DDDDDDDDDDDDDDDDDDDDDDDDD

CRFEUSD

ThE AUSTC AHHEMBILER



CRIFCUD

TRE AUSTL CADDEMBLER

Few words at the beginning

Spectrum users (and its clones) which Makes programs May fall into situation when
they like to improve their programs with some music, Tut when you look around At
available Music programs you will see that there is only one useful program - WHAK,. Ty
using WHAM you can create machine code program which plays melody in two channels
uith soMe noises that you can denote as drums with half closed eye. Enormous problem is
writing Music, you can hardly get good solution by wsing notes - there are only eighth
notes and @ll other notes you must compose, unfortunately you will hear pulses when
you'll play the music, author of WHAM probably doesn’t heard about different music
zomles and flat symbols you must convert to sharp symbols, when you use some "drum”
you can’t play any note in any channel, if you forget or add something when insart music
you must insert mll from wistake again. Short tiMe mgo is appeared program MUSIC
ATUDIO, wken you look closer it looks like WHAM: two channels - there can be note or
drum in each channel (better than WHAM), cighth notes again, Music routine sounds
differently - overall variation of WHAMN with different music routine, editing notes is the
same "kindness" like WHAM.

Tut there are Many different music routines with different sounds in games (foreign
and inland too) and it seems there Must exists some new mMusic program (something like
new WHAM), Dut there isn't any another music program (J dont think about programs
uhich can't crente Music routine usenble in users program) — either this program doesn’'t
exist or it doesn’t want to come to ws (J think that first alternative is true, J don’t
understand why it can’t comel. Jt Means when We want something better than WHAM then
we have only choice write it.

QRFEUS can play melody in two channels accompanied by drums. Unlike WHAM drums
are third channel and they don’t replace music, Fou can choose any length of note
(uhole, half, . sixteenth), same as for rests. Every pattern has oun tempo independent
from other patterns, sharp and flat symbols (at the start of every row of new pattern) and
fade out (you can set tempo for decrense volume of note in every pattern and channell
You can add and remove patterns as you want. Jt's easy to change notes in pattern. Jf
you have melodies for WHAM you can emsy load it to ORFEUS and play them. Whole
programM iz controlled by five defined keys (joystick) Unlike WHAM compiled music
routing is relocakle (you can run it at any address - without one little exception - see

COMPILED.
EDITOR

All control is accessible at once, editor isn't special part. For this reason J
include only things related to inserting and editation in this chapter.

Aren of soreen can be divided into three regions, Two bottom lines - there are some
lakels and arrons (commands), column in the left (five character wide) - some numbers,
clefs, thiz region iz ended by vertical line on right side, and last biggest region is the
rest - there are notes and drums, Cursor is moving on the sereen in first two regions of
the soreen lonks like arrow, in last third region it depends whether cursor is among
notes, then cursor looks like note or dash on which pointing, and on place where cursor
iz situnted are shown all ledger lines akove and below staff, or drums editing then looks
like arrow. Jn first two regions cursor is moving swooth, in last third region steps from



note (drum) to note. You can see screeh on picture, only cursor you can’t see on place
where is showun, because on this place looks different.
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First command Zzone (from left to right)
(point cursor at wanted icon and press fire)

arroM Left - is instrumental to move to previous pattern, if it isn't possible makes
sound alert and do nothing, pattern number you can see upon this icon (pattern number

is 01,

play - iplay pattern? play whole pattern repeating until fire is pressed aorin Gif you
krow hiow iz organized keyboard o know that other keys from group of five where fire is
placed are tested too, using EEMPSTON you can stop playing by any move of joystickl

play all - play music from start to end, if there iz selected pattern from which is
music repented then start agrin from this pattern, if not then music stops immediately
uhen some channel reach to end. Tattern for repeating is marked by vertical lire a few
characters from left border, set or reset you can perform by point cursor at pattern
number and pressing fire. Fou can stop music the same way as PLAY BAR.

delete - (erase pattern) erase current pattern and Move to next pattern, if it is last
pattern then wove view to previous pattern, if it iz last pattern at all then pattern is
replaced by Minimal pattern (track must hold at least one patternl.

nel - (new pattern) if you want add pattern betueen two existing patterns move to
pattern which have to be after new pattern, select this icon and press fire.

copy - (copy pattern? if you zelect thiz action then it will copy pattern on the
sereen and add it at the end of written music. This possibility makes ersy inserting
identical patterns - if you find pattern which you insert before you have not to insert it
AgARin just copy it. After copy view iz moved to next pattern - You can easy copy number
of patterns thiz way just repeating pressing of fire key.

Lload (loading Music from tape to computer) - see next.

zave (save music from computer to tape) - see naxt.

compile see next.



arroM right - Move vien to hext pattern, if there isn’t any next pattern then add new
one (different beep). Last pattern you can know by pattern line which close whole
pattarn, it is twice time bolder - but if pattern is not complete you krnow it only that in
the course of MoveMent to next pattern there mMust be added new pattern (heapl Jf you
only watch votes then delate new patterh.

