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Tutorial Instrument Index

To help you better learn how to work with the Instrument Editor, we have included a
few tutorial samples for some of the chapters. Most of these can be found in the “Editor
Tutorial Files” directory. For the Pattern Alternator & Legato Mode Rule, you will also be
referred to the Vienna Symphonic Library (VSL) demo instrument directory.

The following sections will refer you to some tutorial samples.

How to Create Dimensions p.95

Bass-Sustain f folder
Bass-Sustain p folder

How to Map Samples - Advanced p.115

Tutorial Drum Kit folders

How to Use the wizard Tool p.150

Tutorial Electric Piano folders

How to Use the wizard Tool p.156

Tutorial Bass folders

Legato Mode Rule p.361

Example .wav audio files in Legato Mode folder

Legato Mode Rule p.363

Vienna Symphonic Library demo instruments folder

Pattern Alternator Rule p.371

Vienna Symphonic Library demo instruments folder

Have fun!






GigaStudio 3.0 Instrument Editor

The GigaSutudio Instrument editor is a separate program that works with GigaStudio.
This programallows you to create your own instrument or editexisting Giga
instruments.

The Instrument Editor has a bunch of new features for 3.0. The basic interface looks and
operates very similar to theearlier versions but it is now allot more convenient to work
with when editing & designing Instruments. In this section we will briefly describe
these new features and how to use some of them. These are all covered in detail in rest
of this manual.
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How to open the Instrument Editor:

There are several ways to open the Instrument Editor depending on what you want to
do and from where you want to launch it.

Opening the Instrument Editor from the GigaStudio Interface:

: 1.To open the Instrument Editor with a blank empty gig file, click on the [In-
strument Editor] button.

The button is in the menu bar in the upper left section of the GigaStudio.

,:':'I'UntitlEd - GigasStudio Orchestra

J File Wiew Help
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2.If you want to edit a loaded instrument in the Instrument Editor, [right-click] on that
loaded instrument and choose [Edit...]

The Instrument Editor will open with the selected instrument loaded.

Note: The Instrument Editor will have to load the entire .gig file associated with the se-
lected instrument. If the entire .gig file is not already loaded into the GigaStudio (buff-
ered into RAM) then the Editor will take the time to load it for you. This can take a few
moments if the instrument is large or complex.



Opening the Instrument Editor from the Windows Desktop:

You can open and use the Instrument Editor without having the GigaStudio Interface
running. This is a good way to work when doing intense instrument construction.

1.You can launch the Editor from the Windows Start Menu.

o =y 7
f;;; Tascarm 3 . Giga Configuration Manager

g FdEtD I@ WinFLAR, » G GigaStudio Editar k

_ J’ Internet Explorer ) GigaStudio FAG

. PR A Microsoft Access @) Gigastudio Help

Microsoft Excel ) GigaStudio Trouble Shooting
All Programs Micrasoft Cutloak ™ Gigastudio Workstation

Microsoft PowerPaoink r_ij Read Me
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2.You can launch the Editor by [double-clicking] on a shortcut on the desktop.

Gigastudio

Editar k
Gigastudio Editor

The installation of GigaStudio will create this shortcut if you select the option that al-
lTows it to create a shortcut on the desktop.

To create a shortcut manually, navigate to the Editor (or
any application you wish to create a shortcut for) from
the “Windows Start Menu” Instead of clicking on it and
launching the program, hold down the [control key] and
drag it out to the desktop. You can also right-click and
choose [create shortcut] from the menu.

You can also drag the shortcut to the Windows toolbar and then launch the Editor with
a single click on that icon.
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3. Last but not least, you can launch the Editor by [double-clicking] on a .gig file from the
Windows Desktop.
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This will launch the editor and load the selected .gig file.

You can load multiple .gig files by selecting several of them and hitting the [Enter] key.
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What’s New?

New Key-Switch Regions:

= Mixlayer: Attenustion controller

Lide): Pre-attack level (9] I

) emef o) &

Until now, the note range of a Key-
Switch Dimension was entered
numerically in the Instrument
Properties window.

You can still assign this here but
it’s much easier to use the new
Key-Switch Region in the Region
Window.

This shows up as a purple col-
ored region that can be moved
anywhere on the keyboard and
stretched just like any other re-
gion to assign the Key-Switch note
range.

If there are no Key-Switch dimen-
sions, this region is gray.
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Graphical Wave-Form display with Parameters:

Now you can see the actual sample waveform of any sample you have selected. Also,
various editing parameters are displayed on top of this waveform view and many can
be edited directly from this window.

This allows you to accurately adjust things like the ADSR envelopes on top of the sam-
ple waveform and visually see where the “in and out points” are on the sample.

The edit graphics that show up on top of the waveform view will correspond to the edit-
ing parameters that are currently selected in the editor.

Example: ADSR Parameters Selected.

Example: Pitch LFO Parameters Selected.

o] !I“ tem F=

. . This feature is enabled or disabled in the View Menu.
| Wiew Window Help

v Toolbar
v Status bar

Tall welocitsy w%nw
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Tall Velocity Window:

= Nelocity: Mew spli |
B az=-Eth Mote C2 Wel 8

B a==-Sth Mote C2 Wel 7

0.000 sec 0.000 sec
Ba=s-Sth Mote C2 Wel G

0.000 sec 0.000 sec
Ba=s-2th Mote C2 Wel 5

0.000 sec 0.000 sec
B az=-8th Mote C2 Wel 4

0.000 sec 0.000 sec
Ba=ss-2th Mote C2 Wel 3

Bl

0.000 sec 0.000 sec

Ba=z-8th Mote C2 Wel 2

We now have the option of using a Tall Veloci-
ty Window that spans the height of the whole
screen for those cases where you have a lot of
velocity splits. This is much quicker and more
intuitive than having to scroll up & down a
shorter window.

This feature is enabled or disabled in the
View Menu.

| Wiew Window  Help
v Toolbar

. Status bar
v Show audio

v Tall velocity '.-'-.Iiru:'ﬂ.-'-.I

13



New Status Bar:

The status menus that are part of the Main GigaStudio Interface are now visible with
the new Status Bar.

| Audio Running-Detta-410 6% ‘ Audio Card

Iﬁ ‘ Voice Polyphony & Voice Peak Count

B BEBEEEE 0t

Iﬁ ‘ Amount of RAM used

| Temp free: 16681.4 MB ‘ Temp Space Available

| Committea: 127.1 w8 ‘ Amount of Temp Space being used

This feature is enabled or disabled in

Wi Windams  Hel .
| B B the View Menu.

v Toolbar

v Show audio g

v Tall velocity window
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Easily Switch the order of Dimensions:

You can now easily change the order of Dimension and Velocity Splits using the [Up &
Down] buttons in the Dimension Controller Windows. This is much faster than the old
method of disassembling the instrument and reassembling it in a different order.

Just open a Dimension Controller Window and select the dimension names and move
them up & down in the list until they are in the preferred order.

Key-Switch Before Reordering the Dimensions:

=7 Keyboard: Split 1
SplitZ |Split3 |Splitd [Splits |Splits |Split? [Splits

x|

[p—— S rame | e |
[Foboma =] | 5e42
a1
ll:-num ekt

Gpl S

Qvignal irnirument clare. 30 MB [T17 decrest samplen|
Mer mitrurdnt clace 32 MD (117 dacraat fanoleg)

g e =] il | f-'n-ll

Key-Switch After Reordering the Dimensions:

=7 Keyboard: Splt 2
Split3 |Split1 |Splitad [Splita [Split? |Splits [Splits
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Delete Specific Dimensions:

You can now choose any specific dimension or dimensions and Delete them in the Di-
mension Controller Window.

Key-Switch Before Deleting:

= Weyboard: Split 1
Splitz |Splits |Splitd |Splits |Splits |Split7 |Splits

[Lem -

Gamgde e nuon
—

Drignad iratirurreert clarr 32 ME (117 dacreet samplea]
Paws indirurent claer 32 M 117 dacrast pancles|

R toph o ol seiected regor ax. | l'-t-l|

Key-Switch After Deleting:

| & Kevhoard =pili 1
Splitz2 |Split2 |Splits | Splité | Split? |Splits
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Add New Dimensions:

Use the [Add] button to Add new splits. You can add them one at a time or enter a
number and then hit the [Add] button.

Corol source T I 5
=] | e el
|Festoand = E-:" S|
I"'""""” Sokt 2 _ Dilee |
EE _Poname |
Eample 3pace in use Up |
Sl 7
—— Splt B Dot

Cligrusl wsdrummsed clage: 27 MR (117 diecimel camgles]
Pless mstiumest clsre 32 M0 [117 discisst parmples]

P deohioslsceciodmgons 0K | Cancel |

Split Dimensions:

Avery handy tool is the ability to Split a dimension. This creates a clone dimension with
identical parameters and samples. This saves having to manually recreate an identical
split. To do this, choose a dimension and then use the [Split] button.

Dimension contralier |

Carteel s gft_._ T s [ H

o 2 EN

| s S
ﬁ: ﬁl

Eample space in use Up |
Spit B

——— Dot

Cligrnd msdrummd clags ZFWE (117 diecimed camgles]
Plews mstiument Claks: 32 M0 (117 dacies gl

W deghioslseciodmegons 0K | Cancel |
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Naming Dimensions & Dimension Descriptions:

It's a very good habit to start naming your dimensions and entering descriptions as you
design instruments. With 256 potential dimensions to keep up with, labeling is now

more important than ever.

Once the dimensions and splits are properly named, these names and descriptions will
show up as you select various dimensions in the Editor. This is essential to keeping your
bearings when designing complex instruments. See the examples below to see differ-

ence.

Here is a complex mapping that is well labeled: Very obvious and intuitive.

= Welochy: Soit

asz-Sustain f E2

= Mod: Sus-Stacc Switch: Sustain

Staccato

-

= RTrg. Ambience Release: Mole COn
KEY UP
= Hybd: Articulations: Mormal
Mear Bridge Wibrato Hon Wibrato

=7 Click to az=ign

Here is the same thing without labels: Impossible to find your way around.

= NWelocty: Split 1

ass-Sustain f EZ

000 zec

000 sec

=010 Mod wheel Bewe split

M =plit

-

b}
= Releaze trigger: Mews split
M =plit
KEY UR
= Heyboard: Mewy split
Hew split Hew =plit Hew zplit

= Click to assign

=13




Names & Dimension Descriptions are entered in the Dimension Controller Window.

To rename a Dimension Split, select it and click on the [Rename] button. Then enter a
new name. To change the Description name, just back over the text under “Description’
and replace it with something else.

4

In this example, The Dimension Description is set to “Sus-Stacc Switch” indicating that
this dimension switches between long sustaining notes and short staccato notes.

The Split names are set to “Sustain” and “Staccato”

Dimension controller x|

Control source Split name | 4dd ||'I E
11 Mad wheel - Sustain -

I[] = J Staccato Spli |
Dezcription Delete

Sus-Stace """"'J

acc Switch

Sample space in use Up
. _Down_|
Drowen

Oniginal instrument clasz: 32 MB [4 discreet samplesz)

MHew instrument clazs: 32 MEB [4 dizcreet zamples]

¥ &pply to all selected regions Ok, | I:an-:ell

Here is the result:

= Mod: Sus-Stace Switch: Sustain
Staccato
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More Dimensions:

One of the biggest new features of GigaStudio 3.0 is a drastic increase in the amount
of dimensions from 32 to 256. This allows a lot more velocity, MIDI, Key-Switch & other
dimension switches to be utilized without running out of dimensions.

Example: 8-Velocities/4 Key-Switch/Release Trigger/Mod Wheel Splits

= Welocity: Bew split |
Aaszs-Sth Wote CF Wal &
Bass-8th Mote C2 Wal 7

Bass-8th Mote C2 Vel 6
Baszs-8th Mote C2 Wel 5

0,000 sec 0.000 sec =7 RTrg: Hall Ambience: Mote On
%6 Hass-2th Mote C2 Wel 4

= Kybd: Ariculations Sustain
Staccato

Trill Tremalo

Ambience

0.000 se 0.000 sec
EE ote

KEY DOWUN KEY UP
= Mod: Yibrasto: Fon-Wibesto

|0.000 e

B B a==5th Hote CZ Vel 2

-

0.000 zec 0.000 zec = Click to assign
32-Bass-8th Note C2 Wel 1

A good example of how more dimensions will really help is found in the Vienna Sym-
phonic Library. Due to the large number of switches needed for the VSLlegato instru-
ments, they had to come up with some clever and tedious mapping techniques to get
their wonderful results.

They had to use up the whole range of MIDI notes (0-127) to fit the extra samples into
the instrument. This involved mapping samples beyond the range of most keyboards.

They were limited to one velocity split.
The loud and soft variations had to be split into separate instruments.

Now, with so many more dimensions, they can have several velocity splits and use less
notes on the keyboard. The following examples show a before and after of this.

These extra dimensions combined with the ability to stack multiple instruments on a
MIDI channel leave room for the most complex and creative instruments ever.
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Legato Instruments with only 32 Dimensions:
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Use Any Number for Dimension Splits:

You can now use any number for Velocity and Dimension splits in the Editor. In the
past, you had to deal with 2-4-8-16 or 32 splits but nothing in between.

If you wanted 3 velocity splits, you had to create 4 splits and then hide one of them.
Now you can simply create the amount you wish and not have to keep up with a bunch
of empty dimensions.

Example: 5 Velocity Splits and 3 Key-Switch Dimension Splits

Yelocty. ey st I Fybd, AicUlEtions. Sustan
BassSth Note C2 Vel 7 Staccato Trill
1 2 3
0.000 sac 0.000 sec - -
Bas=Sth Note CZ Vel 6 = Click to assign
a5
0.000 sec 0.000 sec
Bass5th Note G2 Vel & = o =
=~ Click to assign
G
0.000 sec 0.000 sec
Bas=8th Note C2 Wel 5
X2 £d ®
=7 Click to assign
3
0.000 sec 0.000 sec
2 = *

You still use the same resources for dimensions but visually; you will only see the ones
you want.

For example, lets say you want 5 splits. In the past, you would have to use 8 splits and
then make 3 of them empty or duplicates and ignore them. (Or hide them if they were
velocity splits) Now with 3.0, you simply create 5 splits and that is all you see and work
with. You still use up 8 splits of resources like before but you don’t have to keep up with
the extras unused splits now and editing is much less cluttered andmore intuitive.
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New dimension: Round Robin

This allows different samples to be triggered each time you play a note. The order is
pre-determined based on the order of the dimensions.

In this example, every time you play a note, the articulation would automatically
change in the order of the dimension. (Sus-Stac-Sus-Spicc-Sus-Stac-Stac-Stac)

= Round robine Sustain |

Staccato Sustain Spiccato Sustain Staccato Staccato Staccato

New dimension: Random

This works like the Round Robin but in this case the samples are triggered randomly
instead of in sequence.

In this example, we have the same sequence of articulations as we had in the Round
Robin example. However, the dimension is set to “Random” As you play notes, these ar-
ticulations will automatically change randomly.

= Random: Sustain
Staccato Sustain

Spiccato Sustain Staccato Staccato Staccato

New dimension: Smart MIDI

The Smart MIDI dimension ties into the Smart MIDI tools that allow a variety of new
ways to trigger samples. For example, Smart MIDI is used to access the Pattern Alterna-
tor, Repetition Tool and Legato Mode.

= Smart MID| processor: Sustain

Staccato Sustain Spiccato Sustain Staccato Staccato Staccato

The iMIDI Rule Manager has to be launched and setup for the Smart MIDI Dimension to
do anything. This is a complex tool that is explained in chapter “10-00 Setting Up MIDI
Rules”
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Release Trigger with Tracking:

IR T

This feature dynamically tracks the volume of a sample in real time and plays the re-
lease trigger back at a matching volume. This way the release trigger plays back at the
proper volume level no matter when you release the note. For example, lets take an
instrument that relies on hall ambience in the release tails. Some samples are recorded
with dynamics, swells, crescendos & diminuendos. If you released one of these samples
during the quiet part of a swell, the release sample would normally play back too loud.
If you released during the loud part, the release sample might sound about right. How-
ever, with this tool, the release sample will playback at a volume level that matches the
volume of the sample at the time you release the note.

This tool has two modes:

Track audio signal AND voice parameters:

—Welocity tracking

£+ Dynamically track root note's signal level AMD voice parameters

" Dynamically track OMLY root note's woice paremeters

This mode tracks the volume as described earlier and it tracks the voice parameters like
the ADSR envelopes.

Track Only the voice parameters: (Ignores audio level)

—Welocity tracking

£~ Dynamically track root note's signal level AMWD voice parameters

£ Dynamically track DMLY rook note's voice paremeters

In this mode, it will ignore the audio level and just track the voice parameters.
The overall volumes of the release tails can still be adjusted with the attenuation set-

ting on a sample-by-sample basis. Between this and the tracking, you can have flaw-
less release ambience levels at all times.
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New Parameter Edit Display:

Rl I — 1
Pro-sinch kel (%) 009
Ajiacic

1 1]
K. .. L,
e
"EF‘ i
| . RIRITH L]
L

misdl

D

The Parameter Tabs have been replaced with a whole new display that offers several
advantages.

« It allows a lot more room for complete parameter descriptions & names that had to
be cut short or abbreviated in the earlier version.

- It also provides the ability to add extra parameters for 3.0 and the future.

« This new system allows numerical entry of the parameter settings as before but now
you can also use the mouse by dragging up & down on the parameter settings.

« You can view all the parameters on a single scrollable screen or in individual sections.

3 Al pararsaters - 1

25



Interactive Editing Parameters:

There are three main areas where parameter edits can be adjusted. These three areas
are locked together so that when make changes in one area, they are also changed in

real-time in the others. This way you can see what is happening all at once while you
make changes to the instrument.

1. The Parameter Edit Display

| %= Enwelops 1 (mmpiiuds )
e R T
| AHimch {mec) | B0e0
| D § (e | Qupos
Hold Il'.'I-NICI
Suihan el (%) IllZPEII:l:l
| Ly 2 (nec) 1L

| Filaasa (sl Uy
| mMsdssien Biacs [
-wm

| Alack mod depEn

Cerzry il g

Poebirarse rind dheplls

3.The Drag Tools in the Region Map

| =7 Envelope 1 (amplitude). Decay 2 (sec) ||

EG1 Pre-attack level
EG1 Attack kme
EG1 Decay 1 time
EG1 Sustain level

v EG1 Decay 2 time k
EGl Release kime

LR Frequency
LFO1 internal depth
LFi21 external depth

T

Anytime you select a parameter in one area, it will also select in the other areas.
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| Rrermiope | { b In this example, in the Parameter Edit win-
Fromfms e 1N om

S ta dow, we have the Amp envelope section se-
Pacay § [sa) 1 lected.

| (e ] ) -l

| T, v (%} | m

| Dy T vl 1 11m . . .

{ Pt ey [ The Attack parameter is highlighted.
ok e el s fmay i

| o e, e ]

| fact mot ooy

|| Py mac g

| Rrmagd Sl deyil:

The Waveform view displays the ADSR envelope.

The Drag Tools Menu is also set to the Amp Envelope Attack.

| =7 Envelope 1 (amplitude); Attack (sec) ||

" LFO I (mmitude) However, if we go back to the

| Froquecdy (M) | 254 Parameter Edit window and

_L"ﬁmf::ﬂ 0 change to the LFO1 section, the
Al as = Waveform View and the Drag
PhaEd Mg [ 0-r0 Tools Menu will change accord-

B e ingly.

Waveform View displays LFO graphic.

'j.lr 1 af i LE il Jun

Drag Tools Menu changes to LFO Frequency

| = LFO 1 (amplitude). Frequency (Hz) ||
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At this point, the LFO frequency can be edited from any of these three areas and the
other two areas will also change.

= LFO A (amplitude)

Frequency (Hz) e T
Irternal depth (0-12007 0 -
Contral depth (0-12007

Cantrol source 0 - Irternal
Phasze flip 0- ko
Synch 0- Mo

The LFO Frequency can be typed
in or dragged up & down with
the mouse in the Parameter Edit
window.

You can drag the little square in the Waveform View to change the LFO Frequency.

You can use the blue dots in the Drag Tools.

o+ Juea

_ Jura

ALILLILLLY

LS
o
)

L3

Whichever method you use, the other two areas will update to match. Any parameter
that you highlight in the Edit Parameter window will be selected in the Drag Tools

Menu and Vice-Versa.
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Assign Key-Groups on Multiple Regions at once:

A Key-Group is an advance version of the Hi-Hat note cutoff that has been around on
samplers for many years. In the GigaStudio, you can have as many key-groups as there
are MIDI notes. (Up to 127) Notes assigned to the same key-group will cut each other off
when played.

In the past, these had to be assigned one note at a time, which could be very tedious if
you wanted to have a bunch of regions sharing a Key-group. Now you can select any
amount of regions and assign them to a key-group all at once.

Key-groups are assigned by [right-clicking] on a region or group of selected regions.
Then enter the desired Key-group. Zero is the default setting. Regions assigned to zero
will not be affected by Key-grouping so you need to use 1-127 for regions groups that
you want to have cut each other off.

Single Region Key-Group:

[renian properties ]
Mote range from [CH2 1o [CR2
Kergow 0 =
[ | cones |

s Mot changes alinct ol soleciod ngions:

Multiple Regions Key-Group:

LA [r:cman praperties ]
Motemgefiom [ w [
Kevoow [0 ]
[ox | _concs |

Mihe: changes alisck 2l nlecied 1ngnna.

S Y OO

Combine more than 4 instruments:

In the past, you were limited to combining a maximum of 4 instruments at a time.
Now, you can combine as many instruments as the dimension resources will allow. No
more need to combine instruments and then combine the combinations.

Also, you can combine odd numbers of instruments together.
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Jump to Selected Regions:

This has to be hands down one of the nicest features in the editor. The editor will now
highlight the samples in the Sample Window whenever you make a selection while ed-
iting.

To show how helpful this feature is,imagine you want to edit the sample assigned to
the middle velocity of middle C, Pedal Down on a Piano. In the past you would have to
hunt and peck through the Sample Window folders to find it. If the sample folders &
names are not organized or obvious, this could make it very difficult to find a specific
sample.

However, with “Jump to Selected Regions” enabled, all
you have to do is select the C-4 Region.

Select the Pedal Down

= (64) Sustain pedal: [1 of 2] Di .
mension.

Select the Middle Velocity. The sample then lights up.

=7 Velocty: [2ofd] |l e ot 107Y3D

o&ovdonr 0 i EL m 108YaD
&7 v3up
----- ot 021v3ub
----- 7 02év3ub
----- i 031vw3ub
----- o 036v3ub
----- 7 040v3ub
----- i 045v3ub
----- o 050v3ub
----- 7 DE4v3ue3
----- o DBEY3U
----- o 055v3ub
----- o DRIV
----- e 058v3ub
----- @ Dely3Iuedt
----- o 073v3U %
----- e O7EY3U
----- e OE3Y3

iy
----- 7 0B5Y3U
..... S MR |




i If you select several regions or several dimen-

F F F —F_! sions, all the samples used will highlight in

the Sample Window.

All the regions are highlighted yellow while
the most recently selected region (C-4) is or-
ange.

— 1n&van Notice that all the samples are highlighted in yellow
B v but one of them also has an orange border around it.

This orange border represents the most recently select-
= i ed dimension. In this case that is C-4.

Enable this feature by [right-clicking] in the
Sample Window and choosing “Jump to Se-
lected Region”

— Also, when you have the MIDI Select feature enabled, the samples will also
SELECT | highlight as you play them in real time.

You can then find samples really fast by just playing the MIDI keyboard and manipulat-
ing MIDI controllers.
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Find Instance:

This is the opposite of Jump to Selected Regions. In this case, you select a sample in the
Sample Window and use this feature to find where it is mapped in the instrument.

Choose a sample in the Sample window and
=0 = [right-click] on it.

4

H
FEERE
Gl

e Select “Find Instance” from the

=[] Edlaga Fropate menu that comes up.
[~ P

— |

a1 | LT

=l

= m“

e ot seples

The exact region, velocity and dimension split that this sample is assigned to will be
selected in the Editor.

Repeat this to find the next instance if the
sample is used more than once.

Properties
Edit audio
Auditiaon
Find next instance Pl You can also use the keyboard shortcut.
[Ctr1] + [F]
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More Layers:

=7 Layr: Cross-Fade: ppp
| p mf b 1t ff

In addition to many more dimensions, we now have more layers as well. Instead of
4-stereo or 8-mono layers, you can now have as many layers as there are dimension re-
sources available.

8-way Cross-Fade Layers:

The Cross-Fade layer tool can now handle up to 8 stereo cross-fade layers. This allows
for even smoother MIDI controlled crescendo cross-fades.

Aok s
1% e et sagore s [1 2] s 1 mathcburg sngron W . oo |
T upls ety ipply |
Pk i 112128
lirnesad Fade ok 127 . 127
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Finche . 066 - 112
LvARe P ull 112127
iank ¥ Lo
- Fiache i () - (el
Lnwiided Pt (= 113
= A
P i D - T
LrARed Facls o (o) - el
Loy S #H
Finche i [l - 054
Unshitiod Packe sa (4 _ o)
ot A P
1 Pt iy 0002 - (i
h—; Pad L (48 084
i R Loc
Finche i DO0) < (32
Uramted Fiacte g (153 - Gl
= i
Pt iy ) . (0)
Ui -
= i
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Custom Tuning Templates:

You can now save and apply your own custom tuning templates. This will allow a huge
variety of possible tunings from equal tempered piano to various micro tuned ethnic
instruments.

Simply make fine tuning adjustments to the regions and save the template. You can
then tune any other instrument you create in the future with these tunings instantly!

Make Fine Tuning Adjustments:

EEE S

:

Save tuning kemplate

Apply tuning template. ..

[Right-click] in Bank Instrument Window and
‘ Choose Save tuning template:

_.ﬂ Give it a name and Save:
e N0 -]

[Ee=] cms]

To apply this tuning template to another instrument, load that instrument into
the Editor.

[Right-click] in the Bank Instrument Window
and Choose Apply tuning template:

Save tuning kemplake
Apply buning template. ..

Choose the desired template from the
list of available Tuning Templates.

This will set all the fine-tuning settings
to the template tuning.
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Redesigned Open and Save interfaces:

[EETETOEEE—— uax=

Pecers. [E* |

L i | g P Vs | =HOr = B Do mavm nees
[Cwe 17 B4 Cptama - Lprgre Bas.gig e "EI

Cga %0 Beta BT (3 20 Vi14_PERFAFRATO gk oEde

30 Srep {5 R Lo g m

Ui Ve (s Mt [ 18 Saraiie Sors i e

FECYCLER L B i Breframenis g T

S Wohsew Pfareatery [ Ademwdion LGB Ve ol [k 1

Alm. .ﬂ
Flarame  [7 Oprea Upgt St i | oen | T
syt [Ogasioie I pol = Cawnl | saion |
e e 1 MEL |:
' M o s pen b der 1 o b e
™ S o et i et ke o | ol g o e il
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Anytime you choose to Open, Save or Import from the File Menu, you will now get a
customized Browsing window. It is very similar to a standard Windows Open and Save
screen but with some Giga Specific additions.

You can see a list of all the samples inside a selected .GIG file from here and you can
view them as the descriptive sample names or sample numbers.

Segheraem | .ﬂ Lgrgermby &
0358 b
ra =) 1
1w '
Oilms B
1P i
4% 5
[1TE :
Fidfn. :J L] -:I

= You can play the individual samples or hear the audition sample from
_I here.

There are also some new saving options specific to the GigaStudio.

b axirmum file zize [MB]: 2040

[~ Rearange wave pool for best fit [may be slow]

[ Keep all waves in extension files for fast editing of instrument definitions
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Separate the Parameters from the Samples:

There is now an option to save the parameters separately from the samples, creating

a two-part file. When this is done, there is no need for the entire instrument to load
when major changes to the file architecture occur. You still hit the [RELOAD] button the
same way as before but the update is much faster now.

ol LOROED RELOAD
e B

-1 LOROED RELOADO
S5O

- LOROED RELOAD
S N

Most of the instrument parameter edits can be heard in real
time as you work on the instrument.

The Load Indicator light would stay green.

This still works the same in 3.0

A few edits (like changing the note range) will not be heard in
real time but simply require a quick save.

The Load Indicator light will turn from Green to Yellow.

This still works the same in 3.0

Major edits that would change the architecture of the .gig file
would require a complete saving of the whole instrument.
The Load Indicator Light turns Red.

This will still work the same in 3.0 if the parameters are
locked into the .gig file.

However, we now have the option to save these parameters separately. You will still
need to hit the [RELOAD] button but the save will be very quick.

To do this, you need to re-save the .GIG file a certain way.

Chon
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GigaStudio file browser window:
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In the new GigaStudio Browser screen, look in the lower left for the check box:
“Keep all waves in extension files for fast editing of instrument definitions”

[~ Rearange wave pool for best fit [may be slow]

W Eeep all waves in extenzion files for fast editing of instument definitions

Check that box and then Save the file.
Save

This will create two files, a .GIG file (which contains the parameters) and an Extension
file (which contains the samples)

G Giga Piano Edit.gig 958 KB Gigastudio Instrument File
ziga Piano Edit.gx01 661,757 KB G¥01 File

From here on out, you can make major changes to the file in the Instrument Editor and
you will no longer have to wait for the complete .GIG file to save every time.

Things to keep in mind:

+This file will load just fine in the main GigaStudio Interface but you need to make
sure that both files are together on the hard drive, or this will not work.

«If you want to simplify things, you can re-save this split file again when you're done
editing. Save it again but with the checkbox “un-checked” and it will merge them
back together into a single .GIG file that contains the parameters and the samples
as before. This is something that library developers might want to do to keep every
thing together and make for a cleaner release.

+This is most useful for large .GIG files. It’s probably not worth the effort for smaller
files, which would reload fairly quickly.
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Audition Samples in Editor:

You can now select a sample in the Sample Window and hear what it sounds like.

e To audition a sample, [right-click] on the
Edi st sample in the Sample window and choose

mm “Audition” from this menu. The sample will
Find instance Ctrl+F then play.

Mark as Audition Sample for the Gig File:

This is a new feature that allows you to select a specific sample to be the audition sam-
ple. This can be a quick demo or even an audio tutorial specific to the .GIG file. From
the GigaStudio interface, Audition Samples can then be played from the Loader before
loading the instrument to hear what the instrument will sound like.

To mark a sample as the Audition Sample, [right-
e B A click] on a sample in the Sample Window

Select “Mark as audition sample” from the menu.

The sample will now have a little “A” next to it, indi-
cating that it is now the Audition Sample.

If you do not set an audition sample, it will default to the sample with the first
alphabetical name.
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Convert Wave Pool Format:

This feature allows you to change convert all the samples in a .GIG file to various sam-
ple rate formats or convert the samples from Stereo to Mono. This way you can work

on high resolution uncompressed 24 bit stereo samples and then save various versions
from uncompressed 24-bit stereo on down to compressed 16-bit mono and anything in

between.

Wave pool skatistics .-
pool format” in the menu.

Convert wave pool Format

This is accessible by [right-clicking] in the
Sample window and choosing “Convert wave

Corvert wave pool format to: HD dither [addz » 1.5
|24-I:|it, min., accelerated [preserve 24 bitz) j bits eff: resalutior]
[T Convert stereo bo mono
Corveert I Stop | Cloze | & Combine L+R
Reformatting 128 of 128 ) Keep et channel
= Keep right channel
Sample | Original format | A ezl |*
W Close L14 24-hit steren Successiul conversian _—
v Cloge L24 24-bit steren Succesziul conversion
% Close L34 24-hit steren Too shart
w Close L44, 24-hit steren Successhul cunversinlﬁ\\i
w Cloze LA, 24-hit steren Successful conversion
wf Close LB, 24-hit steren Successiul conversion
v Close L74, 24-hit steren Successful conversion
w Cloze L34 24-hit steren Succesziul conversiaon
w* Cloze L1B 24-hit steren Successiul conversian j
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Anatomy of a .GIG File:

Ligastudio (tm) Insbnement tdtor - [ Gigadnstrument |
Fla Edt MID{ Vew Widow Help

& [ strument Bank 0 ilnstrumant Banks:
@[3 Irestrument: Bark 2

& [ Irestrumsant Bark 0 7 Dneey ol sedoched regions -
2m _UD_ D_r:p_?_q—l- mmm_l_ ERLECT
s @i mmfﬂglons.

B | ]
- et o | Dimensions: i

Doaf it Sl

=18] x|
=18] x|

@[ D-18 Single Strings
EI |'_'| rakes

e 0D akebed

I —
PR vl L L
= =
syl [T by [TV (2 i
: -
Sampierate el [T Fr e b1 (2] Lo, [
LT 2 3 [
SRR
[ Fusam R ©lsen |

(]t

-

For Help, press Fi

Sk Purnirg: Data-410 65

Here is a graphic representation of the components of a GigaStudio File. Getting famil-
iar with these will make it much easier to know what you are doing when editing and
creating GigaStudio Instruments.

GigaStudio File (.GIG File) Components:

eBanks-A GIG file can have up to 127 Banks
eInstruments-Each Bank can have up to 127 Instruments
eRegions-Each Instrument can have up to 127 Regions (Or notes)

eDimensions-Each Region can have up to 127 separate Dimension Splits. (Velocity and
Stereo Splits are counted as dimension Splits)

eParameters-Each Dimension has a Sample assigned to it and over 100 editing
parameters.

eSamples-Samples consist of standard wave files.

eSample Settings-Each sample has a variety of settings including unity note, sample
& bit rate and loop points.

41



Banks:

&[] Inskrument Bank 0
&[] Instrurnent Bank 2

A GigaStudio File can hold up to 127
Banks and each Bank can have up to
127 Instruments.

This allows for a potential of 16129
potential instrument patch changes.

GigaStudio responds to standard MIDI Bank and Patch changes. Without Banks, the Gi-
gaStudio would only be able respond to 127 patch changes.

Banks also help to organize instruments within the Instrument Editor. They give you a
folder structure to work with when you have a large number of multiple instruments to

deal with inside the same GIG File.
Banks are the top level of the GigaStudio file.

Instruments:

B |‘_‘| Inskrument Bank O

i ! ----- 'ﬁ] 0 STRUMS KEYS'W (For MIDI Sequences)
------ 'ﬁ] 1 StrumsFaotCantrol

B-. |‘_‘| Inskrument Bank 2
------ 'ﬁ] 0 Martin D-13 Single Strings

Regions:

||— +| =7 Envelope 1 (amplitude): Pre-attack leve

42

The next level is the instrument. GIG
files can have many instruments
inside them and these instruments
can even share common samples
without using any extra hard drive
space or sample buffering RAM. Each
instrument can have a discrete Bank
and Patch change.

Each Instrument can contain up to
127 Regions or keysplits. However,

it is more common to use 88 or less
since most MIDI keyboards don’t go
beyond 88 notes. A Region can range
from a single note or span all the way
across the whole keyboard and any-
thing in between.

The gray spaces are blank notes with
not regions assigned to them.

The purple region represents the
range of the Key-Switch dimension.



Dimensions:

Inside each Region is a number of Dimension
Splits. Each Region can have up to 127 splits.

Dimensions include Stereo L & R splits, Veloc-
ity Splits, Release Triggers, Key-Switches and
MIDI controlled Splits.

A Dimension tells GigaStudio what sample to
trigger based on the position of a variety of
MIDI controls.

Each of those Dimensions can have its
own complete individual set of over 100
Edit Parameters.

Amplitude & Filter ADSR Amplitude &
Filter LFOs,

Pitch Envelopes & LFO

Filter & Velocity Response Mix/Layer &
Volume assignment & Sample Settings.

Samples:
e [ D18 Srgle S Each of these Dimensions with their individual set of param-
¥ eters can have a Sample assigned to them.
o Enmrilabaiied
" e
o ULt You can have one Sample per Dimension or even have a
R sample mapped to several dimensions but with different
= ] settings applied to it.
"o WpRahelo

Sample Properties:
Each Sample has its own set of properties
= ' including the Unity Note (or Root Note),

__mr s, Sample Rate & Bit Depth, Loop Points &
- I _E-_ p e Rate 1 ep , Oop omts
P — H—-—-I;E} | Name and Fine Tuning.

—f———— |
:_?:I-: T
[E] o]
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How to open the Instrument Editor:

There are several ways to open the Instrument Editor depending on what you want to
do and from where you want to launch it.

Opening the Instrument Editor from the GigaStudio Interface:

: 1.To open the Instrument Editor with a blank empty gig file, click on the [In-
strument Editor] button.

The button is in the menu bar in the upper left section of the GigaStudio.

E"":Untitled - Gigastudio Orchestra

JFiIe Yiew Help

|

2.If you want to edit a loaded instrument in the Instrument Editor, [right-click] on that
loaded instrument and choose [Edit...]

The Instrument Editor will open with the selected instrument loaded.

Note: The Instrument Editor will have to load the entire .gig file associated with the se-
lected instrument. If the entire .gig file is not already loaded into the GigaStudio (buff-
ered into RAM) then the Editor will take the time to load it for you. This can take a few
moments if the instrument is large or complex.
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Opening the Instrument Editor from the Windows Desktop:

You can open and use the Instrument Editor without having the GigaStudio Interface
running. This is a good way to work when doing intense instrument construction.

1.You can launch the Editor from the Windows Start Menu.

- Ty T

rﬁ Tascarn 3 . Giga Configuration Manager

PowerDvD ; : ; : k
@ YWinRLAR » G Gigastudio Editor
g Internet Explorer ) GigaStudio FAG

DVD Architect 1 : : ;
Microsoft Access ) Gigastudio Help
Microsoft Excel ) Gigastudio Trouble Shooting

All Programs (o) Microsoft Cutlook, =2 Gigastudio Waorkstation
Microsoft PowerPoink |"_3=j Read Me

Fewl nicemmmFE L I

2.You can launch the Editor by [double-clicking] on a shortcut on the desktop.

GigaStudio

Editar k
Gigastudio Editor

The installation of GigaStudio will create this shortcut if you select the option that al-
lows it to create a shortcut on the desktop.

To create a shortcut manually, navigate to the Editor (or
any application you wish to create a shortcut for) from
the “Windows Start Menu” Instead of clicking on it and
launching the program, hold down the [control key] and
drag it out to the desktop. You can also right-click and
choose [create shortcut] from the menu.

You can also drag the shortcut to the Windows toolbar and then launch the Editor with
a single click on that icon.

san| S W/ TG
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3. Last but not least, you can launch the Editor by [double-clicking] on a .gig file from the
Windows Desktop.

iwrm = | Sow|

File amd Folder Tasks £ G0 TeC_RRSIC-ST.00 T E =L ]

G 1 va_viola_sreemble_legebogig £50, 355 I8

B P e e G 2¥sL_Carnet_legatn, o 440,684 VB

L Wew this iy [: 3V B, el aberrution. gig 130,059 4B

[} Cocr this il ] = CRE T

St S o

" (3 20 Tc_PERF-LEGATO o Tyiehs Giguaitusis Braityurtestit Pk BB K
i Pk s iy ‘1 Ml 1019/ T00TY 136 1

This will launch the editor and load the selected .gig file.

You can load multiple .gig files by selecting several of them and hitting the [Enter] key.
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How to open a GIG file:

Opening a .GIG file from the GigaStudio Interface:

1. [Right-click] on a loaded instrument and choose [Edit...]

