tabs for Songs, Instruments, and Samples

Each Session document window organizes your music and sound resources under three tabs, like
the tabs on file folders:Songs tab, arinstruments tab, and $amples tab. Each tab holds a list of

|
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resources — to see what's inside a tab, just click on it:

O kbetEszinn hen = | EhetEszinn han = (| EhAEyzinn hyn =]
| Snnns ) Instruments ' Samples b Sonns 'ty Instruments ' Samnles b, © S Snnns ) Instruments b Samples S T
Shoew: | Gusioen Borgi H| Shonr | Bk O Gevesi WI - bnE: S Trowr | Fulir-n e |

7] skcarral E -:h- E s 13 Marimks 3,17 E
1) badnct fragat 1 L} 1 Brght Pare g 1% Marimba C8 17

] blinct-grajar LL} 2: Bmctrc Grard g 4B Trapmni 001 17

1] biugea Ll 1 Hordy Tonk Fiere il Tik e G2

.ﬂ:lnn-pll LL} 4: Cectre Aarm 1 siife Tih wwrew T8

1) aromrprin L1} % Pctre Fana I e G At

1] sricrancem I & Hurpachors o 5 A oS

1] arerasiam 1 L1 T Owarat 5T A P

1] sncapint I 5 el o G5 ATl s

1] revarsar-cl L} 7 Sk sigs prrerdion &4 sdn

] rovarsari-l L1 T blumic B i prrasrtic b C2
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Songs Instruments Samples

To work on any item in the list, you'll click on it once to select it, and then select a menu com-
mand — either from the application menus, or from the context menu.

To access the context menu: for Windows, right-click; for Mac OS, control-click.

Access to Built-In Songs, Instruments, and Samples

Besides the music and sound elements that you’ll import and create in the Beatnik Editor, every
Session document also gives you access to the music and sound resources in the built-in Beatnik
Bank — the same resources available in every Beatnik Player for Web browsers — and that'’s a lot of
material:

Beatnik

Built-In 73
Resources

Songs
(‘Groovoids’)

Although you can't edit the built-in Songs, Instruments, and Samples, you can copy the built-in
Instruments to use as starting points for your own variations.

Within Each Tab, ‘Show:’ Displays a Category

To help you focus on the right things at the right times, all three tabs inc8hsvapop-up
menu that controls what categories of items appear in the list — for exampleSamiiles tab
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you can view jusCustom Samples, justBuilt-In Samples, or All Samples:

0 =— MySessionhsn=—=HH (| rhvEesxinn hyn HE [0 =——MySassionbsn BHE
Sonas \/ Instruments )\ / Samples’_Z| S Sonns’y Instruments ) Samples 7 Songs\/ Instruments\ /" Samples\ 7|
Shaw: | Custom Samples = | T | Fuar-n faeies = Show: Al B
[=] 13 Varirtn 310 [= @ 13 Marimba C3.11 %
i 1 3 Misririka C8.170 E “a% 13 Marimba C4.11
il A T [ 170 w48 Tinpani2 D3.11
sl Tk e G2 e Sth wave G2
s Ttk worew 8 % Sth wave G4
i G5 - Sacrfh 2 W% 65 A-SaxBh 3
Lo E o A B5 A-SaniCh
i G5 A Ta B w65 A-SaxEb 3
i 55 - San S s 55 A-SaxFd
=i grrordion A4 st “&% accordion A4 edit
il prrasrtic b O3 e acoustic bass C2
s mrramie gir £ % acoustic gtr E1
sifs proamtie gir E2 A8 acoustic gty E2
=i preamie gir B3 % acoustic gtr E3
g L % applause
| sl b O - % banjo D4 |
- - -
1] D[z e 3 1 [
Custom Samples Built-In Samples All Samples

(Custom + Built-In)

See alsolnstrument Bank Organization.

What are Songs?

Songs are stored music performance data. That is, they’re computer recordings of all the individ-
ual MIDI notes that add up to the performance of a piece of music. Like sheet music, but in the
form of lists of events stored in computer memory rather than of notes on a page.

Most Songs are based on Standard MIDI Files that you'll create in another program (a MIDI
sequencer) and then import into the Beatnik Editor. (The Beatnik Editor doesn’t include tools for
editing the individual notes and other events within a MIDI file.) When you import a MIDI file,
the Beatnik Editor creates a new Song to hold it.

Note: Built-in Songs are calle@roovoids.

What are Samples?
Samples are stored digital audio data. That is, they’re computer recordings of actual sounds — any
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sounds at all. Like tape recordings, but made in digital memory instead of on recording tape:

Because they're recordings, Samples can reproduce any kind of sound — music recordings, sound
effects, or speech. That's why every sound Beatnik makes is stored internally as a Sample. All
Beatnik playback software comes with a large library of built-in Samples that you can access.

Your own Custom Samples are based on digital audio files (WAV, AIFF, AU or MP3 files) that
you'll create in another program (a sound file editor) and then import into the Beatnik Editor.
When you import a digital audio file, the Beatnik Editor creates a new Sample to hold it — as well
as a new Instrument and a new Song that you can use if you want to play the sample at its natural
pitch. You can also use the Beatnik Editor’s built-in Sample Editor to further massage the
imported Sample.

Two things to keep in mind regarding Samples:

» Compression — Unfortunately, high-fidelity Samples tend to be really big — and that can be a
problem on the Internet, where bigger files take longer to download. That's why Beatnik gives
several options for reducing the size of the sample data in your RMF files — a wide range of
compression technologies is available (including MP3). Sample compression gives you a way
to keep RMF file sizes manageable, and still achieve high fidelity.

» Samples are Accessed through Instruments — In RMF files, you'll never find a Sample with-
out an Instrument — because Samples are never played directly, only by means of Instruments.
Even a very simple RMF file made from a Session containing just a single Sample will always
include an Instrument to trigger the Sample.

What are Instruments?

Beatnik Instruments are where Songs and Samples meet. They're the virtual musical instruments
on which the Song’s MIDI notes are played — and their sounds come from playing modified Sam-
ples. Like real-world musical instruments, each individual Beatnik Instrument can have a com-
pletely unique sound — the only difference is that Beatnik Instruments exist only inside the
computer.

See alsolnstrument Bank Organization.

The Big Picture

The Songs, Samples, and Instruments in your Beatnik Editor Session documents correspond to
Songs, Samples, and Instruments in RMF files. Now that you understand about all those pieces,
the following illustration should help you see how all these elements relate to one another and to

|
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the Beatnik playback software that will play your RMF files.

Copyright . Your WAV, AIFF,
& Credit Info| | Yeur MIDIFiles 11 "y DIl Files

*I'ype In

Beatnik Editor
Session File Songs

Custom

Custom Instruments

Samples
Song Info (Built in Editor)

Export as RMF File

RMF File

Samples

Beatnik

Player ' )
Software MIDI Playback L ))

)

That about covers the fundamentals. Now that you're oriented, we can explain the basic operation
of the Beatnik Editor.

|
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Basic Operation: Converting a Sample File to RMF

The most frequent use of the Beatnik Editor is to convert a digital audio sample file into the RMF
format. This involves importing the file into a Beatnik Editor Session file, typing in any desired
copyright and credit information, and exporting as an RMF file. In most cases you’ll also want to

compress the sample.

Import
Your Audio
Sample File Export
Beatnik Editor )
Type In Session File . RMF File
Copyright & Credit
Information

Here’s how, in six easy steps:

1. Launch theBeatnik Editor.
Double-click theBeatnik Editor program icon on the desktop. The program will launch, dis-
play thesplash screen, and create a tiatitled Session window. You'll use this Session
document to hold audio content for your RMF file, theport as RMF.

[0 =—untitled Session=——HIB
Songs \,/ Instruments \ / Samples \ 7|

Show: [ Custot Sohgs 2]

D

=]
SIE

1

2. Import your digital audio file into the Session.

Drag your file from the desktop into the Songs tab otititled Session window. (You
could also select tHeport command from thEile menu, or drag it in from another Session
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document.)

[0 =——untitled Session=——=HB
Songs Y,/ Instruments \ / Samples, Z|

Show: | Qustom Songs =]

D

~a

ST

4] [»

The import produces a new Sample inliinéitled Session document, and a new Instrument
and a new Song — all with the same name as your audio file.

[0 = Untitled Session=—=HB [m] Lititled Sesxion =)= ] Untitled Session =i =]
Sonas \/ Instruments \,/ Samples \, ?| S Sonns ) Instrumants ' Samplest, © Sonas \/ Instruments\ / Samples’_Z|
Show: [ Custom Songs ) Shoow | Bawi L - ek H| Show: [[Custom Samples = |
£ helo |= | im ot bl = i hello =
4] Dz { Dz
Instruments Samples

Songs

3. Play your newly imported Song, as a check.
In the Songs tab of tHintitled Session window, select your new Song; then go to the
Player window and click th@lay button. You should hear your imported sample playing (if
not, see th@roubleshooting section). To stop before the Song plays all the way to the end,
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click theStop button.

Stop button Play button

4. Compress the Sample.

In the Samples tab of tiUntitled Session window, select your newly imported Sample,

then selec€ompression from theSample menu. TheCompression dialog box will appear,
offering many data compression options:

fompression

S, WAy DO
Tl

Tl DO -
B oo iy [ T 1)

ka2 na

a2l

WPEG T A, BT

WREG |nye J, ik s

WRES |l 3, T

PR Iy 3, Bk T

[ B & e ok Tjmseg 0y

Uriiapreesd o a0 72 419 bhass
Crahgeiesd § 25
J (T || T |

Each of these compression types presents a different size vs. quality trade-off, and each one
is useful for a different kind of sound material. As you become more familiar with the Beat-
nik Editor you'll learn more about the compression types — but for now, just MREGtI

layer 3, 128k bits from the list, and then click tHK button.

5. Add your copyright notice and other text information.

Every Song can include a copyright notice and other ‘meta-data’ describing the Song. This
information is encrypted into RMF files that include the Song, and can be displayed when
the Song is played on the Web in the Beatnik Player. To enter this data for your RMF file, go
to the Songs tab of thuntitled Session window, select the newly imported Song, and then
select theSong Info... command from th8ong menu. TheSong Info dialog box will appear,

with fields where you can enter a copyright notice and other text information for the RMF
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Fill in the info for your Song, and then click tBK button.

Note: If you want to change the Song’s title, or set playback volume or tempo, or set a
reverb type, a separc8eng Settings dialog box is also available from tH&ong menu.

6. Export the Song as an RMF file.

Go back to the Songs tab of tatitled Session window, make sure your new Song is still
selected, and then select theport RMF... command from th&ile menu.

TheExport RMF File dialog box will appear, asking which Instruments to include in
the RMF file. Click theCustom button, and then click tH&K button.

Export FRF File
Zalact tha reirarania oo b rcicded in te B e Uy,
Sl O Pl T S TS W el el i
cranisd pzrif.
[ e isroe
(x]) wen I o« ||

When theSave RMF File dialog box appears, set your desired name and location for the
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exported RMF file, and then cliSave:

Sanve FREF Pl

| G, MacEstordedcz Febder % | r_“l-_l III._I 'E'..‘I_I

Pz | BeSarml | [ me=y |
Farmaat: | BA Filn %]
[ [ concel | [ Sawe I
When youSave, the Beatnik Editor produces your RMF file:
)
FHF
hello.rmf

That's It — You're Done!

You've just successfully created an RMF version of your sound file. You can play your new RMF
file with any Beatnik Platform player — including the Beatnik Player for Web browsers, the Beat-
nik Xtra for Shockwave and Director, BeOS, and JavaSound for Java2 — with the same high-qual-
ity sound on every platform.

Remember, though: RMF files are encrypted, so after creating one you can't open it later for
further editing. To ‘change’ an RMF file, you’'ll have to go back to its Session document,
make your changes to the individual Songs, Instruments, or Samples, abxiptiveRMF...

again — replacing the previous RMF version.

You may want to spend a little time getting familiar with generating RMF files — feel free to

experiment with importing different kinds of digital audio files. When you're finished, go on to
the next section.
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Basic Operation: Converting a MIDI File to RMF

The second most frequent use of the Beatnik Editor is to convert a Standard MIDI File into the
RMF format. This is similar to converting an audio sample file to RMF, but even simpler. The
basic steps remain the same: Import your MIDI file into a Beatnik Editor Session file, then type in
any desired copyright and credit information, and finally export as an RMF file.

Import
Your
MIDI File > N Export
eatni itor .
Type In Session File : RMF File
Copyright &_Credlt
Information

Here’s how, in five easy steps:
1. Launch theBeatnik Editor.

Double-click theBeatnik Editor program icon on the desktop. The program will launch, dis-
play thesplash screen, and create a tatitled Session window. You'll use this Session
document to hold MIDI content for your RMF file, thExport as RMF.

[0 =——untitled Session=———H1H
Sonas %/ Instruments \/ Samples, 7

Show: [[Qustom Songs =)

[»

=
S 4]

1
2. Import your MIDI file into the Session.

Drag your MIDI file from the desktop into the Songs tab oflthtitled Session window.
(You could also select tHmport command from th&ile menu, or drag it in from another
Session document.)

I Urinitled Sessian =

| Sonos Y Instruments ) Samples 'y T

T | Cumloen Sorgs il

~—B

The import produces a new Song in thetitled Session document, with the same name as
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your file.

[0 = untitled Session=—=FHIB
Sonas \/ Instruments \ / Samples \ Z|

Show: [ Custot Sohgs = |

SIEN

(] ID

3. Play your newly imported Song, as a check.

In the Songs tab of tHéntitled Session window, select your new Song, then go to the
Player window and click th@lay button. You should hear your imported file playing — if
not, see th@roubleshooting section. To stop before the Song plays all the way to the end,

click theStop button.

JEs==— Ny

Stop button Play button

4. Add your copyright notice and other text information.

Every Song can include a copyright notice and other ‘meta-data’ describing the Song. This
information is encrypted into RMF files that include the Song, and can be displayed when
the Song is played on the Web in the Beatnik Player. To enter this data for your RMF file, go
to the Songs tab of tHéntitled Session window, select the newly imported Song, and then
select theSong Info... command from th8eng menu. TheSong Info dialog box will appear,

with fields where you can enter a copyright notice and other text information for the RMF
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Fill in the info for your Song, and then click tBK button.

Note: If you want to change the Song’s title, or set playback volume or tempo, or set a
reverb type, a secor8bng Settings dialog box is also available from tH&ng menu.

5. Export the Song as an RMF file.

Go back to the Songs tab of tatitled Session window, make sure the new Song is still
selected, and then select theport RMF... command from th&ile menu.

The Export RMF File dialog box will appear, asking which Instruments to include in
the RMF file. Click theCustom button, and then click tH@K button.

Export BRAF File
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When theSave RMF File dialog box appears, set your desired name and location for the
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exported RMF file, and then cliSave:

e HREF Fille
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When youSave, the Beatnik Editor produces your RMF file:

M

MySong.rmf
That's It — You're Done!

You've just successfully created an RMF version of your MIDI file. You can play your new RMF
file with any Beatnik Platform player — including the Beatnik Player for Web browsers, the Beat-
nik Xtra for Shockwave and Director, BeOS, and JavaSound for Java2 — with the same high-qual-
ity sound on every platform.

Remember, though: RMF files are encrypted, so after creating one you can't open it later for
further editing. To ‘change’ an RMF file, you’'ll have to go back to its Session document,
make your changes to the individual Songs, Instruments, or Samples, aExpireRMF...

again — replacing the previous RMF version.

You may want to spend a little time getting familiar with generating RMF files — feel free to
experiment with importing different kinds of MIDI files. When you're finished, exit the Beatnik
Editor.
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Advanced Editing

Advanced Editing means anything beyond the simple RMF file conversions just described under
Basic Operation.

There are two major areas here:
The Sample Editor and Working with Instruments.

Note: To get much use out of the Beatnik Editor’s advanced features, you'll need to
understand the basic concepts of MIDI files and digital audio files. If these terms are
new to you — or if you could use a refresher — you might want to visit the Beatnik Web
site to read two Tutorial®What is MIDI? andWhat Is Digital Audio?

http://www.beatnik.com/to?miditutorial
http://www.beatnik.com/to?wida
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The Sample Editor

Producing high-quality music and sound playback requires high-quality Samples — and that's why
the Beatnik Editor includes a basic Sample Editor. It's a workspace for doing clean-up work on
your imported Samples, for use in Instruments for your exported RMF files.

O Sample Estnr - belly =] =]

= e -

) Ii] | e g Lt BRLER B, 10 b s cxargamyion. T2 N barimy nowd mn ool

Just a Simple Tool — While the Beatnik Editor's Sample Editor may help you learn how to edit
sounds creatively, it's intended mainly as a convenience tool. If you need to do extensive sample
editing, you'll probably prefer to use a separate full-featured sample editor program — or, many
people like to use cleanly prepared samples obtained from a professional source.

See also: TheSample Editor window section in th&Vindow Reference, and thekditing
Samples section inFor Musicians.

Why Edit a Sample?

The Sample Editor gives you editing tools good for fixing several common problems that can
make a Sample sound bad:

» Dead Space — Samples should usually start at the first audible sound, and end as soon as the
sound is completely over. Dead space at the start throws off timing, and dead space at the end
wastes memory and download time.

» Clicks — A sample should smoothly begin and end with silence, even if the initial fade-in and
terminal fade-out are very short. Any sample that starts or ends away from the zero level will
produce a click.

* Low Level - A sample should usually be normalized — that is, the highest peak in the recording
should take full advantage of the available range. Small signals produce weak sound.

Loops are another reason to use the Sample Editor. In order to be able to hold arbitrarily long
notes, Instrument designs often require a section of a Sample to loop — that is, repeat over and
over — for as long as the note is held. The Sample Editor gives you control over whether a Sample
will loop, and where in the Sample the loop start and end bounds should be.

|
Document Version 2.1.0 © 1998-2001 Beatnik, Inc.



Beatnik Editor User’s Guide / “

Working with Instruments

The Beatnik Editor includes dnstrument Editor — a workspace where you can build your own
custom musical Instruments for use with your RMF songs. You build Instruments by combining
Samples — usually recordings of musical instruments or tones — with musical sound shaping pro-
cesses like envelopes, filters, and modulators.

(| Bt brmssend Edibeer - hello [Bank 2. Felodic 0] =

LRI 0000

[ Trismee pimv AT PooT PcH =] ==

See also: Thelnstrument Editor window section in th&Vindow Reference, and thekditing
Instruments section inFor Musicians.

How Instruments and Samples are Related

The Beatnik playback software uses the MIDI wavetable synthesizer technology, which defines
the relationship between Instruments and Samples.

» All Instruments are based on Samples — Every Instrument uses at least one Sample.

* An Instrument can use Multiple Samples — An Instrument can use up to 128 Samples. In the
illustration above, Instrument 1 uses one Sample, Instrument 2 uses two Samples, and Instru-
ment 3 uses three Samples. You'll assign each Sample to a MIDI note range with the Keymap
page of the Instrument Editor.
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* Instruments and Samples are Independent — Separate Instrument and Sample pools are
present in Beatnik Editor Session files and RMF files, and any Instrument you create can use
any Sample(s) — including built-in General MIDI and Beatnik Special Samples.

* Multiple Instruments can share the same Samples — For example, Sample X is used by both
Instrument 2 and Instrument 3.

» Samples can only be played by means of Instruments — To use your own Sample in an RMF
file, you'll need to import the sample into your Session document and use it in an Instrument.
This is necessary because RMF doesn’t provide any way to play Samples directly. The only
way to play a specific Sample is to play a MIDI note on an Instrument that uses that Sample.
That note can come from playing the RMF file’s Song, or by way of the Music Object
noteOn() OrplayNote() methods. (The only place where this dependency on Instruments
doesn'’t exist is in th8ample Editor window, when you're working on the Sample directly.)

* Instruments can modify the pitch and sound of Samples — Most Instruments will play a Sam-
ple at different pitches, depending on the MIDI note being played. Instruments can also
dynamically shape the sound by applying volume envelopes, filtering, moving the sound
between the left and right speakers, and altering the pitch independent of the note being
played. Thdnstrument Editor pages contain all the controls for the processing and modifica-
tion blocks available in each synthesizer voice:

Synthesizer Voice

Volume
Envelope

Filter

Freq Q Tone Volume

Modulators

Technically, an Instrument definition is a collection of settings for these same synthesizer voice
blocks — the set of Samples needed for an Instrument, the Keymap that specifies what Sample to
use for each received MIDI note, and the values to use for all the block parameters.

Instrument Bank Organization

Like many musical instruments, the Beatnik playback software includes built-in Instrument defi-
nitions — in this case, over 300 of them. Instruments are divided into three Banks: the built-in Gen-
eral MIDI and Beatnik Special Banks, and the Custom Bank space for Instruments that you make
and included in your RMF files.

Each Bank consists of two sets of 128 Instruments each. Melodic Instruments are numbered 0—
127, and are ‘normal’ Instruments that can be played at pitches ranging across the keyboard.

The Percussion Instruments are treated differently. The 128 Percussion Instruments in each bank
make up a ‘drum kit’ that puts a different Instrument on each of the 127 MIDI note numbers. So
with Percussion Instruments, playing different notes produces different Instruments, instead of
playing a single Instrument at different pitches. This Percussion behavior is a part of the General
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MIDI standard, and is ordinarily used only on MIDI channel 10; however, in Beatnik playback
software any set of MIDI channels can use it (4831 Channel Modes).

Bank Number and Name Description
Bank 0: General MIDI Melodic Yes The first bank is organized according fo
p 5 the General MIDI specification, for
ercussion compatibility with all Standard MIDI
Files.
Bank 1: Beatnik Special | Melodic Yes The second bank is organized similarly
p ; to the GM bank, but includes unique
ercussion sounds beyond the GM set, and Web
appropriate sound effects, all created py
Beatnik artists.
Bank 2: Custom Melodic No The third bank provides room for youl
p ; own Custom Instruments, including
ercussion variations on the built-in instruments.
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How Do I...

Quick-Start tips for the most common Beatnik Editor tasks.

Topics:
How Do I...

...Get some Help?

..Make an RMF File from a WAV or AIFF file?
...Make an RMF File from a MIDI file?

...Link the Beatnik Editor with my MIDI Sequencer?
..Make my own Instruments?

..Change the Built-In Instruments?

...Change the Built-In Samples?

...Get my MIDI and Digital Audio Files into my Session?
..Make my Samples Smaller?

...Enter my Copyright Notice?

...Enter the Song Title and Performer Credits?
...Encrypt / Protect my Music?

...Get some Help?

If you run into difficulty installing, registering, or using the Beatnik Editor, and can’t find an
answer in the Online Help or User’s Guide, then contact Beatnik Customer Support via the
Beatnik Web site:

http://www.beatnik.com/?editor-support

...Make an RMF File from a WAV or AIFF file?

Follow the steps above, undBasic Operation: Converting a Sample File to RMF.

...Make an RMF File from a MIDI file?

Follow the steps above, und@asic Operation: Converting a MIDI File to RMF.

...Link the Beatnik Editor with my MIDI Sequencer?

Follow the steps for your sequencer in kivikking to Your Sequencer section.

...Make my own Instruments?

Create a new Custom Instrument in hinstruments tab of your Session document, then edit
it with the Instrument Editor (select the Instrument, then selBdit Instrument from the
Instrument menu). For advice on making better Instrumentsgditimg Instruments.

To use your own Samples in the Instrument, you'll first have to import them ir8arthe
ples tab of your Session document.
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...Change the Built-In Instruments?

Strictly speaking, you can't edit the built-in Instruments — but you can do something almost
as good. Just copy any built-in Instrument to your Custom Instrument bank, then make your
changes to the copy, and include the instrument in your exported RMF file. You'll be starting
from the exact same high-quality Instrument used in the Beatnik Bank files for the Beatnik
Player, Beatnik Xtra, and the other Beatnik Playback player software. This is a good way to
keep your RMF files small — your Instrument can use the built-in Samples, without having to
include them in your RMF file.

...Change the Built-In Samples?

Sorry, you can't copy or alter the built-in Samples — although you can create your own
instruments that use them in ways different from the built-in Instruments (see previous
item).

...Get my MIDI and Digital Audio Files into my Session?

There are several ways to import MIDI and audio files into your Session:

» Drag any number of MIDI files and/or audio files from the desktop into the Ses-
sion window. (To import MIDI, the Songs tab must be showing.)

* Go to theFile menu and select tHmport command, the use the dialog box to
navigate to any directory and open any number of MIDI and/or audio files.

* Drag a Song, Instrument, or Sample from one Session window to another Session
window.

* Copy a Song, Instrument, or Sample in one Session windowpPtste it into
another Session window.

Importing a file creates one or more new items in your Session document:

* Importing a MIDI file into a Session produces a new Custom Song.

* Importing an RMF file into a Session producesngported RMF Song — a special
kind of Song that can only be played, not edited, due to the security of the RMF
format. This is useful mainly for testing exported RMF content.

* Importing an audio file (MP3, WAV, AIFF, or AU) into a Session produces a new
Custom Sample.

If the Instruments tab of the Session window is showing at the time, the import also
produces a new Instrument that uses the newly imported sample.

If the Songs tab of the Session window is showing at the time, the import also pro-
duces both an Instrument that uses the newly imported sample and a Song that plays
that Instrument at the Sample’s natural pitch for the duration of the sample. This
makes it easy to convert a sample to RMF: to hear the sample at its natural pitch, all
you have to do is play the RMF file.
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...Make my Samples Smaller?

You can make a Sample smaller by:

* Using theCompression... command in th&ample menu.

* Using theSample Editor window to reduce the Sample length by trimming away
unnecessary material from your sample’s attack, loop and release segments.

» Converting stereo Samples to mono in another sample editor program.

* Reducing the sampling rate in another sample editor program. Although Beatnik
supports sample playback rates as high as 44.1 kHz, in many cases you can get
acceptable results with 22kHz or lower rates.

* Limiting the number of Custom Samples used in each Song.

Note: Reducing the number of bits from 16 to 8 isn’t recommended, unless you really
like jJunky sound. Data compression (see above) will give you far greater space savings
and much better sound than linear 8-bit audio provides.

...Enter my Copyright Notice?

...Enter the Song Title and Performer Credits?

In theSongs tab of your Session document, select your Song and then Smigdnfo...
from theSong menu. TheSong Info dialog box will appear, where you can enter your text
information for the exported RMF file.

...Encrypt/ Protect my Music?

You don't have to take any extra, special steps to protect your music — whenever you're
working in Beatnik, that’'s automatic. Every RMF file you create is always encrypted.
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For Musicians

Worried it might be hard to make music with Beatnik? Well, relax — if you've done any MIDI pro-
duction, you already know almost everything you'll need to know to get great resultBoiT his
Musicians section will explain the rest, one topic at a time:

Heading... Covers...

Orientation Basic concepts of the Beatnik musical environment

The Beatnik MIDI Playback How the programmer controls the playback sequencer
Sequencer

The Beatnik MIDI Synthesizer Playing it, special features, creating Instruments

Production Technique Tips General guidance on making music for Beatnik
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Orientation

Producing music and sounds for Beatnik is a lot like working with a small MIDI studio. The Beat-
nik software gives you a playback-only MIDI sequencer, a 64-voice multi-timbral stereo MIDI
wavetable synthesizer, and a mixer with reverb and chorus effects.

The Beatnik Playback Software includes all this:

Beatnik MIDE| Beatnik MIDI Synthesizer |54*?2 Beatnik II(I )))
MIDI Playback > Wavetable 64 voice —=| Audio Mixer
Sequencer Stereo Multitimbral Reverb & Chorus —Pﬁq )))
Built-In Space for
Banks Custom Bank

The Beatnik MIDI Synthesizer comes with built-in Banks containing hundreds of Instrument
patches and Samples. You can also use your own Custom Instruments, which you create with the
Beatnik Editor, based on built-in Samples, your own custom mono or stereo Samples, or both.

Custom Samples can be anything from short instrumental sounds to long audio mixes, with sus-
taining loops if you want. (Long custom Samples are good for adding vocals to a MIDI piece, or
for building interactive multi-track audio remixers.)

Key Concepts

While many aspects of Beatnik will be pretty familiar, you should keep a few new concepts in
mind:

The Beatnik MIDI Synthesizer

* The Beatnik Editor includes the Beatnik software synthesizer — and you can play it in real
time using MIDI as you work on your composition and arrangement in your MIDI sequencer
or play your controllers. This ensures that the music your listeners hear will be the music you
intended. (Sekinking to Your Sequencer.)

» The Beatnik synth can be “played” by several different things at once: by your musical score,
or by programming on your Web site, game, Shockwave movie, etc. Even if more than one
source is triggering notes, there’s just the one synthesizer to play them all. So, program
changes on a given MIDI channel will affect all notes played on that channel, regardless of
where those note messages “came from.”

* The same is true for mixer volume, pan and effects settings, such as reverb. If your sequence
assigns a reverb send level to a particular channel, sounds played through the same channel by
the Web page will share the same reverb settings.

|
Document Version 2.1.0 © 1998-2001 Beatnik, Inc.



Beatnik Editor User’s Guide / “

The Beatnik Editor

The Beatnik Editor provides sequence playback only, not MIDI recording or editing, so you
won't build your composition in the Beatnik Editor. Instead, you'll create your music in some
other MIDI sequencer program, export the sequence as a Standard MIDI File, and import that
MIDI file into your Beatnik Editor Session document. The imported MIDI file becomes a new
Song in your Session.

In addition to the imported MIDI notes, you can assign each Song a mix level and reverb type
to use when played.

You can also use the Beatnik Editor to modify the built-in Instruments, or to add new Samples
and create your own palette of sounds — essentially, as a patch editor/librarian for Beatnik
Instruments. You probably know that large Samples can produce slow downloads — and that’s
why Beatnik also gives you data compression tools for juggling each Sample’s size against
quality, to find the best trade-off for each one.

RMF Files

All Beatnik playback software is optimized to pBigh Music Format files RMF) — and the
purpose of the Beatnik Editor is to create them. A typical RMF file includes your MIDI file

and any custom Instrument patches and Samples you're created for that song. RMF files can
also embed copyright, licensing information, composer and performer credits, and similar
information. The entire RMF file is encrypted, to help you control your intellectual property.

You'll deliver your music and sounds as RMF files, not audio recordings like DAT, CD-R,
WAV files, etc. (Actually, yowcan export digital audio versions of your Beatnik songs from

the Beatnik Editor — but the files get huge, and they’re not interactive. RMF is almost always
the better choice.)

For Beatnik on the Web, a webmaster will place the RMF files you create onto the Web site,
and add commands to its Web pages so that your music and sounds trigger and play as Web
users browse the site. (If you're versatile, the webmaster may be you!)

Interactivity

Interactivity is a major element of Beatnik. Your Song can play the same way each time
(yawn), or it can change dynamically in response to your listener’s actions (wow!). For exam-
ple: special sounds triggered by mouse-clicks, or musical arrangements that change dynami-
cally over time.

Interactivity isnot defined in the Beatnik Editor. Instead, the programming that makes up the
Web site, movie or game will monitor the user’s actions and send commands to the Beatnik
Player. These commands (in JavaScript, if you're interested) can mute or unmute MIDI file
tracks or MIDI channels, trigger built-in or custom sounds, start or stop song playback, and
much more. SeBlaying the Beatnik MIDI Synthesizer.

Unless you're a programmer as well as a musician, the interactive control of your Song will
probably be implemented by someone else. You'll hand off RMF files to your programmer or
Web page author, along with suggestions on where and how each Song should be used. Stay-
ing involved and maintaining good communication with your programmer is critical to
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achieving good interactive results!

* It’'s possible to create an RMF file that has only Instrument and Samples, but no musical score
(no MIDI file). This would be appropriate when the Web site needs to play sound in response
to user actions, but doesn't use a traditional music track. This form of RMF file is called
RMFX.

That'’s the high-level view of what working with Beatnik is like for a musician. The rest diothis
Musicians section explains all the details.
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The Beatnik MIDI Playback Sequencer

All Beatnik player software includes a simple MIDI sequencer that's used to play back the
imported MIDI files embedded in your RMF files.

RMEF File > II[‘
_ Beatnik MIDI Beatnik )))
MIDI File == MIDIPlayback ——— MIDI Synthesizer :] ))

Sequencer
Because this is a playback-only sequencer, there’s no way to record or add new tracks, notes, or
other MIDI events while a Song is playing. There’s also no way to directly control starting, stop-
ping, pausing, or resuming from within your MIDI file.

The sequencer’s ‘transport controls’ are instead handled with the Music Object programming
interface — in JavaScript for Web pages, or in Lingo for Director, Shockwave, and Flash projects.
(C and C++ developers can achieve the same results with the Beatnik Audio Engine Client API).
It's completely up to the Web page developer, Director author, or C/C++ developer to tie the user’s
actions to the musically correct starting and stopping operations. In other words, the program-
mer’s the one who gets to press the ‘play button’. RMF files are usually made to start playing
immediately upon loading, but the programmer has control over that too.

This means that your MIDI file is essentially a resource that gets used by the playback sequencer
— the MIDI file doesn't get to touch the transport controls on its own.

Note: To a designer of interactive music, that means that nearly all interactive, adaptive
effects will have to be achieved using just the tracks, notes, and other MIDI events stored in
the Standard MIDI File — basically, you need to put all your dynamic variations and alterna-
tives into the MIDI file, and rely on interactive track and channel muting to control which
parts are exposes and when. This muting and unmuting is also controlled not from the MIDI
file itself, but with the Music Object interface (or Beatnik Audio Engine Client API). Again,
the Web page developer, Director author, or C/C++ developer must make the musically cor-
rect link between user actions and muting and unmuting operations.

Tip: The one exception to this rule of developer control idAttvanced Technique we call
Automatic Looping and Track Muting. This involves using your MIDI sequencer program to
place certain markers and MIDI controller events in your MIDI files before you import them
into the Beatnik Editor. When the Beatnik Audio Engine encounters these items in RMF
files, it interprets them as embedded ‘instructions’ that define the starts and ends of looping
regions, and then selectively mutes and unmutes a different set of your tracks at each pass
through the loop. (Sekutomatic Looping and Track Muting for the details).
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The Beatnik MIDI Synthesizer

All Beatnik playback software uses the same sound generator: a high-quality, multitimbral wavet-
able synthesizer implemented completely in software. It includes a built-in General MIDI sound-
set Bank, plus a ‘Beatnik Special’ Bank of more interesting alternatives. You can also create your
own Custom Instruments using either the built-in Samples or your own Samples. The synth can
respond independently to all 16 MIDI channels, with a separate Instrument for each channel, and

up to 64-voice polyphony.

MIDI In—>»}

=)
)

Beatnik MIDI Synthesizer

Instruments

Samples

General
MIDI
Bank

I
Built-In Custom
Samples Samples

Custom
Instrument
Bank

Beatnik
Special
Bank

You can think of the Beatnik Editor as patch editor/librarian for this synthesizer — you'll use the
Beatnik Editor to create your own Custom Instruments and variations on the built-in ones. You'll
collect Beatnik Instruments and Samples in your Beatnik Editor Session documents, and work on
them using the Beatnik Editor.

The rest of this section explains all the details of working with the Beatnik MIDI Synthesizer, bro-

ken down by topic:

Heading...

Covers...

Synthesizer Voice Architec-
ture

The Keymap, Envelopes, Filter, and other elements that make
up the synth voice

Playing the Beatnik MIDI
Synthesizer

High-level view of how the synthesizer responds to MIDI —
from RMF files or from live MIDI input in the Beatnik Editor

Instrument Bank Organiza-
tion

Including a quick survey of the built-in Instruments

Controlling the Mix

How to control level, pan, and effects

MIDI Implementation

Low-level details of how the synthesizer responds to specific
MIDI messages

Building Your Own Patches

High-level view of how Instruments and Samples are orga-
nized, and how to work with them in the Beatnik Editor

Editing Instruments

Specific techniques for improving your patches
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Synthesizer Voice Architecture

Like all wavetable synthesizers, Beatnik Instruments are created by combining one or more sam-
ples, spread across the keyboard. A large number of built-in Samples are provided, and you can
also add your own. Samples are played through a resonant Comb Filter, a Volume Envelope, and a
Pan control into Beatnik’s internal mixer.

Synthesizer Voice

Gain
Envelope

Volume

Modulators

Modulation

Up to five modulators per voice are also available — and they'’re really flexible. Each modulator
has two sources: an LFO (low-frequency oscillator) and an envelope. You can pick just the LFO or
just the envelope, or use both with the envelope acting as an LFO depth control. You can set the
LFO shape and frequency, and you can edit the envelope.

Each modulator can send to any one destination: the Instrument’s Volume, Pitch, Pan, or any of
three Filter parameters. Each of these destinations can receive from any combination of the five
modulators, which gives you room to create extremely complex modulation effects if that's what
you want to do.

| Sample |—> . . )
Filter Gain II(‘ ))
: Keymap |, —p Envelope —»t Output
| Sample |‘> Pitch Freq Res Tone Volume Pan —PEQ )))
Up to five
Modulator 1 odulators are
available per
Modulator 2, voice
Each Modulator
Modulator 3 can send to one
destination

Modulator 4

Each destination
can have up to
Modulator 5 five Modulators,
summed together
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Playing the Beatnik MIDI Synthesizer

The Beatnik MIDI Synthesizer generates sound in response to MIDI events received from a vari-
ety of sources. The MIDI sources available in the Beatnik Editor — that is, at authoring time — are
different from the MIDI sources that will be available when the RMF file is played back in a Web
page, Shockwave movie, or application.

At playback time — that is, in the Beatnik Player, Beatnik Xtra, BAE or other Beatnik playback
software — MIDI input can come from two different sources:

» From playing the MIDI sequence in an RMF file.

* From individual MIDI note events arriving from the Web page code, Shockwave movie, or
application program.

At Playback Time in the: Beatnik Player for Web browsers,
Beatnik Xtra for Director and Shockwave,
Beatnik Audio Engine for C and C++

Beatnik MIDI Synthesizer | | Audio Out

)

Live MIDI Events

Web Page JavaScript code,
Shockwave Lingo code,
or Application

In the Beatnik Editor — that is, as you’re working on your Instruments and Samples — MIDI input
can come from three different sources:

* From thelive MIDI Input.
* FromThe Onscreen Keyboard in thePlayer window.
* From playing the Songs in your Session files.

In the Beatnik Editor:

MIDI In

Beatnik MIDI Synthesizer Audio Out

] )))

Keyboard
(In Player window)
Live MIDI Input
Sequencers or Controllers

In both of these situations, all MIDI events arriving at the Beatnik MIDI Synthesizer are handled
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in exactly the same way. This section explains how the synthesizer responds to those MIDI events.
See alsoMIDI Implementation andMIDI Implementation Chart.

Note: When the Beatnik MIDI Synthesizer is listening to a musical score and interactive
input at the same timbpth sources are playing the same synthesizétrogram change
messages and level or effects adjustments arriving from either MIDI source will affect the
playback of both of them.
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Instrument Bank Organization

Like many musical instruments, the Beatnik playback software includes built-in Instrument defi-
nitions — in this case, over 300 of them. Instruments are divided into three Banks: the built-in Gen-
eral MIDI and Beatnik Special banks, and the Custom bank for Instruments that you make in the
Beatnik Editor and include in your RMF files.

Every Bank consists of two sets of 128 Instruments each:

* Melodic Instruments are numbered 0-127, and are ‘normal’ Instruments that respond to the
128 MIDI note numbers by playing the corresponding melodic pitches.

» Percussion Instruments are treated differently. The 128 Percussion Instruments in each bank
make up a ‘drum kit’ that puts a different Instrument on each of the 128 MIDI note numbers.
So with Percussion Instruments, playing different notes produces different Instruments, rather
than playing a single Instrument at different pitches.

This Percussion behavior is a part of the General MIDI standard, and is ordinarily used only
on MIDI channel 10; however, in Beatnik playback software you can put any set of MIDI
channels into this mode if you want to (421 Channel Modes).

Bank Number and Name Description
Bank 0: General MIDI Melodic Yes The first bank is organized according to the
- General MIDI specification, for compatibif-
Percussion ity with all Standard MIDI Files.
Bank 1: Beatnik Special | Melodic Yes The second bank is organized similarly t
- the GM bank, but includes unique sound
Percussion beyond the GM set, and Web-appropriatg
sound effects, all created by Beatnik artigts.
Bank 2: Custom Melodic No The third bank provides room for your own
- Custom Instruments, including variations
Percussion on the built-in Instruments.

When you create a new Session in the Beatnik Editor, the Custom bank will be empty, and the
other two banks (GM and Beatnik Special) will be full. You can’t change anything in the first two
banks, however — to modify an existing Instrument, you’ll have to copy it to the Custom Instru-

ment bank, and modify the copy there.

Note: You can drag and drop Instruments and Samples between Session files.
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Controlling the Mix

The Beatnik MIDI Synthesizer gives you control over everything you need to create a finely-tuned
mix: the relative balance between Instruments, their positions in the stereo field, their effect sends,
and the effects processor program. There isn’'t any traditional EQ (equalization, or bass and treble
controls), but each Instrument does ha¥dtar that you can control.

The Beatnik Editor doesn’t have any traditional “mixer window” for working on your mix
(although thePlayer window does havéute andSolo buttons and Reverb setting menu).

Instead, you mainly control the mix by means of MIDI controller messages — which you can
either include in your Song’s MIDI sequence, or send in real time from the Web page’s JavaScript
(or from the game code, Shockwave movie Lingo code, etc.).

Outside of MIDI, the system-wide effects processor program can be set when individual Songs
are played (see tf8nng Settings dialog box), and most of the mix parameters can also be inde-
pendently modulated on a per-voice basis (semstsment Editor window).

Note: Like most MIDI systems, the channels and effects processor in the Beatnik MIDI Syn-
thesizer and Audio Mixer always retain their most recent settings. That means that if your
listener plays some other RMF file before listening to yours, they're likely to have volume
and reverb send settings “left over” from the previous Song. That's why it's a good idea to
always start your Songs’ MIDI tracks with your desired values for MIDI Continuous Con-
trollers 7, 10, and 11 for every MIDI channel you use, and to set the effects controllers once
each (MIDI Continuous Controllers 91 and 93).

Topics:
Volume
Pan

Effects: Reverb and Chorus

Volume

MIDI Continuous Controller number 7 sets the volume on a per-Instrument (that is, per MIDI
Channel) basis. The dynamic volume of individual voices (notes) can also be affected indepen-
dently with modulators in the Instrument definition, and each Instrument has a constant Volume
setting on th@utput Page page of thdnstrument Editor window.

Note: If you're used to using the “expression” controller (MIDI Continuous Controller num-
ber 11) to create smoothly changing volume effects like fade-ins/fade-outs, or crescendo/
decrescendo, be advised that this won’t work in Beatnik. The Beatnik MIDI Synthesizer
interprets controller 11 in an unusual way: values 0-126 are ignored, but a value of 127
boosts volume by 25%. This means that if you want to use a MIDI controller for smooth vol-
ume changes, you have to use controller 7, not controller 11.

Muting MIDI Channels

Although the Music Object programming interface includes Mute commands, aPidyewin-
dow includes onscreen Mute buttons, there is no direct equivalent that can be encoded in MIDI
events. The nearest thing would be to use MIDI Continuous Controller 7 (the volume controller)
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to set a channel’s volume to 0 temporarily; however, doing this would risk getting the volume
wrong when it comes time to un-Mute, as you may not know how the volume controller has been
set in the meantime.

See also: Automatic Looping and Track Muting.

Pan

MIDI Continuous Controller number 10 sets the stereo pan position on a per-Instrument (that is,
per MIDI Channel) basis. The dynamic pan position of individual voices (notes) can also be
affected independently with modulators in the Instrument definition, and each Instrument has a
constant Pan setting on tBetput Page page of thdnstrument Editor window.

Effects: Reverb and Chorus

The Beatnik Audio Mixer has a built-in effects processor that provides a range of preset reverb
programs, some of which include a parallel chorus effect. MIDI Continuous Controller number 90
sets the program for this system-wide effects processor, and you can alsoSeag Se#tings

dialog box to pick an effects program for each Song. Because there’s only one effects processor,
all Instruments (that is, all MIDI channels) will receive the same effect — however, you can turn
each channel’s effects send on and off independently. For the effects programs that offer simulta-
neous chorus and reverb, you also have independent, continuously variable reverb and chorus
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send controls on a per-MIDI-channel basis.

