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INTRODUCTION TO POWER CHORDS ™

Welcome to Power Chords for UltraSound. Power Chords is a guitar based music creation program,
that provides you with tools to make creating music easy and fun. Even if your knowledge of guitars
and guitar chords is limited, Power Chords has tools to help you experiment and learn about chords.
Power Chords represents everything graphically for your convenience and ease. With one click of the
mouse, Power Chords gives you the feedback you need to allow you to experiment, and to get results
quickly and efficiently.

Upon completion of the tutorial you should be able to use Power Chords to create music. More
extensive information on Power Chords is available via the intensive help facility. The most important
rule of thumb is to experiment - try things! There are often many different ways to accomplish the
same task. Find out what suits you best.

You are encouraged to write and distribute Power Chords script files. Power Chords script files are a
powerful medium through which you can create interactive lessons, tutorials, or even musical
correspondence. Using the Staff window can help you relate stringed instrument chords to their
notated counterparts. As well, when it comes to learning about Chord Progressions and their use in
songs (i.e. percussion rhythms, arranging, etc.) Power Chords is ideal.

Load the various sample files provided and try them out. You will get a better idea of how to use Power
Chords by studying the sample songs.

Power Chords 1



RUNNING THE TUTORIAL

Power Chords comes with a detailed, interactive tutorial. We highly recommend that you take the
time to run the tutorial in order to quickly learn how to use Power Chords.

To run the tutorial:

¢ Start Windows (if you're not already in Windows).
Type: WIN

¢ Double-click on the GRAVIS ULTRASOUND icon found in the Program Manager window.
¢ Double-click on the POWER CHORDS TUTORIAL icon to start the tutorial.

There are three tutorial script files in all; TUTOR1.SCR, TUTOR2.SCR, and TUTOR3.SCR. They are
linked so they can run in sequence automatically.

However, if you wish to stop after any part of the tutorial, you can access the next part by loading the
appropriate file.

2 Power Chords
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POWER CHORD CONCEPTS

song Structure

A song is composed of one or more parts. Power Chords lets you create the following parts to use in
your songs: Chords, Chord Rhythms (strumming, plucking, or fingering patterns to apply to the
chords), Drum Parts, Melodies, and Bass Parts.

Each part is composed of small music elements that are repeated as needed. It is possible to use one
music element the full length of the song, but usually each part will contain shorter sections that are
repeated. This means that you only have to create the repeatable section once. You can then reuse the
section in various places in the song. Variations of music elements are easy to create by modifying a
copy of the original.

songwriting Technique
Often, the first part of the song to be created is the chord structure. Each chord used in the song is
created using the Instrument window and is stored in the Chord Palette. Only one copy of each chord
is needed in the palette as the chord may be copied from the palette into the song to as many places
as you like. All the palettes in Power Chords function in this way. Once you have all the song’s chords
in the Chord Palette, they can be copied into the Song window to the appropriate locations.

Next Chord Rhythms are created. These patterns are used to play the chords in the song and are
equivalent to strumming or plucking patterns on a stringed instrument. The Rhythm Editor is used to
create each repeatable Chord Rhythm. As each Chord Rhythm is completed, it is stored in the Chord
Rhythm Palette. Chord Rhythms are copied into the song to the appropriate locations.

Power Chords 3



Drum Rhythms are created using the Rhythm Editor and are stored in the Drum Rhythm Palette.
From the palette they are positioned in the song into the appropriate bars. Like Chord Rhythms,
Drum Rhythms automatically repeat until a different one is encountered.

Bass Parts and Melodies are created in the Rhythm Editor in three ways: (1) using the mouse; (2)
importing from a MIDI file; or (3) recording directly from a MIDI instrument. Once melodies are
stored in the Melody Palette they may have one of many MIDI patches assigned to them. This applies
to Bass Parts as well.

Finally, completed songs are saved in Power Chords song files. The song itself and the contents of all

the separate Palettes are saved. Instrument set up and drum kit information is also saved in the file.
The song can also be saved as a Standard MIDI file (Type 1) to export to another music program.

4 Power Chords
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ABOUT MIDI

How Power Chords makes music

Power Chords sends out Musical Instrument Digital Interface (MIDI) messages - electronic codes
such as ‘Note On’, ‘Note Off’, and ‘Patch Change’. These messages are what triggers your sound
hardware (UltraSound) to play notes or to change instrument sounds.

Patch Changes

A patch change is a type of MIDI message that tells UltraSound which music sound to use on a
particular MIDI channel. There are sixteen channels in all, and each can have a different patch setting
if desired. Because the MIDI note information for each instrument is on a different channel, the
sound hardware can play different sounds at the same time.

A patch change command can specify a patch number from 1 through 192. UltraSound is a General
MIDI device which responds to these patch numbers by providing a patch which corresponds to the
General MIDI sound for that number.

General MIDI

With General MID], any sound module that is General MIDI compatible has its various instrument
sounds mapped to the same patch number.

For example, under General MIDI, patch 1 is always piano. Trumpet is always patch 57, flute is always
patch 74, and bagpipe is always patch 110.

General MIDI makes things a lot easier. If my friend and I both use a Gravis UltraSound card (General
MIDI compatible), I can select instruments by name, and Power Chords knows which instruments go
with which patch numbers. Any songs I create will play back on my friend’s setup sounding just as
great!

Power Chords 5



Power Chords displays many icons on its main screen. Once clicked on,
each item turns into either a palette or a window to help you create
the parts you want to put into your song.

File_Options _Paletic_Soi

For each palette and window item, a brief description of each is
given below. Each palette works in the same manner; therefore,
one “How to Use” list is provided after the palette descriptions to
help you use them.

lcons —
natument  Tempo. 120

Palettes

Chords

Chord Palette is a storage area for chords. Chords can be moved to the Chord i o1
Palette from the Instrument or Song windows. Each chord in the palette is (LGose ] | Sount
represented by a window with the chord name as its title. In the window is a
picture of the chord(s) (see Fig. 2).

CMaj | [ FMaj | [ GMaj | =

Note! When you create and save a Power Chords song file, all elements written : : :
to the various palettes are saved into Song. Fig. 2- Chord Palette

controls

The Control Palette is a generator and storage area for MIDI control sequences. Control sequences
are used to send control type MIDI data such as Patch changes and Controller changes to a MIDI
device. Each control is represented by a window with the control’s title and a control picture inside,
which resembles the Chord Palette.

6 Power Chords
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Chord Rhythms

Chord Rhythm Palette is a storage area for chord rhythms. Chord
rhythms are created using the Rhythm Editor (see Fig 3). Once

the Chord Rhythms are created, each chord rhythm can then be
moved to the Chord Rhythm Palette, which looks similar to the
Chord Palette (see Fig. 2). In fact, all the palettes look like the chord
palette, except each is a different colour and has its own title.

Each chord rhythm is represented by a window with the

chord rhythm’s title and a chord rhythm grid inside. Fig. 3 - Rhythm Editor; creating a Chord rhythm.

=] Chord - Untitled ~{-

M P Y m M

Drum Rhythms

The Drum Rhythm Palette is a storage area for drum rhythms. Drum rhythms are created using the
Rhythm Editor. Once the Drum Rhythms are created, each drum rhythm can then be moved to the
Drum Rhythm Palette, which resembles the Chord Palette (see Fig. 2). Each drum rhythm is repre-
sented by a window with the Drum Rhythm’s title and a drum rhythm graph inside.

Melodies

The Melody Palette is a storage area for melodies. Melodies are created using the Rhythm Editor.
Once the Melodies are created, each melody can then be moved to the Melody Palette, which re-
sembles the Chord Palette (see Fig. 2). Each melody is represented by a window with the Melody’s title
and a melody picture inside.

Bass Parts

The Bass Part Palette is a storage area for bass parts. Bass Parts are created using the Rhythm Editor.
Once the Bass Parts are created, each part can then be moved to the Bass Part Palette, which
resembles the Chord Palette (see Fig. 2). Each bass part is represented by a window with the Bass
Part’s title and a bass player picture inside.

Power Chords 7



How to use the Palettes

To sound any chord, rhythm, melody or bass part in a palette, click the right mouse button on the part
you want to hear.

