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INTRODUCTION...

| never read manuals

So you want to start off with the Tetra Composer right away? This is the
least you need to do: (If you are not familiar with PC operations, refer to the
next chapter for detailed instruction and setup.)
1) Make sure you have a correct configuration
2) Check the corporate package.
3) Complete your registration card and mail it to:

Creative Technology Pte Ltd

75 Ayer Rajah Rd #02-04

Singapore 0513

4) If you have some spare time, read any Addendum for updated informa-
tion.

5) Backup your distribution disks. You can install Tetra Compositor
to your harddisk ONCE ONLY!

€) Installation: A> INST-HD

Enter the drive you wish to install Tetra Compositor. Password needed.

C:> cd \Tetra
Ci\Tetra> TCSetup
If using CGA, C:\Tetra> CGA
7) To start: Ci\Tetra> Tetra
8) Press the [F1] key

9) If you encounter any problems, refer back to this manual before calling
for technical support.
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How to Use this Manual

Be it a musician or not, a computer expert or a newcomer, this manual is
designed such that you get what you need to know in the shortest time
possible.

THE STRUCTURE

There are six main categories:
INTRODUCTION, briefly describes Tetra Compositor

INSTALLATION AND SETUP, shows how to put Tetra Compositor up and
running on your PC.

BASICS, holds the key to playing and composing Tetra Compositor.
TUTORIALS, so you can understand Tetra Compositor better!
ADVANCE TOPICS, unleashes your creativity to its fullest.

APPENDICES, contains summaries, troubleshooting and other necessary
references.

ATYPICAL LAYOUT

Throughout this manual, you should observe four main formats:
BODY CONTENT Explains the overall content of its headlines.

Tips and Ticks Elaborate technical or musical terms; provide
additional information and alternatives, etc.
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WARNINGI You must take note when this appears as it warns
you of discrepancies that may affect or destroy
your valuable information.

When vou are ready ~ Summarizes whatever you should have learned in
the main content before you go to the next chapter.

TYPOGRAPIC CONVENTIONS

For quick reference, observe these conventions:
After the sign D Instruction to be executed on keyboard.

After TO A routine to be carried out.

About Tetra Com itor

Is Tetra Compositor a sequencer? Or is it a sampler?
Both. Itis a recording studio! You can now sample sounds; record voices,
write music; create special effects and rhythms... all with Tetra Compositor.

(Imagine the amount of money you have already saved by getting Tetra
Compositor!)

Is Tetra Compositor difficult to learn?

No. Its capabilities and power have been made so accessible with pull
down menus that even a computer novice can run it with ease in no time.

How many channels are there in Tetra Compositor?

Four. Do not be deceived by its only four channels as it has the ability to
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sample multiple sounds eg. chords, and could easily be as good as those
with 16 channels!

How many instrument sound can I have?

Your PC's storage capacity is your limit. You can even create and store in-
struments (ie. samples in Tetra Compositor) on diskettes and retrieve
whenever needed.

Can | import songs from other formats?

Tetra Compositor can read file formats of .SD4, .NST and .MOD directly
without having to go through a conversion program!

What makes Tetra Compositor different from
other music software?

Tetra Compositor uses a whole new concept of transforming any voice into
an instrument sound, subsequently modifying its pitch with instant play-
back. Each sampled voice can then be placed on any part of a sequence -
a feature which no other sequencers can offer. Great as a rhythmic tool!
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Inside the Tetr mpositor's Pack

Your Tetra Compositor package should contain:
. Registration and Warranty Card
. Tetra Compositor disks 1 - 4
. User's Manual

. Addendum Note

Installing Tetra Compositor

WARNING! Tetra Compositor can only be installed once. So, BE
SURE TO MAKE A BACKUP COPY and never use Tetra
Compositor directly from your original diskettes.

TO backup...

When DOS prompt appears on the screen,

» Type DISKCOPY A: B:
» Press the [ENTER] key
Tips and Ticks

If you only have 1 external drive
P Type DISKCOPY A: A: Instead.
Follow DOS prompts to switch diskettes CAREFULLY!
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When DOS prompts to place diskettes,

place Tetra Compositor's original diskette 1 in Drive A
and a blank diskette in Drive B

When done, DOS will ask whether you want to copy another.
» Type Y
This time,

place Tetra Compositor's original diskette 2 in Drive A
and a new blank diskette in Drive B

Do the same procedure until you have backuped all diskettes and labeled
them accordingly. Keep your original diskettes in a safe place and use the
backup copy instead.

TO install hard disk...

WARMNIN@! Your hard disk must have enough disk space. (Minimun
1.5Mb) Failing to do so may caused installation to halt
abruptly,

Place Tetra Compositor Disk 1 in Drive A
» Type INST-HD
D Press [ENTER]

Tetra Compositor then prompts you to type in the drive that you wish to
install TC to.

