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WHAT 1S5 RAF47T

FAaF4 18 a complex sound sampler/digitiser for the Commodore FPlus/4
computer. Digitising or Sampling is the process by which any sound
such as a person Speaking or a doorbell ringing can be translated
into a s@t of noabers which can be understood by a computer. Once
this process has been performed, any number of things canm be done to
Ehe soung including playing it back at any speed you care o
choose, playing it backwards, and playving sounds in a set order to
form & tune. RAFY can do all these things as well as having
comprehensive facilities for editing or altering any sound. Before
we continue, however, 1 must stress that you should not expect to be
able to record half an hour of compact=disc HIFI guality sound as
the length a&and guality of sound is limited by the &4k memory and
relativaly slow processing speed of the FPlus/4 computer. Even using
very powerful computers with at least eight times the memory, no-one
has really broken the twenty-minute barrier of reasonable guality
BOUR .

FAF4 iz wnigue Ln several redpects. At ERe time af release, there ia
A other asund-2amples availabmle o the Flus /4, amd na osthee
sampler is avalable Ffor any computer at less than four times the
price. The other unigue asspect 12 that RAF4 is operated in a
pointar-driven environment swuch as those feurnd on  the App le
Macintosh ™, the Commodore Amiga™, and the Atari ST™™. By means of
this houman to computer interface, RAFY 15 incredibly easy to use,
and anybody of any age can master the asyatem in an hour or ao.

if wou have already had experience of a WIMP™™ fvpe system, then
feel free to skip the next section. Faor those who haven’'t, it
explaing the basic concepts of a pointer-driven environment along
with all the jargon attached to 1t.

THE RAFP4 OPERATING ENVIRONMENT

Although the operating environment RAPY uses (a wvariation on the
WIMFT® gperating system! is wery easy fo use, it is helpful to know
a little of the special names given to objects and actions that are
used. A glossary of these is shown below,

The Pointer. The pointer, which appears as a black arrow pointing
north=west, 1t a sprite which forms the heart of the system. IE is
moved around the screen by keyboard, Joevstick or mouse, and is used
to select functions of the software by simply pointing at a word or
picture and pressing & select button.

Buttons. PButtons are the means by which actions are activated.
Un-=screen they appear as a word in reverse-videao surrounded with a
black border. Toe select the option which the word describes, mowve
the pointer oanto the rectangle {1t dossn’' t matter wherel and press
the select button.



THE RAF4 DPERATING EMVIRONMENT (Cont.)

HWindows. Windows are areas of the screen seperated from the
remaining escreen by & bBlack shadowed border. It 1s within these
areas that all infornation is displaved. In soms8 windows, certain
pieces of information are highlighted i1in reverse video to show
gelected data. To change this selection, the pointer is moved onto
the chosen piece of data, and the select key pressed.

The Menu Header. The Menu Header 1s the bar of text which appears at
the top of the screen. When yvou are in a section of the program
other than the main screen, the menu header is replaced with a titlie
describing the current section of the software.

FPull-down Menus. Full-down menus are used to choose different
sections of the saftware. On rufning RAFE vou will see the menu
header at the head of the screen (SYSTEM, SAMFLE etc.) Linked to
each of these is a menu which can be pulled down from the header by
moving the pointer onto the heading and pressing the select kev.
Once a menu is on the screen, yvou will s=e several options with fhe
first one Righlighted. You canm change the highlighted agptiaon by
using the up and down control keve. To select this function press
the select key. If vou have pulled the menu down in error, select
the function "Exit” which appears at the base of every menu.

"Clicking." Before 1n the explanation of the gpearating syates [ have
talked of moving the pointer anto a button or option and pressing
the aelect key. Im future this will bhe referred to by i1ts proper
term which is to "Click" on something.

That concludes our examination of the RAF4 ocperating system. In the

following chapters we will discuss the actions of actually getting
the RAFY software wup and running.

-



CASSETTE CONTENTS

It you are using the casseite version of FAFS, wvou will have noticed
that both sides of the cassette are labtelled. On side 1 you will
find the main part of the softwmare, the Editor. We will concentrate
on this part of the package now. On Side 2 yvou will find RAFG  BASIC
= AN @xtensicn to the normal Commodore BASIC which allows vou to
ute sampled sounds in your own programs. This aspect is discussed in
Section two of the manual.

LOADING THE RAFP4 EDITOR

Tape Users. Flace the RAF4 cassetts in your Datasette and rewind the
tape to the beginning of side 1. To load the program type LOAD and
press  return followed by the FLAY button on the Datasette. The
gcreen should Blank and after a while the screen should clear and
aftter aseveral ssaconds the phrase "RAFS EDITOR" will appear in the
top=lieft ot the screen. To continue loading press the Commodore key
{on the bottom—left of the keyboardl. If all is well, after a while
the screen  zhowuld tuen bBlack and the border begin to flash red and
vellow. A btitle szreen will then appear and after another mirute the
FAF4 Editor main screen will be displayed.

Loading Problems. RAFY uses a wunigue 27340 Baud hyperload system
Which mBans loading and saving takes place at around 15 times the
speed of the normal Commodore system. However, to use this fast
speed, the heads on your datasette must be aligned very accurately.
Should you have any problems in loading the program, please send the
cassette back to us. If 1t is faulty we will replace it and refund
the postage. [f however, the cassette is functional, we will offer
to re-align your datasette free of charge.

Cisk Users. Insert the ReFP4 disk into your disk-drive and pres=z  the
FUMNSSTOF key while holding down the SHIFT key. After a few =meconds a
title screen will be displayved with tewo opticons beneath. Ta load
the Editor simply press the "1" key. The Option marked "{1) LOAD
EDITOR" will begin to flash and after a little while the RAF4 main
screen will be displayed,

Deluxe Edition Users. Flug your TTL4 1nterface intoc the Commodore
gserial port on your Fluss4 (the scocket between the power connector
and the tape partl: If wvou have a printer or disk-drive plugged into
thie socket then connect the interface to the second socket an the
back of the printer or disk-drive. This means of connecktion is alsa
exsplained in your disk-drive manual. MNow 1if you wish, you can
cannect a cassette-recorder or radio etc. to the other end af the
interface.

Fefore you perform any disk or printer options such as loading $he
RaFd  editor, you must disable the TTLS interface. This i1s done by
rotating the "Input Level™ control fully left. MNow vou are ready to
load the editor.



LOADING THE RAF4 EDITOR (Cont.)

Deluxe Edition Users. (Cont.! To load the editor, insert the disk
and press the RUMSSTOF key while holding down the SHIFT kev. After a
few moments a title screen and menu labelled O to 2 should Appear.
Editor © is the standard editor for wuse with the Lommodora
datazsette. If you wish to use this just press the "0 key and follow
the normal disk instructions. I¥ wou wish to wuwuse your TILS
interface seloct 1 and Tollow the sSpecial instructions in this
manual. After another few seconds the screen should change to the
editor main SCresn.

CONTROL FERIFHERALS

For controlling the pointer and selecting options on pull-down
menus, You Can use any of three controllers, If you do not have a
joystick or mouse, or prefer to wse the kevboard then you may
contrel RAP4 wusing the cwursor keyse at the bottom right of the
keyvoboard, and the RETURM key as a select button. If vou have a
joystick then you can use this with the fire button as the select
button. If you have a mouse (Commodore 135177, Datel™,Stack™ then
youlu can also use this. If you are using a 1351 mouse then ramembes
ta imnitialise 1t in Jovstick mode. The joystick or mouse should be
connected to Jovetick port 1 which is the socket closest to the
cartridge port on the back of the Flus/4. There is no need to select
which peripheral you wish to wuse - You can wuse any of them
seperately, or even btwo at once if yvou 1ike!

At this point you should have the editor up and running and a basic

knowledge of how to control 1t. Next, we will start to use RAP4
properly.

-



CHAFTER 5

ETARTING TO USE RAF4

"HAF-4" THE REHGTE AUDRIO
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Om loading the RAFY Editor you will presented with the screesn shown
above St khe A |4 is tre menu—headsr With the wvarious proagran
AT 1SME s Inm the LDl SE2CTION (=] | the SCPEEN 18 a8 TLTle wWlnoow

playing 1ntTormation about the production te|am, and 10 the centre
L A BsEE ERheée poirntEr,

CHAMGING THE FOIMTER SFPEED

Whan the sditor is first used, the speed at which the pointer moves

= EBT auite slow 0 that anvone can contral 1t. We will now learn
Mow T | @ 115 EDEE ol ] WL, T -
} to chang® this speed setting to the one wvou reguire

Howva the pointer anto the "EYSTEHM option at the left of the
meru=Reader . Ll W S =liCck o this wotrd, the SYSTEM mesnu 15
oul led=dowris. with faour options: SPEED {HigRlighted) , STGHAGE ., aB0ORT
and EEIT. The highlighed option con be changed By uEing The up and
down controls. o operate one. press the select button. Selecting
EXEIT simply returns you to the main screen without doing anything.
‘oo will notice Ethat while changing options, vou must repeatedly
press and release the up and down keys, aor waggle the jovstick, This
1= so that EVEN 1 f You have a wery fast pointer speed, you Ccan

stell easily controal the menu.

+ 3

=] @l E@ct Ehe spead ocptiron,., move the highlight bar back un to the
top af the senu and press theae select kev.



CHANGING THE FOINTER SFEED (Cont.)