2. The Instrument Editor will open with the selected instrument loaded.

Note: The Instrument Editor will have to load the entire .gig file associated with the se-
lected instrument. If the entire .gig file is not already loaded into the GigaStudio (buff-
ered into RAM) then the Editor will take the time to load it for you. This can take a few

moments if the instrument is large or complex.

Opening a .GIG file from the Windows Desktop:

1. Browse to any .GIG file and [Double-click] on it.

= |
File and Folder Tasks X 00 Trc_RASIC-SIT.50 =T
G 1§ WEL_Wola_ereemble_legabo.pio 50,755 10
[ T
o A G 2vSL_Carmet_leget, 50 490694 1B
L Wew thic iy (5 3V Fres_ e _aberrution g 130,059 VB
[} Coow i Fis [ o Vil_Heorm_sraemble_epslition g CRE T
@ Pt s 10 b fhe Yk G §5, 06 1
: F cruad 1B il IE--: lﬂTrﬂ_TkhJjw X2 581 i
! LR 20 Tl PERF-LEGATO .0 Tipel! agiSbudes Meatrunesnit File EB0LELA ME
& v A
2.You can load multiple .GIG files by selecting several of them and hitting the
[Enter] key.
| Mame = Size |
File and Folder Tasks 8] 1 wsL_Wiola_ensemble_legato.gig H50,399 KB
. ; 8= vsL_Clarinet_legato.gig 440,654 KB
@ Move:heselacted -|I:ems 8] = ¥SL_Bass_ensemble_alternation.gig 130,059 KB
ID Copy the selected items el 4 5| Horn_ensemble_repetition. gig 635,173 KB
Publish the selected EN S Sl _E-Guitar_repetition.gig 105,936 KB

items to the Web
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Opening a .GIG file from the Instrument Editor:

1. Go to the File Menu and choose Open... [Alt] + [F] + [O] or [Ctr]] + [O]

|Fi|e Edit MIDI Wiew Window Help
Mt CEElHM
w
Save Chrl+3
Save As. ..
Save Limited. ..

2. This will bring up the Open Instrument File Window (Below)

3. From this window browse to the file you want to open.

F_ EIE)
Recort | |

Z] _Cacd |

Fisn ol how | GipalSuucio fles [* pgl
Hamaramm bz PH | |"
I Aaatangd

r' 1.aps al wirveh & Eetanes e R EST o s

Fir il GO Ret DaE N | B B By

i sl sl
el Aoy

Lossk in | () Legata Intrumants =0T M R D= s name:

5 1 ¥ik_Vicla_srantle_legato.o0 Eﬁ-ﬂ’f‘-— e s

G 28 _Clarinet_lagabo.go A e

. . Wi 0_miv_(Beg o 1-de 484

:‘ 2 VEL_Reris ol _altor naion.gig VT (e b 1o 4

i 4 WEL_Hom_sneeils,_pepelion.og W0 _[eg s 1 C5

5 5 Wi _F-Guster_pepetizon gig VA0 Y _(3eg p 1-do_ D4
Va0 i O3tey p 1edey FA
YA0_mv_O3eq . 1-do_ FIL o
;.- - Nd S - I Fﬂ_i

Flensme  [1VSL Viela_srvemble_legain 33 [ Oeen | o |

_ Munen |

4. Select the file and click on the [Open] button and the file will load into the Editor.

This window is very similar to the “Open File” window in other programs but there are a
few features that are GigaStudio specific. The details of this window are covered next.
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Open File Window Details:

1. Recent:

Fecent: IE:"-.Giga J.04Legata Instruments

Recent:

Laak in:

C:hGiga 3.0% egato Instruments

C:ADocuments and SettingziDavid Gaovetthky

E:
E:\Mew Faolder
E:\Gighconwvert

2. Look In:
Loak in: I ) Editar j
Look in: | g Local Dizk [C:) -
)P @u:[; Tjktgp
: v Documents
CCH ¢ i My Computer
D0y AT 3 Floppy (4)
DoCUN e, IEGONTRY
Dog® L DYD/CD-RW Diive (D) L})
(5iga 3 G2 MewVolume [E:)
ey Shared Documents
[ My Documents
: ‘3 by Metwork, Places =
File name =TT R TR T e T T T T

This dropdown will show you the
most recent folders that .GIG files
have been loaded from. It’s a good
place to start if you want to open
recently used instruments.

This dropdown is where you select
the computer or hard drive to look
in for files. You can even browse to
files on a network from here.

The contents of what you select

here will show up in the main
File/Folder window below.
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3. Main File/Folder Window:

==K By

[Double-click] on folders to reveal

| i Prosy e P their contents.

| ST=E P LR Flas

i iy el Sty () et B

([ e s aoy WD

|L.J¢':!IH

|

|I'I-r— T T ! [ i

T e Select a .GIG file and its name will
(i 7 ¥, Clarrat_jegatn. 3 show up in the File Name area.

Ly i B srisehis allirfullion. (n)
Uy d Wil _Hom_sreesids repet o g
Li Ll -Gk _pepeibun. )

LT B (T Repe——— [ G |

File name: I‘I W51 Winla_ensemble_leqata.qig ‘

At this point you can select the [Open] button or [double-click] on the file to open it.

4. Files of type: (GigaStudio Specific Feature)

Files of tppe: | [EffaEr 0 Tl 1] = k= 1a]]

This selects between the available file types that the Editor can load.

GigaStudio files [* gig] El

[igaStudio files [*.aig
DLS filez [*.dlz]

SoundFont files [".2f2]

*GIG Files-Regular GigaStudio Instrument Files.

(even older versions of .GIG files from the GigaSampler and GigaStudio 2.x)
DLS Files-Downloadable Sample Files.

SF2 Files-Sound Font 2 Files

This is where the DLS and Sound Font compatibility is utilized. GigaStudio does not read
these files directly but you can open them with the Giga Edit from here and then save
them as standard .GIG files.
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5. Navigation Buttons

FEEN=E

’a Last Folder Visited: Takes you to the Last Folder that you were at.

Up One Level: Takes you up one level in the tree. It is Similar to a Back But-

E ton in a browser.
’_&

Create New Folder: Click on this to create a new folder. You can then name it
and continue browsing and even move files around.
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View Menu: This dropdown lets you toggle between 5 ways of
2~ : :
2 displaying the files.
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6. Descriptive Wave Names: (GigaStudio Specific Feature)

F Dezcrptive wave names |

This checkbox Changes the names in the Sample Audition window (Below this check-
box) between “Descriptive Sample Names” and “Sample Numbers”. These are the sam-
ples from the .GIG file that is selected in the main window.

Sample name

Y

WMAID_my_02leqg_p 1-do_AH3
WAIO_mv_02leq_p 1-do_Al4
W10 mv_02leq_p_1-do_C4
Wa-10_my_02leq_p_1-do CH
Wa-10 m_D2leg_p 1-do_ D4
W10 _02leq p_1-do E4
Wa-10_my_O2leg_p_ 1-do FH4
Va0 my_O2leg_p 1-do GH3
WMAID_m_02leg_p 1-do GH4

W1 I]_mV_DEIeg_p_E-dn_.-’-‘-.ﬂE_ILI
a | »

Sample number |

Y

R = B N B I 3 [ TR I L R R

When checked, the names of the samples from the
.GIG file will be displayed. This feature can take a
few seconds to display each time you select a new
file. If you are in a hurry and you don’t need to see
these names, just uncheck the box to display the
Sample Numbers instead.

When, un-checked, you get sample numbers in-
stead.

The Sample Numbers display is very handy for see-
ing how many samples are in a .GIG file. Just scroll
to the bottom of the list to see how many there
are.

It is also much faster when you need to quickly
navigate between various .GIG files. You will not
have to wait for the browser to profile the sample
names.
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7. Sample Play & Audition Window: (GigaStudio Specific Feature)

S - You can select any sample in the .GIG file and play it
VA0 _ O g 1 "'ﬁ.-"‘-“_:l from here. Just scroll down the list, select a sample and

WD ek B4 ; ;
MR M hit the [Play] button below to hear it.
mﬂﬂmﬂ g

Wit 10 v (ileg o 1k E4

VA _(eg 1<k FHA

WA TO_m_(Cheg b 1 A3

W10 _miv_ Oeg p1-do Gl

:I'il-m'n'iu'_llﬂug_pnl-dbflllﬂ

Pressing the [Audition] button will trigger a specially

'mgf‘m_i created Audition sample. The audition sample can be

&lﬂ‘%‘:tﬂm anything a .GIG file creator wants it to be. It could be

VA 10w (e p_1-do_C5 a musical example of the instrument playing, a single

mlmﬂaﬂ.ﬂ.::—jﬂ: note or even a vocal description.

A0 G 3 o

Ej E:rr"x'mtil':ﬁl ‘Wm L To create an Audition Sample, you just select any sample

1 = | #  inthewave pool in the Editor, [Right-Click] on it and

choose “Mark as Audition Sample” When the instrument

__“"'_I is saved, this will be the file that plays back when you hit

IRI the [Audition] Button.

8. Advanced File Saving Features: (GigaStudio Specific)

You will see these features in this screen but they are grayed out because they are not
used when Opening .GIG Files. These tools are only used when saving .GIG files.

b aRirumm file zize [ME]: IEI

™| Bearange wave podl far best fit [may be slow]

[T | Keep all waves in extenzion files far fast ediing of instument definitions

These are covered in “08-13 How To-Load Status & Split Files”.
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How to create a new empty .GIG file:

There are two ways to create a new .GIG file.

1. The File Menu:

Go to the file menu and choose [New]

[Ctr1] + [N] or [Alt] + [F] +[N]

2. The Tool Bar:
Select the document icon on the toolbar.

@ ETW @

An empty .GIG file will then open in the Instrument Editor. At this point, there are no
instruments, regions, samples or parameters in the .GIG file.

B —— ol
OFE' N T
it B ihmm

] gt e e e
~

THw W e UV wF BV VR S wuTl

—m-—-‘n e e
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How to Import Samples:

1. Importing Samples from the Sample Window:

Creating Folders

Samples are imported into folders in the Sample Window.

------ [l Cefault Sample Group

When you create a new .GIG file, you will
always find a “default” sample folder in
the Sample Window.

You can start importing samples into this folder or you can create new folders.

[} Defaulk Sample Graup

Properties
Edit: audio
Audition

Find imskance

(ZErlH-F

Impark samples

Impark directory
Replace sample

Export sample

Matk as audition sample

Cuk Folder
Copy Folder
Paste

Delete Folder
Renarme

Chrl+3%
Chrl+iC
o
Del

Mawve sample bo folder., ..

Mew sample Folder

Wave pool skatiskics
Converk wave pool Format

v Sort by pitch
Sork by name

v Jump to selected region

1.To create a new folder, [right-click] any-
where in the Sample Window and choose
“New Sample Folder”. (Left)

2.This will create a new group ready to be
named.

¢+ [0 Default Sample Group
HE D e Groun

3.You can then give it any name you want.

= [0 Default Sample Group
Sl Irport Group 1

4.You can do this with as many folders as
you need.

Cymbals
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Importing Samples:

______ Bl DeFault Sample Group 1. To import samples into a folder,
- W] Irport Group 1 [right-click] on a folder and

choose “Import Samples”
Import direckory !g

Replace all in Folder

You can [right-click] anywhere in the Sample Window but you need to make
sure that the folder you want the samples to go in is selected.

CrTEEEEEE———— | 2.This will bring up the Sample

o= EETECEIE - Browsing Window.
Ha ¥ o= L
o o e e . o :
Rt This is very similar to the File
-y Open Browsing Window.
B =1 P AL
I E-|
=1 I
[T TP S —— - | |
e T
=
il
T _V1_F#4 e Ntk e 3.When you select a sample, the

4100 He

T V1 iﬁw.n Term £51
fire 1EA

sample window displays the
sample specs including the Bit
Rate, Sample Rate, Length and
Size.

e
»

FE

4.Select a sample or a group of
samples and click on the [Open]
button to import the samples
into the folder.

L1 | i

Iﬂirﬂu O ™ e VA e L0 | Mgsn I
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[ Defaulk Sample Group
EID Import Group 1
Hity
B i
Frfe il YA
----- T DHT V1A
----- Ko DN7_V1_AS
----- o Dn7_V1_A6
----- e ) b o
----- ool
----- A oLl o
----- o Dw?_W1_C5
----- s
----- ool il
----- T DNT_V1_D#2
----- e DX7_V1_D#3
----- T DHT_Y1_D#d
----- DT W ERS
----- T DHT_V1_D#6

Importing Directories/Folders:

It darwsctowy o ras growp

B 1 Doony By M =
=) g A0
) Ardtaney o & Gy Fils Grigiati
i B s Ieitrirell WoPuliow Grinl
7 Eor Mari s Graphics J
4T e B3-S
) Iretruespris
=10 Tutoral Degm 1k
-

i
ane R

’ o o
[ ] ewan |

[ i roker S TP

5.The samples will now show up in
the Sample Window. (Left or Below)

6. [Right-click] in the Sample Window
to sort them by “Pitch” (Left)

Sork by name %

7.0r Sort by “Name” (Below)

Sork by pitch

'E T W) D2
e DT VP

e T _¥1_Fa

1. [Right-click] in the Sample Window
and choose Import Directory

2.This will bring up the Directory
Browsing Window.

3. Open the drives & folders with the
checkboxes to browse to a directory.
4. Click on [OK] to import the direc-
tory into the Sample Window.

5. Imported Directory (Below)

-7 Default Sample Group

+ 0 [EE

B[] Impoark Group 1
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2. Importing Samples from the Windows Desktop:

The most convenient way to import directories and samples into the Sample Window is
to drag and drop them directly from the Windows Desktop. With this method, you can
import multiple directories at once instead of just one at a time.

To import samples or directories, you need to open up a Windows Browsing screen on
top of the GigaStudio Editor.

—Eﬂ 1.To do this, first minimize the Editor with the Minimize button on
the very top right corner of the Editor screen. You will see two sets
| T of these buttons. Use the top one.

2.Then [double-click] on My Computer to bring up the Windows
Browser screen.

ICITI———— .= 3. From this window, navigate your way
: = : '_._"J ':_" o T o to a folder of samples. You will need to
i [ { o o = — | tl-I be familiar with the Windows interface

o w L a | fOT th'IS
o - S s m—— -
B s e el § e g e
@ em s [
e | o
A L} R — i
R — [ Y Sy S—
- {SFamiy
B iy = e e .
3 e DR e Sy

4.Here we have navigated to a folder of
samples.

e R e ',1
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5. You will need to make sure this browsing window is sized small enough to fit on top
of the Instrument Editor screen. (Unless you are using a dual monitor setup)

= -.-.un_.nu-.--- =1 -
T el I _I.i

LLAJLALILAILA L] l..l...ll. AILALILAJLAL L J...E.

—— T

m---r-l-._

O 0 N e T

mlmh—“

S

e 3 bt [ e s b | |

| o L | B B —

6. Drag the samples from this
browsing window to any folder in
the Sample Window.

7. Here we are dragging to the
folder named “Import Sample
Folder”
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______ T Default sampls Group 8.Now the samples appear in the folder.

EID Impart Sample Folder

5 b @ Crash wl-p

B = Crash wa-Ff

9.You can do this with more samples and

B[] Defaulk Sample Group

----- e anare Left v1-p

----- i Snare Left v2-mf

----- i Snare Left v3-f

----- i Snare Left va-Ff

..... * @ Snare Right v1-p

----- iz Snare Right va2-mf
----- iy Snare Right va-f Then we put some Snare samples in the
----- i Snare Right va-ff “Default Sample Group” folder.

Ed

----- % Snare-Snares OFf v1-p
----- 2% Snare-Snares OFf v2-mf
----- 2% Snare-Snares OFf v3-f
----- 2% Snare-Snares OFf v4-ff
B[ Import Sample Folder

----- *imr Crash vi-p

put them in any of the folders.

In this example, we put some Kick sam-
ples in the “Import Sample” folder where
the crash samples are.
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3. Importing Multiple Folders from the Desktop:
| 1.To do this, navigate to
ea

"I"I‘F Wour | Povetes Wl e where you can see several

Lﬂ o - """ CH- folders that have samples in
u-iu-m R T P!!_
- T

them.
e s P sy %
(o Maken el bk e

=
'whrﬁni— .
e T Do faiie i

iy h
=

ARy Pl rn a

1] By =
(S

i i st

e

2.Drag & drop a folder or several folders from the desktop into the Sample Window.
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3. All the folders and their samples are

&[] Crash . . o
.8l Default Sample Group now in the Sample Window inside the
&[] Hi-Hats GigaStudio Editor.
[ Kick
#-[] Ride This is the best way to quickly import a
&[] Snare bunch of samples at once.
EED Splash
EED Toms
5-[3 Crash 4.Click on the check boxes to open or
e Ceashvlep close the folders to display or hide the
A Crash ve-mf samples.
- HEE Crash waf
o Hor Crash vaff Now the samples are imported, orga-
----- [0 Defaul: Sample Group nized and ready to be mapped into in-
- [ Hi-Hats struments.
=[] Kick
----- ¥ ﬁ Kick w1-p

Ride

Snare

----- 7 Snare Left v1-p

----- 7 Snare Left wz-mf

----- i Snare Left vwa-f

----- 7 Snare Left w4-Ff

----- .7 Snare Right v1-p

----- .7 Snare Right va-mf

----- .7 Snare Right v3-f

----- 7 Snare Right v4-Ff

----- 7 Snare-Snares OFf w1-p

----- 7 Snare-Snares OFF wa-mf

----- i Snare-Snares OFF w3

----- 7 Snare-Snares OFf w4-Ff

5[ Splash

----- * Splash vi-p

----- o7 Splash ve-mf

----- i Splash va-f

----- i Splash wa-Ff

B[] Toms

66



Creating Regions:

The next step in creating an instrument is to create some regions. There are many ways
to create regions. In this section, we will cover how to create them manually. This is the
way certain instruments (Like drum kits for example) will usually be created. This will
also help familiarize you with the concepts of mapping samples before getting into the
more advanced ways of mapping like the Wizard Tool.

Using the Region Window:

.ll..l..l..n.J..Iu.J.Jl.J.n.m

Before you start creating regions, we need to point out a few Region Window items that
you will use or need to be aware of. The Region Window is covered in detail in its own
section.

The Region Window is covered in chapter “09-04 The Region Window”

1. Zoom Buttons:
Use these buttons to shrink or enlarge the Region Keyboard.

7 Mz

Zoom In: (+)

..II..I..II..I..I..II.I.II.J.J..II..I..II..I.I.JI. Sk 4 4.3 l.l

Zoom Out: (-)
T M 2

I_-'-__ _—_—-l

I.J.JI..HJHJHJ.JI.J.JHJ.JI.J.JI.J.J.JI.J.JH.J.JI.J.JI.J.J.JI.J.JI.J.J.JI.J.JHJ.JI.HI.J.J.JI-HI.J.J.JI.HI.J
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2. Middle C:

This red line indicates where Middle C is. (Defaults to MIDI note 60 or C4)
It is always to the left of Middle C

LAJLEANLEALE RN
5

This can be changed up or down an octave in the Editor Preferences if needed. (Edit

Menu/Preferences/”Middle C Is”)

3. Key-Switch Region:

= Mixfayer: Attenustion

4. MIDI Select Button:

(Red Light “Off”)

68

This gray region represents the Key-
Switch range. It can be sized and moved
around just like Regions.

This is a new feature of 3.0 to be able to
easily adjust the Key-Switch range graph-
ically. For now, you can move this out of
the way and ignore it.

The MIDI Select Button allows regions & dimensions to be highlighted
and selected by the incoming MIDI data.

For now, make sure this is turned off.



5. Graphical Editing Tools:
The Region is one of the places to adjust instrument parameters and see the results

graphically across the whole instrument. It’s a wonderful way to edit some things and
to keep your bearings on what is happening as you edit.

Parameter Menu Bar:

I =7 Mintayer: Attenuation =7 Drag with lingar Scaling_l

Parameter Zoom Level:

Parameter Editing Dots:

You will see little blue dots on each
region you create. These represent
an editing parameter and it can be
adjusted by moving the blue dot up
or down on the region or on a bunch
of regions at once. You can ignore
these for now but we wanted to
point them out.
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Creating Regions: In the Region Window

1. Place the mouse under the note where you want to
create a region and [right-click].

In this example, we will use “Middle C”".

2. Choose “New Region” from the menu.

3.This will create a brand new region and it will also be
indicated in the velocity window below.

4.In this case, it is a single solid block of color.
This shows that there are no velocity splits and the re-
gion is mono.

Also, there is no sample mapped to this region.
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There are a few things to keep in mind when creating regions this way:

«If you accidentally click under the wrong note, you can easily drag the region to
the correct note. The region can also be resized. (Stretched)

«The region’s split amounts are setup in the Edit/Preferences menu. You can
have anything from a simple mono region with no velocity splits, up to a stereo
region with 32 splits.

«If you create a region with an empty instrument (no samples imported) then
the region will be empty. The velocity window will display Not Mapped.

«If you create a region while there are samples in the Sample Window, then a
sample will be automatically assigned to this region. You can choose which

sample this will be by selecting a sample before creating a region.

We will now cover these points in detail:

Moving Regions:

1.To move a region, grab it in the

3 ! "«
l“‘l“l“‘ middle so that the mouse turns into

a little hand.

2.Then drag the region to the left or

LAAJE DL AL.J Gt
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Resizing Regions:

1.To resize a region, grab one of

- ! i |
l“‘l“l“‘ the edges with the mouse so that

the mouse turns into a left-right
arrow.

2.Then drag the mouse to stretch

EALIAR A NL.2 .0 .0k

You can do this with either side
of the region.

3.Aregion can be stretched over the range of an entire keyboard and beyond from MIDI
Note 0-127 (C-1to G9)

LhdbaddiddLidibdibd HHJI HJI.I.JI.HIHJH ddld il HJI.I.JI.H dbddhbddLA LA AL AL IR
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Selecting and Moving Multiple Regions:

1.To select several regions, drag across
them with the mouse.

Start in the gray space of either side
and then drag across the regions.

You can also select the first region
and hold down the shift key while
selecting the last region to do the
same thing.

2.The selected regions will now be
highlighted in yellow.

3You can then move all these regions
at once by dragging on one of the
regions.

4.You can also select non-contiguous
regions by holding down the [control
key] while selecting regions with the

mouse.
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5.These non-contiguous regions can then
be moved around the Region Window.

They will maintain their relationship
with each other wherever you put them.



Splits for Manually Created Regions:

You can choose the default region settings in the Editor Preferences Menu. This will de-
termine whether manually created regions are mono or stereo and how many velocity
splits there will be. This is a very handy feature when doing a lot of similar type regions.
If you know that you are dealing with stereo samples and will need 4 velocity splits,
then you can set the default to this setting. Otherwise, you have to select the created
regions and make these settings manually afterwards.

(Ui MEH vew wrds Heb 1. Go to the Edit Menu and choose “Preferences”.
: i This is the bottom item in the Edit Menu.

g AT Cired
Doimte e bl
g

] gy

et dangie ety
Tufuted ol e i
ot iy il | vl

£ mariren

It mEwd
ot and rumnnly
Crondade ecitor

2.That will bring up the Editor Preferences Window.

Qrreterences |

| MzkleCix T destiviy
| rma Fe CS [CAANOTWE T ene B
P T B i
T Dola by 1idse C |t.lﬁ-wwrﬂ1\$ﬂtﬂmﬁyhhg-lmnd
1™ G hrors i ja.g 51 mav]
M it ficrs Rl [ “THY wiire] ™ i i el rsgpina: s
¥ Fiarure aveniss nfamal wstirg ™t il redond agirst FLILL wiren
Akt iy ety [0 ol siepe I Wiin abucust urerinigond sagiand. & Live
[ Wlze nbemal rames oness mpod
T Welocty okt bor ey cossted o —— gL,
LM R T i ™ Updsts isgon poperhes s seve edt
rH I"l.i - ™ Uipcsis iegon propsies shs 1amok repiace

(oK ] coee|
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=1

—Welocity #plits for manually created regions

-

[T Steren

§ O RE R
- ._.. S

& 9 Fa rd
= TR

A & r

=1
{8

—Welocity #plits for manually created regions

-
- o %

[~ Steren

»
{8

—Welocity #plits for manually created regions

- O
- )y

¥ Steren

3.In the Preferences Window look for the
section called “Velocity splits for manu-
ally created regions”.

4.Click the “stereo” checkbox if you want
stereo regions.

5.Uncheck it to create mono regions.

6. Select the amount of velocity splits you
want. (1-2-4-8-16 or 32)

7. Then hit OK.
ok,

= Nelocity: Mew spli

-1

Mot mapped
0.000 sec 0.000 sec
Mot mapped
0.000 sec 0.000 seq
Mot mapped

0.000 sec

0.000 sec
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8. Any new regions you create will re-
flect this setting and this setting can be
changed as often as needed while you
work.



Split Settings Examples:

1. Mono-No Velocity Splits:

—elocity splits for manually created le_J_:jibns
1 2 4

: e
Cs O O3 o

3. Stereo-4 Velocity Splits:

—Welocity splits for manually created regions

. ¥ Steren
g e i3z

2. Mono-4 Velocity Splits:

4. Stereo-8 Velocity Splits:
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Automatic Sample Assignment:

= O omh

Crh vis |
Eruth va-n
Crah w3
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1.If there are any samples in the Sample Window, one of them
will be always assigned to any region that you create
manually. In this example, the Crash vi-p sample is highlight-
ed in the Sample Window.

2.When a new region is created, this sample is assigned to
the region. The name of the samples now shows up in the
Velocity Map.

3. You can choose which sample by simply selecting it in the
Sample Window. That sample will continuously be mapped
every time you create a new region until you select a different
sample.

Here we have selected the Kick vi-p sample.

4.Now when we create a new region, the Kick is mapped to
the region.



Also, keep in mind that the selected sample will assign itself to all the velocity splits if
there are more than more than one splits selected in the Editor Preferences.

—Welocity plitz for manually created regions 1.In this examp]e, we have selected 4 veloc-
1 2 64 ity splits as the default for manually created

v Stereo regions.
- o E 0

~ velooly. New spit [ 2.This time, the Kick sample is assigned to all

areraEa four velocity splits.
o 0.000 sec 0.000 zec

Kick wi-p
- 0.000 sec 0.000 zec

Kick vi-p
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Creating Regions: Drag & Drop

Avery quick and simple way to map a region is to drag & drop samples directly from
the Sample Window into the Region Window.

1.Grab a sample & drag it out with the mouse:

I.J..II.I.J.JI.J.J

b
u]

4.Now the sample name shows up in the Velocity
Map.

8o



There are a few things to keep in mind when using this drag & drop method:

*This method will create a region with only one velocity split.

«If you drag with the [Left] mouse button, pitch tracking is enabled. The sample
will pitch stretch depending on the unity note (or root note) and the location on
the keyboard.

«If you drag with the [Right] mouse button, pitch tracking is disabled. The

sample will play back at its natural pitch no matter where it is located on the
keyboard.
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Mapping Samples

After you create the regions, you can map samples to them. In the GigaStudio Editor,
this mapping is done in a different way than might be expected. Instead of putting the
samples directly under the keyboard, you drag them to the Velocity Map. This allows
you to easily put the sample directly on the velocity split or dimension that you want.

Dragging to the Velocity Map:

1.To start off, create a few regions and select one of them.

2.Tomap a sample drag it
from the Sample Window
directly to the Velocity Map.

3.Once you let go of the
mouse, the sample name
will now appear in the Veloc-
ity Map.

4.If you drag different sam-
ple to this same region...

5. It will replace it. In this
example, the Kick samples
replaced the Crash sample.
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Pitch Tracking:
When you map samples, they will either have the Pitch Tracking “Enabled” or “Disabled”,
depending on which mouse button you use when dragging the samples to the Velocity

Map.

1. Pitch Tracking Disabled: Drag With [Right] Mouse Button

| Pitch tracking | 0- Off ﬂ |

When Pitch Tracking is disabled, the sample will not transpose at all. It will always play
at its natural pitch wherever you put it.
(Good for drums & percussion or Sound Effects)

2. Pitch Tracking Enabled: Drag With [Left] Mouse Button
| Pitch tracking [ 1-0n j|

When Pitch Tracking is enabled, the sample will be transposed up or down from its
unity note (Root Note or Natural Pitch) depending on what unity note is assigned and
where it is on the keyboard range.

(Good for melodic multi-sampled instruments)

3. If you make a mistake or change your mind, you can also change the Pitch Tracking in
the parameters page. (Mix/Layer-Pitch Tracking OFF or ON)

Pitch tracking 1-0n hd
Midiside decode 0 - Off
Self mask

Map to Null Sample:

A“Null Sample” creates a dimension that is silent and empty. This allows you to have
the equivalent of a silent sample without having to actually map a silent sample to the
region.

= 1. [Right-Click] on the Velocity Map and choose “Map to null
i! samples” from the menu.

. i 2.This will remove any sample that was mapped out to this
s area. (Not Mapped)

| ———re =
ly3 e e -
ot i e gy
Lk S e e
[y ]

T e
P
e g
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Mono & Stereo Samples:

The icon next to each sample in the Sample Window indicates whether a sample is
Mono or Stereo.

B I:I T E—— Mono Samples have one wave icon next to their

...... ®a i Kick vi-p names.
------ *at Kick vZ-mf

------ *a s Kick w3

------ "8 8, Kick va-Ff

Stereo Samples have two wave icons next to their

EID Kick-Stereo Samples
i names.

*@ Kick w1-p

M Kick waHF
LM Kick we-ff

This is a good point to mention the color of the icons.

The color indicates whether the samples are compressed or not.
(Tascam Loss-less Disk Acceleration Compression)

=[] Compressed Samples Compressed Samples have Green wave icons.

----- a1l oo
mr-w

----- = DH7_W1_D#2

----- = DX7_V1_F#2

----- "o DT 1Az

T — Uncompressed Samples have Red wave icons.

Hy
B
----- wom DN7 W1 _F#2
----- wom DN7_¥1 A2
----- wom DN7_¥1 O3
Frfn R

& Kick-Mono Samples Also, if you see the letter “A” next to a sample, this
o %ad Kick v1-p shows that the sample has been selected as the
..... 24, Kick va-mf Audition Sample.
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Mono & Stereo Samples:

When you map a sample, it will automatically switch the region to a match the chan-
nels of the sample.

1. Stereo to Mono:

In this example, a Stereo sample is dragged to the Velocity Map of a Mono region. No-
tice how the Velocity Map is one solid color at this point indicating that it is Mono.

When the mouse is released, the Stereo sample replaces the Mono sample and the ve-
locity map is now split into two parts, indicating that it is now stereo.

2. Mono to Stereo:

In this example we do the opposite and drag a Mono sample to the Velocity Map of a
Stereo region. The Velocity Map is split into two parts indicating that it is stereo.

The Mono sample replaces the Stereo sample and the Velocity Map is now one part, in-
dicating that it is mono.
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This is most important to keep in mind when you have multiple velocities or multiple
dimensions. This very convenient feature will remove any samples from the region that
don’t match the sample that you are mapping.

Here is a quick example using 4 velocity splits.

1. In this case we have 4 velocities mapped out with
4 stereo samples.

i 1.0n

2. If we drag a mono sample to the top velocity, the
whole region is changed to mono and this sample
is mapped to the top velocity split as intended.

However, the bottom three samples have been

removed.

w i If you have a mix of Mono and Stereo samples in
your instrument, be mindful of this as you map
them out.

This covers the basics of drag & drop mapping of samples. So far we have used ex-
amples of a single velocity, mono or stereo. However, you can have many velocity splits
and other splits called dimensions. Dimension Splits are covered in the next section
followed by more advanced mapping using the multiple dimensions.
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Creating Dimensions

Dimensions are one of the most important and revolutionary concepts of the GigaStu-
dio. Dimensions allow real-time MIDI control of which samples are triggered.

The Basic Dimensions Overview:

«Stereo Split-This is the first and most basic of Dimensions. There is no MIDI
control of this dimension. It is either Mono or Stereo.

Velocity Splits-The speed at which you hit the keyboard determines which
sample is triggered. This is most often used to for samples of instruments
actually playing from soft to loud. Acoustic instruments tend to get brighter
and more aggressive as they get louder so having samples recorded ranging
from loud to soft makes for a much more convincing instrument.

*Sustain Pedal-The MIDI Sustain Pedal switches back and forth between samples.
This is most often used for piano libraries that have actual pedal up & down
samples or to open and close hi-hats.

*Mod Wheel & Other MIDI Controllers-This allows the Mod Wheel and most other
MIDI continuous controllers to switch between various samples. A good
example would be using the Mod Wheel to switch from closed to open hi-hats.

eLayers-You can have several samples layered on top of each other playing
together at once. You can even have individual MIDI control of the volume of
each layer or have a MIDI controller sweep between the layers.

(Cross-Fade Layering)

*Key-Switch-This original Giga invention allows you to use notes on the MIDI
keyboard to instantly switch between various samples. This is often used for
orchestral instruments that have a bunch of articulations. You can instantly
switch from Long Sustain to Staccato to Legato to Trills to Tremolo etc. all on one
MIDI channel.

*Round Robin & Random-These dimensions switch the samples automatically
each time you play a note. Round Robin plays a pre-determined sample order
while Random triggers the samples randomly.

*Smart MIDI- This Dimension is used for the new MIDI tools in Giga 3.0. These
tools include the Pattern Alternator, The Repetition Tool and the Legato Mode
Tool.
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Working With Dimensions:
The best way to learn about dimensions is to start working with them.

+These next few lessons will start with a simple velocity split and work up to an
advanced multi-dimension layout of a region.

«For now, we are going to be working with a single note to get to know the
concept of working with dimensions. (E-2 of an Orchestral Bass Ensemble from
the Vienna Symphonic Library)

«Everything will be done with the manual [Drag & Drop] method so you can see
and experience directly what these dimensions do. Once you understand what
they do, you will then be better prepared to work with the Wizard Tool.

*The Wizard Tool does everything described in these lessons but does it
automatically across many regions in a split second. As you will see, it would
be a bit tedious to do an entire instrument with this manual [Drag & Drop]
method. However, this is the best way to learn about the structure of a region.
In the Wizard Tool lessons, we will recreate some of these examples using the
Wizard Tool using several notes.

«This manual method is however, the best method for creating certain
instruments that don’t benefit from the Wizard Tool like drum kits.

*You need to have the GigaStudio software installed and have your Audio and

MIDI connections working. Open the Instrument Editor and create a new blank
instrument.
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Stereo Dimension Splits:

As you have seen in earlier lessons, a region can be Mono or Stereo. This counts as a di-
mension. If the region is Mono, you can have twice as many of all the other dimension
splits. Once you make a region Stereo, you cut the number of other available splits in

half.

Manually Changing the Stereo\Mono Split Settings:

—Welocity splitz for manwally created regions
1 ®I @
g i IER R

[ Stereo

1. The first thing to do is go to the Edi-
tor Preferences and set the Velocity
for manually created regions to 1-Ve-
locity Split and Un-check the Stereo
Checkbox. Click the [OK] button.

Froperties

20k regian !

ZOpy Fegian
Paste regionis)
Faste region(s) fe

= Welocity

-1

2. [Right]-Click in the region window to create a new region.

3.The single solid color in the Velocity Map
indicates that this region is Mono and has No
Velocity Splits.
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=7 Welocity

Copy articulakion

Paste atticulation

Save articulation as macro
Apply macro

Map ko null sample

Mo selection lock

v Lock ko stereo pairs
Lock to entire regions
Lock ko entire instrurment

Show envelopes

Delete case [g

4.To turn this into a Stereo Dimension, [Right]-
Click on the Velocity Map and choose ‘Force to
Stereo’.

5. This will bring up the “Force region(s) to ste-
reo” window. (Below) Click on [OK].

mﬂ
oo g

F Apl b ol vrieched iegm

" Ko et anciidnrn

gl o AW sl Joailoia ]

[Cor ] comcel |

= velacity

-1

MOl

Automatically Creating Stereo Regions:

6. Now the Velocity Map is split into two parts,
indicating that the region is now Stereo.

7.You can change it back to Mono the exact
same way by [Right]-Clicking again on the Ve-
locity Map and choosing “Force to mono”.

Show envelopes

Delete case !

Go back to the Editor Preferences and Check
the Stereo Checkbox. Click [OK].

All the new regions will now be created as Ste-
reo until you Un-check this box.

Also, if you [Drag & Drop] a Stereo sample onto the Velocity Map, this will automatically
change it to Stereo. Dragging a Mono sample will change it back to Mono.
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Velocity Splits: Creating

Now we will take a region and add some Velocity Splits to it.

1. Create a Stereo Region and put it on E2.

2. Click on the [Menu Bar] at the top of the
Velocity Map to bring up the Velocity Dimen-
sion Controller Window.

= elocity

!

3.This is the Dimension Controller Window for Velocity Splits. In this window, you can
create velocity splits, name them and rearrange the order of these splits.

dd 4.Click on the [Add] button to add a second Velocity Split.

5.A New Split will appear at the top.
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6. Click the [Rename] button and change the name of each split. Name the top one
Soft and the bottom one Loud for now. Then Click [OK].

Split name | Add Split name |
New spli — Saft
Splt | Loud

Delete

Down

R

7. Now the Velocity Map is divided horizontally to represent these two velocity splits.

«If you click on the bottom split, it highlights and the name “Soft” appears in the
Velocity Split Button at the top.

«If you click on the top split, it highlights and the name “Loud” appears in the
Velocity Split Button.

= Welocty: Soft = Welocity: Loud
Mot mapped

6 &%

=1

Mot mapped

0,00 .00

As you can see, naming these dimensions makes it much easier to keep up with what is
selected. This is even more important as we add more dimensions. This is a worthwhile
habit to get into if you plan to do a lot of instrument design.

94



Velocity Splits: Mapping Samples

At this point, we just have an empty region with no samples mapped to it. Next we will
import and map out a Soft & Loud sustain note.

W 1. Import the two Bass-Sustain folders into the

257 Bass-Sustain f E2 Sample Window.

E||=_‘| Bass-Suskain p

. *é% Bass-Sustain p E2 These are in the “Editor Tutorial Files” direc-

tory for this chapter.
(How To Create Dimensions)

2.[Drag & Drop] the Bass-Sustain f E2 (this is the forte/loud sample) to the top split in
the Velocity Map.

o [ St

& [0 bt 5
o RS p LT

e

3.[Drag & Drop] the Bass-Sustain f E2 (this is the piano/soft sample) to the bottom split
in the Velocity Map.

= [ B Semtn
e TR AT AT A
& [T B Sl 5

- =ErrEm
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The samples are now mapped to the low and high velocity splits. In order to hear them,
we need to save and load this instrument.

4.Choose Save or Save As in the

i Edit  MIDI % Wind Hel
e gl G ERITERY T e File Menu & Save this .GIG file to

New Chrl+N your drive someplace.
Open... Chrl+0

Close

Save Chrl+5

Save Limited. . [!

= 5. Click on the [Download] Button on the Toolbar to load the instrument.

o3

i 6.The Load Indicator Light will turn green when the instrument is loaded
= and ready to play.

7. Play E2 on your MIDI Keyboard to hear the
results. Play soft & loud and notice how the
sample changes depending on how hard you

play.

When you cross the halfway point, it switches
from the soft to the loud sample. This is indi-
cated visually as well in the Velocity Map.