» Type [your drive]

b Press [ENTER]
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A password is required at this point. Refer to this manual for correct

answer. zesttereib eoslq of elqmog 200 nerwW
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change the diskette. 8 ovirC ril efferizib dinsld & bris

Tetra Compositor-will; be installed even.if you have netentered the correety
password. But you will soon find that it is just a demo version when you

cannot save a song. Delete the demo version and re-installed,again.

After installation is completed, you will find yourself in CATETRA, ready 40,1
start the most exciting journey of Tetra Compositor...
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using Sound Blaster or internal speaker.
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» Type TCSETUP
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When prompted, OH-TeHi sayT ¢
» Type 1 for'Sound Blaster 22619 ¢

2 for internal speaker
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» Type 1 fot'default DMA setting ! ¢
2 if you have changed its setting
[A3TUI] ees19 ¢

For those having a CGA display, at C:\Tetra
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» Type CGA
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TO start...
» Type TETRA
O TETRAXT 101 XT LOMBYEIS, i oot sy Loy
b Press [ENTER]
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TO load a song...
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D Press the [F1] key Crio ) ' SOAEVA LG
When a pull down menu appear,

b Use the [1] or [|] keys
to scroll to SONG directory.

b Press [ENTER]

A list of songs with file extension of .NST will appear. Choose a song and

» Press [ENTER]

TO playback a song...
b Press [F3]

Have fun!
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When you are ready

If you have follow through this chapter, you should have:

. DISKCOPY a backup copy of Tetra Compositor

. INST-HD in sub-directory C:\Tetra of your hard disk

. TCSETUP your Tetra Compositor to suit your hardware
. TETRA to the Tetra Compositor's main screen

. PLAYBACK songs

2-8



BASICS... Important issues

Nothing can be fully mastered without first establishing a good foundation.
This chapter introduces Tetra Compositor's screen architecture and its
concept of building a song.

Type of Screen

Tetra Compositor works simply on three major screens namely:

The Main Screen A screen which you enter when first started.
It manages files and playbacks; converts and loads
} ‘ b samples;provide on screen help and paths to the
\ | A other screens.

B

! 151 The Edit Screen It is on this screen that you can create songs and

i | sequences; change instruments and do other fine

ey é polishing to a song.

j a g l
Rl
| / y The Sample Editor A screen that makes use of microphone to record,

mix, alter and save samples.

Within each of these screens, there are little pop-up windows at key-strokes
that prompt for data input, provide information or serve as reminders.
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The following diagram shows a relation between the three screens:

DOS prompt — MAIN

&

Edit

THE MAIN SCREEN

X

Sampler

The main screen consists of a control panel and a worktop.

The Main Screen

| FLFILE F2:EDIT F3PLAY F4:SAMPLE FS:CAPTURE F6:SAMPLER F9:Hf.g£_. [F1]...[F9]

Control
Panel

Worktop

Editing File :INTERMIX NSTf

TEr
Tetra Compositor 4
(c) Copyright 1991 by :
Bram Graveland E
& Published bg
CREATIVE TECHNOLOGY]}:

o

Size

Song Status

: 58778 Bytes

Song Details

i S
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PRTTERN SEQUENCE: : - On-line
. [000 o000/ 001 oS control
Qoo ot z
Tetra-compositor ver 1.00, (¢) Copyrig§1990/1991 by Bram Graveland,
Patterns
Scope

The Control Panel

Each of these functions leads to other screens or pop-up windows when

executed.
What you see

What you don't see

[F1] ... [F9]

[F10] Quit

[Ctrl-]] Rename song
[Ctrl-L] Load Samples
[Ctrl-D] Delete Samples

THE CONTROL PANEL
[F1] : FILE Enters File Manager
New Create new song
Save Save existing song
Write to Save song to a different name
Drive C: Change drive
J2] Change directory
X0000(LNST Tetra's Song File
x0000¢.MOD Tetra loads other song file format
[F2] : EDIT Enters the edit screen
(see The Edit Screen)
Tips and Ticks

[Ctrl-x] where x represents a letter of the alphabet

D Press and hold
b Type

the [Ctrl] key
X
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[Ctr1-D]

To remove samples
(work simultaneously with [F4] of
Main Screen)

[F5] : CAPTURE

To convert and export the samples of
currently loaded song.

b Press Y toplace samples
into the current sample listing.