At e selecting the speed optiom wou should be grested with the

screen shown belows:-

(____________POINTER SPEED SETUP __ 1

POINTER SPEED ! DEEEEERERR

»FPEED # EEDEF LMHE (R |

Feglasing b T =] menu=header 12 4 ti1tle dezcribing what the screen is
far iging. BEelow thie 18 a4 wifmRddw 10 which the Ccurrent polnter speesd
is displaved ag a bar-graph type display. On start-up this is set
to ten - Uuite a slow, manageable speed. Below this «window are three
buttone which I will now explein.

g bButton o thg left 1z actually split into twa halfs - to Ethe
laFF of the tewt SFEED! =l to the right. Clickaing on these
decrease and increase the pointer speed setting. You can hold down
the select button to change the speed guickly.

yaLl will natice that while you have been changlng the pointer speEed,
the ool nber M EmeErs & Foas i actual 1y =Tt ety getting fastor o
slower. Once wvou have chosen the speed vou want, you "lock 1t 1n” bw
clicking on the REDEFIME button. Again, this 18 an cperation that
iz common to many actions within REF4, It stops you from changing
settings by mistake, and makes chenges much easier to make.

lhen L= Fave chosen a speed-seftting that 12 about right for wou,
click on the QUIT button to return to the main menu.



SETTING-UF SaAMFLE DATA

Ea T S 4 Sl re@cord -1 sound =1, Camole", L m - F i t t2l]l RAFY
B re ME ™y 1T 18 LA SLOore 1t. It § i ClormE By imes e (= S g
SETUF option which is the Tirst option on the EDITO @nu. Select

A= BExpilalnead beftores arc T WCregn display will chamaoe % s

shown below.

m USE HITH CARE!

ample

Lample

HAME : “"Sample BO* #=Sample
! HSample

START: 41000 s sample
THSamyle

END : ¥ 5088 moanple

* LSTRRT * * EMHD %

HEDLEL LMNE EULT

¥ 1 L i COMmMDlicate 8= FEEn 11 1 % L ES cCresen TrD ML
| il 1RT&, O i i1 Eamle + r 15 i Jull 20 1 c
. = & 4 . B . ] Flm  F Fie | g Wl
wh 1 ch shows th -wrrrant namas f 1 % i = AR . g x
=T —LUD kel fyF 4 = T T the Tl =t o vampa l e ' ¥
imp L e F noa Thi ALMODOW 1 1sed 1 almosTs all 4 HIF 4% =IC T EE
wnd 15 used to hange the rrently selected sampl his is done
LICK1ING s ame I TLLMDeE 3T che sampige vy 2 ' AT 1
JMEn T i B 3vE 1 as 1%t 1 . 11T Sample s2leC ter
L a7t e si R T T T [t 1 i i “ T st ar L
E . Mame - ke . attached | "
1 L 1gmted M ]: .y o F lal=l"]5]
1§ f 1. Tal*) &nd % i T=l=F . [ i al=F
J1 11 mee Hat theri AT il o f k4 8. Thi ko i Vi
| =l A= wACHE™ b 1 i (il gl g TP F ED 1} =l T i the fml=]
P i L} \gad i 1 Txl= B [ I Tk il 3
1=[=1 £ « i L EFMi 2 Dutt [ v MAME whiich 1 wilill di i
lak . & moa k| this 1 a combinat o of i . L r .
= F 1 g I the word ] . T ¥ -r [Nl =01 B Ll b -
= will SEE R L L C B b AEET H1 ar T
pe =] :* i K= ] o I 14 T and 15 used T0 1 |
i T na ] B the Cart and end addresses the LOE byte o the 1
T 15 altered, ETTE C1vEely, Thils determines whnether the address 1
§ mented 1 steps T QNE. ¥ = Fgr the moment make the =T
af low a2 possible and the = as hioch as possible



SETTING-UF SAMPLE DATA (Cont.)

I have mentioned the NAME button which i1s found next toc the END
button. Click on this and & window should appear 1in the bottom-right
of the screen with "MAME:" 1in 1%, and a flashing line. This line i3
called the [-Bar and 13 fthe cursor uased in RAPE whern entering
string data. Type in the name you want to give your sample, for
example 1f vou are going to record the sound of a doorbell ringing
ther type, in "doorbell®, and then press the RETURN key. The window
will disappear and the name you tvped in be printed in the window on
the left of the screen next to the "NAME:" text. You will notice
that the name in the sample information window on the right has MNOT
changed. This 18 because li1ke the Speed option, any changes are not
made permanent wntil wvou click on the DEFINE button on the second
row of buttons. Click on this button now.

You have now allocated some room in which to store a sound. You Ccan
record up to eight of these samples spread across the 48k free when
wsing RAF4. When you first run RAFPS, 4k of memory is allocated to
each sample. You have also given the sample a fname, «Ri1ch will
remind you what 1s stored there in the future and will be used when
wou @ave it to tape or disk. Mow, we areé ready to actually digitise
some real sound, so click on the QUIT button to go back to the main
cantrol screaan.



MONITORING A SOUND

=l the nain sCcreen, click on the word 3&AFHFLER 1 chie menu-—-header
and salect the MOMITOR optis firom the pull-down mend. This apbior
= SEC TOE =i P mat i ARERTT®R armd ¥ 1 L Tm] -
1M prepat 1on fr ecordirnt a B {. Thi reern will = A al=
aNe SHower O E T

AUDIC HOMITOR

L L & | h, TR

g top of the screen 18 a window marked AUDIOD INFUT which will

1 1 momeEn be i =R AT I this window, the spgund entering the

T= RRA T 1% displayved imn & bar—graph fora similar %o the one used
= peed selection.
'moderneath thi Audio Input Wwindow are two buttons. The rAnos famllsar
iyt button, wnd  one marked HMOMITOR. Clich n this and fTollow the
individual instructions that fol low.
Standard Edition., When you click gn the FMONITOR option a windos will
appear at the base of the screen telling wou to press play or =111,
lataset Le. - T - s Lape 1 the datbtazettie and press the PL&™ BLUTTOMN.
Th v & e S wiitl B replaced with a window tellir i to prass The
» B EIE 5 1 T ] - L Pl =] H Tkl MAVE TI1 al cl= i [=1g T f 15 o gl
tape, EIE Yy sound af bE ADE W 1 the e reproduced through youl
telievisior | monito spEaker, and will be displaved graphics y
on=screen. Wind the tape wuntil wvou reach the sound that you wWish
ecard, then press ST r your dat et angd ©d e WU
DUE Ton.

Deluxe Edition. ] l 1k 1 i the MONITOR button a windosw will
Tel=1-1 1] telling sou to push the RUNSSTORP key when you have finished

nonltorLnG . MW LM W OILLE TTLY i1mterface on, place a cassstte 1
Y oL TapE-recorder, w CoOnNMmEect A *Adi1oy anad themn adJust I ME
imnput—level contral Q the inteErtace wuntild vouwu gt the best . L1t
sourmd . T g 1 F wou are® uRing a tape—-récorder. wint the tape Lo
sound you wWish tc record. Ta finish, oress the RUMSSTOL @y and
- Llieh e the LWL ODUETOm .



USING THE SOUND SAMFLER

RECORD : ¥FF

SR 1

] Hoaanple
PLAY : irr " SanyPle
"hample

Sample
roample
SAMPLE LOCATIOM rFhamaple

HSaEple
54098 4 B IS8

RECORD PLé&Y ~H &K REDEF INE

E i I 1 4 1MC e
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USING THE SOUND SAMPLER {(Cont.}
RECORDING A SAMFLE

Standard Edition. Click on the RECORD button on the left of the
BCrEEN,. A wWindow wWwill appear at the base of the screen telling wou
to press the FLAY button on your datasette. Making sure that the
tape 15 1n the right place, do zo. The screen will blank amd rcesain
g0 for around ten Sseconds. During this time; the sound on the
cassette has been stored in RAM at the memory locations you selected
from the Setup screen.

Deluxe Edition. Fosition the pointer on the RECORD button and press
the PLAY button on vyowr tape-recorder if you a&are using one.
Immediately push the select button to activate the record option.
The screen will blanmk and after around ten seconds the display will
return to normal. The sound has now been stored Lnm memory at the
locations you specified on the Setup screen,

FLAYING-BACK A SAMPLE

To play back a sample all that is necessary 15 to click on the
button marked FLAY-BACE. The screen will again blank and the sound
will be played-back through your television o monitor speaker.

Experiment with different record and plavback speeds wuntil vou have
a good clear sound that vou are happy with., Click on the REDEFINE
button 1f you have changed the speed settings, and finally click on
the GQUIT button to return to the main menu.

The next topic I will discuss is that of editing your sound and
creating special effects using it
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If all 13 well vou should see the above screen. Un the right 18 the
LUEual samp le intToraation window, which 1 thit SCrew i used for

et ang the samg l e that vou wizh to reverse. Sample should Se
highlighted, so leave 1t as 1t 15,
In the top etk arnet & the "Sample 3T 100 window that 1 a ksl
SrEEEEnt i) e VTID 1 8 ot 1o Tl 5 JUsE shows where the ArEEr L Ly
selected sample 1S ¢ ikioned 1im MBMOrEY .
EBelow ElFe A 1 & Se &t 1o wimdow are three buttons. Click on the
FLAY button =l It just plays back the sample currently selected.
Mow click o the REY. Beverser butt 1« B wmall window shouwuld appear
bBeneath the row f buttons witt TNEe DrogressE mesE@age "EEva@rsifng. - -
i A After a second or 8o this will isappear and your sSample
will have been rever de. T igtan f % lick on the PLAY buttan.
I{f wvou click an the REVERSE button agai the sample will be returnsd
to mormal.

w T ALy be agk 1no saurselt what wow arn actually EE Tthe reverse
facility for. Well, 1f you record the sound of a musical instrument,
o for instance sSomeone S ANgGLNG, then the attack of the note
OECOMES the OB av . arvd w1EE WEBEFSda. I This way YoOu il el LN
wWide variety of sounds from Jju=st one base Ot P



CHAPTER S
THE SAMFLE EDITOR

=1

FAFd ‘s sample editor 1s arguably 1ts most powerful facility, and one
that 15 found wery rarely o©on samplers for the B8-bit family of

CoOmpLters, Afkmg recarding & sound as scxplaimed previously, select
1T el Lo By clicking o the EDITOR mernu-=header amnd selecting the
EUITUOR ocption. The display will be zomething like thi=:

‘Iilllll‘lil‘iilil*
L

LOCATION:
AMPLITUDRE &

LM i'.,-"l"t' HEDEY LML

i /Ol Can see, this it a2 very full and complex screen. The graph
digplay in the window marbked AMFLITUDE WAVEFOREM will 9t courese be

differant depending on what =ourd vou have recorded.