RSB The blue pointer on the left tracks the incom-

ing MIDI velocity level as you play and rests at
the last played velocity level.

10,00 000
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8.You can set the Velocity Split Point by [Drag-
ging] up & down with the mouse.

The MIDI value is displayed next to the curser

(in this case, Up & Down Arrows) as you ad-
just the Velocity Split point.
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Playback Monitoring:

This is a good place to briefly point out the various Playback Monitoring features of the
GigaStudio Editor. As you play the keyboard, a variety of real-time things happen on the
screen at once, especially if you have the “Jump to Regions” and “MIDI Select” enabled.

First we will enable the “Jump to Regions” mode:

1. [Right]-Click in the Sample Window and en-
able Jump to selected region at the bottom
of the menu. This feature will highlight any
Jump ko selecked region samples which have regions selected.

v Sort by pitch
Sort by name

2.To see how this works, select each of the velocity splits in the Velocity Map back and
forth. Notice that when you select one, its sample lights up in the Sample Window. It
highlights in yellow with an orange border.

= (] Bea-Saten i = Liourd
ity Bae-Sotan | 2
& 0 BTl iy
e By futn p. [

3.When you select the other velocity splits, its sample then gets highlighted in yellow
with the orange border.

= [ Bem-Taten

e BpSutan [ 2
& [ B Suhan 5

o Bam- St p (2
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4.If you [drag-select] both velocity splits, both samples will be highlighted in yellow and
the most recently selected of the two will have an orange border.

g Bass-Sustain =7 welooity: Loud
R s Bass-Sustain f E2
&[0 Bass-Sustain p

“e 277 Bass-Sustain p E2

0.00 %

'Blass Sustain p EZ

3

B

Now we will enable the “MIDI Select” Mode:

—— 5. Go to the top right of the Region Window and click on the [MIDI Se-

SELECT lect] button to turn this feature on. The Button will light up.

MIDI Select enables regions, dimensions and velocity splits to be automatically selected
by the incoming MIDI data.

6. Play the bass note again at various velocities. When you play loud, the top velocity
is selected and highlighted as if you clicked on it with the mouse. Alower velocity se-
lects the bottom split the same way. Also, the samples light up in the Sample Window.
This allows you to instantly locate any region, dimension, velocity split and sample by
playing it via MIDI instead of having to hunt and peck for it. This ensures that you are
indeed editing the correct sample. As we get to more complex dimensions and more
regions, this will be an invaluable tool.

—_— 7.You will need to turn the MIDI Select off when you are tweaking vari-
SELECT ous parameters.

For example if you are playing a note in real-time as you adjust a filter on the bottom
velocity, you don’t want this MIDI Select tool constantly throwing you to the top velocity
split every time you play too loud. This is a tool that you will toggle on & off depending
on what you are doing.

99



MIDI Controller Splits:

Now we will add another dimension to the sustaining bass note we have been working
on. This will be a Mod-Wheel Dimension Split that will allow the Mod-Wheel to switch
between the sustain samples and some short staccato samples, each with two veloci-
ties.

5[] Bass-Stac f 1. Import the two Bass-Staccato Folders into
1. ¥ Bass-Stac F E2 the Sample Window.

&[] Bass-Stac p (Bass-Stac f and Bass-Stac p)

- ¥ Bass-Stac p E2
EED Bass-Sustain
&[] Bass-Sustain p

2. Click on the [Menu Bar] at the top of one of the dimen-
sions. This will bring up the Dimension Controller
window. You can use any of the dimensions but to keep
it simple, use the top one.

[_, .Hl 3. On the Control Source menu,

choose “(1) Mod wheel”

e L None -

-

e |
Dimsipion: tll Caontral source
-I S I [More)
e
.

[2] Breath contraol
[ﬂ] El:n:ut l:l:untn:ullgr

Orgrnal rofeureed cae 11 HE [2 deores! pasgies]
Hewa potrmeed cline 12 BB [2 detoed naegin]

P bk g 0% | Cueal |

TG 4.That will create “two” splits in the Split Names section.

S plit 1
Split 1
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e |

el

E'— 4 I 1 5. Rename these to Sustain & Staccato from

top to bottom. The name limitation here is 12
characters. Then click on [OK].

6. Now we have two Mod-Wheel Dimension Splits and two Velocity Splits.

=k D Bass-5tac f
; *@ Bass-Stac F EZ
EI D Bass-5tac p
: *% Bass-Stac p E2
EI D Bass Suskain F
: e Bass-Sustain F E2
By D Bass-Suskain p

@ Bass-Sustain p E2

=7 NWelocity: Loud

= (171 Moad wheel: Sustain
Staccato

o B4 *

= Click to assign

X 13

7 Click to as=sign

If you click on a dimension, three things will happen:

7 Welocity: Loud

Bazs5Stac p E2

G-

e, 1010000 % 0,00 %

«It will be highlighted in the Velocity Map and the
custom velocity name will be displayed in the red
text at the top. (Left)

«It will also highlight the Dimension Map and the
custom dimension name will be displayed in the
red text at the top. (Below)

101 MWod sweheel Sustain
Staccato

E

*The sample from that dimension will highlight in
the Sample Window.

B [0 Bass-StacF

L *@ Bass-Stac FEZ %

EI |:| Bass-Skac p
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7. Click on the various dimensions to see how everything interacts:

(i T (= 11 1 T

.EE{:'_I-"Tr‘“
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Dimensions:

- Bottom Velocity

& Mod Wheel Split 1

Dimension Names:
(Soft & Sustain)

~ Sample:

Bass-Sustain p E2

Dimensions:

- Top Velocity &

Mod Wheel Split1

Dimension Names:
Loud & Sustain

~ Sample:

Bass-Sustain f E2

Dimensions:
Top Velocity &

~ Mod Wheel Split 2

Dimension Names:
Loud & Staccato

~ Sample:

Bass-Stac f E2

Dimensions:
Bottom Velocity &
Mod Wheel Split 2

Dimension Names:
Soft & Staccato

~ Sample:

Bass-Stacp E2



8. Last but not least before moving on, try [drag-selecting] all the velocity and dimen-
sion splits at once with the mouse.

«In this case, everything is highlighted in orange or yellow depending which
dimension was the most recently “clicked on” when dragging.

+All the samples are highlighted in the Sample Window as well. The most
recently “clicked on” dimension sample has the orange border.

E""D Bass-Stac f =7 “elocity: Loud = (1) Wod wheel Sustain
P *% s P
EI D Bass Stac p
ﬁ -*472 Bass-Stac p E2
EI D Bass Suskain F
ﬁ@ Bass-Sustain f E2
B |:| Bass-Sustain p

"\V’% Bass-5ustain p E2

'BassSustain p E2

Be sure to experiment with every combination of clicking & dragging and watch what
it does on the screen. This is how you will select specific samples or groups of samples
to make edits to them in the future.

9.To hear the results of this new dimension, click on the [Download] button again. This
will save the new changes and load the instrument. The reload light will go off.

b LonOED RELOADO -1 LonOED RELOAD
G5 N el B
nk Bakis 0 —|+ nt: Bank 0 —|+
T | a2 T | a2
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Switching the Order of Dimension Splits:

A new feature of the Editor in GigaStudio 3.0 is the ability to quickly re-order the Di-
mension Splits.

Changing the Split Order:

~ (1) Mod wheel. Sustan | 1. R!ght now,m.the Mod Wheel dimension
—— split, the Sustain samples are on the left (Mod

Wheel-Down) and the Staccato samples are on
S the right. (Mod Wheel-Up)
SR E] 2 Clickon the Dimension
e [Menu Bar] to bring up the

Dimension Controller Window.

; Sustain

Staccato

3. Click on the “Sustain” Split Name.
| | 4.Click on the [Down] button to move it below the
o p—— Staccato Split name.
Suskan

Now the Staccato is on top and Sustain is on the

_ ek |

e |

Rlaname | Bottom.
g |

e
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5.You can also do the opposite and select
Staccato, and click on the [Up] button.

Suztain

The result is the same. The Staccato is on top
and the Sustain is on the bottom now.

Staccata
Sustain

7. Now the Staccato Samples are on the left
(Mod Wheel-Down) and the Sustain samples
are on the right. (Mod Wheel-Up)

8.You can also do the exact same thing with the Velocity Splits. Just click on the Velocity
Map [Menu Bar] instead and then re-order the Velocity Split Names. (Soft & Loud)

9. Now we have reversed Velocity and Mod Wheel Splits.
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Changing the Dimension Controllers:

Another very important skill to know is how to change between different dimension
controllers. Dimension Controllers can be easily changed without having to re-map
the samples and this can be done across the whole instrument. If you don’t like the
controller that has been assigned in a library you have, you can change it to something
else. Also, if you are designing your own instrument, the ability to make these changes
allows you to change your mind and experiment.

Using the same tutorial instrument, you can change the Mod-Wheel dimension split
any other MIDI controller. We'll cover a few examples next.

Change to Sustain Pedal:

T 1. Click on the [Menu Bar] bar of the Mod
Wheel dimension split.

2. Click on the [Drop Down] arrow in the Control source and choose “Sustain Pedal” and
then click on [OK] to apply this change.

i

3. Now the dimension controller is changed to
the Sustain Pedal.

=

4. Now, instead of the Mod-Wheel switching between the Sustain and Staccato samples,
the Sustain Pedal with change them instead. You will need to re-load the instrument to
hear this change
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Change to Key-Switch:

Next we will change this to a Key-Switch dimension. This will allows us to use any key
on the MIDI keyboard to change between the Sustain and Staccato samples.

7 (B4 Sustain pedal Susts)

1. Again, click on the [Menu Bar] of

the Sustain Pedal dimension switch.

2.This time, change the controller to “Keyboard” and click on [OK].

| Gemtan } /
Ligcesta =
18] Foct comirollas - :
8] Postarania e Fapey

i) EFeci cominal 1 -
B Sie)
E?lﬂﬁtp-paiiz [lpser

iz 2o :

Simr [ e
0] Loeny pupmcas B :

-EE}Ehlﬁ-ﬂiiiE . ]
lﬁlE=:ﬁIﬂli¢; Comimn el
BT =t

ot 3 Cromalaie n
B ot 4 o CCromuiminn e
P EFect 5 depi oo faeds oud |
Lo Cepeeniesda ol
Charwee! el cart B
r i et

Rmnrot

=7 Keyboard: Zuztain

3. Now the dimension has been

Staccato

changed to “Keyboard” also known as
Key-Switch.
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4.0nce you create a Key-Switch dimension, the gray
colored region will now turn “purple”

This is where you choose which MIDI keys will tog-
gle between the Sustain and Staccato samples, just
like the way the Mod-Wheel and Sustain Pedal did.
In this example, we have the range set to C4-C#4.
This region works just like normal regions and can
be dragged and resized the same way.

5. Alternatively, this range can be set numerically in the Instrument Properties window.
[Double-Click] on the Instrument to get to this window.

[1rstramece prapereies N ¢
(T .- |
e - T mhst el [£
Pacheste i = P el [smmiommf [T
fenmd i Flar ismase mods [
dneratcn () e e |
=TT

e 6. You will need to re-load the instrument to hear this change.
ES LoaED

7. Now, triggering C4 will change to the Sustain samples and triggering C#4 will change
to the Staccato samples. Play C4 and then play the instrument note to hear the Sustain
samples, then Play C#4 and play the instrument note again to hear the staccato. This is
a two-hand technique. One hand is for playing the Key-Switch and the other for playing
the notes.

Change to Round Robin:

The procedure is the exact same as the previous two examples. Change to the Round
Robin this time for the dimension controller.

What this will do is automatically change back and forth between the Sustain and Stac-

cato samples every time you play the instrument. Reload the instrument and play the
instrument note repeatedly to hear how this works.
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Dimensions for Alternate Edit Parameters:

Another use for Dimension Switches is to change between alternate Parameter edits of
the same samples.
Examples:

Change between Filtered and Unfiltered variations.

Change between different ADSR settings.

Change between different Velocity Curves or Velocity levels.

Load and play the Tutorial Instrument “Bass Note 4-Way Mod.GIG”

This instrument is a good example of how dimensions can be used to play the same
exact samples but with different edit variations. In this instrument, the Mod-Wheel
will switch 4 ways between the following options.

Normal Sustain
Filtered Sustain

Slow Attack Sustain
Short Release Sustain

Layer Dimension:

So far we have covered basic switching dimensions that use MIDI controllers or Veloc-
ity to change the samples that are played back. Another type of dimension is the Layer.
This allows you to layer several samples on top of one another to be played back at the
same time. You can also adjust or control the volume of the individual layers and even
do a MIDI controlled cross-fade between layers.

In this example, we will create a simple two-way layer and put a Mod-Wheel cross-fade
onit.

. 1. Start with a new blank instrument and import
8- Bass-Sustain f . . L.
- = -tain fE2 the Sustain Sample Bass note directories into the
: oo F.=<<-Suistain FE2 '
5[] Bass-Sustain p Sample Window.
f M Bass-Sustain p E2

2.Create a Stereo region at E2 again.
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3. Click on the [Menu Bar] on the top
empty dimension to bring up the Dimen-
sion Controller window.

=7 Click to assign

4. Set the Control source to “Layer”
Type in a Description and name the Split names to Soft & Loud.
Click on [OK]

Dimension controller x|
Caontral source Split name | Add I'I E

Laper - Saft

Loud 3plit |

Dezcrption Bl
IErnssfade Layer il
Sample space in use Up |
= _Down_|

Drawn

Original instrument class: 32 MB [1 dizcreet zamplesz)

Mew instrument clazs: 32 MB [1 dizcreet zamples]

IV tpply to all selected regions ok | Cancel |

5.Now we have a Layer dimension split
with Soft on the left and Loud on the
right.

=7 Layr: Crossftade Layer: Zoft
Laud
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6. Select the Soft dimension split and map “Bass-Sustain p E2” to the velocity map.

: % 2" Bass-Sustain f E2
B - Bass-Sustain p

=k - Bass-5Suskain F
: ------ . Bass-Sustain F E2
= - Bass-5Suskain p

------ *‘% Bass-Sustain p E2
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9. Click on the [Menu Bar] in the Edit Parameters window and choose “Mix/Layer” That
will bring up the Mix/Layer menu.

= Al parameters
all
EG1 {amplitude)
EG2 (Filker) a7
EG3 (pitch) 0 - Nonlinesr
LFO1 {amplitude]) 1 - High
LFOZ iFilker) 20
LFO3 (pitch) 0 - Monlinesar
Filter 1 - High
Response 3
| Milayer )] ;
Sample | 0o
Attenuation contraller Mone
NAHA ~arteal imoocet

10. Click on the word “None” in the “Attenuation controller” line and then select “Mod
wheel” This will set the Mod-Wheel to control the volume of both layers in real time.

= Mixlayer
Attenuation 0
& dB hoost 0- Mo
Atternuation controller Mone
Attn control invert Mone
Attn control threshold
Pan (21 Bresth roller
Pitch tracking (41 Foot contraller
Midfzide decode (21 Portamenta time
Zelf mask (121 Effect control 1
Sustain defest [13) Effect contral 2
Dimension bypass Mone
Crozsfade in start 0
Crozsfade in finizh 0
Crozsfade out start 0
rmeefardas ot finish n
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1. Select the Loud layer dimension. Then set the Attenuation controller in the Edit Pa-
rameter window to “Yes” This will reverse the Mod-Wheel for the loud layer and create a
simple cross-fade using the Mod-Wheel between the loud & soft layers.

=
R

& -tz sl
FEE
- [§

=
L

\zlzlzls

i

5
T

x i ]
=
- _Oameenaion
e
12. Save the instrument and

| & LOP'DED RELOAD I':hanne” =l JPort J.] load it to a MIDI channel.

13. Hold down the Note E2 while moving the Mod-Wheel back and forth. You should
hear a smooth cross-fade between the soft and loud layer.

You can also do custom in and out points using the Cross-Fade Layer Tool, which is cov-
ered in detail in its own section. This tool can handle up to 8 stereo layers.
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How to Map Samples-Advanced

In this lesson, we will create a full drum kit with several advanced features that will
utilize many of the Editor features. Since this is a Drum Kit, all of the mapping will be
[drag & drop] using the [Right] mouse button. (To Disable Pitch Tracking)

«Multiple Velocities

+Stereo and Mono Regions

+MIDI Controller Dimension for Hi-Hat Open & Close

«MIDI Controller Dimension for Snares On & Off
«Self-Masking on the Cymbals to save Polyphony

«Low Pass Velocity controlled Filters on the Toms & Bass Drum

The first thing to do is to create a

8 [ Instrument Bank 0 .
new instrument.

Import all the Tutorial Drum Kit
folders into the Sample window.

These can found in the “Editor Tuto-
rial Files” directory for this chapter.
(HowTo Map Samples-Advanced)

In the Bank-Instrument window you
can name the instrument to “Tutorial

Drum Kit”
Hg----lj Crash
i [ Hi-Hats You can also delete the “Default
&[] Kick-Mono Samples Sample” folder to keep the Sample
[ Ride window from getting too cluttered.
Halj anare
&[] Splash The final result should look like this
B[] Toms

diagram on the left.

Now we are ready to start creating a
drum kit.
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Kick Drum:

oty sl by marually rodles] g
T r2 Fa
re o

*The Kick Drum has 4 Velocities of Mono samples.

*We will create two identical regions of the Kick Drum for Left-Right playing style.
(Like a Double Kick Setup)

+To do this, we will complete the first region and then copy and paste it to create
the second one.

*There will also be a low pass filter controlled by velocity so that the tone is dark
when played soft and gets brighter the louder it is played. This combined with
the 4-way velocity split makes for a smooth and realistic transition from soft
toloud.

«We will also adjust the Release Time of the Kick Drum.

1. Go to the Edit/Preferences Menu and setup the
Velocity splits dialog for 4-Velocity splits. Leave the
Stereo box unchecked since these samples will be
mono.

I Sheen

g 2. [Right-click] under C-2 in the Region and choose
“New region” from the context menu.

This will create a new region at Ca.

3.This new regions will have 4 mono velocity splits ready
migp to be mapped out with Kick Drum samples.
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4.[Drag & drop] the Kick Drum samples to the 4 velocity splits as shown below. Be sure
to use the [right] mouse button to disable the pitch tracking. We want all the samples
to play at their original pitch.

® [ Crash

¥ ) HeHaks

= ) ek Samples
" ek vl
iy ek v
"o ik v

a5
wlp

ST R

5. At this point, it would be nice to hear the results as we edit the Kick drum parameters
& velocity split points. Click on the [Download] button.

| T ' R0 [Crarmel 1 7] [Por1 =]

6. Choose the Save As option.

The file haz been modified and must be zaved to
disk before loading. Continue’?

Save twpe: full

Save | Eancell

[ Don't azk again

7.Find a place on your Giga Sounds hard drive to save this instrument. Enter a File
name and click on [Save].

File: rame: |Tut|:|ria| Dirum Kit Save

S ave as lype: IGigaStudiu 2.0 file [*.qig) j Cancel |
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8.0Once the instrument is loaded, the Load indicator light will turn green and you
should be able to hear the Kick Drum if you play C-2 on the keyboard.

I ?5 Lﬁﬂ Rﬁﬂ IEhar‘meH j IF'n:nrH jl

9.The note will also light up in blue when you play

10.The blue arrow will move to the velocity levels you play in real time. This will help in
adjusting the Velocity Split points to be able to see them as you play.

11. Drag the Velocity Split point divider lines to adjust the
splits until they sound and feel right. Play the Kick drum
and use the blue arrow as a guide as you adjust the
splits points.

This example shows a popular velocity split setting that
works great on percussive instruments. Many keyboards
don’t reach the very low velocity range so it helps to
make the lowest velocity a little larger than the rest so
you can hear it. The top velocity is way up high so that it
only triggers when you really hit the key fairly hard.
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The next step is to put a longer release time on this Kick Drum. The default release
time is a bit too short.

12. Select all the velocity splits of the Kick drum so that they
are all highlighted.

This way, any edits we perform will apply to all of them at
once.

13. In the Edit Parameters window, click on the [tool bar] and choose “EG1 (amplitude)”
from the context menu. This will bring up the Amplitude ADSR section.

F Erwsiope | (aeyiiue) |

a om0
[To]
D

Lk Tk T

pepint ]

LR [Filber] [E]

PG (i) Home

s

Fepaprrees

o fLsyer

H ===~ _—

14. Change the Release time with the mouse or with text entry. You can experiment
with different settings in real time as you play the Kick Drum to find a good setting.
Around 3 seconds will cover the whole decay of the Kick Drum.

Default of 0.300 Sec:
| Felease (sec) |m

Set to 3 Sec:

| Release (zec) | 3.000
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15. You will notice that in the Drag Tools
menu that Envelope 1 Release time has
been selected.

Anything you select in the Edit Param-
eters window will be automatically se-
lected here as well.

By dragging the blue dot on the Kick
Drum region, you can adjust the release
time here.

This is another option for editing various parameters in addition to the Edit Parameters
window and the Waveform View window. It will come in very handy for editing mul-
tiple regions at once.

You can also select various parameters by clicking on the [tool bar] of the Drag Tools and
choosing the parameter you want to edit from the context menu.

Click on [Tool Bar]:

S Envelnie‘l Eﬁimmﬂ Releaze (sec)

Select Parameter: Edit Parameter:

EG1 Pre-atkack level
EG1 Attack time
EG1 Decay 1 kime
EG1 Sustain level
EGl Decay 2 kime

LFO1 frequency !

LFO1 inkernal depth
LFD1 external depth
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The last thing to apply to this Kick Drum is a simple Low Pass Filter. This will make the
tone of the Kick Drum Samples get brighter as you play louder and darker as you play
softer.

16. Make sure all 4 Velocity Splits are still highlighted.
This filter will span all 4 splits.

You can however have individual filter settings for each
velocity split if you want.

Also notice how the Release time (3.000 sec) is indi-
cated here as well.

17. Go back to the Edit Parameters window and change to the Filter section.

F Ervvmiope 1 (ampitude) |
P 0,00
sl (smeituds) o
a2 Fiter) 20
£ (o) 1000
LD [amglibude) Infiree
02 (fiter) 3000
L0 [pch) Finne
ll_m
rfLrpes
Syl

18. Set the Filter type to the Low pass Filter.

Filter type 1 - Lowpazs -
Turbo LPF 0 - Mone

Cutaff freg (0-127)

Cutaff controller 2 - Highpaszs

Corntrol invert 3 - Bandpaszs

hinimum cutoff 4 - Bandreject

121



19. Now, play the Kick Drum and notice how the tone gets darker or brighter depending
on how hard you play. There are two types of tone change happening here at once. One
is the sound of the velocity switching between loud to soft recordings of the Kick Drum.
The other is this Filter. Between these two things, you can get a fairly smooth transition
from soft to loud. Feel free to experiment with other filter settings.

The final step for the Kick Drum is to create a second region so that we have two keys to
trigger. (Like a double Kick setup)

20. [Right-Click] on the Kick Drum Region and
Choose “Copy region” from the context menu.

21. Now, [right-click] in the empty space under
the note D-2.

This will bring up the context menu again.

Choose “Paste region(s) here”

22. Now we have two identical regions of the
Kick Drum on C2 and D2.

All the editing done to the original is carried
over to the new region as well as the sample

mapping.

Itis literally a clone but on a different key.
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Snare Drum:

The next part of the drum kit to map out is the Snare Drum.

+This drum will have separate Left and Right samples.
«These samples are stereo with 4 velocities.
+There are also samples with the snares off. (One set with 4 velocities)

1 2 g
- [ [ e

—Welocity splitz for manwally created regions

1. Go back to the Edit/Preferences
screen. Since we are now dealing
with stereo samples, check the “Ste-
reo” check box in the manually cre-
ated regions section.

V¥ Steren

oy |1 uf ] |

mdin Lail ¥lp

T P oo i
indre Laft vl

2. Create two new regions at E-2 and F-2. These will be
the Left and Right snare samples.

Notice how these new regions are solid while the Kick
Drum regions have diagonal hash marks on them.
This differentiation indicates that these regions are
different from each other in some way. In this case the
difference is that the Kick regions are mono while the
Snare regions are stereo. If you select the Kick drum
regions, those will turn solid and these Snare regions
will get the hash marks.

3.The Velocity Map for these new regions shows a Ste-

reo Split and 4 Velocity Splits, just like the setting in the
Edit Preferences window.

123



= Welocity: [4 of 4]

Snare Left wa-f

300 sec

tl.EI:IIII Sen

&

-

Snare Left wd-mf

300 sec tI.EEII:I Sec
Snare Leftwi-p
b.z00 zec b 300 sec

= Welocity: [4 of 4]

Snare Right vw3-f

300 sec

tl.EI:IIII Sen

&

-

300 sec

Snare Right v2-mf

tI.SEIIZI e

Snare Rightwi-p

b.z00 sec

b.300 sec
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4. Select the Left Snare region (E-2).

[Drag & Drop] the Left-Hand Snare samples
from the Sample window to the 4 velocity
splits using the [right] mouse button.

Snare Left v4-ff
Snare Left v3-f
Snare Left v2-mf
Snare Left vi-p

5. Select the Right Snare region (F-2).

[Drag & Drop] the Right-Hand Snare samples
from the Sample window to the 4 velocity
splits using the [right] mouse button.

Snare Right v4-ff
Snare Right v3-f
Snare Right v2-mf
Snare Right vi-p



6.Adjust the Velocity Split Points and the Re-
lease Time of both Snare Drum regions just
like with the Kick Drum.

=7 Welocity: [1 of 4]

You can also apply the Low Pass Filter at this
point.

NN s

Now we want to add the Snare Off samples in a useful way.

«In this case, we will create a Mod-Wheel controlled dimension that will switch
the snares on & off so to speak, like a snare drum switch.

*Moving the Mod-Wheel forward beyond the halfway point will switch to the
“snares off” samples while moving it back will switch back to the “snares on”

samples.

+Also, there is only one set of “snares off” samples in these tutorial samples.
There are no Left and Right hand samples so we will map the samples to both

regions.
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= Click to assign

8. In the Dimension Controller window:

7.Click on a Dimension [Tool Bar].

+Set the Control source to Mod-Wheel.
«Enter “Snare Switch” in the Description.
*Rename the Splits to “Snares On” and “Snares Off”

*When you're done, click on [OK].

Dimension controller | x|

| sl [ E

Control source Split name

[1] Mod whes Sharez On
Snares OFf

Description

ISnare Switch

Sample zpace in Lge

I

Original instrument clazz: 32 MEB [12 dizcreet zamplez]

Mew instrument class: 32 MB [12 dizcreet zamplesz)

] | Ear‘u:ell

Split
Delete
Fename

]

i el

Dramr

=7 Moo Snare Switch: Snares On |
Snares Off

*
=7 Mod: Snare Switch: Snares OfF
Snares On

| Y @ £l o=
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9.The result is a labeled dimension switch.

10. Select the Left Snare region and then select
the “Snares Off” dimension.



11. Map out the 4 “Snares Off” samples to the velocity map. Repeat this with the Right
snare region so that both regions have “Snares Off” samples.

-7 Ride A| = Welocity: [1 of 4]
: Snare-Snares Off wd-1f
B[] 3nare
0 EN sec EXE sec

%
""" s Snare Left vl-p Snare-Snarez Off va-f
----- ﬂ Snare Left wz-mf
----- i Snare Left v3-f 300080

----- ﬂ Snare Left wa-ff
----- ﬂ Snare Right w1-p
----- ﬂ snare Right w2-mf
----- ﬂ Snare Right w3-f
----- % Snare Right wa-ff

Snare-Snares Off +

""" oA Sniare-Snares OFF w2-mf

----- e B

----- oA Siare-Snares OFF w4-fF
-] Splash
B[] Toms -

12. Click on the [Download] Button to hear the latest results.
ES LCwDED RELCAD

13. Play the Snare samples while moving the Mod-Wheel back and forth.

= Mod: Snare Switch: Snares On Mod-Wheel Back-Snares ON

Snares Off

E

=7 Mod: Snare Switch: Snares OfF Mod-Wheel Forward-Snares OFF

Snares On

A2 =1} E

The Tom samples also have Snare on and Snare off variations so we will do the same
thing with them in this next section.
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Toms:

*There are three sets of Tom samples: High, Mid and Floor.

-They are stereo with 4 velocities.

*There are Snare On and Snare Off samples. With the Snare On samples, the snare
drum buzz is heard when the toms are hit.

= Nelocity: [1 of 4]

128

1. Create 3 new regions, one for each Tom. Put
them on G2-A2-B2.

The regions should automatically be stereo
with 4 velocity splits as before with the snares
based on the Edit/Preferences settings.

Select all three of them so that the following
edits will apply to all of them.

2. Using the same techniques as with the Kick
and the Snare, adjust the Velocity Split Points,
the Release Time and add a Low Pass filter.

The changes should apply to all three regions

at once if they are all selected in the previous
step.

3. Click on a Dimension [Tool Bar].



4.Do the same thing we did with the snares:

+Set the Control source to Mod-Wheel

«Enter “Snare Switch-Toms” in the Description field.
<Rename the Splits to “Snares On” and “Snares Off”
+Click on [OK] when you are done.

Dimension controller Xl

Contral source Split name | Add | |1 E
Snares On -
Shares OfF Spli |
[re=zcription Delete
|Snare Switch-Toms
Ename
Sample zpace in uze e} |
——
I T |

Original instrument clazs: 32 MB (17 dizcrest samples)

Mew ingtrument clazs: 32 MB [17 dizcreet zamplez)

)4 | Eancell

5. Now the Toms have a labeled dimension
switch.

= Mod: Snare Switch-Toms: Snares On
Snares Off

6. Select the G-2 region.

This will be the Floor Tom.
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= Mod: Snare Switch-Toms: Snares On

Snares Off

=

7.Select the “Snares On” dimension.

8. Map out the “Tom-Floor Snares On” samples using the [right] mouse button.

EEl:I Snare
&[] Splash
-7 Toms

----- m Tom-Floor Snares On v
..... m Tom-Floor Snar

..... P Tom-Floor Snar

----- Tom-Floar Snares Cn
----- m Tom-Floor +1-p

----- @ Torm-Floar w2-mf

----- @ Tom-Floor +3-F

----- @ Tom-Floor w4-ff

----- @ Taorm-High Snares On v1-p
----- @ Tom-High Snares On w2-mk
----- @ Tom-High Snares On w3-F
----- @ Tom-High Snares COn wa-fF
----- @ Tom-High «1-p

= Welocity: [4 of 4]

a0

Tam-Flaor Snares On w3-f

2 S

Tam-Flaor Snares On wd-mf

mﬂ Ses ED zes
S T om-Floor Snares On wl-p
32-
;I MD Sec ED e

=7 Mod: Snare Switch-Toms: Snares Off
Snares On

| k) =11 -3

10. Now map out the “Tom-Floor” Samples using the [right] mouse button. These sam-

9. Select the “Snares Off” dimension.

ples do not have any snare buzz in them.
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1. Repeat these steps for the Middle and High Toms.
Mid Tom:

«Select the A-2 Region.

+Select the Snares On dimension

*Map out the “Tom-Mid Snares On” samples.
+Select the Snares Off dimension.

«Map out the “Tom-Mid” samples.

High Tom:

+Select the B-2 Region.

+Select the Snares On dimension

«Map out the “Tom-High Snares On” samples.
«Select the Snares Off dimension.

«Map out the “Tom-High” samples.

12. Click the [Download] Button to save and reload the
ES LonDED RELCAD

B instrument.

13. Now play the Toms while moving the Mod-Wheel back and forth. You should hear
the snares turning off and on.
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Cymbals:

The Cymbals are fairly straightforward:

*There are 4 sets of samples: Ride-Ride Bell-Crash-Splash.

*They are all stereo.

*They all have 4-Velocity Split Points.

*We will enable “Self Masking” to save polyphony for the long sustain times.

= 1. Create 4 new regions:
C3-D3-E3-F3

This should create 4 Stereo re-
gions with 4 Velocity Splits.

Select all 4 of the regions.

32!

=7 Nelocity: [4 of 4]

2. Give the Velocity Split points a rough adjust-
ment as in the past examples.

Set a Release Time of 5 Seconds.

Tom-High w3-ff
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G e R 3.Select the C-3 Region in the Region window.

ide Tip wekff
0 000 sec 0.000 sac Map out the “Ride Tip” samples using the
Ride Tip w3-f [right] mouse button.
el
0.000 sec 0.000 sec
Ride Tip w2-mf
Bl
0.000 sec 0.000 =sec

G R T T 4.Select the D-3 Region in the Region window.
ide Bell whfi
0000 se s 0000 se g Map out the “Ride Bell” samples using the
Ride Bell va-1 [right] mouse button.
Fal
0.000 sec 0.000 sec

Ride Bell vw2-mf

0.000 sec 0.000 sec
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5.Select the E-3 Region in the Region window.

=7 Welocity: [1 of 4]
Crash w1t

0000 sec 0000 sec Map out the “Crash” samples using the [right]
Crash w3-f mouse button.
-
0.000 sec 0.000 sec
Crash v2-mf

000 sec 000 sec

~ velocty [1 of 4] 6. Select the F-3 Region in the Region window.

Splash wad-ff
0000 ze 0000 ze0 Map out the “Splash” samples using the
Splash w3-f [right] mouse button.
ol
0.000 sec 0.000 sec
Splash v2-mf

000 sec 000 sec

7. Click on the [Download] button to save the changes
| = LOADED RELOAD
S5 and hear the results.

Play the cymbals and tweak the velocity split points and release times if needed.
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The final thing we will do to the cymbals is enable “Self Masking” to save polyphony.

With Self-Masking enabled, playing louder velocities will shut off any sustaining softer
velocities on the same region that are still decaying.

For example, these cymbals have several seconds of decay. If you play a soft note, the
sample will play to the end of the decay no matter what. You could trigger a louder
note while the soft sample is still decaying and drown out the soft sample. However,
even though you can’t hear the soft sample any longer, it would still be using up po-
lyphony until it is finished decaying. With Self Masking enabled, the louder note will
cut off the softer note.

8. Before enabling the Self-Masking, trigger one of the cymbals several times from soft
to loud and notice how much polyphony it uses.

[n—— |

9.Select all 4 of the Cymbal Regions.

10. Select all the Velocity Splits.

et

Fle e £ P
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1. In the Edit Parameters window, bring up the Mix/Layer section.

=7 Emveelope 1 (amplitude) |
Al 0.0o0
EG1 {amplitude) LR
EG2 (filter) E'_”'ﬁ'fu
EG3 (pitch) 100.00
LF21 {amplitude) Infinite
LFo2 (Filker 5.000
LFO3 (pitch) Mane
Filter
Response
Sample E! !

12. Set the Self-Masking to Yes.

| Self mask [1-ves ] |

13. Now trigger one of the cymbals as before and notice the difference in the polyphony.

| Ve T ek 15




Hi-Hats:
Last but not least, we have the Hi-Hats.

+4 Stereo Velocities of Tip Closed
«4 Stereo Velocities of Tip Open

+4 Stereo Velocities of Edge Closed
+4 Stereo Velocities of Edge Open
«4 Stereo Velocities of Foot Closed

We are going to get fancy with the Hi-Hat. The Sustain Pedal will do several things at
once

+Switch between Open and Closed Tip and Edge Samples
«Trigger one of the Foot Closed Samples
«Cut off the Open Samples using a Key-Group assignment.

1. Create three more regions at G3-A3-B3

Select the Left two regions G3 & A3.

These regions will be the Tip and Edge hits and they will
have a Sustain Pedal dimension split that will switch
between open and closed samples.

e 2. Click on a Dimension [Tool Bar].
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3. Do the same thing we did with the snares:

«Set the Control source to Sustain Pedal

«Enter “Hi-Hat Open Close” in the Description field.
-Rename the Splits to “Hi-Hat Open” and “Hi-Hat Close”
+Click on [OK] when you are done.

[Hitiat Dpen Close

Cample space in use U

L el

Dlingerl wretnisrmsd clazs 0 WA (Rl ibecined e
Miew instrument clate 32 M (G0 dacrest tanphen)

0| cumcd |

e | 4. Select the G-3 region.

i f This region will have the Hi-Hat Tip samples.

5. Select the “Hi-Hat Open” Dimension Split.

| = Sust: Hi-Hat Open Close: Hi-Hat Cher |
Hi-Hat Cloze |

13 @6




6. Map out the “Hi-Hat Tip Open” samples to the Velocity Map using the [right] mouse
button.

o= HeHak Fosk vImb |
etk ook wF

A% M Ptk vi-AF

o et Tin Clogad wl-p

e HeHaL T Closed wi-ml

o bl T Chone] w3/

5 HeHal Tio Dl w411

i . F hed i R
27 Mkt Tin Open v
27 MMt Tip Opan v |
K- Sarned

P—
oooop

[ -
Sniwn
Splash
Toms:

=7 sSust Hi-Hat Open Close: Hi-Hat Cloze
Hi-Hat Open
)

7. Select the “Hi-Hat Close” Dimension Split.

1} =

8. Map out the “Hi-Hat Tip Closed” samples to the Velocity Map using the [right] mouse
button.
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9.Select the A-3 region.

This region will have the Hi-Hat Edge samples.

Ut ELHE CRe i ose E e 10. Select the “Hi-Hat Open” Dimension Split.

Hi-Hat Clo=e

1 =

11. Map out the “Hi-Hat Edge Open” samples to the Velocity Map using the [right] mouse
button.

= Welocity: [4 of 4]

&[0 Hi-Hats N
----- @ Hi-Hat Edge Closed wi-p
----- @ Hi-Hat Edge Closed w2-mf
----- @ Hi-Hat Edge Closed w3-f
----- @ Hi-Hak Edge Closed w4-ff -
""" @ Hi-Hat Edge Open w1-p 300 sec b.z00 sec
----- i Hi-Hat Edge Open va-mf Hi-Hat Edge Open vz-mf

----- % Hi-Hak Edge Open w3-F
----- Hi-Hat Edge Open w4-ff 25
""" @ Hi-Hat Fook v1-p — 200 sec tI.SEIEI Zec
----- m Hi-Hak Fook w2-mf Hi-Hat Edge Open vi-p

----- i Hi-Hat Foot w3
----- i Hi-Hat Foat vwa-Ff e
----- i Hi-Hat Tip Closed v1-p
----- i Hi-Hat Tip Closed v2-mf
----- 2% Hi-Hat Tip Closed v3-f | lmhannsee... . bao0see

Hi-Hat Edge Open w3-f
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@y ” . . .
ST e 12. Select the “Hi-Hat Close” Dimension Split.

Hi-Hat Open

| X

13. Map out the “Hi-Hat Edge Closed” samples to the Velocity Map using the [right]
mouse button.

7 velocity: [4 of 4]

&[0 HiHats |
----- @ Hi-Hat Edge Closed «1-p
----- @ Hi-Hat Edge Closed w2-mf 200 zec
..... “ Li-Hak Edge Closed w3-F Hi-Hat Edge Closed w3-f
----- Hi-Hat Edge Closed w4-fF e
""" @ Hi-Hat Edge Open +1-p 300 sec .00 zec
----- £ Hi-Hat Edge Open va-mf Hi-Hat Edge Closed vz-mf
----- @ Hi-Hat Edge Open w3-F
----- £ Hi-Hat Edge Open v4-ff Bi
""" @ Hi-Hat Foot v1-p o 300 sec .00 zec
----- £ Hi-Hat Faok va-mf Hi-Hat Edge Closed wi-p

----- £ Hi-Hat Faok w3
----- £ Hi-Hat Foak w4-Ff o
----- £ Hi-Hat Tip Closed v1-p
----- £ Hi-Hat Tip Closed v2-mf
----- £ Hi-Hat Tip Clased v3-f j e 7200 5202 b.z00 sec

The last thing to map out is the Foot Closed Hi-Hat region.