[F6] : SAMPLER

Enters the sampler screen
requires the Sound Blaster.
(see The Sampler Screen)

[F9] : HELP Provides on-line help
» Use [PgUp] or [PgDn]
to move within help screen.
[F10] : QUIT Exits Tetra Compositor
[Ctri-I] Name or rename current song
The Worktop

There are four aspect of the Main Screen's worktop:

[F3] : PLAY Starts playback
while playback,
No. of Instrument Total instruments used in song
No. of Pattern Total patterns used in song
Current position Refers to current standing pattern position
Current pattern Indicates which pattern sequence is used
Estimated Time Estimated time taken to play song
[F4] : SAMPLE Display a list of Instruments
[name] 0001 Each instrument carries a 4-digit identity
[Ctri-L] Loads a sample for use In Edit Screen
(works simultaneously with [F4] only)
TO load sample
D Press [F4] for pop-up window
D Use [t]or [|] to choose sample
» Press [Enter] to select
When sampled sound is played,
d Press [Ctrl-L] another pop-up
window appears
D Use[t]or[|] to go to blank slot
) Press [Enter]
Tips and Ticks

In any function that prompt for an input, enter a value and
b Press [Enter] to proceed
To abort operation,

D Press [Esc]
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1. The Song Channels

There are 4 identical song channels on the main screen. Each channel
contains micro information of the notes, octave, instrument, speed and

volume. During playback, the information changes accordingly through
a vertical time zone.
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You can choose to play all 4 channels or only selected channels.

TO mute

P Use [1]to [4] for channels 1 to 4 respectively

2. Pattern sequence

A song Is usually made up of a few sections. These sections can occur
one after another, interchange places or be repeated. Tetra Composi
tor has called each of these sections a pattern. Patterns are linked
together in a pattern sequence that look like this:

" PAITERN SEQUENCE:
001

000+ 000] 001| 002+ 003

3. The Scope

Located at the left bottom corner, it moves accordingly to changes of
sound magnitude in a song during playback.
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4. The On-line Control
It allows control over volume:
TO control volume
) Use [«]or []
TO transpose

» Use [tor 1]

THE EDIT SCREEN

The Edit Screen is similar to the Main Screen as it also has a panel control
and a worktop. While the Main Screen performs most macro functions, the
Edit Screen controls the micro details.

The Control Panel

Only four functions are displayed here:

[Alt-F1] : Instrument

01> Instrumenti
02> Instrument2
etc.

Instruments that have been loaded
from the [F4] Main Screen.

A standard format used in this window.
The 2-digit number before instrument is
the code input for the Edit Screen's
worktop.

[Alt-F2] : Pattern

When executed, a cursor will appear in
the pattern sequence box. You can
add, change, link patterns in here.

[Alt-F3] : Playback

Serves the same function as playback
in the Main Screen except that it play
backs at the cursor's position.




block within one channel to another
place within the same channel; to
another channel; or to another song.

[Alt-F4] : Copy Block This is the function to copy a selected

The Worktop

In this worktop, you can input notes, change instruments or add other
effects to the song.

1. SONG CHANNELS

When you enter the Edit Screen, a cursor would appear at the first
channel, ready for further instructions.

TO move within song channels

b Use [tlor [{] to scroll within the same channel

P Press [Tab]or[—] to jump to next column or channel

There are three columns in each channel:

™ Channel | Channel 11 Channel Tl |
:00:

38888888

38888888

Tips and Ticks

When the [F1] to [F10] key is pressed, you are in fact changing the sample's
frequency (ie. speed of vibration), thus causing it's pitch to change. Therefore, if
you have chosen a voice instead of a music note as a sample, pressing [F1] to
[F10] may produce hilarious result.
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The Note-Input column
Function keys are used to input notes:
TO input notes
) Use [F1] to [F7] for notes Cto B
b Use [F8] to [F10] for 1st, 2nd, 3rd octave

Using the left shift or the right shift of the keyboard produces different
effect:

TO Input accldentals

b Use [shift-F1] to [shift-F7] forC toB

The Instrument Column
Tetra Compositor uses a 2-digit number to represent an individual
instrument. A cross reference is obtained by pressing the [Alt-F1]
key - the Instrument window. You can experiment with different
pitches in the Instrument window before entering its code.

b Press [Alt-F1] for the instrument window

The instruments listed are as such:

Tips and Ticks

Accidental - a sign to raise or lower note by half a tone.
( ¥ ) - an accidental sign to ralse note by half a tone.

3-11



The 2-digi
01 >
02 >

b Use [t]or [}]
b Press [Enter]

b Use [1] to [+]

The Effects Column

Name of Instrument

Instrument1
Instrument2

to scroll for instrument
to select instrument

for different pitch in
ascending order

When you want some of the notes to be extremely loud; or you want to
create an effect of an ending by slowing down; or you wish to jump to a
next section abruptly, this is the column to put your message.

TO set volume

» Type Vxx
TO set speed
» Type Sxx

TO transpose

P Type Txx
TO break
» Type B

where xx is any 2-digit between 00 to 63,
00 being the softest to 63 the loudest

where xx is any 2-digit between 00 to 12,
00 being the fastest and 12 the slowest

where xx is any 2-digit between 00 to 12,
each increment is a half tone with default
at 06 when no value is entered.

is to ignore the rest of a pattern from the
point of entry

No value is required.
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The Time Zone

Music is like all living things which travels through time. It is classified
here as a Time Zone. Only with this can all voices or channels be
co-ordinated.