To move a chord, rhythm etc., click on the part title and drag the part where you want it. Song parts
can only be moved inside a palette in this fashion.

To copy a part from a palette, click on the part (not the title) and drag it to a destination.
To edit, double-click on the item you want to edit.
To discard a part from a palette, click on the part and drag it to the Garbage window.

To clear a palette of all items, select Palette from the menu, and select the palette you want to clear

(i.e. Clear Chord Palette).

Song Window %3 %g % = hords
The Song window is the heart of song writing and music playing || | o @( ‘

in Power Chords. The Song window provides a bar by bar puchord A
framework in which you can place the various music elements

that make up a song such as Chords, Chord Rhythms,
Drum Rhythms, etc.

Windows

GMaj ICMaj ||

K|
Chord Rhythm | Fig. 4 — Song Window
8 Power Chords Drum Rhythm
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Note!

To create a song, drag music elements from their respective palettes into the appropriate bars in the
Song window. Music elements can also come directly from the Instrument or Rhythm Editor.

To discard a music element, click on it with the left mouse button and drag it to the Garbage window.

You can edit a music element’s parameters once a music element is in the song window. The music
element’s Title, Channel and Patch can be edited by double-clicking on it. This invokes the Edit
Rhythm dialog box, just the same as if it was double-clicked on while in a palette. However, changes
made to a music element are reflected in all the copies of that music element in the song. For ex-
ample, if the same Bass Part is used in three different places in the Song, and you double-click on one
of them and change the patch used, the other two instances of that Bass Part will also have their patch
changed.

The music elements dragged to the bars of the song window are displayed. The Display of all the
different music elements can be turned off in the Song Options dialog box, reached via the Song
menu.

To start playing at a particular bar, double-click on that bar in an empty area, that is, an area where
there is no music element or chord. The song will start playing at that point.

Music elements that start before the bar will not be played. Music elements that start or repeat on
the bar will be played, as will all music elements starting or repeating after the bar.

To play any element visible in a song, click the right mouse button on the element.

To play a single bar, click the top most area of the bar, just under the edge with the right mouse
button.

Stop Button stops the song playing immediately. P Chords 9
ower Chords



Song Elements
Chords will not play unless they are accompanied by a Chord Rhythm. Chords must be specified in
bars —they never repeat automatically.

Chord Rhythms never sound unless there are Chords with them. They may be longer than 1 bar, and
will play and repeat until overridden by a later chord rhythm.

Drum Rhythms may be longer than 1 bar. They will play and repeat until overridden by a later drum
rhythm.

Melodies may be longer than 1 bar. They will play until overridden by a later melody. They do not
repeat automatically.

Bass Parts may be longer than 1 bar. They will play and repeat until overridden by a later bass part.

Controls are always played at the beginning of a bar. They do not repeat and do not run longer than 1
bar.

Tip: To enter a period of silence for one type of music element, create an empty music element with
no notes in it and drag the element into place.

10 Power Chords
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Rhythm Editor =

The Rhythm Editor is used to create most of the music elements [ —
in Power Chords: Chords, Chord Rhythms, Drum Rhythms, Melodies, [&%"

and Bass Parts. Musical time is represented as a grid with time et
running left to right, and different notes running top to bottom. E%

The darker vertical lines in the grid indicate beats. The beats are e
numbered at the bottom of the grid. Notes are represented in the e

grid as blue squares. The intensity of color indicates the relative -4
loudness of the note (MIDI velocity). The longer the note square, e |

the longer the note. e

You can create and edit Chord Rhythms, Drum Rhythms (see Fig. 5),
Melodies, and Bass Parts with the Rhythm Editor. As well, you can -4 jr;‘%':‘\ct’;":fd“”? creating
freely switch between these four without losing data. You can also

use the Rhythm Editor to record Melodies and Bass Parts from an

external MIDI instrument, or to import Melodies and Bass Parts from

external standard MIDI files. We suggest you go through the tutorial to learn more about the Rhythm
Editor and its functions.

Play Button plays the current rhythm once through. As the rhythm plays, the grid information will be
scrolled if necessary to show the current beats being played. A black bar will appear above the current
beat. When playing is done, you will be returned to the beat you were at when playback started.

Loop Button plays the current rhythm over and over until the stop button is pressed. While the
rhythm is looping, you can add or remove notes in the grid, change resolutions, etc., to create your
rhythm in an interactive way. This option is especially useful when creating drum rhythms.

Stop Button stops the currently playing or looping rhythm. It also stops recording, if applicable.

Power Chords 11



Resolution Scroll Bar, just to the left of the play and loop buttons, allows you to change the resolution
of the rhythm editor grid in terms of the number of divisions per quarter note. This scroll bar is mainly
used for the easy entry of various values of notes.

For example, if you want to enter quarter notes, you would use the very top resolution of one division
per quarter note. Then as you click on the grid, quarter notes are entered. To enter eighth notes, click
the down arrow on the scroll bar once. This changes the grid so that there are two divisions per
quarter note (eighth notes). The resolutions go down to 96 per quarter note.

Making Long Notes lets you enter notes longer than the current division by pressing the Shift key and
dragging the note to the right while the Shift key and mouse button are still pressed. This extends the
note to the right.

Velocity Change Buttons change all the velocity of every note in the current rhythm up or down by
four for each button press.

Velocity Scale lets you alter the velocity of an individual note by clicking on it with the right mouse
button, and dragging it up or down. As the mouse is dragged, the note will be re-triggered at the new
velocity so you can judge where you want it to be. As the velocity changes, the note’s color will also
change.

Horizontal Scroll Bar appears when the whole rhythm cannot be displayed at once. It allows you to
shift right or left to the beat desired.

12 Power Chords
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Note!

Rhythm Elements

Chord Rhythms are a bit different from the other music elements the Rhythm Editor can create.
When editing a chord rhythm, the horizontal areas are not used to represent notes, but the instru-
ment strings (see Fig. 3). A chord rhythm cannot be played by itself —it needs a chord to tell it what
notes are on the strings.

The same chord rhythm can play many different notes depending on the chord put with it, because it
indicates when the strings are to be played, not which notes.

Melodies and Bass Rhythms are straight forward. The horizontal areas represent notes. The range of
these notes is set when you create a new rhythm, or when you import or record from a MIDI instru-
ment.

Drum Rhythms are also straight forward. The horizontal areas represent the different sounds
available in the Drum Kit.

Instrument

The Instrument window contains the emulation of a stringed instrument.
This is where chords are created for storage in the Chord Palette, and later
use in songs. It is also a testing ground for different tunings and sounds.
You can’t change the number of strings or frets, but you can retune the
instrument.

Fretboard

Bend

I l Pluck

With the Fretboard, String Bending Area (Bend), Chord Strum Area (Strum),
and String Pluck Area (Pluck) you can alter your song by bending strings, CMsj
strumming or plucking the instrument. The choice is yours.

Strum Fig. 6 - Instrument

Power Chords 13



How to use the Instrument:

To create chords:
¢  Click left mouse button or drag the mouse on Fretboard area to position fingers; or,
¢ Click on Chord Request button to create a specific chord.
To play chords:
¢ Clickright mouse button in the Instrument window at any time to sound the current chord.
¢ Click on the Chord Strum Area to sound the chord.
¢ Click on the String Pluck Area to sound notes individually or to strum the chord.

¢ Tobend notes, click on the desired string in the String Bending Area (the blue rectangle) and drag to the
left or right.

Staff

The staff window displays a normal music staff with treble and
bass clefs. When you drag a chord onto the staff window, the
notes that make up the chord are displayed.

Fig. 7 - Staff

14 Power Chords
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Tempo
This Tempo window is used to set the tempo for song playback.
You can set a tempo from 32 beats per minute to 250 beats per mirute.