On  the right ie the Sample [nformation window. Try clicking on
different samples to see the Waveform window change, then reselect
Sample 0.

In the Haveform window, wouw San S@e that below Tthe graph areg Ttwo
horizontal arrows, a double arrcwm, and a vertical arrow. These hawve
the following meanings: -

The Vertical arrow. I the cantra of theé kaveform window LS 3
vertical arrow. This displays the current byte of sample which 13 to
be edited. The address that this arrow points at ig also displayed

in kthe window wvnderneath the sample information window. Eny changes
you make will atfect this byte only.

The Horizontal arrows. These arrows show the drirections that youw Ccan
move im. If wyou are at the beginning of the sample then both arrows
will point right. If you are at the and, they will both be polnting

iefk.

The Double arrow. At present, this arrow should be below the Edit
painter. Lt r_:,'_.|_:|i..-_-:1-'=.'_ where the start of the sample 17T that location

15 visible on screen. If you are at the end of the sample, 1t will
be displaved pointing to the left.



USING THE SAMPLE EDITOR (Cont.)

We now have an wndarstanding of the different symbols within the
wWwavefors window, so what does the actual graph show™ [t is labelled
"Amplitude” as a convenient uwunit, but you may find it Basier to
thaink of 1t as "Density of the sound”. The value of the byte abaove
the edit pointer i1s shown as a number 0 to 8 in the window below the
Sample intormation window. I'll rmnow discuss the actual act of
changing bytes within the samplie, or cutting off unwanted parts of
it.

The MOVE button. This button which ie divided into two sections like
buttorns on %the Speed and Setup screens, is wsed to move the Edit
Fointer within a sample. As 1t moves, its position on—-screen does
not change, instead the Waveform window scrolls left and right.

The AMF {(Amplitude) button. This button 1= uvsesd for increasing and
decreasing the amplitude of a single byte within a sample. Hith a
very short sample, just chanmging a single byte can alter the overall
timbre of the sound.

The START button. This button is used to set the star: location of a
sample. [ts main usa is for cutting off unwanted parts of a sound.
Huite often you may find a period of silence at the beginning of &
sampla which is the time it takes for the tape motor to engage. By
using the START buttom vou canm cut this off.

The END button. This button works in the same way as the START
button but 18 wused fto set the End location of the sample. Using
these two vyou can very accurately select the section of sound you
want to use.

Mate that when wsing the START and EMD buttons, you can only make
the sample shorter. To increase the size of a sample, or for more
coarse, fast control, wuse the Setup screen. To return the start and
end addresses %o the values defined from the Setup screen, simply
re-click on the sample 1n the Sample information window.

The PLAY buttan. When you have sslected a3 sectien of the sample that
you wish tao listen ta, clicking on the PLAY butiton will play it
back for you. It uases the plavback speed attached to the current
sample by the Sampler screen, and the start and end addresses set by
the START and END buttons.

The REDEFIME button. #As with other of RAF4 s screens, the changes
you have made %o the Start and End addresses will not be made
permanamt until you click on the REDEFIME button.

When wow have produced a clean concise sample with no extraneocus

noise at the beginming or end, click on the GUIT bButton to return to
the main screen,

=] 4=



CHAFTER &

THE RAF4 SYNTHESIZER

SETTING UF THE SYWTHESIZER KEYBOARD

When a1 | Pl e recorden o] BN, ¥OU Can program a8 kevooard wi bl
different freguenc1es and then play the sound back on vour Flus 4
eyboard a5 LT itk were a simple synthesizer. In this way wou Car
build a complete musical instrument f rom st one note. bBefore
playing the synthesizer wou must set up the freguencies for each
note. This iz done by selecting the HOTE fumction from the SYHTH.
menu—option. This results in the screen below.

Samp
-sanels
L1 '
"Sample
roample
Sample

r
T
o
H
uw
5
I
K
o
L

- FREGUEHCY PL#A '1:'&"1'} TE GUIT

J tt = the tandard samp ta L b LIV e
thes lefinition onl T T f ] .
TTerent 3 I fo Eact [ 1
1 SU Wan t i 5 -
] 1 ot - =T = & btabié ] " | e TR T
+ ' ' ' 1y that note. the equival Eomus
B W L ed for displaving notes Trom within the BOUBNCEr,
i Ehe e g IR T f y § cuerently programmed i1nt 1 !
c 3 2 t which | art or alter k = G o
it's keyboard key, note freque the kevboard informatior
WIimoOow On F e gttt Of thie SCPreen.

The FREGUEMNLCY button. Using this button vwouw Can increase or decrea

L fregquency pragrammed 1hnto the key highl gt g 1 the eyboard
formaticon window, Thesa frequencies are @guivalent to the avha
speed settings in the Sampler screen, and are 1n the range FO0-%F]

The PLAY MNOTE button. When vou have sslected a freguency foi 1
Wof I ol 11 oAy el & iml=h - e 1 4 O - % 1 i

|
syboard. This is done by clicking on the FLAY NOTE button.



SETTING UF THE SYNTHESIIER KEYBOARD
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HAFTER 7

ars MEIT

SETTING UF THE DRUMEIT

B, 2yt
tha 3 freguency
inso ample ANL
freg ad f t
£ i i [
e [

DRUM

|

¥

u

G

H

(T

B

H

FREGUEMNHCY *

=] ' T cCan SEE, the screen Jdishidy 18 QULIELE similar to the MNotes
SCIeen . he = m informatiarn window on the letftt shows tha ey o
dhich eack dirum is played, the sample that is programmed into that
drLim . arnid 1ts firequancy . THi TamD .8 information WINOOwW 135 NioT
present as Ba irum has . wmp le attached to i1t. To select
Whilch drum you wish pragram, ©li o L Es 1mTormation in The drum

tmformation window and 1t will become haighlighted.

The SAMPLE button,., Using this button you can change which sample
oo ramned 1t the selected drum. Decreasing or increasling
samp lo rmbe e 1s perforaed by clicking on the relevant side of

butCon.

The FREGUENCY button. This Eutton W kR 1N the same way as
FREQUEMNDY buttor Pl the HNotes Scresn and 15 used to change
freguency of the sample to be played aon the selected deuam.

The FLAY DEUM button. When you hawve set-up a drums you Can prg
how 1t will =gund by clicking omn the PL&Y DRUM button.

When sl are satisfied wikth wvour drumkit click on the QUIT bu
e3

to return to th main screen. You aré now ready to wuse the drumi

.
& L



FLAYING THE DRUMEIT
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THE HELODY SEQUENCER

SETTIMG UF THE SEQUENCER
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COMPOSING A MELODY (Cont.)

In the bottom-right corner of the screen is a console that i1s made
wp eut @27 bath Synthesizer and Drumkit. It 1s from here that wou
actually add rnotes to a melody. Try it now by pointing at drums or
notes. A vou select a note or drum the corresponding sound will be
made and a character will appear in the melody window shown in the
top-left of the screen. Esch time you add & note the window will
scroll left,

Now that you have entered several notes and drums @ will talk about
how they are displayed in the melody window. As you can see there
are four lines which are standard musical "staves". Motes are
displaved on these as black circles. If the note you enter 1s a
sharp ar flat (black key) then it is displayed as the natural note
iwhite key) below 1t wWith a sharp sign (#) 1n the black circle. This
should all become clear with time if you haven' bt had esperience ot
sheet music.

Druss are shown on  the same set of staves, this time as a
"checkerboard" or grey circle. The drums are arranged «1ith drum "7
atove the top stave and drum "N" on the lowest stave, progressing
downwards.

There are obviously going to be places in your tune where vyou want a
period of silence, Tor creating rhythms or producing “"rests” i1n a
tune. To nsert such a silent period, click on the button above the
main console marked SILENCE. This appears in the melody window 4s &
set of bBlank staves. The silence lasts for approximately the same
timeg as a 25&-byte sample plaved at full speed, and should be short
enough for all applications. Long notes, drums or silences can be
produced by repeating them - When they are played back thevy will
merge together.

Enter a few more notes and druoms, and then we 11 s=e what 1L sounds
like. To do thie click on the button marked REFLAY. It ies very
wnlikely that your musical masterpiece will be perfect first time,
20 this is where the MOVE button comes in. You can move forwards or
backwards through &8 tune, plaving it as you go, by clicking on the
lett ar right 2ide of the MOVE button. When you find arn 1Rcorrect
note sinply move the note pointer onto it and enter the correct note
using the console at the base of the screen. Mote that when noving
the note pointer, each sound is played as you move DOFF that note
onto the next or previous position. When entering notes the note
pointer automatically advances itself to the next note. If ywou
attempt fto exceed the maximum 128 notes the pointer will remain on
the last note which can be played by clicking on MOVE right.