The time zone is sub-divided into 64 rows of time division. The screen
you see only shows part of them. The complete picture can be
envisaged as in the following diagram:

Time Scroll

1

B988REERRS

Tzt

Notes and information added on separate channels will be
synchronised according to its order of appearance - the higher row
being played first and down to the next row etc. The edit function of
each channel allows independent shift of notes:
TO shift notes from current cursor position down
» Press [Ins]

Shifting notes from current cursor position upward would mean deleting
the current note subsequently shifting the rest of the notes upward:
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TO delete note and shift rest of notes upward
D Press [Del]
TO scroll
» Use [1lor [{], [PgUp] or [PgDn]
2. PATTERN SEQUENCE
If you have not grasped using the Pattern Sequence window, the topic,
the Main Screen, refer back to the Main Screen, Pattern Sequence
again.
TO enter Pattern Sequence

» Press [Alt-F2] cursor appears at pattern
position for further instruction.

The concept of pattern sequencing will be discussed in the next section
- Tetra's Concept of Creating a Song.

You can create up to 128 patterns in Tetra Compositor.

A sequencing order
telling its current PATTERN SEQUENCE:
sequence number 001

000+ 000] 001] 002¢ 003}

Tips and Ticks

A pattern in the Pattern Sequence (in capital letter), is a one module noun which is
not to be confused with a sequence (in small letter), which consists of patterns that
are linked together.
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TO create a new pattern at the current sequence position
» Type N
b Press [Enter]

You then find yourself back to the Song Channels.

TO browse through sequence for a specific pattern
» Type [«]or (]
D Press [Enter]

TO build a pattern sequence from 001

b Type [pattern number]

P Type +or- pattern sequence shows
002
» Type [pattern number] for which number must

correspond to your
patterns created.

... Repeat the procedure until end
3. The Scope The same as that in the Main Screen

4. The On-line Control

The volume and transposition can be controlled during playback, like
that in the Main Screen.

Tips and Ticks

A pattern sequence number is just a series of numbers that runs consecutively.

A pattern number is however an absolute number of that pattern.
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THE SAMPLER EDITOR SCREEN

When you see a simple screen that has a horizontal line cutting across, and
two rows of keys at the bottom of it, it means you have entered the Sample
Editor Screen. Basically, the structure of the Sampler Editor screen is
similar to the other 2 screens: 1. The Control Panel

2. The Worktop

Worktop

Control
Panel

The Sample Editor works with either the keyboard or a mouse.

A mouse pointer is represented by a little arrow on the screen. You can
move it in all directions and click on the mouse's left button to select the
function keys.

If you do not have a mouse, an 8x8 keyboard cursor would appear instead.

TO move around with the keyboard cursor

» Use (11, [4], [<lor [=],
[Home] , [End] , [PgUp] or [Pg Dn]

) Press [Enter] to select function keys.
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You can speed up the keyboard cursor movement.
TO change keyboard cursor's speed

b Use [1]to [9] 1 being the fastest and
9 being the slowest

The Worktop

The worktop is a 64kB window with an x-axis representing time, and a y-
axis representing the sound magnitude.

A sample when loaded on the screen, may look like the one shown in the
following diagram:

Magnitude M} Tilea
L i
I
Play Ji Losd | Save Cut b Mix [ Echo Bl vol. e [l Rec &,
Rec. | Losd Al Swap || Quit F| Ins.  [Zoom-] [ Zoom- Play AJZ Muld.

> Time
There are 3 choices of recording time you can choose from;
] Type G for a recording of 5 seconds
] Type U for a recording of 8 seconds
) Type Q for a recording of 16 seconds

The Control Panel
Samples can be loaded, edited, recorded or saved by selecting one of the

function keys on the screen. The function keys are briefly described as
follows:
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These functions encompasees the functions of a manager:

Mouse - Click RIGHT mouse button to
select destination
Keyboard - b Press [INS] to select destination

[LOAD.A] Loads a sample
This will overwrite an existing sample entirely
[LOAD] Loads a sample into a selected block
This will only overwrite a selected area
[PLAY.A]* Plays the entire screen
[PLAY]* Plays only a selected block
[LOOP} Plays entire screen or selected block repeatedly
[SAVE] Saves a sample
When manager prompts for a name, enter not
more than 20 characters
[QUIT] Quits Sample Editor

The other functions shows its editorial abilities. However, before
going into these features, one has to first understand its terminology:

[ACTION]

A block -

A destination -

The function itself. It is an action that is about to
be performed.

A shaded area spanning from the left to the right of
the screen. It shows the enclosure of a selected
area.