Reverb
Number

Description

No reverb Mono reverbs, no chorus.
Effect send either on or off.

Closet

Garage

Dungeon

Cavern

2
3
4 Acoustic Lab
9
6
7

Small Footprint

Early reflection Stereo, with chorus. Variable send
levels.

9 Basement

10 Banquet hall

1 Catacombs

Note: Reverbs 8 — 11 are only available when the Beatnik Audio Enging is
operating in stereo.

Effects Send Controls

Any MIDI channel can use the reverb and chorus, with an independent send control for each
MIDI channel.

Reverb

MIDI Continuous Controller number 91 is used as the reverb send control, but it's used in two dif-
ferent ways.

» Forreverb types 2 through 7, the reverb send for each MIDI channel is either completely on or
completely off — there’s no fine control over the reverb send. Values of 14 or less for MIDI
controller 91turn a channel’s reverb send off, values of 15 and above turn it on.

» For reverb types 8 through 11, you have much finer control (Early Reflections, Basement,
Banquet Hall and Catacombs — the higher-quality programs). A value of 0 for MIDI controller
91 means no reverb send, and higher settings gradually increase the reverb send level, up to
the maximum of 127.

Note: Many people have found 10 to be a good starting effects level, and send levels over 30
to be too high for many situations — but let your own ears be the judge.
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Chorus

For reverb types 8 through 11 only (Early Reflections, Basement, Banquet Hall and Catacombs),
MIDI Continuous Controller number 93 is used as the chorus send control. This is completely
separate from the reverb send. The chorus send has the same fine-resolution control as the reverb
send: a value of O for MIDI controller 93 means no reverb send, and higher settings gradually
increase the reverb send level, up to the maximum of 127.

Note: Chorus is only available when reverb type 8, 9, 10, or 11 is in use, and the Beatnik
Audio Engine is operating in stereo.
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MIDI Implementation

The Beatnik MIDI Synthesizer, although a piece of software, behaves as if it were a General MIDI
sound module. It responds to the following standard MIDI messages, arriving on any of the 16
MIDI channels:

* Program Change and Bank Select

* Note Events

* Pitch Bend

» SeveralContinuous Controllers

You can use any MIDI sequencer to create a Standard MIDI File containing these messages.
See alsoMIDI Implementation Chart

Program Change and Bank Select

The Beatnik MIDI Synthesizer responds to MIDI Program Change messages, which set the
Instrument that each MIDI channel will use to play its notes. Each channel tracks its own program
number independently, and all notes played on a channel will use the channel’s current program.
Instrument programs are numbered from 0 through 127.

The Beatnik MIDI Synthesizer also responds to MIDI Bank Select messages, which involve the
concept of program Banks. Because 128 Instruments really isn’t enough to hold all the useful
musical Instruments in the world, the need arose to for a way to access more of them. So in MIDI,
a Bank is defined a set of up to 128 Instruments, and a MIDI synthesizer can provide multiple
Banks — for example, the Beatnik playback software furnishes three Banks. The MIDI Bank

Select message (implemented as a Continuous Controller event for controller 0) determines which
of the available Banks a MIDI channel will look to when it receives a MIDI Program Change
message. Each channel tracks its own Bank number independently, and all Instruments used for a
channel — as accessed by MIDI Program Change messages — will be fetched from that Bank until
and unless a different Bank Select message is received.

In Beatnik, MIDI Program Changes access Bank 0 (General MIDI) by default, so:

» If you're only accessing General MIDI instruments in a given channel, you don’t need to
include any Bank Select messages, but

» If you want to access Beatnik Special Instruments (Bank 1) or Custom Instruments (Bank 2)
in your RMF file, you'll have to place a Bank Select message before any Program Change
messages.

For example:

Controller #0, 1 — Selects Bank 1, which is Beatnik Special

Program 1 — Change to instrument 1, Reflection Piano, in the Beatnik Special bank
Program 2 — Change to instrument 2, Flange Piano, in the Beatnik Special bank
Controller #0, 0 — Selects Bank 0, which is General MIDI

Program 1 — Change to instrument 1, Bright Piano, in the General MIDI bank
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Program 2 — Change to instrument 2, Electric Grand, in the General MIDI bank

See also: List of Built-In Instruments in the General MIDI and Beatnik Special banks.

Note Events

MIDI treats every played note as two separate events: one Note On message that specifies the note
number and velocity, and a separate Note Off message arriving some time later (also specifying
the note number). Any MIDI channel can play any number of notes simultaneously, however the
synthesizer does have an overall maximum (usually 56 voices).

Velocity

In the Beatnik MIDI Synthesizer, the velocity in the Note On message always affects the note’s
volume.

MIDI Channel Modes

MIDI Channel Mode determines how a channel will interpret MIDI note events. In addition to the
two MIDI channel modes used in the General MIDI scheme (Normal Percussion and Normal
Melodic modes), the Beatnik MIDI Synthesizer offers a third mode, Pitched Percussion. Each
channel tracks its own channel mode independently, and all notes played on a channel will sound
using the channel’s current channel mode. By default, all channels start up in General MIDI
Mode.

To change a channel’'s MIDI channel mode, send a Non-Registered Parameter Number (NRPN)
with MSB (controller 99) of 5 and LSB (controller 98) of 0, followed by a Data Entry (controller
6) with your desired mode number:

Data Entry

Controller Mode Effect
0 General MIDI Mode On Channel 10, puts the channel into Nof-
(for that channel) mal Percussion Mode; on all other chan-

nels, puts the channel into Normal Melodjc
Mode

1 Pitched Percussion Mode Program Changes select Percussion bagk
sounds, note numbers transpose them a$
though they were Melodic Bank Instru-
ments

2 Normal Percussion Mode Note number selects Percussion bank
sounds (ala General MIDI Channel 10)

3 Normal Melodic Mode Program Changes select Musical bank
sounds, note numbers transpose them.

See also: thAdvanced Techniques section.
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Pitch Bend

Like most instruments, the Beatnik MIDI Synthesizer responds to MIDI Pitch Bend events. Each
channel tracks its own pitch bend value independently, and all notes played on a channel will use
the channel’s current pitch bend value. Value range is 12 bits, with a default depth of 2 semitones.

To change a channel’s pitch bend depth, send a Registered Parameter Number (RPN) with MSB
(controller 101) of 0 and LSB (controller 100) of O, followed by a Data Entry (controller 6) with
your desired bend range in semitones.

For example, to set a channel’s pitch bend range to one octave:

Controller #101, 0 — RPN MSB of 0 — Select Pitch Bend Depth as Data Entry destination
Controller #100, 0 — RPN LSB of 0
Controller #6, 12 — Set depth to 12 semitones, via Data Entry controller
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Continuous Controllers

The following table summarizes the Beatnik MIDI Synthesizer’s response to MIDI Continuous
Controller messages. Each Continuous Controller message contains a controller number and a
value. For further details, see DI Implementation Chart.

MIDI
Controller Number &

Description

0 Bank Select (MSB | Beatnik only responds to the most significant byte (MSB).

Only) Values:

0 — General MIDI Bank

1 - Beatnik Special Bank

2 — Custom Instrument Bank (in RMF file)

1 Modulation If the Instrument uses a Pitch modulator, this controller affects its
depth; otherwise, it affects a built-in uneditable Pitch LFO.
Value Range:
0 (no modulation) 127 (maximum modulation)

6 Data Entry Used after NRPN 640 (Controller Numbers 98/99) to set the MIDJ
Channel Mode for note events.
Values:

0 — Channel's normal General MIDI mode: On Channel 10, puts Ie
channel into Normal Percussion Mode; on all other channels, puts the
channel into Normal Musical Mode
1 - Pitched Percussion Mode: Program Changes select Percussipn
bank sounds, note numbers transpose them
2 — Normal Percussion Mode: Ala General MIDI Channel 10, nots
number selects Percussion bank sounds

3 — Normal Musical Mode: Program Changes select Musical ban
sounds, note numbers transpose them.

7 Volume Value Range:
0 (no sound) 427 (maximum volume).

10 | Pan Value Range:
(stereo position) 0 (full left) —127 (full right). Center i$54.

11 | Expression Value Range:
0 —126: No effect on volume
127: Volume is boosted by 25%

Note: This behavior is different from most other MIDI synthesizer

L4

64 | Hold1 Ordinary sustain pedal.
(Sustain)
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85, | Beatnik Loop & (Available during file playback only)

86, | Mute When stored in a MIDI or RMF file, Controllers 85, 86, and 87 carn be

87 used to loop sections of MIDI data and selectively mute a differerft set
of tracks at each pass through each looped region.

SeeAutomatic Looping and Track Muting.
90 | Master Reverb Sets the Reverb Type. SEffects: Reverb and Chorus.
Type Value Range:
0-1

91 Reverb Send Value Range:

For Reverb Types 2 through 7 — Each channel’s reverb send is eitHer
On (Controller 91 values 15 and above) or Off (Controller 91 values
below 15).

For Reverb Types 8 through 11 — Each MIDI channel has indepen-
dent send levels ranging from O (no reverb or “dry”) to 127 (maximjum
reverb or “wet”).

Seekffects: Reverb and Chorus.

93 | Chorus Send Reverb Types 8 through 11 include a Chorus effect. Each MIDI chan-
nel’s chorus send level can be set independently from its reverb ¢end
level.

Value Range:
0 (no chorus or “dry”) 427 (maximum chorus or “wet”).
Seekffects: Reverb and Chorus.
98, | NRPN Controller 98 — Least Significant Byte (LSB)
99 (LSB, MSB) Controller 99 — Most Significant Byte (MSB)
100, | RPN Controller 100 — Least Significant Byte (LSB)
101 | (LSB, MSB) - Controller 101 — Most Significant Byte (MSB)
Reserved
121 | Reset Equivalent to sending the following set of Controller messages:
All Controllers Bank Select0 (General MIDI)
Mod WheelO (off)
Volumel127 (full)
Pan64 (center)
Expression0 (off)
SustainO (off)
Reverb Levell4 (normal)
NRPNO
RPNO
123 | All Notes Off Standard ‘Panic Button’ to kill all playing notes. Value is ignored.
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Building Your Own Patches

Eventually, you'll want to use a sound that doesn’t exist among Beatnik’s built-in instruments.
When this happens, it’s time to create your own Instrument.

This can be a pretty involved process, so you may find it takes a little practice to get the best
results. You'll need to decide if your sound requires new custom Samples, or if you can just re-use
the built-in Samples and modify them with your Instrument parameters. In many cases you may
be able to get the sound you're after by copying one of the existing built-in Instrument and chang-
ing some of its parameters.

To build your patches in the Beatnik Editor, you’ll useltisérument Editor window, and perhaps
the Sample Editor window. For introductions to these editors, seePtuduction Technique Tips
andEditing Instruments sections below.

Overview for Sound Designers

If you've spent time working with a multi-timbral MIDI sampler or wavetable synthesizer, you'll
find Beatnik’s software-based sampling and synthesis environment very familiar. Alternately, it
may be helpful to think of Samples as the equivalent of a multitrack tape player and the rest of the
Instrument definitions as your signal processing and mixing tools.

Synthesizer Voice

- Gain Output ' )))
Filt utpu
( Iti (:ll' 1) Envglope (default pan
optiona (optional) & volume)
Freq Res Tone Volume m' )))

Modulators

Each Instrument starts with one or more Samples. Whenever your Instrument receives a MIDI
note one Sample is played — and its pitch is optionally transposed — depending on a Keymap that
you design. The Sample is then processed by three further blocks (two of which are optional):

» TheFilter block (optional)
» TheGain Envelope block (optional)
*  TheOutput block
This block contains controls for the Instrument’s default pan position and volume.

The Filter, Gain Envelope, and Output blocks can also be affected by Modulators, which we’ll
talk about shortly.

Beyond the individual voice, each MIDI channel also supports several MIDI Continuous Control-
lers that affect the audio of all notes being played on that channel — including volume, stereo pan,
and other parameters that have parallel controls in the Instrument design. For deGolstimee

ous Controllers.

Finally, all Instrument are mixed together in the Beatnik mixer (not shown above), which provides
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optional reverb and chorus effects with an independent send control for each of the 16 MIDI chan-
nels — seé&ffects: Reverb and Chorus.
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Editing Samples

Goi )
| Sample | Keymap Filter am Output = ))

—> (optional) =P Envelope —pp! (default pan

(optional) & volume)
m Pitch Freq Res Tone Volume Pan —-qu ))

A A A A A A

Modulators

S

Samples are the basic building block of all Instrument sounds. While the Beatnik built-in Instru-
ment banks contain a huge number of Samples, composition-specific sounds like speech, singing,
sound effects, and featured musical sounds generally require custom Samples. To use custom
Samples in an RMF file, you must import them into the Beatnik Editor Session file.

Often you'll find that the Samples you've imported need a little cleaning-up before they’ll work
well in Instruments. You can use the Beatnik Editor’s buiBample Editor window for most

such basic work — deleting unwanted parts, creating fade-ins and fade-outs, adjusting overall vol-
ume, and setting loop points for sustaining. However, if you need to do any more elaborate sample
editing — for example, converting sample rates or turning stereo samples into mono — you’ll need
a separate, full-featured sample editor software package.

About Sample Sizes

Custom Samples can bring your projects a unique edge — but you should be aware that they can
also greatly increase download times, which carries the risk of irritating your users on the Web. In
the Sample Editor, the size of each Sample is showytesused on disk in the info display at

the bottom of the window.

See alsoHow Do | ...Make my Samples Smaller?

Working with the Sample Editor

a Spmmple EASnr- helly 2] =|

The Sample Editor window should feel pretty familiar if you've ever used any sample editing
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application before. The middle section of the window is a waveform editing display that you can
zoom into — on both the time axis and the level axis — and scroll left and right. The loop point
markers appear above the waveform, with a Loop on/off button and editable start and end number
fields below. To edit the waveform, you make a selection by dragging across your desired range
(or using the Select All command), and then use either the Volume Handles, the context menu, the
Sample menu, or the Delete command (in the Edit menu). You can also set the playback sampling
rate, and set the Root Key that the Beatnik Editor will use whenever you ask it to make a new
Instrument using this Sample — automatically correcting for pitch in the Keymap it generates.

Sound Editing Controls

The context menu and the Sample menu contain both edit commands and view control com-
mands, which are explained in the Window Reference section fSanije Editor window:

Clear
Crop
Normalize

Fade In
Fade Qut

Zoom Normal
foom Loop Start
Zoom Loop End
Jump to Loop Start
Jump to Loop End

Select All

The Volume Handles are a little different from any other sample editor you've seen. Whenever you
make a selection, three Volume Handles appear across the top:

Fade-In Fader Fade-Out
HaQ }ndle Handle
El

From left to right, these are the Fade-In Handle, the Fader Handle, and the Fade-Out Handle.

To create a fade-in: Click in theFade-In Handle and drag to the right, releasing the mouse
button where you want the fade-in to finish.

To create a fade-out: Click in theFade-Out Handle and drag to the left, releasing the mouse
button where you want the fade-out to start.

To adjust the level: Click in theFader Handle and drag up or down to turn the level up or
down.

Note: Be sure to listen critically to your sample after boosting, since excessive volume
boosts will cause digital distortion. To boost a selection to its maximum before distortion,
use theNormalize command.
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Looping Tips
Creating a smooth loop can be the most challenging part of creating a custom musical instrument
Sample. Here are a couple of tips:

* Good loops need very similar timbre and pitch at the start and end of the looping region, oth-
erwise the splice between end and beginning will sound jarring. The best loops are usually
found some time after the sound’s initial attack — specifically, after the initial transients have
died down and a stable, pitched tone remains.

» Try setting your loop markers at the positive zero-crossing of one or more cycles of this
pitched tone. For example, in the following illustration two waveform cycles have been
selected as the loop, and the loop stat and end are both at places where the signal crosses the
zero line, moving upwards.

, Al e — an
(l:: 1 ‘j

Two Waveform
Cycles Selected
for Loop

J

Once you find the right pitch, you may need to shift the loop left or right to find a place
where the timbre is stable enough to work well. To move the looping region without chang-
ing its length, drag the middle Loop Handle.
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Editing Instruments

Editing Instrument parameters is usually quicker and easier than editing the underlying Samples
themselves. In addition, creating Custom Instruments (as opposed to custom Samples) has a neg-
ligible effect on user download times. We would encourage you to experiment with Instrument
editing, even if you aren’t creating your own Custom Samples.

Gain
Envelope
(optional)

Volume

Filter
(optional)

(default pan
& volume)

Freq Res Tone

Modulators

Note: You can only edit Custom Instruments, not the Built-In Instruments. You can create
new Instruments from scratch, or copy built-in Instruments to the Custom bank, then edit
them. Instruments can be copied and pasted (or dragged and dropped) between Sessions.

(| Inbrpssend Editer - hello [Bank 2, Aelodic 0] =]

| [ rce e T poe it

Thelnstrument Editor has five Pages:

Heading... Covers...

Keymap Assigns specific Samples (built-in or custom) to ranges MIDI
notes

Filter Sets the peak frequency spacing and resonance used by Beat-
nik's comb filter, and the tone control

Volume Controls the amplitude envelope applied to each note

Output Sets the Instrument’s position in the left-right stereo mix

Modulation Defines up to five modulation sources to further manipulate

an Instrument’s sound
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Keymap

M’ Keymap Filter Gain Output *E(] )))

= (optional) =P Envelope —pp! (default pan

: (optional) & volume)
Pitch Freq Res Tone Volume Pan —Pﬁq ))

A A A A A A

Modulators

TheKeymap Page defines which Samples are played across an Instrument’s keyboard. As a Sam-
ple is played further from its original pitch, transposition artifacts become more apparent. So,
modern samplers and wavetable synthesizers use multiple samples to create a single Instrument.
For instance, a piano could use half a dozen samples originally recorded across a range of pitches.
An Instrument can contain from 1 to 128 of these zones.

See also: Keymap Page in thelnstrument Editor window section.

Filter

[_Sample |+ yoymap Filter Gain Output *E(] )))

—> (optional) [~ Envelope —pp! (default pan

; (optional) & volume)
| Sample |‘> Pitch Freq Res Tone Volume Pan —PEQ )))

A A A A A A

Modulators

TheFilter Page is the second block in the signal path. Each Instrument can use its own Comb Fil-
ter and tone control. The Comb Filter has both peak frequency spacing and resonance settings.

In general, the Filter can liven up the sound of an Instrument, as well mask aliasing or noise in a
Sample. The only drawback is that each Filter uses some CPU power, particularly when its reso-
nance is turned up. When you have a Song that uses a lot of Instruments with Filters, keep an eye
on theCPU Load meter in thePlayer window to make sure it’'s performing within acceptable lim-

its.

The most important Comb Filter setting is its peak frequency spacing. A comb filter has multiple,
fixed peaks evenly spaced across the frequency spectrum. Frequencies in between the peaks are
turned down, removing those components. Peak frequency spacing can be set to a fixed frequency
from 175 to 11,200 Hz. The sound will get progressively brighter and duller as you play across the
keyboard from low notes to high notes, depending on how wide the spacing is.

There is an alternate to a fixed frequency spacing Traek Pitch option causes the filter fre-
guency spacing to increase and decrease as the pitch of the played notes goes up and down the
keyboard. Wheilrack Pitch is enabled, you can allow all notes to have a similar tonal character.

Another important filter control is Resonance. Resonance creates a hump or frequency boost cen-
tered around the cut-off frequency. The higher the resonance setting, the more audible this hump
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becomes. The resonant frequency will follow behavior of the cut-off frequency as described in the
Track Pitch option.

In addition to the Comb Filter, there’s also a Tone Control — a gentle high or low frequency rolloff
filter with a Depth setting:

* When the Tone setting is positive, the Tone Control rolls off high frequencies.

* When the Tone setting is negative, the Tone Control rolls off low frequencies, and the Comb
Filter is bypassed.

Note that you have the option to dynamically sweep any or all of the continuous filter settings
(comb filter frequency peak spacing and resonance, and tone control) —Medulation sec-
tion.

See also: Filter Page in thelnstrument Editor window section.

Player Sample Rate and Filter Frequency
Note: An Instrument with prominent filtering will sound significantly different depending on
whether the listener’'s Beatnik playback software is operating at 22kHz or 44.1 kHz.As a
result, you should set titayer window playback settings to the same sample rate as the
playback system where you plan your music to be played. For the Beatnik Player for Web
browsers, this is 22kHz. For the Beatnik Xtra, JavaSound, or the Beatnik Audio Engine,
check with your programmer to see what sample rate they intend to use. As you work on
your Instrument in the Beatnik Editor, you may want to listen to your song at a number of
different sample rates, evaluate the sound character of each.

Volume

| o )
|L:p'°| Keymap Filter Env:ll:)]pe Output _’E(] ))

—P»  (optional) P — ! (default pan

- (optional) & volume)
| Sample |‘> Pitch Freq Res Tone Volume Pan —PEQ ))

A A A A A A

Modulators

TheVolume Page contains a flexible Envelope Generator that controls the attack, sustain and
release levels of each Instrument’s sound. These levels are shown as an editable, graphical curve
defining the note’s overall volume contour over time.

See also: Volume Page in thelnstrument Editor window section.
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Output

| Sample |—£ Ke . Gain Output
ymap Filter Envelo ;
; . pe
: —> (optional) - (optional) ((g?ol::}nl:z;l
| Sample |"‘ Pitch Freq Res Tone Volume

A A A A A

Modulators

G

The Output Page is the simplest part of the Instrument editor. Here, you can set the Instrument’s
default Stereo Pan position. You can also disable reverb for the Instrument.

See also: Output Page in thelnstrument Editor window section.

Modulation
Keymap Filter Envelape Output —>E(| )))
Modulation Pitch Freq Res Tone Volume Pan R )))
Destinations
Up to five
Modulator 1 odulators are
available per
Modulator 2 voice
Each Modulator
Modulator 3 can send to one
destination

Modulator 4

Each destination
can have up to
Modulator 5 five Modulators,
summed together

Modulators can make an Instrument more dynamic and interesting, but they make no sound of
their own. Instead, they work by changing (modulating) various parameters of the instrument
dynamically in real time. Parameters like volume, filter settings, or pitch can be modulated by low
frequency oscillators (LFO’s) and envelopes. You may have up to five simultaneous modulators
per instrument; it's also OK if your instrument doesn’t use any.

See also: Modulation Page in thelnstrument Editor window section.

As you may know, modulation is a two-part proposition; each modula-tor controls a modula-tee,
if you will. Beatnik has four different types of modulators, and six different Instrument parame-
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ters can be modulated.

Modulator Source Types Modulation Destinations
(Choose One per Modulator) (Choose One per Modulator)
Volume
Low Frequency Oscillator (LFO) Pitch
Envelope , Stereo Pan Position
LFO with Depth Modulator (Envelope) Filter Tone Control
Offset Modulator Comb Filter Frequency Spacing
Comb Filter Resonance

Modulator Destinations

Volume

Modulating the volume of an instrument creates a fluctuation in the Instrument’s level. Those
familiar with the classic guitar amplifier tremolo effect will know exactly how this sounds.

Pitch

Normally, an Instrument’s pitch is controlled by the MIDI note being played, and the pitch bend
wheel (if used). Applying a modulator to the pitch of an Instrument will add a pitch vibrato, war-
ble, bend or other gesture to every note played.

Stereo Pan position

There are three ways to adjust the stereo position of an Instrument’s sound: The Stereo Position
setting in the Instrument Output tab, the use of MIDI controller 10 (pan) and a modulator set to
control Stereo Pan position. Using an LFO to change an Instrument’s pan is an effect often heard
with electronic pianos, giving the sound a back-and-forth motion.

Filter Tone

Use care when modulating the Filter Tone, especially when going back and forth between positive
and negative values. The Comb Filter is disabled when the Tone control value is negative, and
bad-sounding artifacts can occur when the Comb Filter suddenly cuts in or out.

Filter Frequency

Modulating the filter peak frequency spacing of an Instrument allows you to create electronic
swishing and sweeping sounds, without altering the note’s fundamental pitch — sounds you'll rec-
ognize from electronic dance music. This effect is most apparent on Instruments with higher filter
resonance settings.

Filter Resonance

Modulating filter resonance tends to add a pulsating character to each note. If you turn on Track
Pitch (on the Filter page), then you can create a pulsing harmonic at a pitch above or below the
key played by using a semi-tone offset.
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Note that filter resonance is perhaps the most subtle modulation destination. When the filter is not
set to Track Pitch, the effects of resonance in general vary depending on the pitch of the note
played. When Track Pitch is enabled, the behavior of different pitches is more consistent.

Modulator Types

The Beatnik synthesizer supports four different modulator types, all of which are based on two
signal sources — a Low Frequency Oscillator (LFO) and an Envelope generator. Choosing a mod-
ulator type is easier once you understand how they differ:

Modulator Type. Description

Low Frequency Oscillator (LFO)  An LFO applies a continuously repeating wiggle to an
Instrument parameter, such as pitch or volume. This wiggle
continues as long as the note is held.

You can think of an LFO as an invisible monkey turning an
Instrument control knob up and down at a certain rate. If the
knob the monkey is turning happens to be “volume,” you'll
hear the level of that instrument rise and fall periodically,
like the tremolo effect on an old guitar amp.

LFO’s have three important settings: how fast the knob is
wiggled, how far the knob gets wiggled relative to its start-
ing position and the “shape” of the wiggling gesture. In the
Modulation window, these three parameters are represented
by Period, Depth and Shape.

Envelope An Envelope applies a one-time gesture to each note. Once
the envelope is complete, the note continues normally until
released. Use envelopes for any gesture that begins anew
each time a note is struck — for example: a filter sweep, a
pitch bend, etc.

The difference between an Envelope and an LFO is that
LFOs produce a continuously repeating wiggle; by contrast,
Envelopes happen just once per note, regardless of how
long that note is held.

If you've worked with MIDI or digital audio software that
supports mix automation, you might want to think of an
Envelope as an automation curve. When a note is triggered,
the envelope will begin playing, modulating the Instrument
parameter to which it is attached. The difference between
envelopes and automated mixing is that the envelope has the
option to “freeze” during the sustain portion of the note,

then continue after the note is released.
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LFO with Depth Modulator
(Envelope)

LFO with Depth Modulator uses the Envelope to vary the
Depth parameter of the LFO. This creates a wiggling effect
who’s intensity changes over time. Notice how the shape
combines elements of the previous two modulator types —
the envelope modulates the LFO’s depth, but not it’s fre-
guency or shape.

The actual result of this type of modulator is determined by
multiplying the LFO’s Depth setting (0-100%) and the cur-
rent value of the Depth Modulator envelope (-100%-100%).

When using this type, you may want to set the LFO Depth
to 100%, as this gives you maximum control and flexibility
with the Depth Modulator envelope.

Negative Depths: In some cases, an envelope with points at
levels less than zero (in the range of O to -100%) may have
the same result as if the point was simply at zero. In cases
where negative modulation values have an effect, be mind-
ful of envelopes that have points both above and below the
zero line — the modulation’s destination will “invert” its
behavior when the envelope crosses from negative to posi-
tive, which can produce interesting and complex sound
behaviors. Predicting the results before you hear them will
take practice!

Offset Modulator

Offset Modulator combines the LFO and Envelope in a dif-
ferent way. In this type, the LFO’s Depth is still controlled
by the envelope, but the Envelope shape isadsied
together with the LFO’s shape. The result is an “offset,”
which you can seen by comparing the diagram witiLEBe
with Depth Modulator immediately above.

The Offset Modulator adds @mount to use as ADSR %
slider to the Modulator page.

Modulation Tips

Modulation is a classic synthesis technique. Here’s how to get some familiar modulation-based

effects:

» Vibrato: Use an LFO mapped to Pitch. Usually the LFO depth will be set quite low. Note that
if there is a Pitch Change LFO present in an Instrument, the Mod Wheel (MIDI controller 1)
will affect its depth. Otherwise, Mod Wheel will activate a default Pitch Change LFO that can-
not be edited by the user. Using an LFO with a Depth Modulator envelope that slowly ramps
up or down can be very effective.

» Stereo Panning Effect: Use an LFO mapped to Stereo Pan. This can be an adequate substitute
for using a stereo sample; the triangle wave shape offers the smoothest result, square and saw-
tooth are more striking. Using an LFO with a Depth Modulator envelope that slowly ramps up

Document Version 2.1.0

© 1998-2001 Beatnik, Inc.



Beatnik Editor User’s Guide /

or down can be very effective.

» Tremolo: Use an LFO mapped to Volume, or to Filter Frequency withvdilter resonance
setting. Using an LFO with a Depth Modulator envelope that slowly ramps up or down can be
very effective.

» Filter Sweep: Use an LFO mapped to Filter Frequency withigh filter resonance setting.
The LFO rate should be very low (long period). Achieving your desired effect will probably
require a lot of experimentation with adjusting the LFO and Filter parameters.

» Arpeggiator Effects: Modulate Pitch from two or three LFOs with different but arithmetically
related frequencies. This will create repeating arpeggiator-like effects. For example, examine
Special Bank #99, Analog Sequence. Alternatively, offsetting the LFO frequencies by smaller
arbitrary amounts can create interesting and complex effects.
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Production Technique Tips

Although MIDI has a reputation for sometimes sounding flat or mechanical, there are many ways
to make your music more engaging to listeners. Here’s a few tips for enhancing the emotional
impact and richness of your Instrument sounds.

Topics:
Humanizing MIDI Music
Dynamic Level and Pan
Thickening Instrument Sounds

Humanizing MIDI Music

Creating expressive music with MIDI takes a certain amount of care and effort. Here are some tips
that can help your music convey a more human vibe:

* Avoid excessive quantizing. Most MIDI sequencers let you “Quantize” notes to line them up
exactly with the beat. While quantizing can tighten up a sloppy take, it can also leech the emo-
tion from a good performance.

» Create expressive velocity data. A great deal of expression is contained in the note velocity
messages within a skilled musician’s performance. If your notes weren’t played using a MIDI
keyboard or other controller, try adjusting some velocity values manually in your sequencer.
Even randomization of velocity values can help.

* Use volume & modulation controllers. Depending on the Instrument, Modulation or Mod
Wheel (controller 1), may add a ‘vibrato’ effect to the sound. This can help vary the flat,
unchanging sound of looping samples. Use the MIDI volume controller (Continuous Control-
ler 7) to create crescendos, decrescendos, and expressive phrasing in instruments such as
strings, winds, synth pads, etc.

Tip: Continuous Controllers such as Volume, Pan Modulation or Pitch Bend can generate

huge amounts of MIDI information, increasing your listener’s download times. Most
sequencers offer a controller thinning function that reduces these messages while preserving
much of the original gesture. Excessive thinning, however, may result in blocky, or stepped
volume fades or pitch bends — so don’t go to extremes.

* Fine-tune note lengths. The length of notes conveys a great deal of expression and can make a
performance sound more lifelike, especially with basses and sustaining instruments such as
strings or woodwinds. Pay attention to whether the notes sound better detached, or legato
(end-to-end).

Dynamic Level and Pan

Volume and Pan are fundamental mixing tools. You can set fixed Pan positions for Custom Instru-
ments, but beyond that, all level and pan settings will be part of your MIDI sequence, or the result
of interactive Music Object function calls arriving from the Web browser, Director Movie, or

game.

* \Volume is set on a per-MIDI-channel (per-Instrument) basis, using MIDI Continuous Control-
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ler 7.

* Panis also set on a per-MIDI-channel (per-Instrument) basis, using MIDI Continuous Con-
troller 10.

It's a good idea to include a Volume and Pan message for each MIDI channel at the start of the
Song. These settings can be changed during the song by placing appropriate controller messages
on specific channels throughout your sequence.

Thickening Instrument Sounds

There are many ways to add depth and texture to the mix. Here are some examples:

* Doubling: Playing the same part simultaneously with two different Instruments, on two MIDI
channels, is the simplest method for creating a rich, full sound. It is especially effective in an
environment like Beatnik where Web bandwidth constraints discourage large samples.

* Detuning: Try doubling the same Instrument on two MIDI channels, but send a small pitch
bend message to one of them at the start of the Song. The result is similar to a “chorus” effect.
Experiment with similar vs. different Pan settings for the two channels. Varying the amount of
pitch bend during the Song can also be effective. SettingPrtulwBend to a small value
gives you greater resolution when setting subtle detuning offsets.

» Stereoizing: Double an instrument on two MIDI channels and pan them to opposite sides, then
delay the MIDI events on one channel slightly. Echo effects can be created by longer MIDI
event delays. For a better echo effect, reduce the velocities of the notes in the later ‘echo’
track.
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Linking to Your Sequencer

The primary purpose of the Beatnik Editor’s Live MIDI Input feature is to let you drive the pro-
gram’s software MIDI synthesizer with the MIDI output stream from your sequencer program, so
that you can hear how your pieces will actually sound when played back in a Web page, Shock-
wave movie, or other Beatnik playback environment. It also lets you work on your arrangements’
Instruments and notes at the same — much better than having to save a MIDI file and import it
every time you want to hear the results of a change.

Note: Before you can link the Beatnik Editor to your MIDI sequencer, you'll have to set up

your system MIDI software and/or hardware to suit your particular situation and computer.
Full details are provided for each sequencer below, or if your sequencer is not listed here,
see thd.ive MIDI Input section

Note: The caveats for usirigve MIDI Input section also apply when linking to a sequencer,
including latency (delays between MIDI notes going in and sound coming out) and Program
Change conventions (see ttiee MIDI Input section).

Once your computer is correctly set up to route MIDI, most MIDI sequencers will automatically
handle most of the details of driving the Beatnik Editor. However, you may need to do a little
manual set-up work in the sequencer. The remainder of this section covers how to set up several
popular sequencers to drive the Beatnik Editor’s Live MIDI Input.

Windows:

Linking with Cakewalk Pro

Linking with Cubase VST/24 3.7 (Windows)
Linking with Cubase VST/24 5.0 (Windows)
Linking with emagic Logic Audio (Windows)

Mac 0S:

Linking with MOTU Digital Performer

Linking with emagic Logic Audio (Mac 0S)
Linking with Steinberg Cubase VST/24 (Mac 0S)
Linking with Opcode Vision DSP

See alsoLive MIDI Input.
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Linking with Cakewalk Pro

(Windows)

Beatnik has verified compatibility with Cakewalk Pro version 8.03 through 9.03, as well as Sonar
1.0.1.

Note for Windows 2000 and NT Users: You should be prepared for a certain amount of
irregularity in live MIDI event timing, as these operating systems are optimized for
server processes, not real-time media presentation.

Setting Up
1. Install some form of MIDI linking software on your PC, following the supplied installation
instructions.
We support two different freeware linking utilities: MIDI Yoke and HUBI.

* MIDI Yoke can be downloaded off the net. As of May, 2001, the most reliable
place to get it is:

http://www.midiox.com/myoke.htm
If this site is inaccessible, do a search for MIDI Yoke and something will turn up.
» The HUBI Loopback Device is also available for download off the net at:
http://www.geocities.com/SiliconValley/Vista/2872/hmidilb/hmdIpbk.html
2. Install Cakewalk Professional on your PC, following the supplied installation instructions.
3. Restart your computer.

This will enable the MIDI linking software, so that Cakewalk and the Beatnik Editor can
detect it.

4. Launch the Beatnik Editor.

Always launch the Beatnik Edittwefore Cakewalk. Otherwise Cakewalk won't detect the
Beatnik Editor at the other end of the linking utility.

5. In the Beatnik Editor, select the linking utility as your MIDI input source.

Go to theFile menu and select tiRreferences... command, then in tHereferences dialog
box select your linking utility as your MIDI input source:

« If you're using MIDI Yoke, choose one of the three junctions.
* If you're using HUBI, choose LB1.
6. In the Beatnik Editor, make sure you have one or r8ession windows open.

1. If you want visual linking, click on thinstruments tab in aSession window.
8. Launch Cakewalk.

The first time you open Cakewalk, it will prompt you to set your MIDI ports. If Cakewalk
was already installed on your computer, go toldeds menu and select tHMIDI Devices
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command. Th®ort Selection dialog box will appear.

9. In thePort Selection dialog box, choose whatever inputs you have in your MIDI setup, and
select a MIDI Yoke junction for output.

When you've finished your selections, the dialog box should look something like this:

MIDI Ports |
Click on dewvices to select ar deselect MIDI ports.
Input Ports: Dutput Ports: Ll
I15E MidiSpaort 252 Input & FIDI 'oke Junction: 1 Canicel
I1SB MidiSport 242 Input B LE1 4'
SB Livel MIDI In[10ED] MIDI b apper
LE1 5B MidiSport 22 Output &, Help |

TT5S Yirtual Piano In IISE MidiSport 22 Qutput B
k1D oke Junction: 1 Creative 558 Synth

& 5B Livel MIDI Synth

B: SB Livel MIDI Synth

SB Livel MIDI Out [10E0]

10. Click the OK button and exit Cakewalk.

Working with Cakewalk and the Beatnik Editor

Remember: Alwayslaunch the Beatnik Editor first.
1. Launch the Beatnik Editor.

Launching the Beatnik Editor first ensures that Cakewalk will be able to find it when Cake-
walk starts up.

2. Launch Cakewalk.

At this point playing any attached hardware MIDI input devices (MIDI keyboards, MIDI
drum pads, etc.) should produce sound.

If not, try closing both applications and reopening. If you still do not have sound, it's possi-
ble that Cakewalk detected MIDI feedback and disabled the port you selected. Recheck all
MIDI device settings, then restart your computer.

3. In Cakewalk, open your sequence.
4. Set up your Tracks to play back on the Beatnik Editor MIDI synthesizer.
You can set all playback selections in Cakewdlkdsk Properties window: MIDI channels,
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banks, and patches.

E;{Ameri-::ana - Track

Mame Source | Kep+| Wel+ Time+ Part | Chn | Bank Patch YWal | Pan | Size
T o [ 1
1 | drums MIPSERY Jo kAID 0 0 Of g 1-M1| 10 - Acoustic Bass a0( G4 133
2 | bass M 5 R 1] 1] 0f v 1-MI 2[ - Acouztic Bazs | 127 70 ar
3 | banjo M| S| R 0 0 0] v 1-l 3 - B anjo 127 490 128
4" fiddle M| S R 0 0 0] & 1M 4 Fiddle 97| &0 E72

Double-click in thelrack area, under any of these lab&8eurce, Port, Chn, Bank, or Patch
TheTrack Properties window will appear.

Track Properties |

Track 1 - drumsz -
k.,
Source: Cancel |

Fioit: I 10100 ok Junction: 1 ;I Instruments. .. |
LChannel: I 1 j Help |

Bank Sel =
M?a?hnd? ect IN::-rmaI ;I
Bank: I-nu:une- j
oy
Fatch: I -Hore- j

Keyee  J0 = Pan: |54 =
Yelocihy+: ||:| g Yolume: IED g

To drive the Beatnik Editor, yodrack Properties must be set as follows:

» Source — None

* Port — Depends on the MIDI routing utility you're using. SeledIDI Yoke
Junction: if you're using MIDI Yoke, oiLB1 if you're using HUBI.

* Channel — Any channel 1 through 16.
Notes:
— Visual linking between Cakewalk and the Beatnik Editor only exists on channel 1.

— Channel 10 is always going to be the Percussion (General MIDI ‘Drum Channel’).
So, if you choose Bank 1 and Channel 10, you will be playing Bank 1, Beatnik Special
Percussion Instruments in the Beatnik Editor. Any other channel on the same Bank
will play Beatnik Special Melodic Instruments.

» Bank Select Method — Controller O
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» Bank — The Beatnik Editor includes banks 0, 1, and 2, each having both a
Melodic set and a Percussion set.

Note: You have to manually type the bank number.

Bank 0: General MIDI Melodic Instruments (on channel 10: General MIDI Percussion

Instruments)

Bank 1: Beatnik Special Melodic Instruments (on channel 10: Beatnik Special Percus-

sion)

Bank 2: Custom Melodic Instruments (on channel 10: Custom Percussion Instruments

 Patch — Whatever Instrument you want. Unfortunately, Cakewalk doesn't list
patch numbers in the playback patch choices. Instead, it lists General MIDI
Instrument names. So, if you're in either Bank 1 or 2, you have to count to get the
right Instrument. Or, if you're on channel 1, you can surf through the Beatnik
Editor’s patches and find the one you want.

Tip: See thdioodies folder for an Instrument Profile for the Beatnik Editor. With this pro-
file, you won't have to count Instrument numbers to find patches.

When completed, thirack Properties settings should look like this:

Track Properties

Track 1 - durng ITI
Source: I-nu:une- j Cancel |
Pat: I S 1-M1D1 Y oke Junchion: 1 j Instruments... |
LChannel: I 1 j Help |
Bank Select
Method: Il:l:untn:uller 0 j
Bank: I‘I j
F'at-:b: Aooustc Bazs
Eep+: I':' % Pan: |E4 §

g = . *
Velocity+: ||:| 5 Walume: IED 5

]|

Inserting MIDI Bank Select and Program Change (Patch

Change)

Events Into Your Sequence

In order for you to be able to export a MIDI file from Cakewalk, import it into the Beatnik Editor,
and convert it to an RMF file that plays the same MIDI instruments every time, it is necessary to
place the Bank Select and Program (patch) Change events in the MIDI event list. Some sequenc-
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ers will insert the ones you set in the playback area, but not Cakewalk.

1. Open a Track in thEvent List window.

Select a Track that contains notes that you want to drive the Beatnik Editor, then go to the
View menu and select thwent List command. ArEvent List window will appear:

%Americana - Event List - Track 1 M= E3
J]I T Iﬁl P |_E|| ﬁlnmln?ﬁl ll“!’Imml'T'll:lh'lf’H:llEl f|-=-'C| C I I 3
Trk HMSF MET Ch | FKind Data | |
1 00:00:32:18 £4:01:000] 10| Mate C3 127 :l
1 00:00:32: 25 E4:02:000, 10| Mate L3 127
1 00:00:32:25 E4:02:000 10| Mate Fi3 127
1 00:00:33:03 B5:01:000 10| Mate C3 127
1 00:00:33:11 E5:02:000 10| Mate C3 127
1 00:00:33:11 B5:02:000 10| Mate FH3 127
1 00:00:33:19 BE:01:000 10| Mate C3 127
1 00:00:33: 26 BE:02:000 10| Mate C3 127
1 00:00:33: 26 BE:02:000) 10| Mate Fi3 127
1 00:00:34:04 E7.01:000 10| Mate G4 7B
] 00:00:34:04 E7.01:000 10| Mate C3 127
KI W

2. Indicate the time for the Bank Select and/or Program Change, and ofBamkjfatch
change dialog box.

In theEvent List, select the spot where you want the Program Change and/or Bank Select
event to go, then go to thesert menu and select tHBank/Patch change... command.

To set a single Instrument for the whole Track, select the very first event and insert the
change there.

TheBank/Patch change dialog box will appear:

B ank/Patch Change |

Channel 10 Cancel |

Help
Bank Select 4'
Method: IEDntrDIIer 1] j

Bark: |1 j

Batch: Electric Grand Piang J

3. In theBank/Patch change dialog box, indicate what Bank and/or Program you want to use.

* Set theBank Select Method to Controller 0, then manually enter the Bank num-
ber. Use O, 1, or 2:

Bank 0: General MIDI Melodic Instruments (on channel 10: General MIDI Percussion
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Instruments)

Bank 1: Beatnik Special Melodic Instruments (on channel 10: Beatnik Special Percus-
sion)
Bank 2: Custom Melodic Instruments (on channel 10: Custom Percussion Instruments

* Next, click onPatch and select your desired Instrument from the pop-up menu.
Note: Cakewalk lists Instruments by General MIDI instrument names, not MIDI program
numbers. This works fine for Bank 0, but in Bank 1 (Beatnik Special Instruments) and 2
(Beatnik Custom Instruments), you'll have to count items to get the right Instrument num-
ber.

Tip: If you're on channel 1, you can surf through the Beatnik Editor patches to find the one
you want. Just look in the Beatnik EditodavaScript window to find the instrument num-

ber, then type that number into the Event List, replacing the Instrument name. Or, if you've
already recorded notes in the Track, just choose the instrument name you s@#taickthe
Properties dialog box.

Tip: See thdioodies folder for an Instrument Profile for the Beatnik Editor. With this pro-
file, you won’t have to count instrument numbers to find patches.