Tempo: 120

Garbage Fig. 8 - Tempo
You can discard all sorts of objects by dragging them to the Garbage and releasing
the mouse button. The Garbage is located in the lower right corner of Power Chord’s
main window. Objects that can be deleted are Chords, Chord Rhythms, Drum Rhythms,
Melodies, Bass Parts and Controls.
Fig. 9 - Garbage
If you drag a chord to the Garbage window from the Instrument or Staff windows, the
chord in the window will be cleared. If you drag any type of rhythm to the Garbage window from the
Rhythm Editor, that rhythm will be cleared from the Rhythm Editor. The Garbage Window is the
same as the Zap button in the Rhythm Editor.

Power Chords 15



ADDITIONAL INFORMATION

Script Facility Description

The Power Chords script facility gives you the ability to design interactive tutorials, lessons or presen-
tations using Power Chords. A script file contains a list of commands for Power Chords to do various

actions such as display a particular chord, display some text for the user to read, wait for a number of
seconds while the user tries out something, etc.

A script file is prepared in advance using the Power Chords script record facility. Some actions are
performed directly in Power Chords, and are recorded to the script file automatically. Other actions
are selected from the script menu. Usually these actions require you to fill in a dialog box depending
on the action selected. When the dialog is complete, the action is stored in the script. Script files can
be edited with any text editor, like the notepad Program that comes with Windows. Full documenta-
tion of the Power Chords script facility is not included in this manual, but is available in the Online
Help documentation that comes with the program.

Once a script file is complete, you can load it into Power Chords. And, you can copy and transfer
script files between Power Chords users.

16 Power Chords
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Power Chords for UltraSound Information

Number of Strings on Instrument: 6

Number of Frets on Instrument: 12
Maximum Number of Chords in Palette: 48
Maximum Number of Chord Rhythms in Palette: 24
Maximum Number of Drum Parts in Palette: 24
Maximum Number of Melodies in Palette: 24
Maximum Number of Bass Parts in Palette: 24
Maximum Number of Controls in Palette: 24

There are hidden palettes in the Song for each Rhythm type. They have the same capacities as the
regular palettes. So, for example, the maximum number of different Chord Rhythms in a song is 24.

Maximum Number of Bars per Rhythm: 16

Melodies and Bass Parts imported from MIDI files are allowed to exceed 16 bars.

Number of Chords in Bar: 4

Minimum Number of Beats per Bar: 2

Maximum Number of Beats per Bar: 6

Number of Bars in Song: 128

Minimum Tempo: 32 Beats Per Minute
Maximum Tempo: 256 Beats Per Minute
Internal Clock Resolution: 96 ticks per quarter note
Minimum Note Length: 1/96th of a quarter note
Number of Drum Sounds in Palette: 74

Power Chords 17



Number of Drum Sounds in Kit: 24
Maximum Notes in Rhythm Editor Playback Buffer: 4096 notes or 8192 MIDI Events

Parts can be longer than this. Playback will be truncated in the Rhythm Editor or when played by
clicking with the right mouse button. The total number of MIDI Events in a song is limited by the
amount of memory available .

Maximum Script Size: 32768 characters

A Message from Advanced Gravis

Power Chords is complimentary software provided by Advanced Gravis. Gravis did not write this
software. As such, we do not provide detailed technical support for Power Chords. However, the
creators of Power Chords —Howling Dog Systems provided us with answers to the common questions
users ask. These questions and answers are found on the next page, so please refer to them if you have
any problems.

This manual gives you the basics of Power Chords. You learn about Power Chords and how to get it

started; however, we did not go into great detail. For more extensive information, please refer to the
Readme and Help files provided.

18 Power Chords
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Common Questions about Power Chords for UltraSound

Some parts of the song do not play, even
though they play individually when I
click on them.

What’s so great about the right mouse
button?

Your UltraSound card only has a certain amount of memory available for
patches. It is possible to use more drum sounds and instrument patches
in a Power Chords song than will fit in the available RAM on the
UltraSound card. Make sure you have the Conserve Memory option
selected for the UltraSound driver. This will double the number of
patches you have room for. You may want to increase the RAM available
for patches by purchasing an UltraSound memory upgrade kit from
Advanced Gravis.

To turn on the Conserve Memory option, double-click on the Control
Panel icon in Windows Program Manager’s Main window. Then
double-click on the Drivers icon. Find the driver called UltraWave and
MIDI Synth. Click it once to select it, and then click on the button
marked Setup. Select the Conserve Memory option in the lower left area
of the UltraSound Setup dialog box. Click on OK.

The right mouse button plays most items in Power Chords. This
includes melody, drum, bass parts, chords, and controls. etc. You can
also use the right mouse button in any dialog to test changes. This
includes the Patch Edit dialog, the Tuning Options dialog and the Drum
dialogs (click on the individual items to play them).

Power Chords 19



How do I change the instrument sounds
in a song?

How do I change the instrument sound for
the chord part or the on-screen guitar?

How do I change the instrument sound for
a part in the Rhythm Editor?

20 Power Chords

To change the instrument sound for any melody or bass part in the song
or in a palette, double-click on the part. Then click on the Edit Patch
button. You will then have access to the patch select menu.

Click on the new instrument sound you want. Then click with the right
mouse button to hear the part played with the new instrument sound.
You can audition the part with any of the 192 General MIDI sounds in
this way.

The chord part in the song and the on-screen instrument use the same
instrument patch. To change it, select the Options item from the main
menu, then select the Tuning menu item. Click on the ‘P’ button next to
any active string in the Tuning Options dialog to change the patch for
that string.

You can set the patch for a part when it is created (by hitting the New
button in the Rhythm Editor). You can not change the patch for a part
currently in the Rhythm Editor. If you need to change it, copy the part to
the appropriate palette. Double-click on it and change the patch. Then
just drag it back to the Rhythm Editor.
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I can see certain parts displayed in the song, Access the Song item from the main menu. Select Song Options. Note

but they don't play. the check boxes on the left. You can choose which song elements Power
Chords displays, and which song elements Power Chords plays. It is
possible to have song elements that are displayed but do not play, and
vice versa.

How do I insert or delete bars in the song?  Power Chords for UltraSound does not support drag and drop editing of
bars in the song window. ( Version 1.1 of Power Chords and higher does.)
You can, however, move all the parts by dragging them with the mouse.

Acknowledgements
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to Jinx.
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Power Chords Upgrade

Power Chords 1.1 and Power Chords Pro

If you enjoy music creation with Power Chords for UltraSound, you may want to upgrade to version 1.1 of Power
Chords or Power Chords Pro. Fill out the upgrade coupon included with your UltraSound card or contact Howling
Dog Systems for pricing and availability.

Power Chords 1.1 includes full instrument tuning options, up to 12 strings and 24 frets, powerful song editing
features that let you highlight ranges of bars and move, copy, or delete them, improved file open and save dialogs,
and access to any MIDI driver in Windows.

Power Chords Pro includes all the features of Power Chords 1.1 plus many powerful advanced features like an
on-screen keyboard, 16 melodies per bar, importing any part from any Power Chords file, improved MIDI file import
features, and advanced drag and drop editing in the Rhythm Editor.

If you have children you will want to own Mr. Drumstix’ Music Studio, available for 50% off list price to
UltraSound owners. This colorful program provides an interactive music environment perfect for exploration and
play. The amazing Mr. Drumstix cartoon character plays along with the music! Includes 20 children’s songs with
lyrics, fun, educational musical games, and a playable on-screen keyboard, guitar, and drum kit. Get more out of
your UltraSound card with this terrific program. For ages 3-8.

For more information contact: Howling Dog Systems
Kanata North Postal Outlet
Box 72071
Kanata, Ontario, CANADA
K2K 2P4
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INTRODUCTION TO SOUNDSTATION

SoundStation is a complete sound software solution for your PC. It functions like a home stereo system,
and you will find it provides all essential needs for sound recording and playback besides being easy to
use. SoundStation consists of one main Window application with individual components (CD , MIDI
[synthesized files], Wave Digital Player/Recorder [digitally recorded files] ) that can be turned on or off.

SoundStation contains the following components:

Mixing console:
Provides complete control over recording sources and playback volume levels. Requires a sound card
with appropriate mixing capabilities to operate. The mixer is dynamic in choosing what mixer qualities
are available from the sound card.

CD player:
Full featured compact disc player for compact discs. Requires a CD-ROM drive with audio playback
capabilities to operate.