Whern you are satisfied that your melody i1s perfect, or as good as
you are going %o get i1t, click aon the FIMISH button to return to the
main screen. The next subJect we will discuss is storing your Work
on a disk or cassette.

==



CHAFTER %

SAVING YOUR WORK

lﬂ: LoAD HAY DELETE
CURREMNT DATHA
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SAVING A SAMPLE

Tape Users. I have mentioned before that RAFY uses = very fast tape
systeam ruffning at 2340 bhaud {bits per secondl. Therefore the RAFPS
#ditor has a sophisticated tape filing system, making loading and
saving data simplicity itself. Flace a bBlank tape 1n vour datasette
noWw. To Save a zample, first of all click o 183 Pname in Ehe sample
tnfarmation window, than click arn the SAVE buttam (Black oan white)
in the SAVE/LOAD SAMFLE section om the Lefk af the screen. & window
Wwill appear at the base of the screen telling yvou o "wWind tape then
press stop”. You can now position the fape in vour datasette UELng
the FRewind and Fast Forward buttone wuntil you reach the plilace where
¥oOu want to save vour sample. Do this and Sress the STOF botton on
yiur Datasette,

The windew will change $elling you to press the RECORD button on
your datasette. When you do this the window will display the message
"EAavifg.s.". After a short pause, your sample will be saved. While
thiz 1= happening the screen will show a pattern of blue and white
SEri1D@%. When the saving 1s camplete the screen display will return
to Rorhal.

DPisk Users. Comprehensive facilities have been included in the RAPS
edi tor to make disk-drive usse as pasy as possible. Before starting,
place a disk in your disk-drive. You cannot use tha RAF4 system disk
4% it has been protected to stop you damaging the program.

Firat, WE wWill exzamine what is on your disk. 76 do this, click on
the DIRECTORY button below the main three SAVE and LOAD buttons. The
scroen will clear to a large window with two buttons next to 1%,
and the disk contents will be displayed inm the window. While the
directory is being displaved vou can halt it by pressing the CTRL-5
keys. To continue the display press anvy cthe~ key, You can also slow
down the scrolling by pressirg the CBEM key {bottom-left of
keyboard) .,

If you have the wrong dimsk in your disk-derive, you can g:xchange it
and view the directory by clickaing on the REFEAT button., To retwurm
to the main Storage screen, click on the RETURN button.

e are now resdy to save a sample - Select the one that you wish to
save by pointing at its name 1n the sample information window, then
click on the S5AVE button iblack on white! in the SAVESLOAD SAMFLE
section. A window will appear at the bases of the screen with the
massage "SevirG..." Iin 1t and after several seconds the screen will
return  to normal. You can check that the sample has been sawved by
going back to the Directory screen by clicking on the bution marked
DIRECTORY .

At this point you shoduld Rave a 2anple saved on tapd or disk. Mok,
we wWill load it back to demonstrate the LOAD function. First,; thoogh
w2 11 discwuss the ERASE Ffunction of RAPY which 1s for erasing
samnples.



ERASING A SAMFLE

(B)= this point i wi1ll try to load back the sample you Rave Ju
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RELOADING A SAMPLE

Tape Users. Loading data using RAPY is designed to be as simple as
possibie and makes full wse of the motor control ability of the
Flus/%. To reload your sample click an  the LOD&8D button in the
SAVE/LOAD SAMFLE section.

& window will be diaplayed at the base of the screen telling you *to
press  the PLAY button on  your datasette. You can now rewind the
tape, therd press &the FLAY button as 1t asks. The message in the
window will change to "Searching...”. When RAFE Tinds a file on  the
tape the mescage will change to FDOLUMD SAMPLE /SYNTH. /MELODY
"“Filename", If the file is a sample then the FOUND will be replaced
by "LOAD?" and two more buttons will appear marked “"YES" and "NO".
IT wvou do not want to load the sample displayed, click on the NO
button to try the next file, or QUIT to abert the load. If you OO
want +to load this sample then click on the YES button., The windaw
will change to "Loading..." and the sample will load. Check that it
has loaded properly by returning to the SAMFLER option and clicking
aon FLAY=-BACE.

Disk Users. To relcad vour sample, click omn the LOAD button in the
LOAD/SAVE SAMFLE section. & window will appear with the entry prompt
“FILE-MAME: " in it and an [-Bar. Type in the name of the sample you
wish to load and press RETURM. The window will display the messane
“Searching..."” and after a short pause change to “"Loading...". If
all is well, after several seconds the window will disappear and the
screen display will return to nacmal. If an error has occured while
loading suck as there not being a disk in the drive, or you tvping
in the file-name incorrectly, then a warning window wWill be
displayed showing an error message. This message will either be of
the form "MN; ERROR MESSAGE,MMN,MM" o it will say "OPERATING SYSTEHM
ERROR  SMN". The former are Disk-drive errors. Their full meanings
carn be found in Appendi: &. The latter are svastem errors and their
meanings can be found in Appendix B. The final possible error is
“ILLEEAL FILE TYFE" which ocgursa when for instance yow bEry to load &
synthesizer file as if it were a sample.

When an error message is displayed, it will be® accompanied by an
extra button marked "OK'. To acknowledge the error click on either
Ok g QUIT to return to the Storage screen.

¥ no error has occured, vyour sample will now have been reloaded. To

check this, return to the S5AMPFLER option and click on the FPLAY-BACE
button.

T g



SAVING % LOADING A SYNTHESIZER SETUP

ble hmave already discussed saving and relpading samples to and from
tape and disk. There may be times when you wart to store the current
syntheszie~ and deumbi® setups for use in YRUFr QWi prograns or at a
later date. This process 18 exactly the sSame as tor Saving &
samople, e=:cept that when saving samples the file is avtomatically
given a file-name the same a3 the sample name. MWhen saving a
aynthesizer seftup you are prompted to enter a filename, and then the
saving and loading processes aAre identical to those for loading
mamp les. The 5;.'-.-';i.n|.:| ard 1:r.|;|':ng are activated oy :11!:L:I.'n._] on the
SAVE or LOAD buttons in the SAVE/LOAD S¥YNTH. section.

SAVING A MELODY

The action aof saving & melody pragrammed using Ehe RAF4 sequencer is
identical %o that of saving a synthesizer setup. To demonstrate
this click on the SA&VE button in the SAVEALOAD HMELODY section and
Tollow the instructions as for saving a synthesizer and sample.

To check that the melody has been saved properly, we will first

clear it in the same way that we ERAEEdD a sample. This 1s explained
in the next section overlear.

_2'5_



CLEARING A MELODY
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RELOADING A MELODY

Youw should now have a melody zaved en tape or disk, and a melody
area clear of any data. To relcad the melody click on the LOAD
button on the SAVE/LDAD MELODY szection. Reloading a melody 1s done
in exactly the same way as reloading a synthegizer setup. Load wyour
melody back intoc memory again and check that this has been done by
going into the Seguence Editor screen and clicking on REFLAY.

That just * about campletes our tour of the RAF4 Editor’'s indiwvidual
functions in all their glory. To finiash [ will explain hos to exit
the Fditor and how to recover yourself from any mistabkes wou may
make while using the program.

-27—=
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CHAPTER 11

BEECOVERING FROM MISTAKES

It is inevitable that at some time while using the HAFS editor, WO
will do something vyou didn't mean to do. Examples of this are
plaving a full =emory sample at a plavback speed of zero which
results in  five minutes and three seconds of boredom, or trying %o
load a cassette file that doesn' 't exist. You can however easily
recover from all these situwations leaving youwr data intact. This is
done 1n the following way: -

While holding down the RUN/STOF key, push the Reset button, which is
ot the right—hand side of your Flus/4. This az usuml puts you into
the machine—code monitor TEDMOM. Te get back into RAFP4, simply oress
the HELF button (Right-most function key). This returns you to the
main screen leaving all your sample data etc. unchanged.

and that brings us to the end of our discussion of the RAPS editor.
The sscarnd half of the manual is devoted to RAF4 BASIC. For sasy LUSE
there 18 a summary of #ach of the RAFP4 Editor s functions in the
Quick Refersnce SeEcticn at the end of this manual

G



CHAFTER 12
INTRODUC ING RAPS BASIC

o that vou can use the sounds and tunes you have created using the
RAF4 editor 1n your own programs, a special extension to  the
normal Flus/4 BASIC has been included in the RAFP4 package. The
system has been written in accordance with the design of the RAF4
Editor making it easier to use than the uwsual BASIC as all of the
commands take a syntax wvery close to normal written English. To
begins however, you must load the program. If you have the Deluse
adition of RAFS follow the Disk User i1nstructions.

LOADING RAF4 BASIC

Tape Users. Flace the RaF4d cassette in vour datasette and rewind
fully on side L. Type LOAD and press RETURN followed by the FLAY
button on wyour datasette, After a few secconds the screen will
display RaFd4 BASIC in the top—-left corner. Fress the Comfrodore Ky
(bottom=left of kEeyboard). The loading process iz 1dentical to that
of loading the RAF4 Editor but on the title screen the word EDITOR

is replaced with BASIC: The program takes approximately 54 seconds
to load.

Disk Users. Fut the RAF4 systes disk 1n your disk-drive. Deluxe
Editich users don 't forget to disable your TTL4 interface if it is
plugged=in,. FPress the RUN/STOP key while holding down the SHIFT key
and press "2" when grested with the RAFY meru. After a few seconds
the program will have loaded.

If the FRAF4 BASIC program has loaded properly the screen should
cliear and a startup message will be displayed.