When you're finished, the dialog box should look something like this:

B ank/Patch Change

Part: 1 K.
Channel. 10 Cancel

Help

gl

Bank Select [
Method: 3
Bank: I j
=]
Patch: I.-'lu:u:-ustiu: Grand Fiano j

Tips:
» Save your work often

* Remember that to ensure consistency of sound, your playback settings should
match thekvent List.

Moving Your Sequence Into the Beatnik Editor and the RMF

Format

When you're finished inserting all your Bank and Patch changes, and your notes are all sounding
the way you want them, save your sequence as a Standard MIDI File. Then, in the Beatnik Editor,
Import that MIDI file into aSession window (or just drag it into th8ongs tab of aSession win-

dow), Play the song as a check, and finally export it as an RMF file.
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Linking with Cubase VST/24 3.7 (Windows)

Beatnik has verified compatibility with Cubase VST, VST Score, and VST/24 for Windows, ver-
sion 3.7. For version 5.0, see the next section.

Note for Windows 2000 and NT Users: You should be prepared for a certain amount of
irregularity in live MIDI event timing, as these operating systems are optimized for
server processes, not real-time media presentation.

Setting Up
1. Install some form of MIDI linking software on your PC, following the supplied installation
instructions.
We support two different freeware linking utilities: MIDI Yoke and HUBI.

» MIDI Yoke can be downloaded off the net. As of May, 2001, the most reliable
place to get it is:

http://www.midiox.com/myoke.htm
If this site is inaccessible, do a search for MIDI Yoke and something will turn up.
» The HUBI Loopback Device is also available for download off the net at:
http://www.geocities.com/SiliconValley/Vista/2872/hmidilb/hmdipbk.html

2. Install Cubase VST, VST Score, or VST/24 on your computer, following the supplied instal-
lation instructions.

3. Restart your computer.
This will enable the MIDI linking software, so that Cubase and the Beatnik Editor can detect
it.

4. Launch the Beatnik Editor.

Always launch the Beatnik Edittwefore Cubase. Otherwise Cubase won't detect the Beat-
nik Editor at the other end of the linking utility.

5. In the Beatnik Editor, select the linking utility as your MIDI input source.

Go to theFile menu and select tiRreferences... command, then in tHereferences dialog
box select your linking utility as your MIDI input source:

« If you're using MIDI Yoke, choose one of the three junctions.
* If you're using HUBI, choose LB1.
6. In the Beatnik Editor, make sure you have one or r8ession windows open.

1. If you want visual linking, click on thinstruments tab in aSession window.
8. Launch Cubase.
9. In Cubase, change yoMiDI Setup settings to prevent a MIDI feedback loop.

Note: By default, Cubase finds and enables all possible MIDI inputs. As a result, if the MIDI
output is set tMIDI Yoke: junction 1 and that is in turned being looped through the Beatnik
Editor, Cubase will be receiving its own output — a MIDI feedback loop. If this happens,
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MIDI Yoke will disable the MIDI port and you'll have to restart the computer to turn it back
on.

To avoid this problem, you need to disable the Beatnik Editor’s MIDI In port:

* Go to theDptions menu and select tiIDI Setup command. ThIDI Setup
window will appear:

MIDI Setup HE|

— BIDT Thiu — Global Parameters
W Active v [Eroups take Part kMute
[ Of  Thu Off Channel ™ Mote Off

[T Reset on Track Chahge

Modulat c ! ™ Reset on Part End
odulation k
hd ™ Reseton Stop

I Modulation | Mappedto Reset | W Maote on Priority
I -2 | Length Carrection

[Fputs I| Enable I 10 Play Parameter Delay

Help |

* In theMIDI Setup window, click on theEnable box, then un-check the MIDI
Input that you selected for the Beatnik Editor (in MIDI Yoke or HUBI).

= w SE MidiSport 252 Input

10. Click on theExit button to save your changed MIDI Setup.

Working with Cubase and the Beatnik Editor

Remember: Alwayslaunch the Beatnik Editor first.

1. Launch the Beatnik Editor.

Launching the Beatnik Editor first ensures that Cubase will be able to find it when Cubase
starts up.

2. Launch Cubase.
3. In Cubase, open your sequence.
4. Set up your Tracks to play back on the Beatnik Editor MIDI synthesizer.
Highlight any MIDI track, then:
* Click in theOQutput box (in theTrack Info section) and select the same port that
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you selected (in MIDI Yoke or HUBI) as the Beatnik Editor's MIDI Input.

ST
___Track Info
pass Creative 554 Sunth
Ilnst_rument & 5B Livel MIDI Spnth
W\ B: 5B Livel MIDI Syrith
MIDI Yoke Junction: 1

MIDI Yok..1 USE Midisport 2¢2 Outpu
_ 2 Chan LISE MidiSport 242 Outpu
5B Livel MIDI Out [10ED

LE1
MROS

* For all tracks that you want to play through the Beatnik Editor, select the same

MIDI Output.
» Double-click in thePrg box, then type the patch number that you want to use for
this track.
W B arik
[ g
W Wolume

Note: Although Cubase uses Program numbers 1-128, the Beatnik Editor uses Program
numbers 0-127. As a result, you need to enter a program nomdaigherthan the one
you want the Beatnik Editor to receive.

Inserting MIDI Bank Select and Program Change (Patch
Change)

Events Into Your Sequence

In order for you to be able to export a MIDI file from Cubase, import it into the Beatnik Editor,
and convert it to an RMF file that plays the same MIDI Instruments every time, you'll have to
insert Bank Selects and Program Changes into your tracks’ MIDI event lists. This is especially
important if you're using Instruments that you've created in the Beatnik Editor.

1. Open a Track in thEvent List window.

Select a Track that contains notes that you want to drive the Beatnik Editor, then go to the
Edit menu and select tlést command. ArEvent List window will appear, looking some-
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thing like the following:

t - piano, 0001.01.000, 0042.01.000

jolo | [Goto =l[0o =] [ 000202000 @ Snapl 16 =] [ 000707000 | | | f| In
=1 [To Al =] [z Mote =] Quant[ 16 =] [ 0007.07.000 B FI® 4|2 % ¥ ﬂﬂﬂ

-Foz. Length  Wall “al? “Wal3d  Statuz Chh _ Comment

01.000 95 3 100 E4 Mate
1.01.000 ===== a1 Bl === EffectiDep 1
1.01.000 ===== 93 0 === EffectiDep 1
1.02.000 132 AR3 100 B4 Mot 1
1.02.000 192 D4 100 G4 Mot 1
102192 192 F3 1nn R4 M rte 1

2. In theEvent List window, insert a Bank Select event at the very start of the Track. This will be
a Continuous Controller message for controller number 0.

* Click in thelnsert choices box, then selediontrol Change from the pop-up win-
dow:

|In$. Mate =] Quan

Ligt - piano, 0001.01_.000, 0042.01.000

Edit Solo | [Goto =I[Do0 =l | 5

[Mazk =1 [To Al =l CU_HS. M ote -:'I,.) BHr—p Contral Change
Pragram Chanage
Aftertouch

Fitch Bend

Sys Ex

Text

Stop
Track-tiute
Srale

Styletras

» Change your cursor to the Pencil tool by right-clicking anywhere in the graphic
part of thekEvent List window (right hand side).

[ ooot.o1.000 | In
+

[ 00,0700 BlF 0|'1 J‘||'4 qu =»

Zhn  Camment

]
]
]
]

= | EE
\
LY
i

3| +|L
@:1 Y

* Since you want this to be the first event in the Track, click your pencil in the top
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left corner of theévent List's graphic part:

Start-Pog.

Q001.07.000

Length  Wall “al? “Wal3  Statug
95 F#3 100 G4 MHate
007 .01.000 ===== 91 B4 === EffectiDep

Chh  Comment

1

A new Control Change event will appear at the start of the Track.

Start-Pog. Length  Wall “al? Wal3d  Statuz Chh  Comment ﬂ
(007.01.000 ===== BarkSelSE
000 .01.000 95 F#3 100 Mate

| ooo1.01.000 ===== 91 B4 === EffectiDep

* Beatnik uses the MSB form of the Bank Select message, so double-click on the
new Control Change event in tial.1 column, and type if.

Start-Poz. Length  Wall “al2 “al3  Statuz Chn  Comment

00107000 ===== 1] ] === BankSelMSE
0001.01.000 9 Fiz 100 G4 Mote 1
Then, double-click in th¥al.2 column and type in your desired Bank number.

Start-Pog. Length  Wall ‘Wal2 Yal3  Status Chr  Cornrment
Q0o .07.000 ===== 2 === BankSelM5E
000707000 95 F#3 100 &4 Mate 1

The Bank number should be 0, 1, or 2:

Bank 0: General MIDI Melodic Instruments (on channel 10: General MIDI Percussion
Instruments)

Bank 1: Beatnik Special Melodic Instruments (on channel 10: Beatnik Special Percus-
sion)

Bank 2: Custom Melodic Instruments (on channel 10: Custom Percussion Instru-
ments)

3. Still in the Event List window, insert your Program Change events:
* Click in thelnsert choices box, then sele®rogram Change from the pop-up
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window:

| Inz. Control Lzl Quant

Mot
Paly-Presz.

List - piano, 0001.01.000, 0042.01.000

Edit Salo_| [Goto =I[To

IMazk =] | Taal

=l =]
=1 (]Jns. Mate _:]_)-E-e—>

Cor =

Aftertouc
Fitch Bend
Syz En

Text

Stop
Track-tute
Scale
Stuletrax

» Change your cursor to the Pencil tool by right-clicking anywhere in the graphic
part of thekEvent List window (right hand side).
[ 0007.07.000

3|F
C_hn Comment

]
]
1 I >
1 a

3 S
Y

» Since you want this to be the second event in the Track — directly after the Bank
Select event — click your pencil just below the Bank Select event:

[0007.07.000

RIS

Start-Fos. Length  “al1 “al2 Wal3  Status Chn Comment m
Q00101000 z BankSelMSE 1
0001.01.000 ] F#3 100 B4 Mate 1

| 0001.07.000 ===== a1 B4 === EffectiDep 1
A new Program Change event will appear.
Start-Posz. Length  “all “al2 “al3  Status Chn_ Comment z
Q001.01.000 BankSellSE 1

m Frogram Ch 1
Q001.01.000 a5 F#3 100 B4 Hate 1
0001.01.000 ===== 91 F4 === EffectiDep 1

Or, to insert additional Program Changes at other times, you can insert one here and
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then drag to the desired time.

* To set the Program (Instrument) number, double-click on the new Program
Change event in théal.1 column, and enter your desired Program number. The
Program number should be in the range 1-128.

Start-Foz. Length  Wall Wal2 “al3  Status Chn_ Comment
000107000 ===== 1] 2 === BankSelMSB 1
Q00701000 SS=== 5 Frogram Ch 1
000107000 95 FH2 100 B4 Mite 1
00007000 ===== 91 G4 === EffectiDep 1

Note: Although Cubase uses Program numbers 1-128, the Beatnik Editor uses Program
numbers 0-127. As a result, you need to enter a program nomdaigherthan the one
you want the Beatnik Editor to receive.

Moving Your Sequence Into the Beatnik Editor and the RMF

Format

When you're finished inserting all your Bank and Patch changes, and your notes are all sounding
the way you want them, save your sequence as a Standard MIDI File. Then, in the Beatnik Editor,
Import that MIDI file into aSession window (or just drag it into th8engs tab of aSession win-

dow), Play the song as a check, and finally export it as an RMF file.
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Linking with Cubase VST/24 5.0 (Windows)

Beatnik has verified compatibility with Cubase VST, VST Score, and VST/24 for Windows ver-
sion 5.0. For version 3.7, see the previous section.

Note for Windows 2000 and NT Users: You should be prepared for a certain amount of
irregularity in live MIDI event timing, as these operating systems are optimized for
server processes, not real-time media presentation.

Setting Up
1. Install some form of MIDI linking software on your PC, following the supplied installation
instructions.
We support two different freeware linking utilities: MIDI Yoke and HUBI.

» MIDI Yoke can be downloaded off the net. As of May, 2001, the most reliable
place to get it is:

http://www.midiox.com/myoke.htm
If this site is inaccessible, do a search for MIDI Yoke and something will turn up.
» The HUBI Loopback Device is also available for download off the net at:
http://www.geocities.com/SiliconValley/Vista/2872/hmidilb/hmdipbk.html

2. Install Cubase VST, VST Score, or VST/24 on your computer, following the supplied instal-
lation instructions.

3. Restart your computer.
This will enable the MIDI linking software, so that Cubase and the Beatnik Editor can detect
it.

4. Launch the Beatnik Editor.

Always launch the Beatnik Edittwefore Cubase. Otherwise Cubase won't detect the Beat-
nik Editor at the other end of the linking utility.

5. In the Beatnik Editor, select the linking utility as your MIDI input source.

Go to theFile menu and select tiRreferences... command, then in tHereferences dialog
box select your linking utility as your MIDI input source:

« If you're using MIDI Yoke, choose one of the three junctions.
* If you're using HUBI, choose LB1.
6. In the Beatnik Editor, make sure you have one or r8ession windows open.

1. If you want visual linking, click on thinstruments tab in aSession window.
8. Launch Cubase.
9. In Cubase, change yoMiDI Setup settings to prevent a MIDI feedback loop.

Note: By default, Cubase finds and enables all possible MIDI inputs. As a result, if the MIDI
output is set tMIDI Yoke: junction 1 and that is in turned being looped through the Beatnik
Editor, Cubase will be receiving its own output — a MIDI feedback loop. If this happens,
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MIDI Yoke will disable the MIDI port and you'll have to restart the computer to turn it back
on.

To avoid this problem, you need to disable the Beatnik Editor's MIDI In port:

» Go to theDptions menu and select tiMIDI Setup item, and then th8ystem sub-
command. Th&IDI System Setup window will appear:

MIDI System Setup

sl s —
|7ﬂ Enabled MID 16pat

Ot | Thiu O Channel tapped to

i MID| Output
Controller kap v .
apped ta

Modulation |FEantraller [2alvE unih
kodulation Tk apped to Reset Map

L — | Save with So ng
’7 Inputs El Enable

* In theMIDI System Setup window, click on theEnable box, then un-check the
MIDI Input that you selected for the Beatnik Editor (in MIDI Yoke or HUBI):

v USE MidiSport 252 Input

v 5B Livel MIDI In [10E0]
LE1

v MROS

* Click on theExit button to save your changed MIDI Setup.

Working with Cubase and the Beatnik Editor

Remember: Alwayslaunch the Beatnik Editor first.
1. Launch the Beatnik Editor.

Launching the Beatnik Editor first ensures that Cubase will be able to find it when Cubase
starts up.

2. Launch Cubase.
3. In Cubase, open your sequence.
4. Set up your Tracks to play back on the Beatnik Editor MIDI synthesizer.
Highlight any MIDI track, then:
* Click in theOutput box (in theTrack Info section) and select the same port that

|
Document Version 2.1.0 © 1998-2001 Beatnik, Inc.



Beatnik Editor User's Guide /

you selected (in MIDI Yoke or HUBI) as the Beatnik Editor's MIDI Input:

Track [nfo TY

piano

Creative 554 Synth
£ 5B Livel MIDI Synth

Jutput
AIDT Y

USE MidiSport 252 Outpu
SE Livel MIDI Out [10ED
LE1

MROS

* For all tracks that you want to play through the Beatnik Editor, select the same
MIDI Output.

* Click on the arrow next to tHrg box, then select 0-127 from the pop-up menu:

Track [nfo TY

plana

1-128

&71 -BE3

This is the patch numbering system that the Beatnik Editor uses.
¢ Click on the arrow next to tHank box, then sele@wap Value Bytes (Roland)
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from the pop-up menu: (Lea$and MSB First checked.)

Track [nfo TY

piano

i o :_i B ark el -'43p ' alue Bytes [Roland)
v Send MSE first
Send only one Byte
Send az PRG Change
Edit as MSE-LSE

» Double-click in theBank box, then type the Bank number that you want to use
for this track:

Track |nfo Y Track Info T

plano piano

Chr

0ff = |Prg

Use Bank number 0, 1, or 2:

Bank 0: General MIDI Melodic Instruments (on channel 10: General MIDI Percussion
Instruments)

Bank 1: Beatnik Special Melodic Instruments (on channel 10: Beatnik Special Percus-
sion)

Bank 2: Custom Melodic Instruments (on channel 10: Custom Percussion Instruments
» Double-click in thePrg box, then type the patch number that you want to use for
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this track:

Track Info T

piano

Inserting MIDI Bank Select and Program Change (Patch
Change)
Events Into Your Sequence

In order for you to be able to export a MIDI file from Cubase, import it into the Beatnik Editor,
and convert it to an RMF file that plays the same MIDI Instruments every time, you'll have to
insert Bank Selects and Program Changes into your Tracks’ MIDI event lists. This is especially
important if you're using Instruments that you've created in the Beatnik Editor.

1. Open a Track in thEvent List window.

Select a Track that contains notes that you want to drive the Beatnik Editor, then go to the
Edit menu and select tlést command. ArEvent List window will appear, looking some-
thing like the following:

ano 8va, 1.1.1.0, 42.1.1.0

1.1, 0 ====.====== 4 12 === SMF
11 0 ==== == ==== 4 12 === SHF
P 1] ==== == ==== 1] ] === BankSelMSB
P 1] ==== == ==== 1 === === Prograr Ch
N 1] ==== == ==== 13 === === Frogram Ch
S I (- ! 0.z 1] F2 100 G4 Mate

2. In theEvent List window, insert a Bank Select event at the very start of the Track. This will be
a Continuous Controller message for controller number 0.

* Click in thelnsert choices box, then selediontrol Change from the pop-up
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menu:

“ List - piano 8va, 1.1.1.0. 42.1.1.0 Maote
2 0 Puoly-Fressz.

Frogram Change
Aftertouch

Pitch Bend

Syz Ex

Text

Stop
Track-tute
Scale

Stuletray

SHF

» Change your cursor to the Pencil tool by right-clicking anywhere in the graphic
part of thekEvent List window (right hand side).

k2o 4
g4 |+

* Since you want this to be the first event in the Track, click your pencil in the top
left corner of thévent List's graphic part:

I
A new Control Change event will appear at the start of the Track.

* Beatnik uses the MSB form of the Bank Select message, so double-click on the
new Control Change event in tial.1 column, and type if:

Huant 1R
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» Then, double-click in th¥al.2 column enter your desired Bank number:

4 12 ===

A 47

The Bank number should be 0, 1, or 2:

Bank 0: General MIDI Melodic Instruments (on channel 10: General MIDI Percussion
Instruments)

Bank 1: Beatnik Special Melodic Instruments (on channel 10: Beatnik Special Percus-
sion)

Bank 2: Custom Melodic Instruments (on channel 10: Custom Percussion Instruments
3. Still in the Event List window, insert your Patch Change events.
* Click in thelnsert choices box, then choosBrogram Change from the pop-up
menu:

Mote
. List - piano 8va, 1.1.1.0, 42.1.1.0 Paly-Press.

o) Golo = Do = 1. 1. 2. ﬂ Caontral Change

To: 4l = linz. Contral Char =

Aftertouc
Pitch Bend
Syz Ex

Teut

Stop
Track-tute
Scale
Styletras
SkF

» Change your cursor to the Pencil tool by right-clicking anywhere in the graphic
part of thekEvent List window (right hand side):

P A (R
(F)4 + X

* Since you want this to be the second event in the Track — directly after the Bank
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Select event —click your pencil just below the Bank Select event:

J}.

A new Program Change event will appear. Or, to insert additional Program Changes at
other times, you can insert one here and then drag to the desired time.

* To set the Program (Instrument) number, double-click on the new Program
Change event in tidal.1 column, and enter your desired Program number. The
Program number should be in the range 1-128:

4 12 === SMF

A 19 e ChilC

Note: Although Cubase uses Program numbers 1-128, the Beatnik Editor uses Program
numbers 0-127. As a result, you need to enter a program nomdaigherthan the one
you want the Beatnik Editor to receive.

Moving Your Sequence Into the Beatnik Editor and the RMF

Format

When you're finished inserting all your Bank and Patch changes, and your notes are all sounding
the way you want them, save your sequence as a Standard MIDI File. Then, in the Beatnik Editor,
Import that MIDI file into aSession window (or just drag it into th8ongs tab of aSession win-

dow), Play the song as a check, and finally export it as an RMF file.
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Linking with emagic Logic Audio (Windows)

Beatnik has verified compatibility with Logic Audio for Windows, from version 4.0 through 4.7.0
(we tested the Platinum version).

Note for Windows 2000 and NT Users: You should be prepared for a certain amount of
irregularity in live MIDI event timing, as these operating systems are optimized for
server processes, not real-time media presentation.

Setting Up
1. Install some form of MIDI linking software on your PC, following the supplied installation
instructions.
We support two different freeware linking utilities: MIDI Yoke and HUBI.

» MIDI Yoke can be downloaded off the net. As of May, 2001, the most reliable
place to get it is:

http://www.midiox.com/myoke.htm
If this site is inaccessible, do a search for MIDI Yoke and something will turn up.
» The HUBI Loopback Device is also available for download off the net at:
http://www.geocities.com/SiliconValley/Vista/2872/hmidilb/hmdipbk.html
2. Install Logic Audio on your computer, following the supplied installation instructions.
3. Restart your computer.
This will enable the MIDI linking software, so that Logic and the Beatnik Editor can detect
it.
4. Launch the Beatnik Editor.

Always launch the Beatnik Edittwefore Logic. Otherwise Logic won’t detect the Beatnik
Editor at the other end of the linking utility.

5. In the Beatnik Editor, select the linking utility as your MIDI input source.

Go to theFile menu and select tHreferences... command, then in thereferences dialog
box select your linking utility as your MIDI input source:

* If you're using MIDI Yoke, choose one of the three junctions.
« If you're using HUBI, choose LB1.
6. In the Beatnik Editor, make sure you have one or rBession windows open.

1. If you want visual linking, click on thinstruments tab in aSession window.
8. Launch Logic Audio.

For the Beatnik Editor to function cleanly with Logic Audio, you'll have to change two set-
tings.

9. In Logic, change youEnvironment settings to prevent a MIDI feedback loop.

Logic automatically finds and enables all possible MIDI inputs. As a result, if you're using a
loopback application such as MIDI Yoke, Logic will be receiving its own output —a MIDI
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feedback loop. To avoid this problem, you need to turn off this feature and manually assign
all of your MIDI inputs:
* Go to theWindows menu and select ti3pen Environment command.

* In theEnvironment window, click and hold on th@bject List, then select the item
Click & Ports:

[ :
& arcana Environment

* Click on the line that connects to tPlkysical Input object, and hit thBelete
key on your computer keyboard:

g

AT T T

Phy=ical Input

The line will disappear, disconnecting the feedback loop.
10. Still in Logic, turn off or redirect MIDI Clock output to avoid tempo problems.

By default, Logic transmits its MIDI clock on a MIDI Output port. This can cause tempo
problems when Logic is linked with the Beatnik Editor, as it would be transmitting the clock
to the Beatnik Editor back to itself. It would try to synch with itself, which is impossible,
and would cause erratic tempo changes and settings. To either turn off the transmission of
the MIDI clock or to manually assign the ports it is sent to:

» Go to theDptions menu, select th®ettings item, and then thMidi Options sub-
command.

* Then, in théMidi Options dialog box, either turn off MIDI Clock transmission, or
re-direct it to an alternate MIDI port:
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* To turn off MIDI Clock completely, un-check tieansmit MIDI Clock checkbox:

[~ Transmit WIDI Clocki [ Pants

[T Transmit MTC (M0 Time Code) |LISB hidiSport 2x2 Output &
W &uto Sync In(see Transport Window Sync Menu)

[~ MM (MID Machine Cortral )
[ Send Used Instr. MIDI Settings after loading

[T Send Al Fader Yalues after loading

* Or, to assign MIDI Clock to a different MIDI port, click on the box to the right of
theTransmit MIDI Clock checkbox, then select the desired MIDI Output port
from the pop-up menu that appears, and finally, make sufleatismit MIDI

Clock checkbox is checked:

I Transmit MIDI Clock: |58 Live! DI 0w (10ED]

[T Transmit MTS (WD Time Code) ||_|3|3 hidi Sport Za? Output A
W &uto Sync In(zee Transport Yindow Sync benu)

™ MG (MIDI Machine Control
[T Send Used Instr. MIDI Settings after loading

[T Send Al Fader Yalues after losding

Working with Logic Audio and the Beatnik Editor

Remember: Alwayslaunch the Beatnik Editor first.

1. Launch the Beatnik Editor.
Launching the Beatnik Editor first ensures that Logic will be able to find it when Logic
starts up.

2. Launch Logic Audio.

3. In Logic, open your sequence.

4. Set up your MIDI Tracks to play back on the Beatnik Editor MIDI synthesizer.
For each MIDI Track (in a new song, this will usually be track 10 and it will be assigned to
GM Device 1):

* Set the MIDI Output port.
Click and hold on thMIDI out selection, then select the same port you picked for
MIDI Input in the Beatnik Editor. If you're using MIDI Yoke, select the same junction
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you picked in the Beatnik Editor, or if you're using HUBI, selgt.

Mo driver

U%E hiidiSport 2x2 Output &
U%B hiidiSport 2x2 Output B
Craative SA0 Synth

A2 5B Live! MIDI Synth

B: 5B Live! MIDI Synth

5B Live! MIDI Out [10ED]
LB1

IOl Yoke Jo B

Er-.ﬂll:ll Voke Junction: 1

* Set the Track’s Bank and Program numbers:
— Click on theGM Device:

annel |

— In theGM Device window that a pes, click and hold on t6astom Bank Mes-
sages* pop-up menu and seleBank Message: Control 0. Then click and hold on the
(No Bank specified. Names of Bank 0 used) pop-up menu and seleRank 1:

B GM Device |
|Gw| a— ” m—‘
(Mo Bank specified. Mames of Bank 0 uzed) | * Custom Bank Mezsages * - | D
Program Mames
DrawOrgary || Acoustic Bs. | Strings Soprano Sax || Square Wave Ice Fain Tinkle Bell
Bright Piano | PercOrgan Fingerad Bs. || Slow Strings {| Ato Sax Saw WMigve || Sounfitrack | Agogo
Ot rmm e sl Damle Ciea=r OilsmdA O~ Coom Cemrmasl Torar Coe Cosrm Calliam sl Tl Ckmmd Flmaee~
' A

(Mo Bank specified. Mames of Bank 0 used) * Custom Bank Messages *

Barmk 0 : Grand Piano Bank Message: Control 32

: 1 (MNames of Bank 0 used not intialized) iBank M ge: Control 0

Bank 2 [(Mames of Bank 0 used, not intialized) Cantrol 32 without MSB

Bank 3 (Mames of Bank 0 used, not initialized) Control O without LSB

Barnk 4 (Mames of Bank 0 used, not intislized) Enzonig WEX, SD-1: 2xPry

Bank 5 (Mames of Bank 0 used, not intialized) T 500; +32 (Ctrl 320

Bank & (Mames of Bank 0 used, not intialized) JY-80/aE00 +30 (Ctrl 0

Bank 7 (Mames of Bank 0 used, not initialized) Kurzweeil KA 00001 200

Barnk 8 (Mames of Bank 0 used, not intislized) Yamaha TGTT (Prg 117,

Bank 9 (Mames of Bank 0 used, not intialized) Oherheitn Matriz 1000

Bank 10 [(Mames of Bank 0 used, not intialized) Raland J5/-9040%-1000

Bank 11 [(Mames of Bank 0 used, not initialized) Roland J4“-1030

Bank 12 (Mames of Bank 0 used, not intislized) Yamaha C51x (HG)

Bank 13 (Mames of Bank 0 used, not intialized) Faland J5/-2080

Bank 14 [(Mames of Bank 0 used, not intialized) Yamaha C52x (XE)

— In theLOGIC Audio dialog box that appears, asking whether you want to initialize a
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new bank, click thénitialize button:

]|

2 Initialize Mew Bank?
A Iniialize |

— Still in theGM Device window, click and hold in the same pop-up menu again, and
selectBank 2:

LOGIC Audio

[Mao Bank specified. Mames of Bank 0 used)
Bank 0 : Grand Piana

Bank 1 . Prg 0=11

: 2 (Mames of Bank
[Mames of Bank
[Mames of Bank
[Mames of Bank
(Mames of Bank
[Mames of Bank
[Mames of Bank
[Mames of Bank
(Mames of Bank
[Mames of Bank
[Mames of Bank
[Mames of Bank
(Mames of Bank

Bank 3
Bank 4
Bank S
Bank &
Bank 7
Bank S
Bank 9
Bank 10
Bank 11
Bank 12
Bank 13
Bank 14

not intialized)
1 used, not initialized)
0 used, not initialized)
1 used, not initialized)
0 uzed, not inttialized)
1 used, not initialized)
0 used, not initialized)
1 used, not initialized)
0 uzed, not inttialized)
1 used, not initialized)
0 used, not initialized)
1 used, not initialized)
0 uzed, not inttialized)

0 uzed

— When thdnitialize new Bank? window appears again, click thstialize button

again.

— Click on the dash to the right Pfg to select the Bank you want to use. Use Bank O,

1, or 2:

42 as

Cha 0 43 a6
Prg WM &7
ol 2 45 aa
= P
5 4n o

Bank 0: General MIDI Melodic Instruments (on channel 10: General MIDI Percussion
Instruments)

Bank 1: Beatnik Special Melodic Instruments (on channel 10: Beatnik Special Percus-
sion)

Bank 2: Custom Melodic Instruments (on channel 10: Custom Percussion Instruments
Note: If you're on channel 1, the Beatnik Editor will highlight your selection to reflect
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any Bank Select or Program Change.

— Click on the number to the right of the Bank number, then select your desired Pro-
gram (patch) number.

18 = Prg 18=33 B1 = Prg 61=36
19 = Prg 19=24 B2 = Prg B2=87
= 20 = Prg 20=34 B3 = Prg G3=33
PAIDT oke Ju 21 = Prg 21=36 B4 = Prg B4
Cha 1 22 = Prg 22=37 fi§ = Prg G4
Fra  Ed1 23 I3 = Prg 23=38 B = Prg 66
w100 24 = Pry 2d=41 67 = Prg 67
35 = Prg 25=42 B2 = Prg 62
Fan ] B4} 36 = Pryg 26=43 BO = Prg 69
37 = Prg 37=44 70 = Prg 70
28 = Prg 28=45 71 = Prg 71
20 = Prg 20=4G 72 = Pra 72

M = PFra N=47

-l
el
n

Ara 772

Note: These settings only affect playback, not exported Standard MIDI Files. If you want to
export a MIDI file, import it into the Beatnik Editor, and export it as an RMF file with the
exact same instruments assigned to it, then you’ll have to insert Bank Select and program
Change events into the track event lists.

Inserting MIDI Bank Select and Program Change (Patch
Change)

Events Into Your Sequence

In order for you to be able to export a MIDI file from Logic, import it into the Beatnik Editor, and

convert it to an RMF file that plays the correct MIDI Instruments every time, you'll have to insert
Bank Selects and Program Changes into your tracks’ MIDI event lists. This is especially impor-
tant if you're using Instruments that you've created in the Beatnik Editor.

1. Open a Track in thEvent List window.
Select a Track that contains notes that you want to drive the Beatnik Editor, then go to the
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Windows menu and select ti@pen Event List command. ArEvent List window will appear:

B arcana:Piano [_|O
Status Cha Mum “al  LengthfInfo
------------- Start of List -—---mmemmemo-

1T 1 1 1 Meta 1 B0 0"Piang”
1 2 1 21 Program 1 [ - 1 Bright Piano
1 2 1 31 Control 1 7100 %alume
1 2 1 32 Control 1 10 32 Pan
1 2 1 33 Control 1 11 127 Expression
1 2 1 41 Control 1 51 52 Reverb
1 2 1 42 Control 1 33 18 Chorus Depth
5 1 2226 Mote N
5 1 2231 MNote 1T Cc1 1moe 2010
5 1 2231 MNote 1 G2 9o 1120
5 1 2 236 Mote 1 A% B85 1 &0
5 1 2 236 Mote 1T D 84 1 35
5 1 2 236 Moate 1 G300 1 EA

nsert a Bank Select event at the very start of the Track. This will be
a Continuous Controller message for controller number 0.

» Change your cursor to the pencil too, then right-click orCinérol Change
Events button:

Cha Hum %l

LengthsInfa

7127
1 e |

7 “olume
T Weta I~ B0 OFiano"
21 Program 1 [T - 1 Bright Piano

» Change your cursor back to the arrow.

« Set the event time by double-clicking on the new event iRdbi#ion column,
then typing the time at which you want the bank change to occur. The event will
move to the new time in the event list.

Status Cha

| 111 1o
For example1 111 is the first event, ant1 12 happens immediately after — in the
first measure, first beat, first division, and second tick.

Mum &l

LengthsInfa

7127

F olume

* Set the first part of the Bank number by double-clicking on the event NUiVle
column, then typing the numb@&rWhen you hit th&eturn or Enter key, the
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Length/Info column will change t@ank MSB.

Status Cha Mum “al  Length/Infa

Status Cha MNum  wal Lengthslnfo

* Set the second part of the Bank number by double-clicking on the event in the
VAL column, then typing the actual Bank number you want to use:

Cha Mum &l Lengthfinfo

1

Use Bank number 0, 1, or 2:

Bank 0: General MIDI Melodic Instruments (on channel 10: General MIDI Percussion
Instruments)

Bank 1: Beatnik Special Melodic Instruments (on channel 10: Beatnik Special Percus-
sion)

Bank 2: Custom Melodic Instruments (on channel 10: Custom Percussion Instruments
3. Still in the Event List window, insert your Program (patch) Change events:

» Change your cursor to the pencil tool, then right-click orPthgram Change
Events button:

y i

i I'E&
Qor
&5

A new Program Change event will appear in the list.

» Change your cursor back to the arrow.

» Set the event time by double-clicking on the new event in the Position column,
then typing the time at which you want the bank change to occur:

Pasition Status Cha Mum il

------------- Start of List -------------
| N
1 Contral 1 0 1 Bank M5B

Length!Info

0 Grand Piano

The event will move to the new time in the event list.
Note: Make sure the time of the Program Chang#ter the time of the Bank Change.
* Set the Program number by double-clicking on the event Waheolumn, then
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typing your desired program number:

Cha Mum Wl Lengthslnfo
------------- Start of List ----mmmmeee-
1 1 1 1 Control 1

\ tand Piano
v

Cha Mum “al  Length/Info
------------- otart of List -----emeeee-
1 1 Contral 1

Tips:
» Save your work often

* Remember that to ensure consistency of sound, your playback settings should
match thekvent List.

Moving Your Sequence Into the Beatnik Editor and the RMF
Format

When you're finished inserting all your Bank and Patch changes, and your notes are all sounding
the way you want them, save your sequence as a Standard MIDI File. Then, in the Beatnik Editor,
Import that MIDI file into aSession window (or just drag it into th8ongs tab of aSession win-

dow), Play the song as a check, and finally export it as an RMF file.
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Linking with MOTU Digital Performer

(Mac 0S)

Beatnik has verified compatibility with Digital Performer versions 2.6, 2.7, 2.7.1, and 2.7.2.

Setting Up

1. Install MIDI linking software on your computer, following the supplied installation instruc-
tions. You'll need to use both the Open Music System (OMS) and MOTU’s FreeMIDI. OMS
Is needed because the Beatnik Editor will listen to OMS, but not to FreeMIDI, so FreeMIDI
has to talk to OMS in order to communicate to the Beatnik Editor. They can both be down-
loaded from the Web.

* OMS is available at:
http://www.opcode.com/downloads/

For best results, make sure to get version 2.1 or greater.
* FreeMIDI is available on your Performer CD, or at:
http://www.motu.com/english/download/

Make sure to get version 1.43 or greater — earlier versions will not work with the
Beatnik Editor.

If either of these sites are inaccessible, do a Web search using your favorite search engine.

2. Install Digital Performer and FreeMIDI on your computer, following the supplied installation
instructions.

Important: When you run th&reeMIDI Setup program, go to thBile menu and seleétee-
MIDI Preferences. In theFreeMIDI Preferences dialog box that appears, be sure to turn on
the following options:
e Allow other applications
¢ Use OMS when available
3. Restart your computer.

This will activate OMS and FreeMIDI, so that Digital Performer and the Beatnik Editor can
detect them.

4. Turn off AppleTalkmanually, to avoid possible crashes when using OMS.

When using OMS with AppleTalk active, the computer may crash when you exit either Dig-
ital Performer or the Beatnik Editor. Although OMS wiill try to turn AppleTalk off automati-
cally, that will not prevent the crash. To avoid this probleranually turn AppleTalk off
before starting either Digital Performer or the Beatnik Editor:

* Go to theApple menu, then open tiAppleTalk Control Panel.

* In theAppleTalk Control Panel, click th@ptions... button. TheAppleTalk
Options dialog box will appear.

* In theAppleTalk Options dialog box, select thimactive option, then click th@K
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button. The dialog box will close.
* Close théAppleTalk Control Panel.
5. Launch the Beatnik Editor.

Always launch the Beatnik Edittwefore Digital Performer. Otherwise Digital Performer
won’t detect the Beatnik Editor at the other end of the linking utility.

6. In the Beatnik Editor, select the linking utility as your MIDI input source.

Go to thekdit menu and select ttRreferences... command, then in threferences dialog
hox select OMS as your MIDI input source.

1. In the Beatnik Editor, make sure you have one or r8ession windows open.

8. If you want visual linking, click on thinstruments tab in aSession window.
9. Launch Digital Performer.

Note: If FreeMIDI displays a dialog box asking whether you'd like it to slave to OMS,
answerYes.

Working with Digital Performer and the Beatnik Editor

Remember: Always launch the Beatnik Editor first.
1. In Digital Performer, open your sequence.

If you open a demo or other pre-existing file, Digital Performer may prompt you to remap
the sequence’s MIDI destinations. If so, click in Neav Assignment Column (underMIDI
Destinations) and selecBeatnik.

Note: Digital Performer doesn’t recognize the Beatnik Editor as a multi-Bank synthesizer.
As a result, you'll need to enter all your Bank Selects in your Track Event Lists. If you just
enter a Program number in tAerangement window, Digital Performer will always access
Beatnik’'s Bank O — never Bank 1 or Bank 2.

2. Verify that the link is working.

MIDI events on MIDI channel 1 are visually linked to the Beatnik Editor. This gives you an
easy way to verify that the link is working: Just send a Program (patch) Change from Digital
Performer on channel 1, and look at the Beatnik Editor to see whether that same patch num-
ber is highlighted in thinstruments tab of the current Session window.

Note: Although Digital Performer uses Program numbers 1-128, the Beatnik Editor uses
Program numbers 0-127. As a result, you need to enter a program runalegherthan
the one you want the Beatnik Editor to receive.

Inserting MIDI Bank Select and Program Change (Patch
Change)
Events Into Your Sequence

In order for you to be able to export a MIDI file from Digital Performer, import it into the Beatnik
Editor, and convert it to an RMF file that plays the correct MIDI Instruments every time, you'll
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have to insert Bank Selects and Program Changes into your tracks’ MIDI event lists. This is espe-
cially important if you're using Instruments that you've created in the Beatnik Editor.

1. Open a Track in thEvent List window.

Pick a Track that contains notes that you want to drive the Beatnik Editor, then go to the
Transport window and click thevent List button:

By e G JD-0E] | 11000

g = " (00000 0D
[ TR TERE TG | A HHI = "'.i‘.'i'ﬁ"..ﬂ]

Fywrary : Bt NCD Siopll  SNIKEE] 51 sesks Bed: i il oo o

TheEvent List window will appear.

2. In theEvent List window, insert a Bank Select event at the very start of the Track. This will be
a Continuous Controller message for controller number 0.

* |[n the Event List toolbar, click on thesert button, and then select the Controller
option.

11000

£FZ

£03

£CE
ZHEEE - e Bl 2
Z|4420 = -Z84 | Poly Pressure
41[00F = -E540 | Systern Exclusive
411008 = -7&8 | Mode Changes W
41035 = -896 | Song Change
410098 = -1157 Tune Request
41132 = -1280 Loop
1224 » -1538 Track Mute
1406 = -1732
42116 » -Z043

A time position box will appear:

goblin pad (Music by

%reae—:-ﬁk-da ted < 15[163 +4[4]165

S0 iTZ 164 151158 =4l4[160
SCT iS55 164 151163 <4l4[16S
1]2[039 Asd 2
Z4IZ85 » -256
ZAldTn w -ZRd
* You want the event to occur at the very start of the Track, so tylpHde1. The
new event will appear at the top of the list.

* In the new event, double-click on the column beneat@dbm button, then type
in the numbeB to set the Most Significant Byte (MSB) part of the Bank Select
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message:

v s Bt i e 0 =1 goblin pad (Music by

1l1lo00 e-
I
11001 ‘E tEd 151163 44164

$D03 iT2 ted 15153 414159

himT iEE tEfd cadElHET adldlisA

» Again in the new event, double-click on the column beneatAutlible Mode
button, then type in a number to set the Bank Number part of the Bank Select
message to the Bank you want to use:

il F5a! el i e = goblin pad {(Music by
1]1]000 @nt

-
nn(i iz I! )
|1|1||:n:|1 $FE \J 15163 +4|4164

$SD3 iTZ ted =13[158 =4[4[159

Use Bank O, 1, or 2:

Bank 0: General MIDI Melodic Instruments (on channel 10: General MIDI Percussion
Instruments)

Bank 1: Beatnik Special Melodic Instruments (on channel 10: Beatnik Special Percus-
sion)

Bank 2: Custom Melodic Instruments (on channel 10: Custom Percussion Instruments
3. Still in the Event List window, insert your Program (patch) Change events:
* In the Event List toolbar, click on thesert button, and then select tRatch
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Change option:

N

[

[FIntra
& #0

11000

1 goblin pad (Music by

ote
LT

en —

111001 +F3
£03

SC3 Q7T

i

=

T
159

MMono Pressure [41 6

Z|4|388

L o]

—236

Foly Pressure

Z|4l4z0 —-354

System Exclusive

411|003 -540

Mode Changes W

411|008 —-TEg

Song Change

411|025 -39

Tune Request

411|038 1153

Loop

O O O Y

41132 —-1z280

Track ute

L o]

41|224 —-1336

d1l4nEg = —17397

A time position box will appear:

(

Sl is k], goblin pad (Music by
11000 QRintro
N
1111001 | Pateh |
J|1||:I|:|2 £FE R ted = 1S[163 244165
I 102 ted 151152 44160

* You want the event to occur right after the Bank Select message, so tylje in
002. The new event will appear at the top of the list.

* In the new event, double-click on the column beneat@dbm button, then type
in the number of the program you want to use:

SIBS IS k] e, goblin pad (Music by

=

11000 Jintro
T[0T (499 | Fatch o3
111|002 \F3

S D3

iT2 ted =15[152 =4[4[160

ted 15163 44[165

Note: Although Digital Performer uses Program numbers 1-128, the Beatnik Editor uses
Program numbers 0-127. As a result, you need to enter a program runmaliegherthan
the one you want the Beatnik Editor to receive.

Tips:

» Save your work often
* Remember that to ensure consistency of sound, your playback settings should

match

the Event List.

Moving Your Sequence Into the Beatnik Editor and the RMF
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Format

When you're finished inserting all your Bank and Patch changes, and your notes are all sounding
the way you want them, save your sequence as a Standard MIDI File. Then, in the Beatnik Editor,
Import that MIDI file into aSession window (or just drag it into th8ongs tab of aSession win-

dow), Play the song as a check, and finally export it as an RMF file.
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Linking with emagic Logic Audio (Mac 0S)

Beatnik has verified compatibility with Logic Audio Silver, Gold, and Platinum, versions 4.1.3
through 4.7.0.

Setting Up

1. Install MIDI linking software on your computer, following the supplied installation instruc-
tions. We support the Open Music System (OMS), which can be downloaded from the Web.
OMS is available at:

http://www.opcode.com/downloads/

For best results, make sure to get version 2.1 or greater. If this site is inaccessible, do a Web
search using your favorite search engine.

2. Install Logic Audio Silver, Gold, or Platinum on your computer, following the supplied
installation instructions.

3. Restart your computer.

This will enable the MIDI linking software, so that Logic Audio and the Beatnik Editor can
detect it.

4. Launch the Beatnik Editor.

Always launch the Beatnik Edittefore Logic Audio. Otherwise Logic Audio won’t detect
the Beatnik Editor at the other end of the linking utility.