Digital player / recorder:
You can digitally record and play back WAVE files. Recording can be accomplished from any mixer
source that allows recording the output. Requires appropriate WAVE drivers and digital recording/
playback hardware to operate.

MIDI player:
Plays MIDI files on your sound card through its built-in MIDI synthesizer. Requires appropriate MIDI
drivers and hardware to operate.

Sound Station



WHAT IS SOUNDSTATION?

SoundStation is a one-stop solution for controlling your computer’s sound card and/or CD-ROM player
using Windows 3.1 and the Windows Multimedia facilities. SoundStation allows you to play Windows
WAVE (WAV) files and MIDI (.MID) files through your sound card. You can also use SoundStation to
control your computer’s CD-ROM player as if it were an audio CD player.

SoundStation’s main screen looks similar to a stacked stereo component system. There are many
reasons for this. The most important reason is that most people know how to operate a stereo system.
Therefore, logically arranging all of the functionality into one tightly integrated “system” with a familiar
face should help both the novice and the expert to quickly familiarize themselves with the program.

One of the main features that we like to point out is the program’s extensibility. In other words, if you
don’t like the way something works, you can probably modify the functionality to suit your tastes.

Another interesting feature of SoundStation is the application of graphical elements and symbols instead
of text on many of the buttons and displays. The little button with the right-facing single arrow indicates
Play, not only on the CD player, but also on the WAVE player and the MIDI player. In other words, once
you’ve mastered one component’s operation, you're most of the way towards understanding the other
components. Just like buying all of your real stereo components from the same manufacturer.

INSTALLING SOUNDSTATION
SoundStation is installed during the UltraSound Bonus software automated installation. If you need to

re-install SoundStation for any reason, consult your UltraSound installation guide for details on how to
do a manual install.

2 Sound Station
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STARTING SOUNDSTATION

In the Program Manager's Gravis UltraSound group, double-click the SoundStation icon to launch
SoundStation.

ON-LINE DOCUMENTATION (HELP)

SoundsStation features extensive on-line help as well as a graphical “help” file. If you want additional
information on a product feature, then press the right mouse button while the mouse pointer is over that
feature or element. On-line help can also be reached from the Setup dialog of SoundStation.

DRAG AND DROP

Drag and Drop is a feature of Windows that is supported by SoundStation. This feature allows you to
drag WAVE and MIDI files from Windows’ File Manager to SoundStation and have the files load auto-
matically. You may drag both WAVE and MIDI files to SoundStation at the same time.

For both the WAVE and MIDI players, you can have dropped file replace the current play list, or the
dropped files can be added on to the current play list. See the topics The WAVE Player Setup Dialog and
The MIDI Player Setup Dialogfor more information on drag and drop options.

If you drop files in SoundStation and the device that uses that type of file is currently playing, the
dropped files will be ignored. For example, if the WAVE component is playing or recording, then
dropped WAVE files will be ignored. Also, dropped files for any particular device cannot exceed 50 files
per device, including any existing files if you have the option set to have dropped files add to the current
play list.

Sound Station



THE RACK SYSTEM

THE MIXER

The rack system is our name for the full-blown default mode of operation for SoundStation. It’s the one
that looks like a stereo system, full of neat displays and loads of buttons. Here is where you have most of
your functionality.

The mixer is where you can control the various overall aspects of your SoundStation environment.
Packed within the confines of this component are many different items which allow you to adjust the
sound and operation of your system. There is also a digital clock for your convenience.

THE VU METER

The VU Meter allows you to see the output from the sound card via a pair of bar graph meters. There are
several options for operating the VU meters, selectable by the buttons along the right side of the meters.
The VU Meter is always turned off whenever SoundStation is started.

There are two basic modes to the VU meter. The first mode is normal mode. Select normal mode by
clicking on either half of the VU meter’s ON button with the left mouse button while the pointer is over
the button. The button will change states to where the appropriate half of the button is depressed, and
the word “ON” will light up in bright green. The VU meter should now be active if some input is present
on the sound card.

The second mode of operation of the VU meter is peak hold mode. Press the PEAK button and you will
see peak hold mode in action. The meter will hold the last highest level it recorded for approximately

4 Sound Station
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one second. The peak is indicated by a red bar that stays steady for a second or so.

By selecting either the ON button or PEAK button a second time (two times in a row), you select single
bar mode. Instead of a “stack” of bars indicating VU information, only a single floating bar will be
visible, representing the level. Whenever single bar mode is active for either the normal or peak hold
modes, the word above the appropriate button will turn yellow and the right half of the corresponding
button will be depressed. Pressing the button again will put the selected mode back into stacked bar
mode. In other words, the ON and PEAK buttons are toggles.

On sound cards which cannot record from more than one input source at a time, you will need to select
the active source with the appropriate Record Input (Rec) Button on the mixer panel. This will allow that
input to be monitored by the VU meter. Also note that when the WAVE player device is playing, that the
VU meter becomes a mirror for the VU meter in the WAVE component. Also, this means that any other
inputs to the sound card will not be reflected on the VU meter while the WAVE device is playing.

THE POWER BUTTON

The Power button turns SoundStation off. That is, it exits the program completely. When you are
finished using SoundStation and want to remove it completely from the screen, just press the Power
button. Of course, like all well-mannered Windows programs, SoundStation will also exit if you press the
Alt-F4 key combination.

Note that if you exit SoundStation while it is playing WAVE or MIDI files, or if SoundStation was control-
ling your CD audio, then all playing will stop. If you want to continue playing your music, but don’t want
SoundStation taking up all of your screen real estate, see the topics on Remote Controls or Component
Selection Buttons.

Sound Station



THE MUTE BUTTONS

All of the Input Level Controls and the Master Volume Control have Mute buttons. The mute buttons are
used, in all cases, to temporarily decrease input or volume levels all the way to minimum. Note that the
previous setting for the particular channel that is muted is saved and is still displayed in the associated
control’s bar graph display. When the mute is released, the previous level is restored.

By pressing the Mute button for a particular Input Level Control, you decrease the volume only for that
particular device. However, if you activate the Mute for the Master Volume Control, you cause all audio
output to be decreased to minimum. This is handy when you need to talk on the phone, or need to hear
if the baby is crying. Once the distraction is taken care of, press the Master Mute again and you'll be
back to your previously selected volume and input levels.

It's easy to tell when Mute is activated for a particular input or the Master. Each activated Mute button
will have it’s red LED lit. Ifit’s off, then the displayed input or output level should be set. Each mute
button is a toggle. That is, pressing it once turns it on and pressing it again turns it off. Note that if the
flashing LED is annoying, it can be set to solid through the Setup button. If you press a Mute button and
it’s state does not change from off to on or vice versa, then that channel may not support mute for one
reason or another. In this case, you may want to consult either the topic Why doesn’t the program do
this? or the topic Hardware-Specific Issues to see if your particular setup is mentioned. Please do this
before calling technical support.

THE RECORD INPUT (REC) BUTTONS
The record input buttons determine what input or inputs will be used when recording on the WAVE

player component. All of the record input buttons have green LED indicators which will light up when
that input has been selected to record from. In general, the record input buttons toggle their state,

6 Sound Station
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meaning that pushing the button once turns it on and pushing it again turns it back off.

However, some sound boards may not allow you to record from more than one input source at a time.
In that case, turning on a record input button for one device will turn off any other record input button
LED'’s, indicating that only the new device is selected. To find out for sure if these circumstances apply
to your particular setup, look in the Hardware -Specific Issues topic for more information.

THE DEFAULT BUTTON

The Default button is a quick way to return all mixer volumes, and the Master volume, back to a user
defined setting. The states of the mute buttons are also saved as part of the default setting. To set your
desired default, first set all of the mixer levels to your desired settings. Also, set any mutes on or off that
you would like set in the default settings. Then, select the program setup option dialog by pressing the
Setup button on the rack system. Press the Setbutton on the dialog, under the label Mixer Level Defaults,
and your level and mute preferences will be saved and the Setup dialog will disappear. Note that you can
have SoundStation use these default settings on startup, also. To activate this feature, select the Prefer-
ences dialog from the Setup dialog selections. In the group labeled Save/Restore Volume, turn on the
checkbox labeled Use Default. Then, press the OK button. Now, whenever you start up SoundStation,
the mixer will preset all of your levels and mutes to your desired default settings.