Lest column (from the top to bottom):
(point by cursor at described object and press fire and directions)

number (pattern tempo on the picture) - most often 06 after loading, this is tempo
with uhich will be played (1-20) You can set tempo by pressing together fire and
directions:

Left, right - change tempo in current pattern only

up, doMn - change tempo in all patterns

clef - pressing fire and up or down you can transpose whole pattern by hali-tone
step up or doun.

staff next to clef (sctting of clef for first or second channel) by pressing fire and
left or right you can add or reduce sharp symbols (flats symbols) at clef. Dy pressing
fire and up or doun you can change sharp symbols to flats symbols and back.

number below staff Left From zlash (on picture number and length of period in
pattern) numerator of pattern is changed just by pressing fire the way that onee inserted
notes can fit into current pattern - if you want to choose shorter pattern there is only
way to delete notes.

number below staff right from slash (number and length of period in pattern on
picture) - denominator of pattern, there is applied same as in previous paragraph. Set
length of pattern and clef settings at the start of writing Music (in new patterns will be
alrendy satl.

number below clef (fade out of first or second channel) - time fade out of volume,
setting iz the same s setting tempo (0-99) Ly pressing fire and direction either in
pattern or in whole music. What it means you find out by writing "whole note” and playing
it with different setting (you’ll see better when you choose O and 99),

edge between first and second channel - point with cursor exactly on edge and
press fire and soores of first and second channel in current pattern will be switched.
Unlike WHAMN used music routine plays ench channel with different volume (first louder)
and there isn’t way to switch wain melody with recompaniment without changing sound.

pattern number (pattern number on the picture too) - by pressing fire you zat
(reset) repemting from current pattern (see PLAY ALL and COMPILE). Tepeating is
sighalized by line (repeating line on picture), Tattern in uhich is this line shown is the
pattern from which will continue music after last pattern, if you want repent complete
music rgain and again then et repeating line into first pattern.
Main part - inserting notes
right - Wove cursor to next note, if there isn’t any then nothing happens.

Left - move cursor to previous note, at last note cursor jump into left column,

Up - move note oh staff, at the end jump into next channel (if there iz somel. Aftar
leaving chanmel note return at pogition where it was when fire vas pressed or when



CUPEOT MRS Moved.
domn - there is applied same as for up.

Fire - confirm lavel of note, when leaving note in direction up or doun note returns
to thiz place.

fire and Left - change length of note or rest to lower value, uhen is renched lowest
value set highest available value (by pattern setting) again.

fire and right - same as left but contrarivise so length of note or rest incrense.

fire, doun and Left - change dashes (if isn't my iden it is term) step by step: sharp
symbol (#), double sharp symbol (X, natural, flat symbol (b) and double flat symbol (bhk)
before m note.

fire, down and right - add dot after @ note - makes the note half as long agrin.

fire, up and Left - erase note on the cursor position and move cursor to next note,
if it iz last vote in channel do nothing.

fire, up and right - opposite of previous - add note after note on cursor position
and Move cursar to new note, if the channel is full (by length of note) nothing happens.

For drums iz applied what have meaning (adding, deleting, changing typed Thrums
are humbered from O to 9, silence is marked by point. Mumber of possible beats in
pattern is given by derominator of pattern, if pattern is for example eighth then fall one
beat (quarter - beat on every eighth) on every sixteenth (periodl.

Jf pattern is complete (each charmel is full) then pattern is closed by pattern line.
Jf it is last pattern then line will be bold.

Magnetophone operations

Load - loads music into program, ask for the name, there is possibility to press only
ENTER and then loads first music which founds (it knows own blocks). Jf error ocour
when loading then old music rest in memory.

Saue - saves Music to tape, if you want to verify whether music iz saved right then
use command LOAD (uhen error ocour music remains in memory, if loading pass well then

you load same Music)

Melodies from WHAM

You can load melodies from WHAM into ORFEUS by using command LDAD, program
krnons wusic from WHAM and transforms it to own format. Decause both channels in
WHAM has same volume there is possibility that you will have to switch channels in some
(perhaps in all) patterns and transpose melody down one octave for better sound.
Tlaying tempo iz set to usual value and Maybe you will have to change it. Eventually you
can replace couple of notes by corresponding longer note.

Compilation to machine code

Aster you will be satisfied with the Music, you can create Mmachine code routine and
use it in your program. Choose woption COMPILE, program performs some kind of
compression of data (identical patterns ete.) and run currently created routine. ¥ou can
listen to your creation for the last time and after pressing any key ton keyboard not on



joystick) program asks you for naMe and saves Music to tape.

Compiled music you can load almost on any address and run from it. The only
restriction is that you cannot load it on addresses from 35000-length to 35000+1length,
where length is length of compiled wmusic, which you make out even by copy pPrograv.
After start music iz moved to address where is executed and after finish is moved back to
nddress where it was initially, original content of Memory is moved back too - 0 nothing
will change, before and after playing there is the same thing in memory. Restriction is
there because prograM had been to suap itself by self and what will come out with it is
in the stars. Only possible swap is when program is on address where it will be executed
that is on address 35000 (this address is in headerh

Last chapter is dedicated for those which are acquainted with machine code of Z80
at least partially, J describe method khow join couple of melodies to one in that manner
that its will not take more place than is needed, so only one music routine and couple of
drti.

Actually join of two melodies; next you can join analogical way.

1. Thoose longer music {longest ot all} and place it ot selected address in memory - this address we label

as ADE1

2, With belp of movitor (VAST, DEVAST.) correct value in three instructions manipulating with 5P
regizter, replace number 35081 with number 36073

3. Woad next music beyond first one {or elseubere), address where is londed we label as ADEZ

4. There are two instructions LD BC,numher ot the start of music, rewrite them to LD BC,number-
1011, valve number-1011 we label as LENGHT

5. fin instruction LD DE, 35072 rewrite value 35072 to value ADR1+1033

&, flodify all instructions manipulating with 3F register in order to point to emply place

7. I instruction CALL 35072 rewrite address to ADR1

&, fllove block with length LENGHT from address ADEZ+1083 to address ADR2+¥2

Aster successful perforMance you can run mMusic from address ADEL or ADEZ, total

length will be smaller about 1011 bytes than summary of length of both original melodies.
You can add arbitrarily many melodies.
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