Mouse - Click and drag horizontally for a
start and an end of a block
Keyhoard - b Press and hold [Enter] or [Ins]

» Use [—]or[ < ] to select block

Marks the beginning of transformation that is
caused by performing [ACTION].
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[REC.A]* Records an entire sample
[REC]* Records over a block
It overwrites whatever there was in the area
[VOL] Reduces entire or block's volume
Decreases current volume by 1/10 each time
it is activated
[MIX] Mixes a block or a whole with the destination by
means of an addition. An amplification would
result if the marked block is also its destination.
[COPY] Copies a block to a destination
It overwrites whatever previously in the destination
[CUT] Deletes a block
Be careful; as deleted portion cannot be retrieved.
[MULTI] Similar to [MIX] except that It is a multiplying factor
[INS] Inserts a block to a destination
Pushes whatever in destination to the right of
screen. Anything exceeding it would be cut off.
[ECHO] Scales down the magnitude of a block to a
destination. If destination is not empty, addition
would occur with the scaled down block and the
destination.
[ZOOM+] Magnifies from destination onwards
[ZOOM-] Reverses [ZOOM+]'s action
[SWAP] Inverts a block horizontally to a destination
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[SCOPE] Activates the waveform viewer

*  You could choose to play or record at a different sample rate:
- for Sound Blaster 1.5 or MCV

» Use Q to U, Q being the lowest of 4kHz
A toH H being the highest of 13kHz

- for Sound Blaster Pro

) Use Q to U, Q being the lowest of 4kHz
A to J,
ZtoV H being the highest of 23kHz

To have a better understanding of creating a sample, see Advance Topics.

Tetra's Concept of Creating a Song

The theory of creating a substance from an atom to a molecule is being
applied to the Tetra Compositor, this time, with a creator - yourself!

A sample...

A sample is the simplest form created by recording an external sound
through a microphone. This external sound is not limited to just musical
sound. It could be a human voice, a sound effect or a collective sound, like
a chord or a string section, etc.

The pitch, or frequency of a sample could be changed (see Edit Screen,

pg ) to form a note. Many notes could then be combined and
synchronised in such a way to form a pattern.
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A pattern...

In a pattern, you could concurrently run 4 samples together - which is
referred to as 4 channels, or change samples 64 times on each individual
channel. However, with so many combination of putting notes, one can't
just jumble them up and hope for something nice to happen. But why?
What exactly is lacking here is the precise feeling of time, which is referred
to here as the time factor...

Time

Time is about the most important issue in the world of sequencing. When
you listen to a song, you want to feel its rhythm, sing with it or dance with it.
Even when a special noise or sound effect comes in, it has to come in at
the right timing, or otherwise, it becomes an unwelcome interruption.

Most other sequencing software use absolute music figure, like a note
value of a quarter-note, a half-note, etc. to depict timing. In Tetra Composi-
tor however, the absolute value (a quarter-note, a half-note..) does not
exist. What it has here is:

1. A 'jigsaw puzzle" - a matter of putting jigsaws, in this case, notes
together at the right places.

2. Arelative time

3. The undermining samples

Constructing a pattern with the time factor
As mentioned before, there is no absolute note value. When a note is

entered into the pattern, it could mean any value depending on the other
incoming notes.
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Channel | (Note Input)
[ | (Note)
(no note)
(Note)

[ |

(no note) 64 rows of
[ | (Note) Time Divisions
||

(no note)
(Note)
(no note)

B Anoteinput

The diagram shows a spreadsheet of a note-input column in channel I.

Notice that there are 4 notes placed at an equal distance of 2 time
divisions apart.

When played, it will give you a result of four equal detached notes.

Now, use the same screen, but include some other parameters. The
influence of a parameter to the resultant playback is shown as such:

Resultant Playback
1. Increasing speed 4 fast detached notes
2. Decreasing speed 4 slow notes
3. Use along sounding 4 long noes (Depends on the
sample length of sample at the time of
recording)
4. Use a short sound 4 short detached notes
sample
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Constrycting 2 channels
Ch | Ch Il
] ]
L
[ | 1]
[} 64 rows of
E || Time Divisions
| |
[ [ |
| |
N/

The notes in the 1st channel remains the same. The notes in the 2nd
channel are input at no time gap. Again, depending on its parameters, the
resultant playback with these two channels, channel | and channel Il is an
occures ataratioof 1 : 2,

With this extremely flexible combination, complex patterns can be
created. When all these patterns are created and identified i.e. introduc-
tion, verses, choruses etc., you can link them together,repeat them as
many times as you wish, in sequences, to form a song.

A song...

A simple song can consist of just 1 pattern repeating itself. A complex song
in Tetra Compositor could mean a total 128 patterns!