5. In the Beatnik Editor, select the linking utility as your MIDI input source.

Go to thekdit menu and select tRreferences... command, then in thHereferences dialog
box select OMS as your MIDI input source.

6. If OMS prompts you to turn off AppleTalk, answ@k.

AppleTalk is known to interfere with MIDI, and can cause both Logic and the Beatnik Edi-
tor to hang.

1. In the Beatnik Editor, make sure you have one or r8ession windows open.
8. If you want visual linking, click on thinstruments tab in aSession window.
9. Launch Logic Audio.

Working with Logic Audio and the Beatnik Editor

Remember: Alwayslaunch the Beatnik Editor first.
1. Launch the Beatnik Editor.
Launching the Beatnik Editor first ensures that Logic will be able to find it when Logic
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starts up.
2. Launch Logic Audio.
3. In Logic, open your sequence.
4. Set up your MIDI Tracks to play back on the Beatnik Editor MIDI synthesizer.

For each MIDI Track (in a new song, this will usually be track 10 and it will be assigned to
GM Device 1):

* Set the MIDI Output port.
Click and hold on thMIDI out pop-up menu, then seleBeatnik:

F1E

%
B ERIEE]

=M Dewvice Mo .
vSub Channel )

| Cnhn E | %

[0S flap used)

Fort Conn, 1o
Cha 1

]
100
Pan ey

Tranzpose

QuickTime Music
Studio Patches pgm chg
e |AC Bus #1

Fan W
: Transpose

* Set the Track’s Bank and Program numbers:

— Click on theGM Device (above theMIDI out selector). Th&M Device window will

appear:

L wwilegans || At @
Perolrgu || Frgered B
Paciadrgaa || i¥ koiced e
Ciesrcii Dyl Fretsdr B
Ped Ovegane (|5 ine Wwr
dtictarcecdl Fff 5 e W2 1
Horwared |5l Bt
Targoehcd || -Fpei B
Mgty . G d ki
Shelaty . i

— In theGM Device window, click and hold ofiCustom Bank Messages*, then select
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Bank Message: Control 0 from the pop-up menu:

GM Device ModemS8——7————H

* Custom Bank Messages *
Bank Message: Contral 32
Bank I qe: Contral 0O
Contral 32 without MSE
| Strings y— Contral 0 without LSE
: Slu:n.-.rgStr'ing- e o Ensonig ¥FY, SD-1: 2xPrg
- Swni. Str’ingf. Tenor TG 500: +32 (Cirl 32) E:
| 5n. Strings| Baritd ._I".f—EHIIf_EIEIIII: +50 (Ctrl O}
: I:I%:n:ui.r' P.ahs- Db Kurzweil K1000/K 1200
: | woice Dohs | Englis Yamaha TG77 (Prg 117,
. " Bacco Oberheim Matrix 1000
.Dy . | Raland JY-90/0Y- 1000
I QrchestraHil Clarin Roland J¥- 1080 T
Trumpet g PICe0 v raha 051 (4G

Frograrn Marne:

EE:“““‘-‘ Ef:;‘r Roland J¥- 2080 §
FutedTrump| Fan F Famaha L3 2x HG} e —

Bowed Glass

r| French Hornl| Blown Bottle kalimba Telephone 1

— Click and hold on théNo Bank specified. Names of Bank 0 used) pop-up menu, then
selectBank 1:

[| =—————"——— GM Device Modem

Device Narne

G Device Modem

i Mo Bank specified. Mames of Bank 0 used) ank Mezs
Bank 0 : Grand Piana

1 {Mames of Bank 0 used, not initialized) a5

Bank 2 {Mamesof Bank O used, not initialized) 1 Sq:
Bank 3 {Mamesof Bank 0O used, not initialized) [ Sa
Bank 4 ({Mamesof Bank 0O used, not initialized) :; | E:!
Bank 5 {Mamesof Bank O used, not initialized) # I:h!
Bank & {Mamesof Bank O used, not initialized) orrl = ‘I
Bank 7 {Mames of Bank O used, not initialized) en Sﬁl-
Bank & {Mamesof Bank O used, not initialized) Bias
Bank 9 {Mames of Bank O used, not initialized) Fa'
Bank 10 {Mames of Bank 0O used, not initialized) war
Bank 11 {Mames of Bank 0O used, not initialized) F'al
Bank 12 {Mames of Bank 0O used, not initialized) 5':'_
Bank 13 {Mames of Bank 0O used, not initialized) Ml EF':
Bank 14 {Mamesof Bank 0 used, not initialized) .

— o —— hi || He
Tubular-Eel | Diztortion G Harp Synth Er-355| Whistle Hal

— In the dialog box that appears, asking whether you want to initialize a new bank,
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click thelnitialize button

T Initialize New Bank?

| Eancel] [ Initializekl

— Click and hold in the same pop-up menu again, and then Betdc2:

|

Bank
Bank
Bank
Bank
Bank
Bank
Bank
Bank
Bank
Bank
Bank
Bank
Bank
Bank
Bank

-

— e — —

Ja

CH P — OO 00 =] O O e CH e — T

Grand Piano
Prg 0=11

':: Mares of Bank

i Mames of Bank
i Mames of Bank
i Mames of Bank
i Mames of Bank
i Mames of Bank
i Mames of Bank
i Mames of Bank
i Mames of Bank
i Mames of Bank
i Mames of Bank
i Mames of Bank
i Mames of Bank

Gk Device Modem ==

T
i Mo Bank specified. Names of Bank 0 used)

0 used, not initialized) |-

1 used, not initialized)
0 used, not initialized)
1 used, not initialized)
0 used, not initialized)
1 used, not initialized)
0 used, not initialized)
1 used, not initialized)
0 used, not initialized)
1 used, not initialized)
0 used, not initialized)
1 used, not initialized)
0 used, not initialized)

Frg 12=25

.

Frg 28=45 |Prg44=65 |Prg &0=25 |F'r'g T

h

ank Message:

Frq 20
Frg 21
Frq 22
Frq 23
Frq 24
Frq 25
Frq 26
Frq 27
Frq 228
Frq 29
Frq 20
Frg 21
Frq 22

— When thdnitialize new Bank? dialog box appears again, click tinitialize button
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again.

— Click on the dash to the right of tReg box to select the Bank you want to use:

i Sub Channel )

Beatnik
Fort a5

Tha I

12

Use Bank O, 1, or 2:

= GM Device Mo

lcon [+ EE- |

w1 00 |

kA
'
-

(SubC
lzan

Ee:
Fort

Cha

Pro W4
Val .
Fan

Tran=pa

'ulu'E- ||:| [ it'_'."

Bank 0: General MIDI Melodic Instruments (on channel 10: General MIDI Percussion

Instruments)

Bank 1: Beatnik Special Melodic Instruments (on channel 10: Beatnik Special Percus-

sion)

Bank 2: Custom Melodic Instruments (on channel 10: Custom Percussion Instruments

Note: If you're on channel 1, the Beatnik Editor will highlight your selection to reflect

any Bank Select or Program Change.

— Click on the number to the right of the Bank number, then select your desired Pro-
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gram (patch) number:

1 Yo
Slia=)

= Prg 0=11
= 1=12
= 2=1%
= Prgq 3=14
= Prg 4=15
= Prg S=16&
= Prg &=17
= Prgq T=12
. iii = Prg 8=21
Fort 115 | sFEIRC Fort = Prgq 9=22
Cha - o = Cha = Prgq 10=23
Prg & : o Pra _ E:g 1;.;2;
vel W 1ubY — vol = Prq13=26
Fan 0| o | ZEV | Prq 14=27
| Transpo = Prg 13=25
= Prg 16=31
= Prg 17=32
= Prg 18=33
= Frg 19=34
20 = Prg 20=35
21 = Prg21=3&
22 = Prg 22=37
2% = Prgq 23=32
24 = Prg 24=H1
25 = Prg 25=42
26 = Prg 26=43
27 = Prg 27=44
28 = Prg28=45
29 = Prg Z29=4&
Z0 = Prg 30=47
Z1 = Prg 31=48
Z2 = Prg 32=51
Z3 = Prg 33=52
24 = Prg 34=53
T3 = Prg 35=504
Z6 = Prg 36=505
Z7 = Prg 37=3&
Z8 = Prg 38=57 F?

Iz

0 =] Tl fW k= O

'ulu'E- ||:| [ it'_'."

Note: These settings only affect playback, not exported Standard MIDI Files. If you want to
export a MIDI file, import it into the Beatnik Editor, and export it as an RMF file with the
exact same instruments assigned to it, then you'll have to insert Bank Select and Program
Change events into the Track Event Lists.

Inserting MIDI Bank Select and Program Change (Patch
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Change)
Events Into Your Sequence

In order for you to be able to export a MIDI file from Logic, import it into the Beatnik Editor, and

convert it to an RMF file that plays the correct MIDI Instruments every time, you'll have to insert
Bank Selects and Program Changes into your tracks’ MIDI event lists. This is especially impor-
tant if you're using Instruments that you've created in the Beatnik Editor.

1. Open a Track in thEvent List window.

Select a Track that contains notes that you want to drive the Beatnik Editor, then go to the
Windows menu and select ttOpen Event List command.

2. In theEvent List window, insert a Bank Select event at the very start of the Track. This will be
a Continuous Controller message for controller number 0.

» Change your cursor to the pencil tool, then control-click on the @uatrol
Change Events button:

A new Control Change event will appear in the list:
.-'H-'-': || ------------- Stert of Lisk --------o -
i N T T N T TR

L. A -4 5 Hobe T £ 1bn 2 Sl L1}
mh L 2 1 1 Moke T RNZ MR _ _ Z @
» Change your cursor back to the arrow.

 Set the event time by double-clicking on the new event iRdb#ion column,
then typing the time at which you want the bank change to occur:

|| ————————————— Start of List --
|| M| Control 1
h|| 1 1 1 5 MNote 7?7 F2:

The event will move to the new time in the event list.

For examplel 111 is the first event, anbtl1 12 happens immediately after — in the

|
Document Version 2.1.0 © 1998-2001 Beatnik, Inc.



Beatnik Editor User’s Guide / m

first measure, first beat, first division, and second tick.

* Set the first part of the Bank number by double-clicking on the event NUiYle
column, then typing the number

3 Note 7 F2 168

When you hit thdeturn or Enter key on your computer keyboard, tength/Info col-
umn will change t@ank MSB.

* Set the second part of the Bank number by double-clicking on the event in the
VAL column, then typing the actual Bank number you want to use.

-- Start of List =—=-----------
1 Control 1 ((EI| Bank MSB

3 Note 7 F2 ied® _ _ 2

Use Bank O, 1, or 2:

Bank 0: General MIDI Melodic Instruments (on channel 10: General MIDI Percussion
Instruments)

Bank 1: Beatnik Special Melodic Instruments (on channel 10: Beatnik Special Percus-
sion)

Bank 2: Custom Melodic Instruments (on channel 10: Custom Percussion Instruments
3. Still in the Event List window, insert your Program (patch) Change events:

» Change your cursor to the pencil tool, then control-click on the ¢egram
Change Events button:

PO P P b e e e e e

M

A new Program Change event will appear in the list.

» Change your cursor back to the arrow.
* Set the event time by double-clicking on the new event iRdki¢ion column,
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then typing the time at which you want the bank change to occur:

|‘ _____________ Start of List -
|: 11 i 1 Control 1 8
ol M| Program 1

‘| 1 1 1 , Note 7 F2

The event will move to the new time in the event list.
Note: Make sure the time of the Program Chang#ter the time of the Bank Change.

* Set the Program number by double-clicking on the event MWAheolumn, then
typing your desired program number:

-- Start of List -------------
1 Control 1

Tips:
» Save your work often
* Remember that to ensure consistency of sound, your playback settings should
match the Event List.

Moving Your Sequence Into the Beatnik Editor and the RMF

Format

When you're finished inserting all your Bank and Patch changes, and your notes are all sounding
the way you want them, save your sequence as a Standard MIDI File. Then, in the Beatnik Editor,
Import that MIDI file into aSession window (or just drag it into th8ongs tab of aSession win-

dow), Play the song as a check, and finally export it as an RMF file.
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Linking with Steinberg Cubase VST/24 (Mac 0S)

Beatnik has verified compatibility with Cubase VST/24 for Mac OS, versions 4.1 through 5.0.

Setting Up

1. Install MIDI linking software on your computer, following the supplied installation instruc-
tions. We support the Open Music System (OMS), which can be downloaded from the Web.
OMS is available at:

http://www.opcode.com/downloads/

For best results, make sure to get version 2.1 or greater. If this site is inaccessible, do a Web
search using your favorite search engine.

2. Install Cubase VST, VST Score, or VST/24 on your computer, following the supplied instal-
lation instructions.

3. Restart your computer.
This will enable the MIDI linking software, so that Cubase and the Beatnik Editor can detect
it.

4. Launch the Beatnik Editor.

Always launch the Beatnik Edittwefore Cubase. Otherwise Cubase won'’t detect the Beat-
nik Editor at the other end of the linking utility.

5. In the Beatnik Editor, select the linking utility as your MIDI input source.

Go to thekdit menu and select tiRreferences... command, then in thRreferences dialog
box select OMS as your MIDI input source.

6. If OMS prompts you to turn off AppleTalk, answ@K.

AppleTalk is known to interfere with MIDI, and can cause both Cubase and the Beatnik Edi-
tor to hang.

1. In the Beatnik Editor, make sure you have one or r8ession windows open.
8. If you want visual linking, click on thimstruments tab in aSession window.
9. Launch Cubase.

10. If this is the first time you've opened Cubase, it will prompt you to select a MIDI routing
utility. SelectOMS In and Out.

Working with Cubase and the Beatnik Editor

Remember: Always launch the Beatnik Editor first.
1. Launch the Beatnik Editor.
Launching the Beatnik Editor first ensures that Cubase will be able to find it when Cubase
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starts up.

2. Launch Cubase.
3. In Cubase, open your sequence.
4. Set up your Tracks to play back on the Beatnik Editor MIDI synthesizer.
Highlight any MIDI track, then:
Click in theOutput box (in theTrack Info section) and seleBeatnik from the pop-up

menu:
chords Any Beatnik
| Beatnik
piano Sra ¥ Beatnik
4 bass 2 Beatnik
a4 bass dhl 3 Beatnik
4 horns L | Beatnik
a4 flute =olo 3 Beatnik
Fi PErCUSSion 10  Beatnik
a4 horns #+2 (] Beatnik
h Flaadn rnln 23 Anmn Dr~dnl
a' Tiute

Output
Beatnik

percu

M1 DI Sport |__horns
QuickTime Muszic | flute
$tudio Patches pgm chg cahbaa
*Locale tambn
o2 IAC Bus #1 o
< A peggio | kick
+Cubase

= Echo

* For all tracks that you want to play through the Beatnik Editor, éathik as
the MIDI Qutput.
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* Click and hold on th€rg box, then seled-127 from the pop-up menu:

Fy flute

Output £ percw:

Beatnik | I S—
P & flute

1 - 128 | 4 cabas:

l + 0 - 127 s J tambo
J kick

This is the patch numbering system that the Beatnik Editor uses.

* Click and hold on thBank box, then sele@wap Value Bytes (Roland) from the
pop-up menu: (Leav®end MSB First checked.)

Dutput Fi percu
Beatnik had F  horns
B o 2

—
[__NEE___ b2

I_—\

Swap Palue Bytes [(Roland )|~ 2
+ S5end M5B Fivst
Send Only One Byte
Send ax PRE Change
Edit as M3IBE-L5E

» Double-click in theBank box, then type the Bank number that you want to use

for this track:

Out 1] ut
-

Beatnik il

I chn

s

1w

b Bank
OrS Patch ™

Use Bank 0, 1, or 2:
Bank 0: General MIDI Melodic Instruments (on channel 10: General MIDI Percussion

Instruments)

Bank 1: Beatnik Special Melodic Instruments (on channel 10: Beatnik Special Percus-

sion)

Bank 2: Custom Melodic Instruments (on channel 10: Custom Percussion Instruments

Note: You can also adjust the Bank number by clicking the top or bottom of the box.
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» Double-click in thePrg box, then type the patch number that you want to use for

this track:
Qutput ¢ i Fi pErCUSSion
Beatnik hd J horns #32
E_ rhr 4 flute zolo
= Frg 4  cabassa
.“E EBank [ Fi tambourine
OrMS Patch £ kick

5. Verify that the link is working.

MIDI events on MIDI channel 1 are visually linked to the Beatnik Editor. This gives you an
easy way to verify that the link is working: Just send a Program (patch) Change from
Cubase on channel 1, and look at the Beatnik Editor to see whether that same patch number
is highlighted in the Instruments tab of the current Session window.

Note: If you want to access the Beatnik Editor’'s Percussion Banks, then select channel 10,
set thePrg to OFF, and select the Bank of your choice (again, 0, 1, or 2):

a' Tiute
Qutput g percu:
Beatnik d 7| horns

[ 10 B & flute
mﬁ Ftg 4 cabas:
“E Bank-.. Fi tambo

Liia et s & kick

As with most MIDI Percussion Banks, each MIDI note number (pitch) plays a different Per-
cussion Instrument, all at natural pitch instead of transposing to different pitches. (To get
pitch control over a Percussion instrument, use the Beatnik Editor to copy it into your Cus-
tom Melodic Bank.)

Inserting MIDI Bank Select and Program Change (Patch
Change)
Events Into Your Sequence

In order for you to be able to export a MIDI file from Cubase, import it into the Beatnik Editor,
and convert it to an RMF file that plays the same MIDI Instruments every time, you'll have to
insert Bank Selects and Program Changes into your tracks’ MIDI event lists. This is especially
important if you're using Instruments that you've created in the Beatnik Editor.

1. Open a Track in thEvent List window.

Select a Track that contains notes that you want to drive the Beatnik Editor, then go to the
Edit menu and select tlést command. ArEvent List window will appear, looking some-
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thing like the following:

(| Lisk - plann - 1.0 L- 4201 BEH

———— - --- Fi 1 Dapth
—_— " - Fi 3 Dapth
. Herbw

Ext FU Dapth
Croruy [mprth

Hevrt
Hevrt
Hevrt
Hevrt
Hevrt
Hevrt
Hevrt
Hevrt
Hevrt
Hevrt
Hevrt
Heiw
Heiw
Heiw
Heiw
Heiw
b

IO TIIIIIITTD DD
L
3

I IEEEEEETTEEEEREEER

2. In theEvent List window, insert a Bank Select event at the very start of the Track. This will be
a Continuous Controller message for controller number 0.

* Click in thelnsert choices pop-up menu, then select Control Change:

{|To Selected w E' uent p
(—— ¥ i :
=  Contirol Ehanﬂe [

-4 Aftertouch
—4 Pitch Bender
SysEx Data

Text Event

Track Mute

Stop Event

SeF

Z. B 04 led

=

L B v w B O v

L
L
=

» Change your cursor to the Pencil tool by control-clicking and selecting the Pencil
tool from the pop-up box:

* Since you want this to be the first event in the Track, click your pencil in the top
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left corner of thekvent List's graphic part:

F«t FY¥ Nenth

A new Control Change event will appear at the start of the Track.

* Beatnik uses the MSB form of the Bank Select message, so double-click on the
new Control Change event in tial.1 column, and type ifl. Then, double-click
in theVal.2 column enter your desired Bank number.

The Bank number should be 0, 1, or 2:

Bank 0: General MIDI Melodic Instruments (on channel 10: General MIDI Percussion
Instruments)

Bank 1: Beatnik Special Melodic Instruments (on channel 10: Beatnik Special Percus-
sion)

Bank 2: Custom Melodic Instruments (on channel 10: Custom Percussion Instruments
3. Still in the Event List window, insert your Patch Change events.
* Click in thelnsert choices box, then choosBrogram Change from the pop-up
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window:

1. 1. 2.

Mote Ervent

Fressure

—4 Pitch Bender
SysEx Data
Text Event
Track Mute
$top Event

M
= ER=T =R TT]

23D & & E

il
il
=

» Change your cursor to the Pencil tool by control-clicking and selecting the Pencil
tool from the pop-up box.

* Since you want this to be the second event in the Track — directly after the Bank
Select event — click your pencil just below the Bank Select event. A new Program
Change event will appear. Or, to insert additional Program Changes at other
times, you can insert them here and then drag to the desired time.

* To set the Program (Instrument) number, double-click on the new Program
Change event in théal.1 column, and enter your desired Program number. The
Program number should be in the range 1-128:

SE W 1o »erecTed | Frogram

Note: Although Cubase uses Program numbers 1-128, the Beatnik Editor uses Program
numbers 0-127. As a result, you need to enter a program nomdaigherthan the one
you want the Beatnik Editor to receive.

Moving Your Sequence Into the Beatnik Editor and the RMF
Format

When you're finished inserting all your Bank and Patch changes, and your notes are all sounding
the way you want them, save your sequence as a Standard MIDI File. Then, in the Beatnik Editor,
Import that MIDI file into aSession window (or just drag it into th8ongs tab of aSession win-

dow), Play the song as a check, and finally export it as an RMF file.
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Linking with Opcode Vision DSP

(Mac 0S)

Beatnik has verified compatibility with Vision DSP version 4.5.

Setting Up

1. Install MIDI linking software on your computer, following the supplied installation instruc-
tions. We support the Open Music System (OMS), which can be downloaded from the Web.
OMS is available at:

http://www.opcode.com/downloads/

For best results, make sure to get version 2.1 or greater. If this site is inaccessible, do a Web
search using your favorite search engine.

2. Install Vision DSP on your computer, following the supplied installation instructions.

3. Restart your computer.
This will enable the MIDI linking software, so that Vision and the Beatnik Editor can detect
it.

4. Launch the Beatnik Editor.

Always launch the Beatnik Edittwefore Vision. Otherwise Vision won't detect the Beatnik
Editor at the other end of the linking utility.

5. In the Beatnik Editor, select the linking utility as your MIDI input source.

Go to thekdit menu and select ttRreferences... command, then in thRreferences dialog
box select OMS as your MIDI input source.

6. If OMS prompts you to turn off AppleTalk, answ@K.

AppleTalk is known to interfere with MIDI, and can cause both Vision and the Beatnik Edi-
tor to hang.

1. In the Beatnik Editor, make sure you have one or r8ession windows open.
8. If you want visual linking, click on thinstruments tab in aSession window.
9. Launch Vision

Working with Vision and the Beatnik Editor

Remember: Alwayslaunch the Beatnik Editor first.
1. Launch the Beatnik Editor.
Launching the Beatnik Editor first ensures that Vision will be able to find it when Vision
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starts up.

2. Launch Vision.
3. In Vision, open your sequence.
4. Set up your Tracks to play back on the Beatnik Editor MIDI synthesizer.

Highlight any track in th@eng window, then click in thénstrument column and select
Beatnik-X (whereX is the MIDI channel number to which you want to assign the track).

Note: To access instruments in Beatnik Editor Banks 1 or 2, you'll have to enter MIDI Bank
Select events in the Event List (see next section). If you enter Program (patch) Change
events in th&oeng window without any Bank Select to move to Bank 1 or 2, Vision will only
access the Beatnik Editor’'s Bank O.

5. Verify that the link is working.

MIDI events on MIDI channel 1 are visually linked to the Beatnik Editor. This gives you an
easy way to verify that the link is working: Just send a Program (patch) Change from Vision
on channel 1, and look at the Beatnik Editor to see whether that same patch number is high-
lighted in the Instruments tab of the current Session window.

Inserting MIDI Bank Select and Program Change (Patch
Change)

Events Into Your Sequence

In order for you to be able to export a MIDI file from Vision, import it into the Beatnik Editor, and
convert it to an RMF file that plays the same MIDI Instruments every time, you’'ll have to insert
Bank Selects and Program Changes into your tracks’ MIDI event lists. This is especially impor-
tant if you're using Instruments that you've created in the Beatnik Editor.

Note: To access instruments in Beatnik Editor Banks 1 or 2, you'll have to enter MIDI Bank
Select events in the Event List. If you enter Program (patch) Change eventSanghan-

dow without any Bank Select to move to Bank 1 or 2, Vision will only access the Beatnik
Editor's Bank O.

1. Open thekvent List window.
Go to theWindows menu and select tHhést command.
2. In theEvent List window, insert 8ank Select / Program Change event.
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* Click and hold on thénsert button, then seledtatch from the pop-up menu:

O

111}
&

Jsong E:pilann = 0 H

: : 0 ﬁaeatmkﬂ ==y
ﬂ i ._ .: : 'Et | Rec E Hl.ite.-._mﬁn.:-.h:- [::: nts

] +|:| |:|:| Je

k-

. 1- 1= 0Olnst: SCaah
* 1+ 1= O |Chorus Depth (93] 0
- 1« 2« 0O|BEp3 OJ+240 1001 g4T

A newBank Select / Program Change event will appear in the list.

* Click on the first column and type in the time at which you warBan& Select
/ Program Change event to occur — usually the very start:

' | Rec | Mute

IEI) atch
* |E i T |F3 oJ+240 1000 &4+
* 1«1 o

Inst: SCESh

* Click on the far right column, and then selB@PC from the pop-up menu:

Ysong E: piant ="0—— 018

:’ 0 |G| Beatnik-1 £ —|-= I ':'J; . Opts

M s 2R

. 1- 1= 0O

- 1- 1« 0O|F3 0J+240 1004 &4

] 1- 1« 10|lnst: SCE0a

* 1« 1« 0 |Chorus Depth (93] ]

- 1- 2« 0|(Ep3 0Jd+240 1001 Eh-fl-'Tk T 7

* Click on the number aftd0, and then type in the number of the Bank you want
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to use
O:=& ————vsong Epiant =c0F——— =]
H H Eam s GO Q'B,_l; o]
ﬂ : 0| Reo | Hute| Solo| | 224 Eve i
. 1- 1. 0O |Patch [EE]1 FCl12
+  1- 1. 0O|F 04J+240 1004 &4+
. 1. 1+ 0O|inst:  SCE254

Use Bank O, 1, or 2:

Bank 0: General MIDI Melodic Instruments (on channel 10: General MIDI Percussion
Instruments)

Bank 1: Beatnik Special Melodic Instruments (on channel 10: Beatnik Special Percus-
sion)
Bank 2: Custom Melodic Instruments (on channel 10: Custom Percussion Instruments

* Click on the number aftd®C and enter the program number of the Beatnik
Instrument you want to use:

O

1]}
| &
=
il =
.; =
o=t
=
I =
=

=)=

| Beatnik-1

ﬂ : i ,':f: Rec E:: Mute | Solo i o e

* . FPatch

- 1- Fz o4+240 1000 &4+
» 1- Inst: SCoSs

Tips:
» Save your work often

* Remember that to ensure consistency of sound, your playback settings should
match the Event List.

Moving Your Sequence Into the Beatnik Editor and the RMF

Format

When you're finished inserting all your Bank and Patch changes, and your notes are all sounding
the way you want them, save your sequence as a Standard MIDI File. Then, in the Beatnik Editor,
Import that MIDI file into aSession window (or just drag it into th8ongs tab of aSession win-

dow), Play the song as a check, and finally export it as an RMF file.
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Advanced Techniques

How to use the Beatnik Editor for advanced interactive audio techniques.

Heading...

Covers...

“Creating Banks of Trigger-
able Samples (RMFX)

How to make an RMF file without any Song data — a collec-
tion of Instruments that can be triggered from JavaScript,
Lingo, C, C++, or Java code. This technique is most often
used to trigger sampled sound effects, dialog, or music pre-
mixes.

Automatic Looping and Track
Muting

How to use markers and controllers in your MIDI file data, to
make the Beatnik playback sequencer loop a section of RMF
music while automatically muting a different set of tracks at
each pass through the loop.

MIDI Channel Modes

How to access and use MIDI channel Melodic and Percussion
modes beyond the default General MIDI behavior.
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Creating Banks of Triggerable Samples (RMFX)

Ordinarily, the custom Beatnik Instruments included in an RMF file are played by notes stored in
the MIDI files included in the same RMF file. However, all Beatnik playback platforms also
include a programming interface with commands that allow the software developer to play indi-
vidual notes whenever desired, using any available Instrument, without involving any MIDI file.
When this technique is combined with an RMF file that contains sampled audio clips, you get the
ability to trigger any sample — a music premix, a dialog line, or a sound effect — interactively, at
any time. This section describes how to make and use RMF files containing just banks of samples
— and no Song data — for use in this way. Beatnik’s term for such an RMFRM#EXs

Samples Are Stored as Custom Instruments in the RMFX File

All sound resources in RMF files are accessed through the scheme of MIDI musical instrument
programs. That may seem a little strange for sounds intended for playback at natural pitch —
exactly the kinds of samples you’ll most often want to use in RMFX files — but recall that Beatnik
Instruments are always based on digital audio Samples. That means they can contain recordings of
any kind of sound at all, and not just the single musical tone usually used in conventional Instru-
ments. It also means that the Custom Instruments in RMF files can be used like little audio car-
tridges, each one loaded with its own sound recording, ready to be triggered at any time. For
example, an audio logo to play when the mouse rolls over the company’s logo image, or a sound
effect to play when the user clicks on a link.

Events Come from the Programming, Not the RMFX File

For these kinds of effects, you'll rely on the developer of the Web page (or the Director Movie, or
the application, depending on your context) to do all the Instrument selection and note event trig-
gering — so there’s no longer any need to include any Custom Songs (imported MIDI data) in your
exported RMF file. All the RMF file needs to include is the Custom Samples, and the Instruments
that are needed to access the samples.

Planning an RMFX File

There are basically two ways to arrange an RMFX file:

» Option A: Collect all the Samples into a single Instrument, with a separate Keymap Zone for
each Sample.

In this approach, different note numbers trigger different Samples, and they all play at their
correct pitch. This approach means more work if you want to play the samples at different
musical pitches, but in many applications — like spoken dialog or music remixers — you may
not need to re-pitch the sounds anyway.

» Option B: Create a separate Instrument for each Sample.

In this approach, you can easily play the sample at different musical pitches by changing the
note number in youfoteOn() Or playNote() ~commands.

It's best to decide which of these two setup options you want toefises you start building your
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RMFX file. With a little experience you’ll learn to mix the two options together within a single
RMFX file, but for your first experiments you may want to pick just one or the other.

Building an RMFX File

Constructing simple RMFX files can be very easy, as the Beatnik Editor comMakelinstru-

ment Using... andExport RMF... automate most of the detail work. Basically, you just drag your
Samples in, create the Instrument(s) in one operation, and then generate the RMFX file in a sec-
ond operation.

With the Beatnik Editor open:
1. Create a new Session file for your RMFX project.
» From theFile menu, select thlew command. A new Session document window
calledUntitled Session will appear.

* Go to theFile menu again, select ti$ave As... command, and save your new
Session file in an appropriate folder, with an appropriate filename.

2. Import your Samples.

In your Session document window, click Semples tab. Then collect the sample files that

you want to use anywhere on your desktop, and drag them all into the Samptgs list

area. This will produce a new Sample item for each dragged sample file, each with the same
name as the file. Any loops will be preserved.

3. Compress your Samples.

Still in the Samples tab of your Session document window, select all of your Samples, and
then go to th&ample menu and select ttGampression... command. Th€ompression dia-
log box will appear.

Use theCompression dialog box to apply the right compression for your material. In most
cases, this will be one of the MP3 options. You can apply the same compression type to all
of your Samples in a single operation.

4. Create your Instrument or Instruments.

Still in the Samples tab of your Session document window, select all of your Samples, and
then go to th&ample menu and select tiMake Instrument Using... command. Thake
Instrument dialog box will appear.

Set your Instrument options, and then click @ebutton:

* If you decided t€ombine Samples Into One Instrument, pick that option and
also pick the sub-optioBne per key, starting at. You can change the starting key
if you want to.
* If you decided t@eparate Into Multiple Instruments, pick that option. If you
want the samples to sound at their original pitches, you’ll have play them at the
indicatedRoot Key note. You can change tReot Key note if you want to.

Your new Instrument or Instruments will appear inlistruments tab of the Session docu-
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ment window, numbered starting at 0.

If you ever want to start adding variations to your Sample playback, like a volume envelope,
filtering, or modulation, you can modify the Instrument or Instruments imst@ment
Editor window.

5. Check your Instrument or Instruments.

In your Session document window, go to binstruments tab and double-click the newly
created Instrument or Instruments. Kegmap Zones page of thénstrument Editor win-

dow will show the MIDI note numbers you'll need to usegiyNote()  andnoteOn()
commands) to trigger each Sample in each Instrument, so you may want to take notes.

You can also audition a selected Instrument with the keyboard Player window, if
you'd like to verify that all your Samples are playing correctly.

6. Export your RMFX file.

In the Instruments tab of your Session document window, make si8kolvemenu says
Bank 2: Custom Melodic, and then select all the Instruments shown.

Now go to theFile menu and select tHxport RMF... command.

One of theExport RMF dialog boxes will appear, asking whether you want to create an RMF
file or an RMFX file. Pick th&MFX option, and then click th@K button.

The Save RMF File dialog box will appear. Use it to save your new RMFX file in an appro-
priate folder, with an appropriate name. The RMFX file is ready for use in your production.

Note: If you want the RMFX file to include a copyright notice, credits, and other ‘meta-data’
information, you'll have to change this procedure slightly. Before step 6, use the Instrument menu
commandViake Song Using to create a Custom Song, then useShmg menu comman8ong

Info to enter your info. Then, rather than usingkport RMF... command on your custom Instru-
ments, apply it to the Custom Song instead. True, this will add a very small ‘dummy’ MIDI file to
your RMFX file — but because meta-data is attached to Songs rather than the RMF file itself, it's
the only way to attach the copyright notice, etc.

Triggering RMFX Samples from the Production

To trigger the samples in your RMFX samples from a Web page or Director movie, the program-
mer will need to use the appropriate combination of the Music Object commandse()

noteOn() , and/omoteOff() commands (using the optional Bank and Program parameters — be
sure to indicate Bank 2, as RMFX samples are always in the Beatnik Custom Instruments bank).
For programming details, please refer to the Music ONjedt Authoring Documentation, or the
Beatnik Xtra User’s Guide. (Application programmers using the Beatnik Audio Engine should
consult the BAE Client API Developer Reference for the equivalent information for that context.)

If you chose Option A (Single Instrument):

» To trigger a full sample, use the commanaon() , supplying the note number for the
desired sample. NmteOff()  is needed, as reaching the end of the sample produces the
same effect. However, if the Sample loops, it will continue to play until a corresponding
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noteOff() IS received.

Alternatively, you could usglayNote()  instead ohoteOn() , as long as the duration is
longer than the Sample’s own length.

To stop a sample before it reaches the end, or to exit a loop, send a correspoaadiiig
command when you want the sample to stop.

Alternatively, you could usglayNote()  instead ohoteOn() andnoteOff() , with a dura-
tion shorter than the Sample’s own length. Be sure to indicate Bank 2, as RMFX samples are
always in the Beatnik Custom Instruments Bank.

If you chose Option B (Multiple Instruments):

To trigger the selected sample at its natural pitch, use the commatand() , supplying the

Root Key note for the selected sample.ldeoff() is needed, as reaching the end of the
sample produces the same effect. However, if the Sample loops, it will continue to play until a
correspondingoteOff()  is received.

Alternatively, you could usglayNote()  instead ohoteOn() , as long as the duration is
longer than the Sample’s own length.

To trigger the selected sample at a transposed pitch, use the conumand , supplying a

pitch other than the selected instrument’'s Root Key note. The sample’s pitch will be trans-
posed by the same amount as the difference between the Root Key and the played note num-
ber. For example, if you play an Instrument at a note that's 12 semitones above its Root Key,
the Sample will play back one octave higher than its natural pitch.

Note: If the Sample contains rhythmic music material, changing the pitch will also directly
affect its tempo.

To stop the sample before it reaches the end, or to exit a loop, send a corresponding
noteOff() command when you want the sample to stop.

Alternatively, you could usglayNote()  instead ohoteOn() andnoteOff() , with a dura-
tion shorter than the Sample’s own length. Be sure to indicate Bank 2, as RMFX samples are
always in the Beatnik Custom Instruments bank.
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Automatic Looping and Track Muting

This feature allows you to automate muting and unmuting of tracks in a looping file to create
musical “playlists,” which can be of great benefit for reducing the size of a long file. This is
accomplished with controllers in the MIDI data which tell the synth to play or not play specific
tracks in a predetermined order. It is not a real-time interactive feature.

Here's how it works:

1. Start with a MIDI sequence designed to loop end-to-end, widek notcontain “loopstart”
and “loopend” markers.

2. Insert, in any track, a continuous controller #85 whose value will indicate the total number of
loops of the file that will comprise the “playlist” (counting from zero).

3. Determine which loop repeats in which you want each track to play, and insert controllers as
follows: to play track during loop (x): controller 87: (x); to mute track during loop (x): con-
troller 86: (x).

As an example, let’'s say that you have a file that | want to loop 3 times, and you want to hear a
piano solo during the second loop.

On any track, you would insert controller 85: 2, for 3 loops.
Then, on the track with the piano solo, | would insert:

* On any track, you would insert controller 85: 2, for 3 loops.

* Then, on the track with the piano solo, you would insert: controller 86=0, control-
ler 87=1, and controller 86=2

A few important points:

« All of the controller data must be at 1,0,0if a track does not have controller 86/87
data, it will play normally.

* If there is no controller 86/87 corresponding to a particular loop value, the track
in question will remain in its current state, either muted or unmuted.

* The file will play indefinitely; when the maximum loop value set with controller
85 is reached, it resets to 0.

* The total number of tracks is limited to 64.

What results from this process is a file of a rather short duration (8 or 16 bars, perhaps) with all of
the different sections of the song lined up vertically. The process can be quite laborious and
requires great care; because it is based on tracks, not channels, the muting / unmuting feature can-
not be auditioned while linked to sequencer. One has to plot out the structure, collapse all the parts
into a short sequence (which means this won’t work with music that has uneven phrase lengths or
meter changes), insert all the controller data, then hear the results after importing the MIDI file

into the Editor.

Why would anyone want to go through all this trouble when they could just as easily create a long
MIDI sequence with whatever arrangement they pleased? The main benefit of using this feature is
decreased file size, typically cutting the MIDI data at least in half, or much more if there is a lot of
repetitive pitch bend or continuous controller data. Plus, an RMF file could go on for 5, 10, 20
minutes without repeating itself and still not be appreciably larger than a much shorter version.
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MIDI Channel Modes

The Beatnik MIDI Synthesizer supports an unusual MIDI Channel Mode, called Pitched Percus-
sion, that gives you additional creative options by letting you play Percussion Bank Instruments
like regular Instruments, so that their pitch is transposed according to the MIDI note number. For
example, “talking drum” effects become easy, and you may discover other unusual and useful
sound textures by playing Percussion Instruments at unexpected pitches. For example, you can get
a cool Gong-like effect if you play a cymbal crashes at a very low pitch. And Percussion sounds
played at high pitches make good user interface clicks.

You can also use MIDI Channel Mode control to make MIDI channels other than channel 10
behave like additional Drum channels. In fact, you can put any MIDI channel into any MIDI
Channel Mode.

About MIDI Channel Mode

MIDI Channel Mode determines how a channel will interpret MIDI note events. Each channel
tracks its own MIDI Channel Mode independently, and all notes played on a channel will sound
using the channel’s current MIDI Channel Mode. Any channel can be put into any MIDI Channel
Mode with a Non-Registered Parameter Number, but by default, all channels start up in their nor-
mal General MIDI Mode.

In addition to the two MIDI channel modes used in the General MIDI scheme (Normal Percussion
and Normal Melodic modes), the Beatnik MIDI Synthesizer offers a third mode, Pitched Percus-
sion. An option is also provided to return each channel to its ordinary General MIDI mode (Per-
cussion Mode for channel 10, Melodic Mode for all other channels).

Setting the MIDI Channel Mode

To change a channel’'s MIDI channel mode, send a MIDI Non-Registered Parameter Number
(NRPN) event, with MSB (Continuous Controller 99) of 5 and LSB (Continuous Controller 98) of
0 (also known as ‘NRPN 640, followed by a Data Entry controller message (Continuous Con-
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troller 6) with your desired mode number:

Data Entry
Controller A
0 General MIDI Mode On Channel 10, puts the channel into
(for that channel) Normal Percussion Mode; on all othe
channels, puts the channel into Normpl
Melodic Mode
1 Pitched Percussion Mode | Program Changes select Percussion

bank sounds, note numbers transpos
them as though they were Melodic Bapk
Instruments

1%

2 Normal Percussion Mode Note number selects Percussion bank
sounds (a la General MIDI Channel 1p)

3 Normal Melodic Mode Program Changes select Musical bank
sounds, note numbers transpose therp.

=)

Note: Mode 1, Pitched Percussion is the unusual one that you'll have the most fun exploring.

In your MIDI sequencer’s Event List, the events needed to set a channel’s MIDI Channel Mode
are as follows, whe is0, 1, 2, or3 according to the above table:

Controller #99, 5 — NRPN MSB of 5 — Select MIDI Channel Mode as Data Entry destination
Controller #98,0 — NRPN LSB of 0
Controller #6, M — Set MIDI Channel Mode tM, via Data Entry controller

Uses for Normal Percussion Mode

One possible use for the MIDI Channel Mode would be to put more than one channel into Normal
Percussion Mode at the same time. Here are a few of the creative applications of doing so:

* Multiple Percussion channels would let you spread a rhythm arrangement out over many
MIDI channels, giving you the ability to dynamically change the pattern by muting and
unmuting the channels.

* With multiple Percussion channels, you could play Percussion Instruments from multiple
Banks at once — the GM Bank Percussion Instruments, the Beatnik Special Bank Percussion
Instruments, and your own Custom Bank Percussion Instruments, all at the same time. Just put
each channel into Normal Percussion Mode, and then use a Bank Select message to pick the
Bank you want.

* Drum echo effects can be easier to achieve if you use additional MIDI channels for the echo
tracks — there won't be any unpredictable retriggering problems if any of the initial notes over-
lap the start of their echoes.
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For Reference

Detailed reference information on the Beatnik Editor.

Heading...

Covers...

FAQ

Answers to Frequently Asked Questions

Menu Reference

Guide to Menu Commands

Window Reference

Guide to Windows and Dialog Boxes

Troubleshooting

How to fix any problems you may encounter

Removing the Beatnik Editor

How to ‘un-install’ the program from your computer

Compatibility Info

MIDI and file format support details

Versions and Updates

Program Version History and how to get Updates

License Agreement

The agreement that governs your use of the software

Online Resources

Links to further information on the Beatnik Web site

Built-In Instruments

List of General MIDI and Beatnik Special Instruments

Live MIDI Input

How to work with MIDI controllers and sequencers

Trademarks

Legal notices regarding Trademarks
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Answers to Frequently Asked Questions ahout the Beatnik Editor.

See Also: How Do l...

How do I get help when | run into a problem?

If you run into difficulty installing, registering, or using the Beatnik Editor, and can’t find an
answer in the Online Help or User’s Guide, then contact Beatnik Customer Support via the
Beatnik Web site:

http://www.beatnik.com/?editor-support

How do I convert a .WAV file into an RMF file?
SeeBasic Operation: Converting a Sample File to RMF.

How do I convert a MIDI file into an RMF file?
SeeBasic Operation: Converting a MIDI File to RMF.

What file formats does the Beatnik Editor import?

MIDI, WAV, AIFF, Sound Designer Il, AU, and MP3 files. You can also import RMF
files into a Session, but you can't include them in RMF files you export.

What copyright protection does RMF offer?

You can encode 40-bit encrypted copyright and licensing information into a file, and
it can be easily displayed anywhere an RMF file plays. It will help a publisher or
composer keep track of who is using their music.

Will the Beatnik Editor support DLS (the MIDI Manufacturers Association standard for download-
able samples)?

Beatnik intends to provide support for the DLS standard in a future version of the
Beatnik Editor. As new file types become popular, we’ll add support for them.
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Menu Reference

Guide to the Commands in the Beatnik Editor's Menus.

Topics:
File menu
Edit menu
Song menu
Instrument menu
Sample menu
Window menu

Help menu
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File menu

Commands for working with Beatnik Editor Session documents, for importing and export-
ing your work in other formats, for setting Preferences, and exiting the program.

Command Description

New Creates a new Session document, cdJietitled Session. SecSession
windows.

Open... Opens a previously saved Session document on disk.