THE INPUT LEVEL CONTROLS

The Input level controls cover several components, including the WAVE player, MIDI player, CD player,
Line input and Mic input. For each level input control, there is a level display and two buttons, one each
for increase and decrease input level.

To increase the input signal level for the selected component, press the button with the upward pointing
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arrow. To decrease the input signal level for the selected component, press the button with the down-
ward pointing arrow.

On boards which allow separate left and right level adjustments, pressing the left third of either level
adjustment button will only adjust the left channel input level, pressing the right third of either button
will adjust only the right channel input level, while pressing the middle third of either button will adjust

both left and right channel input levels simultaneously. This provides a sort of inherent balance control.

The input level display shows two columns of 15 horizontal bars. The left column indicates the relative
input level of the left channel of the desired control, while the right column indicates the relative input
level of the right channel of the desired control. When all of the display elements are bright cyan (light
blue), then the particular control and level is at the board’s full setting. If all the bars are a darker blue
color, then the particular control and level is at the board’s lowest setting (usually off). Anythingin

between is shown as a relative level depending on the number of brightly colored (lit) bars in the display.

If pressing the up and down level adjustment buttons does not change the corresponding level display
for a particular component, then check for one or more of the following:

1. The particular channel has the Mute button activated.

2. The particular channel is for a component not present in the computer (like the CD).

3. Some sound card drivers, or some sound cards themselves, do not allow volume change while the
device is playing. Try pausing the device and then changing the volume level.

For more information on item 3, above, see the topics on Hardware-Specific Issues or Why doesn’t the
program do this?.

Sound Station
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THE MASTER VOLUME CONTROL

The Master Volume Control allows adjustment of the overall output of all input sources in one control.
The Master volume control has a level display and two buttons for increasing and decreasing the output
level.

To increase the output signal level, press the button with the upward pointing arrow. To decrease the
output signal level, press the button with the downward pointing arrow.

On boards which allow separate left and right level adjustments, pressing the left third of either level
adjustment button will only adjust the left channel output level; pressing the right third will adjust only
the right channel output level, while pressing the middle third of either button will adjust both left and
right channel output levels simultaneously. This provides a sort of inherent balance control.

The output level display shows two columns of 15 horizontal bars. The left column indicates the relative
output level of the left channel, while the right column indicates the relative output level of the right
channel. When all of the display elements are bright cyan (light blue), then the output volume level is at
the board’s full setting. If all the bars are a darker blue color, then the output volume level is at the
board’s lowest setting (usually off). Anything in between is shown as a relative level depending on the
number of brightly colored (lit) bars in the display.

If pressing the up and down level adjustment buttons does not change the level display, then check for
one or more of the following:

1. The Master Mute button is activated.

2. The sound card does not support direct control over master output level control.

3. Some sound card drivers, or some sound cards themselves, do not allow volume change while the
device is playing. Try pausing the device and then changing the master volume level.
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For more information on items 2 and 3, above, see the topics on Hardware Specific Issues or Why doesn’t
the program do this?.

When a setup allows individual input level controls for each component, but does not support a master
output control, the program will often simulate this feature by internally adjusting all of the input
controls proportionately. This adjustment will not be reflected in the individual input’s display controls.

THE COMPONENT SELECTION BUTTONS

There are three component selection buttons along the bottom row of the mixer panel of the rack
system. When each control is activated, the corresponding component will appear below the mixer
panel in the rack, stacked on the bottom. If one of the buttons is turned off, the corresponding compo-
nent will disappear, and any components below it will move up.

It is not necessary to have the particular component visible in order for it to play. For instance, you
could load a CD and start it playing. Then, you could deactivate the CD player button to make the CD
component disappear and the CD will continue playing. Of course, in order to do anything with the CD
player other than work with the volume level, you would either have to re-activate the component or
switch to one of the Remote Controls.

THE SETUP BUTTON

The Setup button brings up the setup dialog. In the setup dialog, you can configure SoundStation for
your hardware, or select one of several other dialogs to configure particular portions of the program.

10 Sound Station
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THE SETUP DIALOG

If you wish to access the Preferences dialog, the Information dialog or any of the component setup
dialogs, choose the appropriate button from the Setup dialog.

To preset the current input and volume levels as well as the states of the Mute buttons as a defined
default setting, press the button labeled Set Mixer Default and all of these items will be saved. Pressing
the default button on the rack system will return these settings whenever you wish to return to them.

Also, the program’s Version number is displayed in the Setup dialog. Please refer to this number when
calling for technical support.

THE PREFERENCES DIALOG

The Preferences dialog allows you to set various options which determine how SoundStation runs. Each
section in the dialog is enclosed in a Group Box with an appropriate label. Each of these groups is
discussed below.

Save/Restore Volume
The Save/Restore Volume group has several checkboxes, one for each of the input levels on the mixer,
and another one for the Master volume control. By checking the appropriate box, the given input or
output level will be saved on exit from the program and used to restore the setting on the next program
startup. If the given item is left unchecked, then the current sound card setting for that particular level
will be used by the program on restart.

The Save All checkbox is a convenience item that allows you to check all of the other boxes with one

Sound Station 1"
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action. The Save All checkbox will uncheck if any of the other checkboxes are changed. If you happen to
check all of the other checkboxes individually, the Save All checkbox will not automatically check itself.
This does not mean that all of the items will not be active on program exit and restart, however.

To have the program use your defined Default input and volume level settings, as well as Mute states,
check the “Use Defaults”item. This overrides the remaining selections in this section.
Startup Mode

The Startup Mode radio buttons allow you to select the mode that the program will use to determine
how to initially present itself when it is started each time. If you select Last Mode, then the program will
start up in the mode it was in when last exited. If you select Rack Mode, then the program will always
start with the Rack system and components initially visible. If you select Remote Mode, then the
program will always start with the selected remote control type (see Remote Type section, below)
initially visible.

Save on EXxit

The Save on Exit group allows you to select whether the program will save the rack position to use on the
next startup and whether it will save the remote position (moveable remote only) to use on the next
startup. Ifleft unchecked, the appropriate device will be placed at the Windows default position the first
time it is made visible during each run of the program.

Note that once you move either the rack or the moveable remote once the program is underway, then
the position is temporarily stored during that run of the program so that the device is not always placed
at a default position every time it is activated. However, the position will not be remembered once the
program is exited.

Sound Station
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REMOTE TYPE

There are several different types of remote controls supplied with SoundStation in order to try to provide
the remote control that works best for you and your desktop layout. Select the remote control type that
best suits your needs from the list presented. Note that if you do not want a remote control at all, you
can select the None (Iconize) option and the rack system will minimize to an icon at the bottom of the
screen when the minimize button is pressed.

If you want the selected remote control to always be on top of any application windows that happen to
overlay the remote, check the Remote on Top checkbox. This will make it impossible to cover the
remote control with other application windows. Turn the checkbox off to make the remote behave like
most other Windows applications and disappear behind other windows when they attempt to overlay
the remote control.

The two general types of remotes provided with SoundStation are described below:

Moveable
The moveable remote allows you to drag the remote control around the screen to the desired location.
To restore the rack system, press the “Rack” button on the remote.

Tool Bar
The Bar remotes are similar to other applications’ toolbars. The buttons are arranged in one horizontal
row. The Bar remotes can be attached to either the very top or the very bottom of your screen. To
restore the rack system, press the Rack button on the remote.

Sound Station 13



For more information on the Remote controls and their specific operations, refer to The Remote Controls
topic.

THE WAVE PLAYER SETUP DIALOG
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The WAVE Player Setup dialog allows you to set various options which determine how the WAVE player
section of the program runs. Each group of options is discussed below.

Drag and Drop

Select one of the two options in the Drag and Drop group to determine how the program will handle new
.WAV files that are dragged from File Manager to SoundStation and dropped. If the Adds to Program
option is selected, then .WAYV files that are dropped on the program are added to any wave files that are
already selected in the program through either the Program dialog or through previous drag and drop
operations. If the Replaces program option is selected, then .WAV files that are dropped on the program
replace any previously selected wave files.