The overall concept and structure is illustrated in the following
diagram:

SAMPLES PATTERNS SONG
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When you are ready

By now, you should be able to:

. differentiate between the Main's, the Edit's and the Sampler
Editor's Screens

. construct a song with Samples, Patterns and Sequences

AT THE MAIN SCREEN
. '[F1] ... [F10] to LOAD, SAVE, PLAY, QUIT

. use worktop to control VOLUME, TRANSPOSITION

AT THE EDIT SCREEN

. [Alt-F1] ... [Alt-F4] to INSTRUMENT, PLAY, PATTERN, COPY

. use worktop to EDIT notes, instruments and effects

AT THE SAMPLER EDITOR SCREEN

. use mouse to MOVE in screen, CLICK for [ACTION]
. use[t],[i], [<Jor[—], [Home], [End],

[PgUp] or [Pg Dn] to MOVE,
. use [1] to [9] to MOVE FASTER, [ENTER] for [ACTION]
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TUTORIALS ... Learning made easy!

The tutorials are classified into topics. So, if you wish to skip tutorials, you
may do so at any point.

Begin from an Existing Song File

This section is based on a song loaded from the sub-directory of \TETRA
called \SONG. The name of the song is "GREEN"

Playing around with your keyboard

Loading a song...

1

At Main Screen,

b Press [F1] to access to File Manager
2. Select \SONG directory,
b Use L5 4] to go to [SONG]
b Press [Enter]
3. D Use (11, [} to select "GREEN.NST"
b Use [Enter]
When the song is loaded, the pull-down menu will disappear and
the song is ready to be played.
Playing the song...
1, Start playback,
b Press [F3] Notice that the data in the Song
Channels scrolls accordingly to
playback

If you are using the Sound Blaster, make sure you have an external
speaker hooked to your Sound Blaster.
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Pausing the song...

1.

Pause playback,
D Press [Pause]
Resume playback,

b Press [Enter]

Transposing the song...

1.

Transpose up,

D Use (]

2. Transpose down

D Use 1

Changing the volume...

1.

Raise volume,
b Use [—]
Lower volume,

D Use [«]

Mute Playback...

1.

Now the data in the Song
Channel stopped. This is to
enable you to view the parameters

The song continues from where

you have stopped. 2.

Notice a leftward shift of position
at the On-line Control and a

change to a lower key. s

This time a change to higher key,
and a shift to the right in position
at the On-line Control

Mute channels,

D Press 1 Channel | disappears indicating
the channel has been muted
b Press 2 Now, channel |l disappears as well

3 isfor channel lll and 4 is for channel IV,

Playback muted channel
b Press 1 This time, channel 1 appears

D Press 2 Channel |l also returns

Stopping song...

Stop playback

[ESC] The playback stops

D Press

So far, your tutorial only covers the main screen. Now let us go to the Edit
Screen.

Entering Edit Screen...

s

The volume is louder

The menu changes and a cursor
appears at Channel |

b Press [F2]

Playing notes...

i

The volume is softer this time

The Volume On-line Control's position moves accordingly.

Observe the first colume carefully.
The notes change from C-1 to D-1
. B-1

b Play [F1] to [F7]

You have played all the notes at the same cursor position, thus causing
the previous note to be replaced by your new input.

4-5



2. Play the notes again, this time,

b Play [F1]

b Move [4] one step,

b Play [F2]

b Move [}] next step, etc,
Until [F7]

3. Playback song
D Press [Home] to start song from beginning
b Press [Alt-F3]
Bravo!l You have created a series of notes along with the song.
Changing parameters...
1. Change instrument,

b Use [—] to move to the next column,
i.e. the instrument column

d Type 2 over the current instrument 1.
Instrument changes from guitari to cliop

2. Playback song,
D Press [Alt-F3] Notice a change of sound

You may try other numbers to experiment with other instruments

3. Change effects,

b Use [—] to move to the effects column
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Moving around... Creatin ong From Scratch

1. D Type - many times

Ubserve gl the numpsrecarefully There are many ways of creating a song. You could load an existing song

and edit from it, or you could copy part of a song to load into your new
song. Rhythm is one part that could be appropriately loaded into a new
song. It is therefore advisable to put all parts of a rhythm section on one
channel, since you can only copy a single channel at a time.

Notice that only the uppermost number runs consecutively up.
2. D Type - many times

T upeesost nurpkier eveniuaIl rRiUrRE 001, In this part of the tutorials, you will learn to choose your own instruments,

What you have done is to add or delete sequence numbers through Cleting paugils ans R e

sequence that has been created in the song.