(Not available in
Demo mode)

Note: You can also open files in other recognized music and
sound formats, resulting in an Import operation. If no Session
document is currently open, a new Session document is created
first.

Close

Closes the current Session document.

If you haven't saved your latest changes to disk, an alert will
appear asking whether you want to save the Session before clos-
ing it. Closing without saving means losin@ll changes made

since the lates8ave or Save As.

Save

(Not available in

Saves the current Session document to disk under the same file name,
replacing the previous file version.

Notes for Mac 0S Users:

Demo mode} » The Beatnik Editor will automatically adksn to the
filename.
* The Mac OS file creator code will bPL2'".
Save As... Saves the current Session document to disk, with an option to change

(Not available in
Demo mode)

the file name.

After saving, the Session window will show the new name and
will remain open for further editing.

Note for Mac 0S Users: The Beatnik Editor will automatically
add.bsn to the filename.
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Revert

Operation depends on the current window:

* In a Session document, replaces the current Session document with
its latest saved version on disk, discarding any recent changes.
Reverting means losing all changes madsnce the las$ave or
Save As.

* In anlnstrument Editor window or Sample Editor window, exits
that window and reverts the Instrument or Sample to its previous
state.

In all cases, An alert will appear asking you to confirm that you want to
Revert.

Import...

Opens thémport dialog box, where you can import one or more music
and digital audio files, in several formats, into the current Session doc-
ument.

Export RMF...

(Not available in
Demo mode)

Opens one of thExport RMF dialog boxes, where you can export the
currently selected Song or Songs in RMF format.

Because RMF is a secure file format, an RMF file cannot be fur-
ther edited after you export it. Be suraétain your Beatnik

Editor Session filesso that you can update your RMF files with
any future changes.

Export as Audio...

(Not available in
Demo mode)

Opens th&ave Audio File dialog box, where you can export the cur-
rently selected Song in any supported digital audio format — AIFF,
WAV, raw samples, or MP3; for Mac OS users, Sound Designer Il is
also available.

Note: Does not work on multiple Songs at once — only one Song
at a time.

Note: Although the exported audio file will sound the same as the
RMF version, it will be much larger — up to 10 MB per minute —
and interactive control over individual notes and instruments will
no longer be possible. RMF is almost always a better choice.

Preferences...

(Windows only)

Opens théreferences dialog box, where you can set general Beatnik
Editor operating preferences.

Note: For Mac OS, this item appears in it menu.

(Recent Session
Names)

Opens recently accessed Session documents on disk.

Exit

Ends your Beatnik Editor working session, exiting the program.

If you haven't saved your latest changes, an alert will appear ask-
ing whether you want to save the Session before exiting.

Note: Exiting without saving means losing all changes made
since your most receSave or Save As.
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Edit menu

Commands for working with selected items.

Command

Description

Undo

Undoes the most receldit operation.

Note: The Beatnik Editor uses ‘Multiple Undo’. Every additional
Undo command you issue takes you another step back in time
(but no farther back than the latest saved version).

Note: Every window has a separdiado history.

Redo

Reapplies the most recently Undone operation. Available only after an
Undo.

Cut

Removes the selection from the document and places it in the clipboard
for later Pasting, replacing any previous clipboard contents.

Copy

Copies the selection to the clipboard for later Pasting, replacing any
previous clipboard contents.

Note: When you copy a Custom Instrument, a dialog box
appears, offering the option of also copying the Samples used in
that Instrument.

Paste

Pastes the clipboard contents into the document.

The Paste command is unavailable whenever the clipboard is
empty, or contains items of the wrong type.

Note: When pasting an Instrument into a Session document
would result in more than one Instrument with the same MIDI
program number, the Beatnik Editor will renumber the colliding
Instruments and alert yolf.you see this message, you should
carefully verify that any Songs being added still play correctly
because the Beatnik Editor will not update the corresponding
MIDI Program Change events in any Songs that use the Instru-
ment to use the altered Instrument numbers. If the Song is now
playing with wrong Instruments, you will need to use your MIDI
seqguencer program to set the program numbers manually in your
original sequence, then save a revised MIDI file Rextmport

MIDI (seeSong Settings dialog box).

Delete

Deletes the selection from the document, without changing the clip-
board.
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Rename Allows you to edit the selected item’s name.

Note: Only Custom items can be renamed — Custom Songs, Cus-
tom Instruments, and Custom Samples. Built-in Songs and Sam-
ples can’t be renamed at all; to rename a built-in Instrument,
you’ll have to first Copy it and Paste it, creating a Custom Instru-
ment copy that can then be renamed.

Select All Selects all items in the current Session window tab — that is, all Songs,
all Instruments or all Samples.

Preferences... Opens thé@references dialog box, where you can set general Beatnik
Editor operating preferences.

(Mac 0S only) Note: For Windows, this item appears in Fite menu.

About the Clipboard

The clipboard is a temporary storage area used to hold items for editing oper&utopy,
andPaste. Whenever yoopy or Cut an item, a copy of the item is placed on the clipboard. The
nextPaste produces a copy of the item.
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Song menu

Commands for working with selected items in The Songs Tab of a Session window.

Note: Some commands will only be available when a Song is selected and a Session window
is in front.

Command Description

Song Settings... Opens théSong Settings dialog box, where you can set several basic
Song parameters.

Song Info... Opens the&Song Info dialog box, where you can enter text information
fields for the exported RMF file, such as copyright notice and per-
former credits.

Re-Import MIDI... Replaces the selected Song’s MIDI data from a Standard MIDI File
(SMF) on disk.

Note: The Beatnik Editor only imports MIDI Files, it does not

edit them directly. To edit the individual MIDI notes and other
events within a Song, you'll need to use a separate MIDI
sequencer program and save your work as a Standard MIDI File.
When working in this way, you'll use tiRe-lmport MIDI com-

mand every time you make a change in the sequencer and want to
update the corresponding Song in your Beatnik Editor Session
document. That's the only way to make the change show up in
your exported RMF file.

Play Starts playback of the selected Song.

There’s also a Play button in tRlayer window, and double-
clicking a Song irThe Songs Tab of aSession window also
works.

Stop Stops playback of the currently selected Song.
There’s also a Stop button in tRkayer window.
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Instrument menu

Commands for working with selected items in The Instruments Tab of a Session window.

Note: Some of these commands will only be available when an Instrument is selected and a
Session window is in front.

Command Description

New Instrument... Creates a new, ‘blank’ instrument in the next available slot, titled
New Instrument. To turn it into a useful Instrument, use thstru-
ment Editor window.

Note: The new Instrument contains no Samples, so trying to
play it (with the onscreen keyboard in Player window or
theLive MIDI Input) produces silence.

Edit Instrument... Opens thdnstrument Editor window, where you can inspect and
edit the selected Instrument.

Note: Only Custom Instruments can be edited. To edit a built-
in Instrument, you'll have to first Copy it and Paste it, creating
a Custom Instrument copy that can be edited.

Move Instrument... Opens théMove Instrument dialog box, where you can set the
selected Instrument’s MIDI Program number to any unused number
in either the Custom Melodic Instruments bank or the Custom Per-
cussion Instruments bank. MIDI Program numbers are in the range
0-127.

Note: Only Custom Instruments can be moved. To edit a built-
in Instrument, you’ll have to first Copy it and Paste it, creating
a Custom Instrument copy that can be edited.
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Make Song Using

Creates a new, simple Song with the same name as the first selected
Instrument, playing every Sample in the selected Instruments, all
simultaneously. This may or may not meet your needs as a way to
trigger the Instruments in your final production, however it may

make it easy to audition the Instruments and their Samples as you're
working in the Beatnik Editor.

Note: If you have more than 15 Instruments selected, only the
first 15 will be used in the created Song. This is because MIDI
channel 10 is reserved for percussion, leaving only 15 avail-
able MIDI channels for triggering the Instruments.

The Song will contain one MIDI file Track for each created Instru-
ment, and each Instrument’s Track will contain one MIDI note for
each Keymap Zone used in the Instrument. These notes will be same
as the Keymap Zones’ Root Keys, so the Samples will usually play
at their natural pitches. All of the notes will begin at the same time,
and will be the same length.

For example, if you select one Instrument using a single Keymap
Zone, and a second Instrument that uses three Keymap Zones, the
Make Song Using command will produce a Song with two tracks:
Track 1 will contain one note (the Root Key of the one keymap
zone), and Track 2 will contain three notes (the Root Keys for the
three keymap zones).
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Sample menu

Commands for working with selected items in The Samples Tab of a Session window,
selected waveform ranges in the Sample Editor window, and for managing the disk
cache of compressed Sample copies.

Note: Some of these commands will only be available when a Sample is selected and one of
theSession windows is in front, or when a waveform range is selected sSahple Editor
window is in front.

Command Description

Edit Sample... Opens théSample Editor window, where you can inspect and edit
the selected Sample.

Note: Only Custom Samples can be edited, never the built-in
Samples.

Compression... Opens th€ompression dialog box, where you can inspect and
change the data compression setting for the selected Sample. To
apply the same Compression type to multiple Samples, select them
all and then select titGompression... command.

Note: You can't change the Compression setting for built-in
Samples — only Custom Samples.

Make Instrument Creates one or more new, simple Instruments with the same names
Using as the selected Samples, and using the selected Samples.

When applied to multiple Samples, opensitake Instru-
ment dialog box dialog box, with additional options.

Make Song Using Creates a new, simple Song with the same name as the selected
Sample, and one or more new, simple Instruments with the same
names as the selected Samples, and using the selected Samples. This
is the same effect produced by doinblake Instrument Using fol-
lowed by aVlake Song Using the new Instruments. For details on
the created Song, see fMlake Song dialog box.

When applied to multiple Samples, opensitake Song dia-
log box, with additional options.

Clear compression Opens th€lear compression cache dialog box where you can clear
cache... the cache of compressed copies of your Samples.

This command won't be available if the disk cache is empty.

Delete uncompressed  Opens thdelete uncompressed originals dialog box where you
originals... can delete the original, uncompressed versions of all compressed
Samples stored in your Session document.

Only available for Sessions with uncompressed Samples.

|
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Crop In the Sample Editor window, with a range of the Sample selected,
trims away all sound before and after the selection.

Normalize In the Sample Editor window, with a range of the Sample selected,
increases the selection’s volume to the highest possible level before
distorting.

Fade In In the Sample Editor window, with a range of the Sample selected,
creates a fade-in across the entire selection.

Fade Out In theSample Editor window, with a range of the Sample selected,
creates a fade-out across the entire selection.

Zoom Normal In the Sample Editor window, resets the X and Y zoom levels.

Zoom Loop Start

In the Sample Editor window, zooms in on the loop start.

Zoom Loop End

In theSample Editor window, zooms in on the loop end.

Jump to Loop Start

In theSample Editor window, if the loop start isn't visible, horizon-
tally scrolls to it.

Jump to Loop End

In theSample Editor window, if the loop end isn't visible, horizon-
tally scrolls to it.
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Window menu

Commands for working with the Beatnik Editor’s windows.

You can close Session document windows, bring any open window to the front, or open the Player
or JavaScript window if they aren’t already open.

Command Description

Close All Documents Closes all open Session documents, leavin®kiner andJava$-
cript windows open.

If you haven’t saved your latest changes, an alert will appear
asking whether you want to save the Sessions before closing
them.

Close All Closes all windows, including all Sessions andPtager and
JavaScript windows.

If you haven’t saved your latest changes, an alert will appear
asking whether you want to save the Session before closing.

Player Brings thePlayer window to the front, opening it if necessary.

JavaScript Brings theJavaScript window to the front, opening it if neces-
sary.

(Session window Brings any one of you8ession windows to the front, opening it

names) if necessary.
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Help menu

Commands for getting information about the Beatnik Editor.

Command Description

Contents Displays theHelp Contents dialog box, where you can access the
Beatnik Editor User’s Guide and online help system.

Note: You must have a Web browser for this command to work.

Beatnik on the Web Opens your Web browser and takes you to the Beatnik Web site:
http://www.beatnik.com

Note: Your computer must be connected to the Internet for this
Web link to work.

About Beatnik Editor Displays theAbout Beatnik Editor dialog box, with registration
information, the software release version, and related information.

Windows only Note: For Mac OS, this item appears in fygple Menu.
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Window Reference

How to use all of the Beatnik Editor’s Windows and Dialog Boxes.

Note: This Window Reference is organized into sections, according to the application menu
used to access the window.
Topics:

File Menu windows

Song Menu windows

Instrument Menu windows

Sample Menu windows

Window Menu windows

Help Menu windows

|
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File Menu windows

How to use the Dialog Boxes accessed from the File menu.

Topics:
Import dialog box
Export RMF dialog hoxes
Save Audio File dialog box
Preferences dialog box (for Mac 0S, this item appears in the Edit menu)
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Import dialog box

Imports MIDI files and/or digital audio files into your Session document, for use in
exported RMF files.

Note: Thelmport dialog box always adds files into the current Session document. Be sure
the right Session document window is in front before you givénipert command — just
click in the window, or select it from tWindow menu.

Note: For best results, use standard filename extensions for MIDI and digital audio files you
may want to import into the Beatnik Editor (see table below). On Mac OS, files with bad
(missing or incorrect) type and creator codes whose filenames don’t end with a recognized
extension will not appear in folder listings of importable files.

The Beatnik Editor uses a conventional file opening dialog for selecting files to import:
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To import MIDI and/or digital audio files into the current Session document:
1. Navigate to the folder containing the files you want to import.
2. Use theShow: pop-up menu to display the file types you're looking for.

Note for Mac 0S Users: TheShow: menu relies on Mac OS file types and creator codes, plus
filename extensions, to determine which files will appear. In rare cases, valid files will be
omitted because they don't have a recognized type or creator, and the filenames don’t end
with a recognized extension. For example, files transferred from Windows will frequently
have missing or incorrect Mac OS file type and creator codes — and if the name of such a file
doesn’t end in one of the recognized extension (.mid, .wav, .aif, etc.) then the file won'’t be
listed. To correct the problem, rename the file with the correct extension for its format (or
use a utility to reset the Mac OS file type and creator).

3. Select the files you want to import.
You can import any of the music and sound file formats listed in the table below.
4. Click theOpen button.
Imported files appear as new items in the Session document, depending on the file type:

|
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» Digital audio files will appear in ti@amples tab, as new Custom Samples
* MIDI files will appear in théongs tab, as new Custom Songs
* RMF files will appear in th8ongs tab, as Imported RMF Songs.

File Format

Filename
Extension

Type

Description

When Imported,
Creates a New...

WAVE .wav audio Microsoft WAVE Custom Sample
AIFF .aif audio Audio Interchange| Custom Sample
.aiff File Format
Sound .sd2 audio Digidesign Sound| Custom Sample
Designer Il Designer I
AU .au audio Sun/Next audio Custom Sample
MP3 .mp3 audio MPEG 1 Layer 3 | Custom Sample
audio
MIDI .mid MIDI Standard MIDI Custom Song
.smf File
.midi
.rmi
RMF rmf audio + | Beatnik Rich Imported RMF Song
MIDI Music Format
combo

Note: You won't be able to play imported RMFX files. Although importing an RMFX file

does produce an Imported RMF Song in your Session document, recall that RMFX files

contain no MIDI score data. As a result, there aren’t any notes fBtajypeommand or but-

ton to use, and so no sound is produced. For more information on RMFX files, see the

Advanced Techniques section forCreating Banks of Triggerable Samples (RMFX).
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Export RMF dialog boxes

Creates an RMF or RMFX file from the selected Song, Instrument, or Sample resources.

The whole purpose of the Beatnik Editor is to create RMF files. There are several types of RMF
files and several ways to create them, and&xipert RMF... command is used for all of them.

When you issue thExport RMF... command, the Beatnik Editor displays one of the following dia-
log boxes, depending on the type and number of resources you've selected:

Export RMF File dialog box

Export Multiple RMF Files dialog box

Export RMF from Instrument dialog box

Export RMF from Multiple Instruments dialog box
Export RMF from Sample dialog box

Export RMF from Multiple Samples dialog box

Before describing these dialog boxes, a brief introduction for users of previous versions of the
Beatnik Editor is in order. For background information on RMF filesAbeat Beatnik and the
RMF File Format.

Note: Because RMF is a secure file format, an RMF file cannot be edited after you create it.
The only way to change an RMF file is to change the resources that go into it, and then

use the Beatnik Editor to re-generate the RMF filelf you want to be able to update an

RMF files with any future change, yawst be sure to retain the Beatnik Editor Session file
you used to generate the RMF file.

Changes to ‘Export RMF..." since Beatnik Editor version 1

If you've used earlier versions of the Beatnik Editor, you may recall that creating some kinds of
RMF files required a lot of manual work. In particular, creating an RMF file for use as a bank of
triggerable Samples — known as an RMFX file — was pretty complicated because you'd have to
build all the Instruments and keymap zones, and then place all the Samples into the keymap zones
by hand.

In the Beatnik Editor version 2, we've changed the RMF Export procedure to automate most of
that sort of grunt work. Now, you can just select the Songs or Instruments or Samples that you
want in your RMF file, and issue theport RMF command — the Beatnik Editor will take care of

all the detalils it can, and display a dialog box asking for your instructions on how to handle the
optional parts. Although these descriptions may seem wordy, you'll find it quicker and easier to
generate RMF files now.
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Export RMF File dialog box

When exporting an RMF file containing just a single Song, the Song data is always included in the
RMF file — so the only question to answer is what Instruments, if any, you want to include.

TheExport RMF File dialog box looks like this:
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Topics:
Working with the Export RMF File dialog box
What Instruments Should You Include?

Working with the Export RMF File dialog box

When the Export RMF Song dialog box opens, the listbox shows all Instruments that the Song
you're Exporting uses, with all of the Custom Instruments (if any) selected. To add or remove
individual Instruments to the selection, use click and shift-click. You can also usk, thestom,
andNone buttons to add or remove groups of Instruments to the selection.

For help deciding which Instruments to select,\Athat Instruments Should You Include?, below.

When you're happy with your selection of Instruments, click orObutton to close the dialog
box.

Finally, use théave RMF File dialog box to pick a folder and provide a filename for your
exported RMF file:
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Notes for Mac 0S Users:
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* In some versions of Mac OS, an erroneous item may appearforiiet: menu.
Be surenot to select the optiorBeatnik Editor document’.

» The Beatnik Editor will automatically adanf to the filename.
* The Mac OS file creator code will bMPL2'.

What Instruments Should You Include?

When the Export RMF Song dialog box opens, the listbox shows all Instruments that the Song
you're Exporting uses, with all of the Custom Instruments (if any) seldotetbst cases

(including RMF files intended for use in the Beatnik Player for Web browesy Custom
Instruments are the only ones you need to include in the RMF file

That's because most Beatnik playback environments include their own permanent copy of the
Built-In Instruments. For example, the Beatnik Player for Web browsers always has the full set of
Built-In Instruments, so there’s no need to supply another copy of each Instrument within the
RMF file. There are a few exceptions to this rule, however. If you expect your RMF file to be used
in Beatnik playback environments that don’t (or aren’t guaranteed to) include the Built-In Instru-
ments, then you should also include any Built-In Instruments that are used.

Note: Specifically, the Beatnik Audio Engine for C and C++ and the Beatnik Xtra for Direc-
tor and Shockwave may or may not include the Built-In Instruments, depending on which
sample library file is being used at the time. Check your Beatnik documentation for details.

Of course, none of the Beatnik playback environments can be expected to already have a copy of
any of your Custom Instruments — so in order to make them available at playback time, you'll
need to include any Custom Instruments that are used. If the selected Song uses any Custom
Instruments, and you fail to include them in the RMF file, then when the RMF file is played back
all notes intended for those Custom Instruments will be missing.
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Export Multiple RMF Files dialog box

When exporting multiple Songs, each one will be saved to a separate RMF file containing just a
single Song. The only question to answer is what Instruments, if any, you want to include in each
RMF file. (The Song data is always included.)

TheExport Multiple RMF Files dialog box asks for your answer to that question:
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Topics:
Working with the Export Multiple RMF Files dialog box
What Instruments Should You Include?

Working with the Export Multiple RMF Files dialog box

This dialog box is very simple to use: just choose one of the three options by clicking on the
option you prefer. For help deciding which Instruments to selecWhatinstruments Should
You Include?, below.

When you're happy with your selection, click on @i€button to close the dialog box.
Finally, use th€hoose A Folder dialog box to pick a folder for your exported RMF files:
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The filenames will be taken from the Song names, but will all end wittmfrextension.
Note for Mac 0S Users: The Mac OS file creator code will bRPL2'.

What Instruments Should You Include?

You have three options here. In most cases (including RMF files intended for sonifying Web
pages)Include All Custom Instruments is the best choice.

* Include No Instruments means none of the generated RMF files will include any Instruments,
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neither Custom nor Built-In, even if used by the Songs.

Don't use this option if any of the selected Songs depend on Custom Instruments — the Cus-
tom Instruments won'’t be included, and when the RMF file is played, all notes that use the
Custom Instruments will be missing.

If the selected Songs use only Built-In Instruments, and you know the RMF files will be
played in Beatnik playback environments that provide the Built-In Instruments, then it's OK
to use thdnclude No Instruments option.

The Beatnik Player for Web browsers always includes the Built-In Instruments; how-
ever the Beatnik Audio Engine for C and C++ and the Beatnik Xtra for Director and
Shockwave may or may not include the Built-In Instruments, depending on which
sample library file is being used at the time. Check your Beatnik documentation for
details.

* Include All Custom Instruments means that each generated RMF file will include any of your
Custom Instruments that the respective Song uses, but none of the Built-In Instruments it uses.

This is usually the best choice, because most Beatnik playback environments include their
own copy of the Built-In Instruments. For example, the Beatnik Player for Web browsers
always has the full set of Built-In Instruments. Of course those players don’t have a copy of
your Custom Instruments, so to make them available at playback time you’ll need to include
them in the RMF files.

* Include All Instruments means that each generated RMF file will include all Custom and
Built-In Instruments it uses.

Use this option if you expect the RMF files to be used in Beatnik playback environments
that don't (or aren’t guaranteed to) include the Built-In Instruments. (The Beatnik Audio
Engine for C and C++ and the Beatnik Xtra for Director and Shockwave may or may not
include the Built-In Instruments, depending on which sample library file is being used at the
time. However, the Beatnik Player for Web browsers always includes the Built-In Instru-
ments.)
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Export RMF from Instrument dialog box

When exporting from one or more Instruments, all selected Instruments are combined into a sin-
gle RMF file. The only question to answer is whether you want the Beatnik Editor to generate a
Song and include it in the RMF file.

The Export RMF from Instrument dialog box asks for your answer to this question:
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Working with the Export RMF from Instrument dialog box
This dialog box gives you a two-way choice:

Thelnclude song data in file (creates playable song file) option automatically generates a

Song that plays one note on the selected Instrument, and adds it to the exported RMF file. If
you're exporting a single Instrument, and you want to hear the Instrument’s default Sample
when the RMF file is played, then you should select this option.

An RMF file with a Song is considered a ‘normal’ playable file — in a Web page it can be
‘autostarted, and will respond to Music Object JavaScript commandsdike and

stop() . If you have multiple Instruments selected, you get a chord with one note for each
Instrument, with each note on a separate MIDI file track.

TheDo not include song data option creates an RMF file without any Song — what we call an
RMFX file, because one of its main uses is for sound FX. If you're exporting multiple Instru-
ments, you should probably select this option. (The Song that the Beatnik Editor would gener-
ate for you would cause all the Instruments to play at once — which in most cases won'’t be
what you want.)

Note: You can’t ‘autostart’ an RMFX file in a Web page because there’s no Song data to
play, and it won't respond to Music Object JavaScript commandsléikg andstop()

However, you can trigger specific sounds at any time by selecting Instruments with the com-
mandsetProgramBank()  and then usingoteOn() andnoteOff() , Or playNote()

Note: The filename of an RMFX file will end immf, not.rmfx.
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When you're happy with your selection, click on @€button to close the dialog box. Finally,
use theSave RMF File dialog box to pick a folder and provide a filename for your exported RMF
file:
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Notes for Mac 0S Users:

* In some versions of Mac OS, an erroneous item may appearforiiet: menu.
Be surenot to select the optiorBeatnik Editor document'.

» The Beatnik Editor will automatically adnnf to the filename.
» The Mac OS file creator code will BPL2".
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Export RMF from Multiple Instruments dialog box

Note: This command produces a single RMF file containing all the selected Instruments, not
one RMF file per selected Instrument.

Note: If you have more than 15 Instruments selected, only the first 15 will be used in the
exported RMF file. This is because MIDI channel 10 is reserved for percussion, leaving only
15 available MIDI channels for triggering the Instruments.

When exporting from one or more Instruments, all selected Instruments are combined into a sin-
gle RMF file. The only question to answer is whether you want the Beatnik Editor to generate a
Song and include it in the RMF file.

The Export RMF from Multiple Instruments dialog box asks for your answer to this question:

[Excpmrt BAAF from Aultiple Instruments

' hohude song dete in s (crestm playpsbie FEF song S
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Working with the Export RMF from Instrument dialog box
This dialog box gives you a two-way choice:

Thelnclude song data in file (creates playable song file) option automatically generates a

Song that plays one note on the selected Instrument, and adds it to the exported RMF file. If
you're exporting a single Instrument, and you want to hear the Instrument’s default Sample
when the RMF file is played, then you should select this option.

An RMF file with a Song is considered a ‘normal’ playable file — in a Web page it can be
‘autostarted, and will respond to Music Object JavaScript commandsdike and

stop() . If you have multiple Instruments selected, you get a chord with one note for each
Instrument, with each note on a separate MIDI file track.

TheDo not include song data option creates an RMF file without any Song — what we call an
RMFX file, because one of its main uses is for sound FX. If you're exporting multiple Instru-
ments, you should probably select this option. (The Song that the Beatnik Editor would gener-
ate for you would cause all the Instruments to play at once — which in most cases won'’t be
what you want.)

Note: You can’t ‘autostart’ an RMFX file in a Web page because there’s no Song data to
play, and it won't respond to Music Object JavaScript commandsléikg andstop()

However, you can trigger specific sounds at any time by selecting Instruments with the com-
mandsetProgramBank()  and then usingoteOn() andnoteOff() , Or playNote()

Note: The filename of an RMFX file will end immf, not.rmfx.
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When you're happy with your selection, click on @€button to close the dialog box. Finally,
use theSave RMF File dialog box to pick a folder and provide a filename for your exported RMF
file:
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Notes for Mac 0S Users:

* In some versions of Mac OS, an erroneous item may appearforiiat: menu.
Be surenot to select the optiorBeatnik Editor document’.

» The Beatnik Editor will automatically adanf to the filename.
* The Mac OS file creator code will bPL2'.
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Export RMF from Sample dialog box

When exporting an RMF file from just a single Sample, there are two question to answer:

* Do you want the Beatnik Editor to generate a Song and include it in the RMF file?

* To make the Sample available to be played, the Beatnik Editor will have to create an Instru-
ment for it — so what Bank and what Instrument Number do you want it to use for that Instru-
ment?

The Export RMF from Sample dialog box asks for your answers to these questions:

Export BF fram Sampla
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Topics:
Working with the Export RMF File dialog box

Should You Include a Song in Your RMF File? (RMF or RMFX?)
What Bank and Instrument Number Should You Use?

Working with the Export RMF from Sample dialog box
See the following two headings for guidance on how to answer the two questions.

When you're happy with your choices, click on @#€button to close the dialog box. Finally, use
the Save RMF File dialog box to pick a folder and provide a filename for your exported RMF file:

Senee HGF Pl
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Notes for Mac 0S Users:

* In some versions of Mac OS, an erroneous item may appearforiiet: menu.
Be surenot to select the optiorBeatnik Editor document’.

» The Beatnik Editor will automatically adanf to the filename.
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* The Mac OS file creator code will HPL2’.

Should You Include a Song in Your RMF File? (RMF or RMFX?)
Here’s how to decide whether you should include a Song in your RMF file:

Thelnclude song data in file (creates playable song file) option automatically generates a

Song that plays one note on the selected Instrument, and adds it to the exported RMF file. If
you're exporting a single Instrument, and you want to hear the Instrument’s default Sample
when the RMF file is played, then you should select this option.

An RMF file with a Song is considered a ‘normal’ playable file — in a Web page it can be
‘autostarted, and will respond to Music Object JavaScript commandsdike and

stop() . If you have multiple Instruments selected, you get a chord with one note for each
Instrument, with each note on a separate MIDI file track.

TheDo not include song data option creates an RMF file without any Song — what we call an
RMFX file, because one of its main uses is for sound FX. If you're exporting multiple Instru-
ments, you should probably select this option. (The Song that the Beatnik Editor would gener-
ate for you would cause all the Instruments to play at once — which in most cases won'’t be
what you want.)

Note: You can’t ‘autostart’ an RMFX file in a Web page because there’s no Song data to
play, and it won't respond to Music Object JavaScript commandsléikg andstop()

However, you can trigger specific sounds at any time by selecting Instruments with the com-
mandsetProgramBank()  and then usingoteOn() andnoteOff() , Or playNote()

Note: The filename of an RMFX file will end immf, not.rmfx.

What Bank and Instrument Number Should You Use?

Custom Instruments always appear in Bank 2, but you can place the created Instrument(s) in
either the Melodic side of Bank 2, or the Percussion side of Bank 2. Bafik@ Custom -

Melodic unless you are certain that you need to create a Percussion Bank Instrument (which is
rare).

You can use any of the 128 available Instrument numbers (0-127) in either side.
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Export RMF from Multiple Samples dialog box

Note: This command produces a single RMF file containing all the selected Samples, not
one RMF file per selected Sample.

When exporting an RMF file from multiple Samples, you have three questions to answer:
* Do you want the Beatnik Editor to generate a Song and include it in the RMF file?

* To make the Samples available to be played, the Beatnik Editor will have to create at least one
Instrument for them, and there a lot of possible ways to do that. Do you want the Samples to
appear as separate Instruments, or do you want them combined into one multi-zoned Instru-
ment? Either way, there are additional questions to answer about how to set up the Keymap
Zones.

* What Bank and what Instrument number (or numbers) do you want to use for the created
Instrument(s)?

The Export RMF from Multiple Samples dialog box asks for your answers to these questions:

Export A froom bultiple Samples
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Topics:
Working with the Export RMF from Multiple Samples dialog box
Should You Include a Song in Your RMF File? (RMF or RMFX?)
What Kind of Instrument(s) Should You Create?
What Bank and Instrument Number Should You Use?
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Working with the Export RMF from Multiple Samples dialog box

See the following three headings for guidance on how to answer the three questions.

When you're happy with your choices, click on 81€button to close the dialog box. Finally, use
the Save RMF File dialog box to pick a folder and provide a filename for your exported RMF file:

Sanee W e
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Notes for Mac 0S Users:

* In some versions of Mac OS, an erroneous item may appearforiiat: menu.
Be surenot to select the optiorBeatnik Editor document’.

» The Beatnik Editor will automatically adanf to the filename.
* The Mac OS file creator code will MPL2’.

Should You Include a Song in Your RMF File? (RMF or RMFX?)
Here’s how to decide whether you should include a Song in your RMF file:

» Thelnclude song data in file (creates playable song file) option automatically generates a
Song that plays one note on the selected Instrument, and adds it to the exported RMF file. If
you're exporting a single Instrument, and you want to hear the Instrument’s default Sample
when the RMF file is played, then you should select this option.

An RMF file with a Song is considered a ‘normal’ playable file — in a Web page it can be
‘autostarted, and will respond to Music Object JavaScript commandsdike and

stop() . If you have multiple Instruments selected, you get a chord with one note for each
Instrument, with each note on a separate MIDI file track.

» TheDo not include song data option creates an RMF file without any Song — what we call an
RMFX file, because one of its main uses is for sound FX. If you’re exporting multiple Instru-
ments, you should probably select this option. (The Song that the Beatnik Editor would gener-
ate for you would cause all the Instruments to play at once — which in most cases won'’t be
what you want.)

Note: You can'’t ‘autostart’ an RMFX file in a Web page because there’s no Song data to
play, and it won't respond to Music Object JavaScript commandsléikg andstop()

However, you can trigger specific sounds at any time by selecting Instruments with the com-
mandsetProgramBank()  and then usingoteOn() andnoteOff() , Or playNote()

Note: The filename of an RMFX file will end irmmf, not.rmfx.
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What Kind of Instrument(s) Should You Create?

If you want to create a single new Instrument from your selected Sampl@enthiae Samples

Into One Instrument option spreads the Samples across one Instrument’s keyboard layout. These
sounds can be distributed in two ways. The firSplit into equal zones, which results in multiple
pitches being available for each Sample. The second oterper key... is typically used for
Percussion Instruments where different untransposable sounds reside on adjacent k&ar$- The

ing at field lets you choose the keyboard note your individual Samples will start on, and each sub-
sequent Sample will be placed on the next available higher key.

If you prefer to split each Sample out into a separate Instrument, choSeparate into Multi-
ple Instruments option. All of the Instruments will use the same Root Key, which you can set.

Note: If you have more than 15 Samples selected, only the first 15 will produce new Instru-
ments. This is because MIDI channel 10 is reserved for percussion, leaving only 15 avail-
able MIDI channels for triggering the Instruments.

What Bank and Instrument Number Should You Use?

Custom Instruments always appear in Bank 2, but you can place the created Instrument(s) in
either the Melodic side of Bank 2, or the Percussion side of Bank 2. Bafik@2 Custom -

Melodic unless you are certain that you need to create a Percussion Bank Instrument (which is
rare).

You can use any of the 128 available Instrument numbers (0-127) in either side.
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Save Audio File dialog box

Creates a digital audio file ‘print’ of the selected Song.

Note: Does not work on multiple Songs at once — only one Song at a time.
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The Save Audio File dialog box is accessed from teport as Audio... command in théile

menu, and provides a way to export the currently selected Song in any supported digital audio for-
mat — AIFF, WAV, raw samples, or MP3; for Mac OS users, Sound Designer Il is also available.
The selected Song is not changed in any way, and remains in the Session document.

The generated audio file will sound exactly the same as the Song, and will have the same duration.
Any MIDI note events will be ‘rendered’ into the equivalent digital audio output, so in most cases
the saved audio file will be much larger than the original MIDI file.

Note: Converting MIDI to digital audio forecloses all interactive event control when the file
is played back — for example: muting, soloing, live program changes or volume changes to
individual Instruments, and so forth.

Notes for Mac 0S Users:

» The Beatnik Editor will automatically add an appropriate extension to the file-
name, based on the selected fornvady, .sd2, .mp3, .aif, or.raw.

» The Mac OS file type will reflect your selected format.
» The Mac OS file creator will be Apple QuickTime, whose creator cod¥@D".

Working with the Save Audio File dialog box
To create your audio file, use the dialog box controls to:
1. Choose an appropriate folder, or create a new one.
2. Provide an appropriate filename.
3. Select your desired digital audio file format from $aee as type: (Windows) orFermat:
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(Mac OS) pop-up menu.

Note for Mac 0S Users: In some versions of Mac OS, an erroneous item may appear in the
Format: menu. Be suraot to select the optiorBeatnik Editor document’.

4. When you're happy with your choices, click on 8awe button to close the dialog box.
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Preferences dialog box

General Beatnik Editor operating settings.

Note: Your Beatnik Editor preferences are stored in theBektnkEditorPrefs.bpf.

1B

Preferences

Choosze MIDI Input Device:

WD Yoke MT. 2
WD Yoke NT:. 3

Chooze Audio Output Device:

st multi threacded
(DirectSound Primary Butier mutt threaced
DirectSound Secondary Buffer multi threaded

1
A
Audio Output Butfering: 92 ms

¥ Reopen previous sessionis) on start-up
¥ Show splash screen on start-up
W Show ToolTies

_?| oK | Cancel

The Beatnik Editor uses a conventioRedferences dialog, containing just a few items:

Item

1 Choose MIDI Input Device
list

Determines which MIDI interface hardware, or MIDI router
software, thdlayer window and Beatnik MIDI Synthesizer
will respond to.

MIDI events arriving from this source will drive the
synthesizer in real time. Notes, Program Changes and
Bank Select events will play notes, set the Beatnik
Instrument for each of the 16 MIDI channels, and con-
trol other aspects of the synth and mixer.

See alsotive MIDI Input.

2 Choose Audio Qutput Determines which of the available audio output methods the
Device list Beatnik MIDI Synthesizer will use for its output.
(Windows only)
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3 Audio Output Buffering Adjusts the size of the Beatnik Editor’s audio output buffer, in
slider milliseconds. If the audio output buffer is too short, you'll

hear crackling, ‘glitches’ or ‘break-up’ in the Beatnik synthe-
(Windows Only) sizer’s sound, and you should increase the buffer size until the

problem goes away.

Suggested buffer sizes:
Windows 95/98: Can be as short as 11 milliseconds

Windows NT: 50 milliseconds or more
See Also: About Audio Output Buffering, below.

3 Reopen previous session(s) \When checked, launching the Beatnik Editor will always
on start-up checkbox restore the same set of Session documents that were open
when you last exited the program.

4 Show splash screen on When checked, launching the Beatnik Editor will always dis-
start-up checkbox play the program’s name and version number.

5 Show ToolTips checkbox When checked, the Beatnik Editor will pop up a brief expla-
nation of any onscreen item your cursor lingers over.

(Windows Only)

About Audio Qutput Buffering

The purpose of the audio output buffer is to keep sound flowing to the speakers even when the
computer’s CPU is experiencing heavy usage. The longer the buffer, the more audio output is ‘on
tap’ to play out while the CPU is busy processing tasks other than audio. Larger audio output buff-
ers, however, make the sound take longer to reach the speakers. If this delay, known as ‘latency,’ is
long enough, you'll notice it when playing a MIDI instrument, or when playing the keyboard in
thePlayer window, or when working with a MIDI sequencer.

See alsoCoping with Latency.
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Song Menu windows

How to use the Dialog Boxes accessed from the Song menu.

Topics:
Song Settings dialog box
Song Info dialog box
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Song Settings diatog box

Lets you inspect or change a Song's title and playback properties, or update its MIDI File

data.
Song Sektings
1 — T [resn
2 ———— Pk Tipe [P Femrhs ]
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S
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Item Use
1 Title The name shown iThe Songs Tab of yourSession windows.
Changing the name here produces the same result as changing
it there.
When the Song is created, its name is taken from the
imported Standard MIDI file.
2 Reverb Type Determines which digital reverberation type the Beatnik

Audio Engine will use for the Song when loaded and played.
Reverb types simulate the spacious sound of various sizes and
kinds of acoustical rooms.

For descriptions of the listed reverb types, see the
Effects: Reverb and Chorus heading in th&or Musi-
cians section.

Note: Setting a reverb type here doesn’t necessarily
guarantee the Song will be heard with that reverb. The
Beatnik mixer only has one reverb processor, which can
be set to a different reverb type at any time by MIDI
Song data, or with interactive program controls. Also,
each Instrument may bypass the reverb processor.

Note: Using reverb increases the CPU load at playback
time, sometimes dramatically.
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3 Tempo Adjust Sets the Song’s playback tempo, as a percentage of the tempo
stored in the imported MIDI file (25% — 300%). This is a con-
venience feature that lets you adjust the tempo without having
to re-edit the MIDI file in a sequencer, as you'd otherwise
have to do.

A Tempo Adjust setting of 100% will play at the same
tempo as the imported MIDI file, values over 100% play
faster, and values below 100% play slower. For exam-
ple, with aTempo Adjust setting of 50% the Song would
play at half the tempo of the original MIDI file.

4 Volume Adjust Sets the Song’s playback volume, as a percentage of normal
volume (5% — 300%). This is a convenience feature that lets
you adjust the volume without having to re-edit the MIDI file
in a sequencer or adjust all the Instrument volumes individu-
ally, as you'd otherwise have to do.

A Volume Adjust setting of 100% will play at normal
volume, values over 100% play louder, and values
below 100% play quieter. For example, witiicdume
Adjust setting of 50% the Song would play at half nor-
mal volume.

Note: Excessive volume settings may produce digital
distortion.

5 Re-Import MIDI button Updates the Song’s MIDI File (notes) data from a Standard
MIDI file on disk, using thémport dialog box. To keep your
RMF files in sync with the composer/arranger, be sure to re-
Import every Song’s MIDI data every time it changes.

Note: The Beatnik Editor doesn't edit the notes and
other events inside MIDI Files — you need a separate
MIDI sequencer program for that. Every time you make
changes in the sequencer, you'll have to re-import the
updated MIDI file into the Song.
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Song Info dialog box

Lets you inspect or change the RMF ‘meta-data’ information for one or more selected
Songs, including copyright notice and credits.
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Topics:
About Song Info Fields
How to Fill In the Info Fields
Editing Song Info for Multiple Songs
About Default Settings
URL Links in Song Info Fields

About Song Info Fields

TheSong Info dialog box contains 15 text fields that are included in RMF Files exported from the
Song. Listeners can view most of this information in Web browsers while the RMF file is playing,
using the Beatnik Player control panel. This is how you attach your copyright and license infor-
mation to the RMF files you release onto the Web. Web page and Shockwave developers can also
read the text fields with the Music Objeetinfo()  method.

Note: The following fields are primarily intended to help organize music libraries, atal so
not appear in the Beatnik Player’s control panel disfiepre, Sub-Genre, Tempo Descrip-
tion, andOriginal Source.

A few things to keep in mind about t8eng Info fields:

* RMF is a secure file format. Once your Song is exported to RMF, any attempt to tamper with
these Info fields — such as your copyright notice or license term — will render the file unusable.
This is a good thing.
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RMF’s security also means that if you lose your Session file, you won't be able to change your
Song Info fields any more! If you care about being able to make future adjustments to your
RMF files — either in th8ong Infe or in the audible contentbe sure to retain the Beatnik

Editor Session filesyou made them from.

Song Info entry fields can contain large amounts of text — up to 32,768 characters in each field.
However, in the Beatnik Player for Web browsers, only about the first 50 characters will be
visible (subject to the user’s system font and point size settings). If you intend to use large
amounts oSong Info text, you'll probably want to prepare the text in a separate text editor
program, and then use the clipboard to copy and paste into the text entry fiel@oiytinéo

dialog box. The fields are limited in size to discourage very large text blocks.

Another reason to avoid very long text is that every charac8mmgflnfo you use adds one
byte to the size of your RMF file — so if you want to minimize the size of your RMF files, keep

your Song Info entries brief.

|
Document Version 2.1.0 © 1998-2001 Beatnik, Inc.



Beatnik Editor User’s Guide / m
How to Fill In the Info Fields

The following table lists the available fields and explains how to fill them in.

Field Description Example

Title Title of the Song Go Doe Go

Performed by Name of performer/group The Doe Boys

Composer(s) Name of composer Joe Doe

Copyright Copyright notice © 2000 Joe Doe

Publisher Contact | How to reach the Song’s publisher to| www.DoeMusicCom-
learn more about licensing it pany.com 1-800-555-1234

Use of License Uses for which the Song has been | For Doe Boys Website Pro-
licensed motion Only

License URL Web URL from which the RMF file is | www.doeboys.com
authorized to be served

License Term Duration of license 1 year

Expiration Date End of license term Dec 31, 2000

Genre The Song’s musical style (general) House

(not displayed in Beatnik Player)

Sub Genre The Song’s musical style (specific) | Dubno
(not displayed in Beatnik Player)

Tempo Description | Descriptive only; tempo BPM is set in| A lively waltz!
the Song Settings dialog box.
(not displayed in Beatnik Player)

Original Source Where did the Song data come from? The Doe Boys

(not displayed in Beatnik Player)
Index Number For music library management DoelLib volume 23, index j}7
Composer Notes Miscellaneous notes about the Song. This file loops seamlessl}y.

Editing Song Info for Multiple Songs

If you entered th&8ong Infe dialog box with more than one Song selected, the number of selected
Songs will appear near the top of the dialog box, and the changes you make here will be applied to
all of those Songs when you click t@K button. Any fields you don’t change will retain their cur-

rent contents.

Some fields will have different existing contents for different Songs — for exampktléhis
likely to be different for each Song. These fields will be indicated with the me¥isdiiyde
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selection with unmatched values, and a.. button will appear to the right of the item:
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To enter new information into such a field, replacing all selected Song’s existing information for
that field:

1. Click the... button.

A Select Value: dialog box will appear listing all the different values that the selected Songs
contain for that field, and a text entry box in case you want to enter a completely different
value.
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2. Select one of the entries from the list, or type your new field contents into the text entry box.
3. Click the OK button.