Recording

Select one of the two options in the Recording group to determine how recording of wave files will
proceed when invoked. The default selection, Starts immediately, means that once you press the Record
button all necessary setup actions will perform and then recording will start. Actually, immediately is a
misnomer in this instance, because the housekeeping performed by Windows to start a recording
session involves setting up a disk area for capturing the resulting data. This operation itself takes quite a
bit of time, so actual recording may be delayed for several seconds after the Record button is actually
pressed.

To be able to cue up a recording session with more accuracy, it is better to select the Pauses initially

Sound Station
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option. When this option is selected, and the wave Record button is pressed, the usual housekeeping
occurs, but then the Pause button comes on and the wave player is ready to record immediately when
the Pause button is released. If accuracy in starting your recording is needed, then select this option.

Additional Options
The Pause after playing each waveform option allows you to have the WAVE device pause at the end of
each selection in a multiple selection playback. Check this box on to have the pause activate between
each file, check it off to allow normal sequential operation.

The Limit waveform recording to: option allows you to make sure you don’t inadvertently fill up your
hard disk with a huge waveform recording. This is a safety net you can invoke to limit the amount of
recording you can perform at a time. To remove this safety net, enter a 0 for the time and you can record
until your hard disk fills up, if you wish.

THE MIDI PLAYER SETUP DIALOG

The MIDI Player Setup dialog allows you to set various options which determine how the MIDI player
runs. Each section in the dialog is discussed below.

Time/Track Defaults
The Time/Track Defaults section determines how the time and track display on the MIDI player will
operate when the rack system is running and the MIDI player is active. When a new list of MIDI selec-
tions is obtained through the MIDI programming dialog, the program finds the length of each song and
the total length of all the songs. The totals are shown on the MIDI display for a period of five seconds
before reverting to the default or desired time and track display mode. Also, if you press the Time or
Track buttons to alter the display, the default action is that the display also reverts back to the default
time and track display mode after five seconds.
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If the Default on Timeout checkbox is checked, the display will always revert back after a period of five
seconds whenever the Time or Track buttons are used to alter the display. If this option is checked, then
the default display on the timeout will be the one selected from the other options in the group. These
options include whether to count up or down, and whether to display the count on a song by song or
total of the selections basis. Turning off the checkbox will cause the Time and Track display to “stick”to
the last setting instead of trying to revert back.

Reverse Skip
The Reverse Skip option allows you to customize the operation of the Reverse Skip button on the MIDI
player. The default operation of the Reverse Skip button while the player is in Play or Pause mode is to
return to the beginning of the current song if the current position of the song is greater than 2 seconds,
or to skip back to the previous song if the current position of the current song is less than or equal to 2
seconds. By selecting the Previous Track option, then the Reverse Skip button will always skip back to
the previous song when pressed, no matter where the current position of the current song is.

Drag and Drop
Select one of the two options in the Drag and Drop group to determine how the program will handle new
.MID files that are dragged from File Manager to SoundStation and dropped. If the Adds to Program
option is selected, then .MID files that are dropped on the program are added to any MIDI files that are
already selected in the program through either the Program dialog or through previous drag and drop
operations. If the Replaces program option is selected, then .MID files that are dropped on the program
replace any previously selected MIDI files.

MIDI Song Title Display
You can decide how the display in the MIDI component displays the name of the currently playing MIDI
song. Choose between full path and filename or just filename only. Also, you can select between all
uppercase or all lowercase.
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Additional Options
The Pause after playing each songoption allows you to have the MIDI device pause at the end of each
selection in a multiple selection playback. Check this box on to have the pause activate between each
file, check it off to allow normal sequential (or random or repeated) operation.

THE CD PLAYER SETUP DIALOG

The CD Player Setup dialog allows you to set various options which determine how the CD player runs.
Each section in the dialog is enclosed in a Group Box with an appropriate label. Each of these groups is
discussed below.

Time/Track Defaults
The Time/Track Defaults section determines how the time and track display on the CD player will
operate when the rack system is running and the CD player is active. When a new list of CD selections is
obtained through the Load button, the program finds the length of each song and the total length of all
the songs. The totals are shown on the CD display for a period of five seconds before reverting to the
default or desired time and track display mode. Also, if you press the Time or Track buttons to alter the
display, the default action is that the display also reverts back to the default time and track display mode
after five seconds.

If the Default on Timeout checkbox is checked, the display will always revert back after a period of five
seconds whenever the Time or Track buttons are used to alter the display. If this option is checked, then
the default display on the timeout will be the one selected from the other options in the group. These
options include whether to count up or down, and whether to display the count on a track by track or
total of the selections basis. Turning off the checkbox will cause the Time and Track display to “stick”to
the last setting instead of trying to revert back.
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Reverse Skip

The Reverse Skip option allows you to customize the operation of the Reverse Skip button on the CD
player. The default operation of the Reverse Skip button while the player is in Play or Pause mode is to
return to the beginning of the current track if the current position of the track is greater than 2 seconds,
or to skip back to the previous track if the current position of the current track is less than or equal to 2
seconds. By selecting the Previous Track option, then the Reverse Skip button will always skip back to
the previous track when pressed, no matter where the current position of the current track is.

THE ABOUT BUTTON

The About button brings up a dialog with information about the program and our company. This is
otherwise known as an About Dialog Box, in common Windows terminology. Move the mouse pointer
more than about 15 pixels, or press the left mouse button to remove the dialog from the screen.

THE INFO DIALOG

18

The Info button provides a visual feedback regarding the status of your sound board. Since not all sound
boards are created equal, this dialog box indicates what aspects of the sound board were found on your
system. Those items that are marked, are available. Those that are not marked, are not available on your
sound board. The information gathered by this dialog box is also the same information that set your
SoundStation functions.

The Info dialog also has the version number of your copy of the program listed. Whenever you need to
contact us about problems with your program, always get the version number from the Info dialog
before calling so that we can know which version of the program that you have. This will help us in
determining if there is a newer version of the program which addresses the problems that you are
experiencing.

Sound Station
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THE CLOCK DISPLAY

The Clock Display shows the current time. Just like most other digital clocks, the time is shown along
with an AM or PM indicator. It’s mainly just another nice feature that we’ve thrown in for your conve-
nience. If you prefer, the clock can also present the seconds by choosing the Clock Seconds option from
the Preferences dialog.

THE WAVE PLAYER

The WAVE Player component allows you to cue up one or more digitized waveform files for playback, or
to record your own waveform files. To use the waveform player and recorder, refer to the instructions in
the following sections.

The Program Button
The Program button pulls up the WAVE programming dialog. With this dialog, you can create a pro-
gram, or play list, of waveform files. See the topic The WAVE Programming Dialog for more information
on creating waveform play lists.

The Mode Button
The Mode button changes the recording mode of the WAVE player when the wave player is not currently
playing or recording waveform files. If supported by the sound board, the Mode button will cycle
through 8 bit mono, 8 bit stereo, 16 bit mono and 16 bit stereo modes. Availability of the various modes
is also dependent on the selected recording rate as described in the next section on The Rate Button.
The selected mode will be displayed in the wave player component’s display area.
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The Rate Button

The Rate button changes the recording speed (or sampling rate) of the WAVE player when the wave
player is not currently playing or recording waveform files. If supported by the sound board, the Rate
button will cycle through 11kHz, 22kHz and 44kHz rates. Availability of the various rates is also depen-
dent on the selected recording mode as described in the previous section on The Mode Button. The
selected rate will be displayed in the wave player component’s display area.

Waveform recording discussion
Some further explanation is given here on different rates and modes, and the terminology associated
with each. When you record waveform samples on your computer, the actual analog signal is converted
to digital values which are eventually stored on your hard disk. The recording rate is the number of
samples per second that will be gathered while recording. For example, if you choose 22kHz (kiloHertz,
or thousand cycles per second), the sound board will store 22,000 (actually 22,050) samples for each
second that you record.