3. Exit pattern sequence Starting a new song..

1. At Main Screen,

D Press [Esc]
Writing to a filename... b Press (F1]
1. D Press [Esc] Until you are at Main Screen pUSe V) to [SAMPLE] directory
2. D Press [F1] for File Manager b Press [Enter]
You enter the [SAMPLE] directory so that you can access to the
3. ) Use (1] or [4] to go to [Write to7] instrument listing that is provided with the Tetra Compositor.
e U 2. » Use [1] to INEW] file
When Tetra Compositor prompts for a name: ¥ Plask [Enter]
il ¥l Toienal This opens to an entirely new file.
D Press [Enter]
Selecting and loading Instrument samples...
Tips and Ticks
3 : 1. Sample listing,
When entering a + sign, be sure to press and hold the shift key. b Press [F4)
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b Use [t1, NI 2. From loaded samples
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2. Create new pattern,

b Type V00 .. V64  Volume
TOO .. T12  Transpose : D Press + Pattern number should read 002
S00 .. S12  Speed this time
B Stops a song pattern abruptly
P Press [Enter] Cursor is back to channel 1
Sometimes you may wish to repeat a section or copy a section over to
another place: 4. Input notes
Copying block... After you have complete pattern 002, repeat the procedure for creating
more patterns. When done, you have to go back to Pattern Sequence's
1. Start of block, window to link them.
b Use (11, [} to select the first note to copy Linking patterns...
D Press [spacebar] to mark beginning Let's assume that you have created 3 patterns and want to link them in this
order:
2. End of block,
To play - Pattern 001 first
b Use [i] to select the last noteto copy . Pattern 002 second
- Pattern 001 third
D Press [spacebar] to mark end = Pattern 003 fourth
- Pattern 001 last
3. Copy block
D Use [t1,[], [«]or [-] to select destination
D Press [Alt-F4)
Patterns
What you have entered so far will go into pattern number 1. If you wish to
create another pattern, you must go to [Alt-F2] to create; 1. D Press [AIt-F2]
Creating patterns... When you enter the Pattern Sequence window, the sequence number is
not on 001,

1. D Press [Alt-F2]
2. Go to Sequence number 001,
The cursor will appear at the Pattern Sequence's window.
b Use [«<]or [-]
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3. Enter pattern number,

[ Fgc

Mmelteq wen elseid
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What it should look like in - Pattern column S_equens_e_mlumn
~emetsg prbin,
Play pattern 001 first 001 001
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Back to pattern 001 001 | 003
Then play pattern 3 003 004
Lastly, play pattern 1 it OO0 misiiss 0QBlg oT
3] S00

When finished, playback sohg

Fine Tuning

When you enter a song from scratch, you are bound to edit and improve on
it. If the song you have entered uses all the 4 channels, it would be ex-
tremely difficult for you to locate minor errors when all 4 channels play
together. Thus, you need to use the muting feature to "cover-up" some of
the channels.

Muting channels while playback...

[SH-HA] zeatq €4 .
1 ) Ptrees‘ 1"__ BRI On- -screen channel 1 dlsappears
| sansupas sril wobniv eongduing Seiannel 1455 §'miuted”
Ul no "Iﬂi
For channel 2 to channel 4 ; ,
00 18dmun sonsupac ot 0 .8
D Press 2, 3 or4 respectively
{+] ﬁ<:,{~~I agl) €
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Retrieving muted channels...

1. b Press 1 On-screen channel 1 now appear.
Sound is back too.
b Press 2, 3or4 to retrieve channel 2, 3 or 4

On the otherhand you could slow down playback's speed so that you have
enough time to glance while playback. Do so by adding a temporary slower
speed at the Effects Column. (Parameter is S00 ... $12)

When finished, playback entire song.

When you are ready

This is your last topic about the Main Screen and the Edit Screen before
going on the the Advance Topics.

Try figuring out what these codes mean. If these looks foreign to you, go
back to the Basics or the Tutorials again.

. [F11, [Song] , [Sample] , [New] , [GREEN.NST]
. [F2],CtoB-[F1] to [F7], [Alt-F3]

. [F4], [Ctrl-L] , [1] to [+] , [01>BDRUMS]

. [spacebar], [{], [spacebar] , [Alt-F4]

. [V00..Vve3], [S00 .. $12], [T00 .. T12] , [B]

. [Alt-F2], [+] or [-]
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Advance Topics... What a Feat!

You are already an expert if you have follow all the chapters until now,
though not completly untill you have mastered the Advance Topics.

The Sampler Editor

In this chapter we shall deal with the logistics of creating and editing a
sample in the Sampler Editor. It is impossible to cover all logistics of sound
in just one topic. This section is meant only as a guideline to shorten the
path to constructing a sample you want.

You will also learn how to import other song file formats.

WHAT YOU SHOULD NEED

You would not be able to enter the Sampler Editor's Screen if you do not
have a Sound Blaster. Beside the Sound Blaster, you need:

1. A microphone - Otherwise you cannot record a sample
from an external source.

2. A mouse - Optional. You could also use the PC's
keyboard.
WHY NEED SAMPLER EDITOR

A sample, in the Tetra Compositor, is simply an instrument. Many samples
have been included with this software. All you need to do s to call these
samples from the Main Screen's display [F4], load into your song and
playback. What if you could not find any sample that suits your composi-
tion? Well, you could always use a "sound-like" sample. But that is cer-
tainly not the ultimate solution. Now by including a Sampler Editor with the
Tetra Compositor, you could well be achieving an ultimate solution, i.e. you
must know how to use it!
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EDITING AND ENHANCING SAMPLES

All the function keys has been explained in the previous chapter, Basics
(pg. 3-14).

