Explanation of basic terms

Filter A high-pass filter only lets through sounds above the cut-off pitch
(high sounds). A low-pass filter only lets through lower frequency sounds
(deep sounds)

Reverb makes the music sound like it was recorded in an echoic cathe-
dral, or perhaps your bathroom!

Delay adding repeats of the sound as if it were played in a cave

Degrader This effect is often used to add a 'retro' quality to sounds, like
those very popular gaming machines that had 8 bit sound.

Phaser giving a “whoosh” synthetic sound making it sound sci-fi! Indeed,
the voice of C-3PO from Star Wars was created by taking the actor's voice
and treating it with a phaser.

Distortion is the horrible sound made when you record something too
loud! Lead guitarists in rock bands, however, like the sound it makes!

Compressor_This is an effect that reduces (compresses) the dynamic
range of the signal input, so that it isn’t so varied.

EQ stands for “Equaliser” and is several tone controls to remove or add
more of frequencies like ‘high’, ‘mid’ and ‘low’.

Limiter This stops sounds being any louder than at the point it is set. Im-
agine having a teacher who suddenly shouts when you are not expecting
it, this device stops it being so loud that it makes you jump!

Fakie This is a weird sounding device, making the music sound digital.
Tremolo This adds a trembling (vibrato) effect to the sound

Normalise If a sound was recorded at very low level (very quiet),
‘normalising’ it brings it to the loudest it can be before it distorts.

Quantising is the process of ensuring notes are set exactly on beats or
fractions of beats to fit in exactly with other tracks in the Arrange Area.
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Sove Historg .......

Using computers to make music is nothing new. A scratchy recording
of “Baa Baa Black Sheep” and a shortened version of ‘In the Mood’
are thought to be the oldest known recordings of computer generat-
ed music! We perhaps know computer music as Kraftwork or the BBC
sound effects for Dr Who. Computer music has it’s origins in Musique
concréte from the 1950’s . They used reel-to-reel tape recorders and
microphones, and ‘constructed’ their musical theatre. In the 1960’s
composers used electronics to create synthetic sounds (synthesisers).

Since those days computer music has become used more and more,
so that nearly all POP and CLASSICAL music and even modern film
tracks which sound like full orchestras, are put together synthetically
on a computer!

Your Proj ect...

= You are going to learn how to wmake wmusic loops and add

Your own audip!

= You are going to learn to learn about MIDL and design your

owwn vansicl

= You are going to learn the basics of Digital Signal
Processing (DSP) to lead you lnto being able to use the
’mo{ustrws’cawo{am{ systems, such as LOGIC, Protools and
cubase,

= You will make your own sound track for an Lmaginary

computer game You have designed!

How do you feel you have done in this topic?

I can assemble all the sound

loops | need to make my @@
project!

I can add my own melodies

using MIDI.

I can change the dynamics of

different sounds. @ @
I can pan sounds within a

stereo sound-space. @ @
| can add special effects to

tracks, such as reverb and @ @
EQ.

| really enjoyed doing this
project. @ @
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Title of your Computer Game

| T ']

Who is working with you in your project?

What is the game about?

| I

What sort of sounds did you need to use to
make the music fit in with the type of game?

The Screen Overview

Lesson 1 To understand the basics of DSP
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Task |

You de o (Ree . Sroe piete of music using the. "oops” that dee dudiigbie in he Lisk
dnd Mealig. Sdebie.. Each oop will be. |, 2, o2+, '0aes” ona, S tronse diffeeent mes
st gp wel tgganes, and wsp whith gjve toegsting Sounds!

l. Seletr e sound o Wik by aiaa%.

2. “Then 9@0 the sound o Wit and move it oveg intp the Aw Aeeq..

3. Youwill see it you Can move it oo and even tapy dnd paste maee on the
Stme ARUEK g ptheg AROEKS!

4 To pldsy ypueARALKS o hege how thesy dee developing peess these burons;

Shows the bar

To go back and “beat”
a bar To go forward that you are at
Play and stop
To go back to a bar
button

the beginning

5. Remenbeeto sguie youe work when you hge Finished

Peess o0 4ne 4op 1ef Hhen dnd give i dngme!

TSk 5

To create a 30” piece of music to ac-
company a computer game that your

company has created. It should fit in
with the type of game you are
producing.

You should use loops of sounds
plus make your own MIDI notes.
Think about the type of game;

= lIsit fast moving?
= Is it fun or serious?

=  What age-group is it for?



To expeciment, why

ot Selett diffecert  menfE e WUB Macine
instments feom tne e

deap down menu!