A single sample is dependent on the mode that you are recording in. For example, if you are recording at
22kHz and 8 bit mono mode, then each second of your waveform recording will require 22,050 bytes of
storage. If you change the mode to 8 bit stereo, you will double the storage requirements to 44,100 bytes
per second of recording. Changing the mode further to 16 bit stereo, you will need 88,200 bytes per
second of recording for storage of the waveform. As a final note on this subject, CD audio is stored as
44kHz, 16 bit stereo, which requires 176,400 bytes of storage for each second of sound.

The Record Button
In order to record waveform audio data, you press the Record button on the WAVE player to start
recording. Before pressing Record, however, you should probably set the desired recording mode and
rate, described above. Also, you will probably want to select the input source from which you plan to
record. This is covered in The Record Input (Rec) Buttons topic.
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The suggested mode for initial recording startup is to set the Pauses Initially option in The WAVE Player
Setup Dialog. This way, once the recording is set up and waiting to go, you can set the input mixer
level(s) for the component(s) that you are recording from. You want to adjust the input so that the dual
meters in the WAVE display window do not enter the yellow areas too much and so that the red areas
(peak) do not light up at all, or as little as possible. This will help to ensure a good quality recording.

Once the levels are set and/or the material that you want to record is starting, press the Pause button to
release the pause mode and start recording if you have the Pauses Initially option set, or just press the
Record button itself if the Starts Immediately option is set in the Recording options in The WAVE Player
Setup Dialog.

The Play Button

The Play Button starts waveform playback. The waveforms can be selected using the WAVE program-
ming dialog or by dragging and dropping waveform files from File Manager.

The Other Buttons

The remaining buttons perform the functions indicated below. The buttons are described starting at the
top left and working left to right, top to bottom:

Reverse Skip Skips backward in the play list by one file.
Forward Skip Skips forward in the play list by one file.

Rewind Skips backwards in the current file at small intervals.
Fast Forward Skips forward in the current file at small intervals.
Stop Stops playing the play list.

Pause Pauses the playing of files until released.

Sound Station 21



THE WAVE PROGRAMMING DIALOG

22

The WAVE Programming Dialog allows you to select a waveform file, or several waveform files, to play on
the WAVE component. You may select up to 50 waveform files to play at one time. Additionally, you
may save your list of waveform files by giving the list a unique name. Then, you can recall your list at a
later time by selecting the name of the list from those that you have saved.

Selecting and De-selecting files to play

When you bring up the WAVE Programming Dialog by pressing the Program button on the WAVE
component of the rack system, or pressing the Prog button on the remote control while the WAVE device
is selected, you will be presented with the dialog illustrated above. On the right side of the dialog are two
list boxes labeled Directories and Files. Above both of the list boxes is the currently selected directory in
which to look for WAVE files.

To move around your disk, choose the appropriate directory from the list in the Directories listbox.
Select the [..] symbol to move up a directory. Double click the left mouse button on the desired directory
path to change to that directory. Your choice will be reflected by appearing above the list box. While you
move around, any WAVE files that are found in the currently selected directory path will appear in the
Files listbox. If you wish to change to a different disk drive, select the desired drive by dropping down the
Drives combobox, and clicking once on the drive letter you need.

Once you have found the files that you want, select the files from the Files listbox and they will appear in
the Selection List listbox on the left side of the dialog. You can do this in several ways. First, you can
select files by double-clicking the left mouse button on the file in the Files listbox, and that file will be
added to the Selection List.

If you want to grab several files at a time, you can select individual files one at a time by holding down
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the Ctrl key while single-clicking on each desired file with the left mouse button. Once all of the desired
files are marked in such a manner, press the button labeled <<Add underneath the Files listbox and the
selections will be added to the Selection List listbox in the order that they appear in the Files listbox, but
not necessarily in the order that you selected them yourself. Also, you can mark a continuous block of
files in the Files listbox by clicking on the first or last file that you want, then dragging the mouse cursor
up or down as appropriate. The marked list will scroll as you go, marking everything along the way.
Again, once you have selected files in this manner and want to add them to the Selection List, press the
<<Addbutton.

The Selection List listbox operates in a similar manner as the Files listbox. You can remove files from the
Selection List one at a time by double clicking on the files. You can select multiple files to remove from
the Selection List by marking them in the manners described above, and then press the Remove button.
Or you can clear the whole Selection List by pressing the “Clear” button. You can also select all files in
the Selection List easily by pressing the Select All button.

Saving a Selection List

Once you have created a list of WAVE files to play, you can optionally save the list by giving the list a
name. To do this, press the Save List button. An additional dialog will appear, prompting you for a name
for the list. Type in a name for the list and press the OK button. Your list will now be saved under that
name. Note that the name you give your list is NOT a filename, so you may type in a complete sentence
such as Cartoon Sound Effects, if you wish. Your selections and the name of your list will be added to the
WAVE list database.

To recall your list at a later time, select the dropdown combobox labeled Program at the top left of the
dialog box, and press the button to drop the list down. Scroll through the entries until you find the one
you want and single-click the left mouse button on that entry’s name. The list of files assigned to that
name will appear in the Selection List. If you want to remove files from the list, use the procedure
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described above for removing files from the Selection List. If you want to add new files to the list, select
them with the procedure described for adding files to the Selection List. Once your new list is where you
want it, press the Save List button to update the database.

If you have a list currently active, you may create a new list by pressing the New Listbutton. Note that if
you select or de-select files while there is a name present in the Program combobox window, that you are
modifying the indicated playlist. You will always have a chance, however, to cancel changes to an
existing playlist if you attempt to make a new list.

Playing your selections

Once you have performed whatever list maintenance that you desired, and you want to play the files
selected in the Selection List, press the OK button on the dialog. You will be returned to the rack (or
remote). The program will then compile some information on the files that you selected. Once that is
complete, you are ready to play your selections. Just press the Play button and playback will start.

One final note: You do not have to name a playback Selection List before you can play it. You can leave
itunnamedifyouwish. Notethatanyunsavedchangesmadetoanexistinglistortoanunnamedlist
willcausea WAVE Programhas Changed messageifSoundStationisturned off. Thisgivesyouafinal
opportunity to save your changed list, and assigning a name to an unnamed list, if necessary. If you
want to discard any changes you made, just press the Cancel or No button when this reminder appears.

The MIDI Player

The MIDI Player component allows you to cue up one or more MIDI song files for playback To use the
MIDI player, refer to the instructions in the following sections.

The Program Button
The Program button pulls up the MIDI programming dialog. With this dialog, you can create a program,
or play list, of MIDI files. See the topic The MIDI Programming Dialog for more information on creating
a MIDI play list.
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The Button Group

Along the bottom of the MIDI player are control buttons for performing function on the MIDI player.

These buttons are

Repeat
Reverse Skip
Rewind
Pause

Stop

Play

Fast Forward
Forward Skip

Repeats the current song, or the entire play list, in a loop.
Skips backward in the play list by one song.

Skips backwards in the song in small intervals.

Pauses the playing of MIDI songs until released.

Stops playing the songs in the play list.

Starts playing the songs in the play list.

Skips forward in the song in small intervals.

Skips forward in the play list by one song.

To the left of the MIDI display are other control buttons that provide functions used only with the MIDI

player. These are:

Track

Time

Random

Repeat

Switches the display between the current song playing and the total number of songs
in the Play List. Use the Preferences button on the setup dialog to determine the
default state of this display option.

Switches the display between the current song time index and the total time of the
songs in the Play List. Use the Preferences button on the setup dialog to determine the
default state of this play option.

Setting this button ON will cause the MIDI player to randomly select a song from the
Play List to play following the current track.

This button has three states. First, NOT ON, the MIDI songs are played in sequential
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order. Second, REPEAT ALL, the MIDI songs are played through from beginning to
end. When the last song in the Play List is finished playing, play resumes with the first
song in the Play List, and continues on through the entire Play List until Repeat mode
is reset. Third, REPEAT SINGLE, the currently playing song is repeated over and over
again until the REPEAT button is reset.

Program Refer to the topic for more information on creating MIDI Play Lists.