The top two lines are obviously jJust a copyvright message, but what
about the "HELF AVAILABLE" bit® wWell, to help vou when vou're first
learning RAFE BASIC, a saspecilal HELF function has been 1ncluded
which can be used to display help on any of the RAFPS commands.
These commands are LOA&D,S0UND, DEFAULT and LIST. True, they don’ %
legaglk wvery impreszive but esackh cam be used 1n a number of wavs
Giving a compleate range of opesations from a very small number of
commands. 50 that yvou can rengsber the names of sach command, they
Have bean setup a8 normal BASIC words with extended syntax to give
the new functions. In the next few chapters [°1]1 discuss the use of
sach of the commands.

[¥ you hawve not alresady done so, now 18 a good time to save onto a

tape or disk a sample;, synthesizer setup and a melody as we will
vee @ach of these to examine the RAF4 commands.
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CHAPTER 13
LOADING RAP4 DATA

The whole point of RAF4 BRSIC 18 20 that you can use sounds created
gn  the RAP4 Editor an your own programs so the first swbjiect 1
will discuss 1= that of loading data sawved from the RAF4 Editor.
The command for performing this 1is LOAD and as with all R&FP4
commands, it is uwsed in a slightly different way i1n the direct mode
than in programs. When using any RAP4 commands in direct mode it
15 AECEessary to precede them with a coleon so LOAD (in & program}
btecomes :LOAD in direct mode. HNote that commands must also be
preceded with a colon after a THEMN or ELZ3E statement. The syntax
for LOADR 1= shown below.

iLORD [S5AMPLESSYHNTHAMELODY ] "FILE-HaME." {(USING C[TAFESDISK 1}

First let s make Cl2ar the pul‘n’.:t-uf:i.t. 1on used: When there are a Balr
af @mquare bracketa, you muat type OME of the phrases within the
brackets. Terms within round brackets are optional and need not be
included. Hote that you never type the brackets but you SHOULD type
inverted Commas.

fThe first word is the actual commanc: LOAD, and the rest are its
"Arguments”, the firset being either SAMFLE, SYNTH or MELODY. This
refers to the type of file vyou wish to load = [7 you want to load a
sample then you type (LOAD SAMPLE... or 1f yvou want to load &
synthesizer setup then you type :L0AD SYMITH. ..

At ter- the firle-tvpe comes the file-name. This 1= the name that vyou
saved the data uwunder from the RAFPY Editor and can be up ta 10
characters long. Alwave enclose the npname in nverted commas
(EHIFT-2 on the keyboard).

Fallowing the file-name is the word USING followed by mither TAPE
or DISK. It yvou leave out this section, then RAF4 will assume that
you  aré wsing the device that vou wused last for loading. Thus if
you load a sample using (LOAD SAMPLE "FILE-MAME" USIMG TAPE then
all subsegquent load operations will use the datasette 1f no USING
phrase is included. If you subsequently want to use the disk-drive
type :LOAD SAMPLE “FILE-MAME" USIMG DISE. When you firet load RAFS
BASIC, the system assumes that you are wsing a disk-drive for data
storage. #Also note that RAFY is not fussy about whether or ARGt you
ineesrt apaces - IFf wou put 20 in, or none at all it will still

WK .

Another thing to mention about all the RAF4 Ccommands s that you
can replace numbers and strings with r~gal (N} or integer (ML)
variables and string (M$) variables. In the same way yow can use
any BAEIC expressions that evaluate to a walid argument for example
“FILE=MaME", (F#) and STR#(10) are all valid file—-names.



LOADING RAF4 DATA (Cont.)

The other important thing to mention about the USING phrasze is that
to make the system as friendly as possible you can use either USING
TAFE/DILISE , FROM TAFESDISK, g OM TAPE/DISEK. Aall have the sans
meaning to RAF4., FAnother point to m@ntion is that when using the
datagette tyvping (LOAD SAMFLE """ means "Load the naxt sample file
vou find on this tape” NOT "Try and load the next file as 1f 1t were
a sample”. Also, when loading samples, RAF4 avtomatically moves the
top limit - of RAM down 8o that your program cannot accidentally
corrupt the sample dats. This process involves clearing all tha
progeram wvariables so all  wour LOAD commands should appear at the
beginning of the program. It is also worth mentioning that the
normal BASIC commands LOAD, SOUND etc. operate 1n the normal way
with no alteration - RAFP4 detects whether the cosmand you have
entered 1s the normal BASIC command or the RAF4 BASIC command.
Additionally, to save typing you can use the abbreviations which can
be found 1in appendix D at the end of this manual.

EXAMFLES OF LOAD IN USE

:LOAD SAMFLE "SAMPLENAME" FROM DISK
rLOAD SYMTH "SYNTH.NAME" USING TAFE

10 LOAD MELODY “MELODYNAME®

10 IMPUT Fe:LOAD SAMFLE (F%) FROM DISkK

TAPE & DISK LDADING PROCEDURE

Tape Users. When vou enter a LOAD command, 1f you have not pressed
the FLAY button on wvour datasette, the message "Fress play on  tape”
sppears. Wnen you press the PLAY button the message "Searching...”
ie printed. When the computer finds a file 1t displays the message
“Fognd TYPE "FILE-NAME"" where TYFE is the file-type and FILE-NAME
1= the file-name. If the file-name and type match the ones you
entered, the computer will display the message "Loading..." and load
the file. If not, the message "Searching.." will be redisplayed and
the process repsated wuntkil a4 walid file is found.

Disk Users. When you enter a LOAD command, the disk-drivé will begin
te whirr and the computer will search for the file-name you have
gpecified. If i1t Finds the file and it i3 of the type you have
specified, then the message “"Loading..."” 18 displayved and the file
i loaded. If &an error occurs then the error message "2FILE DATA
ERFROR" 18 displayed and any program running will stop, leaving you
in direct mode., The disk e@rror can be read using the standard disk
variables DS and DS%. I+ no disk esrror has occured this indicates
that the file exists but 18 of a different type to the one
specified.
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LOADING RAP4 DATA (Cont.)

LOAD ERROR MESSABGES

28YNTAX ERROR. You have used a word or phrase that the ROF4 BASIC
interpreter does not understand, or have omAaited an argument.

PMISSING FILE NAME ERROR. You have left out the file-name.
TETRING TOO LOME ERRDR. The file-name you have entered 18 longer

than fen characters,

TYPE MISMATCH ERRDR. You have rnot enclosed the file-name in
invearted COmmas.

TILLEBAL DEVICE MUMBER. Instead af TAFPE or DISK wou have entered one
of the two SCREEM or PRINTER.

FILE DATA ERROR. For information see disk section above.
Mote that all error nessages can be detected using the BASIC TRAF

command and can be identified using the variable ER in the normal
“i-'f!



CHAPTER 14
ELAYING SOUNDS

You should now fully wnderstand the ocperation of the LOAD command.
Mow load the sample, synthesizer setup and melody that yvou saved
wusing the RAFP4 Editor. In this chapter you'll learn how to playback
samples, the synthesizer and melodies from within your own  program.
The command to do this 1s SOUND and as with the LOAD command 1t
rnesds o be preceded with a colon i the circumstances [ have
already mentioned. The swhtax for the SO0UND command is shown below.

1 SOUND SAMFLE SMFe (USING [(SFEED SFPDw])

NOTE "EKEY" (USING (SAMFLE SMF#])
DRLIr "KEY"

FMELODY = (USIMG [(SAMFLE SMP#])

A% vyou can see the S0UND command has a wide range of syntax fTor
playving every type of Sound you can produce using RAFY. We 11
concentrate on each ot these variations in the next few sections,

-Z4-



FLAYING SAMFLES

The ayntax of the SOUND command when uwsed to play samples is shown
below.

1 SOUND EMFPs (USING [SPEED SFD#1)

The command takes one argument and ancther cptional one. The first
SHF4 15 the sample number which is in the range O-7. The second
USING SFEED SFDH 18 the speed at which you wish the sample to be
played back: If you leave the UWSING argument cut then the sarple is
plaved back at the spesd attached to that sample using the RAFI
Editor. Whnen & sample is played, as in the RAF4 Editor, the screen
is blanked, and when wsing RAFE BASIC 1t turns the colour of the
boroer at that time.

EXAMPLEE OF SOUND SAWPLE IN USE

1 50UND SAMFLE 4

1 SOUND SAMPLE 1 USING SFEED 100

1 SOUNMD SAMPLE 2 UusSiki SPEED (8X)

10 FOR W=230 TO 2535:50UND SAMFLE 7 USING SFEED (NY1MNEXT N
SOUND SAMPLE ERROR MESSABES

FEYNTAY ERROR. You have either used a word that the RaFd4 BASIC
intearpreter doea not understand, or have omitted an argument.

TILLEEBAL QUANTITY ERRDR. Either the sample number you have specified
iz beyond the range O=7 or the speed number is bevond the range
=205

PTYPE MISMATCH ERRDR. You have mistakenly replaced a npfumaric
ArgumEnt with a string.



SETTING UF THE DEFAULT SAMPLE

I¥{ wou examipe the SO0UND MNOTE and SOUMD HMELODY syntax shown two
pages previously wou will see that the final optional argument is
USING SAMFLE SHF#. [f this argument is left out, then the Default
sample 15 wsed. To define this default sample, the command used 13
DEFAULT. The syntax for this command is shown below.

:DEFAULT SAMPLE SHMFH

A you can see, the command only takes one argument - the sample
number wWhich 1s in the range O0=-7. You must also include the SAMFLE
phrase. Once this command has been executed all commands with no
sample specified will use SHMP# as the sample number.

EXaMFLES OF DEFANLT SAWPLE 1IN USE

:DEFAULT SAMPLE &

tDEFAaULT S4MPLE (WX

10 INPUT S:DEFAULT SAMFLE (S5)

DEFAULT SANPLE ERRDR MESSAGES

PEYNTAX ERROR. vou have either typed a word that the RAFS E
ASIC interpreter doBs not understand, orfr you have omitted the SHFH

apFgument.