Ideally, if you could record any sound, you do not need to do any editing at
all, since the recorded sample will definitely sound like the real one. In
actual fact, if you want an echoing sound, are you able to find a real one, or
do you have to go to a cave to record a sound to get an echo effect?

Under these circumstances, the edit functions could come in handy.

The above diagram shows a sample waveform that has a reducing ampli-
tude. The amplitude is greatest at the beginning. When the sample is _
played, it will first begin with a strong attacking sound, subsequently dymg
off. Not all samples have this type of waveform. However, the relationship
between the type of sound and its magnitude is always linear, i.e. the
greater the magnitude, the louder the sound. This is important when you
wish to select a block for editing.

The following section is a step-by-step explanation on the terminology of
the screen.

The Sampler Editor's Screen A Block

There is no sample shown on the screen when you first enter the Sampler
Editor's Screen. The entire screen is also shaded in grey (block) by de-
fault.

To load an existing sample,

Using mouse Click [LOAD.A]

Using keyboard D Use [1].[{], [«<]or [2] to go to [LOAD.A]
P Press[Enter]

A block is an enclosure of a section within the time span. It is shown on the
When Tetra Compositor prompts for a sample number, refer to screen as a grey or shaded zone. A block can cover the entire screen,
Appendix B for an appropriate instrument, type its 4-digit corresponding (which is the Tetra's default.)
number and press [Enter].
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Resizing a Block

Mouse : 1. Use left button to click and hold anywhere along the
current left line,

2. Drag horizontally across the x-axis to a new start of block.

Release left mouse button.

3. Use left button to click and hold anywhere along the
current right line.

4. Drag horizontally across the x-axis to a new end of block.
Release left mouse button.

—_

Keyboard : b Use [«]or[-] tomove to current left line.

D Press and hold [Enter]

2. b Use [«]or[—] tomove to new start of block
D Release [Enter]

3. D Use [«]or[—] tomove to current right line.
D Pressandhold [Enter]

4. b Use [«]or[~] to move to new end of block
D Release [Enter]
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A Destination

A destination is the starting point at which transformation occurs after
selecting an edit function key. It is shown on the screen by a red vertical
line. By default, no destination is shown on the screen.

TO Mark a destination ik
T destination

Mouse : 1. Click on the right mouse button
Keyboard: 1. b Press [Ins]
t iti

Echoing...

Note: To produce good echoing effect, the loaded sample must be
short spanning not more than half of the x-axis.

An echo is felt when a sound repeats itself in a diminishing manner.

: {1 Select the entire portion of the waveform.




2, Select a destination that immediately follow end of block.
3. Select [ECHOQ]

What you get is a similar waveform that is reduced in magnitude. An echo
would not sound real if it is only echoed once.

4, Select the reduced waveform.

5. Select a new destination, this time, immediately follow the end of
new block.

8. Select [ECHQ]
There is no absolute number of times an echo should produce. Listen to it
and do a few more echoes if necessary. When you are satisfied with its
sound, REMEMBER to save your new sample.

Tremelo...

A tremelo is a rapid repetition of a sound. You can use it to create a
"machine-gun" effect.

1 Block a small part of a waveform

2, Place destination line at end of block.
3. Select  [INS] a few times

4, Playback [PLAY.A]

Mixing...
You can mix two samples together. To achieve a pure effect, one has to
experiment for a good combination of samples. If one of the samples is too
loud or complex, it may cover up the other sample totally.

1 Load a sample on the screen,

2, Select any block that will not include the waveform.

3. Use [LOAD] to input the other sample that you wish to

mix. (No destination is required.)
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4, Select the shorter waveform as new block.

5 Place destination immediately after new block.
6. Choose [MIX]

re Use [CUT] to delete first sample, since you have mix

it with the 2nd one.
8. Playback [PLAY.A]

The best way to understand the Sampler Editor is not to read about them
but to experiment and hear its resultant sample playback.

OTHER FILE FORMATS

If you have previously used other software to compose your songs, or have
downloaded some songs from the bulletin boards and wish to use it in the
Tetra Compositor, you may do so provided it is one of the file formats listed
below:

1 Files with extension, .NST/ an Amiga* song file format which
.SD4 contains 31 samples.

2 Files with extension, .MOD/ an Amiga* song file format which
.SD2 contains 15 samples.

TO load any of this format, use the Main Screen display function [F1] to
load as usual. After editing, you must save in Tetra's Format.
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Conclusion

Care has been taken to cover every aspects of the Tetra Compositor.
However, knowing how to use the Tetra Compositor is not enougr] fo _
produce a good song. It takes lots of patience, experience, experimenting
and discovering to completely understand this software. Listen tg all the
songs provided with the Tetra Compositor. You'll know whether it is worth-

while spending your time for!
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