Display screen

The MIDI player displays user information concerning aspects of the status of the MIDI player. The
following represent the various indications available.

¢ Total tracks and total playing time

* Track currently playing

« Time of current playing selection presented as desired in the MIDI setup dialog

* Track count down time

* Track count up time

* Total count down time

e Total count up time

THE MIDI PROGRAMMING DIALOG

The MIDI Programming Dialog allows you to select a MIDI file, or several MIDI files, to play on the MIDI
component. You may select up to 50 files to play at one time. Additionally, you may save your list of files
by giving the list a unique name. Then, you can recall your list at a later time by selecting the name of
the list from those that you have saved.
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BERERRERREREERREERRRERERRERER



)30yl

Selecting and De-selecting files to play

When you bring up the MIDI Programming Dialog by pressing the Program button on the MIDI compo-
nent of the rack system, or pressing the Prog button on the remote control while the MIDI device is
selected, you will be presented with the dialog illustrated above. On the right side of the dialog are two
list boxes labeled Directories and Files. Above both of the list boxes is the currently selected directory in
which to look for MIDI files.

To move around your disk, choose the appropriate directory from the list in the Directories listbox.
Select the [..] symbol to move up a directory. Double click the left mouse button on the desired directory
path to change to that directory. Your choice will be reflected by appearing above the list box. While you
move around, any MIDI files that are found in the currently selected directory path will appear in the
Files listbox. If you wish to change to a different disk drive, select the desired drive by dropping down the
Drives combobox, and clicking once on the drive letter you need.

Once you have found the files that you want, select the files from the Files listbox and they will appear in
the Selection List listbox on the left side of the dialog. You can do this in several ways. First, you can
select files by double-clicking the left mouse button on the file in the Files listbox, and that file will be
added to the Selection List.

If you want to grab several files at a time, you can select individual files one at a time by holding down
the Ctrl key while single-clicking on each desired file with the left mouse button. Once all of the desired
files are marked in such a manner, press the button labeled <<Add underneath the Files listbox and the
selections will be added to the Selection List listbox in the order that they appear in the Files listbox, but
not necessarily in the order that you selected them yourself. Also, you can mark a continuous block of
files in the Files listbox by clicking on the first or last file that you want, then dragging the mouse cursor
up or down as appropriate. The marked list will scroll as you go, marking everything along the way.
Again, once you have selected files in this manner and want to add them to the Selection List, press the
<<Add button.
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The Selection List listbox operates in a similar manner as the Files listbox. You can remove files from the
Selection List one at a time by double clicking on the files. You can select multiple files to remove from
the Selection List by marking them in the manners described above, and then press the Remove button.
Or you can clear the whole Selection List by pressing the Clear button. You can also select all files in the
Selection List easily by pressing the Select All button.

Saving a Selection List

Once you have created a list of MIDI files to play, you can choose to save the list by giving the list a name.
To do this, press the Save List button. An additional dialog will appear, prompting you for a name for the
list. Type a name for the list and press OK. Your list will now be saved under that name. Note that the
name you give your list is NOT a filename, so you may type in a complete sentence such as “Upbeat Jazz
Tunes”, if you wish. Your selections and the name of your list will be added to the MIDI list database.

To recall your list at a later time, select the dropdown combobox labeled Program at the top left of the
dialog box, and press the button to drop the list down. Scroll through the entries until you find the one
you want and single-click the left mouse button on that entry’s name. The list of files assigned to that
name will appear in the Selection List. If you want to remove files from the list, use the procedure
described above for removing files from the Selection List. If you want to add new files to the list, select
them with the procedure described for adding files to the Selection List. Once your new list is where you
want it, press the “Save List”button to update the database.

If you have a list currently active, you may create a new list by pressing the New List button. Note that if
you select or de-select files while there is a name present in the Program combobox window, that you are
modifying the indicated playlist. You will always have a chance, however, to cancel changes to an
existing playlist if you attempt to make a new list.
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Playing your selections
Once you have performed whatever list maintenance that you desired, and you want to play the files
selected in the Selection List, press the OK button on the dialog. You will be returned to the rack (or
remote). The program will then compile some information on the files that you selected. Once that is
complete, you are ready to play your selections. Just press the Play button and playback will start.

One final note: You do not have to name a playback Selection List before you can play it. You can leave
it unnamed if you wish. Note that any unsaved changes made to an existing list or to an unnamed list
will cause a “MIDI Program has Changed” message if SoundStation is turned off. This gives you a final
opportunity to save your changed list, and assigning a name to an unnamed list, if necessary. If you
want to discard any changes you made, just press the “Cancel” or “No” button when this reminder
appears.

The CD Player
The CD-ROM player in your computer can also play standard music CD’s, in most cases The CD-ROM
component provides a number of ways to control how the unit performs. To use the CD player, refer to
the instructions in the following sections.

The Program Button
The Program button pulls up the CD programming dialog. With this dialog, you can create a program, or
play list, of CD files. Refer to the topic The CD Programming Dialogfor more information on creating CD
play list.

The Button Group
Along the bottom of the CD component are control buttons for performing function on the CD player.
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These buttons are:

Repeat Repeats the current track, or the entire CD, in a loop.
Reverse Skip Skips backward by one track.

Rewind Skips backwards in the track in small intervals.
Pause Pauses the playing of CD tracks until released.

Stop Stops playing the CD.

Play Starts playing the CD.

Fast Forward Skips forward in the track in small intervals.
Forward Skip  Skips forward to the beginning of the next track.

To the left of the CD display are other control buttons that provide functions used only with the CD
player. These are:

Track Switches the display between the current track playing and the total number of tracks
on the CD. Use the Preferences button on the setup dialog to determine the default.

Time Switches the display between the current track time index and the total time of the
entire CD. Use the Preferences button on the setup dialog to determine the default state
of this display option.

Random Setting this button ON will cause the CD player randomly select a track from the CD to
play following the current track.

Repeat This button has three states. First, NOT ON, the CD plays in sequential order. Second,

REPEAT ALL, the CD plays from beginning to end. When the last track on the CD list is
finished, play resumes with the first track and continues through the entire CD until
Repeat mode is reset. Third, REPEAT SINGLE, the currently playing track is repeated
over and over until the REPEAT button is reset.

Eject This button stops the CD from playing. If your CD is equipped with a power media
drawer, the drawer will open. Ifyour CD is not equipped with a power media drawer,
no further action will occur.
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Load This button loads the track information from the CD player. This includes both track
times and track numbers. Note that after loading a new CD, you may either press this
button to obtain this information, or just press the Play button to load and then star
playing.

Program Refer to the topic for more information on reading CD play lists.

Display screen

The CD player displays user information concerning aspects of the status of the CD player. The follow-
ing represent the various indications available.

Total tracks and total playing time

Track currently playing

Time of current playing selection presented as desired in the CD setup dialog
Track count down time

Track count up time

Total count down time

Total count up time

THE CD PROGRAMMING DIALOG
The CD Programming Dialog allows you to select your own random order of tracks to play from a

currently loaded CD. You can select the same song more than once, and you can essentially program
your order however you like. You may select up to 50 tracks to play in this manner.
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Selecting your Order
Pull up the CD Programming Dialog by pressing the Program button on the CD component or by
pressing the Prog button on the remote control while the CD device is the selected component. You
must already have a CD loaded in the CD player before you can program it. Once the programming
dialog appears you will notice a list of the tracks on the CD in the listbox labeled “CD Tracks”. Each track
is numbered in sequential order and also contains the time of each track.

To select a track to play, double click on the desired track in the CD Tracks listbox and it will be added to
the Play Order listbox. Select each track that you want to play one at a time in this manner until you have
your desired play order. Remember that you can use any track more than once, and that you do not
have to use every track at least once.

To clear a single selection from the Play Order, double click on that entry with the left mouse button. To
clear the entire list, press the Clear button under the Play Order list.

Turning Play Order On or Off
If you enter the CD Programming Dialog, select a play order, and press the “OK”button, then the Play
order is now active. This will be indicated by the LED on the Program (or Prog button on the remote)
remaining lit once the Dialog is exited. You can turn off the Play order playing in one of several methods.
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