PILLEGAL GQUANTITY ERROR. The sample number vou have specified is
beyvond the range O0=7.

PTYPE MISMATCH ERROR. You have mistakenly entered a string in place
of the sample number.



FLAYING SYNTHESIZER NOTES

It vou have not already loaded a synthesi:zer setup from tape or disk
then do so now. We'll now discuss how to plav any of the notes that
would be played from the synthesizer keyboard in the RAF4 Editor.
The ayntanx of the SOUND command for doang this is shown below.

SOUND NOTE "KEY"™ (USING [SAMFLE SHMP#1)

The Ffirst argument KEY refers to the key one presses from the
gynthesizer in the RAP4 Editor to produce the note you reguire. This
ghould be one of D,REF,T,G,H;U,J,1,k,0,L. The US5ING SAMFLE phrase
i®= optional and it omitted the defeult sample is used. 17 vou do
wnclude 1t the sample sumber should be 1 the range O0=-7. Mote that
you can also replace the USING with the word DN 1f yvou find that
easier to remember.

EXAMPLES OF SOUND NOTE IN USE

: SOUND NOTE "R" ON SAMFLE 4

A=Y S0UND NOTE (A%}

1 INFUT NE:zSOUND NOTE (W%

1O FOR N=1 TO 1Z2:S0UND NOTE (MIDS("DRFTGHUJ IKOL " s NEXT

SOUND NOTE ERRDR MESSAGES

TSYMTAX ERROR. You have either entered a word that the RAF4 BASIC
interpreter does not understand, or have omitted one of possible

arguments.

TUNDEF "D FUNCTION ERRDR. The KEY you have specified is not one of
the keys used for playing mynthesizer notes.

FTYPE HISMATCH ERROR. You have entered a number in place of the key,
ar a string 1n place of the sample number.

FILLEGAL GQUANTITY ERROR. You have entered a sample number which is
beyond the range O—7.
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PLAYING SYNTHESIZER DRUMS
The syntax of the S0UND command 18 similar to that for playing

synthesizer drumg but because each drum 18 programmed with both
freguency and sample, vou don 't specify & sample number.

EDUND DRUM "HEEY"™

The first arqgueant KEY refers to the key one presses from the
drumkit i the RAFd4 Editor to produce the drum you Peguire. This
should be one of T, W;GHYs BN

EXAMPLES OF SOUND DRUW 1IN USE

P SOUNMD DR YY"

DE="E": S0UND MNOTE (D%}

19 GETEEY FK€£:S50UND HMOTE (k%)

190 FOR M=1 TO B:S0UND NOTE (MIDS ("TYUGHVEN"]!:NEXT

SOUND DRUW ERROR MESSAGES

?SYNTAX ERRDR. You have either entered a word that the RAF4 BASIC
interpreter does not understand, oF have omitted the kKey argument.

FUNDEF ‘D FUNCTION ERROR. The FEY you nave specified is not one of
the keys wsed for playing drumkit drums.

STYPE HMISMATCH ERROR. You have entered a number in place of the key.

=



FLAYING A MELODY

Once you have mastered plaving notes and drums, the next logical
step 18 playving melodies. This function is also perforemed using the
SO0UND command and the syntawx for this use 1s as follows.

i S0UND MELODY (USIMNG (SAMFLE SMP#1)

In 1t most simple form the command takes no arguments, just the
HELODY phrase. If no sample number 13 specified then the default
sample 15 wused as [ have explained before. Alternatively a USING
clause can be supplied with a sample number in the range O=-7 and 11
vou like the USING can be replaced with OM.

EXAMPLES OF SOUND HELODY IN USE

i SOUND MELODY ON SAMFLE 5

: SOUND MELODY

10 M=2:S0UND MELODY OM SAMFLE (M)

SOUND MELODY ERROR MESSABES

?SYNTAX ERRDR. You have entered & word that the RAFdE EBASIC
interpreter does not understand, or nave omitted the sample number

fram the USING clause,

PILLEBAL QUANTITY ERRDR. The sample number wou have speacitied is
beyond the range O0-7.

?TYPE HMIBMATCH ERRDR. You have mistakenly entered a string instead
of the sample number.

That completes our discussion of the commands for loading and

playing sound created using the RAP4 Editor. The next chapters cover
the two commands to help you when weiting programs i RAFPS BASIC.
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CHAPTER 13
LISTING RAPS DATA

At times when weiting programs using RAFS BASIC, you may forget
which samples you bhave in menory, or want information about what
values are setup on the synthesizer etc. For fthis purpose a
powerful command has been included te display any information that
you might need to know. The command for doing this is LIST and 1ts
syrntax 15 show Delow.

sLIST INFO (USING (SCREEN/FRINTERID)

This command uses two new devices = the SCREEM or FRINTER and wou
can choose which vou want the data to be printed on. USING can also
be replaced with OM or TO in this instance. Listing on the printer
iz useful for when you want to keep a hard=copy of the
information. Any Commodore compatible printer such as the MFSBOI,
Citizen 1200 or STAR HNLIO can be used. [T the USING clause is
amitted the screen 1% AssSumed.

¥ou can see that the screen 1% divideg into two sections top and
bottom. At the top are seven headings labelled #, SAMFLE NAME,
START, EMD, REC and PLAY. # refers to number of the sample
displaved on that 1line. SAMFLE MAME 1s the name of that sample.
START 1s the sample’'s start addiress. END (s the sample s end
address. REC s the speed abt which the sample wes recorded, and
FLAY 1% the default playback speed attached to it. Below this row
af headings are the 2ight lines of samples information.

Underneath the sample information 18 anfnother line of titles
labelled WNOTE, FRE, WNOTE, FRQ@, DRUM, SMF and FRUE. From left to
right they are the key on which a synthesizer note is played, ang
its freguency or speed. There are two columns of information on
synthesizer notes. MNext to these i= a column of information abaut
drumkit data - The key on which that drum 18 played, its sample,
and its freguency. Under these headings are the six and eight rows
of data. The final piece of information 1s the default sample which
15 displayved at the bottom left of the screen.

=Jip=



LISTING RAFP4 DATA (Cont.)

EXAMPLES OF LIST INFO IM USE

tLIST INFO

ILIST INFO TD PRIMTER

10 LIST INFO TO PRIMTER:LIST INFO ON SCREEM
LIST IWFO ERROR HESSABES

TESYNTAX ERRDR. You have entered a word that the RAF4 Editor does
not understand, or yvou have ommited part of the command.

ZILLEBAL DEVICE MUMBER. You have entered DISK o TAPE inetead of
FRIMNTER or SCREEN.



CHAPTER 10
HELF OM RAPS COMMANDS

Az 1 have mentioned at the beginning of this discussion of RAFPS
BASIC, RAF4 has & powerful help facility which is a very wuseful aid
for programming when you are first learning to use RAF4 BASIC. The
command to operate the help function i1s appropriately enough HELF
and 1ts syrtax 1s shown below.

tHELF RAF4/L0a0/S0UND/DEFRULT/LIST

The first = HELF FRAP4 1% a little different to the others - It
redisplays the staritup screen which shows the copyright message and
all the available help. The others show the syntax of the Command
they refer to and a short summary of that command s function. The
help 1t gives 18 shown below as guick reference for RAF4 BASIC.

HELF LDAD
LODAD SAMFLE "MAME" (USING TAFE/DISK)
SYNTH “MAME® (USING TAFE/DLSK)
MELODY "MAME" (USING TAPE/DISK)

ACTION: LOADS FILE FROM TAPE OR DISK

HELF SOUND

SOUND SAMPLE SMPM (USING SPEED SFD#)
HOTE “ID" (USING SAMFLE SHMFP#)
DAL B
MEL QDY (IUSIHNG SAMFLE SMFP#)

ACTION: FLAYS THE SPECIFIED EFFECT

HELF DEFAULT

DEFALLT SAMFLE SHFE&

ACTION: SETE UFP THE DEFAULT SAMFLE

HELF LIST

LIET INFO (USIMG SCREEMSFRIMTER?

GCTION: LISTS SAMFLE INFORMAT ION

With that we come to the end of the tutorial section of this
manual. The remainder is made up of the RAFP4 Editor guick reference

section and the various appendices [ have mentioned throughout
this manual. Detf Rapping'’
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APPENDIX A
RISk CRROR HESSAGES

20 READ ERROR (Header Block Mot Found)

The header of the requested data block could not be found by the
Disk Operating System (D0S). Either an illegal sector number was
sent 1n error, ar the header block 1s corrupt.

21 READ ERROR (Sync Marker Mot Found)

The sync marker of the reguested track could not be found by the
pos. This error occurs when no disk is an the drive, or that disk
is not formatted. Alternatively it is an indication of misaligned
heads.

22 READ ERROR (Data Block Mot Found)
The data read from a sector within a file has been corrupted.
2% READ ERRDOR (Data Block Checksum Error)

The checksum read from a sector did not match the checksum of the
data read indicating & corrupt sector.

24 READ ERROR (Data Block Decoding Error)

In the conversion between GCR to Binary an error occured. This
indicates that a bvte of data within fthe reguested sector 1s
corrupt.

25 WRITE ERROR (Verification Of Data Error)
When verified, the data byte being written to the disk did not matc
the data 1n the disk=drive memory. Thi® c£an bOe caused by a

physically damaged disk and results in an unclosed lasterisked)
fl le,

26 WRITE PROTECT ON

The disk in the drive has & write protect tab over 1ts write slot
50 cannot be used for writing data bto.