TheSelect Value: dialog box will close, returning you to tS8eng Infe dialog box with your
field filled in.
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About Default Settings

Two buttons allow you to set up a default ‘template8arg Info field settings that you use fre-
quently. Just type in the information for fields that change infrequently, leave any Song-specific
fields blank (like thditle, for instance), and click ti&ave as Defaults button. This saves that col-
lection of field contents as your ‘Default Setting’. Then later, any time you want to re-use your
template information for a Song, just open $loag Info dialog box and click thdse Defaults

button:

f——
[ on Cotonann | [t Copmatn |
Item Use
Save as Defaults button Copies the current field contents to the Default Setting.
Use Defaults button Fills fields in from the Default Setting, replacing the current

field contents.

Fields that are blank in the Default Setting wibt be
replaced.

URL Links in Song Info Fields

Several of th&ong Info fields support URLs. This gives you a way to provide hyperlinks that Web
listeners viewing you8ong Info with the Beatnik Player control panel can click, taking them to
Web pages of your choice.

For example, the URL in following text will be clickable in the Beatnik Player:
Click for licensing info: http://www.doeboys.com/licensing.htm

Note: Don't try to use HTML tags likeA HREF="..."></A> in a Song Info field — any text
starting with the familianttp://  is automatically treated as a URL.
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Instrument Menu windows

How to use the dialog boxes accessed from the Instrument menu.

Topics:
Instrument Editor window
Move Instrument dialog box
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Instrument Editor window

A workspace for creating custom Instruments for use in RMF files.

Note: All Instruments are based on Samples.

Tip: If you decide to cancel all youmstrument Editor window edits and revert to the previ-
ous version, there are two ways to do it:

* If you're working in thelnstrument Editor window when you decide to revert, go
to theFile menu and select tiRevert command.

* If you've just closed youlnstrument Editor window and then decide to revert,
then immediately click in the Session document window that contains the Instru-
ment you just edited, then go to ffilke menu and select tldndo command.

(| s bremsend Ediber - hello [Bank 2. Felodic 0] =]

Overview

Thelnstrument Editor window is a patch editor for the MIDI synthesizer that’s used in all Beatnik
playback software — the Beatnik Player for Web browsers, the Beatnik Xtra for Director and
Shockwave, JavaSound, and the Beatnik Audio Engine for C and C++.

Thelnstrument Editor has fivePages. To access a page, click on its large button:

. NONONCRC

Page Contains

Keymap Page Sample Keymap, with transpose and volume controls
Filter Page Filter settings

Volume Page \Volume Envelope

Modulation Page Dynamic Modulators: LFO’s, envelopes, and combinations
Output Page Pan and Reverb settings
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Keymap Page

(| Bt brmssend Edibeer - hello [Bank 2. Felodic 0] =

Every Instrument includes one Keymap. The Keymap determines what Sample will be played for
each received MIDI note number (pitch), so you can think of the Keymap page as a ‘digital voice’
that plays a Sample and produces an audio output. The Keymap is displayed in two ways: as a list
of Keymap Zones, and as a keyboard diagram.

The Keymap consists of one or more Keymap Zones, each linking one MIDI note range to one
Sample, with instructions on how to play the Sample when a note in that range is received. The
Beatnik MIDI Synthesizer doesn’t support crossfades or velocity switching, so Keymap Zones
can’t overlap.

Since there are 128 MIDI note numbers, and a Keymap Zone can be as little as one note wide, a
Keymap can contain up to 128 Keymap Zones. A very simple Instrument would have just one
Keymap Zone covering the entire keyboard, whereas a more complicated Instrument (for exam-
ple, Beatnik’s General MIDI piano at Bank 0, Program 0) uses many Keymap Zones to provide
many different Samples for different ranges of the keyboard.

On the keyboard diagram, adjacent Keymap Zones have different colors, and the selected Keymap
Zone’s name and Root Key dot appear on the keyboard. In the list, each Keymap Zones appears
on a separate line.

The two buttons below the keyboard diagram apply to all Keymap Zones in the Instrument:

» Always Play at Root Pitch controls whether the Instrument will act as an ordinary playable
musical instrument, or as a bank of non-transposable sounds. When this button is turned on,
the Samples will never be transposed by the pitch of the received MIDI notes, and will always
play back at the same pitches at which they were recorded.

» Ignore Loops in Sample controls whether any loops stored with the Samples will be used.
When this button is on, the loops will be ignored and the Samples will always play straight
through from beginning to end — ending before the played MIDI note does, if the note is held
long enough.
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Each Keymap Zone contains the following fields:

Column Sets
Low note Lowest and highest MIDI notes in this Keymap Zone.
High note

SeeAdjusting a Keymap Zone's Range below.

Sample name Name of the Sample to use for this note range.
To open the Sample inSample Editor window:

* Windows: Hold theAlt key and double-click on the Sam-
ple name.

* Mac 0S: Hold theOption key and double click on the
Sample name.

To replace the current Sample with a different one, either:

» Drag a Sample in from the Samples tab of a Session win-
dow, and drop it on the Sample name, or.

* Double-click on the Sample name, then make a selection
from the list of available Samples that appears.

Root Key MIDI note that will cause the Sample to play at its original
pitch. ThisRoot Key isn't required to fall inside the Keymap
Zone’s note range, although for most conventional Instru-
ments it will.

SeeAdjusting a Keymap Zone's Range below.

Volume Volume to use for this Keymap Zone, so that you can balance
zones whose Samples have different volumes.

Volume is expressed as a percentage of the Sample’s normal
volume. For example, a volume 10 is considered normal,
and800 would overdrive the Sample volume eight times over.

Note: Excessive volumes may cause digital overload
distortion.

To change ¥olume, click on the current value in the list, then
type a number frorfl through800, and then press tieturn
or Enter key.
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Working with Keymap Zones

Adding and Removing Keymap Zones
* To add a new Keymap Zone, click tAdd button above the list.

The new Keymap Zone will fill the lowest available empty note range — or, if the whole key-
board is already covered with Keymap Zones, the largest existing Keymap Zone will be split
in two, and the new Keymap Zone will take over one of them.

* Toremove a Keymap Zone, select it and clickDekete button above the list.

Selecting Keymap Zones

There are three ways to select a Keymap Zone:

* On the keyboard diagram, click on the Keymap Zone you want.
* Inthe list, click on the Keymap Zone you want.

* In the list, use the cursor control keys on your computer keyboard to move to the Keymap
Zone you wantup arrow, down arrow, left arrow, right arrow, Home, andEnd all work.

Adjusting a Keymap Zone's Range
There are two ways to change a Keymap Zone’s range — either visually, or by typing:

* To type, click on the Keymap Zondlew or High note in the list, and then type your new note
name and octave — for example, D1.

Note: For a flat, type a lowercabgfor exampleGh3) and for a sharp use pound sigh-
but remember that the Beatnik Editor always displays the sharp ve#3dn (

» To set the range visually, first select the Keymap Zone, then go to the keyboard diagram and
click and horizontally drag the zone’s low (left) or high (right) boundary.

Note: Dragging a boundary will ordinarily also move the boundary of the adjacent Keymap
Zone. If you want to open up an empty space instead:

» Windows: Alt-click the boundary, then drag left or right.
» Mac 0S: Option-click the boundary, then drag left or right.

Tip: Single-zone Keymaps always cover the entire keyboard. If you only need one Sample in
your Instrument, but want to limit the note range in which it can be played, then add a sec-
ond zone. This will let you adjust their zone ranges separately, and will let you leave key
ranges uncovered. If you wind up with an unnecessary zone that you want to be silent, make
it just one note wide and set its volumdto

Adjusting a Keymap Zone's Root Key
There are three ways to change a Keymap Z&uotKey:

* On the keyboard diagram, first select the Keymap Zone, and then drag the orange dot to your
desired note.

* On the keyboard diagram, first select the Keymap Zone, and then shift-click the desired note.
* Inthe list, click on th®oot Key note and then type your desired note name.
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Filter Page

(| s brmssend Ediber - hello [Bank 2. Aelodic 0] =

The audio signal from thikeymap Page feeds thdilter Page. If the filters are switched on, the
signal is processed by the filters, otherwise the filters are bypassed.

Note: You don't need to use the filters if your Instrument design doesn't call for them. In
fact, the filters contribute significantly to the synthesizer's CPU processing load — so if you
don’t need the filters, you should switch them off.

To switch the filters off, click the small light next to the large Filter Page button to turn it off:

Notes:

* If you want to use any stereo Samples in an Instrument, you'll probably want to
avoid using théilter.

* If you're going to mix mono and stereo Samples in the same Instrument, you'll
probably want to avoid using tikdter.

* If you want to use thEilter on an Instrument, you'll have to use mono Samples.

This is all because whenever an Instrument is playing a stereo Sampitteths
bypassed. As a result, bad-sounding artifacts can occur when a filtered Instrument switches
from a mono Sample to a stereo Sample, or vice versa.
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About the Filters
TheFilter Page contains two different filters, acting in series:

Filter Page
From Comb Tone To
Keymap ——3= Filter — Control > Volume
Page Page

» TheComb Filter has controls for the peak frequency spacing and resonance, and can be made
to track the pitch of the notes that the Instrument is playingltaelk Pitch).

Note: When the Tone Control setting is negative, the Comb Filter is bypassed.
» TheTone Control is a gentle high or low frequency rolloff filter with a Depth setting:

* When the Tone setting is positive, the Tone Control rolls off high frequencies.

* When the Tone setting is negative, the Tone Control rolls off low frequencies, and
the Comb Filter is bypassed.

Both the Comb Filter and the Tone Control can be modulated@eshdation Page).

Note that this filter set is a little different from most synthesizers and samplers, which usually use
a resonant lowpass filter.

Tip: To approximate a conventional lowpass filter, set the Comb Filter for very wide peak
frequency spacing, so that one cycle of the comb spreads out over the whole frequency spec-
trum.

Working with the Filter Page

Comb Filter

You can set both of the comb filter’'s parameters (peak frequency spacing and resonance) at once
by clicking on the handle (small square) in the large display and dragging:

» To change the peak frequency spacing, drag the handle left or right.

Alternatively, you can click on th@omb Frequency field, type in a frequency in Hertz (from
175 to 11200 Hz), and Henter.

» To change the resonance amount, drag the handle up or down.

Alternatively, you can click on tHResonance field, type in a resonance depth amount (from
0 for no resonance to 255 for maximum resonance), aikdteit

Note: To change just one parameter and not the other, hold the Shift key to constrain your
drag to just one dimension at a time.

Tone Control

* When the Tone setting is positive, the Tone Control rolls off high frequencies. The larger the
number, the greater the rolloff.
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* When the Tone setting is negative, the Tone Control rolls off low frequencies, and the Comb
Filter is bypassed. The larger the negative number, the greater the rolloff.

Track Pitch
The Filter Page includesTaack Pitch button, whose effect is a little unusual:

I D TRACHE FITCH

When this button is turned on, the Comb Filter's peak frequency spacing will be based on the
note’s MIDI note number (pitch), with an optional offset in semitones. This can produce many
interesting and unusual harmonic effects. The result is best heard when the Comb Filter resonance
setting is fairly high.

For example:

» If you set the semitone offset@pthen the Comb Filter’s peak frequencies will exactly match
the pitch of the played note, and will adjust on a note-by-note basis.

» If you set the semitone offsetIpthen the Comb Filter’'s peak frequencies will always be 7
semitones (a perfect fifth) above the played note.
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Volume Page
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The audio signal from thelter Page feeds th&/olume Page. If the Volume Envelope is switched
on, the signal is processed by the Volume Envelope, otherwise the Volume Envelope is bypassed.

Note: You don’t need to use the Volume Envelope if your Instrument design doesn't call for
it. In fact, the Volume Envelope contributes to the synthesizer's CPU processing load — so if
you don’t need the Volume Envelope, you should switch it off.

To switch the Volume Envelope off, turn off the small light next to the large Volume Page
button.

About the Volume Envelope

The Volume Envelope is displayed as a graph, where the horizontal axis rephmseatsd the

vertical axis represents the volulreyel. The graph shows all the segments that make up the Vol-
ume Envelope. You can edit the envelope’s shape directly in the graph — just click on a point and
drag it up and down, and right and left, to a Tame andLevel.

The Volume Envelope points are also listed below the graph as pairs of nufitherandLevel).
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How Envelope Phases Relate to Note Timing

A Volume Envelope has up to three phases — the Attack phase, an optional Sustain phase, and the
Release phase. These phases link envelope timing to the MIDI note events that trigger the note:

Attack Phase Sustain Phase Release Phase

il Y Y
\

Phase Description
Attack The Attack phase begins when the MIDI Note On message is
(before grey section) received. The Volume Envelope starts working through its seg-

ments, and continues until one of two things happen:

Can have multiple segments  The MIDI Note Off event is received. If this happens first, the
Volume Envelope jumps to the first segment in the Release
phase, skipping any phases not yet reached.

 The last segment in the Attack phase ends. If this happens
before the Note Off event, the Volume Envelope continues
into the Sustain phase.

Sustain If the Attack phase has completed, but the MIDI note is still being
(grey background) held, then the Volume Envelope stays in the Sustain segment until
the MIDI note is released. Remember, the MIDI note can be held
Can only have one segment for an unlimited amount of time. That's why thieme axis isn't
labeled during Sustain segment, and Wimye begins again from 0
when the Release phase starts. For the same reason, the Sample will
typically be looping while the Volume Envelope is in the Sustain
phase.

Decay during the Sustain segment: Ordinarily the Volume Enve-
lope will hold steady at the same Level during the Sustain segment,
so that the note can be held infinitely long if necessary. However,
for many kinds of Instruments — including plucked strings and
pitched percussion — maintaining a steady volume during the sus-
tain period sounds unnatural, so you also have the option to allow
the Volume Envelope to decay during the Sustain segment.

Note: If you use Decay during the Sustain segment, the seg-
ment is drawn in red.

Note: If you use Decay during the Sustain segment, and your
Envelope decays to zero before the MIDI notes are finished,
the notes will end prematurely.

Release The Release phase begins when the MIDI Note Off message

(after grey section) is received. The Volume Envelope jumps to the first Release
segment, and works through the Release segments until

Can have multiple segments reaching the end of the last Release segment — at which time,
the note is finished.
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Working with the Volume Page

Zooming the Display

To manually zoom in and out, use the magnifying glass buttons in the upper right corner. If you
drag a point off the right edge of the window, the display will automatically zoom out to fit.

Using the Preset Envelope Shapes

The threeCreate New Shape buttons below and to the right of the graph call up simple, pre-
defined envelope shapes. For example, the second button is a basic 3-point envelope with no sus-
tain segment.

Note: Clicking aCreate New Shape button will wipe out your current, edited envelope and
replace it with one of the preset shapes.

Tip: Changing the Envelope type with tbeeate New Shape buttons can drastically change
the Instrument’s sound. If you don't like the sound of resulting change, udadheom-
mand immediately.

Editing the Envelope Shape
» To Add a new point: Click on any graph segment and a new segment will be added to the same
phase of the Envelope.

Note: If the Volume Envelope you're editing does not already include a Sustain segment,
you cannot add a new Sustain segment directly. Instead, you'll have to GseatedNew
Shape buttons to select a preset shape that does include a Sustain segment, then edit its
shape to meet your Instrument’s requirements.

* To Move a point's Time and/or Level: Click on the point and drag its handle.
Notes:
* To enter exaclime andLevel values, click on the number fields and type.

 To change just one and not the other, holdtiift key to constrain your drag to
just one dimension at a time.

¢ To Delete a point:
» Windows: Alt-click the point.
* Mac 0S: Option-click the point.

* To use Decay during the Sustain segment: Drag down on the Sustain segment’s end handle,
and then move it left or right. The Sustain segment will be redrawn in red.

Hold Sample In Release

TheHold Sample in Release button controls how Samples that include loops will behave in this
Instrument:

» If the Hold Sample in Release button ison, the Sample Loop will never exit once entered. The
part of the Sample after the Looping region won't be heard in this Instrument.

» If the Hold Sample in Release button isoff, the Sample Loop will only repeat as long as the
MIDI note is held. As soon as the MIDI note is released — in other words, as soon as the \ol-
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ume Envelope enters the Release phase — the Sample will stop Looping, and the part of the
Sample after the Looping region will play.

Note: Samples without Loops aren’t affected by Hedd Sample in Release button.
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Modulation Page
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Tip: TheModulation Page is thelnstrument Editor's most complicated page. It can be con-
fusing at first if you’re not familiar with the Beatnik Editor, or with music synthesizers in
general. For some introductory material to help you figure out what’s going on here, see the
sectionFor Musicians.

TheModulation Page is different from the othdnstrument Editor pages in that it doesn’t directly
generate or process any audio signals. Instead, it generates control signals that modify parameters
all the other Pages. Modulators are LFO’s (Low Frequency Oscillators), Envelopes, and combina-
tions of the two — control signal sources that you can edit to make an Instrument sound more
dynamic and interesting by varying those parameters over the life of the note, in musically useful
ways.

Note: You don't need to use Modulation if your Instrument design doesn’t call for it. In fact,
Modulation contributes to the synthesizer's CPU processing load — so if you don’t need to
use Modulation, you should switch it off.

To switch Modulation off, set all five Modulators’ destination®otd Used (see below).
Topics:
Modulators in a Nutshell

Working with the Modulation Page
A Modulation Tutorial

Modulators in a Nutshell
* An Instrument can use up to five Modulators.

* The Modulators that your Instrument actually uses are indicated in the lower rectangular win-
dow, just above the Page selector buttons. If the window sNotldsed five times, then you
aren’t using any Modulators.

» To select a Modulator for editing or inspection, click on it in the lower rectangular window.
The Modulator will appear in the upper editing display.

» Each Modulator has a Modulator Type and a Modulator Destination. The Modulator Type
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determines what kinds of signal the Modulator is able to generate. The Modulator Destination
is the Instrument parameter that the Modulator affects:

Modulator Source Types Modulation Destinations
(Choose One per Modulator) (Choose One per Modulator)
Volume
Low Frequency Oscillator (LFO) Pitch
Envelope . Stereo Pan Position
LFO with Depth Modulator (Envelope) Filter Tone Control
Offset Modulator Comb Filter Frequency Spacing
Comb Filter Resonance

Note: Modulator Types and Destinations are explained in much greater detaiFor the
Musicians section, starting at the headiMydulation. You may also find thModulation
Tips section helpful.

Working with the Modulation Page

To Add a New Modulator:

Assigning a Modulator to an actual destination turns the Modulator on. In the lower rectangular
window, find a Modulator slot thatNet Used, then click and hold on the worliet Used and
select one of the available Modulator Destinations from the pop-up menu that appears.

A thumbnail will appear beneath, and the Modulator Type pop-up menu will appear to the right.
To Delete a Modulator:

Removing a Modulator’s destination turns the Modulator off. In the lower rectangular window,
click and hold on the Modulator’s Destination pop-up menu, then ddétsed.

The Modulator’s thumbnails will disappear beneath, as will the Modulator Type pop-up menu to
the right.

To Change a Modulator’s Destination:

In the lower rectangular window, click and hold on the Modulator’s Destination pop-up menu,
then select the destination you want.

To Change a Modulator’s Type:

In the lower rectangular window, click and hold on the Modulator’s Type pop-up menu, then
select the Modulator Type you want.

To Select a Modulator’s LFO or Envelope for Editing:

Depending on the Modulator Type, each Modulator will show either one or two ‘thumbnail’
graphs in the lower rectangular window — an LFO thumbnail on the left if it includes an LFO, and
an Envelope thumbnail on the right if it includes an Envelope. To select an LFO or Envelope for
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editing in the large editing window at the top of the page, just click on its thumbnail.

Editing a Modulator’s Envelope Part

All Modulator Types except the basic LFO include an Envelope part. Editing an Envelope in the
Modulation Page works just the same as editing the Volume Envelope iNdhme Page:

* The horizontal axis is Time, and the vertical axis is Modulation Depth.

» To add a point, click on a segment.

» To delete a point, Alt-click (Windows) or Option-click (Mac OS) on it.

* To move a point in Time or Level, drag it. Or, type into the number fields.
» To constrain a drag, use the Shift key.

» To replace your Envelope with a simple preset template, click on oneCGretite New Enve-
lope buttons.

Note: For the Offset Modulator type, an additioABISR(%) slider appears just above the
Create New Envelope buttons. For details, see the sectWedulator Types.

For further operating details, srking with the Volume Page.

Editing a Modulator's LFO Part

All Modulator Types except the basic Envelope include an LFO part. Editing an LFONlvdhe
ulation Page works just the same as editing the Comb Filter irFilter Page:

* The horizontal axis is Time, and the vertical axis is Modulation Depth.

» To change the LFO period and depth, drag the handle in the graph, or type into the number
fields.

» To change the LFO waveform, click one of the waveshape buttons below the large window:
sine, triangle, square, inverted square, sawtooth, or inverted sawtooth.

For further operating details, s@rking with the Filter Page.

To Zoom the Editing Window:

To manually zoom in and out, use the magnifying glass buttons in the upper right corner. If you
drag a point off the right edge of the window, the display will automatically zoom out to fit.

A Modulation Tutorial
To add vibrato to an Instrument:

1. Find an unused Modulator slot in the lower rectangular window.
2. Click and hold on the pop-up menu that sMysUsed, and then sele®ttch.

This will be your Modulator’s destination. A thumbnail will appear beneath, and the Modu-
lator Type pop-up menu will appear to the right.

3. Click and hold on the Modulator Type pop-up menu, and then $4&Rct
This will be your Modulator Type. The Modulator’s LFO thumbnail will appear beneath the
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Pitch label.
4. Click on the LFO thumbnail to select the LFO for editing.
The large editing window at the top of the page will now show the LFQO’s current settings.

5. In the large editing window, drag the LFO graph’s control handle (the black square where the
two red lines cross) to set a period of about 300 ms, and a depth of about 50%.

Now when you play the Instrument in tPkayer window, you should hear a warbling
vibrato. That's the effect of your LFO Modulator on Ritch.

Many Instruments sound more natural if the amount of vibrato starts at zero, then fades in gradu-
ally over a period of a few seconds. That's one of the thingFhwith Depth Modulator modu-
lator type is good for. Here’s how to use it:

1. Click and hold on the Modulator Type pop-up window again, and this time EEQewafith
Depth Modulator.

A second thumbnail will appear next to the LFO thumbnail — an Envelope thumbnail.
2. Click on the Envelope thumbnail.

The large editing window will now show the Envelope instead of the LFO. This is the Enve-
lope that controls how tH&itech LFO’s depth will change over time. The default Envelope
isn’t very useful, however, so you’ll need to create a better one.

3. Create a simple Envelope that takes 2 seconds to reach a maximum, and then another two
second to return to zero:

* Click the middleCreate New Envelope button. Three Envelope Handles will
appear in the graph, all at a level of 0%.
* Drag the rightmost Envelope Handle out to the right, out to around 2000 ms.

 Drag the middle Envelope handle up to 100%, and then out to the right to about
2000 ms.

Now when you play the InstrumentRbayer window window, you should hear the warbling
vibrato increase over two seconds, and then decrease to nothing in another two seconds.
That's the effect of thBepth Modulator envelope on your LFO Modulator.
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Output Page
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The audio signal from th¥olume Page feeds thdutput Page, which is the Instrument’s final
stage. It only contains two controls:

» TheDisable Reverb button controls whether the Instrument will send a signal to Beatnik’s
global reverb processor. If this button is on, then the Instrument will always sound ‘dry’ no
matter how the global reverb is set, and no matter which reverb type is selected for the Songs
that use the Instrument.

» Stereo Pan position. This is set as a number, Witimdicating center,64 indicating fullLeft,
and64 indicating fullRight.

There are three ways to set the Pan position:

* Drag the slider control.

* Drag in the largéeft —Right display.

» Type a number into the numeBtereo Pan field.
Notes:

* If you want to use any stereo Samples in an Instrument, you'll probably want to
avoid using thétereo Pan control.

* If you're going to mix mono and stereo Samples in the same Instrument, you'll
probably want to avoid using ti$¢ereo Pan control.

* If you want to use th8tereo Pan control on an Instrument, you’ll have to use
mono Samples.

This is all because whenever an Instrument is playing a stereo SamgSkeré¢odPan
control is bypassed. As a result, bad-sounding artifacts can occur when a panned
Instrument switches from a mono Sample to a stereo Sample, or vice versa.

(End of Instrument Editor window)
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Move Instrument dialog box

Lets you change an Instrument’s number, which is the same as its MIDI Program number.

Wigve Instrument

W [l T, T

| Bwnk 2 Cowrtoarn - kaisdc 1]
htrurant Humbsee: | | |

) e J=_

When theMove Instrument dialog box first opens, the Bank and Instrument Number will reflect

the current location of the selected Instrument. To assign the Instrument to different Bank and/or
Instrument number — effectively moving it to a new Instrument slot and MIDI Program number —
just enter the Bank and Instrument number you want, and then clifK tatton.
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Sample Menu windows

How to use the dialog boxes accessed from the Sample menu.

Topics:
Sample Editor window
Compression dialog box
Make Instrument dialog box
Make Song dialog box
Clear compression cache dialog box
Delete uncompressed originals dialog box
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Sample Editor window

A workspace where you can audition, inspect, clean up, and loop imported Samples.

Tip: If you decide to cancel all yoSample Editor window edits and revert to the previous
version, there are two ways to do it:

* If you're working in theSample Editor window when you decide to revert, go to
theFile menu and select tiRevert command.

* If you've just closed you8ample Editor window and then decide to revert, then
immediately click in the Session document window that contains the Sample you
just edited, then go to tié&le menu and select tltdndo command.

Notes:

* Most of the Sample editing functions are only available when a range of the Sam-
ple’s waveform is selected — shaking a Selection.

* In theSample Editor window, you're editing the Sample’s uncompressed original
version, not the compressed copy you made i€ohgpression dialog box. As

soon as you exit th@ample Editor window, the Beatnik Editor will re-compress
the revised Sample, using the same compression type you selected for that Sam-

ple.

O Spmmpde: EoiSin - kel 1] =]

Topics:
Making a Selection
Sample Editing Commands
Using the Onscreen Controls

See also: Looping Tips in For Musicians.
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Making a Selection

Most of the Sample editing functions are only available when a range of the Sample’s waveform is
selected. To select a range of the waveform, click the mouse at one end of the part you want to
edit, then drag left or right to the other end, and release the mouse button. This selects the range
and causes the Volume Handles to appear:

Volume
Handles

- Sa|ection

Tip: To extend or contract either end of the selection, you can Shift-click and then drag left
or right.

Once you have a selection, you can apply the Sample editing command in the Editiextid
Sample menus.
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Sample Editing Commands

In the Sample Editor, the context menu contains the following commands. Some of these com-
mands are only available when a range of the waveform is selected. Most of these commands are
also available in th8ample menu.

To access the context menu: for Windows, right-click; for Mac OS, control-click.

Note: Undo andRedo are also available in tHalit menu, and via keyboard shortcut
(Windows: control-Z; Mac OS: cmd-Z).

Command Use

Delete Removes the selection from the Sample (cut).

Crop Trims away all sound before and after the selection.

Normalize Increases the selection’s volume to the highest possible level

before distorting.

Fade In Creates a fade-in across the entire selection.
Note: By contrast, the Fade-In Volume Handle lets you
apply a fade-in that starts at the beginning of the selec-
tion, but is shorter than the selection. 8simg the
Onscreen Controls.

Fade Out Creates a fade-out across the entire selection.
Note: By contrast, the Fade-Out Volume Handle lets you
apply a fade-in that finishes at the end of the selection,
but is shorter than the selection. 8sing the Onscreen
Controls.

Zoom Normal Resets the X and Y zoom levels.

Zoom Loop Start Zooms in on the loop start.

Zoom Loop End Zooms in on the loop end.

Jump Loop Start If the loop start isn't visible, horizontally scrolls to it.

Jump Loop End If the loop end isn't visible, horizontally scrolls to it.

Select All Selects the entire Sample.
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Using the Onscreen Controls

The Sample Editor window includes several graphic displays and controls:

2

4

6
Item Use
1 Time Scale Shows running time in sample numbers (not milliSeconds).
2 Loop Handles The Loop Handles set the position of the orange Looping

region. To move a Loop Handle, click on it and drag left or
right. The middle Loop Handle moves the loop region without
changing its length.

Note: The Loop Handles only appear when the Loop
button is on — set.

Note: TheLoop Start andLoop End points are also dis-
played as numbers that you can edit directly -9see
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3 \olume Handles

The Volume Handles are controls for applying a fade-in, fade-
out, or volume change to the selection:

Note: The Volume Handles are only available when a
range of the Sample’s waveform is selected -Made
ing a Selection.

» To apply a Fade-In to the start of the selection: Click on
the left Volume Handle, then drag to the right. Release the
mouse button at the point where you want the fade-in to
finish. If you want to fade in from the beginning of the
whole Sample, be sure your selection begins at the very
first sample.

Note: By contrast, théade-In command applies a fade-
in to the full length of the selection — SSzample Editing
Commands.

» To apply a Fade-Out to the end of the selection: Click on
the right Volume Handle, then drag to the left. Release the
mouse button at the point where you want the fade-out to
start. If you want to fade out at the end of the whole Sam-
ple, be sure your selection ends at the very last sample.

Note: By contrast, th&éade-Out command applies a
fade-in to the full length of the selection — Saenple
Editing Commands.

* To change the selection’s volume: Click on the center Vol-
ume Handle and drag up or down.

» Tochange the whole Sample’s volume: Use theSelect All
command, then click on the center Volume Handle and
drag up or down.

Note: By contrast, the Normalize command turns the
selection’s volume up to the maximum possible level
before clipping — se®ample Editing Commands.

4 Selection Indicators

Displays the start, end, and length of the currently selected
range of the Sample waveform — or, if there’s no selection, the
current cursor position. All numbers are in Sample numbers,
not milliSeconds.

5 Zoom Controls

Displays the current waveform zoom levels:

* To zoom the time axis (horizontal) in and out, useXthe
controls. At 1:1, each horizontal screen pixel shows one
audio sample.

* To zoom the volume axis (vertical) in and out, useYthe
controls.
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6 Sample Rate field

Sets the playback sampling rate for this Sample, in samples
per second.

Note: Changing this numbevill not convert the data to

a new sample rate amdll change the pitch. This field is
treated as an instruction for how fast to play the Sample
data, so the higher the number, the higher the pitch and
the shorter the sound.

Caution: Be careful when changing tSample Rate. If
any Instruments use this Sample, then changing the
Sample Rate will change those Instruments’ pitch —
which is usually a problem.

7 Root Key field
8 Root Key button

Records the pitch (MIDI note number) that the Sample pro-
duces when played at its curr&ample Rate. To set thdRoot

Key, either click on the field and then type in a note name (fol-
lowed by theEnter key), or click the button and select a note
from the keyboard that appears.

Caution: If the Root Key is not set correctly, then Instru-
ments automatically built from this Sample will play out
of tune.

Note: TheRoot Key note is used whenever you make a
new Instrument using this Sample, and allows the Beat-
nik Editor to automatically preserve correct pitch in
Keymaps that it creates for you (see Muake Instru-

ment dialog box and thedVlake Song Using command).

Note: Changing th&oot Key does notaffect Instru-
ments that already use this Sample. Rbat Key note is
only used when new Keymaps are created.

9 Loop Start andLoop End
fields

Display the start and end of the Looping regior ibmo

loop exists. Both numbers are in Sample numbers, not milli-
Seconds. To set either field, click on the field, and then type in
a sample number (followed by the Enter key).

Note: TheLoop Start andLoop End points also appear in
the waveform display as Loop Handles —&ee

Note: TheLoop Start andLoop End fields only apply
when theloop button is on — set.

10 Loop button

Controls whether the Sample will loop when played. When
theLoop button is lit, Looping is turned on.

Note: To set the Looping region position, see ltbep
Handles (2) or theLoop Start andLoop End fields @)
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11 Play button Plays the Sample. Use to check your work as you make edits.

Note: The spacebar on your computer keyboard also acts
as a Play / Stop button.

Note: Playback always starts from the current sample
cursor position (vertical white line), not necessarily
from the start of the Sample. Every time you click in the
waveform display, the cursor moves to that position.

12 Stop button Stops playback of the Sample.

Note: The spacebar on your computer keyboard also acts
as a Play / Stop button.

13 Sample Info area Displays additional information about the Sample:
» Sample Length - In sample numbers, not milliSeconds.
* Channels — Mono (1 channel) o8tereo (2 channels).

» Bit Depth — Resolution of the Sample in bits, eitl8dit or
16 bit. Note that 8-bit sounds have noticeably lower fidel-
ity than 16 bit sounds.

» Compression Type — The Sample’s current compression
type, as set via theompression dialog box.

* bytes used on disk- The amount of disk space used by the
Sample. Note that you can reduce this number with com-
pression, or by reducing the bit depth or sample rate in a
separate sample editing program.

|
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Compression dialog box

A workspace for choosing the best data compressor for one or more selected Samples.

Note: If you have audio production experience, you may find this use of thedarpnes-
sion confusing. Here, the word refers to audiata compression, which is the art of reduc-
ing the size of a sample file — amat dynamic range compression of audio signals, which
may be more familiar to you.

Topics:
Working with the Compression Dialog Box
Setting a Compression Type

About Compression
About the Sample Cache
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Working with the Compression Dialog Box

The Compression dialog box gives you tools for testing or ‘previewing’ various compression
types on your selected Samples, comparing the original audio to the compressed versions, and
assigning your preferred compression type to the Samples.

If the selected Samples have been previously compressed or previewed with the selected compres-
sion type, then the compressed size will appear below the list. Notice the difference in compressed
and uncompressed size.

Compression
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Item Use

1 Compression Types listbox  To select a compression type, click on it. To avoid all data
compression, seleab compression.

Note: The compression types listed here may vary from
Sample to Sample because some of the compression
types won’t work for certain kinds of Samples —i.e. par-
ticular sampling rates, numbers of channels, and/or bit
depths.
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2 Player 2.0.x and Beatnik Xtra ~ To ensure that your RMF files’ MP3 compression will be

Compatible Types Only check- backwards-compatible with more versions of the Beatnik

box Player for Web browsers and the Beatnik Xtra for Macrome-
dia Director, be sure to check this checkbox.

Note: Until such time as later versions of the Beatnik
Player become well-distributed, Web developers who
require compatibility with the installed base of Beatnik
Players should use this option.

Several new MP3 sample compression settings became
available in version 2.0, some of which were not sup-
ported in the earlier versions. When this item is
checked, the Compression Types listbtwill only

offer those compression types that the Beatnik Player,
versions 2.0.x, and the Beatnik Xtra are able to play.

3 Original button Plays the original, uncompressed version of the Sample.

4 Preview button Previews the effect of the selected compression type on the
indicated Sample, without selecting that type.

Note: If you entered this dialog with multiple Samples
selected, ®review for: menu will appear above the Pre-
view button. Use this menu to indicate which of the
selected Samples you want to previasfore you click
thePreview button.

If the selected Samples haven'’t yet been compressed
with the selected compression typ&ompression
Progress dialog box will appear briefly.

During preview playback, thRreview button will
change to &top button. Use it to cancel playback
before the Sample finishes playing.

5 0K button Applies the selected compression type to the selected Sam-
ples, and closes the dialog box.

6 Cancel button Closes the dialog box without applying the selected compres-
sion type.

Setting a Compression Type

To set the compression type for the selected Samples:

1. If your RMF file will be played in Web pages by the Beatnik Player for Web browsers, and
it's important to you that it play with the maximum number of existing users’ Beatnik Player
installations, then check tlidayer 2.0.x and Beatnik Xtra Compatible Types Only checkbox.

2. Select a compression type from the list.
3. Click thePreview button and listen to the compressed Sample.
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* If this Sample hasn't been compressed with this compression type before, there
may be a delay while the Sample is compressed and added to the sample cache
(seeAbout the Sample Cache below).

* Note the difference between the Sample’s uncompressed and compressed sizes.

* You can preview as many different compression types as you like before settling
on the one you want to use. If your disk fills up with too many compressed alter-
natives, use th@lear compression cache dialog box (seeAbout the Sample
Cache below).

4. Once you've decided which compression type to use, select it in the list and cldklbe
ton.

In the Samples tabs 8éssion windows, a Sample’s Compression type will appear after the Sam-
ple’s name, in parentheses.

About Compression

Compression saves disk space and speeds your listener’'s download times by reducing the size of
the Custom Samples in your exported RMF files.

In a Beatnik Editor Session, compression is treated as a property that's applied to a Sample for the
RMF export — your original Sample remains uncompressed, and a compressed copy is generated
for use in the RMF file export. That means it's safe to experiment with changing the compression
type for any Sample as many times as you like — your original uncompressed Sample is always
kept safe in the Session document.

Note: By contrast, earlier versions of the Beatnik Editor would apply compression to the
original Sample in the Session file, which could lead to a fidelity loss if you later changed
your mind about the compression type.

Such experimentation is usually worth the effort, as different compression types are better suited
for different kinds of sounds — some compression types can produce bad-sounding artifacts with
some kinds of sound material. You'll want to carefully evaluate how good each compression type
sounds to find the best balance between fidelity and file size for each Sample.
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The Beatnik Editor supports several different data compression algorithms, including MP3.

Compression Type Description

No compression Use the original Sample directly, applying no data compression.

Adaptive Delta Pulse-Code Modulation, which reduces files to 25% of prig-

ADPCM compression (IMA inal size. Compatible with the International Multimedia Association (IMA)

41 e -
! specification.
ulaw 2to 1 Used on many UNIX-based computers. (Pronounced “mew-law”)
alaw2to 1 Used on many UNIX-based computers. (Pronounced “A-law”)

The same compression type used in MP3 files, where the data comprgssion
ratio is user-controllable. Higher bit rates provide better sound quality,
whereas lower bit rates provide quicker downloads — and you get to s¢t that
tradeoff.

About the Sample Cache

For faster comparison of different compression types, the Beatnik Editor preserves every com-
pressed Sample version you've ever previewed in a disk file “cache,” instead of re-compressing
every time you ask for a preview. If the compression type you want to preview has already been
made for that Sample, the cached version is instantly played.

The sample cache ordinarily grows until you close your Session file or quit the Beatnik Editor, at
which time it’'s deleted. If you run out of disk space during a Beatnik Editor session, you can
reclaim the cache disk space with @lear compression cache... command.

MPEG Layer 3

Note: Although not encouraged, you can also remove the original, uncompressed Sample
from your session with thelete uncompressed originals dialog box.
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Make Instrument dialog box

Power-user shortcut for creating new Instruments from selected Samples.

Make Instrument

i Combine Samples hto One hstrument
® Split into equal zones

) One per key, starting at [3

) Separate hto Multiple hstruments

[ Specify Ront Key: [

[ canca || ok ]

Instruments can be complicated, and creating them from scratch can be tedious. For simple Instru-
ments, théMake Instrument Using command automates the worst of this work: creating new
Instruments and setting up their Keymaps.

Note: Complicated or advanced Instruments will require further work ilngteument Edi-
tor window.

Topics:
About the Make Instrument Using command

Creating a Single Instrument from Multiple Samples
Creating Multiple Instruments, Each with a Single Sample

About the Make Instrument Using command

The Make Instrument Using command behaves differently depending on how many Samples
you've selected:

* With just a single Sample selected, the Beatnik Editor will go ahead and build you a new
Instrument using that Sample for all 128 notes, without displaying any dialog box.

» With more than one Sample selected, the Beatnik Editor displays Make Instrument dialog
box because it needs to know what kind of Instrument you want to make — you might want to
create just one Instrument using all the selected Samples, or you might want each Sample to
go into a separate Instrument of its own — and how you want the Keymaps to be laid out in the
resulting Instruments. When you click QK button, the Beatnik Editor takes your instruc-
tions and creates the Instruments, all in a single step.
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Creating a Single Instrument from Multiple Samples

Make Instrument

1 T —————— @ Combine Samples hto One hstrument
2 _  ® Splitinto equal zones

3 /-" (2) One per key, starting at D —

() Separate kbito Multiple hstruments

[ Specify Root: Key: (]

[ canca [ o ||

Note: If you have more than 128 Samples selected, only the first 128 will be used in the cre-
ated Instrument.

To create one new Instrument using all of your selected Samples:
1. Click theCombine Samples Into One Instrument radio buttor.

This option will create one Keymap Zone per Sample. You have two options for how those
Keymap Zone will be placed on the keyboard.

2. Pick one of the keymap layout options by selecting radio b@ttm3:

Option... Produces Keymap Layout...
2 Split into equal All 127 keys will be covered, with an equal number of MIDI
zones key numbers in each zone.

[ T TR T T T ORI

This allows the Samples to be transposed by playing different
notes, as in most multi-sampled musical instruments.

3 One per key, starting Each selected Sample will be assigned to one MIDI key hum-
at: ber, beginning with a key that you can specify and moving up
the keyboard. No other MIDI keys will be covered.

“Wﬂh T JWW

This prevents the Samples from being transposed, for exam-
ple percussion, singing, spoken word, or music recordings.

3. If you selectedne per key, starting at:, then click the.. button(4) to pick the starting note.
The Select Note dialog box will appear, with a keyboard you can click to pick your note.
4. Click the OK button to accept your settings and close the dialog box.

The newly created Instrument will appear in the Instruments tab of your Session window,
with the naméNew Instrument.
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Creating Multiple Instruments, Each with a Single Sample

Make Instrument

) Combing Samples hto One hstrument
(2 Split into equal zones

@ One per key, starting at D
— 8 Separate hto Muiltiple hstrupnents

[ Specify Root Key: Q 2

[ s [ o ||

New in version 2.1: This dialog now includes a checkbox option for Specify Root Key value.
This allows you to preserve the Samples' original Root Keys in the newly created Instruments, if
desired.

The Separate into Multiple Instruments option creates one new Instrument for each selected Sam-
ple. For example, with five Samples selected, you'd get five new Instruments. All created Instru-
ments will use the sanRmot Key, which you can pick. If you want to assign a diffelRedt Key

to any of the created Instruments, you'll need to open them instvement Editor window.

To create one new Instrument for each of your selected Samples:
1. Click the Separate Into Multiple Instruments radio buttor(1).
This option will create one new Instrument per Sample.
2. Click the... button to pick thdRoot Key (2).

TheSelect Note dialog box will appear, with a keyboard you can click to pick your note. All
of the new Instruments will share this saRoet Key.

3. Click the OK button to accept your settings and close the dialog box.
The newly created Instruments will appear in the Instruments tab of your Session window.
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Make Song dialog box

Power-user shortcut for creating a new Song and Instruments from selected Samples.

Make S0ong

® Combine Samples hto One hstrument (One Track Sond)
& Split into equal 2ones

3 One per key, starting at [D

) Separate hto Multiple hstruments (Mult-Track Song)

[ Specify Root Key: (]

l Cancel ] [ (o] 4 ]

TheMake Song Using command always produces one Song that triggers all the selected Samples,
and always produces one or more Instruments to link the new Song to the Samples. However, with
more than one Sample selected, you have a few choices as to how the Instruments get created.

Instruments can be complicated, and creating them from scratch can be tedious. For simple Instru-
ments, thdlake Song dialog box automates the worst of this work: creating new Instruments and
setting up their Keymaps.

Note: Complicated or advanced Instruments will require further work ilnsteument Edi-
tor window.

Topics:
About the Make Song Using command
About the Created Song

Creating a Single Instrument from Multiple Samples
Creating Multiple Instruments, Each with a Single Sample

About the Make Song Using command

TheMake Song Using command creates a new, simple Song and one or more new, simple Instru-
ments that use the selected Samples. This is the same as the effect that would be produced by
doing aMake Instrument Using followed by aMake Song Using with the new Instruments

selected. However, the command behaves differently depending on how many Samples you've
selected:

* With just a single Sample selected, the Beatnik Editor will go ahead and build you a new
Instrument using that Sample for all 128 MIDI notes, and a Song that triggers that Instrument,
without displaying any dialog box.

» With more than one Sample selected, the Beatnik Editor will still automatically create a Song
to trigger the Samples, but it displays Make Song dialog box with additional options for
how to lay out the Samples into one or more new Instruments. You might want to create just
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one Instrument using all the selected Samples, or you might want each Sample to go into a
separate Instrument of its own.