14. Select the B-3 Region.

This will be the Foot Closed Hi-Hat.
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15. Map out the “Hi-Hat Foot” samples to the Velocity Map using the [right] mouse but-
ton.

----- @ Hi-Hat Edge Open w2-mf ;I I':":itlf"': [4 :.. —_—
----- @ Hi-Hat Edge Open «3-F HE |
----- £ Hi-Hat Edge Open v4-ff .300 sec b.200 sec
..... @ Hi-Hat Fook +1-p Hi-Hat F oot wa-f
----- £7 HirHat Faat w2-mf %
""" £7 HirHat Foat w3-F .300 sec .00 sec
----- % Hi-Hak Fook wd-FF Hi-Hat Foot vz-mf
----- 27 Hi-Hat Tip Closed v1-p
----- £ Hi-Hat Tip Closed v2-mf Bl
""" E H!-Hat T!F‘ Closed v3-f L300 sec [.200 sec
----- eoen Hi-Hak Tip Closed w4-FF Hi-Hat Foot wi-p
----- E H!-Hat T!p Openvi-p -
----- eoen Hi-Hak Tip Open w2-mf (I
----- £ Hi-Hat Tip Open v3-f
----- 27 Hi-Hat Tip Open wa-ff
&[] Kick-Mona Samples Rl S haonsse ..

16. Click on the [Reload] Button to save the changes and
. LOnDED RELOAO
S G hear the results.

17. Play the Tip and Edge Hi-Hat regions while triggering the Sustain Pedal.

Pressing down on the pedal will change to the Closed Hi-Hat samples, just like the pedal
of a real Hi-Hat.

Releasing the pedal will change to the Open Hi-Hat samples, just like the pedal of a real
Hi-Hat would do.

However, there is one more thing to add to be even more realistic. When you stomp on
a real Hi-Hat pedal, it closes the Hi-Hat cymbals. (Foot Closed Samples)

Right now, we can play the Foot Closed Hi-Hat on the keyboard but we also want the

Sustain Pedal to trigger one of those samples as well. We also want it to shut off the
open Hi-Hat samples when closing, just like the real thing.
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18. [Right-click] in the Bank-Instru-
ment window and choose “IMIDI Rule
I manager...” from the context menu.

iMIDI Fule Manager. .

If this option is grayed out, you need to load the instrument by clicking on the [down-
load] button.

19. This will bring up Rules Manager. Select “Controller Triggered” from the list and
then click on the [Add] button.
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20.That will bring up this Control Panel.

«Set the Controller to “64 Sustain Pedal” This tells the GigaStudio to use the
Sustain pedal to trigger a MIDI event.

-Set Note to Trigger to “B3” This tells the GigaStudio to trigger the Foot Closed Hi-
Hat region, which is mapped to B-3.

«Click the “Switch controller logic enabled” check box and enter 64 for velocity.
This tells the GigaStudio to trigger the sample that is mapped out to the Velocity
split that is in the range of 64. (This will be the V2 mf sample)

sLeave everything else the same and click on the [Add] button and then OK.

e — - =

Comole  [64 o Pedd =
Vg Prard Dipinln Wloriy f sischon

i Raenieg ; ]
Tagurars [0 2 r' P aching Saruisoly 5
WeeTaligee 7 :E::: - T ———

r e TR R

] |
sty b e Tonps Prardt
g o b g RGO D8] 08 1] - et kg svsables]. Loy wkoty = 14

= |

21. Click on [OK] in the Rules Manager window to close it.

Now, when you step on the Sustain Pedal, it will trigger the mf Foot Closed sample on
B-3.

It also continues to switch the Tip and Edge regions between Open and Closed samples
at the same time.

The last step is to assign all the Hi-Hat regions to the same Key-Group so that they will

cut each other off. This will cause the Sustain Pedal to choke the open samples, just like
the real Hi-Hat.
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22.Select all three Hi-Hat Regions and then [Right-Click]
with the mouse.

m 23. Choose “Properties” from the context menu.

: o

[EW regian

Cut reqgions Chrl+i

Copy regions Chrl4+C

Paste reqionis] (o

Paste reqionis] here

Delete regions Cel

apply macro 3

Transpose, ..

“.n
1

.Set the K t d click
| 4Setthekeygroupto andd

I ate range from I“ to I
Make sure the instrument is saved
Key group |1 E and loaded so you can play it.

0 Cancel |

Mate: changes affect all zelected regions.

25. Now, the Hi-Hat regions will cut each other off. The Sustain Pedal will cut off any
open sustaining samples while it triggers the Foot Closed sample. This is very similar to
the way the real Hi-Hat operates.

This lesson has touched on nearly every section of the Instrument Editor. Be sure and

check out the in depth reference and tutorials on these various features for more infor-
mation.
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The Wizard Tool:

Up to this point, everything has been done manually with the [drag & drop] method.

To better understand this wizard tool, you need to be familiar with the manual method
of mapping samples & creating dimensions.

Also, certain instruments like Drum Kits will still need to be created with the [drag &
drop] method since each region will usually be different from the other and the Wizard
Tool won’t work very well for these.

The Wizard Tool works best on melodic instruments like pianos, guitars & orchestral
instruments.

You can imagine that if you had to create a full 88 note piano with 8 velocities with
sustain pedal switches, that it would take an enormous amount of time to do it manu-
ally one note at a time. This is where the Wizard Tool comes in. It allows you to map

an entire instrument with multiple dimensions “instantly” Once you have the samples
properly named and organized, you are only seconds away from having an instrument
mapped out.
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Preparing the Samples:

As you edit and organize your samples, you need to also be aware of getting them ready
for the Wizard Tool if you plan to use it. This is very simple and will save a lot of time.

Sample Names & Unity Notes:

For the Wizard Tool to work, it needs to know the Unity Note (Also known as Root Note)
of each sample. This is the note that the pitch is recorded at and assigned to on the key-
board. Even if the samples are not chromatic, the Wizard Tool can assign them to their
root note and then stretch the regions until they meet each other.

The Editor will recognize the unity note of a sample if the sample name indicates the
unity note by MIDI note number or by note name. For example, middle C would be note
name C-4 or MIDI note number 60.

MIDI Note Name Range: C-1 through Gg
MIDI Note Number Range: o through 127

Just put the Note Name or Note Number in the Sample Name before importing the
samples into the Editor. To keep from confusing the Editor, we recommend putting this
name or number at the end of the file name with a space separating it from the rest of
the characters.

Example:
Piano Velocity-4 C4.wave
Piano Velocity-4 6o.wave

The Editor will have no trouble recognizing files that are named like this.

On the other hand, naming the samples like this might be confusing for the Editor to
figure out the unity note.

Piano Velocity-4C4.wave
Piano Velocity-460.wave

Note: The Wizard Tool can also simply map the samples out in alphabetical order as
well. This works for sound effects, percussion and other non-melodic instruments.



Organizing by Folders:

The Wizard Tool can also map out complex dimension and velocity splits but to do this,
the various splits need to be organized into separate folders.

For example, if we have a piano that is 4 velocities with sustain pedal up & down sam-
ples, the folder structure would look like this.

Piano Velocity 1 Pedal Up
Piano Velocity 2 Pedal Up
Piano Velocity 3 Pedal Up
Piano Velocity 4 Pedal Up

Piano Velocity 1 Pedal Down
Piano Velocity 2 Pedal Down
Piano Velocity 3 Pedal Down
Piano Velocity 4 Pedal Down

In the Wizard Tool, we would be able to assigned each of the folders full of properly
named samples to the proper dimensions.

Keep in mind that each of these folders could contain up to 88 samples each. That
would be 704 samples that would have to be mapped by hand without the Wizard Tool.

The Wizard Tool can map these out for you in about a second.

So, as a general rule, there needs to be one folder of properly named samples for every
single velocity or dimension split.
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Using the Wizard Tool-Simple Mapping:

1. Start with a new instrument and import the 4 Tutorial
Electric Piano folders into the Sample Window.

EED EP Welocity 1
EED EP Velocity 2
EED EF Velocity 3

-0 EF Velocity 4 These can be found in the “Editor Tutorial Files” directory

for this chapter.
(How To Use the Wizard Tool folder-EP)

I 2. Start the Wizard Tool by clicking on the [Wizard Hat] icon on the tool bar.

3.This brings up Page 1 of the Wizard Tool.

«Most of the items in here are identical with the Instrument Properties window.

+This gives you the opportunity to fill in all these details if you wish but you can
go back and fill them in later in the Instrument Properties window.

+At the very least, you might want to enter an instrument name.

=

Etep 1 - Dofire parometems gy e instrument,

Mo [Elew i Prrel
Barkrumbes [0 T EMectsserd [0
Patchnumbes [0 ™ 68 boow Piaro telease mode [
Turwsy st fomets] [0 I:rhmimhrmll:T% ot kading
Pitch bered [smmitorm] [0 Dimension ke ort [GR1 =| | =

T-qunl Mach Nt » Cocel | Heo |

Click the [Next] button to proceed to the next step.
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4. Select the checkbox “Create Regions
every” and set it to 1 half step. This will
create chromatic regions, one for every
note on the keyboard.

The other option would stretch non-chromatic regions.

5. Set the Start-note to Ao.

Set the End-note to C8.

This sets the range to cover an 88-note keyboard.

6. Leave these check boxes blank and click the [Next]
button to move to the next step.

«“Ignore unity notes” is for non-melodic samples like percussion and sound effects.
Checking this box will let the Wizard Tool map the samples alphabetically across the
keyboard.

«“Finish with this step” would simply create a bunch of blank regions across the key
board.
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7. Go to the top Controller Source and choose “Veloc-

Sl ity”. This will be our velocity split dimension.

Il'-.-"E|I:ICi|:_',' j

8.Set the Splits number to 4. This will create 4 velocity splits, one for
each folder of samples.

Splits

= 9 Fill in the Description and the State Names.
Dezcrption State names

I‘v’elu:u:it_l,l Splits E

These work the same way as the description and spit names when manually creating
dimension splits. This is a good habit to get into because these names can really help
keep you bearings when dealing with complex instruments. Also, naming is absolutely
essential in the last step of the Wizard Tool as things get more complex.\

10. Click on the “Reserve space for stereo” checkbox.
Reszerve space
far steren

Anytime you are dealing with stereo samples, this box needs to be checked. Leave it
blank when using mono samples.

Click on the [Next] Button to move to the last step.
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a |
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This is the final step of the Wizard Tool. As you can see, the Velocity split state names
are in the section on the right. Without the names, they would just be MIDI number
ranges, which are much harder to read, especially when we start dealing with more di-
mensions.

Also notice that the folders of samples are represented in the left section. Mapping the
samples out is simply a matter of assigning these folders to the splits in the right sec-
tion.

11. Assign the folders on the left (one at a

EP Vekocty | i
t:'u.ruaﬁq.- i Vel 1 TP Velochy | time) to their corresponding velocity split
el 2 EP igloesky ;
% “3 EPUM1 on the T]ght.
Jiind i | EP Vislescity 4
t& To do this, click on a folder and then click

on a velocity split name.

Click on the [Next] button to finish the Wizard Tool.
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12. The Wizard Tool instantly maps out the whole instrument across the keyboard.

T

=
==

~ velooty. vel 1 [ 13. Fach Region has the 4 Velocity Split
EF W4 £z points that were represented by the 4
folders of samples.

127.00 127.00 The samples have the unity note in their
Fressis name so they are mapped to their unity.

If the samples are not chromatic, they will
be pitch stretched up & down until they
meet up with the neighboring samples.

127.00 127.00

EF W2 CZ2

&l

If the samples meet on the same note,
the higher sample will stretch down.

127.00 127.00

Doing this by hand would have taken at least an hour or more.

The instrument is now mapped out. Save it and load it to a MIDI channel to hear what
it sounds like and start tweaking it.
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Chromatic vs. Non-Chromatic mapping:

In this example, we chose to map the notes chromatically even though the samples are
not chromatic. (Create Regions every 1 half step option)

Alternatively we could have created one region per sample to be able to better see
where the samples are.

LU LU L I L L U L L D LU L LU LI L R

The disadvantage of doing it this way is that it limits the note-by-note fine-tuning that
can be done if the samples are mapped chromatically. The results sound the same ini-
tially with either method but the ability to make chromatic edits is limited.

Here is an example using the Drag Tools. Lets say we want to have the Release time
short at the top and have it gradually get longer going down the keyboard.

With the Non-Chromatic mapping we are limited to one envelope per thick region:

With the Chromatic mapping we get one envelope per note.
— Rad _'1__'__1: * oy

J.JI.H]J.J..I LLJLLILLLII J.JI..I..I.I.J.JLLHI.J..I LJ.JI JI.J.LJI.J. LALJLAJLLLILL

:
st '
||III||||| | | ‘ !
L1
o

This is something to keep in mind as you create instrument. If you don’t need the edit-
ing resolution, the non-chromatic mapping makes it easier to see where the samples
are mapped.
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Using the Wizard Tool-Complex Mapping:

In this example well use the Bass Ensemble samples to create a complex key-switch
instrument with two velocity splits. This will demonstrate the need for good labeling of
the descriptions a split names.

1. Start off again with a new .GIG file and im-

-[] Bass-Gth Moke Loud

[ Bass-8th Nate Soft port the Tutorial Bass Folders into the Sample
[ Bass-Crec-Dec Loud Window.

~[7] Bass-Crec-Dec Soft

-7 Bass-Pizz Loud These can be found in the “Editor Tutorial

-7 Bass-Pizz Soft Files” directory for this chapter.

~[0 Bass-Cuarter Nake Loud (How To Use the Wizard Tool folder-Bass)

~[7] Bass-Quarter Moke Soft
~[7] Bass-5fz Loud

~[[] Bass-5fz Soft

~[7] Bass-5Stac Loud

~[7] Bass-5tac Soft

~[7] Bass-5ustain Loud

~[7] Bass-5ustain Soft

-] Bass-Tremala Loud
~[7] Bass-Tremalo Soft

E..E..E..E..E.E.E.E.E.E.E.E.E.E.E.E

2. Start the Wizard Tool and go to step 2.

¥ hake aregion per zample [requires LRty notes] Start at note IE'I E

" Create regions every |1 half steps End at note IBE E

3.This time select the “Make a region per sample” checkbox. This will allow us to see
how the samples are mapped & stretched out.

4.Set the Start & End Note to C1 & B2. There are only a few samples included with the
bass ensemble tutorial samples so this is a good range that will also stretch the top and

bottom notes a bit.

Move on to step 3 in the Wizard Tool.
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5.Set the first controller to Velocity and give it 2 splits. Name it “Velocity Splits” in the
Description field.

6. Set the second controller to “Keyboard” and give it 8 splits. Name it “Key-Switch” in
the Description field.

Controller source Splits Dezcription State names
deloci j IE j I"-Ielu:n::it_l,l Splitz _I
IKE_I,II:u::ar::I j IE ﬁ IKey-Switch _I
7. Click on the [Velocity State names] button and
=6 nailis name the splits as shown.
1 9 1
IE I Click the [OK] button when finished.
2 ||_,:,u,:| 10 | 1
3 | 11 | 1

8. Click on the [Keyboard State names] button and name the splits as shown. These are
named for each type of articulation. Click the [OK] button when finished.

Protenames T

'I-_!| 7 E=1
2 [lowecic 10 " &
:'[l:q‘qy.} ni 1!' 2 |
W e m h
5 [Gece 1] 2 | 2
Elﬂh“* 1-l| ﬂ[ ﬂl
7 [qowne 19 af 7
B[ ] M | el
[or ] o |

Move on to last step 4 in the Wizard Tool.
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Shep &+ Aaaign & Bample group |0 sach Cave [kck on & o, then on & cate].

Lol  Sootan
o Trewis
Lowd  Trovede
Ll Lhyeste
Lowl  Sescetn
=] Pz
Lox Py
S CracDlas
Lol  Crecellec
S 8 Hogs
[T - L
- 2] B o
Ui , ) "

Here is where the naming comes in real handy. This would just be a matrix of numbers
otherwise.

-y

SERERERLEE]

9. Map the folders on the left to the splits
on the right. Match the folder names to
the split names.

10.The Wizard Tool maps the regions
across the keyboard.




1. The Dimension Control window shows the Key-Switch splits and the descriptive
names that were entered in the Wizard Tool.

Dimension controller X|

Caontral source Split name | Add | I'I—
E?SE'.TD spit_|
Description tacato
IKey-Slfpvitch Pt =
Bth Mate
Sample space in use gfL;arter Note Up |
Doown |

Original instrument clazz: 32 MB [16 dizcreet zamplez]

Mew instrument clazs: 32 MEB [16 dizcreet zamplesz)

] | Ear‘u:ell

12. The Dimension display also shows the descriptive names of the dimension and the
individual splits.

= Wybid: Key-Switche Sustain
Tremalo Stacata Fiz= Crec-Dec  |2th Mote Quarer N.. |5z

2 3 L3 ] 3 T g

The instrument is now mapped out. Save it and load it to a MIDI channel to hear what
it sounds like and start tweaking it.
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Complex Mapping Example:
Here is a brief example of some fairly complex mapping in the Wizard Tool.
In step 3 of the Wizard Tool, we have 4 dimensions. (5 including Stereo)

+2 Velocity Splits

«4-Way Keyboard Split that changes between 4 articulations.

«2-Way Layer that adds the Tremolo samples.

+2-Way Sustain Pedal switch that changes to the Staccato samples.

«Stereo

The Descriptions and State Names are meticulously labeled.

Contraller zource Splits Dezcriptian State names
I"-.felncit_l,l j |2 j I"-.feh:ucit_l,l _I
IKE_I,II:u:uard j |4 j I.-’-'-.rtiu:ulati-:uns _I
ILa_I,Ier j |2 j ITremDIn Layer Ij |
I[Eid] Sustain pedal j |2 :ll IStan:u:atu:u Pedal _I |

Here is the final Step showing all the articulations and names.

T —— A
Slep 4 - Asmgn 4 sample geoun ks each casn fekeh on a groug. then o 8 e

Vielocdy | Auteuloborn | Tremoko | ShecealoP. | Assgroed o -
it Simlsn Hiznal Pedal i asa-5 unlan Soit

Lo Suntan Hoemal Pcial Uip faas Sunbn Loud

Zoft [ Hote M oamial Pesdal lLip B.ma-0e Mote Soft

L ek Mot Himmal Pedalip i aci-tiin Mote Loud |
L= (3 #iphs H el Peclal Lip Bass-Lusrin Mol Som

Lo Qdohe Ml Patsl Uin Dsti-Dlusrta Mk Loud

| Pizs LEST ] Pl L Rasa-Pizy Solt

Lol Pirz Moenal Pocdal Up faae-Pirz Loud

Coft Gl Tramiks Pesdsl Uin st Tramaoks Soft

Limd Siumlan Tramoky  PecdalUip HlaeseT el Loud

Soht By Hote Tremoly  PeddUp B39 Treemoln Soft

Liid (LT Trsimaks P g D dd- T Lo -
;i" M an ¥ ” L] " ¥ I U f
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Here is what you would see if you

Vel | Kybd |Law | Sust | éssignedt don’t enter descriptions and state
0-E3 0-31 063 0-E3

E4127 0¥ 063 063 names. - . ,

062 3262 062 063 It would be virtually impossible to
B4-127 3263 063 063 figure out what goes where in this
063 6435 063 063 matrix of numbers.

B4-127 EB4-85  0-E3 0-E3
0-E3 96127 063 0-E3
B4-127 96127 0-63 0-63
0-63 0-31 B4-127 063
B4-127  0-: B4-127 02
0-E3 3263 B4127 0OR3
B4-127 3263 B4127 063

P wtal Pat B n Ll Pl B K] Ia N e

Here are the dimensions of the finished instrument.

= Kyhd, Ariculations: Fizz
Sustain Sth MNote Q-Hote
™ 1

= Layr: Tremolo Layet: Tremolo
Harmal

= Sust: Staccato Pedal: Staccato
Fedal Up

= Click to assign

This will allow a 4-way key-switch between Sustain/8th Note/Quarter Note/Pizz
The Layer could have the Mod-Wheel fade the Tremolo layer in.
The Sustain Pedal would switch to staccato samples.

This is just quick hint of the complexity and creativity available when using the Wizard
Tool.
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Load Status Lights:

| ?5 Lﬁﬂ R%D IEhar‘meH j IF'n:nrH j

The load status of an instrument is very important when you are editing instruments.
You can play the instrument while you edit and hear most of the changes in real-time
as long as the instrument is loaded to a MIDI port and channel and the load status light
is green.

Loading Instruments to MIDI channels:

1. Choose port & MIDI channel.

T LOMED PO Cpannel 1 v [Port1 v)

.
=nt Bank. 0
timal - Upright Bass Channel 2

rkin 0-13 Single Stvings | Channel 2
r Charinel 4

2. Click on the [Download] button.

3| LooDED RELCAD
.

rik

3. Make sure keyboard is sending to that channel and connected to the port.

4.The entire gig file will load to the MIDI channel. You know it’s loaded properly be-
cause the “Loaded” light is green and the “Reload” light is off.

E‘Lg LD'“'DED RELO'U'D IEhanneH J IF'l:urH J

5. If there are more multiple instruments in the .GIG file, select the one you want to hear
and play it. This is like making a patch change and happens instantly.

= |‘_‘| Instrurnent Bank 0
...... ’ﬁ 0 Cptimal - Upright Bass
------ ’ﬁ] Z Martin D-18 Single Strings




Load Indicator Lights:

e ——— Grey: The .GIG file is not loaded. You need to click the [Down-
] load] button to load it to the selected MIDI channel.

Green: The .GIG file is loaded. Continue editing until this light
= LoeDED RELOAD
G5 . turns yellow or red.

Yellow: The changes that have been made to the instrument
& LaeDED RELOAD . .
S5 B require quick save.

You will still hear the instrument but the recent changes will not be heard until you
save the instrument. These are minor changes to the instrument such as moving or
stretching note regions.

= Do do a quick save, click on the [Download] button.

=5

This will bring up the “File modified”

window. For the quick save, click on the

Tihe fille e Bssers mnchilfierd anad musst b anvnd in Save] button.
ditk befors loading ? [Save]

B by jusdiaal

[Sew] sovete coma

[ Don't ash again

1ide rodilied

This will save the changes that were made without having to save the entire .GIG file to
disk.

Saving instrument file |

HO-4_ et =uz_mf CH3

|

However, if you choose [Save As] this will save the whole .GIG file to disk using a differ-
ent file name.
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Red: The changes made require a complete resaving of the
k. LOWDED RELOLO .
S O entire .GIG file.

These are major changes that alter the structure of the .GIG file.

<Adding, removing, reordering or changing dimension and velocity splits.
-Adding, deleting or replacing samples.

<Adding, deleting or importing new instruments.

«Moving instruments between banks or adding & deleting banks.

= To do a full save, click on the [Download] button.
G5

- - This time, if you choose the [Save]
HilenisiE button, the entire .GIG file will be
The file has been modified and must be zaved to resaved.

dizk before loading. Continue?

Save tupe: full

Save bz | Cancel |

[T Don't azk again

This will write the whole file to the temp directory and then overwrite the original file.

A faster way to work is to choose [Save As] instead and save as a new file. You can then
delete the original .GIG file if you like. This avoids the extra step of copying the whole file
to the temp directory. It also keeps a backup of the original .GIG file.



Separating Parameters from .GIG file:

As you can see, doing a complete full save can be time consuming if you are dealing
with large .GIG files. This problem has been solved with the ability to separate the in-
strument parameters from the samples.

Tl £ WD View Window Hob 1. Go to the File menu and choose [Save As...]

B CerliM
Open... ko
Chrsa

e e

L T S S R o
L Tudtorssl Corum K (3 W VR 0-Gikar_repesdition.gig .
| Tutowrasl £06 P (Diua S |

£ 1¥R violy_sremtis _legecs.gq
0 Bl Clarwl_lmgats. 5

L3 5vE,_fusy sresstis sbemston.ag

Vo Wi _torm_sreebe_pegedinn ()

a| | ] |

ik rosmss: F-tlht-.lm | Egm | ™ |

Sevemi o | stk 108 5l = Lareal | = I
Musum e e MBE [T4]

™ Neamarge wuws ool for b B sy S diow]
F o Al wrern i psere tie fo U e o merarerd Sctesorn [}

|

2.In the new GigaStudio Browser screen, look in the lower left for this check box.
“Keep all waves in extension files for fast editing of instrument definitions”

[ Rearange wave poal for best fit [may be slow]

W FKeep all waves in extenzion files for fast editing of instument definitions

: 3. Check that box and then [Save] the file.
ave
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4.This will create two files, a .GIG file (which contains the parameters) and an Extension
file (which contains the samples)

(5 Giga Piano Edit.gig 958 KB Gigastudio Inskrurment File
ziga Piana Edit.gx01 661,767 KB GX01 File

5. From here on out, you can make major changes to the file in the Instrument Editor
and you will no longer have to wait for the complete .GIG file to save every time.

Things to keep in mind:

+This file will load just fine in the main GigaStudio Interface but you need to
make sure that both files are together on the hard drive, or this will not work.

«If you want to simplify things, you can re-save this split file again when you're
done editing. Save it again but with the checkbox “un-checked” and it will
merge them back together into a single .GIG file that contains the parameters
and the samples as before. This is something that library developers might
want to do to keep everything together and make for a cleaner release.

+This is most useful for large .GIG files. It’s probably not worth the effort for
smaller files, which would reload fairly quickly.



Instrument Editor Menus:

G File Edit MIDI Wiew ‘Window Help

Editor Menu Details:
There are some things to keep in mind with the Editor menus.

Edit Menu Changes:

Some parts of the Edit Menu will change depending on what has been selected in the
Editor. (Mainly the Cut-Copy-Paste-Delete-Rename commands)

These commands will change what they refer
Cut bank Chrl+x to when ever you change the type of item
Copy banik Chrl+C that is selected.
Paste ZhrlH-Y
Delete bank:, Dl
Bemarne

If you have highlighted an instrument, then
Cut instrument Chrl+x these 5 commands will refer to “Instruments”
Copy instrument kel
Paste ZhrlH-Y
Delete instrument Del
Renarne

If you have highlighted a Region, then these
Cuk region Chrl+x will refer to “Regions” instead and so on for
S R Chr+C Banks-Instruments-Regions-Folders-Samples.
Faste reqions) | o
Delete region Del
Bename
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Menu Key Commands:

Every Menu item has a Keyboard Shortcut. These are shown as each item is described
but you can figure them out by simply looking at the Underlined letters in the Menu
Titles.

Most of the Keyboard Shortcuts start with the [Alt] Key followed by a letter.
For example [Alt] + [F] will open up the File Menu.

[Alt] Key followed by [F] Notice that the word “File” on the menu has the F under-
lined.

[Alt] + [F] + [S] will Save the file.

[Alt] followed by the letter [F] again which brings up the File Menu, then followed
by the letter [S] which brings up the Save feature. Notice again how the word
Save has the S underlined indicating that S is the keyboard shortcut.

The underlined letters inside the dropdown menus will only be underlined when
you use a key command. If you use the mouse, then the letters inside the dropdowns
menus will not be underlined.

Menu Opened with the [Mouse] Menu Opened with the [Keyboard]
File Edit MIDI ‘iew ‘Window Help File Edit MIDI ‘iew MWindow Help
MEw Chel+1 e kel
CIpen. .. Chrl+0 Cpen. ., Chrl+0
Close Close
Save Ckel+5 Save Chel+5
Save Limited. .. t! Save Limited. ..

By observing the underlined letters, you can navigate the entire menu with keyboard
shortcuts without having to refer to the manual.

Some standard keyboard shortcuts use the Ctrl key as well. These are also displayed in
the menus.




File Menu: [Alt] + [F]

New: [Alt] + [F] + [N] or [Ctr1] + [N]

This creates a new and empty .GIG file.

Open...[Alt] + [F] + [O] or [Ctr]] + [O]

Use this to find and open a .GIG file. This will bring up the file browser screen below.

This is a slightly customized version of the typical Windows file browser window.
See chapter “08-02 How To Open a GIG File” for more details.
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Save: [Alt] + [F] + [S] or [Ctr]] +[S]
Save the currently loaded .GIG file.
«If the file is new and has never been saved before, you will get the “Save As”
screen where you can name the file and select where you want it to go on your
computer.

«If the file has been saved before, it will automatically save over the existing file.

«If the existing .GIG file is tagged as a “Read Only” file, you will get a message
asking if you would like this removed before saving over it.

Save As... [Alt] + [F] + [A]
Save the currently selected .GIG file to a new file.

This is the option to use on a file that already exists on the hard drive that you don’t
want to save over.

The “Save As” screen will come up so that you can choose the location and name of the
file you are saving.
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Save Limited: [Alt] + [F] +[L]

This is a specialized save option that gives you three choices.

Save Limited x|

Minimize the size of thiz file by omitting

[T Instruments requiting rmaore than 54 MB
[T Instruments requiting rmaore than 32 ME

[T Unreferenced samples

] I Cancel

Instruments requiring more than 64 MB:
This will only save instruments from the .GIG file that do not need more than 64 MB of
RAM buffering and will omit any instruments that need more.

Instruments requiring more than 32 MB:
This will only save instruments from the .GIG file that do not need more than 32 MB of
RAM buffering and will omit any instruments that need more.

Un-referenced Samples:

This option will keep the Editor from saving any samples that are not being used in any
of the instruments in the .GIG file. This is much faster than having to manually hunt
through a potentially long list of samples & folders of samples, trying to figure out
which ones are not being used and deleting them.
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Merge File...[Alt] + [F] + [M]

This option allows you to merge other .GIG files with the one you are working on.

L o | i T Bl

Flanms  [Wesrie, 108 Giadgy W Opima Lysg
Ml i by [ g e

Aeuers | =

=Ho ¥ O

SpNes

2 [ Imstroment Baek O

0 Newr Irsdrument

gu 1GB Accusstic Grand wf Rasorance Model
A 7 Light Aooustic G ard

o 3 Optnal - Upeight Bass

T3] 4 Martin 0-18 Single Srings
?iﬁlmﬂ.ﬁ‘l’i‘# {For MED] Seguences)

= & StrumsFootControl

&

L3 Harmonics

[ HarmonicSlides
[ rakes

- Rel mf

[0 Relp

O O R O O

7 emipaks

[ D-18 Single Strings

[ Release
[ slideDowniFast
[ slideUpFast

Note on Merged Waves:

It will bring up a browsing win-
dow that works just like the
“Open New Instrument” window
described earlier.

You can then hunt for the .GIG
file/s you want to merge.

Select the files and hit the open
button

The instruments in the selected
.GIG files will be imported into
the current .GIG file.

The instruments will be added to
the “Instrument & Bank” window
and the samples will be added to
the “Sample Pool”

If the Editor determines that there are identical samples after merging or copying &

pasting instruments, it will not re-import those particular samples. This avoids redun-
dant samples and the hard disk and RAM buffering resources that would get used up

otherwise.
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Load Articulation...[Alt] + [F] + [R]

This is where you apply and Articulation (.ART) file to the current .GIG file.

Ll At ik iom ke . E ...I.LE.I

HamaSy_|GH_or el Cutkem E4F. s

Fia name M awtipumcSoums Custon B L O |

i I
Fiwi o yom [ suniouision lea | art] E'{ =] L ancal I I

This screen is also very similar to the other browse windows but it is filtered to only
search for .ART file. Just search for the .ART file you want to use and hit the “Open” but-
ton and it will apply all the mappings and parameters of the Articulation file to the cur-
rent .GIG file.

An Articulation File is a tiny file that contains all the mappings & parameters of an in-
strument, separate from the large samples. This allows people to update instruments
without having to send entire .GIG files with all the samples. This file is small enough
to upload or email so that you can share your changes with other people that have the
same original .GIG file. This is great for sharing various edits and tweaks, official library
updates and is especially helpful for long distance collaboration on a library.
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Save Articulation...[Alt] + [F] + [T]
+This is how you create your own Articulation file.

+Once you have a .GIG file edited and tweaked, you can save all the parameters
and sample mappings to an .ART file here.

«Choose where you want to save the file and give it a name and hit the “Save”
button.

Recent Files: [Alt] + [F] + [Up & Down Arrows]
*The last 4 .GIG files that have been loaded into the Editor are listed here.

*You can quickly load them by selecting them here instead of having to hunt for
them in the “Open” browse window.

Exit: [Alt] + [F] +[X]
*This will shut down the Editor.

*You can also close the editor by clicking the X in the top right corner as with any
Windows program.

=8| x]
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Edit Menu [Alt] + [E]

| Edit MIDI View Window Help

(8] L
Cuk instrument Chrl+5
Copy insktrument Chrl+C
Paste el
Deleke instrumenk Del
Rename

Import samples

Irmpart sample directory
Export all sample Folders
Conwerk wave pool Formak

Edit macros
Instrument wizard
Combine instrurments
Crossfade editor

File info Chrl+I
Preferences

Edit MIDI ‘Wiew ‘Window Help

Ui hrl -2
Cuk bank: kel
Copy bank Chrl+C
Faste EH] -
Delete bank: D
Rename

Import samples

Import sample directary
Export all sample Folders
Convert wave pool Farmakt

Edit macros
Instrunment wizard
Combine instruments
Crossfade editor

File info Chrl+I
Preferences

The Edit Menu is where you will find the vari-
ous editing commands.

Many of these commands can be accessed
with the computer keyboard.

These keyboard commands match the stan-
dard Windows keyboard shortcuts for the
most part.

The display of the edit menu will change
depending on which area of the Instrument
Editor is highlighted to reflect what kind of
objects are to be edited. The section with the
cut, copy, paste, delete & rename will change.
The rest of the menu stays the same.

Edit Menu for “Banks”

=] In=trument Bank 0
i ety (For MIDI Sequences)
’ﬁ] 1 StrumsFootContral

This is what the Edit Menu looks like when an
instrument bank is highlighted in the Editor.

This means you can cut, copy, paste, delete
and rename entire Instrument Banks.

The rest of the Edit Menu stays the same.



Edit MIDI View ‘Window
[rdm

Help
[ [

Zuk inskrurment
Copy instrument
Faste

Delete instrument
Rename

kel
Chel+C
[ o e
Ceel

Edit Menu for “Instruments”

B |:| Instrurment Bank 0
i Eﬁ] 0 STRUMS KEYSW (For MIDI Sequences)
------ ”gﬁ] 1 SkrumsFoaotiZontrol k

Impart samples

Import sample direckory
Expart all sample folders
Conyvert wave poaol Format

Edit macros
Instrument wizard
Combine instruments
Crossfade editor

File info
Preferences

CErl+I

This is what the Edit Menu looks like when an
instrument is highlighted in the Editor.

This means you can cut, copy, paste, delete and
rename entire Instruments.

The rest of the Edit Menu stays the same.

Edit MIDI Wiew  Window
[rde

Help
[ o o o

Cut region
Copy region
Paste reqianis)
Delete region
Eemname

Chrl+
Chrl+C
[ e
Ceel

Import samples

Import sample direckorsy
Export all sample folders
Convert wave pool Format

Edit macros
Instrument wizard
Cambine instruments
CrossFade editor

File info
Preferences

Chrl+1

This is what the Edit Menu looks like when a
Region is highlighted in the Editor.

This means you can cut, copy, paste, delete and
rename entire Regions.

The rest of the Edit Menu stays the same.
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Edit MIDI Wiew ‘Window Help

Lnido ZhrH-Z
Zut Folder CEr -+
Copy Folder Chel+C
Paste ZErH-Y
Delete Folder Cel
Rename

Import samples

Import sample direckory
Expart all sample Folders
Conyert wave poal Format

Edit macros
Instrument wizard
Combine instruments
Crossfade editor

File info Ckrl+1
Preferences

[ sque
#--[ StrumsHiDown

—_— .

This is what the Edit Menu looks like when a
Folder is highlighted in the Editor.

This means you can cut, copy, paste, delete
and rename entire Folders.

The rest of the Edit Menu stays the same.

Edit MIDI ‘Wiew ‘Window Help

ndo (]
Cuk sample Ckrl+
Copy sample Chel+C
Paste Zhr Y
Delete sample Del
Rename

Import samples

Import sample direckorsy
Export all sample folders
Convert wave poal Format

Edit macros
Instrument wizard
Cambine instruments
CrossFade editor

File info Ckrl+I
Preferences
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This is what the Edit Menu looks like when a
Sample or group of Samples is highlighted in
the Editor.

This means you can cut, copy, paste, delete
and rename entire Samples.

The rest of the Edit Menu stays the same.



To make an edit, select an item with the mouse and go to the menu with the mouse or
with a keyboard shortcut and choose the edit command you want to use.

There are also various short cut keyboard combinations you can use.

o[Ctr]] + [X] to Cut
+[Ctr1] + [C] to Copy
«[Ctr1] + [V] to Paste
+[Delete Key] to Delete

Many of these options are also available by “Right Clicking” on the item instead of going
up to the menu.

Undo: [Ctr]] + [Z] or [Alt] + [E] + [U]

+This will undo your most recent edit.

«Selecting this again will “Redo” the edit that was “Undone”.

«You can toggle back and forth between “Undo” and “Redo” using the mouse or
Ctrl+Z.

+[Alt]+E+U will only work for the “Undo” but will not toggle the “Redo”

Cut: [Ctr]] +[X] or [Alt] + [E] + [C]

+This Cut command will “Delete” the selected item and put it into the clipboard so
that it can be pasted later to another location.

*You can paste to a variety of locations including different areas within the
current .GIG file or to other .GIG files that are opened in the Editor.

You can also Right-Click with the mouse over an item to bring up the Cut
command without having to go to the Edit menu.

Copy: [Ctr1] + [V] or [Alt] + [E] + [C] + [C]

*The Copy command will “Copy” the selected item without deleting it and put it
into the clipboard so that it can be pasted later to another location.

You can paste to a variety of locations including different areas within the
current .GIG file or to other .GIG files that are opened in the Editor.

«As with the other basic edit commands, you can also Right-Click with the mouse
over an item to bring up the Copy command without having to go to the
Edit Menu.
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Paste: [Ctrl] + [V] or [Alt] + [E] + [P]

+Once you Cut or Copy and item, this command will Paste it where you instruct it

to.

*There are a variety of ways to paste depending on the item you are working
with. For example, regions can be pasted to the same key range or you can
specify where to paste them . This will all be covered in detail in each area of

the Editor.

+As with the other edit commands, you can right click with the mouse over an
item to bring up the Paste command without having to go to the Edit Menu.

Delete: [Delete] Key or [Alt] + [E] + [D]

The Delete command will delete the item you have selected. You will get a prompt ask-
ing if you really want to delete the item. Choose [Yes] to delete it or [No] if you change

your mind.
Rename: [Alt] + [E] + [N]

«This is one of a couple of ways that you can rename a Bank, Instrument, Folder
or Sample.

+Select the item you want to rename and choose “Rename” from the edit menu.
This will highlight the name of the item and you can then change the name.