(Don"*tuse Deaum Ma-

thine SAM-1 02 5PL)

= To dold more ARAKS, Just foliow Hhe insteuttions |-+ dgfin!

o Don'thoeaer-t teegte some qpod phytws, and dtune with . vadiety of pitth
dncl dynaanits. Tey-to ke i Loty g gjve it g ngane!

FoRArose wikaing o pidyy musiCal nres in ‘eeg)
time’ press view, Show vietudl Keyboded. Peess
e cound retogd buton Creanspot window) dnd
use Ahne Keys on youg. Cmputies keyboed. To top,
PRESS e Hianguide pigy butkon.

Touse ‘Chietis’ (explangtions o plog 12> press

Filter
Reverb

FX o0 the thanned stelp and then the * +” Sign petey

Degrader

next it thnse 4he effetrs) Y Witk Yes, | -

Compressor

you (an hve moge thgn one! = Eoster

Fakie

Tremolo

Task 2

Now itk you have (egted ypugFiest musit. ops” ypou now veedl 4o make he musié soand
prokessiongs by mixing the Souncls in post-produbton. Tris inthudles;

levels: Alter sound levels of each

B3 Audio Channel 1
NENNEEY o /

‘track’. Create crescendos
(getting louder) and diminuen-
dos (getting quieter). 1. Click to
the right of the ‘automate’

button and select volume. 2.
Click on the horizontal line to
make it go yellow. Pull it up or
down to go louder or softer.

Uise soundl tevels (alume, dynamits, (gestend, diminuendo) [og effetr; have s of
viieties and make sound levels dpprapeidie For whiie you dee tying o dthieve!

Panning: Separate the tracks by
placing them in the stereo field,
by ‘panning’ them left or right,

Display Off

or get them moving about!
1. Click to the right of the
‘automate’ button and select

Volume

pan. 2. click on the yellow line
and pull it up to go Right or
down to go Left.

Uise pdn (pasoemdmd, ekt e, Cenive dppropeide. For widt you deeARying b
dthieve! Top muth “Ceneds” sound is confusing ancl boina, but Simigety don't jusk puk
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- Hhings hagdl 1efr e gt How aJommmﬂ Hhem woving dtesss the ’spmnd«smﬂe‘
To hear a track on it’s own press the “S” button on the left
8 of the track. To mute (silence) a track, press the “M” button.




Experiment with EQ, reverb,
and other effects! Press the
‘FX’ icon, press the ‘+’
button, select an effect (eg
‘EQ’) and alter sounds on
that track! Press PLAY on the
transport window to hear
them!

Try to open “Reverb” for
one of the tracks and see
how you can make the
sound ‘dry’ (like in a small
room) or ‘wet’ (like in a
cathedral or school hall!
Try settings like;

50% size
100% width
100% wet
40% dry

Task 3
Expecimenting with FX

Hle kO View Setungs  Soundaton  Help

Filter x Audio Channel 2: Equalizer

M Reverb . Bypass
= Delay = High (like

Degrader cymbles)

fiose e (. ? adjustment

Distortion
Compressor

Equalizer gl Low (bass)

Limiter : adjustment Mid (musical
of volume instrument

e m frequencies)

[ L

Fakie )
Tremolo

— adjustment
() EJED Audio Channel 4 !
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Display Off

Is it central (0%)
nel 48 or very stereo/

Size of the

' room

How much of

“} wide sound-
stage (100%)

How much of the original

the reverb you sound you

want to hear want to hear

Explanation of all effects is

on page 12!

Task 4

You (an now (gege oL DWi MUSICA noes by gwlo{m9 AMID! 44!

I CIiEK on Hhe borom 1efr 4+ iton with
he musSitdl notes nexto it rwill then

(Regde 4. bive 1alK.

ﬂ],@ @_;J O EE

2. NowSeletr gy instument feom Hne
deap dow list:

2. Now Gtk 4 the ngmﬁm biue

nSteument thgnnel +o open up 4 daek biue note tip box.

4. Double Gtk on the note Gip boxto CRedde g viekugd Keyboaeel S 4 you (n wiite
Notes and make YU oW MuSitl Steerth the vote boxes 4 make e notes 143t

ngee. The hiah pitth notes e gitne 4op.

The Pointer tool adjusts
the duration and position
of the notes.

Pen tool - creates the
notes

Velocity tool - adjust the
dynamics (volume) of the
notes.

1
§
—-—
=R
=3
=il
—_—
=
-]
-
=i
=5
|
-]
-
=3
=i
sl
-
=
=

5. Now hive d.gp rmdking ypue own music] Remembeg o Sve youe. tompasition
ol give it d.nge!

o hede. you. woeK use the {RnSpogk meals,

7