27 READ ERROR {(Header Block Checksum Error)

The checksum on the header block of the sector being read ia
incarrect indicating & possibly corrupt sector.

= -



D15k ERROR MESSABES (Cont.)
28 WRITE ERROR {(Data Block Overflow)

Tha syne mark of the next header block could not be found. This
indicates either an incorrectly formatted disk or a disk—drive
hardware problem.

29 DISK 1D MISMATCH

The digk i found on the disk did net match the one 1n the
disk-drive RAM. This means that 2ither the disk has been changed
without the disk-drive's attention or the header block has been
carrupted.

S0 SYNTAX ERFROR {Generall

The D05 does not understand the command that was sent to it by the
Flus/4 opperating system - usually caused by data transfer not
occuring properliy.

1 SYNTAX ERROR (Command Not Valid)

The command sent to the disk-drive via the Flus/d4 operating System
i® not l‘l:ﬂqnll'ﬂq Seg above.

32 SYNTAX ERROR (Command Too Long)

The command sent to the disk-drive was longer than S8 characters.
This is most often caused by a carriage return not being received
carrectly.

I3 SYNTAX ERROR (Invalid File-name)

The file-name sent to the disk-drive 18 not allowed. This is cauvsed
By Evping a guestion-mark or asterisk as part of the save
file—name.

=4 EYNTAX ERROR (Missing File Mame)

O filg-name was not sent te the disk-drive when it 18 neaded. This
i= probably because vou have hit RETURN accidentally when entering
the save file-name.

X9 SYNTAX ERROR (Invalid command)

The command sent to the disk-drive was not recognised by the DOS.
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DISK ERROR MESSAGES (Cont.)
20 RECORD NOT PRESENT

This message INngicates that a&n access has bDeen made to =]
nan-existent record in & relative file. It is wvery unlikely that
this arreor will cccur when using RAPE unless your disk-drive has an
glectronic fault.

51 OVERFLOW IN RECORD

foo long a record has been written to a relative file. See note
above wWith reference to RAFS,

52 FILE TOO LARGE

While writing to & relative file, a record has been written that
gxceeds the valid file—-size. Ses note above for RAF4.

&0 WRITE FILE OPEN

im loading data from the disk-drive a load file has been specified
that has not been closed properly (Appears as an asterisk in the
diractaoryl.

&1 FILE MOT OPFPEM

Im reading data from & disk, a file has been specified that 13 nPnot
cpen. This 18 most likely caused by switching disks.

&2 FILE NOT FOUND

You will probably encounter this error guite often. It 1ndicates
that the file=name you have specified is not present on the disk In
the drive.

&% FILE EXISTS

¥You hRave tried to save & file anto a disk on which a file by that
name alresdy Byists. The reasdy 18 to precede the file-name with an
rRgymbol.

L4 FILE TYPE MISMATCH

While (ioadifmg a file from digk vou have specified a file-name that

refers to & program, Jdser or relative file rather tham a seguential
file such as those used by RAFP4.
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DISK ERROR MESSAGES (Cont.)
&3 ND BLOCK

While writing a file to the disk 2 sector that i1 non-existent was
specified. This may occur when the disk has been corrupted, or 1s
Tfull up.

&é& ILLEGAL TRACK AND SECTOR

The next sector In a chain occupled by & Tile does not exist. Thas
is most often caused by a corrupted or unclosed file but sometimes
may be caused by & completely corrupted sector.

&7 ILLEBAL SYSTEM T OR S

While treyving to follow the path of a file an the disk, the DOS  was
forced to attempt to access a non—-existent sector.

7o ND CHANMNEL

Wnile accessing & data=file; a communications channel was specified
that 15 already 1n use. Alternatively, all channels areg occupled
indicating that five segquential files are already open.

71 DIRECTORY ERROR

The Block Availability Hap (BaM) in the disk—drive membry bas  Deen
corrupted. This 1% normally caused by it being overwritten in RARN
and does not often occur because of & corrupt disk.

72 DISK FULL

Either all the data bBlocks on the disk im the drive are now
arcupied, or 144 files are presant in the disk directory ares.

73 DOS MISHMATCH (73 CBM DOS VZ.& 1541/TLISK)

This message occurs when you try $o write data to a disk that has
been formatted using a format which is only read-compatible. On
mary disk—drives this nessage may occur when the drive i=
switched-on and can be ignored. When using RAF4 1t can also occur
wWhen wou attempt to write to the RAPY Svetem disk.

74 DRIVE MNOT READY

There 1s either no disk i1n the disk-drive, the turnkey is not shut,
or the disk i1z rot inserted properly.



ERROR MUMBER %08 While accessing a disk either by loading or
saving, the RUN/STOF key was pressed terminating the operation.

ERRDR MUMBER #@1 In the process of opening a file for disk
operaticons - the program has exceeded the number of open files
allowed.

ERRDR MUMBER %902 The logical file that the program attempt ed to
open 18 in fact already open.

ERROR MUMBER %@F While attempting to read data from a logical file
1t was found that the file was no longer cpen.

ERROR MUMBER #¢4 The file vou tried to open for reading data from
dogs not exist on the disk-drive.

ERROR NUMBER %@5 The specified device (Disk-drive from the RAF4
Editor! 1s not plugged into thne Flus/4. This may also be caused if
you are using a TTLa8 interface switched—-on while attempting to use
the disk—drive.

ERROR MUMBER #9& The device from which the crogrem is attespting
to read data 15 net an input device.

ERROR MUMBER %87 The device to which the program 1s trying to
write data 1s not an output device.

ERFROR NUMBER 398 No file—name was given Tor an operation whnich
reguired a Tile-name. This usually occurs when trying 9 save a
Tile to disk with nao name.

ERRDOR NUMBER %@9 The device that has been specified for loading
aFr Saving 15 a device that cannct be used for that purpose.

ILLEGAL FILE TYFE ERRDR You hawve tried to load for instance a

sample file as 1f it wmere a melody or synthesizer file or vice
YRS .
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APPENDIX C
BAFS SOUND SAMPLER INFORMATION

SETTING SAMPLE-SPEED PBANDWIDTH TIME(lk) TIME (32k) TIME (48k)

(Baud? (Hz ) Hins) iMHinsl (MHinms)
3FF S&5738 28454 m @, 14 am A4, A Gm 85,560
*FE 48545 242TE Gm Q. 1Ls am @5, 4g am e, 1d
D G274 21487 Bm 9. 198 UM kM. LS am 99,15
*+FC il L 18998 om Q.20 OUm QE. Y8 o L@, T5
B SAG4S5 L7els BE 0. L4E um S,/ 8 om 11.55
FF & SoBdo 15420 gm0, 258 om v3.5s om 12,75
%F 9 28434 14247 am 9. 2Bs @am 99,25 o 15,80
sFa 26214 L:1e7 am @,3ls Bm 19,05 am 15,29
$F7 282735 12136 am v, 338 wm 19.8% am 15,20
BF & 22999 [ 10 am 9, S3he am 11, 4= am 17,48
*F S 2114% 12571 om 9. IBs oam 12.4% Bm 18, &
#F 4 19857 ST om @ d4ls Om L. Is om 9. B
5 18859 S T om0, 475s am 13,98 om Ze. BS
#F 2 17833 8917 am 9,45 om 14.7s am 22,05
BF 1 i7a22 8311 am 0. 488 am 15.48 am 23,18
HF o 16182 8091 am 9, Soe om 15.28 om 24, 79
$EQ 7134 S5&7T om 9,.8%s om Z28.7s Bm 42,95
L BT o ) e7 om 1.288 i 41,08 im &1, 50
*#L 0 4218 2455 am 1. 4es Gm ST.7%s im 19.95
BB 3978 198 om 2. 058 Im €5, 9% im 38.85
E el ol 1aia O L. 495 lm 18.2s Im 47,30
BTG 2T 1450 om L.BE8 Im 36, 45 Zm 135,569
LB 2545 1273 am 3. 21e Im 47,08 2m 34,309
70 2272 1156 T . 1 3 im S5.48 =m S5.18
2T L 1427 om .99 2m w7.7s Zm 11.55
L T g7z et am 4,378 2m 29,98 ot Qs s L
&4 1613 BT am 4, TaE =m Z2.%5m m 48,75
I 1552 -] wm S. 1A% am 44,7 4m ©7.05
] 1478 T Gm Tl o4 am 7 .98 dm 2&. 19
L R 158a &F0 @m DL 958 M 1908 a4m 45,09
00 1278 G4 om L. 31s a5m 22,108 b T PR B L
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LOAD COMMAND

LOAD SAMPLE/SYNTH/MELODY "MAME" {(USIMG C[TAPE/DISK 1)

LuSHIFT=0:  SAMPLE/SYNTH/HELODY “MNAME" {US<SHIFT-I> L[TAFE/DISKI1}
SOUND COMMAND

SOUND SAMFLE SHMF# (USING SFEED SFDH)

HOTE "KEY" (USING SAMFLE SHFP#)
UM "REY "
HMEL QDY (USING SAMFLE SHMP#)
SUSHIFT-0: SAMFLE SMFe (US<SHIFT-1) SFEED SFD#)
MSHIFT-O*E “"KEY" (US<SHIFT-1) SAMFLE SMF#)
DRUM "EEY™
MELODY {US<SHIFT-I) SAMPFLE SHF#!