«Another method is to click on the item once with the mouse to highlight it. Then
click it a second time to put the name in edit mode. (Two slow clicks, not a fast

double-click)
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Import samples: [Alt] + [E] + [S]
This is one of several ways to import samples into a .GIG file.

«Select a folder in the Wave Pool where you want the imported samples to go and
then choose “Import samples”.

«Use the browsing window that comes up to navigate to the wave files you want
to import.

«Select the waves and click on the open button. They will show up in the folder
you selected in the wave pool.

You can also right-click on a folder in the Wave Pool and choose to import samples or
directories from there as well.

Alternatively you can simply drag & drop wave files or folders full of wave files directly
from the Windows desktop into the Wave Pool area of the Editor.

Import sample directory: [Alt] + [E] + [Y]

This works very similar to the “Import samples” command but you choose a folder full
of wave files instead. The navigation-browsing window is slightly different looking as
well.

Remember, just like with the waves, you can drag & drop folders full of wave files direct-
ly from the Windows desktop into the Wave Pool area of the Editor. Using this method,
you can import more than one directory at once.

You can also right-click anywhere in the Wave Pool and choose “Import directory” from
there as well.

Export all sample folders: [Alt] + [E] + [A]

This will export all the samples in a .GIG file to standard wave files on your hard drive.
These wave files will also include any existing loop points in them. This is handy if you
need to do audio editing to a bunch of the samples in an instrument. You can later use
the “Replace All” option to batch replace the samples back into a .GIG file.

You should first create an empty folder on the hard drive where you want these samples
to go. Then choose this command and browse to the folder you created and click on the
OK button to export them. The folders and samples will be named and organized the
same way they are in the Wave Pool.
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Convert wave pool format: [Alt] + [E] + [F]

This is a handy new feature that allows you to batch convert ALL the samples in a .GIG
file to various bit rates, compression settings and channel conversion settings.

Il Convert audio format x|

Corvert wave pool farmat bo; HOT dithier [adds > 1.5
|24-|:.it, integer j Gits eff. resalution]

™| Convert stereo tamono

Eu:urwertl Stop | Cloge | & Cortbi R

£ Keep left channel

" Keep nght channel

Sample | Original farmat | Hezult |
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Convert wave pool format to:

Cormert wave paol Farmat ba: Corvert wave pool format to:

ﬂ 24-bit, inteqer

24-bit, min. accelerated [prezerve 24 bitz]
24-bit, nom. accelerated [preserve 20+ bitz)
24-bit, max. accelerated [preseree 18+ bitz]
16-bit, integer

16-bit, accelerated [prezerse 16 bits]

This drop box displays the various bit rate and compression (disk acceleration) options
you can choose.

24-bit, integer:
Uncompressed full size 24 bit waves. This will of course get less polyphony than 16 bit
samples.

24-bit, min. accelerated (preserve 24 bits):

Disk acceleration compression with no loss of quality. This improves the polyphony
and reduces the file size significantly. The polyphony is similar to uncompressed 16 bit
samples with no loss of quality.

24-bit, nom. accelerated (preserve 20+ bits):
More disk acceleration compression with 20-bit quality. This offers even more polypho-
ny with a very slight quality loss.

24-bit, max. accelerated (preserve 18+ bits):
More disk acceleration compression with 18-bit quality. This offers even more polyphony
with a very slight quality loss.

16-bit, integer:
Standard uncompressed 16 bit samples.

16-bit, accelerated (preserve 16 bits):
Disk acceleration compression with no loss of quality. This improves the polyphony and
reduces the file size significantly.



HD1 dither (adds 1.5 bits eff. resolution)

HO dither [adds = 1.5
Gite eff. resalufion]

In most cases, this box should be checked whenever you are converting from 24-bit to 16
bit samples. In the rare case that dither noise has been added to 24-bit samples before
importing them into the GigaStudio, you can uncheck this box.

Convert stereo to mono

' Cornat shrvess in o
@ CombrmieR
T Ksep it channel
T Kmeg igh chinrel

At last there is a way to convert all the samples of a .GIG file from Stereo to Mono. The
.GIG file will adjust the stereo dimension to Mono to accommaodate this.
You get the choice of combining the left and right channels or picking one or the other.

Conversion Display Window.

The Conversion Display window shows the progress of the conversion. It shows which
samples have been converted and it shows weather the conversion was feasible or not.
Samples that are too short to start with will not benefit from the Disk Acceleration
Compression for example.
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Edit macros: [Alt] + [E] + [M]

— — = You can open the Macro Editor from the Edit menu.

Crovel e oo

You can also open it with the Macro Edit button at
the bottom of the Editor.

& save | Edﬂﬂ@ Apply|
e ——— R r—

This brings up the Macro Edit

Il Articulation macros | Screen

b acro name I Hotkey I Includes |

Flute Filker EGZ This is where you can edit the
Piana ADSR EG1 Name and the Hotkey of any
sLoclybllcl Mix/laper” created Macros. You can also

Temglais [ il Delete them here as well.

F'rn:npertiesl Deletel Ok, I Eann::ell

A Macro allows you to save commonly used parameter edits to be reused later. For
instance, if you spend some time tweaking the perfect filter setting, you can save it as
a macro and instantly apply it to any region of any instrument in the future without
having to completely redo it from scratch. Macros are covered in the reference Chapter
“09-09 Macros”



Editing Macros:

b acro name I Hotkey I Includes |
Flute Filter EG2

Fiano A0SR EG1
Sustain Defeat b i flaper*
Template T All

] I Eann::ell

Prapertiq}J Delete |

Il Articulation macros |

Edit articulation macro | 5[

Mame |ENENRIE

Hat key INu:-ne

| ak. I I:an-:ell %

b acro name I Hotkey I Includes |

Piano ADSH EG1
Sustain Defeat b imflaper
Template T All

Test b im/laper

(] | Ear‘u:ell

Froperties | Del% I

Il Articulation macros |
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To edit a macro, double click
on the macro name or select
the macro and click on the
“Properties” button.

This will bring up a window
where the name and hotkey
can be edited.

To delete a macro, click on
the macro name and then
click on the “Delete” button.

In this example, the Flute Fil-
ter Macro has been deleted.



Instrument wizard: [Alt] + [E] + [W]

This command brings up the famous and all-powerful Wizard Tool.

’I It can also be launched with the Wizard Icon on the Tool Bar.

The wizard tool helps you to automatically map samples across the keyboard, across
multiple velocities and dimensions in a matter of seconds. It is covered in detail in the
Wizard Tool tutorial “08-09 How To Use the Wizard Tool”
Combine instruments [Alt] + [E] + [B]
*With this feature, you can combine several instruments into a single instrument
in a variety of ways. You can use this feature to create velocity split, layered or
dimension split instruments out of several existing instruments.

*You can also access this command by Right-Clicking in the Instrument area.

*You must have at least two instruments selected in the Bank/Instrument
window to access this command. Otherwise, this command will be grayed-out.

Crossfade editor: [Alt] + [E] + [O]

This command brings up the Crossfade editor screen where you can graphically edit the
cross-fades of a layered instrument.
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File info: [Alt] + [E] +[I]

This command brings up the File Information Window.

Fieida -
Mamnes [Mes Sirergth & rama Prochuct |
Fuliel [ radecs W arve Incliueer, Lesgre Geres |
Ergineel [Her Flagen Subject |
Iretmumant designes M.t Flagan, Jim 'van Buskink Eeywurks |scoustic guiar sirm siums hest dam
Seltware |Gnpahudss Irsdumenl Eddo LU Cosyight. (|0 Nemenzs Muss: Tech, I
Crestion date | 200001101 Medur |
Commasscrnsd by [Fmmesys Lunenenls
Souce |
S fom |
Giige Instamee e veriion [20.19900628
[ ] canes |

Most of this is window is self explanatory and obvious. You just fill in any of the fields
you see with text. There is even a Comments section to add even more detailed infor-
mation about the instrument.

An important section to point out is the Keywords section.

K.epwords |acoustic guitar ztoum strums best dam

This is where you can enter keywords that the Quick Sound Database will recognize
when doing complex searches for GigaStudio instruments. The search criteria can also
be edited from the Main Giga Interface and you can to batch keyword entry as well.

The QuickSound Database is covered in detail in its own chapter. “o05-o5 Tutorial 5
— QuickEdit”
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Preferences: [Alt] + [E] + [R]

This is where you setup the various preferences for the Editor. It’s a very important sec-
tion to get to know.
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Middle C is: C3-C4-Cs (Default is C4)

~ Middle C iz
' C3 f~cd (05

This setting will set the location for middle-C. Some keyboards standard for middle-C
is offset from what the GigaStudio and many other MIDI devices use. (MIDI note 60)
This setting allows you to match your keyboard setting. The red Middle C indicator will
move when you change this setting to confirm the change.

~ Middle Cis Setto C3
vica (Cc4 (CICh

dicator at C3

2

L2JR 240

— Middle C iz Setto Cq
{C3 fCd (05

%

TFT:’F_T!_ m mdicator at C4
— Middle C iz Set to Cg
03 {C4 fFrs

dicator at Cg

:

| ‘
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Unity note for imported .wav files

i T

Uity node hor imposted mar fles

iv Difsult 1o midde C

1™ Gt o (enads feg. 61 mav]

Gy rom lename je p. T84 wav
[T Flenaire gvaaidss rlena istng

Adunt iy rote by [0 biall sheee

*When you import samples into the Editor, this setting will choose what unity
note to assign to each sample. This is essential when working with the Wizard
Tool, especially if you don’t have chromatic samples.

*The Wizard Tool can use these unity note settings and automatically assign
regions by unity note and stretch them properly.

*When mapping by hand, this unity note setting will also be taken into account
for pitch setting and stretching.

Default to middle C:

This will set all the waves that you import to a unity note of middle-C. This is good for
non-melodic instruments like percussion or sound effects that you want to play at the
natural pitch.

Guess from filename (e.g. *61.wav):

If you put the MIDI note number (0-127, Middle-C being 60) in the wave file names, the
Editor will automatically assign these as the unity notes. Use this setting if that is the
way you name your samples.

Guess from filename (e.g. *C#4.wav):

If you put the Note Name (C4-C#4-D4 etc..) in the wave file names, the Editor will auto-
matically assign these as the unity notes. Use this setting if that is the way you name
your samples.

Be sure to include the note and the octave when naming the samples.

Be sure to use the number sign (#) for flat & sharp notes.

(A# instead of Bb for example)

We advise that you put a space between the name and the unity note in the file
name to avoid confusion.

(Violin Staccato C#4.wav but not ViolinStaccatoC#4.wav)
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Filename overrides internal setting:

If there are already unity note settings embedded in the wave files, this check box will
override these internal unity notes in favor of the wave file name. Some audio editors
allow you to embed the unity note information into the wave file. Some even do it au-
tomatically, which could be troublesome if you want to use the file name to determine
the unity note. That is what this checkbox is there for.

Adjust unity note by # half steps:

This allows you to transpose the unity notes by half steps after the unity notes are as-
signed. For example, if you are importing samples with unity notes of F3-F4 (embedded
or in the name of the files) and you decide that you want them to be assigned to C4-Cs;
you would enter a value of 7 here to transpose everything up after it is imported. Then
the unity notes will be assigned based on all the settings above plus this offset. You can
also offset in negative numbers. This saves having to go back and rename all of your
wave files again or having to embed different unity notes into them.

Velocity splits for manually created regions:

—elocity zplits far manually created regions
e 1 S
{ B8 - E e

[ Steren

With this section, each manually created region can be created with a default amount
of velocity splits and stereo settings. You can always come back to this screen and ad-
just these as you work depending on what you need. It is a huge time saver.
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Examples:

(O]
(o]

—elocity splits for manually created regions

L
[ RIE e

[ Stereo

':"r'.n Tl"-_ 'I_ o by
Fo s T

I. e i

-
-

—elocity zplits for manually created regions

2 iy
R ES

[V Stereo

Here we have 1-Velocity Split and nothing in the Stereo
checkbox. This will create a mono region with no Velocity
Splits.

Here is the resulting Region’s Velocity window:
Zero Velocity Splits and Mono

Here we still have 1-Velocity Split but now the Stereo
checkbox is selected.

Here is the resulting Region’s Velocity window:
Still no Velocity Splits but it is now Stereo.

Now we have 4-Velocity Splits and Stereo Selected.

Here is the resulting Region’s Velocity window:
Now we have 4-Velocity Splits and Stereo.
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Temp directory:

All the editing done in the Editor is nondestructive, even edits done to the waveforms
in an external audio editor. This is because when you load a .GIG file into the Editor or
import wave files to the wave pool, they are all stored in a temp directory on your hard
drive, separate from the original .GIG files or wave files. You can choose which hard
drive and directory to use as the temp folder here.

Audio Editor:

To make changes to the audio of the samples, you need to use an external audio editor.
This setting will choose which audio editor to use when you choose to “Edit Audio” on a
sample in the Editor.

Reload Warnings:

These next two options are related to the Load & Reload status of a .GIG file. Some edit
changes will require a partial save while more drastic ones will require a complete re-
saving of the whole .GIG file. You will probably want to be warned about this before the
Editor starts a long saving process or overwrites your file with the new settings. That is
what these settings are foe.

See the tutorial on the Load and Reload status light for more details. “08-13 Load Status
Lights”

Warn if reload requires save:

This refers to the quick (or partial) save option. If you do not have this checked, the Edi-
tor will automatically do a quick save on top of your existing .GIG file. If it is checked,
you get a warning screen that gives you the opportunity to “Save As” to another file
instead.

Warn if reload requires FULL save:

This refers to the full save option. If you do not have this checked, the Editor will auto-
matically do a full save on top of your existing .GIG file. If it is checked, you get a warn-
ing screen that gives you the opportunity to “Save As” to another file instead.

Warn about unmapped regions on save:
This will warn you if you have any blank regions with no samples assigned to them.
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Use internal names on WAV import:

Wave files can have two different names, Internal and External names.

The External name is the name of the file as you see it on the windows desktop, just like
any other file name.

The Internal name is usually the same name as the external name but can be different
if you like. Most audio editors can set a differing internal name or it can be set in the
summary information in the file properties of a wave file. If the Internal Names option
is checked, the sample will be named the internal name when it is imported into the
Giga Editor.

Retune regions when dragging:

This will choose whether your samples will transpose or not when you drag regions up
& down the keyboard. If you don’t want them to transpose (Pitch Stretch) then check
this box. If you do want the pitch to transpose as you move the regions around, then
leave it unchecked.

Update region properties after wave edit:

*Checked-any audio edits you make to a sample/s will updated every case of the
sample/s throughout the .GIG file

eUn-checked-the wave file/s will be edited but the changes will not be reflected in
the .GIG file until you re-map the sample/s to a region.

Update region properties after sample replace:
Similar to the last checkbox except it applies to replacing samples instead of editing
them.

*Checked-If you replace samples or directories of samples, the samples will be re
placed throughout the entire .GIG file.

*Un-checked-If you replace samples or directories of samples, the samples in the
wave pool will be different but the changes will not be reflected in the
instruments of the .GIG file.



Channel Status: [Alt] + [M] + [C]

MIDI  Wiew tfindow

Channel skatus |

Channel Status Tool Bar Button.

You can also open the MIDI Channel Status window with this Icon on the Tool Bar.

channetstatus

1 |'| GE Acoustic Grand w/ Reson g |
2 |STF|L|MS FEYSW [Far MIDI S 10 |
2 |Martin [-18 Single Strings 11 |

4 |EIptimaI-L|prightBass 12 |
g | 13 |
6 | 14 |
i 15 |
3 | 16 |

20| Gigalut: Port 1/ Control

Cloze |

This screen displays the port and channel information for the instruments that are
loaded in the Instrument Editor.

Instruments need to be loaded to MIDI channels to be seen here.
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View Menu: [Alt] + [V]

You can free up screen space by disabling any of these

o e items. Toggle them on and off by clicking on the item

v Toolbar in the menu. A checkmark will appear beside enabled
v Status bar items.
v Show audio

v Tall welocity window

Tool Bar: [Alt] + [V] + [T]

This command displays or hides the Toolbar

DE-“E§§|"T§?N’?‘

The toolbar gives you quick access to some of the commonly used commands. These
are the same commands that are found in the menus.

New (New command from the File Menu)

[
E Open (Open command from the File Menu)
= Save (Save command from the File Menu)
=
— MIDI Channel Status (MIDI Channel Status from the MIDI Menu)
? About (Version Info from the Help Menu)
[y What’s This? (Click this button, then click on any area of the Editor and the
k? relevant section of the help file will automatically open up)




Status Bar: [Alt] + [V] + [S]

This command displays or hides the Status Bar

P — A NN . T e P ———

[ udio Running: Defta-410 63 Audio-Audio card information

Iﬁ Voices-Real-Time polyphony usage meter

Peak-Highest polyphony count measured

IW External MIDI-MIDI Port status lights.

Iﬁ Memory-Percentage of RAM used for sample loads

[ Temp free: 31258 6 18 Temp Free-Amount of space free on the temp directory

Committed-Amount of temporary drive space being used by
all the loaded instruments.

| Committed: 6.5 B

Show Audio: [Alt] + [V] + [A]

This command displays or hides the graphical audio waveform view.

The Waveform View displays the sample wave and the Graphical Parameter such as
ADSR envelopes, LFOs and Loop points.

This allows you to precisely edit these parameters and see how they will lay on top of
the sample.

Waveform View
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Tall Velocity Window: [Alt] + [V] + [V]

= Nelocity: Fews split |

029ffa
0.000 e 0.000 sec
039fe
0.000 sec 0.000 sec
029mfE
0.000 sec 0.000 sec
0239 mfE

SS_E.?SE sec E.?SE =1
029 mfE
0.000 sec 0.000 =sec
0=39mfE

B40.000 zec 0.000 sec
029mfE

029mfE
32_
0.000 sec 0.000 sec
0239 mfE
. 10,000 e 0.000 sec
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This command hides or displays the Tall
Velocity Window. If you have a lot of velocity
splits, this comes in real handy for seeing more
of them at once.



Window Menu:

| Window Help
Cascade
Arrange Icons

v 1 01 Optimal - Upright Bass
2 MaxAcouskicStrums
3 Markin D-18 Single Strings
4 Memedys_1G6E_Grand

Cascade: [Alt] + [W] +[C]

This is similar to the menu that is in most Win-
dows programs.

It allows you to arrange multiple open .GIG files on
the screen weather minimized or open windows

You can also toggle between multiple .GIG files in
this menu.

When you have several .GIG files opened in the Editor, this command will shrink the
windows down a bit and stack them diagonally across the screen.

A=

[EELINTE]
HEEEE

;
i

To restore the full screen view, select the Maximize button in the
upper right corner of one of the .GIG file windows.

T T I T T

7
I !’;i

il
dig

1

e
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Arrange Icons: [Alt] + [W] + [A]

The .GIG file windows need to be minimized down to Icons to use this command.

!‘E 01 Optimal —EEE
iz

Once you have several minimized icons on the screen, the Arrange Icons command will
arrange the icons neatly across the screen.

Select .GIG File: [Alt] + [W] + [Number]

Window  Help
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Help Menu: [Alt] + [H]

The Help menu is where you can launch the Editor Help file and

Hel . . .
| el display the software version information.

Help Topics

Abauk, .,

Help Topics: [Alt] + [H] + [E]
This command launches the Editor Help File
About: [Alt] + [H] + [A]

This command opens the Version Information screen

5
GigaStudialtm] Instrment Editor

Giga  Wersion 3.0
Copyright 2 1397-2000 by Memesyz Mugic Technologies, [nc.

— GigaStudio ztatus
YWerzion: 3.0.805

Statuz: 983
Midi loop: OM
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Bank & Instrument Window

EEES————— s
~im

ALAJLALILAJLALILAD |

£

5
e |

szl ez
i |t
-‘_.ﬁ - H—H—-H.;E-:IE ;2 :: l-:-:. —i

= -
- i
Freerw

]
Lo { ]
[P ]

]

ey S

Tetnaart Hark This is where you manage your Instruments and
B : Hartn - L1 Srgle Srrgs | Instrument Banks.

Bank & Instrument Facts:

+GIG files can have multiple Banks and multiple Instruments.

*These correspond and respond to standard MIDI Bank and Patch/Program
Changes.

«This is where you cut, copy, paste & rename instruments and change their bank
& Patch numbers.

You can also cut, copy & paste banks as well.

«Banks & Instruments can be moved or copied between .GIG files.

+This is where you toggle between multiple instruments to move or copy regions
between instruments.
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Banks:

B[ Instrument Bank 0
208 B Irstrurnent Bank 1

Opening & Closing Banks:

-1 Instrument Bank. O
%D Instrument Bank 1

Here is an example of two Instrument Banks. This is
two out of a potential of 127 Banks.

Banks will respond to MIDI Bank Changes.

Banks are also handy for organizing Instruments.

To Open an Instrument Bank, click on the
[plus + sign] with the mouse. You can close it
again by clicking on the [minus - sign].

B |:| Instrument Bank. 0

------ ”gﬁ] 1 SkrumsFootControl
EE [ Instrument Bank 1

Now the Bank is open and you

------ =3l 0 STRUMS KEWSW (For MIDI Sequences) can see the two instruments in-

side it.

EI D Instrument Eank. O

- 'ﬁ] 1 StrumsFookCankral
%D Instrument Bank 1

You can also open several Banks

-3 0 STRUMS KEYSW (For MIDI Sequences) at once.

EI |:| Instrument Bank 0

- ’ﬁ] 1 StrumsFookContral
=P |‘_‘| Instrument Bank 1
------ ’ﬁ] Z Martin D-18 Single Strings

.

L-TE 0 STRIJMS KEYSW (Far MIDI Sequences)

The second bank is now opened.
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Creating a New Bank:

1. [Double-click] on an instrument to bring up the Instrument Properties.

You can change the Bank and Patch number here among other things.

In this example, we will change this instrument to Bank 3. This will create a new Bank

and move the instrument into it. This is how you create new Banks.

Instrument properties 5[

MHame ISTHLIMS FEYSw [For MIDI Sequence)

B ank nurmber IE E L}) Turing adjust [centz] IEI
Fatch number IEI E Fitch bend [zemitonesz] IEI

Effectz zend IEI Piano releaze mode [

Attenuation [dE] IEI Dimengion key start |E2 E
I 6 dB boost Dimengzion key end IE#E E

] I Cancel Apply |

8- Instrument Bank 0

EID Instrument Bank 1 Bank.
- Ll 2 Martin D-18 Single Strings
EID Instrurnent Bank 3

oo Eﬁl 0 STRUMS KEY¥SW {For MIDI Sequences)

2. Now the instrument is in Bank 3.
...... i 1 StrumsFootCantrol This is the best way to create a new
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Deleting Banks:

[ O Instrumens Bark 01

=i | SrumFoctZenirol
[ Trstrumend Bk

==d 2 Mt O£ Sarvgher Shringri

= 0 STRUMG

I
I
| =8
| {Fum METE Simipsnime )

Edir MIDI ‘“iew ‘Window Help

o (0 =
Zut bank Zhrl+-%
Copy bank k4
Faste [

Rename t!

- O o
0l STRLME K] gt . CraX

: gy bank. =

T i

—_—
T
[ rghes ]

B[ el

e e e e

T

I'! Sagr vy mpw vy e [ it ol P afrmerds e 1

. =] = |

[ % O tretrumend Bark 01
| = | Qo Cordrod
LB |
4 2 Mt - 1B Sragle: Shrings

208

1.To Delete a Bank, select the Bank you
wish to delete with the mouse.

Keep in mind that when you delete a
Bank, you also delete any Instruments
within it.

(The samples are not deleted however)

2. Go to the Edit Menu and choose “Delete
bank” with the mouse.

The Edit Menu lists these edit commands
as Banks since we have selected a Bank.

These will change depending on what is
selected.

3. Or [Right-Click] on the Instrument
Bank to bring up the Bank Edit menu and
choose “Delete bank” with the mouse.

You can also click on the [Delete-Key] on
your computer keyboard.

4.You will then get a window asking if
you are sure you want to delete the Bank.

Choose Yes to delete it.

5.Now the Bank is gone.

The wave files of the deleted instrument
will remain in the .GIG file in the sample
pool.

You can only delete one bank at a time.



Cut or Copy Bank:

= O

= | StrumaFootControl
=4 2 Martin 0-18 Sngle Strings

1. Select the Bank you want to Copy or
Cut & Paste a Bank, with the mouse.

2.0nce you have selected a Bank to Copy or Cut, you can go to the “Edit Menu” and
choose the “Copy” or “Cut Bank” command using the mouse.

|Edit MIDI Wiew ‘Window Help
Urda o

Zut bank Chel43

Copy bank k k4T

Paste (g e

3. Go to the Edit Menu and choose “Copy
bank” or “Cut bank: with the mouse.

“Copy bank” will copy the Bank and all of its
Instruments to the clipboard.

You can also use [Ctrl] + [C] on the computer

keyboard.

Edit MIDI “iew ‘Window Help
Lnida (]

Copy bank. [ ! Chrl+iC

Paste (i

—

?.. —TR——— =
l-. 0 STRLE Gk Bk ChR

= | SR
wil 3 e g .
Db Bunk sl

—|__

4.“Cut bank” will delete the Bank and then
copy all of its Instruments to the clipboard.

You can also use [Ctrl] + [X] on the computer
keyboard.

5. Or [Right-Click] on the Bank to
bring up the Bank Edit Menu and
choose “Copy bank” with the mouse.

6. A progress window will come up.

Now we are ready to Paste the Bank
to a new location.
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Paste Bank:

| Edit MIDI Wiew ‘Window Help
ndo Zht[+2
Zut bank, ChEl3
Zopy bank. ChrlHC
Delete bank Dl

1. Go to the Edit Menu and choose “Paste
bank” with the mouse.

You can also use [Ctrl] + [V] on the com-
puter keyboard.

| =
A potauee ry St bark Chrit
-._:|1 [ SErameFreE bark Girfa
"-"_g-?l-hﬂm B-18¢
Dot beard, el

[ il

Bark 1

i condlicE

sready sty pathe o 8 dferent bark romber?
-
Ok | Coree |

=0
e

Instrument Bank 1

"g’f 0 3TRUMS KEYSW (For MIDI Sequences)
’ﬁ] 1 StrumsFootControl

_-f 2 Martin 0-18 Single Strings

Instrument Bark 2
=l 0 STRUMS KEYSW (For MIDI Sequences)
”gﬁ] 1 StrumsFootControl

= 2 Martin D-18 Single Strings

2. Or [Right-Click] on the Bank

to bring up the Bank Edit menu
and choose “Paste bank” with the
mouse.

3. You will then get a prompt ask-
ing you to pick an unused Bank
Number.

For this example, we will choose 2.

4.The Bank is now copied to its
new location with all of its instru-
ments.
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[Drag and Drop] Copy & Paste Banks:

A simpler and faster method is to [drag & drop] the Bank with the mouse.

a8 |:| Instrument Bark O
= 0 STRUMS KEYSW (For MIDI Sequences)
------ ’ﬁ] 1 StrumsFookContral
------ ’ﬁ] Z Martin D-18 Single Strings

EI [ Instrument Bank 0

R ’ﬁ] 0 5TRUMS EEYSW (For MIDI Sequences)
----- ’ﬁ] 1 StrumsFookContral

__f 2 Martin D-18 Single Strings

B[ s strument: Barik, 1

----- = 0 STRUMS KEYSW (For MIDI Sequences)
----- ’ﬁ] 1 StrumsFookContral

----- =4 2 Martin D-18 Single Strings %

1. Grab the bank with the mouse
and hold the left mouse button
down and drag into any of the
surrounding space.

This one simple operation will do
all the steps mentioned before in
one quick stroke.

2. You will get the prompt to put
in an unused bank number and
then the Bank will be copied as

before.
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Copy & Paste Banks between different .GIG Files:
The Cut/Copy & Paste functions can also be applied between .GIG files.
[Drag & Drop] Between files:

You need to have at least two files opened in the GigaStudio Editor. They don’t have to
be loaded to MIDI channels for this purpose.

Woeiel el 1. Go to the Window menu and choose “Cascade

with the mouse. This will stack the .GIG files on top
M of each other and minimize their screen to a more
Arrange Icons

managble size.

1 MaxacousticStrums
v 2 01 Optimal - Upright Bass

2. Bring the file with the Bank you want to copy “from” to the front so that it is on top of
the file you want to copy the bank “to”.

ODod B *Ww

“ i h

[ = [ bl Bl B
wd

I

s
i

Ly =111
a P

| By - 0. TR i [l [ [l [ T e o 0 S G s
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- A A A =l o 3. Drag the Bank from one

file to the other with the
= [ stravent b 0
o ) STRLMES REYIW (For ML Soqueress) ﬁ mouse.
o | SumePoctCartrol |
it I
% = | leatrgmpnd Bk 0

= pigptmal - Lpnght Bass

I .Enter an unused Bank
¢

number if necessary.
Bank 0 already existz, pazte at a ditferent bank. number?

Barlk I E
Ok, I Eancell

- —|_..”1 5.The bank is now copied to
f:t nATS e S IOt = P - the other .GIG file.

=
Irectrumssnr ok 3 =

#- ] Hwmonase

i [0 HamenicEkdes 6.The Samples are also copied to the sample
: E ;:: window in the .GIG file.
& [ nele

w0 SdalwenPrnd

] i el

# O wqunle

#- [ Snareiilormn

# [0 SumsHlp

i [T Strumel el

o [0 Srolole

w0 Stnusnban

* O Snaabioloen Fe

-] Snurealelip

# [0 SEnamaiinHilosn

-] Susit

W O Susit

i [ Sl

® £ Travntonnm

& ] Selei §0
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Cut/Copy & Paste Banks between .GIG files

(with Menus or Key Commands:)

Window Help
Cascade
Arrange Icons

v 1 01 Optimal - Upright Bass
2 MaxacousticStrums k

=] |:| Instrument Bank I."k
-3 0 Cptimal - Upfrght Bass

Edit MIDI ‘iew ‘Window Help
[ndo kel +Z
Zut bank, Chrl+3

Chrl+C
U et

Copy bank

Paste

=l
0 S

& ] Marmorace

o ) Hormencn Diabuk Bl

Window  Help
Cascade
Atrange Icons

1 01 Opkimal - Upright Bass
v 2 MaxfcousticStrums

L omiss. L o<

Edit MIDI View ‘Window Help
Inid Zhr|+Z
Cut bank, Chrl+x
Copy bank kel

Delete bank, [ g Del
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1. Go to the Window Menu and choose the .GIG
file you want to copy “from”.

2. Select the bank you want to copy with the
mouse.

3. Go to the Edit Menu and choose “Copy bank”
with the mouse.

You can also use [Ctrl] + [C] on the keyboard.

4. 0Or [Right-Click] on the Bank to bring up the
Bank Edit menu and choose “Copy bank” with
the mouse.

5. Go to the Window Menu and choose the .GIG
file you want to copy “to”.

6. Go back to the Edit Menu and choose “Paste
Bank” with the mouse.

You can also use [Ctrl] + [V] on the keyboard.



':'ﬁ'F == 7.Or [Right-Click] on the Bank to
0 STRUMS (Ev Ot bink cube | bring up the Bank Edit menu and

ol | Dol bark CreC o .
- mq choose “Paste bank” with the mouse.
Doelohe bord. |
=-[7 Instrument Bank 0 8.The Bank is now copied.

’ﬁ 0 STRUMS KEYSW (For MIDI Sequences)
: ?ﬁ] 1 StrumsFookContral
EID Instrument Bank 1

’ﬁ 0 Optimal - Upright Bass

Changing the Bank Number:

EF = 1. [Right-Click] on a Bank
CET i

ik
Copy bank ok
el

T 1 Snawifien Choose the “Change bank number”

with the mouse

2. A window will come up asking you
EI for a Bank Number.

Bk b=t IE % You can enter it with the keyboard
or use the mouse. Click the [Up &
O, I Cancel | Down] arrows with the mouse or

drag the spinner between the arrows.

S [ Instrument Bark 4 3.The Bank is now changed to Bank 4.

-'=# 0 STRUMS KE¥SW (For MIDT Sequences)
”5?51 1 StrumsFookContral
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Instruments:

S [ Instrument Bank 0 Hére is an example of a bank
=10 STRUMS KEYSW (For MIDI Sequences) with three Instruments.
------ Eﬁl 1 StrumsFootControl

------ Eﬁl 2 Cptimal - Upright Bass

+An Instrument is what loads to a MIDI channel in the GigaStudio.

-GigaStudio files can have many Instruments within them.

«The Instruments can all be inside a single Bank or organized across several Banks.
sInstruments respond to standard MIDI Patch (or Program) Changes in real time.
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Renaming Instruments:

Renaming with the Edit Menu or Keyboard Shortcuts:

| 2 [ trestrusant Bank 0

=3 2 Cptimal - Lipright s

& [ Instrument Bank 0

i Guitar Strums|

=4 1 StrumsFookContral
o] ’grf 2 Optirmal - Upright Bass

2 [ Instrument Bank 0
- o Guikar Strums

------ ’ﬁ 1 StrumsFookControl

o ’ﬁ] 2 Optiral - Upright Bass

1. Select the Instrument you want to
rename with the mouse.

2. Go to the Edit Menu to choose the
“Rename” with the mouse.

You can also use [Alt] + [E] + [N] on
the Keyboard.

3. Or [Right-Click] on the Instrument
to bring up the Instrument Edit
menu and choose “Rename” with the
mouse.

4.The Instrument Name will now be
highlighted, ready to be renamed.

5. Enter the text that you want for the
new Name.

6.When you're done renaming the
Instrument, click on the [Enter Key]
or click anywhere on the screen with
the mouse. The Instrument is now
renamed.
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Renaming by clicking on the Instrument Name:

Here is an even simpler and faster way to rename and Instrument.

=] |:| Instrument Bank 0

------ 0 STRUMS KeySwitcy

----- ’ﬁ] 1 StrumsFu:u:utCu:unl:r

------ =4 2 optimal - Upright Bass

& [0 Instrument Bank 0 i
..... G IS TRUMS Kevawitch

-z | StrumsFootCantral

------ =4 2 optimal - Upright Bass

=] |:| Instrument Bank 0

= Guitar Strums|

= 1 StrumsFootContral
’ﬁ] Z Optimal - Upright Bass

8 [0 Instrument Bank.0
= 0 Guitar Strums
= 1 strumsFootControl

------ =4 2 optimal - Upright Bass
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1. Click once on the Instrument
name to highlight it.

2. Now click on it a second time
and you can rename it.

This is like a real slow
[double-click]

3. Enter the text that you want
for the new name.

4. Click on the [Enter Key] or click
anywhere on the screen with the
mouse. The Instrument is now
renamed.



Renaming with the Instrument Properties Window:

1. [Double-Click] on the Instrument and the Instrument Properties Window will come
up. You can then change the name of the instrument.

This is where you can also edit the Patch and Bank number among other things.

Instrument properties il

HET=m (S trumns Fen-Swhich

Bank nurmber |3— E Turing adjust [centz] IEI—

Patch nurnber IEI_ E Pitch bend [zemitonez] IEI_

Effects send IEI— Piano release mode [
Attenuation [dB] IEI— Dimenzion keyp start IT E
I & dB boost Dimengion key end Iﬁ E

k. I Cancel Smply |

2. Or [Right-Click] on the Instrument and chose “Properties” with the mouse.

=} |:| Instrument Bank. 0 |
...... Eﬁl T m_
------ 'ﬁ] 2 Qptimal - Rew instrument
Cuk instrument CErl+5
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Deleting Instruments:

il £

...... 3—,51 2 Optimal - Upright B

= |:| Inskrument Bank 0
------ "-551 0 STRUMS KeySwitch

SkrurmsFookConkro ||

1

Edit MIDI Wiew ‘wWindow Help
] pas] hrl+E
Cut instrument Chrl+
Copy instrument Chrl+C
Faste ZEE Y
Delete instrument e
Rename k

[ Poel
# [ Felp

= [ Irestromesni Bank O

juslmc.um
o poge | MOpetes
. [Ieeprra—
BB o itrurmant oot
:ﬁ Copy instrumant Chb

== Lghe

T —T—— ]

;E A R e via el L delels T relrurentd 0 bank 37

=i = |

=

= |:| Inskrument Bank 0
------ "3751 0 STRUMS KeySwitch %
Z Optimal - Upright Bass
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1.Select the Instrument you want
to delete with the mouse.

2. Go to Edit Menu and choose
the “Delete instrument” with the
mouse.

The Edit Menu lists these edit
commands as Instruments since
we have selected an Instrument.

3. Or [Right-Click] on the Instru-
ment to bring up the Instrument
Edit Menu and choose “Delete
instrument” with the mouse.

You can also click on the [Delete-
Key] on the computer keyboard.

4.You will then get a window
asking if you are sure you want
to delete the Instrument.

Choose [Yes] to delete it.
5.Now the Instrument is gone.
The wave files of the deleted in-

strument will remain in the .GIG
file in the sample pool.



Deleting Multiple Instruments:

g |:| Instrument Bank 0

- ’ﬁ] 0 3TRUMS EEYSW (For MIDI Sequences)
------ ?f] 1 SkrumsFoatCantral

EI |:| Instrument Bank 1

Edit MIDI Miew ‘Window Help

[Undo (g o
Cut instruments Chrl+-x
Copy instruments Chel+C
Faste Zhr{

Delete instruments k
Rename

" [ Irrstrumert Bork 0 =
wll [ STRLMS EETSW (For MIDL Sequented) ﬁ
=

Progertes:

[ [:][rrn!r:n'rn

I-Td' M nghnaent
Ot Ul k==
Cigry Feitruménts =) o

ik w

"Rl [ e ~

QY Cciete rsnmeres )y Del

I': AT B S S T et e ) et e ineTurssTT T

=

- ‘[0 Instrument Bank.0
H 0 STRUMS KE
[ Inskrument Bank 1

S (Faor MIDI Sequences)

1. Hold down the [Shift-Key] and
select several Instruments with
the mouse.

2. Go to the Edit Menu and choose
“Delete instruments” with the
mouse

Notice that the editor displays
“instruments” (plural) instead of
“instrument” (singular) It knows
that you have selected more than
one instrument.

3. Or [Right-Click] on an Instru-
ment to bring up the Instrument
Edit menu and choose “Delete In-
struments” with the mouse.

You can also click on the [Delete-

Key] on the computer keyboard.

4.Choose Yes to Delete the Instru-
ments.

5. Now the Instruments are gone.

The Samples are still in the .GIG
file though.
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Cut/Copy & Paste Instruments:

g |:| Instrument Banl 0
P ”s'rf] III STRLIMS KE‘."SW {Fu:ur MIDI Sequences}

EI |:| Instrument Bankl
------ 'ﬁ 0 Cpkimal - Upright Bass %

Edit MIDI Wiew ‘Window Help

[mda Tkl 2
Cut inskrument Chrl+3
Copy inskrument Chrl+C
Paste k [ e

| n —
| =10 instrument Rk 0 b s BTl
| () TR KEV T (o M Saquercet] b?:l
-
& [ iinmars Bark | | PRGNS
et 1= =T RN - S

| Tl A2

Cipry iFultsumanl Orlell

]
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1. Select the Instrument you want
to cut or copy with the mouse.

2.Select the Cut or Copy com-
mand from the Edit Menu.