About the Created Song

The new Song will trigger every selected Sample. This may or may not meet your needs as a way
to trigger the Samples in your final production, however it may at least make it easy to audition
the Instruments and Samples as you're working in the Beatnik Editor.

The Song will contain one MIDI file Track for each created Instrument, and each Instrument’s
Track will contain one MIDI note for each Keymap Zone used in the Instrument. These notes will
be same as the Keymap Zones’ Root Keys, so the Samples will usually play at their natural
pitches. All of the notes will begin at the same time, and will be the same length.

For example, if you select one Instrument using a single Keymap Zone, and a second Instrument
that uses three Keymap Zones, hhake Song Using command will produce a Song with two

tracks: Track 1 will contain one note (the Root Key of the one Keymap Zone), and Track 2 will
contain three notes (the Root Keys for the three Keymap Zones).
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Creating a Single Instrument from Multiple Samples

Make Song

1 D #® Combine Samples hto ©ne hstrument (One Track Song)
2 _ @ Splitinto equal zones

3 _/-’ (2) One per key, starting at D 4

) Separate hito Multiple hetruments (Mlt-Track Song)

[ Specify Root Key: (=

[ crca [ o |

Note: If you have more than 128 Samples selected, only the first 128 will be used.

To create one new Instrument using all of your selected Samples, and a one-track MIDI Song to
trigger all the Samples in that Instrument:

1. Click theCombine Samples Into One Instrument (One Track Song) radio buttor{1).

This option will create one Keymap Zone per Sample. You have two options for how those
Keymap Zones will be placed on the keyboard.

2. Pick one of the Keymap layout options by selecting radio b@tto3:

Option... Produces Keymap Layout...
2 Split into equal All 127 keys will be covered, with an equal number of MIDI
zones key numbers in each zone.

| |
This allows the Samples to be transposed by playing different
notes, as in most multi-sampled musical instruments.

3 One per key, starting Each selected Sample will be assigned to one MIDI key num-
at: ber, beginning with a key that you can specify and moving up
the keyboard. No other MIDI keys will be covered.

Ty

11 il
This prevents the Samples from being transposed, for exam-
ple percussion, singing, spoken word, or music recordings.

3. If you selectedne per key, starting at:, then click the.. button(4) to pick the starting note.
The Select Note dialog box will appear, with a keyboard you can click to pick your note.
4. Click the OK button to accept your settings and close the dialog box.

The newly created Instrument will appear in the Instruments tab of your Session window,
with the namdNew Instrument, and the newly created Song will appear in the Songs tab.
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Creating Multiple Instruments, Each with a Single Sample

hMake Song

() Combing Samples hto One hstrument (Cne Track Song)
@ Split into equal zones

(2) One per key, starting at D

— @ Separate hto Multiple hetruments (MUlt-Track Song)

[ Specify Root Key: Q 2

[ rea | o ]

New in version 2.1: This dialog now includes a checkbox option for Specify Root Key
value. This allows you to preserve the Samples' original Root Keys in the newly created
Instruments, if desired.

The Separate into Multiple Instruments option creates one new Instrument for each selected Sam-
ple. For example, with five Samples selected, you'd get five new Instruments. All created Instru-
ments will use the sanRmot Key, which you can pick. If you want to assign a diffelRedt Key

to any of the created Instruments, you'll need to open them instvement Editor window.

Note: If you have more than 15 Samples selected, only the first 15 will produce new Instru-
ments and be used in the created Song. This is because MIDI channel 10 is reserved for per-
cussion, leaving only 15 available MIDI channels for triggering the Instruments.

To create one new Instrument for each of your selected Samples, and a multi-track MIDI Song to
trigger all the Samples in that Instrument:

1. Click the Separate Into Multiple Instruments (Multi-Track Song) radio buttor{1).
This option will create one new Instrument per Sample.
2. Click the... button to pick th@oot Key (2).

TheSelect Note dialog box will appear, with a keyboard you can click to pick your note. All
of the new Instruments will share this saRoet Key.

3. Click the OK button to accept your settings and close the dialog box.

The newly created Instruments will appear inltis¢ruments tab of your Session window,
and the newly created Song will appear inShegs tab.
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Clear compression cache diaog box

Deletes unneeded temporary compressed audio files from the Beatnik Editor's disk
cache.
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Every time you preview a new compression setting for any Sample, a new compressed copy of the
Sample is generated and saved in a temporary cache folder on your hard drive. If this process goes
on long enough, it can eat up more of your free disk space than you might like. Clearing the com-
pression cache recovers this free space.

Two things to remember:

e Clearing the cache is safe
The original, uncompressed Samples stay in your Session document and aren’t affected in
any way.

¢ Even if you never clear the cache, it won't hurt your RMF files in any way
The cache doesn't affect the size of your exported RMF files in any way.

Note: To remove your original, uncompressed Samples rather than the extra compressed
copies, see thBelete uncompressed originals dialog box.
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Delete uncompressed originals dialog box

Deletes the original, uncompressed versions of all compressed Samples in your Session
document. This means committing to your current Compression settings.
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Uncompressed Samples can be very large. Once you've settled on a compression type for each of
your Samples, you can use this command to shrink the size of your Session file by deleting the
original, uncompressed version of all Samples for which you've selected a Compression type.

Note: Beatnik recommends extreme care when using this command. If you delete your

only copies of the uncompressed Samples, and then later decide to change the compression
technique, you'll have to first decompress the compressed copies, and then re-compress
them. With most compression techniques, this will result in a significant loss of fidelity.

Two things to remember:

¢ [f you can afford the disk space, you should always keep your uncompressed original Sam-
ples in your Session document.
Retaining the uncompressed originals preserves flexibility in the future, and once the origi-
nals are gone there’s no way to recover the lost fidelity.
* The sizes of the uncompressed originals don’t affect the size of your exported RMF files in
any way.

Shrinking the Session file by deleting the large original Samples won't make your RMF files
any smaller.
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Window Menu windows

How to use the windows accessed from the Window menu.

Topics:
Player window
JavaScript window
Session windows
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Player window

Playback controls, a Keyboard for auditioning Instrument, and Synthesizer status dis-
plays.

Note: If channel 1'dMlute button is pressed, it'll preveifihe Onscreen Keyboard from play-
ing.

ﬂp‘ HEBHEEHEES

Notes for Live MIDI input users:

* If a MIDI channel'sMute button is on, then live MIDI notes arriving on that
channel won'’t be heard. The chan8elo buttons also affect Live MIDI Input.

* When you select a new Instrument in a Session window, the Instrument name will
appear immediately in tHéyboard Instrument display; however, the Instrument
will not be activated until you click a note on the onscreen keyboard. As a result,
any Live MIDI Input notes received on channel 1 during that interval will sound
with the previous channel 1 Instrument.
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4 s |
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Topics:
1 Volume Control
2 Transport Controls (Play, Stop, Loop)
3 Song and Instrument Info
4 Editor Play Settings
5 Output Meter
6 MIDI Channels Display and Mute & Solo Buttons
7 CPU & Voice Meters
8 The Onscreen Keyboard
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Volume Control

An overall output volume control for the Beatnik Audio Engine at the heart of the Beatnik Editor.

Note: Don’t make any volume balancing decisions in the Beatnik Editor based on audio
playing from another application — even the digital audio tracks of a MIDI sequencer driving
the Beatnik Editor'dive MIDI Input — because different applications may operate at differ-
ent loudness levels. For precise mixing, and to make sure your RMF files will repeat your
mix correctly when it’s played, place volume controller events (MIDI Continuous Controller
number 7 for each MIDI channel) in the event list for each Track in your MIDI file.

Item Use

Volume Control Sets your listening level.

Note: This volume control is dependent on your com-
puter's hardware and software volume controls. If those
other volume controls are turned all the way off, you
won'’t hear any of the sound the Beatnik Editor is gener-
ating. Sedroubleshooting.

Transport Controls (Play, Stop, Loop)

Controls that act like a CD player’s Play, Stop, and Loop buttons — except that they apply to the
selected Song, not a CD.

New in version 2.1: The Song Position Dial behavior has been changed. Clicking a position
on the dial now makes the current Song start playing from that position.

Item Use

Play Button Click to start the selected Song.

When a Song is playing, you can ‘scrub’ back and forth
with the roundPlayback Pesition indicator.

Stop Button Click to stop playback.

Loop Button Click to make the Song repeat continuously when played —
every time it reaches its end, it'll start over from the begin-
ning. To turn looping off, click again.
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Song and Instrument Info

Information about the selected Song and its playback state.

Item Use
Song Title Title of the selected Song.
Time Display The current playback position, in minutes and seconds. This

resets to zero whenever the Song restarts or loops.

When theloop button is on, a loop icon also appears to
the left of the time display.

Tempo and Length Display

The selected Song’s playback speed in Beats Per Minute
(BPM), and overall length in minutes and seconds.

New in version 2.1: The Tempo Display is now updated con-
tinuously.

Playback Position Display

Draws a circle as the Song plays from beginning to end —
when the circle completes, the Song is over.

Note: You can ‘scrub’ the Song back and forth by drag-
ging the triangle.

Keyboard Instrument Display

Name of the currently selected Instrument for MIDI channel
1. Notes played ofhe Onscreen Keyboard always use this
Instrument, because it always plays channel 1.
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Editor Play Settings

These controls let you listen to your music and sound material under the same conditions that
your playback environment will use — the Beatnik MIDI Synthesizer's sample rate, bit depth,
number of channels (mono or stereo), and reverb type. These settings affect all audio generation in
the Beatnik Editor — playback of the current Song, notes play&hleddnscreen Keyboard, notes

arriving over theLive MIDI Input, and digital audio files generated with Export as Audio...

command.

Note: The settings you make here a saved in your RMF files. These are playback set-
tings only, and used only while working in the Beatnik Editor.

Item Use

Bits and Channels control Sets the playback bit depth, and whether the Beatnik MIDI
Synthesizer runs in mono or stereo. Stereo sounds better than
mono, and 16-bit sounds better than 8-bit. Options are:

8-bit mono
16-bit mono
8-bit stereo
16-bit stereo — for Beatnik Player for Web browsers
Sample Rate control Determines the Beatnik MIDI Synthesizer’s playback sample
rate. Higher sample rates sound better. Available sample rates:
11 kHz
22 kHz — for Beatnik Player for Web browsers
44 kHz
Reverb Type control Selects which of the available reverb types to use. Each reverb

type has a different character; for descriptions Effeets:
Reverb and Chorus.

Note: Changing the reverb type heteesn’t affect the
reverb type stored in each Song and RMF file — see the
Song Settings dialog box for details.

Note: Four of the Beatnik reverb types depend on the
Beatnik Audio Engine’s stereo mode, and so will not be
available when the Beatnik Editor is running in mono:
Early Reflections, Basement, Banquet Hall, Catacombs.

Output Meter
A graph of the actual sound being generated by the Beatnik MIDI Synthesizer.
Item Use
Output Meter The waveform displayed is similar to what would be shown

on an oscilloscope connected to your computer’s audio out-
put, updated 24 times per second.
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MIDI Channels Display and Mute & Solo Buttons

Display of note activity for each of the 16 MIDI channels, and buttoNute (silence) an@®olo

(highlight) the channels independently, like you'd find on a sound mixing board. Recall that the
Beatnik MIDI Synthesizer is organized as 16 MIDI Channels, each of which can independently

play several notes at once using a given Instrument.

New in version 2.1: The Mute and Solo button behavior has been changed:

» To change multiple buttons at once, click on one button and then drag across the
rest of the desired buttons.

e To turn all 16 Mute buttons on or off at once, click the wMude.
* To turn all 16 Solo buttons on or off at once, click the vSuid.
Note: TheMute andSelo buttons control the triggering of MIDI notes on the indicated

MIDI channel — not the channel’s audio output. As a result, when you turn a Mute button off
the channel's sound will not return immediately — only when the next MIDI note occurs on
that channel. In some cases this lag can be fairly long, for example in pieces using slow tem-
pos or long notes. The lag may be especially noticeable if you're using music pre-mix sam-

ples (such as beat loops) which won't retrigger until the MIDI file loops.

Item

Use

MIDI Channels Display

Shows the number of notes currently playing on each of the
16 MIDI channels, updated 24 times per second. This
includes all playing Songkive MIDI Input, and notes played
onThe Onscreen Keyboard.

Note: If a channel’'dMute button is pressed, you won't
see (or hear) any note activity on that channel.Sithe
buttons may also prevent notes from sounding.

MIDI Channel Mute Buttons

Each MIDI channel hasMute button. Muting a channel pre-
vents it from playing notes. You can mute any number of
channels at the same time.

Note: The Mute buttons affect all notes on the indicated
MIDI channel, irrespective of source: Song playback,
Live MIDI Input, andThe Onscreen Keyboard.

Note: If channel 1'dMute button is pressed, it'll prevent
The Onscreen Keyboard from playing.

MIDI Channel Solo Buttons

Each MIDI channel also hasSalo button. Soloing a channel

prevents all other channels from playing notes, so that only
the soloed channel is audible. You can solo any number of
channels at the same time.

Note: The Solo buttons affect all notes on the indicated
MIDI channel, irrespective of source: Song playback,
Live MIDI Input, andThe Onscreen Keyboard.

Note: Mute overrides solo — that is, even if you solo a
muted channel, it won’t resume playing new notes
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CPU & Voice Meters

This section shows overall activity of the Beatnik MIDI Synthesizer, in terr@BlbtLoad and
total number of activ¥oices.

Item Use

CPU Load Meter Shows roughly what percentage of your computer's CPU
(Central Processing Unit, also known as the microprocessor)
is being used, updated 24 times per second. If no other pro-
grams are running on your computer at the same time, this
will give you a pretty good idea how CPU-intensive it is to
play a given Song on a computer with a similarly powerful
processor.

The red line indicates the highest peak so far. To clear this
peak indicator, click on the meter.

Note: For a more accurate measurement, point at the
CPU Load meter and seldantensive Calc from the
context menu.

To access the context menu: for Windows, right-
click; for Mac OS, control-click.

Note: Playing the same Song on a less powerful
machine will take a higher percentage of the CPU.

Note: In addition to the number of voices being played,
the Editor Play Settings directly affect the CPU Load
figure — that is, the reverb setting, choice of mono or ste-
reo, the sample rate and the bit depth.

Voices Meter Shows how many of the Beatnik MIDI Synthesizer’s 64
voices are being used, updated 24 times per second.

The red line indicates the highest peak so far. To clear this
peak indicator, click on the meter.

Note: TheVoices meter may disagree with the number

of lit-up keys on the onscreen Keyboard. That's because
the keys lights up only during the Note On portion of a
note, but the note will occupy its voice until its volume
envelope fades to complete silence. If the Instrument
has a long release time, that can take a while.
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About Voice Availability

The Beatnik Audio Engine’s 64 voices are organized as three separate pools:

» 56 voices are available to play notes for Songs, incohiuedVIDI Input, andThe Onscreen
Keyboard. This 56-voice limit is also present in the Beatnik Player for Web Browsers.

* 1 voice is reserved for auditioning Samples.

* The remaining 7 voices are reserved for playing sound effects.

The Onscreen Keyboard

The onscreen Keyboard displays MIDI note events as lit-up keys, and you can click on the Key-
board to play notes on MIDI channel 1 (as you’ll need to do when selecting or editing Instru-

ments).

Note: If channel 1'sMute button is pressed, it'll preveifihe Onscreen Keyboard from play-

oY

Note: If you have a MIDI keyboard and your computer has a hardware MIDI interface
installed, you may prefer to play notes on your own keyboard rather than pecking out musi-
cal lines one note at a time on the onscreen KeyboardiveddIDI Input.

ing.

Note: The Beatnik Editor uses three different keyboard displays, for three different pur-

poses:

Keyboard appearing in...

Is for...

Player window

Ay ————

bbbk LTI

Playing notes, and show-
ing what MIDI notes are

playing

Keymap tab of the Instrument Editor

[ [TV L

Displaying and editing
an Instrument’s Keymap
Zones

Select Note dialog box

Select Sote

Gekns) mae| o4

L bl

Selecting a MIDI note
number for use as a set-
ting parameter
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Playing Notes on the Onscreen Keyboard

To play a note using the onscreen Keyboard, just click on the key you want to play. To hold a note,
hold the mouse button down after you click the key.

You also have control over the notes’ Instrument and velocity, and a simulated Sustain pedal:

* Instrument — The notes you play on the onscreen Keyboard always use the currently selected
Instrument. To play a particular Instrument, go toltiseruments tab of your Session window
and select the Instrument. The onscreen Keyboard will continue to use that same Instrument
even when thénstruments tab isn't visible.

» Velocity — You can also control the velocity of each note you play on the onscreen keyboard.
In many Instruments, velocity is linked to brightness, volume, or intensity, giving the Instru-
ment a more dynamic character. Clicking at the top of a key produces a lower velocity; click-
ing at the bottom of the key produces the maximum velocity (127); and clicking anywhere
between the extremes produces a proportionate velocity.

<@ (lick Here for Low Velocity

- (lick Here for High Velocity

» Sustain — The Shift key on your computer keyboard acts as the onscreen Keyboard’s sustain
pedal. For example, if you press and holdShidt key, then click three different notes on the
onscreen Keyboard, you'll notice that the notes sustain until you reles8tgfthey and then
click on another note.
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JavaScript window

Echoes your actions in JavaScript source code — for cut-and-pasting into Web page code
— as a convenience for Web page authors.

Note: Musicians and sound designers not involved in Web page coding details probably
won't need to use the JavaScript window.

O lwea%oripk HEE
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1 playnr plagfate 1, 2, 0, 71, 112, 10008
1
2 = ¥
3

Every time you take any action in the Beatnik Editor that can also be done in a Web page JavaS-
cript program with Beatnik’s Music Object programming interface, the equivalent JavaScript
source code is added to thevaScript window. You can copy this source code fromJdaeaS-

cript window, and then paste it into your Web page source code using a text editor. The JavaScript
window will accumulate all your actions up to a maximum of 32,768 characters of code, at which
point the oldest entries will begin to ‘scroll off the top’ and disappear.

Note: When a Percussion Bank instrument is selected in a Session document window, click-
ing notes on the Player window keyboard prodwegsiote() commands in thdavaS-

cript window with program numbers over 127. While program numbers over 127 would not
be valid in a MIDI sequence, and could not be sent over a MIDI wire, in Beatnik’s Music
Object programming interface for the Beatnk Player (for Web browsers) or for the Beatnik
Xtra (for Director and Shockwave) they select Percussion Bank instruments. For example,
program 128 selects Percussion Instrument 0, program 129 selects Percussion Instrument 1,
and so on, up to program 255 which selects Percussion Instrument 127.

Item Use

1 Source Code Area JavaScript source code appears here as text that you can copy
or cut to the clipboard. To copy or cut, use Eli¢ menu com-
mands, th€opy button(2), or the context menu commands.

To access the context menu: for Windows, right-click;
for Mac OS, control-click.

2 Copy button Click to copy the selected JavaScript source code text to the
clipboard. If nothing’s selected, copies all source code text in
theJavaScript window.

3 Clear button Click to clear all source code text in thavaScript window.
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About JavaScript Source Code

Every entry in thaavaScript window consists of two lines: first a JavaScript comment identify-
ing the meaning and value range of any function parameters, and then the actual source code — a
Music Object function call with its parameters filled in to reflect your most recent action taken.

For example, if you go to a Session window and select Custom Instrument numbeava$he
cript window will emit the following JavaScript code:

/I setProgram( MidiChannelOto16, BankNumberOto2, ProgramNumber0to127 )
player.setProgram( 1, 2, 7)

Note: Getting Beatnik interactive audio working in a Web page involves a good deal more
than just pasting these lines into a JavaScript file. At a minimum, you’ll also need to change
the wordplayer to match the name of your Music Object instance; typically a lot more

work than that will be required. You'll certainly need a good general understanding of the
Beatnik Music Object interface — be sure to readNeb Authoring Documentation on the
Beatnik Web site before you start writing JavaScript to control the Beatnik Player:

http://www.beatnik.com/to/?music-object-doc
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Session windows

Each Session window represents one Beatnik Editor Session file — a holder for the
Songs, Instruments, and Samples you intend to use in the RMF files you’'ll make.

Tip: When you first create a new Session file, it may look empty. To the contrary, every Ses-
sion file includes a large collection of built-in Beatnik Songs, Samples, and Instruments —
it’s just that they’re temporarily hidden. SAkthin Each Tab, ‘Show:’ Displays a Category of

Items, below.
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Topics:
Basic Operation
The Songs Tab
The Instruments Tab
The Samples Tab
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Basic Operation

A Session is a workspace where you build Custom Instruments, audition imported Songs, and
manipulate imported Samples. For easy importing, you can drag audio and MIDI files from the
desktop directly into any Session window. To show more or fewer items, you can resize the win-
dow.

New in version 2.1: New Get Resource Usage command in the context menu displays the
selected Song, Instrument, or Sample's total size in bytes.

The displayed size includes all dependent objects. For an Instrument, this will be the
Instrument resource plus all Samples used in the Instrument. For a Song, the size will
include all Instruments it uses, plus all the Samples used by those Instruments.

Subtopics:

Working with Multiple Sessions

Tabs for Songs, Instruments, and Samples

Within Each Tab, ‘Show:" Displays a Category of ltems
Working with Listed Items

Working with Multiple Sessions

You can keep multiple Session documents open if you want to. With more than one Session win-
dow open, you can freely drag, copy, and paste Songs, Instruments, and Samples between win-
dows.

Each Session will have its own separate Undo history, ddnleandRedo commands always
apply just to the Session you're in at the time. Also, the onscreen keyboard®layéravindow
always only uses Instruments from the Session you're in at the time (that's why keyboard play-
back may pause momentarily when you move between open Sessions).
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Tabs for Songs, Instruments, and Samples

The Session document window organizes your music and sound resources under three tabs, like
the tabs on file folders:Songs tab, arinstruments tab, and &amples tab. These tabs select

which kind of resource will appear in the list beneath — to see what'’s inside any tab, just click on
it:
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1] ot Il 11 Nyiephora sigs prousrie gir B3
] pawarea ™ I8 74 Tibeiwr Bl i mppis
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[ [« T#]
Songs Instruments Samples

Within Each Tab, ‘Show:’ Displays a Category of ltems

To help you focus on the right things at the right times, all three tabs inc8hevapop-up
menu that controls what categories of items appear in the list — for exampleSamiiles tab
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you can view jusCustom Samples, justBuilt-In Samples, or All Samples:
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Besides your own music and sound elements, every Session document also gives you access to the
music and sound resources in the built-in Beatnik Bank — the same resources available in every

Beatnik Player for Web browsers.

By default, theS8how: menu focuses on the categories containing the content you've created.
That's why a Session looks empty when you first create it — there aren’t any Custom Songs, Cus-

tom Instruments, or Custom Samples yet.

Here’s the full list oShow: item categories for each tab:

Songs tab

All
Custom Songs
Groovoids*

Instruments tab

Bank 0 Melodic - General MIDI*
Bank 0 Percussion - General MIDI*
Bank 1 Melodic - Beatnik Special*

L ] o 55 A-SaxF4
=i grrordion A4 st “&% accordion A4 edit
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g L % applause
[ | =il bmrga O - “% banjo D4 -
- -
1] D[z 1 [
Custom Samples Built-In Samples All Samples

(Custom + Built-In)

Samples tab

All
Custom Samples
Built-in Samples*

Imported RMF

Bank 1 Percussion - Beatnik Special*
Bank 2 Melodic - Custom Melodic
Bank 2 Percussion - Custom Percussion
See alsolnstrument Bank Organization.

* Built-In resources
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Working with Listed Items
You can rename, copy, paste, and delete items in any Session window, and apply commands to
selected items.

Note: There are a few restrictions on working with Built-In items. None of the Built-In items
can be modified, and Groovoids and Built-in Samples can’t be copied. However, you can
copy Built-In Instruments and use them as a basis for your own Instrument designs.

To Select items:
* To select a single item, just click on it.

* To select multiple items, shift-click on them.

 To add single items to the selection, or to remove them, use control-click (for
Windows) or cmd-click (for Mac OS).

To Rename an item:
* Mac 0S: Click the item name, then when the name box appears, type a new
name.

* Windows: Click the name to select it, then click again and let the mouse hover
there for a moment. When the name box appears, type a new name.

» Or select the item, and then selectRerame command from th&dit menu or
the context menu.

To access the context menu: for Windows, right-click; for Mac OS, control-click.

To Copy one or more items:
* Select the items, and then select@bpy command from th&dit menu or the
context menu.

To access the context menu: for Windows, right-click; for Mac OS, control-click.

* Or select the items, and then type control-C (for Windows) or cmd-C (for Mac
0S).

To Delete one or more item:
» Select the items, and then selectDekete command from th&dit menu or the
context menu.
To access the context menu: for Windows, right-click; for Mac OS, control-
click.

* Or select the items, and then type ble¢ete key.

To apply any other command to one or more items:
1. Select the items.

2. Select a menu command.

Commands are available in the application menus and the context menu. The available com-
mands depend on the items you've selected; for example, Sample menu commands are only
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available when Sample items are selected.

To access the context menu: for Windows, right-click; for Mac OS, control-click.
See also: Commands $Soeng menu, Instrument menu, andSample menu.
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The Songs Tab

Displays the Songs in the current Session, in alphanumeric order.
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The Show: pop-up menu controls what kinds of Songs will appear:

Show: Displays

All All Songs. This means all three categories below.

Custom Songs (default) Songs that you (or other Beatnik users) create.

Note: In a newly created Session, this cate-
gory will be empty.

Groovoids Built-in Songs supplied by Beatnik — typically, short
music or sound effects sequences intended for quicldand
easy Web site sonification.

Groovoids can't be edited.

Imported RMF RMF files that you've imported into the Session for
playback.

Imported RMF Songs can't be edited.

Working with Songs
* To play a Song, double-click it.

The Song name and tempo will appear inRlager window, and the Stop and Play buttons
will control playback of the Song.

» To edit Song Info for a Custom Song, select it and choose an editing command fSongthe
menu.

Note: The Song Info for Groovoids and Imported RMF Songs can’t be edited.
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» To rename a Custom Song, use your operating system'’s standard mouse technique.

Windows: Slow double-click.
Mac 0S: Click and wait.

Note: Groovoids and Imported RMF Songs can’'t be renamed.
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The Instruments Tab

Displays the Instruments in the current Session, in numeric order.
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New in version 2.1: New Show Empty Instrument Slots command in the context menu turns

display of empty slots on and off.

The Show: pop-up menu controls what kinds of Instruments will appear:

Displays

Bank 0 Melodic - General MIDI

Melodic instruments and effects conforming to the Gen-

eral MIDI standard.

Bank 0 Percussion - General MIDI

Percussion instruments and effects conforming to th
General MIDI standard.

D

Bank 1 Melodic - Beatnik Special

Beatnik extensions to the General MIDI melodic inst
ments.

u-

Bank 1 Percussion - Beatnik Special

Beatnik extensions to the General MIDI percussion
instruments.

Bank 2 Melodic - Custom Melodic
(default)

Melodic Instruments that you (or other Beatnik users
create.

Note: In a newly created Session, this cate-
gory will be empty.

Bank 2 Percussion - Custom Percus-
sion

Percussion Instruments that you (or other Beatnik ug
create.

Note: In a newly created Session, this cate-
gory will be empty.

ers)
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Working with Instruments

* To apply a command from tHestrument menu or context menu to an Instrument, select the
Instrument and give the command.

To access the context menu: for Windows, right-click; for Mac OS, control-click.
Note: Some Instrument commands are only available for Custom Instruments.

* To edit a Custom Instrument using thstrument Editor window, double-click the Instru-
ment.

Note: General MIDI and Beatnik Special Instruments are Built-In, and so can’t be edited.
* Torename a Custom Instrument, use your operating system’s standard mouse technique.

Windows: Slow double-click.
Mac 0S: Click and wait.

Note: General MIDI and Beatnik Special Instruments are Built-In, and so can’t be renamed.

Note: When you copy a Custom Instrument, a dialog box appears, offering the option of also
copying the Samples used in that Instrument.
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The Samples Tab

Displays the Samples in the current Session, in alphanumeric order.
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The Show: pop-up menu controls what kinds of Samples will appear:

Show: Displays

All All Samples. This means both categories below.

Custom Samples (default) Samples that you (or other Beatnik users) create,
imported from sound files created in other applicatiops.

Note: In a newly created Session, this cate-
gory will be empty.

Built-in Samples Beatnik’s built-in Samples.
Built-in Samples can'’t be edited.

Working with Samples

» To apply a command from ttf$ample menu or context menu to a Sample, select the Sample
and give the command.

To access the context menu: for Windows, right-click; for Mac OS, control-click.
Note: Some Sample commands are only available for Custom Samples.

» To edit a Custom Sample using Semnple Editor window, double-click the Sample.
Note: The Built-In Samples can't be edited.

* To rename a Custom Sample, use your operating system’s standard mouse technique.
Windows: Slow double-click.
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Mac 0S: Click and wait.
Note: The Built-In Samples can’t be renamed.
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Help Menu windows

How to use the Windows accessed from the Help menu.

Topics:
Help Contents dialog box
About Beatnik Editor dialog box

|
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Help Contents dialog box
Opens the Online Help’s Table of Contents.

Note: The Online Help system requires the use of your Web browser — either Microsoft
Internet Explorer, or Netscape Navigator or Communicator. For minimum versioSyssee
tem Requirements.

Note for Windows Users: To open thddelp Contents dialog box at any time, press tFie

key.
The Beatnik Editor's Online documentation system uses your preferred Web browser to display
both context-sensitive Help for every window and dialog box, and the HTML version of this full
User’s Guide. Selecting tiHelp Contents menu item opens the User’s Guide to the Introduction
page.
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About Beatnik Editor dialog box

Contains the program version and legal notices, and handles Registration.

Note: When first installed, the freely distributable Beatnik Editor is fully functional — except
that theFile menu command8@pen, Save, Save As..., Export RMF... andExport as Audio are
disabled. These features — which are essential for using the Beatnik Editor in professional
Web and multimedia development — are reserved for users who purchase a Registration Key.

O

Beatnik’ Editor 2.1
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TheAbout Beatnik Editor dialog box includes the software version number, legal notices, and the
registration status of your copy of the software:

» If you've already registered your copy of the Beatnik Editor Aeut Beatnik Editor dialog
box includes your name, email address, and serial number.

» If your copy of the Beatnik Editor hasn’t been registered yetAbloat Beatnik Editor dialog
box notes that the programUsregistered, and includes Register button.

Registering the Beatnk Editor
To register your copy of the Beatnik Editor:
1. Using your Web browser, purchase a Registration Key from the Beatnik Web site:
http://www.beatnik.com/to?editor

Follow the instructions on the Web page, and you will receive a Registration Key — a
sequence of numbers, letters, and dashes that looks something like this:

TX6F-H3RRTF8-Q32U-X9M2D
2. Launch your installed copy of the Beatnik Editor.
A new Untitled Session document window appears.
3. Open theAbout Beatnik Editor dialog box. This step depends on your operating system:
* On Windows, go to thHelp menu and seleé&hout Beatnik Editor.
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* On Mac OS, go to the Apple menu and sekbout Beatnik Editor.
4. In the About Beatnik Editor dialog box, click th&egister button.

TheRegistration dialog box appears.

5. In theRegistration dialog box, enter yollser Name, Email Address, andRegistration Key.

Be sure to enter exactly the sablser Name andEmail Address that you used when pur-
chasing the Registration Key, and type the eRegistration Key you received. If even one
letter is different, the program will not register successfully.

6. Click the OK button.

If the Beatnik Editor detects a problem with your information, it will ask you to re-check
your entries. Otherwise, your copy will be registered andxpert RMF... andExport as
Audio... commands will be enabled.

If you run into difficulty registering the Beatnik Editor, then contact Customer Support via the
Beatnik Web site:

http://www.beatnik.com/?editor-support
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Troubleshooting

How to diagnose and repair any problems you may encounter while using the Beatnik
Editor.

Mac 0S Users: Netscape is default browser, but the Beatnik Editor’s Online Help uses Microsoft
Internet Explorer

This can happen because most of the Mac OS ‘default browser’ settings apply only to the
http: protocol, whereas the Online Help system usefildhgrotocol.

To set Netscape as your default browser fofiteeprotocol:

1. From the Apple menu, launch thiternet Control Panel. The Control Panel will open a dia-
log box.

2. If you don’t see akdvanced tab next to th&lews tab, turn Advanced Mode on.

Go to thekdit menu and select tiiser Mode... command. Then, in the dialog box that
appears, seledidvanced and click theDK button.

3. Click on theAdvanced tab, and then click thdelper Apps icon.

4. Scroll the list of handlers down until you come to a line contaifileagn theType column,
then select that line. It should show Microsoft Internet Explorer as the current file handler.

5. Set your preferred browser as the handler fofitaeype.

Click theChange... button, then click th8elect... button. In the navigation dialog box that
appears, locate the browser that you want to use to read the Beatnik Editor Online Help, then
click theOK button.

6. Close thdnternet control panel.

Mac 0S Users: Your MIDI or Digital Audio file doesn’t appear in the Import dialog box

On Mac OS, the Beatnik Editor won'’t recognize files with bad — that is, missing or
incorrect — type and creator codes if the filenames don’t end in a recognized exten-
sion. Change the filename to end.wmav, .aif, .aiff, .au, .mp3, .mid, .smf, .midi, .rmi,

or.rmf as appropriate.

Mac 0S Users: Make sure you’re using Sound Manager 3.1 or later
Earlier versions of Sound Manager are not compatible with the Beatnik Editor.

Mac 0S Users: Turn off RAM Doubler and Virtual Memory

The RAM Doubler utility and the Mac OS Virtual Memory feature can interfere with the
Beatnik Editor’s timing and operation, degrading the audio output and risking crashes.

|
Document Version 2.1.0 © 1998-2001 Beatnik, Inc.



Beatnik Editor User’s Guide / m

If a sample won’t loop...

Is the loop start point set to 0? All Beatnik playback software treats a sample start
point of O as an order to not loop the Sample. Open the Sample in the Sample Editor
and change the loop start to 1.

Mac 0S Users: If you’re using OMS...
Make sure you are using version 2.1 or greater.
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Removing the Beatnik Editor

How to remove or ‘uninstall’ the Beatnik Editor, in case you should ever need to.

The steps needed to remove the Beatnik Editor depend on your operating system:

Removing Under Windows
Removing Under Mac 0S

Removing Under Windows

The Beatnik Editor follows the standard Windows program removal procedure. You have two
choices.

Either:
» Go to theStart Menu and selecPrograms -> Beatnik Editor -> Remove Beatnik Editor

or:
* In Control Panel, use théAdd/Remove Programs icon as detailed below:

1. On the Windows desktop, double-click tMg Computer icon to open it.

The My Computer window will appear, with a folder icon labell€dntrol Panel.
2. Double-click theControl Panel icon to open it.

The Control Panel window will appear, with an icon labellddld/Remove Programs.
3. Double-click theAdd/Remove Programs icon to open it®roperties dialog box.

4. In theAdd/Remove Programs Properties dialog box, seledeatnik Editor from the scrolling
list of installed programs.

5. Click theAdd/Remove... button (Windows 95/98/NT) d¢hange/Remove... button (Windows
2000) to remove the Beatnik Editor from your computer.

Removing Under Mac 0S
1. Throw away the Beatnik Editor application folder, caBzatnik Editor.

If you aren’t sure where this folder is, go to the Apple menu and select a search utility such
asSherlock or Find File.

2. Throw away the Beatnik Editor preferences file.

This file is calledBeatnik Editor Prefs, and it's located in thBreferences folder (which is
inside theSystem Folder of your startup drive).
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Compatibility Info

Covers the Beatnik Editor's compatibility with various music and sound standards.

Topics:
Supported File Formats
MIDI Implementation Chart
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Supported File Formats

The Beatnik Editor can import music and sound data saved in the following file formats:

) Filename
File Format Supported Subtypes Extension
RMF all .rmf
Beatnik's Rich Music Format
(musical notes and/or digital
audio)
MIDI all .mid, .midi
Standard MIDI* File (SMF)
(musical notes)
WAV u-law, stereo .wav
Windows WAV format 2'::""* ;T:g:‘eoo
.. . -law,
(digital audio) IMA ADPCM 8kHz, 4-bit, mono
IMA ADPCM 8kHz, 4-bit, stereo
IMA ADPCM 11kHz, 4-bit, mono
IMA ADPCM 11kHz, 4-bit, stereo
IMA ADPCM 22kHz, 4-bit, mono
IMA ADPCM 22kHz, 4-bit, stereo
IMA ADPCM 44kHz, 4-bit, mono
IMA ADPCM 44kHz, 4-bit, stereo
AIFF 8-bit, mono, signed .aif, .aiff

Audio Interchange File Format | 8-Pit, stereo, signed
(digital audio) 16-bit, mono, signed, byte-swapped

16-bit, stereo, signed, byte-swapped
MP3 .mp3
MPEG | Layer 3
(digital audio)

SDil .sd2

Digidesign Sound Designer Il
(digital audio)

AU 8-bit, mono, signed .au
Sun Audio 8-bit, stereo, signed
(digital audio) u-law, mono

u-law, stereo

A-law, mono

A-law, stereo
Java/Web, mono
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MIDI Implementation Chart

Model: Beatnik PlatformDate: April 2, 2000

Software Wavetable SynthesizerVersion: BAE 1.5.2

Function Transmitted Recognized Remarks
Basic Default X - 16
Channel Changed X 1-16
Mode Default X Mode 3 Can't change
Messages X X
Note X 0-127
Number True Voice FRFEFARFRFE 0-127
Velocity Note on X 0
Note off X X
After Touch  Key X X
Channels X X
Pitch Bend Pitch Bend X *1,72 Resolution 12 bit
Change 0 X *1,72 Bank Select (MSB Only)
Control 1 X *1,%2 Modulation
6 X *1, %2 Data Entry
7 X *1,%2 Volume
10 X *1,%2 Panpot
11 X *1,%2 Expression
64 X *1, %2 Hold1 (Sustain)
85, 86, 87 X *1,%2 Beatnik Loop & Mute (files
only)
90 X *1,%*2 Master Reverb Type
91 X *1,%2 Reverb depth
(>15 = on for reverb types 1-7)
93 X *1,%*2 Chorus Send
98, 99 X *1,%2 NRPN (LSB, MSB)
100, 101 X *1,%*2 RPN (LSB, MSB) — Reserved
121 X *1,%2 Reset All Controllers
123 X 0 All Notes Off
Program X ~1
Change True Number HHIERRIXX XK 0-127
System X X
Exclusive
System Song Position X X
Common Song Select X X
Tune Request X X
System Clock X X
Real Time Commands X X
Aux. Local On/Oft X X
Messages All Notes Off X 0 (123)
Active Sensing X X
System Reset X X
Notes *1 0 x can be selectable O:Yes x:No
*2 See For Musicians for details on Beatnik's response to Controllers.
Mode 1: OMNI ON, POLY Mode 2: OMNI ON, MONO Mode 3: OMNI OFF, POLY Mode 4: OMNI OFF, MONO
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Versions and Updates

The Beatnik Editor's Version History, and how to get the latest update.

This User’s Guide describes version 2.1 of the Beatnik Editor, which was released in June of
2001. For full details of the changes introduced at each release, ¥Yeesitme History section
below.

Got the Latest?

If you're reading this much later than June, 2001, and you think it might be time for an update:
1. First, check your Beatnik Editor version. You should be using version 2.1 or higher.
2. Then, visit theBeatnik Editor Web site to check for any newer version:
http://www.beatnik.com/to/?editor

Determining Which Version You Have

To check your Beatnik Editor version number, launch the program and chdthotitd8eatnik
Editor dialog box.

Here's how:
If you're on... Then do this...
Windows Go to theHelp menu and select thAbout Beatnik Editor
Windows only command.
Mac 0S Go to the Apple menu and select Atmout Beatnik Editor...

command
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Version History

This section of the User’s Guide records the changes that have been made at each major and minor
release of the Beatnik Editor, beginning with version 2.0. There’s a section for each major release
and its related minor releases.

The current release of the Beatnik Editor is version 2.1. If you're using an earlier version of the
Beatnik Editor, you should update to the latest.

Version 2.1

Beatnik Editor version 2.1 is a minor maintenance release with a few new features, released in
June of 2001. To date there have been no maintenance releases for version 2.1.

What's New in Version 2.1

General Changes

Player Window: New controls
* Mute and Solo button behavior changed:
To change multiple buttons at once, click on one button and then drag across the rest of
the desired buttons.

To turn all 16 Mute buttons on or off at once, click the wMide to the left of the but-
tons.

To turn all 16 Solo buttons on or off at once, click the v8uid to the left of the but-
tons.
» Song Position Dial behavior changed:
Clicking a position on the dial makes the current Song start playing from that position.

» Tempo Display is now updated continuously.
Session Window: New context menu commands
» Make Instrument Using andMake Song Using command dialogs now include a
checkbox option for th8pecify Root Key value. This allows you to preserve the
Samples’ original Root Keys in the newly created Instruments, if desired.
* All Tabs: New Get Resource Usage command in the context menu displays the
selected Song, Instrument, or Sample's total size in bytes.

The displayed size includes the uncompressed sizes of all dependent objects; for an
Instrument, this will be the Instrument resource plus all Samples used in the Instru-
ment. For a Song, the size will include all Instruments it uses, plus all the Samples
used by those Instruments.

* Instruments Tab: New Show Empty Instrument Slots command in the context
menu turns display of empty slots on and off.

Sample Editor Window: New sample rate menu
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* Added a new Sample Rate menu to make it easier to pick a standard sample rate
(48000, 44100, 36000, 22050, or 11025 Hz). To set a different sample rate, select
Other and type in a number in Hz.

e Make Instrument and Make Song dialog boxes: New option

» Added a new checkbox to tBpecify Root Key field. This gives you the option of
preserving the Root Keys of your samples when creating a new Instrument or
Song from them via thMake Instrument Using andMake Song Using com-
mands.

Mac 0S Changes

¢ No Sequencer Needed for Live MIDI Input — You no longer need to use a MIDI sequencer to
route a connected MIDI controller (such as a keyboard) to the Beatnik Editor’s Live MIDI
Input. Just select the device in Preferences dialog.

* Pop-Up Help — Now displays ‘ToolTip’ style pop-up help tags for onscreen items, similar to
the Windows version.

e Minimum System Requirements changed:
* Mac OS 8.5 no longer supported; 8.6 minimum
* PPC 604e processor no longer supported; 604 minimum
* Minimum processor speed increased to 180MHz
» Hard Disk use reduced from 15 MB to 8 MB
* Web Browser minimum version reduced from 4.5 to 4.0 (for online help)
» Added Microsoft Internet Explorer and AOL browser (for online help)

Windows Changes

¢ Minimum System Requirements changed:
* Minimum processor increased from Pentium 133 to Pentium Pro 200
» Hard Disk use reduced from 15 MB to 7.3 MB
* Web Browser minimum version reduced from 4.5 to 4.0 (for online help)

Bug Fixes

* When the Player Window is set to 8-bit audio output, the list of available audio file export for-
mats should not have included the MPEG formats.

* The commandMlake Instrument from Sample andMake Song from Sample were disregard-
ing the sample’s Root Key.

* Attempting to export a single Sample as an RMF file could cause a crash.
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Version 2.0

Beatnik Editor version 2.0 was released in September of 2000. Version 2.0 was the first release of
the Beatnik Editor that supported both Windows and Mac OS. There was one maintenance
release, version 2.0.1, to address a problem when Registering with an email address containing
the underscore character ().

What's New in Version 2.0
Topics:
Summary of Changes

Tips for Version 1 Users
Changed Key Commands

Summary of Changes

The Beatnik Editor software has been completely rewritten for version 2.0, with a new look and
feel, and major improvements in technology and user interface:

* Cross-Platform — The Beatnik Editor is now available for both Mac OS and Windows.

* Revised Session window now includes tabs for all Songs, Instruments, and Samples in a
project. You can keep multiple Session documents open at once, and you can drag, copy, and
paste your Songs, Instruments, and Samples between Sessions. In fact, you can now copy and
paste multiple objects at once.

* Revised Export RMF command makes RMF creation a single-step process:
— With multiple Songs selected, Export RMF now creates one RMF file per Song.

— With Instruments selected, Export RMF automatically creates a Song to trigger them, and
includes it in the RMF file.

— With Samples selected, Export RMF automatically creates Instruments from the Samples,
per your instructions, and a Song to trigger them, and includes everything in the RMF file.
No more MIDI file import step.