DEFAULT COMMAND
DEFAULT SAMFLE SHF#
DCSHIFT-E-AULT SAMFLE SHFs
LIST COMMAND
LIST INFO (USING [(SCREEN/FRINTERI)
LoSHIFT=-1) INFO (US<SHIFT-1: [SCREENSTERID?
HE LP COMMAND
HELF RAF4
LORD
SOUND
DEFALLT
LIST
HE<SHIFT-L > RAF4
L<SHIFT=0-
S<{SHIFT-0Ox

DLSHIFT-EXFAULT
LESHIFT-1>

Mote that whan & command regulres a USING clauvse 1%t can be replaced
with OM, FHOM o TO for more loglcal language or even shorter

abbreviation.
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The SFEED button, which 18 divided i1nto twe parts, i3 used to
decrease and ingrease the speed of pointer movement. Mote that no
changeas 1n speed take place during alteration.

The REDEFIME button, which is found om many of the RAP4 Editor’'s

screens 18 used for "locking-in" any changes you have made to the
pointer speed.

The QUIT button which 1s found on most of the RAFPS Editor screens
is used to return to the main screen from which all of RAP4 s
functions can be accessed through the pull-down mEnUS.



[DISK/TAPE] NN

This window sbutton combination i= used for displaying and choosing
whether any @Save orF load poperationEg will use the Datasette o
Disk-gdrive. To togole betwean the two, click on the button to the

right.
[ SavE LUAL SAMPLE
Thase two buttons - SAVE and LOAD are used for saving or loading

gample data wsing tape or disk. When loading Trom disk you are
asked to specity a firle—-name.

Thess two buttons are wused to save and load synthesizier setups.
Mote that vou must alwayvs specifty a file-name when saving @i1ther o
tape OR disk.

These two butions a&are used for saving and loading melodies. Like
the synthesizer buttons vou must specify a file-name when Saving,
or locading from disk.

The GOWIT Button, ag on all the other RAF4 screens, 18 used to
return to the main screen.

While attempiting to load a file from tape, when a valid file ins
tfowurmd, two oxtra buttons are displayed sarked "YES" and "NO™. I1IF
the file 1s the one that vou wish to load then click on YES, if
mot, click on WO. If vyou wish to abort the load then click on G@UIT
to return to the Storage screen.

This button, which only appears when a disk errar has occcured, 1S
used to acknowledge the srror and to return to the Storage screen.

The DIRECTORY button is uvused to enter the Directory screen and ta
display the contents of the disk in your disk-drive.

Thess twoc buttons, which are only displayed when i1n the Directory
aCcraen, are used to respectively reprint the disk directory and to
return to the Storage screen.
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The GQUIT button zimply returns you te the main screen leaving data
and program intact.

The #ABORT button, which should oanly bpe esslected 1T YoOou are
abscolutely sure about doing S0, is used to 2xit the RAF4 Editor and
return to BASIC. Clicking onn the ABORY button has the same effect
a8 pushing the Reset switch on the side of vour computer.
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The MOMITOR button activates the audio monitor. [T wvou

the Deluxe Edition Editor, don' t

forget

-1 =]

itnterface. If wusing the Commcdore Datasette,
FLAY buktsn on it. When vou have finished monitoring,

STOP button on your Datasette. (The RUN/STOF key on the

you areé using the Deluxe edition Editor.

atctivate
wiole muEt

The GUIT button simply returns you to the maln screan.

Are using
wiour TTLE
prass the
prase the
Fluss/4 1f



[RECORD: S$NN] IEEEES

The button marked e +", which is positioned next to the window
showing recording speed, iz used to decrease and increase the speed
at which any zamspling will bhe performed.

[FLAY: SNN] IR

The button next to the Flayvback speed window does the same thing as
the button next to the Record &speed window, but 1% used to
decrease and increase the speed at which a sample will be

plaved-back.

The RECORD bButtanm is uweEed to activate the RAF4 Editor's sampling
function. Femerber that ohoe you have recorded over a sample You
cannct get it back; so only select this button once you are ready
tO do Sso.

The FLAY-BACK button 18 used to playback a sample previously
recorded using the RECORD button. The sample 18 plaved back at the
speed currently shown in the Flayback speed window.

The REDEFINE button can be used to "attach” the record and plavback
speeds currently shown on—-screen to the currently selected sample.
In this way vou don't have to keep on changing these setiings
every time you use tha Sampler.

The OQUIT button exits the Sampler screen and returns vou to the
maln SCreEen.
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The REV. o REVERSE buttom is used to reverse the sample currently
highlighted 1n the sample information window. Every timé you Click
an  thia button the sample is reversed sc to restore a sample to

narnal, click on the button twice = You cannot corrupt any data
wikh this button.

The FPLAY button simply plays back the currently selected sample
irgversed or not). The playback speed used iz that attached to the
sample wsing the Sampler screen.

The @QUIT button is used to leave the Reverse screen and return to
the main SCrEEn.
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The START button, which 1% divided into two halves, is used 1o
decr#ase and itacrease the sample start address shown 10 the window
above the button. Hote that when altering the start and end
addresses, no changes are mnade perfanent wuntil wyou click on
FEDEF IMNE.

The END button works in the same way as the S5TART button but i1s
used to alter the sample end address.

The MNAME button allows you to change the name given to the sample
currently highlighted 1n  the sample information window. When you
click on ik, a window 18 opened and yvou can than snter your new
name at the kevboard.

CHI/LOW) S

Thizs windowsbutton combination 18 uwsed to select whether, when
changing the sample start and end addresses, the High byte of the
address 1s incremented and decremented, or the LUW byte. To foggle
betwesn the two, click on the <> button in the same way as for
g@lecting tape or disk in the Storage screen.

The REDEFIME button 18 wsed to setup any changes that you have made
to start & end addresses or names. Mote that to restore the values
ghown 1In the window above to those currently setup Iin a sample,
you can click on that sample in the sample nformation window.

The QUIT bButton returns you to the main screen leaving data ntact
if yvou have not wused the REDEFIMNE button.



The ERA&SE bButten 18 used to erase  from memory  the sample
highl:ighted 1in the sample 1ntformation Wwindow. This process can not
be remedied when 1t has been carried-out, so use this button with
gxtreme careé i vou have any important samples in memory.

The QUIT button simply returns you directly to the main screen.
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The MOVE button 15 used to move the Edit cursor backwarcs and
forwards through the sample currently being edited. RAFG ensures
Ehat you cannot sxceed the start or end addresses of that sample.

The function of the AMFP button 13 to allow you to increase or
decrease individual amplitude levels for sach byte of sample. RAFS
makes sure that you don't decrease the amplitude below zero or
increase it above sight,

The START button is for setting the start address of the current
SAMPp LE. Mote that using the START and END buttons, wou can oy
degcreasse the =ize of & sample - For extending 1t use the Satud
SCFrEen.

The ENMD button is used to set the end address of the current sample
in the same way that START is for setting the start address.

The FLAY button can be used to play the sound enclosed between thi
> and <4 markers for seeing what ditferent portions of a sample
sound like.

The REDEFIME button s for- redefining a sample’'s start and end
address to those imdicated by the > and << markers in the same way
that it i= used in the Setup screen for "locking=-in" attributes.

The QUIT button returns vou o the main screen.

_EE_



The FREGUEMCY buttorn is used to decrease and increase the froguency
or playback speed of the synthesizer note currently highlightead
on-screen. Unlike other alterations, freguency changes do not need
to be locked=-i1mn using & Defime bBbutton

When you click on the FLAY MNOTE button, the note currently
highlighted is played-back as i1if vyou had hit that key from the
Synthesirer.

[ QUTT
The GUIT button exirts the Motes screen and returnse you to the main
BCre&&En.
“DRUMS T SCREEMN
| — SAMPLE +

The SAMFLE button, which is 1n two parts, is used to increase or
decregase the number o7 the sample tnat 1s programmed into the drum
currently highlighted on—screen.

The FREQUENCY buttorn works like the Freguency button on the MNotes
screen and is used to increass or decrease the freguency of the
sample programmed 1nto the current drum,

The PFLAY DRUM button is the same as the FLAY NITE button on the
hotes screen, and 18 used to play the drum currently highlighted as
1t the key for that drum had besn hit from the Drumkit screen.

The QUIT butteon 18 used to return to the RAFL Editaor main screen.
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The SYMTHESIZIER button is wsed to activate the synthesizer
k@yboard., Unoe it has been selected, the keys shown on—screen are
vEaed to play the synthesizer,. Fressing the "ESC" key returns you to
thae normal Synthesizer screen.

The QUIT button is used fto return to the main screen when you have
finishned using the synthesizer.

“DREUNKIT" SCREEN

The DRUMEIT button, like the SYNTHESIIER button on the Synthesizer
sacrEeen, (% used o activate the drumkit. Once 1t has been selected,
the keves shown an the drumkit diagram in the top-right of the
screen can be used to play individual drums. Fressing "ESC” returns
wou to the normal Drumkit screen.

The GQUIT button returns you o the main screen once you have
finished using the drumkit.



The MOVE button allows vou to move forwards and backwards through a
melody. AS yOu move the previous note will be played giving vou an
idea of the tune and RAF3 snsures that you do not go beyond the
end or before the start af the meiocdy area.

The REFLAY button is used to playback the meleody currently stored
in mamory,. The RAFS Editor automatically detects where the end of
the meiody 15 and plays gp to that point only.

The SILEMCE button, which 15 wuwused 1n conjunction with the main
entry console at the bottom=-right of the screen, is used to i1nsert
a perigd of si1lence into a tune. To enteEr notes or drums, click on
the kevs or drumpads displaved in the main conscle.

The FINISH button performs the same action as the GUIT buktton en
other screens in that it returns you to the main screens



The CLEAR button i1s used to clear the melody area of all notes and
drums. Once 1t has pDeen sslected you can not recover your melody SO
use this button with care.

The QUIT button a8 on all seresns Freturns you to Fhe main scoreen.
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