You can also use [Ctr]] + [C] for
Copy or [Ctrl] + [X] for Paste on
the computer keyboard.

3. Or [Right-Click] on the Instru-
ment to bring up the Instrument
Edit Menu and choose “Cut in-
strument” or “Copy instrument”
with the mouse.

4. A progress window will come
up showing that the samples are
being copied.



Paste Instruments:

B~ |:| Inskrument Bank O

'ﬁ] 0 STRUMS KEYSW {For MIDI Sequences)
‘?" 2 Martin D-13 Single Strings

EI |:| Irf_hurm—-nf Bank 1

= 0 Optimal - Upright Bass %

Pa

Edit MIDI ‘iew ‘Window Help
ndo (] g
Zuk bank, kel
Copy bank Ckrl+C

ske instrument
Delete bank k

Dl

=f |:| [-13 Single

- |:| Instrument Bank 0

Eﬁl 0 STRUMS KEY¥SW {For MIDI Sequences)
2 2 Martin D-18 Single Strings

hrl4
Zkrl4iC
Chrl+y

Cuk bank.

Copy bank
Paste instrument
Delete bank, Del

e a2

.m

- |:| Instrument Bank 0

’ﬁ 0 5TRUMS EEYSW (For MIDI Sequences)
’ﬁ Z Martin D-18 Single Strings

= |:| Instrument Bank 1

’ﬁ 0 Cptimal - Upright Bass
’ﬁ Z Martin D-18 Single Strings

1. Select the Bank you wish to copy
“to” with the mouse.

2.Select “Paste Instrument” in the
Edit Menu or use [Ctrl] +[V] on
the computer keyboard.

3. Or [Right-Click] on the Bank and
select “Past Instrument”.

4.Now the instrument is copied
to the Bank.
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[Drag & Drop] Instruments between Banks:

EI - Instrument Bank. 0

8- |:| Instrument Bank 0
P 'ﬁ] 0 STRUMS KEYSW (For MIDI Sequences)

'ﬁ] 2 Martin D-18 Single Strings
8- |:| Instrument Bank 1

'ﬁ] 0 Zptimal - Upright Bass
'ﬁ] 2 Martin D-18 Single Strings %

[Drag & Drop] Instruments within a Bank:

B |:| Instrument Bank 0
- Lm0 STRUMS KEYS £1faar MIDI Sequences)
: ’ﬁl Z Martin D-18 Single Strings

= |:| Instrument Bank 1

------ ’ﬁl 0 Optimal - Upright Bass

CrTTE— X

Canl ittt 2 [Madn [-18 Sagle Slnga) n
bk, O Lot ararin Ll location i cocupesd. Paste of &
diffesent location?

bk il S Pweh[t S
e T

= -] Instrument Banlk 0
: ’ﬁ] 0 5TRUMS EEYSW (For MIDI Sequences)
’ﬁ] Z Martin D-18 Single Strings

i 3 Martin D-18 Single Strings
Ha <[ Insktrument Bank, 1
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1. The fastest way to copy and
Paste an Instrument is to drag it
from one Bank to another with
the mouse.

2.In one single step, the Instru-
ment has been copied from one
Bank to the next.

1.You can also [drag & drop] an
Instrument within its own Bank
and create copy of it within the
Bank.

Drag the instrument to the Bank.

2.Since there is a patch number
conflict, you will get this prompt
asking for different Patch loca-
tion.

Give it a new Patch Number.

3.Here is the Instrument copied
within it’s own bank with the
new patch number.

Now you can edit this version
instrument without harming the
original.



Copy & Paste Instruments between different .GIG Files:
[Drag & Drop] Between files:

You need to have at least two files opened in the GigaStudio Editor. They don’t have to
be loaded to MIDI channels for this purpose.

S = 1. Go to the Window menu and choose “Cascade”
ncew i with the mouse. This will stack the .GIG files on

M top of each other and minimize their screen to a
Arrange Icons

more managble size.

1 MaxhcousticSkrums
v 2 01 Optimal - Upright Bass

2. Bring the file with the Instrument you want to copy “from” to the front so that it is on
top of the file you want to copy the Instrument “to”.

ODod B *Ww

= meal

[ = [ bl sl B
| iy

| e By -0 5. TN i [l [ [l [ PN e b S G AR
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------ ’?j] 0 5TRUMS KEYSW (For MIDI Sequences)
------ ’ﬁ 1 StrumsFoatContral
------ e > Optimal - Upright Bass

& [ Hermonics
& [7) HawmsonicTides
& [ rades
& [ Relmf
& [0 Relipr
# [ Sdelwwniat
& [ Sdeilipfast
® [ scpmaks
& [ Syl
&[] Srurdeilp
&[] Strurrsd aifiown
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& [7) Bouneb olip
F [ Hrame o
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[ Ssi

= [ Sl

& Traneonctns:
& [0 Whietes EQ
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3.Drag the Instrument from one
file to the other with the mouse.

4. Enter an unused Patch number
if necessary.

5.The Instrument is now copied
to the other .GIG file.

6.The Samples are also copied to
the sample window in the .GIG
file.



Cut/Copy & Paste Instruments between .GIG files with Menus or

Key Commands:

Window  Help
Cascade
Arrange Icons

v 101 Optimal - Upright Basg
2 Maxfcouskicskrums k

=] |:| Instrument Bank 0

------ 0 Cptimal - Upright Bass

Edit MIDI Yiew ‘Window Help

[rdo k42
Zuk instrument Chrl+3
Copy inskrument k Chrl+iC
Paste (ZErl 4
= |7 Ervetrumasnd Bark 3 |- L3 E g H
= R
et
| Y Frlrormedd
[ Dol ikt Gy LaTH, o F o Lt Pl
| & 1 Harmones

| [ Harorwdden

YWindow Help
Cascade
Arrange Icons

1 01 Opkimal - Upright Bass
W 2 MaxAcouskicskrunms

[ o

| EdS MDD Vew  Window Help

LUk Fefnament Qi

!Mnmuw

1. Go to the Window Menu and
choose the file you want to copy an
instrument “from”.

2.Select the Instrument you want to
copy with the mouse.

3. Go to the Edit menu and choose
“Copy instrument” or “Cut instru-
ment” with the mouse.

You can also use [Ctrl] + [C] to copy
or [Ctrl] + [X] to cut on the computer
keyboard.

4. 0r [Right-Click] on the Instrument
to bring up the Instrument Edit
menu and choose “Copy Instrument”
or “ Cut Instrument” with the mouse.

5. Go back to the Window menu and
choose the file you want to copy “to”
with the mouse.

6. Go to the Edit menu and choose
“Paste instrument” with the mouse.

You can also use [Ctr]] +[V] on the
computer keyboard.
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Notes on Pasting Instruments:

7.Or [Right-Click] on an Instrument to
bring up the Instrument Edit menu
and choose “Paste instrument” with the
mouse.

8.The Bank is now copied.

When you paste Banks & Instruments, one of two things will happen.

«They will simply paste to the next available patch number

*You will be prompted to assign an unused bank & patch number.

This depends on what patch numbers are available in the Bank you are copying to and
what the copied instrument patch number is. Whenever there is a conflict, then you
will be prompted to assign new bank or patch number. If there is no conflict, it will
automatically put the copied instrument into the bank at the next available patch

number.
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Changing the Bank & Patch number of an Instrument:

. S T

Bk ks [T ] Ty st sl [
[T P e st [~
S i i [ e S
™ i H’*‘F E

= | e | |

EEE=T— A

B ank number IEI E
Patch number |5| E

# [0 Iretrumerd Bark 0
= | BrurFostControl
o 2 Optimal - Upright Baris
ol § 5 TR KETEW {For MIDE Secumrces)

Bank number |2 E
Fatch numnber IE E

# [ Irestrument Bark 0
= | BMrurmFoot Cantrdl
=l 2 iptimal - Ligright Barss

# [ Instrument Bark 2

L 5T LEYSW (Foe MIDI Semrces|

1. [Double-Click] on an Instrument to
bring up the Instrument Properties
Window.

This is where you change the Bank &
Patch numbers.

2. Or [Right-Click] on the Instrument
to bring up the Instrument Edit
menu and choose “Properties” with
the mouse.

3. Use the Mouse or Keyboard to
change the Bank & Patch number.
Click [OK]

4.The Instrument has been moved
from patch o to patch 5. This moves
it down in the list and it will now
respond to MIDI Patch Change 5 in-
stead of o.

5.0r we can change the Bank num-
ber.

6.A new Bank is created and the In-
strument is moved to it.
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Instrument Properties:

Open Instrument Properties:

There are two ways to open the Instrument Properties Screen
«[Double-Click] with the mouse on an instrument

+[Right-Click] on an instrument and choose “Properties” from the Instrument Edit
menu with the mouse.

Instrument Properties Window:

Instrument properties 5[

M ame IStrumsFDDtEDntrnI

Bank nurmber IEI E Turing adjust [centz] IEI
Fatch number IEI E Pitch bend [zemitonez] IEI

Effects zend IEI Piano releaze mode [
Attenuation [dE] IEI Dimengion key start |E2 E
IV & dB boost Dirmerzion key end IE#E E

0k, I Cancel Amply |

Name:
You can change the Instrument Name in this box.

Bank & Patch Number:

This is where you assign the Bank & Patch (or Program Change) numbers. These set-
tings are what the instruments will respond to when standard MIDI Bank & Patch
Change commands are sent from a keyboard or sequencers.

Enter a number from 0-127 for Bank & Patch Numbers.

Effects Send:
This feature is disabled for the time being.
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Attenuation & 6 dB Boost:
This allows a global Attenuation setting for the whole instrument. If the instrument is
prone to distorting or too loud, you can bring the volume down with this setting.

Enter a value from 0-96 (dB)

You can boost the overall volume of the Instrument by checking the 6 dB boost check-
box.

This will cancel out the Attenuation Setting.
This also cancels out any 6 dB boost settings on individual Dimensions.

Tuning Adjust (Cents):

You can adjust the global tuning of the entire instrument in cents over a range of 7 oc-
taves up or down. Ranges between 1-50 are more likely to be used though.

This is very handy for tuning instruments from different libraries to match each other.

Enter a value from -8400-+8400

<A Quarter Tone is 50 cents.
A Half step is 100 cents.

<A Whole step is 200 cents.
«An Octave is 1200 cents.
*8400 cents is 7 octaves

Pitch Bend (Semitones):
Set the Pitch Bend Range between 0-12 Semitones (or Half Steps)

Piano Release Mode:

This checkbox is for Piano samples. On a real piano, you can step on the sustain pedal
very quickly after releasing the notes and you will still get some strings resonance. This
checkbox allows the GigaStudio to emulate that when using Pedal Down samples. This
is not needed however if your pedal down ambience is from the GigaPulse. It's only
needed for piano libraries that use actual pedal down samples for that ambience.
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Dimension Key Start & End Range:

Dimengiaon key start IEE E
Dimension key end:IE#:Z E

This is one place to set the range of the Key-Switch keys.

There are three ways to make these changes here.

IT Enter the key directly with the keyboard

Click on the [Up & Down] arrows with the mouse.
CHl ’

Ir_: Drag the spinner with the mouse.

You can also set this range very quickly in the Region Window by dragging the range of
the Key-Switch region.

(The Key-Switch range is Purple when there is a Key-Switch dimension. Otherwise, it
will be colored gray.)
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Bank & Instrument Edit Menus:
Bank Edit Menu:

[Right-Click] on a Bank to bring up the Bank Edit Menu.

S T These are the basic Cut-Copy-Paste & Delete Edit
il ; commands that are also found in the Edit Menu.
Copy bank. ChrlHiC
Pask (i
e IS This provides a quick way to access these basic
Delete bank, Del . . .
commands instead of having to go up to the Edit
Change bank number Menu.

Instrument Edit Menu:

[Right-Click] on an Instrument to bring up the Instrument Edit Menu.

This brings up the basic Cut-Copy-

sl Paste-Delete & Rename commands
Mew instrument that are also found in the Edit Menu.
Cut inskrurnent ChrlH

Copy inskrument Chrl4+C

Baste ZEE[-!

Delete insktrument Del

Rename

Instrument wizard

Duplicate instrument

Combinge inskruments

Macro ko entire instrumentis) r

Craossfade editar

Save tuning template
Apply tuning kemplate. ..

Move up
[ dowm

iMIDI Fule Manager. ..
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Sample Window

The Sample Window is the area of the Instrument Editor interface where the
instrument samples are imported and organized.

In a .GIG file with more than one instrument, these instruments can share
samples from the Sample Window.

The wave samples are organized into folders.

There will be at least one folder in the Sample Window at all times.

By default, a single folder named “Default Sample Group” is created within a
new .Gig file. This folder can be re-named to whatever is appropriate, and as
many folders as are necessary may be added as well.

Folder View:

Y Here is a view of the wave pool containing several
it [ Hiekiaks folders.
[ WicheMerss Tamjsies
i g :’:‘ It is extremely helpful organize the samples into folders
L L s .
W [ Splash for designing and building complex instruments.
# [ Toims
Folders should be divided in categories by instruments,
velocity splits and dimension splits.
This is especially important when working with the

Wizard Tool.
Sample View:

Clicking on the [Plus] sign (+) to the left of a folder

je, Crmshwl-p opens it up to display the samples inside.
= Crasndni
ey f
E:mtj_n Clicking the [Plus] sign again will close the folder.
# [ HeFini
: E :":;h” —— Samples are mapped out by dragging them from here
o, Ficke el 1 to the Velocity Zones in the Velocity Map.
sy O Bl 2
et 1
e Bk el Y
sy i TR wl-p
= Wike Tip w20l
= Ele Tip vl
e il Tip wi=ff
H [0 Seirw
¥ Sl
# [0 Toms

-
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Sample Icons:

You can tell exactly what kind of samples are in a folder by the wave icons to the left of
the sample name.

}. & Kick vip A single wave line indicates a Mono sample.

|_ E Crash v3-F A double wave line indicates a Stereo sample.

|"Hm i A tiny letter “A” indicates that this is the Audition sample.

l_*% STia Bl AL Blue-Green wave lines indicate that the samples have been com-
B pressed with the GigaStudio Disk Acceleration.

Accessing the Folder Context Menu:

I Right-clicking] on a Folder
-] Crast {Rig g
I _— Import samples brings up the Folder Context
-~ Tmpoet dreckan Menu.
. feplace o in folder
| 1 Bt Export sompies
| & sk
A fide Euwpeort g Flder
& I 5,.%
| B Gplas ey samgln group
1] E Tz
2k Fokder ke
Copy Folder Chrlei
Arde arlER]
Drelete Folder Dl
Alename
W pocl stakistics
Corwmrt wave pool Formak
o Seet by piteh
St by P
g Lo selected regon
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Accessing the Sample Context Menu:

[Right-clicking] on a Sample brings up the Sample Context Menu.

[ Hi-Hats

EEECRL Findinstance Rk CtltF |

[ Ride
-] Snare
-] Splash
[ Toms

Propetties
Edit audia
Audition

Impart samples

Impark directary
Replace sample

Expart sample

Mark. as audition sample

Cuk sample Chrl 4+
Copy sample Chrl+C
Paste (i
Delete sample Del
Rename

Mowe sample to Folder. ..
Mew sample Folder

Wave pool statiskics
Convert wave poal Format

Sart by pitch
Sart by name

Jump to selected region
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Folder Context Menu:

Import Samples:
Selecting this option will bring up the browsing window below:

Use this window to find and select which samples to import.

+The samples will be imported into the folder you [right-clicked] on to bring up
this context menu.

«Use [shift] + [select] or [ctr]] + [select] to select multiple samples.

*When you click on a sample, you can see the file details in the window on the
right. You can also play any selected sample by clicking on the [Play] button.

+Click on [Open] to import the samples into the Editor.

EINTH———— 1

Fienad b |'wiarves File [* seare. * chd

Rcant |C\PHOGRATIAT sscaniBS ude =l
L#hluvm] :i a ? . m'l' '_ lirzaidm™ naen e
ST v1_Clway (00D ¥I_DFdvay @0 VL n
0T _VI_Choway  @J0T W1 _Dibdowan  GHICST VL m-'.mﬁ
BT VI _CSomay  (EICKT_VI_DiSway  EHOKT_VE 1750 KR
BT W _Choway  EEICOCT O e
E0ET W ey DT VL PRy
ST V1 _De2ey @00V _FE3mav
I il |
[0 A _AZ e | Dpen I

_ P |
_putsn |

Joidsen

i e sicn Bt [T

I TLaaranat wiep padl bt Bagt 1 | e sov|

[l R e Thei. P it B o svafmLamned sbnfors
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Import Directory:

*This command lets you import an entire folder of samples.
Use this window to find sample folders.
-Only one folder at a time can be imported this way.

Import direckory ko new group

[#-{5) How to-Editor af
=) Instruments
[=+{5) Tutorial DX Piano (Bigga Gigg

Veloc 4 |

{7 Welocity 2
{7 Welocity 3 J
{7 Welocity 4
{7 Yelocity 5
{7 Yelocity &

{7 Welocity 7

~{7) Velacity &
A1-4=0 B aninn Window X
1 |

Ik I Cancel |

Alternatively, you can simply [drag & drop] a folder from the desktop into the Sample
Window. This method allows you to import multiple folders at once.
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Replace all in Folder:

This command allows you to replace all the current samples in a folder with new ver-
sions.

*This is a good option if you have made audio changes to your samples outside
the GigaStudio after having mapped out the instrument.

eInstead of having to rebuild the whole instrument, you can batch replace the
samples from here.

<A common use for this feature is to replace the original samples with noise
reduced versions or to replace 16 bit samples with 24 bit versions.

«For this to work properly, it is important that the file names of the new samples
match the file names of the original samples as they appear in the Editor.

hoose the source directory For the replacement samples.

~{) How To-Import Samples -]
=) How To-Map Samples-Adwar

=15y Tutarial Drum Kit

S | _rash

-7 Hi-Hats J
|7 Kick-IMono Samples
@ Ride

{7 Snare

|7 Splash

@ Toms

4= Howal Tr-minen a (2115 FIith X
3

Ik I Cancel |
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Export Samples:

This command will export all the samples in the selected folder to the hard drive as
wave files. You will need to choose a folder to put these samples in.

Export as Folder:

In this case, the whole folder will be exported to the hard drive as a folder of wave files.
The folder will have the same name as it does here in the Editor.

Export all Sample Folders:

This command will export all the folders of the .GIG file to the hard drive as wave files.
They will be named and organized exactly as they are here in the Editor.

New Sample Group:

Creates a new empty folder.

Halj Kick-Mono Samples
----- [l Group
EED Ride
#--[7] Snare
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Cut Folder: [Ctrl] + [X] Keyboard Shortcut

This will Delete the selected Folder and put it into the clipboard so that it can be
pasted to another location.

*The folder can then be pasted in the Sample window of another opened .GIG file.

Copy Folder: [Ctrl] + [C] Keyboard Shortcut

This will Copy the selected Folder without deleting it and put it into the
clipboard so that it can be pasted to another location.

*The folder can then be pasted in the Sample window of another opened .GIG file.

Paste: [Ctrl] + [V] Keyboard Shortcut

Once you Cut or Copy a Folder, this command will Paste it in the Sample window of an-
other opened .GIG file.
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Delete folder: [Delete] Key

This will delete the Folder from the Sample Window. You will get a prompt asking if you
really want to delete it. Choose [Yes] to delete it or [No] if you change your mind.

Deleting Mapped Samples:

A warning will appear when you begin to delete a sample that is referenced by one or
more keyboard regions. Those regions will be “unmapped” without a reference to any
sample after the deletion.

The warning dialog tells you the location of the first region it finds linked to the sample
you're deleting, and asks you whether you want to precede. There are four options:

eYes: Proceed but issue more warnings if there are other regions mapped to this
sample.

*Yes to all: Delete the sample and ignore any other regions mapped to it.
*No: Cancel the operation

*Go to region: Cancel the operation and highlight the region mentioned in the
warning.

Rename Folder:

Use this command to rename the selected folder. This will highlight the folder name so
that a new name can be typed in.

ED rash
&[] Hi-Hats
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Wave Pool Statistics:

Clicking on this will bring up the Wave Pool Statistics window. This window allows you
to get an overview of all the samples in the .GIG file.

I =
e [P =] [Sarge [ T R T e
o ek wl+p Tirbd hermn  Cd wf  SATOD T e
Todenglen [[§ | Dbl R | ol D0 5774 i
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Mone  Sileeo |- ol Dkt ks O 0 SIDD AT e =
bapn [T |J'=‘ EH-MEmmﬂﬂt TEA e 4 0 LA
[ [ |S5Hsl oo Cloved vind bk simes €A o 100 GUEEE mc
AR SEHiMel Edge Clomdv3{  16bd sheme 4 W SAI00 D455 e
HH“E |u oM Edge Chopsd vl Plebst ersn  Cd &0 ey D
MR Edge Denlp  Toddiems  Cd ol 100 QEE7 ine
Heaeee i [0 ““HiMal Edge Dpen vied  TEbdsesn 4 Wl A0 0772 e
MMM Edge Dpensd  Thbkuems  Cd A 100 DT e
Titel oo e (TS0 Al Edge Open vl Wthaweo 4 O 100 06T e
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The Group dropdown list allows you to display the
samples of any folder or all the samples at once in the
sample list.

Kick-Mono 5amples
N,aw Group

Total Samples:

This is the total number of samples in the .GIG file

Total samples I?E or the selected group depending on what is select-
ed from the Group dropdown menu.
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Sample Statistics:

bMono  Steren

These statistics are for the selected folder or for the
whole .GIG file depending on what is selected from

16 hit PCK |4— I? the Group dropdown menu.
Ghitaceel [0 [0
aabiteci o [0
bitaccel [0 [0

Total audio [bytes] |33536362

Auditian

Stop

Select a sample from the list and then click on the [Audition]
button to hear it.

Click on the [Stop] button to cut the sample off. This is handy if
you audition a real long sample.

In the Sample list, you can sort the visible samples by Name, Format, Unity Note,
Fine Tune, Sample Rate or Length. Click on one of the tabs to sort the samples.

S ample | Format I I ity | Fine | Rate | Length I
m 164t steren 4 0 44100 4481 sec
ﬁ Crazh w-mf 16-bit steren C4 +01 44000 5224 sec
ﬁ Crazh w3-f 16-bit sterea C4 +0 44100 39311 sec
@ Crazh wd-ff 16-bit sterea C4 +0 44100 35497 zec
@ Hi-Hat Edge Closed »1-p 16-hbit gteren C4 +0 44100 0255 zec
ZHiHat Edge Closed v2-mf  16-hit steren C4 +0 44100 0BER zec
@ Hi-Hat Edge Cloged +3-f  1B-bit stereo C4 +0 44100 0495 zec
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Convert Wave Pool Format:
+This tool is where you convert the bit rate and apply Disk Acceleration
compression to all the samples in the .GIG file. You can also convert the whole

file to Mono.

This allows a developer to easily generate 24 and 16 bit versions of the library in
both mono and stereo.

«This interface is covered in detail in the Edit Menu section.

x

Conyvert wave pool farmat bo; HEA dither, [adds > 115

I'I B-bit, accelerated [preserve 16 bitz) j bits eff. resalutiot]

[ Convert stereo to mono
| Coreert I Stop | Cloze | & Combine L+R

R eformatting 33 of 76 ) Keep left channe]

] " Keep right channel

Sanmple | Original farmat | Result |i|

. Hi-Hat Tip Dpen v...  16-bit sterea Too ghart

= Kick v1p 16-bit mana Too zhort

#. Kick w2-mf 16-bit mana Too shart

# Kick w3 16-bit mano Too shart

o Kick wa-ff 1E-bit rono Too shart

" Ride Bell +1-p 16-bit steren Succeszsful conversion

~ Fide Bell w2-mf 1E-bit zteren Successhul conversion

~ Fide Bell w3 1E-bit steren Successhul conversion

. Ride Bell wi-if 16-bit zteren Succezsful converzion LI
Sort by Pitch:

This will sort the samples by their pitch based on the assigned unity note.

Sort by Name:

This will sort the samples by their name.
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Jump to Selected Regions:

This has to be hands down one of the nicest features in the editor. The editor will now
highlight the samples in the Sample Window whenever you make a selection while ed-
iting.

To show how helpful this feature is,imagine you want to edit the sample assigned to
the middle velocity of middle C, Pedal Down on a Piano. In the past you would have to
hunt and peck through the Sample Window folders to find it. If the sample folders &
names are not organized or obvious, this could make it very difficult to find a specific
sample.

However, with “Jump to Selected Regions” enabled, all
you have to do is select the C-4 Region.

Select the Pedal Down

= [64] Sustain pedal: [1 of 2] Di .
mension.

Select the Middle Velocity. The sample then lights up.

=7 Welocty: [2ofd] |l | e St 107Y3D

osovdonr i EL E 108vaD
&[] ¥3up
----- o 021v3ub
----- e 026v3ub
----- i 031v3ub
----- 7 036v3ub
----- £ 040v3ub
----- i 045v3ub
----- 2 050v3ub
----- T DE4v3Ue3
----- e DEEY3U
----- 7 055v3ub
----- o DBIY3L
----- mr 058v3ub
----- @ 0ely3uedt
----- o O73Y3U %
----- e 07EY3U
----- i DE3Y3

i
----- e 0853
..... S R |
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If you select several regions or several dimen-

—F_! sions, all the samples used will highlight in

the Sample Window.

All the regions are highlighted yellow while
the most recently selected region (C-4) is or-
ange.

Notice that all the samples are highlighted in yellow
but one of them also has an orange border around it.

This orange border represents the most recently select-
ed dimension. In this case that is C-4.

Enable this feature by [right-clicking] in the
Sample Window and choosing “Jump to Se-
lected Region”

— Also, when you have the MIDI Select feature enabled, the samples will also
SELECT | highlight as you play them in real time.

You can then find samples really fast by just playing the MIDI keyboard and manipulat-

ing MIDI controllers.
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Sample Context Menu:

[Right-click] on a sample to bring up the Sample “Context Menu”

Edit audio %

Audition
Find instance Ckrl+F

Impart samples

Impork direckory:
Replace sample

Export sample

Mark. as audition sample

Zut sample Chrl+
Copy sample Ckrl+iC
Paste ZhE Y
Delete sample Del
Rename
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Sample Properties Window:

Sample properties El

— Loop

Hame IErash wa-mf

Enahl
Current lacation IE:"-.Giga J.0Haw to-EditarsHow Ta-kap Sa iz

Stark IEI
Size [bytes] 921600 [ hity note |E4 E

End |0
Sample rate [Hz) 44700 Fire tuning [cents] ID E

Audio format |1 EB-bit zteren

1

Lenath |0

™ Unity note [ Fine tuning ™ Loop points

"Update all derived cazes

(] I Eanu:ell

Name:
The Sample Name appears in this field. It can also be renamed here.
Current location:

This shows the actual location of the sample file on the hard drive or to which .GIG file it
is a part of.

Size (bytes):

Displays the size of the sample in bytes.
Sample rate (Hz):

Displays the Sample Rate of the sample in Hz.
Audio format:

The recorded bit depth of the selected sample as well as mono/stereo designation.
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Unity note:

*The assigned unity note of the selected sample. This value can also be changed
here by entering a new note or scrolling the spinner to the right.

«Any change made to the Unity note here will affect any regions and splits that
reference this sample.

Fine tuning (cents):

The assigned Fine-tuning value of the selected sample. This value can be
adjusted here.

+Any change made to the Fine-tuning here will affect any regions and splits that
reference this sample.

Loop Information:

Enable checkbox: This toggles the loop function of the selected sample(s) on/off.
Start: The number of samples at which the loop begins.

End: The number of samples at which the loop ends.

Length: Total number of samples making up the entire loop region.

Although you can adjust the loop information here, this box is better used for display
purposes. We recommend adjusting loop points in an audio editor for more precise
control with real-time playback.

Update all derived cases:

Unity note: Updates the Unity note of all the regions that reference the current sample.
Fine-tuning: Updates the Fine-tuning of all the regions that reference the current
sample.

Loop points: Updates the Loop settings of all the regions that reference the current
sample.

These checkboxes allow you to override the settings in the .GIG file with the ones here

in the properties page. For example, if you repair a bad loop in an audio editor, you can
update all the regions with the fixed loop.
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Edit Audio:

This command will launch the audio editor so that you can edit the sample. The audio
editor needs to be selected in the Edit/Preferences page.

Audition Sample:
Plays the selected sample.

Find Instance: [Ctrl] + [F]

Locates where the selected sample is mapped out. If the sample is mapped to more
than one location, this will change to “Find next instance”

Choose a sample in the Sample window and
' [right-click] on it.

w
B
=
¢

EEEEEEEEEEE

Select “Find Instance” from the menu that
comes up.

[
1 Wesg [FEEQEE
{ il &

135855831
i HEE

The exact region, velocity and dimension split that this sample is assigned to will be
selected in the Editor.

= [ Preme a]
=emr "'
=y
=l
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e

= - -
Ziw #) - | Enow: l_l]mqu

Repeat this to find the next instance if the
sample is used more than once.
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Import Samples:

Selecting this option will bring up the browsing window below:

«Use this window to find and select which samples to import.

+The samples will be imported into the folder you [right-clicked] on to bring up
this context menu.

+Use [shift]-select or [ctrl]-select to select multiple samples.

*When you click on a sample, you can see the file details in the window on the
right. You can also play any selected sample by clicking on the [Play] button.

+Click on [Open] to import the samples into the Editor.
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Import Directory:

*This command lets you import an entire folder of samples.
Use this window to find sample folders.
-Only one folder at a time can be imported this way.

Import direckory to new group

{a Haow bo-Editor ;I
=) Instruments
[E-5) Tutarial DX Piano (Bigga Gigg

Yelo city 1

{5 Welociky 2
{7 Welocity 3 J
{7 Welocity 4
{7 Welocity 5
{7 Welocity &

{7 Welocity 7

~{7) Welocity &
#.-17= Baninn WWindomw =
1| |

Ik I Zancel |

Alternatively, you can simply [drag & drop] a folder from the desktop into the Sample
Window. This method allows you to import multiple folders at once.

Replace Sample:

To replace an existing sample, use this dialog to select the new sample.

Export Sample:

This command will export the selected sample to the hard drive as a wave file. You will
need to choose a folder to put the sample into.
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Mark as Audition Sample:

This is a new feature that allows you to select a specific sample to be the audition sam-
ple. This can be a quick demo or even an audio tutorial specific to the .GIG file. From
the GigaStudio interface, Audition Samples can then be played from the Loader before
loading the instrument to hear what the instrument will sound like.

The Audition sample will have a tiny letter “A” next to the sample in the folder.

bt Crash wa-fF

Cut Sample:

+This will Delete the selected sample and put it into the clipboard so that it can
be pasted to another location.

«The sample can then be pasted to another folder in the current .GIG file or in
another opened .GIG file.

Copy Sample:

+This will Copy the selected Sample without deleting it and put it into the
clipboard so that it can be pasted to another location.

*The Sample can then be pasted to another folder in the current .GIG file or in
another opened .GIG file.

Paste:

Once you Cut or Copy a Sample, this command will Paste it in to another location.

Delete Sample:

This will delete the Sample from the Folder. You will get a prompt asking if you really
want to delete it. Choose [Yes] to delete it or [No] if you change your mind.
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Deleting Mapped Samples:

A warning will appear when you begin to delete a sample that is referenced by one or
more keyboard regions. Those regions will be “unmapped” without a reference to any
sample after the deletion.

The warning dialog tells you the location of the first region it finds linked to the sample
you're deleting, and asks you whether you want to proceed. There are four options:

Yes: Proceed but issue more warnings if there are other regions mapped to this sample.
Yes to all: Delete the sample and ignore any other regions mapped to it.

No: Cancel the operation

Go to region: Cancel the operation and highlight the region mentioned in the warning.

Rename:

Use this command to rename the selected sample. This will highlight the sample name
so that a new name can be typed in.
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Move Sample to Folder:
Here we can move the selected sample to another folder.

In the Move samples to folder window, choose a different folder and click [OK] to move
the sample.

Move samples to folder S|

Hi-H atsg

Kick-tono Samples
Ride

Share

Splazh

Taomsz

M ew Group

k. I Eancell

Alternatively, you can [drag & drop] samples from one folder to another.

Common Menu Items:

Mew sample Folder

Wave pool skakistics
Converk wave pool Formak

v Sort by pitch
Sort by name

Jump ko selecked region

These are the same commands as found in the Folder Context Menu. They are de-
scribed earlier in that section.
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Region Window

Region Menu:

[Right-click] on a Region and you will be presented with the following context menu:
From here you can get to several region parameters & settings.

[dewsreqion 5
Cuk reqgion Chrl+
Copy region Chrl+C
Faste regions) (e
Paste region(s) here
Delete reqion Del
Apply macro 4
Transpose, .,

Properties:

Click on “Properties” in the Region menu to bring up the Region Properties window.
Note sargefrom [E1 1o [
Kevoows [0 =
[ or | conos |

Wate: changes allsch all snlscted 1nginns:

Shortcut: You can also [double-click] on a region to bring this screen up.
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Note Range:

Mate range fram |E1 ko |E1 ‘

Displays the note range of the selected region. This setting is not adjustable here.
To modify the note range you stretch the region graphically in the Region window.

Key group:

| K.ey group II]_ E

This is an advanced Hi-Hat mode feature. The key group feature will allow regions as-
signed to the same Key group to turn each other off. You can have several key groups in
an instrument. (Up to 127)

This can also be used to create a monophonic mode instrument by setting all the re-
gions to the same group other than zero.

Key group zero is the default setting and has no effect. Regions set to zero will not be
cut off by each other or by regions on other key groups.

New region:

: This option will be grayed out when [right-
Properties c 1. s s .
clicking] an existing note region. However, by
M| [right-clicking] on any gray area of the region
Cut region Chrl+ map, the “New region” option will be available.
Copy reqgion k|12
Faste regionis) CEHY Selecting this will create a single note region
Paste regian(sihere under the note where you [right-click]. To
Delete region Deel move the region to a different location simply
click on the region and drag it to the new loca-
Apply macro L4 .
tion.
Transpose...
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Cut-Copy & Paste Regions:

Select a region or group of regions and [right-click] on them and choose “Cut or Copy or

Delete” from the context menu.

Cut region(s):

Properties

[{ew regian

Cut region
Copy region k
Paste reqianis] (o o
Paste regionls) here

CErlHC

Delete region Del

apply macro

Transpose...

Copy region(s):

[ews reqion
Uk region Chrl+

Copy region h Chrl+C

Faste regions ZhEl -

This will remove the region(s) from the
current instrument and place it in the
clipboard for pasting to an empty location on
the region window or to another instrument
region window.

This will copy the region in the current
instrument without deleting it and place

it in the clipboard for pasting to an empty
location on the region window or to another
instrument region window.
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Paste region(s):

Paste region(s) k Chrl4y
Paste regionis) he

This option will paste the cut or copied region or group of regions from the
clipboard.

«If you are pasting to another instrument, it will try to put the regions on the
same note range as they came from.

-If these note ranges are occupied, then the regions will be placed on the closest
empty note ranges.

*When pasting to the same instrument that the regions were copied from, the
regions will also be placed on the closest empty note ranges.

Paste region(s) here:

Paste regionis) Chrl+y

Paste reqgionis) here

Delete region Tel

This option allows you to determine where the copied regions will be placed on
Region Window.

+[Right-click] under the note where you want the regions to go and choose “Paste
regions(s) here”

*The region or group of regions will be placed starting on that note.

Delete region:

o)
apply macra r

This will remove a selected note region or regions from the current instrument without
placing them in the clipboard.

You will be presented with a dialog asking if you are sure. Choose [Yes] to delete the
region.
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Apply macro:

Apply macro A0SR Fiano

| Filter h

Trancnncs

Use this function to perform complex and repetitive editing commands to one or
more selected regions. This command will apply the selected Macro to the region or
group of regions that are selected and to any of the dimensions and velocity splits that
are selected. See the Macros section for more information about creating Macros of
your own. “09-09 Macros”

Transpose:

o=

fronspose

Tranzpose all zelected regions by

I? E half steps
|45 E cents

ak. I Eancell

This will transpose the selected region(s) by half steps and cents.

Make a selection and click on [OK] to apply the changes.

This accomplishes the exact same thing as changing the unity note and the fine tune
setting but can be a lot easier than calculating the unity notes and fine tune number
offsets. Also, these settings reset to zero each time they are applied so that you are al-

ways transposing and fine tuning from where you left off.

Range is 127+/- Half Steps and 50+/- Cents:
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Selecting Regions:
You can select regions several ways:

One note region selected:

Lid EEE R R

All regions drag-selected:
= b T A | ] S (i

LLALILLE

Control select of individual regions:
= T g | jiplai] Bl ]

[ )

Shift-select several regions in the middle:
b e | ] Bt (i

RLLILLE LLJ




Note: Drag-selecting only works when you start from a blank space with no region on
it. To select several consecutive regions that are surrounded by other regions, select one
region and shift-select another region and all the regions in between will be selected.
Otherwise you will end up moving one region instead of selecting several.

Stretching & Moving Regions:

Regions are stretched by grabbing the left or right
edge and dragging with the mouse.

By stretching a single chromatic note region both right (upward) and left (downward)
in range it is possible to cover several octaves with a single region.

- T g | (il e i TR

LiiJLAiJLAiJi i iil i iJiiiJi il i adil

Aregion can be moved to a different area of the keyboard by clicking in the middle area
of the region and dragging left or right.
— b e | ) St o =

RALILAILA AL AL SLASLARIL LSRR RS L.
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Region Cut/Copy/Paste

[Right-click] on a region to bring up the Cut, Copy, and Paste settings.

You can Cut, Copy, or Paste regions within the same instrument or between instru-
ments. When you Paste, the regions will attempt to place themselves on the same key
range they were copied or cut from. If there are regions occupying this range already,
they will map to the next available key ranges to the right (upward).

Paste Region(s) Here:

You can also manually choose where to paste the region. Place the cursor in the area
under the note range where you wish to paste the region(s).
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Deleting Regions:
Deleting one or more regions. To delete a region (or several that are selected) select

Delete region from the context menu or use the “delete” key and the region(s) will be
removed from the instrument without being placed into the clipboard.

One Region Deleted:

LA

Several Regions Selected: hold down [Shift] +[select]
= Mg | || EBach () T g

3 L Lid

Several Regions now Deleted:
= T e | ke At [
HdiELARLIL AR SR
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Moving Regions

If you ever wanted to do something as simple as bring several notes down an octave
without changing the pitch, you would normally have to change the note range and
pitch of each note one at a time. There is a quick and easy way to do this in the region
map. You simply drag the regions where you want them to go.

Note: First you must setup the retuning mode in the Edit/Preferences dialog from the
Edit menu. Check the box “Retune regions when dragging” before you move any regions
if you wish to preserve the pitch of each note. Otherwise each note will be stretched in
pitch according to their ‘Unity note’ and ‘Pitch tracking’ settings.

Check ‘Retune regions when dragging’ to preserve pitch:

¥ Fetune regions when dragging

You can drag one region at a time or several regions at once. Just grab the region you
want to move by its middle and drag it anywhere on the region map. If you grab one
side or the other, you will stretch the region instead of dragging it so be careful.