Now GrooveGram-style RMF files are practically automatic — just load the RMF file, loop
it, and add some JavaScript buttons to Mute and Unmute the Tracks.

* New support for RMFX files — just select the RMFX option in the Export RMF dialog box. No
need for complex template Session files or cumbersome hand operations any more. (An
RMFX file is an RMF file containing one or more Instruments, but no Songs — useful for
sounds that will be triggered interactively with the Music Object but not used in stored Songs.)

* New Sample Editor with visual editing of sample waveforms and loop points. Commands
include Cut, Paste, Clear, Crop, Gain Change, Normalize, Fade In, and Fade Out.

» New JavaScript window to help streamline the Sonification process. It shows the equivalent
JavaScript code for actions that you take in the Beatnik Editor. You can copy the code in this
window, and paste it right into your HTML editor.
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* New Make Using... shortcut commands to streamline common operations:

— Make Instrument Using Samples automatically builds one or more Instruments from one
or more selected Samples, including creating the Keymap and laying the Samples out per
your instructions.

— Make Song Using Samples goes a step further, and creates not just the Instruments, but a
simple Song that triggers them when the RMF file is played.

— Make Song Using Instruments does the same thing in cases where you already have an
Instrument built.

» Improved Undo / Redo — Every edit operation is Undo-able and Redo-able. The undo history is
effectively infinite (limited by memory, disk, etc.). Each window has a sepadtetrail.

* Improved MIDI Sequencer Link — The Beatnik Editor is noalwaysresponsive to external
MIDI input, so there is no longer a Link to Sequencer command. You can always play from an
external MIDI keyboard instead of the onscreen keyboard, if you prefer. You can always audi-
tion your current Instrument Bank by playing a song from your sequencer (or from any Stan-
dard MIDI File player, such as the Windows Media Player).

* Improved Song Info features (formerly ‘Copyright’) — You can now apply the same Song Info
settings to multiple Songs at once, in a single operation. You can also set up a default set of
values for all the Song Info fields, then in a single step apply them all — or only some of them
— to a Song whenever you want.

* Improved Instrument Editor now combines Keymap, Filter, Volume Envelope, Modulation,
and Output controls into one window with multiple pages and graphic editing. You can now
drag Samples into the Keymap from a Session window, and your Instruments can now use up
to five Modulators (previous limit was three).

* Improved Compression features — A new caching system makes it easier to compare different
compression types for a given Sample. Also, the original, uncompressed version of every sam-
ple is kept, so you can always switch to a different compression type later with no loss in fidel-
ity. You can also apply the same compression type to any number of Samples at once, in a
single operation.

* Improved Export Audio File feature lets you save linear audio versions of your Songs in WAV,
AIFF, and MP3 formats (in addition to the original Sound Designer Il on Mac OS).

* Improved MPEG compression — The new MPEG encoder and decoder run much faster and
sound much better.

* Improved Modulation Editor — Modulation options are now presented as four basic Modulator
Types — LFO, Envelope, LFO with Depth Envelope, and Offset Modulator — and the controls
that are irrelevant for each type are kept from view.

* Improved window bhehavior — The Sample Editor and Instrument Editor windows are mode-
less — that is, you can leave them open while doing work in other windows, and you can keep
as many Sample Editors and Instrument Editors open as the available memory will allow.
Also, when the Beatnik Editor starts up, it now automatically returns to the state it was in just
before the latest shut down. This includes which Session documents were open, selected
items, window positions, MIDI channel Mute and Solo buttons, and so forth.
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* Improved documentation — Revised and expanded Beatnik Editor User’'s Guide, now supplied
both in printable PDF and online HTML formats. Also new onscreen ToolTips (Windows

only).

Tips for Version 1 Users

If you've been working with earlier releases of the Beatnik Editor, you should be aware of a few
significant workflow changes introduced in version 2:

¢ Full-Time Live MIDI Input

The Beatnik Editor's MIDI Input feature now operates all the time — there’s no longer any
need for the Link to Sequencer command. Just select the right MIDI Input source in the
Preferences dialog box.

e Total Undo

Whereas the Beatnik Editor version 1 had limi@do functionality, version 2 offers total

Undo all the way back to your most rec&atve or Save As.... Also, there are now multiple
Undo histories. That is, every window you open maintains its own indepedodmhistory.

This means that while you're inSample Editor or Instrument Editor, you carUnde your
changes all the way back to the original, unedited version without affecting any of the work
you're doing at the same time in other windows.

Important Notes:

* When you close S8ample Editor or Instrument Editor window, all the edits you
made are rolled into one sindlado-able step in the Session documebtido
history. For example, if immediately after closin§ample Editor you click in
your Session document and tibmdo, you'll get the Sample as it was before you
started editing it — not the Sample as it was before your most recent edit inside
the Sample Editor. The same also holds true for changes to Instruments.

* You can now Revert 8ample Editor or Instrument Editor window, with same
effect.

¢ Multiple Sessions

Whereas the Beatnik Editor version 1 operated on one Session document at a time, version 2
is able to keep as many Sessions open as the available memory will allow. You can drag,
copy, and paste Custom Songs, Custom Instruments, and Custom Samples between your
open Session documents. Dragging or pasting also offers the option of bringing any depen-
dent resources along — for a Song, its Custom Instruments and Custom Samples can also be
cloned; and for an Instrument, its Samples can also be cloned.

Important Note: When dragging or pasting into a Session document would result in
more than one Instrument with the same MIDI program number, the Beatnik Editor
will renumber the colliding Instruments and alert yibyou see this message, you

should carefully verify that any Songs being added still play correctly because the
Beatnik Editor will not update the Song’s MIDI Program Change events to use the
altered Instrument numbers. If the Song is now playing with wrong Instruments, you
will need to use your MIDI sequencer program to set the program numbers manually
in your original sequence, then save a revised MIDI fileReabnport MIDI (seeSong
Settings dialog box).
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Changed Key Commands

Beatnik Editor Beatnik Editor

1.0 command 2.0 command BB

File J | Import

P (none) Link to Sequencer
(P is now Compression)

Edit 1,2, 3 (none) Minimum, Medium, and Maximunj
volume commands have been
removed

Song Y (none) Changed ‘Copyright’ to ‘Song
Info’

(Y is now Redo)

Instrument K.M,G,F (none) Changed to page select buttons |n
Instrument Editor window

| (none) Instrument Settings moved into
Instrument Editor window
(I is now Import)

Window 4,56 (none) Songs, Instruments, and Samplep
are now tabs in the Session windgw
1,8 (none) Keyboard and Realtime windows|
are now combined in the Player
window
9 (none) Help window moved to Help mer'J
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License Agreement

This is the End User License Agreement that governs your use of the Beatnik Editor soft-
ware.

END-USER LICENSE AGREEMENT

IMPORTANT: This is a legal agreement between you (the "User") and Beatnik, Inc., with its prin-
cipal place of business at 2600 S. EI Camino Real, San Mateo, California 94403 ("Beatnik"). Itis
important that you read this document before clicking on the "I Accept" button below or using the
software ("Software™). By clicking on the "I Accept" button below and/or installing or using any

of the Software, you acknowledge that you have read this Agreement and agree to be bound by its
terms. If you do not agree to be bound by all of the terms of this Agreement, click on the "I
decline” button below and do not attempt to access, install or use any of the Software.

Section 1. LICENSE

1.1 License Grant. During the term of this Agreement, Beatnik grants to User and User
accepts from Beatnik a limited, personal, non-exclusive, non-sublicensable and non-transferable
license (the "License") to install and use the Beatnik Editor, version 2.1, in object code format
only, together with any related technical specification documentation provided by Beatnik (the
"Documentation™ and, unless otherwise noted, together with the software, the "Software™) only on
a single computer connected to a single monitor (i.e. a single CPU). User may not use the Soft-
ware on more than one (1) computer simultaneously, or on any networked system with multiple
users. Beatnik shall not be obligated to provide any maintenance or updates for the Software to
User.

1.2 Ownership. Subject only to the License, Beatnik or its licensors, as applicable, shall
retain all right, title and interest, including without limitation all copyrights, trademarks and other

proprietary rights, in and to the Software. The Software is protected by the copyright and patent
laws of the United States and other countries, and international copyright conventions and treaties.
Beatnik reserves all rights in the Software not expressly granted to User herein.

1.3 Copies. User may transfer the Software to a single computer hard disk, provided that
User maintains the original solely for backup and archival purposes. User may make one copy of
the Software for backup and archival purposes only, but no other copies. User must reproduce and
include the copyright notice, trademark notice and other proprietary notices that appear on the
original Software on any copy thereof made in accordance with the terms of this Agreement.

1.4 Restrictions. User shall not (and shall not allow any third party to: (i) decompile, disas-
semble, or otherwise reverse engineer (except to the extent that applicable law prohibits reverse
engineering restrictions) or attempt to reconstruct or discover any source code, underlying ideas,
algorithms, file formats or programming or interoperability interfaces of the Software by any
means whatsoever, (ii) remove, modify, obscure or deface any product identification, copyright,
trademark or other notices in the Software, (iii) provide, sell, distribute, transfer, rent, lease, lend,
use for timesharing, service bureau or hosting purposes or otherwise use or allow others to use the
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Software to or for the benefit of third parties, (iv) display, translate, modify, incorporate into or
with other software or create a derivative work of any part of the Software, and (vi) other than as
specifically allowed under this Agreement, use the output or other information generated by the
Software (including, without limitation, output describing the structure of a software program) for
any purpose other than User's own internal use.

Section 2. WARRANTY DISCLAIMER.
THE SOFTWARE IS LICENSED "AS-IS."

NO WARRANTY OF ANY KIND, WHETHER EXPRESS OR IMPLIED IS PROVIDED BY
BEATNIK, INC. OR ITS LICENSORS. NO DEALER, AGENT OR EMPLOYEE OF BEATNIK
IS AUTHORIZED TO MAKE ANY WARRANTY WITH RESPECT TO THE SOFTWARE.
BEATNIK AND ITS LICENSORS EXPRESSLY DISCLAIM ANY AND ALL WARRANTIES
OF ANY KIND WHETHER EXPRESS OR IMPLIED (EITHER IN FACT OR BY OPERATION
OF LAW) WITH RESPECT TO THE SOFTWARE, INCLUDING WITHOUT LIMITATION,
ALL IMPLIED WARRANTIES OF MERCHANTABILITY, NONINFRINGEMENT OR FIT-
NESS FOR A PARTICULAR PURPOSE. BEATNIK AND ITS LICENSORS DO NOT WAR-
RANT THAT THE SOFTWARE IS ERROR OR VIRUS FREE OR THAT OPERATION OF THE
SOFTWARE WILL BE SECURE OR UNINTERRUPTED. USER MAY HAVE OTHER
RIGHTS TO THE EXTENT REQUIRED BY LAW, HOWEVER, TO THE FULL EXTENT
PERMITTED BY LAW, THE DURATION OF ANY STATUTORILY REQUIRED WARRAN-
TIES SHALL BE LIMITED TO THE PERIOD COMMENCING ON THE EFFECTIVE DATE
AND ENDING NINETY (90) DAYS THEREAFTER.

Section 3. TERM AND TERMINATION.

3.1 Term. This Agreement shall commence on the date on which you click "I Accept” below
(the "Effective Date", and shall continue indefinitely, unless terminated pursuant to Section 3.2 of
this Agreement.

3.2 Termination. Beatnik may terminate this Agreement upon written notice to User if User
breaches any term of this Agreement. User may terminate this Agreement by written notice to
Beatnik accompanied by all copies of the Software licensed to User. Upon any expiration or ter-
mination of this Agreement, User shall immediately cease all use of the Software and return or
destroy all copies of the Software and all portions thereof to Beatnik. Termination is not an exclu-
sive remedy and all other remedies will be available whether or not this Agreement is terminated.
Sections 1.2, 1.4, 2, 3.2, 4 and 5 shall survive termination of this Agreement for any reason.

Section 4. LIMITATION OF LIABILITY.

NOTWITHSTANDING ANYTHING IN THIS AGREEMENT TO THE CONTRARY, NEI-

THER BEATNIK NOR ITS LICENSORS SHALL BE LIABLE OR OBLIGATED WITH
RESPECT TO ANY SUBJECT MATTER OF THIS AGREEMENT UNDER CONTRACT,
NEGLIGENCE, STRICT LIABILITY OR ANY OTHER LEGAL OR EQUITABLE THEORY

(I) FOR ANY AMOUNTS IN EXCESS OF AN AMOUNT EQUAL TO THE AGGREGATE OF
THE AMOUNTS PAID BY USER WITH RESPECT TO THE SOFTWARE THAT IS THE SUB-
JECT OF THE CLAIM, (II) FOR ANY DIRECT, SPECIAL, INCIDENTAL, PUNITIVE OR
CONSEQUENTIAL DAMAGES (INCLUDING, WITHOUT LIMITATION, FOR ANY COST

OF PROCUREMENT OF SUBSTITUTE GOODS, TECHNOLOGY, SERVICES OR RIGHTS);
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(1) FOR INTERRUPTION OF USE OR LOSS OR CORRUPTION OF DATA; OR (IV) FOR
ANY MATTER BEYOND ITS REASONABLE CONTROL. SOME STATES DO NOT ALLOW
THE EXCLUSION OR LIMITATION OF INCIDENTAL OR CONSEQUENTIAL DAMAGES,
SO THE ABOVE LIMITATIONS AND EXCLUSIONS MAY NOT APPLY TO USER.

Section 5. GENERAL PROVISIONS

5.1 Cumulative Remedies. The remedies under this Agreement shall be cumulative and not
alternative and the election of one remedy for a breach shall not preclude pursuit of other reme-
dies unless as expressly provided in this Agreement.

5.2 Governing Law. This Agreement shall be governed in all respects by the substantive
laws of the State of California, United States of America (excluding conflict of laws rules), with-
out regard to the U.N. Convention on Contracts for the International Sale of Goods. Any dispute
regarding this Agreement shall be subject to the exclusive jurisdiction of the California state
courts in and for San Mateo County, California or, if there is federal jurisdiction, the United States
District Court for the Northern District of California, and the parties agree to submit to the per-
sonal and exclusive jurisdiction and venue of these courts.

5.3 Notices. All notices, statements and reports required or permitted by this Agreement
shall be in writing and deemed to have been effectively given and received; (i) five (5) business
days after the date of mailing if sent by registered or certified U.S. mail, postage prepaid, with
return receipt requested; (i) when transmitted if sent by facsimile, provided a confirmation of
transmission is produced by the sending machine and a copy of such facsimile is promptly sent by
another means specified in this Section 6.3; or (iii) when delivered if delivered personally or sent
by express courier service. All notices to Beatnik must be sent to the attention of Beatnik's Gen-
eral Counsel at the address first set forth above.

5.4 Export Restrictions. User will comply in all respects with all laws, regulations, rules and
treaties applicable to any materials or technology provided hereunder, including without limita-
tion, all export restrictions. User will comply with the Export Administration Regulations or other
United States laws and regulations with respect to export in effect from time to time. By down-
loading, using or installing the Software, you warrant that you are not, and are not located in,
under the control or, or a national or resident of any country, subject to United States export
restrictions that prohibit the license of the Software to you.

5.5 Assignment. User shall not assign or otherwise transfer any of its rights, obligations or
licenses hereunder without the prior written consent of Beatnik, including any assignment by
operation of law as a result of the merger or acquisition of User. Subject to the foregoing, the pro-
visions of this Agreement shall apply to and bind the successors and permitted assigns of the par-
ties.

5.6 Headings. The descriptive headings of this Agreement are intended for reference only
and shall not affect the construction or interpretation of this Agreement.

5.7 Severability. If any provision set forth in this Agreement is determined by any court to
be unenforceable, invalid or illegal, such provision shall be interpreted to have the broadest appli-
cation as shall be enforceable, valid and legal, provided, however that if such provision cannot be
interpreted to be enforceable, valid or legal to any extent, such provision shall be severed. The
invalidity, illegality or unenforceability of any particular provision of this Agreement shall not
affect the other provisions hereof, which shall continue in full force and effect.
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5.8 Waiver of Rights. The failure of either party to require performance of any of the terms,
covenants, or conditions of this Agreement or to exercise any right hereunder in any instance(s),
shall not be construed as a waiver or relinquishment of the future performance of any rights.

5.9 Entire Agreement; Conflict. This Agreement, together with all exhibits and schedules
hereto, constitutes the complete, final and exclusive statement of the terms of the Agreement
among the parties pertaining to the subject matter hereof and supersedes all prior agreements,
understandings, negotiations and discussions of the parties. No modification or rescission of this
Agreement shall be binding unless executed in writing by the party to be bound thereby.

5.10 Legal Expenses. The prevailing party in any legal action brought by one party against
the other and arising out of this Agreement will be entitled, in addition to any other rights and
remedies it may have, to reimbursement for its expenses, including court costs and reasonable
attorneys' fees.

5.11 Government End-Users. The Software and accompanying documentation are deemed
to be "commercial computer software" and "commercial computer software documentation”,
respectively, pursuant to DFAR Section 227.7202 and FAR Section 2.212, as applicable. Any use,
modification, reproduction, release, performing, displaying or disclosing of the software and
accompanying documentation by the U.S. Government shall be governed solely by the terms of
this Agreement and shall be prohibited except to the extent expressly permitted by the terms of
this Agreement.

Copyright notice applicable to the Software: Copyright (c) 1996 - 2001 Beatnik, Inc. All rights
reserved. MPEG Layer 3 audio coding technology licensed from Fraunhofer IIS and THOMSON
multimedia. All rights reserved.

Beatnik(r), Beatnik EditorTM, and all Beatnik logos are either registered trademarks or trade-
marks of Beatnik, Inc. in the United States and/or other countries.
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Online Resources

Links to useful information and content on the Beatnik Web site.

Customer Support

If you run into difficulty installing, registering, or using the Beatnik Edi-
tor, and can't find an answer in the Online Help or User’'s Guide, then con-
tact Beatnik Customer Support via the Beatnik Web site:

http://www.beatnik.com/to/?editor-support

Documentation Updates

Every once in a while you may want to check for updates to this User’s
Guide or other Beatnik Editor documentation:

http://www.beatnik.com/to/?editor-doc-download

Software Updates

Every once in a while you may want to check for updates to the Beatnik
Editor software:

http://www.beatnik.com/to/?editor

Beatnik for Beginners

Come learn what Beatnik interactive audio is all about:
http://www.beatnik.com/to/?beginners

Beatnik Discussion
Forums

This is the best place to keep in touch with other beginning and intermedi-
ate Beatnik Editor users, and to ask questions as you start learning:

http://discussion.beatnik.com/

Beatnik Knowledge-
base

Online database of tips, techniques, and user experience for all Beatnik
technologies:

http://www.beatnik.com/to/?guru

Beatnik Village Mailing
List

The Beatnik Village mailing list is the best way to keep in contact with
advanced Beatnik Editor users:

http://www.beatnik.com/to/?beatnik-mailing-list

Beatnik Sonified Show-
case

A gallery of some of the best interactive audio work being done with
Beatnik technologies:

http://www.beatnik.com/to/?showcase

Sonify Your Web Site

Adding interactive music and audio to your own Web sites is a snap with
Beatnik's information and tools. You can program it yourself in HTML
and JavasScript, or use authoring tools that support Macromedia Dream-
Weaver, Macromedia Director, Adobe GolLive, and NetObjects Fusion.
For a comprehensive guide to Beatnik technologies and tools, visit:

http://www.beatnik.com/to/?products

Beatnik Central

To learn about all things Beatnik, visit the main Beatnik Web site:
http://www.beatnik.com
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Built-In Instruments

This section lists the Instruments in the General MIDI and Beatnik Special banks.

Beatnik playback software generally includes two Built-In Instrument banks: Bank O contains
General MIDI Instruments, and Bank 1 contains Beatnik Special Instruments. Every Instrument
bank contains both Melodic Instruments and Percussion Instruments. In most cases, these Built-In
instruments are kept in a disk file nanpatches.hsbh (or some variation on that name).

This section lists all the Melodic and Percussion Instruments in the Built-In General MIDI and
Beatnik Special banks.

Topics:
Built-In Melodic Instruments
Built-In Percussion Instruments
Note: Bank 2 is reserved for Custom Instruments in RMF files.

Built-In Melodic Instruments

Melodic instruments are selected by MIDI Bank Select and Program Change messages.

MIDI Program Bank 0: General MIDI Bank 1: Beatnik Special
Number (Melodic) (Melodic)
0 Piano Soft Piano
1 Bright Piano Reflection Piano
2 Electric Grand Flange Piano
3 Honky Tonk Piano Octopus Piano
4 Electric Piano 1 Flange Electric Piano
5 Electric Piano 2 Tremolo Electric Piano
6 Harpsichord Chorus Harpsichord
7 Clavinet Ondioline
8 Celesta Curious Chime
9 Glockenspiel Swirly Bell
10 Music Box Echo Bell
11 Vibraphone Vibraphone 2
12 Marimba Soft Marimba
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13 Xylophone Percolator

14 Tubular Bell Reverse Bell

15 Dulcimer Percussive Piano
16 Hammond Organ Rot. Speaker Organ 1
17 Perc Organ Bright Perc Organ
18 Rock Organ Growl Organ

19 Church Organ Chorus Church Organ
20 Reed Organ Sawteeth

21 Accordion Expressive Accordion
22 Harmonica Corny Harmonica
23 Tango Accordion Squeeze Box

24 Nylon Str Guitar Acoustic Bass Gtr
25 Steel String Guitar Mute Guitar 2

26 Jazz Electric Gtr Chorus Jazz Guitar
27 Clean Guitar Tremolo Guitar

28 Muted Guitar Echo Mute Bass

29 Overdrive Guitar Grungey Guitar

30 Distortion Guitar Flange Guitar

31 Guitar Harmonics Flange Guitar Stab
32 Acoustic Bass Dark Syn Bass

33 Fingered Bass Jungle Bass

34 Picked Bass Jungle Bass 2

35 Fretless Bass Chorus Bass

36 Slap Bass 1 Synth Slap Bass
37 Slap Bass 2 Lowrider

38 Syn Bass 1 OB Bass

39 Syn Bass 2 OB Bass 2

40 Violin Synth Violin

41 Viola Robot Threat

42 Cello Formula 1

43 Contrabass Deep Bass Stab
44 Tremolo Strings Trill Strings

45 Pizzicato Strings Cello Stroke

46 Orchestral Harp VibHarp

Document Version 2.1.0

© 1998-2001 Beatnik, Inc.




Beatnik Editor User’s Guide / Built-In Melodic Instruments

273

47 Timpani Tuned Drum

48 Ensemble Strings sfz Strings

49 Slow Strings Moving Strings
50 Synth Strings 1 Heads of Space
51 Synth Strings 2 Slow Synth Strings
52 Choir Aahs Slow Choir Aahs
53 Voice Oohs Pulsing Voices

54 Syn Choir Cloudscapes

55 Orchestra Hit Hype Orch Hit

56 Trumpet Accent Trumpet
57 Trombone Accent Trombone
58 Tuba Mellow Trombone
59 Muted Trumpet Muted Trumpet 2
60 French Horn French Horn Swell
61 Brass Ensemble Brass Ensemble 2
62 Syn Brass 1 Syn Brass 3

63 Syn Brass 2 Syn Brass 4

64 Soprano Sax Lyrical Sax

65 Alto Sax Accent Sax

66 Tenor Sax Slow Sax

67 Baritone Sax Staccato Sax

68 Oboe Lyrical Oboe

69 English Horn Soft Lead Synth
70 Bassoon Staccato Bassoon
71 Clarinet Smooth Clarinet
72 Piccolo Accent Piccolo

73 Flute Lyrical Flute

74 Recorder Mello Breath

75 Pan Flute Peruvian

76 Bottle Blow Breath Echoes

77 Shakuhachi Apparition

78 Whistle Humorous Whistle
79 Ocarina Strobes

80 Syn Square Wave Teletronic
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81 Syn Saw Wave 5th Pulse

82 Syn Calliope Moon Jelly

83 Syn Chiff Ricochet Pad
84 Syn Charang Rock Radiation
85 Syn Voice Solo Vox 2

86 Syn Fifths Saw 5th Saw Drone
87 Syn Brass and Lead Lead Synth 2
88 Fantasia Fantasy Bells
89 Warm Pad Slow Warm Pad
90 Polysynth Polysynth 2

91 Space Vox 50's Sci-Fi

92 Bowed Glass Watery Glass
93 Metal Pad UFOs

94 Halo Pad Soprano

95 Sweep Pad Refractions

96 Ice Rain Comet Tails

97 Soundtrack Soundtrack 2
98 Crystal Friendly Data
99 Atmosphere Analog Sequence
100 Brightness Luminous Voice
101 Goblins Goblins 2

102 Echo Drops Tick Blok

103 Sci Fi Droplet

104 Sitar Droplet 2

105 Banjo Video Game 1
106 Shamisen Video Game 2
107 Koto Digi-Dodo

108 Kalimba Fairy Godmother
109 Bag Pipe Alarm

110 Fiddle Hoverbug

111 Shanai Crickets

112 Tinkle Bell Beatnik

113 Agogo Teletype

114 Steel Drums Carriage Return
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115 Woodblock Typewriter Key
116 Taiko Drum Cash Register
117 Melodic Tom Thru Phone Chirp
118 Syn Drum Whipped

119 Reverse Cymbal Pop Click
120 Guitar Fret Noise Metal Chirp
121 Breath Noise Poing

122 Seashore Metal Spray
123 Bird FlyBy 1

124 Telephone FlyBy 2

125 Helicopter Cosmic Ray
126 Applause SampHold
127 Gunshot SampHold 2
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Built-In Percussion Instruments

Percussion instruments are usually accessed by means of MIDI notes played on the Drum Chan-
nel (MIDI channel 10). The table below shows what instrument is produced by each MIDI note.
By default, the General MIDI percussion instruments (Bank 0) are used for the Drum Channel. To
use the Beatnik Special percussion instruments on the Drum Channel instead, send a MIDI Bank
Select message on channel 10, with bank number 1.

Ordinarily the Drum Channel is in Percussion Mode, where there’s a different instrument for each
MIDI note number (pitch), all playing at natural pitch. However, the Drum Channel can also be

put into Pitched Percussion Mode (so can all of the MIDI channels). In Pitched Percussion Mode,
sending a MIDI Program Change message selects any one of the percussion instruments, as listed
in the table below, and sending MIDI note messages of different pitches will play the selected
instrument at corresponding pitch transpositions.

Note: In the Beatnik Special Bank, percussion instruments 0-45 (C-1 — A2) repeat instru-
ments 46—-90 (A#2 — F#6).

MIDI Note

or MIDI Note Bank 0: General MIDI Bank 1: Beatnik Special
Program Name (Percussion) (Percussion)
Number

0 C-1 (Empty) tablaesque_lo

1 C#-1 (Empty) tablaesque_hi

2 D-1 (Empty) nine_inch_kick

3 D#-1 (Empty) hippishake

4 E-1 (Empty) ScienceTom

5 F-1 (Empty) click

6 F#-1 (Empty) rvs cymb pan long

7 G-1 (Empty) rvs cymb pan med

8 G#-1 (Empty) rvs cymb pan short

9 A-1 (Empty) woodstick

10 A#-1 (Empty) electrobrite

11 B-1 (Empty) Slo Laser

12 Co (Empty) Ufo-by

13 C#0 (Empty) air snare

14 DO (Empty) weird snare

15 D#0 (Empty) flange snare
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16 EO (Empty) ping drum

17 FO (Empty) itchy-scratch

18 F#0 (Empty) itchy-scratch 2
19 GO (Empty) hi_metallic_snare
20 G#0 (Empty) noise echo

21 AO (Empty) buzzy hit

22 A#0 (Empty) rez hat

23 BO (Empty) bucket hit

24 C1 (Empty) icecube

25 C#1 (Empty) explosive kick
26 D1 (Empty) mutant cowbell
27 D#1 Hi-Q Temple Bell

28 El Slap Hi Temple Gong
29 F1 Scratch Push Thuddy Kick
30 F#1 Scratch Pull LoBell

31 G1 Sticks sinechirp

32 G#1 Square Click hollow_metal_hit
33 Al Metronome Click woodblock

34 A#l Metronome Bell reverse cymbal
35 B1 Low Kick tablaesque_slap
36 C2 Kick sonarblip

37 C#2 Rimclik sinehit

38 D2 Electric Snare sineblock

39 D#2 Handclap Krelltone

40 E2 Acoustic Snare sine_kick

41 F2 Tom Low hi-tone*

42 F#2 Closed Hi-Hat hi-click

43 G2 Tom Hi Gate-tone

44 G#2 Pedal Hi-Hat chem-tone

45 A2 Tom Hi dub_kick
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46 A#2 Open Hi-Hat tablaesque_lo

47 B2 Low Mid Tom tablaesque_hi

48 C3 High Mid Tom nine_inch_kick

49 C#3 Crash Cymbal 1 hippishake

50 D3 High Tom ScienceTom

51 D#3 Ride Cymbal 1 click

52 E3 Chinese Cymbal rvs cymb pan long
53 F3 Ride Bell rvs cymb pan med
54 F#3 Tambourine rvs cymb pan short
55 G3 Splash Cymbal woodstick

56 G#3 Cowbell electrobrite

57 A3 Crash Cymbal 2 Slo Laser

58 A#3 Vibraslap Ufo-by

59 B3 Ride Cymbal 2 air snare

60 C4 High Bongo weird snare

61 C#4 Low Bongo flange snare

62 D4 Mute High Conga ping drum

63 D#4 Open High Conga itchy-scratch

64 E4 Low Conga itchy-scratch 2

65 F4 High Timbale hi_metallic_snare
66 F#4 Low Timbale noise echo

67 G4 High Agogo buzzy hit

68 G#4 Low Agogo rez hat

69 A4 Cabasa bucket hit

70 A#4 Maracas icecube

71 B4 Short Whistle explosive kick

72 C5 Long Whistle mutant cowbell

73 C#5 Short Guiro Temple Bell

74 D5 Long Guiro Hi Temple Gong
75 D#5 Claves Thuddy Kick
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76 E5 High Wood Block LoBell
77 F5 Low Wood Block sinechirp
78 F#5 Mute Cuica hollow_metal_hit
79 G5 Open Cuica woodblock
80 G#5 Close Triangle reverse cymbal
81 A5 Open Triangle tablaesque_slap
82 A#5 Shaker sonarblip
83 B5 Jingle Bell sinehit
84 C6 Bell Tree sineblock
85 C#6 Castanets Krelltone
86 D6 Mute Surdo sine_kick
87 D#6 Open Surdo hi-tone*
88 E6 (Empty) hi-click
89 F6 (Empty) Gate-tone
90 F#6 (Empty) chem-tone
91 G6 (Empty) dub_kick
92 -93 G#6 — A6 | (Empty) (Empty)
94 A#HG Brush Snare High (Empty)
95 B6 Brush Snare Low (Empty)
96 — 127 C7-G9 | (Empty) (Empty)
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Live MIDI Input

How to work with the Beatnik Editor’s continuous MIDI Input.

Notes:

Beatnik Editor version 2.0 Users: You no longer need to use a MIDI sequencer to route a
connected MIDI controller (such as a keyboard) to the Beatnik Editor’s Live MIDI Input.
Just select the device in tReeferences dialog.

Beatnik Editor version 1 Users: The Beatnik Editor’'s MIDI Input feature now operates all
the time — there’s no longer any need for the Link to Sequencer command that appeared in
earlier versions. Just select the right MIDI Input source in the Preferences dialog box.

If you don’t have any Session documents open, Live MIDI Input won't work. That's because
the Beatnik Editor keeps all its Instruments in Session documents, and it can’t play MIDI
notes when it doesn’t have any Instruments to play them on.

Mute Buttons Affect Live MIDI In. In thePlayer window, if a MIDI channel'sMute button is
on, then live MIDI notes arriving on that channel won't be heard. The ch8eledbuttons
also affect Live MIDI Input.

Instrument Changes Require a Click on the Onscreen Keyboard. When you select a new
Instrument in a Session window, the Instrument name will appear immediatelyKigythe

board Instrument display of thePlayer window; however, the Instrument will not be activated
until you click a note on the onscreen keyboard. As a result, any Live MIDI Input notes
received on channel 1 during that interval will continue to sound with the previous channel 1
Instrument.

Topics:
About Live MIDI Input
Setting Up for Live MIDI Input

Mac 0S
Windows

Working with Live MIDI Input

About MIDI and Instrument Programs
Coping with Latency

About Live MIDI Input

The Beatnik Editor’s Live MIDI Input feature gives you a way to send notes, Controller messages
like pitch bend, Program Changes, and any other MIDI messages to the Beatnik MIDI Synthe-
sizer inside the Beatnik Editor. This means you can use MIDI to audition and play Beatnik Instru-
ments and control the mix and reverb, at the same time you're editing your Samples and
Instruments in the Beatnik Editor. When you realize that live MIDI input can also come from a
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MIDI sequencer program, you'll see that the Beatnik Editor is an environment where you can
develop your notes, your patches, and your mix all at the same time — so music-making is easier,
and you’re much more productive.

These incoming MIDI messages can come from many different sources, falling into two main
groups:

» Pieces of software running on the same computer — usually a MIDI sequencer program.
» External MIDI sources — Keyboard devices, other controllers, and other computers.

Connecting with pieces of software running on the same computer doesn’t require any MIDI
interface hardware, just some MIDI system software to connect the two prograiSetiinged)p
for Live MIDI Input, below).

Your Computer

MIDI Beatnik Editor

Sequencer

Program Songs Onscreen Audio 0
Keyboard udio Out

E;I’ §t| Y Y L ))>

Beatnik MIDI Synthesizer
R )))

If your computer has the right MIDI interface hardware, MIDI input can also come from any
external MIDI device — a MIDI keyboard, a MIDI electronic drum set, or a MIDI program run-
ning on a second computer with its own hardware MIDI interface. This is the way you play the
Beatnik Editor’s synthesizer from an external keyboard, not just the onscreen keyboard in the
Player window.

Other Computer
Your Computer

Sequencer Beatnik Editor
Program

MIDI Onscreen

Cables Songs Keyboard Audio Out
Interface Live
MIDI Y v i )))
Input

MIDI ; :
MIDI Interface L Beatnik MIDI Synthesizer
Drums R ))

MIDI
Keyboard

Often you’ll want to use both approaches at the same time. The preferred set-up for many com-
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posers and arrangers is to run both the Beatnik Editor and a MIDI sequencer program at the same
time, on the same computer, and use a MIDI keyboard for easier note entry. This approach also
requires a hardware MIDI interface:

Your Computer

MIDI Beatnik Editor
Keyboard
Onscreen i
iD! MIDI Songs Keyboard Audio Out
Cable Sequencer

Program ﬁ:‘:ﬁl ‘ ‘ L )))
R )))

MIDI ; ;
Interface [ > Beatnik MIDI Synthesizer

Setting Up for Live MIDI Input

To use Live MIDI Input, you'll need to install the appropriate system MIDI software drivers, and
then in the Beatnik Editdreferences dialog box select your desired MIDI input source. This
procedure depends on your operating system, and on which MIDI hardware and software you
have.

Mac 0S

The Beatnik Editor’s Live MIDI Input feature, like all MIDI software for Mac OS, requires the

use of a separate MIDI routing software package: the Open MIDI System (OMS), and for users of
Mark of the Unicorn’s Performer, the FreeMIDI package. These packages allow MIDI sequenc-
ers, or other programs, to recognize the Beatnik Editor and send MIDI event streams to it.

To set up a Mac OS computer for Live MIDI Input in the Beatnik Editor:
1. If your situation requires a hardware MIDI hardware interface, get one.

Many different models and brands are available. See your favorite computer or music store
for a consultation.

2. Get the appropriate system MIDI routing software for your computer:

We support the Open Music System (OMS). Users of Mark of the Unicorn’s Performer will
also need FreeMIDI. They can both be downloaded from the Web.

* OMS is available at:
http://www.opcode.com/downloads/
For best results, make sure to get version 2.1 or greater.
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* FreeMIDI is available on your Performer CD, or at:
http://www.motu.com/english/download/

If either of these sites are inaccessible, do a Web search using your favorite search engine.

3. Install your software and optional hardware from steps 1 and 2, following their provided
instructions.

4. In the Beatnik Editor, go to ttRreferences dialog box and in theChoose MIDI Input Device
listbox, selecOMS.

5. If you want to feed the Beatnik Editor’s Live MIDI Input with a MIDI sequencer program
running on the same computer, see &isking to Your Sequencer.

Windows

Note for Windows 2000 and NT Users: You should be prepared for a certain amount of irreg-
ularity in live MIDI event timing, as these operating systems are optimized for server pro-
cesses, not real-time media presentation.

To set up a Windows computer for Live MIDI Input in the Beatnik Editor:
1. If your situation requires a hardware MIDI hardware interface, get one.

Many different models and brands are available. See your favorite computer or music store
for a consultation.

2. If you want to feed the Beatnik Editor’s Live MIDI Input with a MIDI sequencer program
running on the same computer, get an inter-application MIDI connection driver.

Beatnik recommends you use MIDI Yoke:
http://www.midiox.com/myoke.htm

3. Install your software and optional hardware from steps 1 and 2, following their provided
instructions.

4. In the Beatnik Editor, go to tHRreferences dialog box and in theChoose MIDI Input Device
listbox, select the appropriate item.

On a typical Windows machine equipped with a Sound Blaster Live! Card, this iSBften
Live! Midi UART. If you're using MIDI Yoke, select that instead.

5. If you want to feed the Beatnik Editor’s Live MIDI Input with a MIDI sequencer program
running on the same computer, see hisking to Your Sequencer.
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Working with Live MIDI Input

Live MIDI Input is very simple to use. Whenever the Beatnik Editor is running, the external MIDI
source feeds the Beatnik MIDI Synthesizer, subject to the controls Phatyex window:

The Beatnik Editor’s MIDI Input is available at all times; that is, whenever the Beatnik Editor
IS running, the Beatnik MIDI Synthesizer will respond to the live MIDI input source you've
selected in th@references dialog box.

Live MIDI input can access all 16 MIDI channels, providing thatPlager window’s chan-
nelMute buttons are off.

The channe$olo buttons in thePlayer window also apply to live MIDI Input.

ThePlayer window’s sampling rate, channels (mono/stereo), and reverb controls also affect
notes arriving from the live MIDI input.

Selecting Channel 1 Instruments: When you select a new Instrument in a Session window, the
Instrument name will appear immediately in Keghoard Instrument display of thePlayer

window; however, the Instrument will not be activated until you click a note on the onscreen
keyboard. As a result, any Live MIDI Input notes received on channel 1 during that interval
will continue to sound with the previous channel 1 Instrument.

When playing the Beatnik Editor Instruments live from a MIDI keyboard, you’ll notice some
latency — when you press a key, there's a short delay before the note triggers, usually at least
20 milliseconds. This latency can be very irritating when trying to play complex musical pas-
sages. Unfortunately, latency is unavoidable due to the system software that routes MIDI mes-
sages between applications, and the Beatnik Editor’s audio output buffering that prevents the
sound from breaking up when your computer is very busy. Se€aqlaw with Latency,

below.

Tip: Rather than playing the Beatnik MIDI Synthesizer in real time, we recommend you do
your live MIDI playing and sequence recording on instruments other than the Beatnik Edi-
tor. Then, once the MIDI performance is recorded in the sequencer, assign the same track to
play back through the Beatnik Editor.

About MIDI and Instrument Programs

If you're new to MIDI and music on computers, you may want to read the following description
of how MIDI programs and MIDI channels relate to the musical Instruments you hear when a
song is played.

In MIDI, Instruments are called Programs, and every one of the 16 MIDI channels can have a
different Program at any given time. To select the Instrument for a channel, you'll need to send
the Beatnik Editor a MIDI Program Change event on that channel. The Instruments are num-
bered 0 through 127, as they appear in the Instruments window.This is how all of MIDI works,
not just the Beatnik Editor.

In MIDI, Instruments are grouped into Banks of up to 128 Instruments each, and MIDI Pro-
gram Change events always select an Instrument from the current Bank. All Beatnik playback
software includes three different Banks:

Bank 0 is Beatnik’s General MIDI Bank
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Bank 1 is Beatnik’s Special Bank
Bank 2 is the User Bank, containing any Custom Instruments you make

To access these Banks in your sequences, you'll need to send a MIDI Bank Select command
(controller 0) to the Beatnik Editor. For further details, see the heRebgcam Change and
Bank Select in the sectiorfor Musicians.

Coping with Latency

As mentioned above, there will be a noticeable delay between the Beatnik Editor’s receipt of a
MIDI note and the time you hear the corresponding note. This can present some difficulties, so
here are a few tips on making the best of the situation:

When recording a MIDI performance into your sequencer, if you want to play on the Beatnik
Editor MIDI synthesizer despite the delay, then make sure your metronome or click track is
also assigned to the Beatnik Editor MIDI synthesizer — otherwise, your live performance will
be recorded out of sync with the other tracks.

Another recording trick: Try reducing the tempo of your sequencer to a very slow speed while
recording your performance, then restore the proper tempo when you're ready for playback. If
this works for your playing style, it will minimize the effect of the latency, making it much
easier to stay in time.

Sync is also an issue when playing your sequence back. Because of the latency, if you play a
MIDI sequence with some tracks assigned to the Beatnik Editor synthesizer and other tracks
assigned to other MIDI instruments, then the tracks assigned to Beatnik will play late — out of
sync. So, if exact synchronization is important to you, don’t drive both the Beatnik Editor syn-
thesizer and other MIDI instruments at the same time, from the same MIDI sequence.

Note: Some MIDI sequencers offer instrument-by-instrument lag correction — for example,
Cubase’s ‘delay’ setting. If you really want to align the Beatnik Editor synthesizer with
other MIDI instruments (and your music has a constant tempo), this feature can be used to
compensate for the latency.

With enough practice and patience, many musicians have been able to learn to do a pretty
good job of compensating for the latency.
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Trademarks

Beatnik’'s Trademark Notices

Beatnil®, Beatnik Playef™, Beatnik Xtra Pr&V, Beatnik ActionSet Prd", Beatnik Music

Object™, Beatnik Basic EZ SonifiéM, Beatnik Action Plug-I1AM, Beatnik EditofM, Beatnik

Editor PrdM, Beatnik Converter Pfy', Beatnik Audio EnginE¥, Mixmar®, Mixman Stu-

dio™ Mixman StudioPr&™, Mixman DJ MegamiX™, Mixman Radid™, D*Plate™, Mixman
Single™, Mixman Studio VST™, My Mixzone™, Mixman eMix™, Soundis¢M and the DJ

Head, Bug, and all other Beatnik logos are either registered trademarks or trademarks of Beatnik,
Inc. in the United States and/or other countries.

Acknowledgement of Other Parties’ Trademarks

Macromedia, Authorware, Director, Lingo, Flash, ShockMachine, ShockWave, SoundEdit 16,
and Xtra are trademarks or service marks of Macromedia, Inc. which may also be registered in the
United States and/or internationally.

Netscape and Netscape Navigator are registered trademarks of Netscape Communications Corpo-
ration in the United States and other countries; Netscape Communicator is a trademark of
Netscape Communications Corporation, and may be registered in other countries.

Apple, Mac, AppleTalk, and QuickTime are trademarks of Apple Computer, Inc., registered in the
U.S. and other countries. Mac OS is either a trademark or a registered trademark of Apple Com-
puter, Inc.

Microsoft, Windows, Internet Explorer, DirectSound, and WebTV are either registered trademarks
or trademarks of Microsoft Corporation in the United States and/or other countries.

ProTools is a registered trademark of Digidesign, a Division of Avid Technology. Sound Designer
Il is a trademark of Digidesign, a Division of Avid Technology.

Cubase and VST are registered trademarks of Steinberg Soft-und-Hardware GmbH.
Performer, Digital Performer, and FreeMIDI are trademarks of Mark of the Unicorn, Inc.

Vision and Studio Vision are trademarks of Opcode Systems, Inc., a subsidiary of Gibson Guitar
Corp.

Cakewalk is a registered trademark of Twelve Tone Systems, Inc.
Logic Audio is a registered trademark of Emagic Soft und Hardware GmbH.
Aladdin Systems, Stufflt, and Stufflt Expander are trademarks of Aladdin Systems, Inc.

All other products and company names mentioned in this document may be trademarks of their
respective owners.
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