Move a single region:
=T e

J..II.J..I.JI.J.JI..I..I.JI..I. LLJ Y

Move several regions at once:
- -

J..I I.J..l. JI.J. JE & 5 §B & AR A J.JI.

i
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Region Keyboard Display:

On the keyboard display, Middle C has a red line along its left border. The octave num-
bers are centered above the virtual keyboard display.

This keyboard can be dragged left and right across the screen with the mouse to bring
note regions into view from either side of the region map.

T

When notes are triggered from a MIDI controller or sequencer the notes played they are
displayed on this keyboard by changing to blue.

269



Region Scale Resolution

You can adjust the scale of the Drag Tool Menu editing dots. Many of the parameters
edited with the drag tools have fine tuning amounts that can be unwieldy to access
graphically. This is where the Scale Resolution comes in handy because you can zoom
the resolution in and out as needed. If the selected parameter does not have fine tun-
ing settings, this feature is disabled.

Moving the slider Up increases the resolution:

In this example, the value range is 0.00-1.00 for very fine-tuning.

Moving the slider Down decreases the resolution:

Now the value range is 0.00-100.00 for coarser editing.

= | 100.00
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Region Zoom Buttons:

=

Use these buttons to zoom the region window view in and out:

Reglon Map Zoomed Out:

..1 I.J..JI. JI..J...J..I.J..JI. Jl..l I.J..I.h]l. JLLLILL

Region Map Zoomed In:

b " g 1 | a1

Ty wiww
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The Dimension Window

Snare Right wa-f

2000 %
~ |Snare Right w2-mf

The Dimension Window is where you setup all the various types of dimension splits.
There are three main areas in the Dimension Window.

The Velocity Map: The Dimensions Switches:

nare Right
0.00 % 0.00 %
Snare Right wa-f

5000 % 0.00 %
~ |Snare Right v2-mf

The Display and Selection Buttons:
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The Velocity Map:

The Velocity Map accomplishes several things at once:

«Samples are mapped here and sample names are
displayed here.

«The Stereo-Mono status is set and displayed here.

«The amount of Velocity Splits is set and displayed
here.

«Various Parameters settings and visuals are
displayed here.

+[Right-clicking] here brings up a context menu
with several editing tasks.

Mono-Stereo Settings:

+A single vertical divider line down the middle of the Velocity Map displays the
Stereo & Mono status.

*The divider line indicates a stereo region.

*The lack of a divider line indicates a mono region.

Mono with no velocity splits: Stereo with no velocity splits:
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Mono with 4 velocity splits:

- 'H'E Pl Epi |
[Hel mppgad

.Eﬁmll

s
“&Immll |

._.mi

Stereo with 4 velocity splits:

-

P P |

.Eﬁmll

[Hel mppgad

oo %

“Em! 000 %
i mapmad |

Assigning a Mono sample to the Velocity Map will automatically put it in Mono mode.
Assigning a Stereo sample to the Velocity Map will automatically put it in Stereo mode.

You can also manually change the Stereo or Mono status by [right-clicking] on the Ve-
locity Map and choosing “Force to Mono” or “Force to Stereo” in the context menu.

Show envelopes

Delete case

Show envelopes

Delete case g

*When going from Stereo to Mono, the dialog window will give you the option of

which side to keep.

*When going from Mono to Stereo, these choices are not available.

«Click on [OK] to apply the change.

Force region{s) to mono ﬂ

If wou force a region to mono, any skereo
zamples will be dizcarded. Caontinue?

' Keep left-side articulations

= Keep right-side articulations

] I Eancell

Force region(s) to stereo il

If wou force a region to stereo, any mono
zamples will be discarded. Continue?

£ Keepleft-side articulations

| Keep right-side articulations

] I Ear‘u:ell
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Velocity Split Points:

= Nelocity: Fews split

Mot mapped
0.00 % 0.00 %
Mot mapped

%_
0.00 % 0.00 "91»,_,2
Mot mapped -

Velocity Split points are displayed by horizon-
tal divider lines.

These are adjustable by dragging them with
the mouse.

Velocity Splits are created and named in the Dimension Controller Window.
The Velocity Split order can also be changed here as well.

Control source
I‘-.-’elu:u:it_lrl j

Dezcrption

I‘-.-’elu:u:it_lrl

Sample zpace in Lze

I

Dimension controller x|

Split name

[ add |1

Soft
b edium
Loud
Painfull

Original instrument class: 32 MB [72 dizcreet zamplesz)

Mew instrument class: 32 MB [72 discreet samples) %

] | Eanu:ell

Split
Delete
Rename
Up

[ar

el
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Assigning Samples:

Samples are assigned by dragging them from the Sample Window to a Velocity Split in

the Velocity Map.

=[] Crash
. H@ Crash w1-p
e 50 Crash w2-mf

[ Hi-Hats
[0 Kick-Mono Samples
[ Mew Group

- Ride

- Snare

[ Splash

[ Toms

G

= Nelocity: [ of 4]

Mot mapped

0.00 %

Crash wa-mf

Bl
0.00 % 0.00 %
Crazh wi-p

32_

e (01,00 2% 0.00 %

Dragging with the Left Mouse button enables pitch tracking.

| Pitch tracking

[1-0n

Dragging with the Right Mouse button disables pitch tracking.

| Pitch tracking

| - off

If you make a mistake and use the wrong button you can either drag the sample again
or go to the Mix/Layer section of the Edit Parameters window and correct it there.
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Dimension Controller Window:

| Click on the Velocity Map [Toolbar] to open the

= Welocity: Loud . . .
£ [ Dimension Controller Window.

Crash w-ff

This is where you create, delete, rename and reorder velocity splits.

Dimension controller x|
Control source Split name | Add I'I E

]

Drawn

I"v"eh:u:it_l,l j Soft :
b ediumm Split |
Loud
Painful Delete|
Sample space in uze g |

Original ingtrument clazs: 32 ME [B8 dizcreet samplesz]

Mew inztrument class: 32 MB (B8 dizcreet zamplez]

ak | Eancell

Control Source:

The Control Source is Velocity so this option is disabled. In the Dimension Split resource
window, you will be able t set it to a variety of MIDI controllers or rules.

Description:

This is also disabled for Velocity Splits. You can enter a description but it will not show
up in the Velocity Map. This is another feature specific to the Dimension Splits.

Sample Space in Use:

This indicator helps you keep up with the amount of dimension resources available.
The meter fills up as you use up more dimensions.
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Split Names:

This window is where you select the various splits for deleting, reordering and renam-
ing.

Add Splits:

Click the [Add] button to add more Velocity Splits. It will add the amount of splits that
are entered in the numerical entry field to the right.

Delete:

Select a split or group of splits and click on [Delete] to remove them.

Rename:

Select a Split and click the [Rename] button to enter a new custom name. It is very im-
portant to 1abel the various splits and descriptions to keep everything organized and
intelligible. These names show up in the Velocity Split Toolbar when different splits are
selected.

Move Splits Up & Down:

Select a split and click the [Up or Down] buttons to change its order.
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The Context Menu:

[Right-click] on the Velocity Map to bring up the context menu.

Copy articulation

Paste arkicul ahan

Save articulation as macro
apply macro 4

Map to null sample

Mo selection lock

v Lock to steren pairs
Lock to entire regions
Lock to entire instrument

Show envelopes
Farce ko mono
Delete case

Copy Articulation:

This command copies all the parameter settings of the current dimension split so that
they can be pasted to another region or dimension split.

Paste Articulation:

This command pastes the copied articulation to the selected region or dimension split.
Save Articulation as Macro:

This will save all the parameter settings to a macro so that it can be reused at a later
time on other regions, dimensions or even other instruments. See the chapter on Mac-
ros for details on working with Macros.

Apply Macro:

This will apply any available macro to the selected split. See the chapter on Macros for
details on working with Macros.

Map to Null Samples:

This will clear any samples that are mapped to the selected split and set it to “Un-
mapped”
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The Context Menu Continued:

No Selection Lock:

=7 Yelocity: hedium

Crash w-ff

0 - Off 0-

Off

Crazh w3-f

Crash wi-p

-, 0. 0t
Lock to Stereo Pairs:
=7 Yelocity: hedium
Crazsh wad-tf
0 - Off 0 - Off
Crash v3-f

o5

Crash vwi-p

PR 0.

Rt

=

Allows you to select individual left or right
dimension splits.

This is also available by clicking on the [Lock
Selection] Button.

=

Locks the mouse selection to stereo pairs.

This is also available by clicking on the [Lock
Selection] Button.
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The Context Menu Continued:

Lock to Entire Regions:

= Nelocity: hMedium I |
Erash we-ff -

- Of 0 - Off . . .
T Locks the mouse selection to the entire region

including all the velocity and dimension splits.

This is also available by clicking on the [Lock
Selection] Button.

Lock to Entire Instrument:

Locks the region selection to the whole instrument at once. All the regions will be high-
lighted and any editing will affect the whole instrument at once.
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The Context Menu Continued:

Show Envelopes (& Parameters):

=7 Yelocity: hedium :::

Displays various edit parameters and ADSR
A6 zen 165 sec envelopes graphically on the Velocity Split
dimensions.
{ 2 This can also be toggled on & off with the
G5 sec

R — [Show Envelopes] button.
Z\_\ The graphic depends on what parameter is
ABS sec 165 sec being edited.
Crash vi-p
In this case, the ADSR envelope is being dis-
played. The graphic will update in real time
o 0165 zec 165 sec
as you make changes.
Force to Stereo/Mono:

You can also manually change the Stereo or Mono status by [right-clicking] on the Ve-
locity Map and choosing “Force to Mono” or “Force to Stereo” in the context menu.

Show envelopes Shiow envelopes

Delete case g

Delete case

Delete Case:

This deletes the currently selected velocity split dimension. This is the same as deleting
a split in the Dimension Controller window.
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Playback Velocity Level Pointer:

You can see the incoming MIDI Velocity level

= Nelocity: Medium . . X
with this pointer.

el H=

This will help to see what velocity split is play-
ing as you edit.

This pointer also selects the velocity split it is
pointing to in real time.

Hz H=

Tall Velocity Window:
Select this option from the View Menu to raise the height of the Velocity Map to the top
of the screen. This will make it more convenient to deal with a large number of velocity

splits.

Parameter Meters:

The bottom part of the Velocity Map always
displays the setting of whatever parameter is
foitz: T being edited at any time. It gives a numerical
and graphical bar display.

Crash wd-ff
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Dimension Switches:

This is where the various Dimension Switches are created. Dimensions allow various
MIDI controllers or rules to instantly change between different samples. Here are the
basic types of dimensions.

Stereo Split-This is the first and most basic of Dimensions. There is no MIDI control of
this dimension. It is either Mono or Stereo. This part of the Velocity Map.

Velocity Splits-The speed at which you hit the keyboard determines which sample is
triggered. This is most often used to for samples of instruments actually playing from
soft toloud. Acoustic instruments tend to get brighter and more aggressive as they get
louder so having samples recorded ranging from loud to soft makes for a much more
convincing instrument. This is part of the Velocity Map.

Sustain Pedal-The MIDI Sustain Pedal switches back and forth between samples. This
is most often used for piano libraries that have actual pedal up & down samples or to
open and close hi-hats.

Mod Wheel & Other MIDI Controllers-This allows the Mod Wheel and most other MIDI
continuous controllers to switch between various samples. A good example would be
using the Mod Wheel to switch from closed to open hi-hats.

Layers-You can have several samples layered on top of each other playing together at
once. You can even have individual MIDI control of the volume of each layer or have a
MIDI controller sweep between the layers. (Cross-Fade Layering)

Key-Switch-This original Giga invention allows you to use notes on the MIDI keyboard to
instantly switch between various samples. This is often used for orchestral instruments
that have a bunch of articulations. You can instantly switch from Long Sustain to Stac-
cato to Legato to Trills to Tremolo etc. all on one MIDI channel.

Round Robin & Random-These dimensions switch the samples automatically each time
you play a note. Round Robin plays a pre-determined sample order while Random trig-

gers the samples randomly.

Smart MIDI- This Dimension is used for the new MIDI tools in Giga 3.0. These tools in-
clude the Pattern Alternator, The Repetition Tool and the Legato Mode Tool.
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Dimension Split Examples:

~ Mod: Mote Length: Sustain |
Staccato

=7 Sust: Damper Pedal: Mote Cn |

Relzaze

=7 Hybd: Ariculstions: Sustain |

Trill 'F‘iz
3 i

Loud

Staccato

=7 Layer Soft

= Weyhoard: =plif 1 |
E= T Lo T T T
23l s| ez a|m[n|12]13] 141518
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Two-Way Mod-Wheel Split:

Two-Way Sustain Pedal Split:

4-Way Keyboard Switch Split:

2 Layer Split:

16-Way Keyboard Switch Split:

Various 2-Way Splits using all the Dimen-
sion Windows:

This view is toggled with the [Dimension
View] button.

ooon
Qoo




Dimension Context Menu:

[Right-click] on a dimension split to bring up the context menu.

Copy articulation
Faste articulation h
Save articulation as macro

Apply macro 3

Copy Articulation:

This command copies all the parameter settings of the current dimension split so that
they can be pasted to another region or dimension split.

Paste Articulation:

This command pastes the copied articulation to the selected region or dimension split.
Save Articulation as Macro:

This will save all the parameter settings to a macro so that it can be reused at a later
time on other regions, dimensions or even other instruments. See the chapter on Mac-
ros for details on working with Macros.

Apply Macro:

This will apply any available macro to the selected split. See the chapter on Macros for
details on working with Macros.
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Dimension Controller Window:

= Zust Hi-Hat Cpen Close: Hi
Hi-Hlag Cloze

Click on the Velocity Map [Toolbar] to
open the Dimension Controller Window.

This is where you create, delete, rename and reorder dimension splits.

Dimension controller x|

Add |n_

I.ﬁ.rticulatinns

Sample space in use

]

Control source Split name
K.evboar Suistain
Staccato
D e=scription il f'”
Pizz

Split
Delete
Rename
Up

Drawr

LBl

Orniginal inztrument clasz: 32 MB [E8 discreet zamplez]

Mew instrument clazs: 32 ME (68 discreet zamples)

s | Eancell

Control Source:

This is where you choose the MIDI controller or Rule that will change the playback of dif-
ferent samples.

Description:
Enter a useful description here. This will show up in the Dimension Tool bar. It is very

important to label the descriptions and split points. It will make mapping & editing
much quicker and easier, especially if you wind up with complex dimensions.
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Sample Space in Use:

This indicator helps you keep up with the amount of dimension resources available.
The meter fills up as you use up more dimensions.

Split Names:

This window is where you select the various splits for deleting, reordering and renam-
ing.

Add Splits:

Click the [Add] button to add more splits. It will add the amount of splits that are en-
tered in the numerical entry field to the right.

Delete:

Select a split or group of splits and click on [Delete] to remove them.

Rename:

Select a Split and click the [Rename] button to enter a new custom name. It is very im-
portant to label the various splits and descriptions to keep everything organized and
intelligible. These names show up in the Dimension Split Toolbar when different splits
are selected.

Move Splits Up & Down:

Select a split and click the [Up or Down] buttons to change its order.

Dimension Playback Pointer:

You can see the incoming MIDI controller location with this pointer. This will help to

see which split is playing as you edit. This pointer also selects the dimension split it is
pointing to in real time.
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Dimension View Toggle Button:
This button switches between 4 and 8 part dimension windows.

If there are only 4 or less dimensions being used, then the 4 part view will offer the
most easy to read view with more horizontal space for the names & descriptions.

Use the 8 part view when there are more than 4 dimensions being used.

4-Part View: == 8-Part View:

(1] Mod weheel Split 1
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Edit Parameters

Envelope 1 & 2 (Amplitude & Filter)

7 Breesioge ¥ (i) | [E = p——— |
L L o ] Freaimok e R L.

el Lt I nom ABwch [nw | Fip]
| Dvietiry 8 [l] i) Gy 1 gunr) ol
| Fostubs byrvel O L ] -

| Ewiany 2 (1] Liss i} oot e %) |

Bindecs {uac ) b Eony 3 w) L

kil gt Hrw Fromwme 1o [ XK

Rk il 0 Frver] e s o TR LE How

AR o depth . st mesn e — —
K sl g ABi) Finl i

S W] AT

Envelope 1 (amplitude) affects the Volume playback over time.
Envelope 2 (filter) affects the Filter Resonance over time.

The GigaStudio offers the following Envelope Parameters for the Amplitude and Filter
Envelopes.

+Pre-attack level (%):

«Attack Time (sec):

+Decay 1Time (sec):

+Hold: (Yes/No) “Amplitude Envelope Only”
«Sustain level (%):

+Decay 2 Time (sec)/Infinite

+Release Time (sec):

All of these parameters can be adjusted from the Edit Parameters Window and the Drag
Tools Menu. Most but not all of them are also viewable and adjustable in the Waveform

View Window.
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level (%) EGL)
10

An envelope, in its simplest terms, is a representation of a sound’s dynamic properties
in the way they change over time. The most common example is the manner in which
a sound begins, what occurs during the sustain characteristics, and then fades into si-
lence. All acoustic sounds have their associated envelopes. The three primary aspects of
any given sound that can be quantified in terms that can be manipulated by way of an
envelope are amplitude (volume), frequency (pitch), and harmonic content (timbre or
Filter).
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Envelop 1 & 2 Parameters:

The following explanations of the Envelope Parameters apply to both the Amplitude
and the Filter Envelope settings with on exception. The Filter Envelope does not have a
Hold setting.

Pre-attack level (%):
| Pre-attack level (%) [ 10000

The Pre-attack level is adjusted with percentage numbers. (0.00-100.00)
It is the very first point on the ADSR envelope and sets the initial volume level of the
attack.

For example, a Pre-attack level of 50.00 sets the beginning of the attack envelope to
half the potential volume of the sample. This allows for a sample to begin at any level
from silent to full volume.

Attack Time (sec):
| Aftack (sec) | 0.095

The attack time is measured in seconds (0.000-10.000)

This parameter sets the amount of time that it takes for the attack to reach its full vol-
ume. For most instruments, this time will range from zero to a half second max for a
natural sounding instrument. However extreme settings can be used for special effects
to put a slow volume ramp up for each triggered note.

Decay 1 Time (sec):
| Decay 1 (zec) | o100

The Decay 1Time is measured in seconds (0.000-60.000)

This parameter sets the amount of time for the first Decay of the envelope. It decays
from the peak level of the attack down to the sustain level.
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Hold:

Hald 1-Yes -
Sustain level (%) 0- Mo
Decay 2 (sec)

If a sample has a loop point, the Hold function will prevent the first Decay (Decay 1)
from happening until the sample has played through its entire loop one time.

This is real handy for natural decaying instruments like Piano or Guitar that have small
looped samples. When Hold is set to “1-Yes” the sample will hold its volume until it
plays through the loop. Once it has played through the loop, it will then start the first
decay down to the sustain level. This can make for a more realistic envelope for short
looped samples. It gives them a little more of a natural personality despite the artificial
looping.

Note: Hold is only available on the Amplitude Envelope but not a part of the Filter Enve-
lope.

Sustain level (%):
| Sustain level (%) | 56.00 |

The Sustain level is adjusted with percentage numbers. (0.00-100.00)

After the first decay dies down, the sample audio will sustain for a period of time de-
pending on the Decay 2 settings. (Infinite or Decay time) This setting determines the
volume level of this sustaining portion.
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Decay 2 Time (sec):
| Decay 2 (2&c) [ D225 J|

=
Decay 2 time IEI.225 [ Infinite

Maote: you can enter thiz value directly in the parameter
lizt. Either type a number, ar type the letter i for infinite.

] I Eancell

The Decay 2 Time is measured in seconds (0.000-60.000) or it is set to “Infinite” which
overrides the time setting.

This parameter determines how long the Sustain section of the envelope will last.

A Decay 2 Time will cause the sample level to sustain for that amount of time and then
go into the release, even without letting go of the note.

Checking the “Infinite” check box will cause the sample level to sustain indefinitely until

you release the note.

Release Time (sec):
| Release (2&c) | 0.316

The Release Time is measured in seconds (0.000-60.000)

This parameter determines how long it will take for the sample volume to ramp down
depending on how Decay 2 is set.

If the Decay 2 is set to “Infinite”, the release will kick in when the note is released.
If the Decay 2 is set to an amount of time, then the release will kick in after that amount

of time passes “or” if you release the note before that time passes, then the release will
kick in at that point.
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Amplitude & Filter Modulation Settings:

The Modulation controls allow real-time MIDI control of the Attack, Decay and Release
of the Amplitude and Filter.

Modulation source:
| Modulstion source [ (17 Mod weheel j|

Choose the MIDI controller to use from the list of standard MIDI controllers.

Modulation invert:
| Modulstion invert [ 0- Mo j|

This setting allows you to reverse the MIDI controller by setting it to “Yes”

Attack-Decay-Release Mod Depth:

As9cs moa depe
few et sy

| Hnmaen e cepin

The response of these individual parameters is set here.

«Off-No response to the MIDI control source.

«Low-Very light response to the MIDI control source.
*Medium-Medium response to the MIDI control source.
*High-More drastic response to the MIDI control source.

This allows the MIDI controller to affect only one, two or all three parameters at once
and with varying intensities for each.

The effect will depend on the actual envelope settings. For example, if the Attack time
in the envelope is set to zero, you will not hear any effect of the Mod controller. Once
you enter a parameter higher than zero, this controller will then start working. Smaller
Attack time settings will result in very light changes with the Mod controller. Larger
settings will result in more drastic changes with the Mod controller. This also applies
to the Decay and Release settings. Alittle experimentation will be needed to learn how
this works and figure out the settings you need.
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Amp-Filter-Pitch LFO:

Amplitude LFO

= LFO 1 (amplitude)

Frequency (Hz) 9.04

Internal degpth (0-12007 13

Control depth (0-12007

Control source 0 - Internal

Phaze flip 0- Mo

=ynch 0- Mo
Filter LFO

=7 LFO 2 (fittet)

Freguency (Hz) 3.00

Irternal degpth (0-12007

Control degpth (0-12007 1]

Control source 1 - hod wheel

Phaze flip 0- Mo

=ynch 0- Mo
Pitch LFO

= LFO 3 (pitch)

Frequency (HZ) E.a7

Irternal depth (cents) 1200

Cantrol depth (cents)

Control source 0 - Internal

=ynch 0 - Mo

LFO stands for Low Frequency Oscillator:

LFOs are used to control various parameters cyclically, so that continuously repeating
changes over time can be automated. For example, applying an LFO to pitch creates
the effect known as vibrato. Applying an LFO to amplitude creates a cyclical change in
volume known as tremolo. More exotic effects can be created by applying LFOs to filter
parameters, for creating repeating changes in harmonic content such as “wah-wah”
effects.

GigaStudio includes three discrete LFOs for Amplitude, Filter, and Pitch. The following
explanations apply to all three of these with one exception. The Pitch LFO does not have
a “Flip Phase” switch.
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LFO frequency (Hz):
| Freguency (Hz) 10.00

The Frequency may have any value between 0.1 and 10 Hz and sets the rate at which the
LFO oscillates.

Internal depth:
| Interrial depth (0-1200) | 50

Use the internal depth to apply a fixed LFO depth.

«Amp LFO 1200+/- Volume Oscillation
«Filter LFO 1200+/- Filter Resonance
«Pitch LFO 1200+/- Pitch in Cents

Control depth:
| Cortrol depth (0-1200) | 100

An external continuous controller, such as the Mod-Wheel can also be used to apply the
LFO settings. This setting works the same way as the Internal depth settings but you
won't hear its effect until the assigned MIDI controller is moved forward.

«Amp LFO 1200+/- Volume Oscillation

«Filter LFO 1200+/- Filter Resonance
«Pitch LFO 1200+/- Pitch in Cents
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Control Source:

The Control Source selects between Internal LFO, Mod Wheel, an Alternative MIDI con-
troller or a combination of Mod Wheel and the Alternative MIDI controller.

This alternative MIDI controller is different for the Amp, Filter and Pitch LFO.

The Alternate controller for the Amp LFO is “Breath Control”

Control source 2 - Breath ctrl -
Phase flip 0 - Internal
Synch 1 - Mod wheel

3 - Int+Mod wheel
4 - Int+Breath ctrl

The Alternate controller for the Filter LFO is “Foot Control”

Control source 2 - Foot ctrl il
Phasze flip 0 - Internal
Synch 1 - Mod wheel

3 - Int+Mod wheel
4 - Int+Foot ctrl

The Alternate controller for the Pitch LFO is “Aftertouch”

Control zource 2 - Aftertouch hd
Synch 0 - Internal
1 - Mod wheel

i - Aftertouch

3 - Int+Mod wheel
4 - Int+&ftertouch
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Control Source for Amplitude LFO

o-Internal: Only the pre-set LFO depth will be heard.

1-Mod Wheel: The Mod Wheel modifies the LFO depth.
2-Breath Control: Breath Controller modifies the LFO depth.

3-Int/Ex Mod Wheel: In addition to the internal preset, the Mod Wheel further modifies
the LFO depth.

4-Int/Ext Breath Control: In addition to the internal preset, the Breath Control further
modifies the LFO depth.

Control Source for Filter LFO

o-Internal: Only the pre-set LFO depth will be heard.
1-Mod Wheel: The Mod Wheel modifies the LFO depth.
2-Foot Control: Foot Controller modifies the LFO depth.

3-Int/Ex Mod Wheel: In addition to the internal preset, the Mod Wheel further modifies
the LFO depth.

4-Int/Ext Foot Control: In addition to the internal preset, the Foot Control further modi-
fies the LFO depth.

Control Source for Pitch LFO

o-Internal: Only the pre-set LFO depth will be heard.
1-Mod Wheel: The Mod Wheel modifies the LFO depth.
2-Aftertouch: Aftertouch modifies the LFO depth.

3-Int/Ex Mod Wheel: In addition to the internal preset, the Mod Wheel further modifies
the LFO depth.

4-Int/Aftertouch: In addition to the internal preset, the Aftertouch further modifies the
LFO depth.
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Flip phase:

Phasze flip
Synch

This switches the phase, or direction, of the Amp and Filter LFOs. This is not available for
the Pitch LFO.

Synch:

Synch

This enables a single synchronized LFO. The LFO will be constant no matter what note is
played or when it is struck.

When this is not enabled, an LFO begins at the point in time when each note is played
and each note will have its own out of synch and independent cycle.

When Synch is enabled, the LFO cycle will stay in synch for all the notes no matter when
they are triggered.
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Filter Settings

=7 Filter

Fitter type 1 - Lowpass
Turko LPF 0 - Off
Cutaff freg (0-127) 127

Cutoff controller Mone
Contral invert

fdinimum cutoff 20
Resonance (0-127) 1]

Cynamic resonance 0 - Pl j
Fesonance controller Mone

Hey tracking 0 - Mo
Heytrack breakpoint (=1

“elocity curve 0 - Monlinear
“elocity range 4 - Med low

Filters shape the timbre of a sound by reducing (or “filtering”) the amplitude of
specific frequency ranges. This can be used to make an instrument’s character warm,
dull, bright, or thin depending on the type of filter and its settings.

Filters can be used creatively by assigning real-time continuous controllers to various

aspects of its envelope, cutoff frequency, and resonance thereby allowing for creation of
more synthetic textures with electronic characteristics.
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Filter Type:

Use the drop-down arrow to select the type of filter.

Filter type
Turhao LPF i - Mone
Cutaff freg (0-127) 1 - Lowpass
Cutaff controller 2 - Highpazz
Control invert 3 - Bandpazs
inirmum cutoff 4 - Bandreject
None:
| Fitter type | 0 - Mone j
The filter mode is completely bypassed
Lowpass:
| Fitter type | 1 - Lowwpass j |
This filters out high frequencies
Highpass:
| Fitter type 2 - Highpass j|
This filters out low frequencies
Bandpass:
| Fitter type 3 - Bandpazs j|
Filters out a mid frequencies
Bandreject:
| Fitter type | 4 - Bandreject j|

Inverse filtering of mid frequencies

303



Turbo LPF:

Turkbo LPF
Cutoff fregq (0-127)
Cutaff controller

Adds additional poles of attenuation to the Lowpass filter algorithm. This creates a
more intense analog filter effect. This option is only available when the selected Filter
Type is set to “Lowpass”

When used with certain resonance settings, Turbo LPF can generate high amplitude
resonant frequency oscillations. Proceed with caution when editing at loud volumes.
This could be damaging to your speakers.
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Cutoff freq:
| Cutoff freq (0-127) | 73

This sets the maximum filter cutoff frequency.
Range is from o0-127:
This parameter is only available if the Cutoff Controller is set to “None”.
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Cutoff controller:

Cutoff controller

(1] Mod wheel

Control invert

Minirmum cutoff

Resonance (0-127)

[rynamic resonance

Fesonance controller

Hey tracking

Keytrack breakpoint

Mone

(27 Bresth contraller
(4% Foot controller
(127 Effect contraol 1
[13) Effect contral 2
(B4 Sustain pedal

k-

Instead of setting the cutoff frequency, this parameter allows you to assign a MIDI con-
troller to the Cutoff Frequency for real-time continuous control. This overrides the Cut-
off Frequency setting, which will be disabled once you assign a MIDI controller here.

Control invert:

Control imvert

1-%es

Minirmum cutoff

Resonance (0-127)

0- Mo

This setting allows you to reverse the MIDI controller by setting it to “Yes”

Min cutoff:

| Minimum cutoft

[ 20

This value places a limit on the lowest filter cutoff frequency when using MIDI Cutoff
Controller. The low range of the MIDI controller will start with this value.

Range is from o0-127
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Resonance:
| Resonance (0-127) [ 70

Resonance creates a peak in amplitude at the specific cutoff frequency, and is used
to generate classic analog synth textures. The maximum resonance is set close to the
point of self-oscillation, and will resonate according to the frequency content of the
waveform that is being filtered.

Range is from o0-127:

i
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Fraguency (khz)
Dynamic:
Dyrnamic resonance 1-Yes -
Fezonance contraller 0- Mo
Hey tracking

A setting of “Yes” Increases the overall resonance by dynamically scaling the Q in addi-
tion to the cutoff frequency of the filter over changes of envelope and/or external con-
trol.
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Resonance controller:

Resonance controller (181 Gen. purpose 3 -
ey tracking Mone
Keytrack breakpoint
Selocity curve (19 Gen. purpose 4
Yelocity range (8071 Gen. purpose 5
(51 Gen. purpose B

Assign a real-time MIDI controller to the Resonance.

Key tracking:
Key tracking 1-%es *
Keytrack breakpoint 0- Mo
Selocity curve

A setting of “Yes” Scales the cutoff frequency based on key position relative to the as-
signed Breakpoint value. (Next Item)

With this feature, you can have the filter go from dark to bright as you play from one
end of the keyboard to the other.

Key Tracking Breakpoint:
| Heytrack breakpoint | 2]

Adjust this value to set the breakpoint for the filter keyboard tracking.
Range is from 0-127 with a default value of 60 (Middle C):

Velocity scale:

This value is used to scale the currently selected velocity curve in order to specify a
much larger number of filter velocity responses. For example, if you desire the filter to
scale from a low cutoff to fully open within the lowest velocity range, the filter response
can be scaled to open more quickly by entering values above 20 (up to 127). Values below
20 will cause the filter to open more slowly over velocity yielding a darker response.

The range is 0-127 with a default value of 20.

This parameter is only available if the Cutoff Controller is set to “None”.
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Velocity curve:

“elocity curve 0 - Monlinesr
“Yelocity range {0 - Monlinesr
1 - Linear

2 - Special

Select how the filter responds to the incoming velocity.
«0-Non linear

*1-Linear
«2-Special

Velocity dynamic range:

“Yelocity range 4 - Med o *
1 - High

2 - Wed high

3 - Medium

|5 - Liowy

With this setting, you can lower or raise the dynamic range of the velocity response of
the filter. There are five response positions:

«1-High
+2-Medium high
«3-Medium
«4-Medium low
*5-Low

This setting varies dramatically depending on which velocity curve has been assigned.

The next three diagrams will show how these two settings (Velocity Curve and Velocity
Dynamic Range) interact with each other.
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Linear Curve:

Putput

Low Dynamic Rang

High Dynamic Range

127

Each line represents one of the 5 dynamic range curves from top to bottom.

Low

*Medium low
*Medium
*Medium high

<High
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Non-Linear Curve:

Putput

Low Dynamic Ranga

High Dynamic Range

L 0 — Input Valocity -

> 1

Each line represents one of the 5 dynamic range curves from top to bottom.

Low

*Medium low
*Medium
*Medium high

«High
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Special Curve:

High Dynamic Range

Each line represents one of the 5 dynamic range curves from top to bottom.

«Low
«Medium low
«Medium
«Medium high
«High
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Response Settings:

= Response

“Yelocity split point 85

“elocity curve 0 - Monlinesr
“elocity curve range 4 - Med low
“elocity curve scaling 1]

Release curve 1 - Linear
Releaze curve range 4 - Med low
Releaze trigger decay g - Slowvest

The previous 3 diagrams of Response curves and Dynamic range settings also apply to
the Response Settings.

These settings determine the Velocity and Release Velocity responses and curves. If an

instrument doesn’t have the right feel for your playing style or keyboard, these are the
settings that will smooth things out.

Velocity Split Point:

| welocity split point 95

~ velooty [1 of 2] Alth9ugh the Ve?oaty Split points can be ed-
VBB etac 1 Ed ited in the Velocity Map, you can also enter
it numerically in the Instrument Parameters
window.
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Note-On Velocity response curve:

Velocity curve 0 - Monlinesr
Velocity curve range
Selocity curve scaling 1 - Linear

Releaze curve 2 - Special

Choose the velocity response curve:
(Refer to the previous curve & response diagrams)

eLinear

*Non-linear
+Special

Note-On Velocity Dynamic range:

“Yelocity curve range 4 - Med low *
“Yelocity curve scaling 1 - High

Felease curve 2 - Med high

Feleaze curve range 3 - Medium

Feleaze trigger decay

5 - Low

Select one of the five response curves:
(Refer to the previous curve & response diagrams)

+1-High
+2-Medium high
«3-Medium
*4-Medium low
*5-Low

Note-On Velocity Curve Scaling:

| Welocity curve scaling | 20

This works in conjunction with the 5 Dynamic Range settings to give even finer control
of the velocity response. Find a Dynamic Range setting that works best and then use
this to fine tune the feel.

Range is from o0-127:
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Note-Release Velocity response curve:

Release curve 0 - Manlinear
Release curve range {0 - Monlinear
Releaze trigger decay 1 - Linear

2 - Special

The Release Velocity settings affect the release note decay time based on the Note On
Velocity. This is more noticeable with longer Amp Envelope release times. This feature
allows you set longer or shorter release times depending on how hard you hit the note.

Choose the release velocity response curve:
(Refer to the previous curve & response diagrams)

eLinear
*Non-linear

+Special

Note-Release Velocity Dynamic range:

Feleaze curve range 4 - Med low *
Releaze trigger decay 1 - High

2 - Med high

3 - Medium

|5 - Loy

Select one of the five response curves:
(Refer to the previous curve & response diagrams)

«1-High
+2-Medium high
*3-Medium
*4-Medium low
*5-Low
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Release trigger decay

Release trigyer decay g - Slowwest hd
Fastest s

-
1
2
3
4
5
=

This parameter determines the rate of attenuation for the amplitude of an existing re-
lease-triggered sample.

When you are using a Release Trigger dimension, you can control the volume of its play-
back depending on how long you hold down the Note-On.

With Slower settings, you can hold the note down longer and still get the release trigger
sample to play fairly loud.

With Faster settings, the release trigger will be quiet or even silent unless you let up on
the note quick enough.

There are g levels to choose from:

o-Fastest

1
2
3
4
5
6
7
8-

Slowest



Mix/Layer Settings

= Mixlayver

Attenustion E

E B boost 0 - Mo
Attenuation controller (17 Mod wwheel
Attn control invert 1-%es

Attn contral threshold 1]

Pan 1]

Pitch tracking 1-0n
Midizide decode 0 - Mo

Self maszk 0 - Mo

Sustain defest 0 - Mo
Dimenzion bypazs (947 Effect 4 depth
Crozsfade in start 1]

Crozsfade in finizh 1]

Crossfade out start 1]

Crossfade out finish 1]

Channel offset ]

Sample start offset 1]

Reserved ]

This section Volume attenuations & Cross-fade Layering settings and several important
miscellaneous settings.

Attenuation:
| Atterwstion E

Attenuation is measured in decibels (dB). This parameter is always a positive number;
with higher values indicating decreasing output levels.

This field is unavailable when the Attenuation controller is selected. You can use an ex-
ternal controller alongside and attenuation setting but the attenuation needs to be set
first before selecting an attenuation controller. If the attenuation controller is already
selected, it needs to be reset temporarily to none to access the attenuation setting for
adjustment.

Range is from 0-98 dB: A value of 96 = silence while a value of o = full volume.
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6 dB boost:

E B boost 1-Yes -
Attenuation controller 0- Mo
Attn control invert

A 6 dB increase is available if needed to boost individual samples.

Attenuation controller:

Attenuation contraoller 17 Mod wheel *
Attn cortrol invert Mane -
Attn control threshold

Pan (21 Breath controller pronoe
Pitch tracking (41 Foot contraller

Midizide decode (2] Portamento time

Self mask (121 Effect contral 1

Sustain defeat (13) Effect contral 2 -

Assign a MIDI continuous controller for real-time attenuation control.
By assigning the same attenuation controller to groups of related notes or samples, a
MIDI controlled sub mix capability can be designed into the instrument so that indi-

vidual sounds can have discrete MIDI volume control.

Attenuation Controller Invert:

Attn control invert 1-%es *
Attn contral threshold 0- Mo
Pan

This reverses the MIDI controller. This is crucial to creating a simple MIDI controller
cross-fade layer. Both layers would be set to the same MIDI controller for attenuation
but one would be inverted with this parameter. The result would be a cross-fade.

Attn CC thresh:
| Attn cortrol threshold [ 15

This parameter allows you to assign a minimum threshold to the external volume at-
tenuation controller. This is useful for volume crescendo/decrescendo and expressive
dynamics. Its very similar the threshold knob found on controller/volume pedals. For
example, this allows a MIDI controller to set the volume from “full volume to soft” in-
stead of “full volume to silent”
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Pan:
| Pan | -6

This setting sets the pan position by a value from -64 (hard left) to +63 (hard right).
It is very useful for instruments where it is desirable for individual samples to have
their own unique pan settings.

Pitch track:
Pitch tracking 1-0n b
Midsfzide decode 0- Off
Self mask

This setting enables or disables the Pitch Tracking of samples across the keyboard.
This is typically disabled for non-pitched samples such as drums, percussion, loop, and
sound effects and enabled for melodic instruments. Pitch tracking will transpose the
sample based on its unity note setting.

M/S decode:

Midfside decode
Self mask
Sustain defeat

GigaStudio can decode Mid Side encoded recordings using this checkbox.

M/S or Mid-Side mic’ing is a creative method of recording direct from the source with
a cardioid-type microphone on one channel alongside a large diaphragm microphone
with a ‘figure of 8’ pattern to capture ambience. Since it is not a true right/left repre-
sentation of the sound field it must first be decoded to a useable stereo signal.

The direct or ‘Mid’ channel recording is panned to the center of the stereo field while
the ambient or ‘Side’ channel recording is split to both left and right channels with the
phase reversed on one of the channels. The ‘Side’ level can then be adjusted by attenua-
tion to dial in the preferred amount of ambience in the source wave file.

Self mask:

Self mask
Sustain defeat
Dimenzion bypazs

When checked, this causes high velocity notes to shut off lower velocity voices. This
feature conserves polyphony and should be tried on all samples with percussive attacks
and releases (pianos, guitars, cymbals, etc.)
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Sustain defeat:

Sustain defeat
Dimenzion bypazs
Crossfade in start

This setting enables or disables the sustaining action of the sustain pedal. This allows
the sustain pedal to simply be used as a dimension switch without sustaining the
samples.

Dimension bypass:

Dimension bypass [94) Effect 4 depth -
Crozsfade in start Mone

Crozsfade in finizh

Crozsfade out start (957 Effect 5 depth

You can bypass the current dimension by assigning one of these two controllers:

«Effect 4 depth (cc 94)
«Effect 5 depth (cc 95)

This allows you to turn a dimension on and off in real time using one of these MIDI con-
trollers.

This can be useful to override certain characteristics built into an instrument without
having to actually edit the instrument.
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Cross-fade In and Out Settings:

Croz=sfade in start E
Crozsfade in finish 1]
1]
1]

Crozsfade out start
Crossfade out finish

This corresponds to the Cross-fade Editor window and allows numerical entry of cus-
tom in and out points for the MIDI control of volume cross-fades.

The In & Out points range from 0-127:

Multiple-Cross-fade Editor window:

i
s
-
L L T ] e = Oes |
N [P ]
o £ 137
Ty —— Wil 157 137
|I.-i D
4 e ——————T L O |
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- © Lok
| i [0 -1
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Channel offset:
| Channel offset IE

This setting creates an offset for individual samples within a single instrument.

When the instrument is loaded in the main GigaStudio interface and assigned to chan-
nels in the DSP Mixer, samples that have offsets will show up in the mixer channels to
the right.

Lets take an example of an instrument assigned to channels 1-2 on the DSP Mixer.
Samples with an offset of 2 will show up on channels 3-4
Samples with an offset of 3 will show up on channels 4-5

Samples with an offset of 4 will show up on channels 5-6
And so on.
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Sample start offset:
| Sample start offset [ 2000

Set the sample offset to start after the beginning of the wave sample.
The value is measured in samples and has maximum limit of 2000 samples.

This is useful to soften the attack of a sample or if there is a pop at the beginning of a
sample.

The Sample Start Offset is also viewable and adjustable in the Waveform View window.
(The Blue marker)

kB-G_stac_pl1_MA1

b

-
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Sample Settings

=7 Sample

Unity naote A1
Fine tuning S0
Loop start 75985
Loop end 75905
Loop length 1

This section allows you to override the unity note and fine-tuning of individual
samples.

Unity note:
| Unity ncte [ 231 j|

Adjust the unity note of the individual sample here. The unity note is the root note of
the sample and affects how the Pitch Tracking will work:

Fine Tuning (cents):

| Fine tuning | 50

Adjust the micro tuning of the individual samples here in cents.
The range is +/- 50 cents.

Loop Start, End, Length:

Loop start 18677
Loop end 24591
Loop lendgth 2915

Here you view or make changes to the loop points or the loop length.

The loop points are also visible and adjustable in the Waveform View window.
The Green marker is the loop start and the Red marker is the loop end.

EEL IE |, il ||| bl i i
el (150 T e
1551 ||||||Ii|||h|
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Waveform Window:

F1F 1 o= |'l

o -

This window displays the audio waveform and several of the editing parameters.

The parameters are accurately aligned on top of the waveform and they can be edited
here using the mouse.

If changes are made to these parameters elsewhere, the changes will instantly update

here and vice versa. This helps you keep a visual overview of the editing process. It al-
lows you to edit three different ways and see the results from three angles in real-time.
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Envelopes View:

You can make edits by dragging the envelope points with the mouse.

BT i

iuT s

Envelope-1 Amplitude: Yellow in color.
Envelope-2 Filter: Purple in color.

Envelope-2 Pitch: Blue in color.
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LFO (Low Frequency Oscillator View):

You can make edits by dragging the point with the mouse.

(sl Afrm -

:-T S

LFO-1 Amplitude: Yellow in color.
LFO-2 Filter: Purple in color.

LFO-3 Pitch: Blue in color.
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Sample & Loop Markers:

Lel ] % o 1:'—:

These markers can be moved with the mouse by grabbing them by the triangle.
Sample Start Offset: Blue Marker.
Loop Start: Green Marker.

Loop End: Red Marker.
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Zoom Buttons:

E61 + Zoom in and out with the buttons in the lower right hand corner.

Zoomed Out:

Hllli“‘“ﬂlﬂlll-h... —

T B R

Zoomed In:

bl = - s g

Medium Zoom:

!'-1- g | ajoms "J-.l.

Parameter Name:

7 Next to the zoom buttons is the name of the currently selected
parameter.

EG1
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Drag Tools:

The Drag Tool is one of the most innovative features that GigaStudio is famous for.

This tool allows you to choose nearly any parameter and then edit it by sliding the blue
markers on the regions.

This tool has several advantages:

«It allows you to select any number of regions in any order and edit the
parameters all at once but only on the selected regions.

«It gives a graphic overview of the selected parameter giving you a helpful visual
picture of the parameters across the key range.

-It offers a sensitive slider to make edits with.
+With the Linear and Proportional scaling, you can do some fancy angles and

curves from one end of the key range to the other. The parameter amounts can
ascend and descend across the key range.

331



Using the Drag Tools:
1. Select a parameter from Edit Parameters Window or from the Drag Tool Menu.
Select parameter here.

Edit Parameter window:

= Ervelope 1 (amplituce)

Pre-attack lesel (%) 0.00

Attack (=zec) P 0,230

Decay 1 (gec) by 3.522
Or:

Click on the [tool bar] to bring up the Drag Tool Menu:

Drag Tool Bar:

| =~ Envelope 1 (amplitude). Attack (sec)

Drag Tool Menu:

EGl Decay 1 time r!

EiG1 Pre-attack level
EGl Sustain level
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2.Select a region or group of regions to make adjustments to.

= Enwelope 1 (amplitude’): &ttack (sec) | = [
2 3 l

AR LI LI LIl

3. Drag the blue markers up & down to adjust the parameter and let go.

= Enwelope 1 (amplitude’): &ttack (sec) | =L
2 3 l

AL LI LI LI LIl

L]
¢
g
v
v
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4.The parameter change is visible in the Parameter Edit window and the Waveform
window.

Parameter Edit window:

7 Envelope 1 (amplitude)
Pre-attack level (%) .00
Aftack (sec) 3.360

Waveform window:
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Drag Mode Menu:

Click on the [tool bar] to bring up the Drag Mode Menu:

Drag Mode Toolbar:

| v Dr@g all =elected regions

Drag Mode Menu:

=~ Drag all selected regions

v Drag all selectked reqgions
Drrag with linear scaling k
Drrag with proportional scaling

Drag all selected regions:

This mode simply moves all the selected blue markers and keeps them at the same level
with each other. This is used for straight forward editing.

L LILLJLLLdi1]

L1l Lill

A4
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Drag with linear scaling:

This mode allows linear scaling so that you can have ascending and descending param-
eter values up & down the key range.

A common use for this mode is to have release times that are short on the top and get
longer as you go down the keyboard on a piano.

Drag with proportional scaling:

Use this mode to make subtle modifications to a keyboard scaling without disturbing
the basic shape.

Before: Carefully edited parameters.

After: Parameters keep their relationship to each other while editing.
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Scale Resolution:

—— ettt —
e fi.00 I
: | I==]
[ 50
40.0
4
30.0 |
a0
el X
10.0 .|_| T

You can change the sensitivity of the blue markers by changing the Scale Resolution.

[T Ll

Lower Scale Resolution:

Higher Scale Resolution:

B E B R
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Real-Time Updating:

The Drag Tool [menu bar] will update automatically whenever you switch parameters
in the Edit Parameters window.

Select a parameter in the Edit Parameters window:

= Envelope 1 (amplitude)

Pre-attack level (%) 0.00
Aftack (=ec) 0.450
Decay 1 (zec) 3.822
Hald 0 - ko
Sustain level (9] 51.00
Decay 2 (sec) 4774
Release (zec) | 2145
Modulation source lr\? rlone

The Drag Tool Menu changes to match:

| =~ Envelope 1 (amplitude). Release (sec) ||

The blue markers will change position to match the edit changes made in the Edit Pa-
rameters window or in the Waveform window.

Change the parameter value:

= Envelope 1 (amplitude)

Pre-attack level (95) 0.0a
Attack (zec) 0.450
Decay 1 (sec) 53822
Hold 0- Mo
Sustain level (35) 51.00
Decay 2 (sec) 4.774,
Release (sec) 3.E|E|E|J.,
Modulation source Mone

The blue markers change to match:

0.0

75

5.0

15
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Changes made with the Drag Tools will also be updated in the other windows as well.

Change to another parameter in the Drag Tool Menu:

Filker min cukoff [g

Filter resonance

Welocity split poink
Welocity curve scaling

| =7 Filter: Cutoff fregq (0-127] ||

The parameter will be selected in the Edit Parameter window:

=~ Filter

Fitter type 1 - Lowpass
Turbo LPF 0 - Off
Cutoff freq (0-127) 127

Cutoff cortroller Mone

Change a value with the blue markers:

100

an

The parameter value will change in the Edit Parameter window:

=7 Filter

Fitter type 1 - Lowpass
Turbo LPF 0 - Off
Cutoff freq (0-127) i
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A Macro is a huge time saving feature that allows you to save any particular parameter
edit or group of edits to be reused later.

For example, if you have spent a lot of time coming up with the perfect ADSR and Filter
settings, you don’t want to have to write them all down and recreate them by hand just
to use them in another instrument. Instead, you can save the edits as a macro and in-
stantly apply those hard won settings to another instrument.

For settings that you use a lot, you can even assign a “hot-key” to any macro.

You can also copy your collection of macros to another GigaStudio system.

Saving Macros:

To save a new Macro, select the dimension that has the settings you want to save. This
could be a specific velocity split of a specific dimension split of a particular region.

Once you have selected the region, there are two ways to save the settings as a Macro.

1. [Right-click] on the selected Velocity Split
and choose “Save articulation as macro” from
the context menu.

= Welocity: [2 of 2]

Copy articulation
Faste arbiculation

= Save articulation as macro I
: Apply macro k 3

0550 Map ta null sample

6l Mo selection lock

v Lock ko steren pairs
Lock ko entire regions
Lock ko entire instrument

-
Show envelopes
Force bo mono
Delete case

T 10,00

: _ 2. Or, simply click on the [Save] Macro button
| Mascros gl |CF e | 5 Aty at the bottom of the screen.
TERIT T | Fam Tobe- Wi 708 | Frmesd
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3. This will bring up the “Save articulation macro window”

Il Save articulation macro x|
Save as I j

Hot key INune

Type hat key or combination [e.g. Shift + k]

Save these p%meters:

RN E G [amplitude control]
B @ LFO7 [amplitude control]
B @ EG2 [fiker control]

B @ LFO2 [filter contral)

B @ EG3 [pitch contral)

#H [ LFO3 [pitch control]

H @ Filker

B [ Responze curves

B bisdlayer

Set all | Clear alll Save I Eancell

Save as:
Enter the name for the macro here

Hot key:

Type in a key on the keyboard here to create a hot key. You can also do a combination
using the [Shift] key combined with any other key. This key or key combination will in-
stantly apply this macro to any and all regions and dimensions that are selected in the
editor.

Set All:
Selects all the parameters. If you plan to use most of the parameters, click this box. You
can then uncheck individual parameters as needed.

Clear All:
Clears the selection of all the parameters. If you plan to only use a small number of pa-
rameters, click this box. You can then check individual parameters as needed.

Save:
Once you are finished, this will save the new macro and add it to your list of macros.
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Selecting Parameters:

Click on the check boxes at the left to open and close the parameter lists for each cat-
egory. These are the same categories that are found in the Instrument Parameters
window.

LED filter conied]
EG3tipdeh conimi]
=1 (frmguth [cmriz|
[ henek [
= O LFDdigich ponirl]
h,‘ 1 Frequesncy [Hz]
1 edeemal ey jeerin]
L1 Gl dhopelts foerdi]
T (Contral ot
71 Spruh
Tiai
Pesporas e
MLy
O P
71 (Channel off sl
71 Sarnple st oflesl

® 0O
= O
w O L2 ks conboll
W O
[ =

EEW
onoa

The settings of a macro can range from a single parameter all the way up to every pa-
rameter and any combination in between.

Click on the check boxes in a parameter category to select individual parameters.

(1 EG1 jamplines eoeim)
O LFOA jemplihade contol
0O EG2 ke conbol]
O LFO2 e control)
B EG3kpkch contal)
i
E Alack fuec]
W 8 LFO3 ipikch conial]
O Freguency [HEl
H frisnal depth foenti]
O Contol depth [centil]
O Conbral soarce
0 Sych

(i B N

11 Rrigsmn cutver
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Example 1:

Lets

say we have created our ideal amplitude envelope, response curve and filter set-

tings.

1. Sel

2.In

ect a dimension that has these settings and choose to save the macro.

the Save Macro window, click on the [Clear All] button. This will uncheck every

single parameter.

Sﬂnl ;]

Hot ki [Fore

Ty el by ox combanation |eg Shit « M)

Eave these paamensn:

5 EEsEEB=

O EGT lempliuds conbol]
O LFO1 jempltude conbol]
O EG e conted|

C1 LFO2 [t conbd]

O EG3 ipitch corbmil)

L1 LFO3 ipich eoriml)

] Fillee

Ll hh:qrmﬂuvn

L[] Mol

|| 2 oen] B o)

3. Next, click on the checkboxes for EG1, Filter and Response Curves.

B @ EGT [amplitude cantral)
| O LFO7 [amplitude contral)
B O EGZ [filter contral)
| O LFOZ [filker control)
B [ EG3 [pitch control]
m [ LFO3 [pitch contral)
m @ Filter
I Ol R ==ponze curves
B O Mindlaper
4.This will select all the parameters inside each of these categories.
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5. Assign the macro a name and hot key if you wish and click on the [Save] button.
Anytime this macro is applied to other regions in the future, the EG1, Filter and Re-

sponse settings in this macro will replace those settings on those regions but only these
settings. The other categories will be left alone.

Example 2:

In this example, we will only save two specific parameters to a macro. (6dB boost and
Sustain Pedal Defeat)

1.Again, select a dimension that has these settings and choose to save the macro.

2.In the Save Macro window, click on the [Clear All] button again to clear all the param-
eters.

3. Now, open up the Mix/Layer category.

B [0 Responze curves

8 O Mislayer

Fan

Channel offzet
Sample start offzet
Pitch tracking
Dimension bypass
Aftenuation controller
Aftn contral invert

| o o o o

4. Click on the 6dB Boost and Sustain Defeat checkboxes.

L ST SO Iror s

Self mask

Sustain defeat
Mid/zide decode [’\\S
Aftenuation

E dB boost
Rezerved

OmOO0OmO

5. Give this macro a name and hot key and save it.

6. Anytime this macro is applied to other regions in the future, only these two settings
will change. Everything else will stay the same.
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Applying Macros:

Once you have saved a macro or a collection of macros, you can apply any of them to
any individual dimension, group of dimensions, region or group of regions.

1. Select all the velocities; dimensions and regions that you wish to apply a macro to.

2. Just like with saving macros, there are two ways to apply macros.

3.Right click on a velocity or dimension split and choose “Apply Macro” from the context
menu. Then choose the macro from the list to apply.

Copy articulation
Faste articulation

Apply macro

Save arkiculation as macro

' a2 &t

Map ko null sample

Filter

Mo selection lock
v Lock ko stereo pairs

Kevhoard: Sustain

Crrurn Akback, !

Harm

4.The macro will then be applied to every selected region and dimension.

Applving macro ADSHE Fiano

Articulation macro x|

LLL

T

Cm e
T H
uE reT R
Cogry regare. e

Eld jammi i) rdq=

wr pe-mais] [
Ieem e aen [

i

= —_
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5.You can also right click on a region or
group of regions and apply the macro
from there.



Copying Macros to other machines:
It is very easy to transfer your collection of macros to another machine.
This transfers the whole list and overwrites the existing macros of the machine you are

copying them to.

The macro file can be found in the Tascam program files folder.
It is called GsEditMacros

C:\Program Files\Tascam\Gstudio

GsEditnstwiz
. sEditMacros
EsEditTunings

e = = | Y

To copy your collection of macros to another machine, just copy this file from here and
put it in the same folder on the other machine and replace the one that is there. The
next time you open the GigaStudio Editor on the new machine, these macros will be
waiting for you there.
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Macro Edit Screen:

1. Click on the Macro [Edit] button at the bottom of the screen.
Wacros: [ Save Exiit s @ Apply
40
I'l'.__ P -E LN N 1] Ii'\'.__'a.l.

2.This will bring up the Articulation Macros Edit window.

X
b ian e | Hrﬁ:g | T L |
ADLH P [1]
Dinam Atack 1 ]
Figre al

Propaities | Delete | [0k ] Coa|

3. In this window you can change the names and hot keys of the macros and delete
them.

4. Double click on a macro or choose a macro and click on the [Properties] button to edit
the Name and Hot key. Rename it and change or add a Hot key and click on the [OK]
button to apply the changes.

Edit articulation macro |

Hat key INu:une

OFk. I Eancell

5.To delete a macro, select it from the list and click on the [Delete] button.
6.When you are finished making changes and deleting macros, click on the [OK] button

to apply these changes. If you make a mistake, just click [cancel] instead of [OK]. This
will discard any changes made and any mistakes.
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Copy & Past Articulation:

This command will copy all the parameters of a dimension and paste them elsewhere.

It will overwrite all the parameters at once with the copied settings.

1.To copy & past an articulation, select a dimension that has the parameter settings you

want to copy.

2. Right click on the dimension and choose “Copy articulation” from the context menu.

= Welocity: [1 of 2]

Paste articulakion

Save articulation as macro
apply macro

Map to null sample

o Mo selection lock,

v Lock bo stereo pairs

3. Choose the regions and dimension splits to paste the settings to.

4.Right click on one of the dimensions of the selected regions and choose
“Past articulation” from the context menu.

Welocity: [1 of 2]

Copy articulation

Save articulakion as macrk

Apply macro r

055:  Map ta null sample

Mo seleckion lock.
v Lock bo skereo pairs

5.This will instantly change all the parameters to match the copied parameters.
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Setting up the iMIDI Rules

The iMIDI Tools are enabled in one of two ways:
«In the GigaStudio Interface and saved as part of a performance file.
«In the Instrument Editor and built into the .GIG file.

GigaStudio Interface Setup:

1.The instrument that you want to setup needs to be loaded into the GigaStudio first.

2.In the Loaded Instrument Panel, [right-click] on the loaded instrument and choose
“iMIDI Rule Manager...” from the Context Menu that comes up.

3.Add, Initialize & edit your iMIDI Rules of choice. Click on [OK] to apply the rule to the
instrument.

I T A

Tiamipess Feyload ol
Filgs HIDH
Pk Bk |redsiee
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4.Save the instrument as a performance instrument. Use the instrument performance
option or custom performance settings to save just the Instrument settings with the
performance.

 Instruments

V¥ Include instuments curently loaded into GigaStudio

[~ Reset sampler before loading new instruments
[™ Preserve the Part and Channel assignment on load

5.In the future, when this performance is loaded, the iMIDI Rules will be loaded along
with the instrument. The iMIDI Rules are not part of the .GIG file though. These can be
embedded as part of the .GIG file in the Instrument Editor.

Instrument Editor Setup:

1. The instrument that you want to setup needs to be loaded in the Editor and Loaded to
a MIDI channel and playable. Otherwise, the iMIDI Rule Manager will be disabled.

= ¥ & | - eI | SN
& [ Instrument Bank 0 —|+| =7 Fitter: Cutoff freo |
2

""" 2 Markin D-15 '_:-iFII;I|E= ':_ltrirlgs —F—F—TF—I

2. [Right-click] on the Instrument & Bank window and choose “iMIDI Rule Manager...”
from the context menu that comes up.

L= L ] g L= s

Apply tuning kemplate. ..

[ave up
Maye dowm
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3.Add, Initialize & edit your iMIDI Rules of choice. Click on [OK] to apply the rule to the
instrument.

4.Save the .GIG file to embed these rules.

5. From now on, anytime this .GIG file is loaded, the iMIDI Rules will be loaded as well.
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Adding, Initializing and Editing iMIDI Rules:

1. Select a rule from the “Available Rules” window and click on the [Add] button.

Anailable Rules:

‘Active Rulez

Trahzpoge Keyboard

* Filter MIDI
Legato[k ono] Mode Selection k
Repetition Mode

Fattern Altemation

Contraller Triggered

Feleaze Trgger with Tracking
Fule Builder

2. Depending on the rule, you may get an initialization screen. Fill in the necessary de-
tails in the initialization window and click [OK]. See the individual rule lessons for each
rule for details on the initialize settings.

Pattern Alternator Initialize window:

Ak rraticn Rule Indiakration x|
Dieezrgion
Irnbhmerd rvrr Mt 018 Sargle Slings
irairreerd Pl Plame £ Wain D18 Sngle Shrgapa
Miurrber of whdet [dmenmora} 00

Stahur The rule roxuaes: o ypecaal chmsnasn b Bull nby e winemenl, Pleasn mler 1o e documentsbon o
s ekl

(Spiee 1 X * &

Lowkey 2 Hghley [0
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3. Click on the [Edit] button to edit the settings of the rule. See the lessons on each rule
for details on editing.

fctive Bules R S

Tranzpoze Keyboard edit |
Fule Builder [itizlize |

Controller Triggered

4. Click on the [X] icon to delete rules from the Active Rules list.

FEx

5. Use the [Up & Down] arrows to change the order of the rules in the Active Rules list.

FEx

6.When you are finished adding & editing rules, click on [OK] to close the Rule Manager
window.
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Transpose Keyboard

This rule is real simple. It transposes the keyboard range in half steps up to two octaves
up or down.

Transpose Control Panel | |

Instrument; Martin D-18 Single Strings [E: \Martin D-18 Single Strings.gig)

-2 octaves +2 nctaves

|5 semitones

L

There are three ways to adjust this setting:
«Move the slider left to right with the mouse.

+Click on the slider and then use the left and right arrow keys on the computer
keyboard.

«Enter the number in the number box.
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Filter MIDI

This tool allows you to filter any type MIDI event or group of events so that the GigaStu-
dio will ignore them. It can be real handy to be able to selectively ignore various MIDI

events.

Midi Filter Control Panel

™ Maote On

I Mate Off

[™ Palyphonic key pressure
[ Contral Change

[” Program Change

™ After touch

[ Pitch Bend

[~ Realtime Message

Fezet All [Default] Filter &ll

X|

Ilze thiz control panel to determing which MIDI commands and contraller values will be filkered
out of the system before being zent the fallwing instrument/port.

Inztrument: b artin 0-18 Single Strings [E:\Martin D-18 Single Stringz.gig)

Contrallers:

[0 0 Bank Select MSE) -
01 Mod wWheel

[0 2 Breath Controller

[ 3 Undefined

[ 4 Foot Contraller

[0 5 Partarnenta time

[0 & Data Entry MSE

O 7 Channel Yolume

[J 8 Balance

[0 9 Undefined %
010 Pan

[0 11 Expression Contral
012 Effect Cantral 1

[0 13 Effect Contral 2

Eladiiiaiea hd|

Close |

Click on all of the check boxes of any event that you want to be ignored by the instru-

ment.

Use the scrollbar to access all the MIDI Controllers.

The [Reset All] button will uncheck all the check boxes.

The [Filter All] button will fill in all the check boxes.
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Legato Mode Rule

“A special thanks to the Vienna Symphonic Library team and specifically Christian
Teuscher, for certain rules of iMidi which have been modeled to emulate the original VSL
Performance Tool vi—in particular the Legato, Alternation and Repetition modes”

The Legato Mode tool allows you to play authentic legato lines in real-time on your
keyboard. This tool creates the most stunning and realistic note-to-note transitions
ever.These can be used for a long portamento slides to notes or for natural legato note
transitions. The tool automatically takes care of the complex dimension switching in
real-time as you play the keyboard.

This requires some very meticulous sampling sessions to capture all the intervals,
speeds and loudness levels but the results are as realistic as can be.

The nice thing about this tool is that you only to play the keyboard a certain way. There
is no need for Key-Switching or MIDI sequence editing. The tool does all the connecting
work in real time as you play. All that is required is that you hold down one note while
playing the next note in a phrase to connect those two notes. To avoid connecting the
notes, you lift off a note before triggering the next note.

Examples:

There are some audio examples of what this tool sounds like to listen to.
These can be found in the “Editor Tutorial Files” directory for this chapter.
(Legato Mode Rule)

Trumpet Without Legato.wav
This is how most sampled instruments sound. There is no connectivity between
the notes.

Trumpet With Legato.wav
Now we here the same instrument with this Legato Mode. Notice how the note
connect together seamlessly and realistically.

Cellos Portamento Legato.wav
Here we use the longer portamento slides. You don’t want to over use this
though because it can be unrealistic. Its best used as needed for dramatic or ro-
mantic slides to particular notes depending on the music context.
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Instrument Components:

A Legato Mode instrument requires several types of samples.

+Default Sustain Samples:

+Up & Down Interval Samples to and from every note from half step to an octave
leap:

Release trigger samples:

Alternate Sustain Samples:

These complex instruments can range from 500-2000 samples or more.

The Vienna performance libraries have been recorded to this extent and this tool will
work with any 3.0 GigaStudio versions of the Vienna Legato instruments.
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Using a Legato Mode Instrument:

If you have a 3.0 Legato Mode instrument, using it is very simple. A couple of legato in-
struments are included with the GigaStudio 3.0 package.

These are in the Vienna Symphonic Library demo instruments folder.

VSL-Viola Ensemble Legato.gig
VSL-Clarinet Legato.gig

Load any of these instruments to a MIDI channel and start playing. Hold down a note
while playing another note within an octave to hear the legato effect. Other than that,
there are a couple of settings that you can work with to customize the feel and trigger
alternative sounds.

Settings:
There are some settings to customize how the Legato Mode works and to access some
of the extra samples. To get to these, you need to open the iMIDI Rule manager.

[Right-click] on the loaded instrument in the loaded instruments window and choose
“iMIDI Rule Manager” from the context menu.
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Quick Edit ...
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Bank/Patch Manager ...

iMIDI Rule Manager ...
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Click on the [Edit] button for the active Legato Rule to bring up the Legato Mode control
panel.

lacvaPdes (0 X #

Instiglze

)

Legato Mode Control Panel:

|

Jmtw [T ] PARE A H
I ! v
(e Vi W = a
. -
- 4
[EEEY SN i - .
]
I3 7 s
N = -
Pemuesi | iy ; o
g | Bk, g Ly Y : r—
g [iepimganin 01 g =m
| . |

Play Zone:

The Legato Rule will automatically discern the key range of the instrument if the in-
strument is fairly simple and has one obvious key range of regions. If needed, you can
change the note range here.

Number of Legato Samples:
Displays the number of Legato Articulations. For the time being this will always be 12.

Ghost Key (Bypass):

This controller will mute the Default Sustain samples until you release it. This function
makes it possible to start a legato passage with any other articulation from another
MIDI track. For instance from a crescendo diminuendo or sustain with a harder attack.
The key is released when you want to slide to a note.

Keyboard: Set the MIDI key that will bypass the default starting note.

MIDI Controller: Use a MIDI controller instead of a MIDI note.
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Release Trigger Key:

Triggering this Key will allow you to have the last note of a phrase end with a special
release sample. Press the trigger note once the last note is played. The release trigger
sample will play when you letup.

Alternate Non-Legato Key 1 & 2:

These keys provide alternate sustaining samples when pressed. You can toggle be-
tween the default sustain these alternate sustain articulations by pressing these keys
between notes. This is good for repeating the same note within a phrase. Instead of
triggering a fresh starting note, you can trigger one of these alternate samples.

Legato Threshold Time:

This setting can help the Legato Mode tool adapt to your performance technique on the
keyboard. The threshold sets the time in which the tool will recognize two consecutive
notes as a legato transition. Experiment with this setting until it works best for you.
Ideally, the Release Time and Threshold Time should be set to the same value.

Release Time:

This sets the delay time of the note-off. This value should match the Legato Threshold
setting.
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Saving the Settings:

To save these settings so that they reload with the instrument, you need to save a cus-
tom instrument performance.

— Inztruments

¥ |nclude instruments currently loaded inta GigaStudio

[T Rezet zampler before loading new instuments

[ Preserve the Port and Channel azsignment on load

That performance will then load this instrument with these settings. If you were to just
load the .GIG file again without using the performance, then the default settings will be
loaded again instead.

If you would prefer to hardwire these settings into the .GIG file you can do that too.
«Open the .GIG file in the Editor.
+Then [right-click] on the Bank/Instrument Window on an instrument and choose
the iMIDI Rule Manager from the context menu.

«Make the settings as before and then save the .GIG file.

Then whenever the instruments of this .GIG file are loaded, these user settings will also
be remembered.
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Mapping & Creating a Legato Mode Instrument

Required Samples Articulations:

Default Sustain Samples:
You need some basic long sustaining samples to serve as your default sample. This is
the articulation that plays first before sliding to another note.

Release Trigger Samples:

If you want to have the natural sound of the instrument release or some natural room
or hall ambience, you will need to create some standard release trigger samples. This
is usually done by creating a copy of the sustain samples and then deleting everything
except the tail. Release samples are optional.

Alternate Samples:
There is room in a Legato Mode instrument for two alternate variations for the sustain-
ing samples. Alternate Samples are optional.

Legato Samples:

To do a complete Legato Mode instrument, you will need recordings of the instrument
sliding to and from every interval for every note. The recording starts on the original
note, then slides to the interval and holds the note. The length of this hold should
match the Default Sustain Samples. The samples are then trimmed right at slide leav-
ing alittle bit of the original note in the samples. Like the release trigger samples, a
little experimenting will be necessary to get the right sound.

To save sample space & recording time, you can skip every other note or every third
note as is done with other samples. You don’t want to go further than every third note
though or the timing of the slides will be too noticeable.

The end result needs to be 24 folders of legato samples.
12 Up and 12 Down.
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Sample Articulation Order:

To create a Legato Mode instrument, you need to have these articulations mapped in a
certain order, using a 32 split Smart MIDI dimension split.

The best way to create this is to start by creating individual instruments for each articu-
lation. (Sustain, Release, Alternate 1 & 2, Legato up x 12, Legato down x 12)

Then use the Combine Tool to assemble them in the proper order.

32 Splits-Smart MIDI dimension:

o1Legato Up 1 (half step) 17 Legato Down 1 (half step)
02 Legato Up 2 (whole step) 18 Legato Down 2 (whole step)
03 Legato Up 3 (minor 3rd) 19 Legato Down 3 (minor 3rd)
04 Legato Up 4 (Major 3rd) 20 Legato Down 4 (Major 3rd)
o5 Legato Up 5 (Perfect 4th) 21 Legato Down 5 (Perfect 4th)
06 Legato Up 6 (dim s5th) 22 Legato Down 6 (dim s5th)
o7 Legato Up 7 (Perfect 5th) 23 Legato Down 7 (Perfect 5th)
08 Legato Up 8 (minor 6th) 24 Legato Down 8 (minor 6th)
09 Legato Up 9 (Major 6th) 25 Legato Down 9 (Major 6th)
10 Legato Up 10 (minor 7th) 26 Legato Down 10 (minor 7th)
11 Legato Up 11 (Major 7th) 27 Legato Down 11 (Major 7th)
12 Legato Up 12 (Octave) 28 Legato Down 12 (Octave)

13 Blank 29 Default Sustain

14 Blank 30 Alternate Sustain-1

15 Blank 31 Alternate Sustain-2

16 Blank 32 Release Trigger

The instrument then needs to be saved to disk and loaded to a MIDI channel in the Edi-
tor to add the iMIDI Rule to it.
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Rule setup:

[Right-click] on the Bank Instrument window on an instrument and choose iMIDI rule
manager from the context menu.
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In the iMIDI rule manager, select and add the Legato rule.
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This will bring up the Legato Mode initialization window. The settings in the initialize
window are basically custom user settings. Enter some default settings and then click
the [OK] button.

Do this for each legato instrument in the .GIG file if there is more than one.

Click the [OK] button to exit the iMIDI rule manager and apply the changes and save
the .GIG file.

Now the Legato Mode tool is built into the .GIG file and it will always be enabled any-
time the instrument or instruments from this file are loaded into the GigaStudio. The
user just needs to load & play the instrument & adjust the various settings in the iMIDI
rule manager as needed.
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Pattern Alternator

The Pattern Alternator acts like an automatic key-switcher. It changes articulations
on the fly as you play the notes on the keyboard. Every note you hit advances to another
articulation instantly.

The order of the articulations is totally customizable by the composer. Key-Switches
are very handy but it can be difficult to change them fast enough in real time for cer-
tain types of music. Round-Robin does this real time changing but only in a certain
repetitive order. With the Pattern Alternator, you can have the advantages of both of
these tools in real time.

Playing & Editing the Patterns:

Load the Vienna Symphonic Library “Bass Ensemble-Pattern Alternator.GIG” file from
the Vienna Symphonic Library demo instrument folder and play some notes.

You will notice it automatically changes between all the articulations in order. This
is the default setup when opening the instrument.

NOTE: Don’t play chords at this point. It is not in polyphony mode at this point.
Chords will jump several articulations until you put it in polyphony mode.

Staccato-Quarter Note-8th Note-Sustain-Sfz-pfp-Tremolo-Pizzicato.
Then it goes back to Staccato and starts again.

However, we can change and customize the order that these are triggered.

Opening the Pattern Alternator window:

If you are in the GigaStudio interface, [right+click] on the Bass Ensemble-Pattern
Alternator instrument in the Loaded Instruments window and choose “iMIDI Rule Man-
ager” from the context menu.
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If you are in the Instrument Editor, Make sure the instrument is loaded and playable.
(Green Light is On)
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Then [right+click] in the Bank-Instrument area and choose “iMIDI Rule Manager”
from the context Menu.
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In the iMIDI Rule window you will see that the Pattern Alternator is already in the
“Active Rules” area.

Active Rules

i Pattern Alternati

Imitialize

|
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Click on the [Edit] button to bring up the pattern screen.
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Watch the Patterns in Action:

Play the keyboard again and watch how the articulations advance from left to right
each time you play a note in the top pattern. Also notice how the names of the articula-
tions change in real time as well. This helps you identify which articulation is assigned
to which number in the pattern.

The first note is staccato: When released it will advance to the next articulation in
the list.

Playing Articulations: Patternz:
o Huariar Hlote Pattern 1 E#H 2 3 ¢+ 5 & 7 8
i-gth Mote Pattern 2 B#E1: 2 3 4 5 86 7 &
- Sustain
E.Sh Pattern 3 B#E1: 2 3 4 5 68 7 &
G - p-fp Sweell Pattern 4 E @ ] B B | S B T 7
¢ - Tremolo
5 . Pizzacato Pattern & BEB#E1 2 3 4 5 6 7 &8
- - [ - N v - A f - n oA
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The next note played advances to the next articulation: (Quarter Note)

Playing Articulations: Patternz:

(Rssce Pattern 1 B+ 1 f ¢ 5 & 7 8

3 - Bth Mate Pattern & B#E1: 2 3 4 5 65 7 8

4 - Sustain

T FPattern 3 Er_ﬂ 1 2 3 4 5 & 7 B

G - p-f-p Swel Fattern 4 ﬂ @ 1 2 3 4 &5 & 7 &

7 - Tremalo &

i Baltiterns s E E—I—. 1 2 3 4 5 & 7 &

Then the 8th Note articulation:

Flaving Articulations: Patterns:

1 - Staccato -

o' Qusrer Nele Pattern 1 W1 2 f ¢ 5 6 7 8

3 - Bth Mate Pattern 2 B#E1 2z 3 4 5 8 7 8

4 - Sustain

5.5 Pattern 3 B#1 2z 3 4 5 8 7 8

G - p-f-p Swell Pattern 4 ﬂ @ ] BT S C B T 7

7 - Tremolo [

i e e Pattern & E 5_:1 1 2 3 4 &5 & 7 8

Then Sustain:

Flaving Articulations: Fatterns:

1 - Staccato -

5 Quarter Note Fattern 1 Es: 2 3 S 6 7 8

3 - Bth Mote Pattern 2 B#H 1 z 3 ¢ 5 & 7 8§

4 - Susztai

BT Pattern 3 BE#H 1 z 3 ¢ 5 & 7 8§

G - p-f-p Swel Pattern 4 ﬂ |$_i ] R T R/ 7 )

7 - Tremolo &

)i s e Pattern & ﬂ = 1 2 3 4 & & 7 3
- - o It - - f - - - -

This will continue through the rest of the 8 articulations and back to the beginning
again. This pattern will repeat until you change to another pattern with a MIDI control-
ler or a Key-Switch.
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Changing the Articulation Order of a Pattern:

However, this is the default setting and it just rotates like a round-robin through the
8 articulations of this instrument in their order. You can change the order of these ar-
ticulations by changing the numbers in the pattern.

Click on one of the numbers and use the [Up & Down] keys to change the number.

IPatternl Bl 2z ¢4 5 6 7 8

Use the [Left & Right] keys to select other numbers in the pattern.

IPatternl El4 4 2 2 1 8 7 8 8

Change some of the numbers around and play the keyboard again and notice the
difference in the order of articulations.

Changing the Amount of Articulations in a Pattern:

At this point, we have 8 articulations to a pattern. However, we can change that
number by dragging on the articulation amount with the mouse.

I Fattern 1 %’4 SN

Or you can click on the articulation amount and enter a number with the keyboard.
I Pattern 1 Al$ ¢ 2 2 1
I Pattern 1 [6]# 4 2 2 1

IPatternl @Ial 2 & i &5 7
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This enables us to have a simpler or more complex pattern. For example, you might
just want a simple 3-part pattern that gives you two short notes followed by a longer
note. In this case we would set the articulation amount to “3” and change the pattern
to something like 1-1-2. (Staccato-Staccato-Quarter Note repeating)

IPattern 1 | 3 IE

This enables the Pattern Alternator to act like a customizable Round-Robin device.

Note: There is a Round-Robin dimension in the GigaStudio but it changes on a note-
by-note basis. With the Pattern Alternator, the articulation changes every time you
hit any note at all. With the Round-Robin dimension, the articulations only change for
individual notes. (One note might be on the next articulation while the others that
have not been played are still on their first.) The Round-Robin dimension is very handy
for having a variety of staccato or drum samples but it is not useful for changing more
drastically differing articulations like this current example instrument. To achieve the
type of Round-Robin that most composers are familiar with, the Pattern Alternator is
the way to go.

On the other hand, you might want a very complex pattern that covers a whole
phrase or line of music. In that case you increase the articulation amount to as many
notes as you need up to a maximum of 32. Then you change the articulations to cover
your musical phrase note by note.

tern 1 e 1 1 2 4 4 2 1 2 7 2 3 2 3 2z B

Multiple Patterns

So far we have covered a single pattern. However, we can have up to 32 of these pat-
terns to work with. Click on the [New] button to add more patterns.

Each pattern can be given a custom name as well. Just
[double-click] on the name and change it.

Framemt

Intre B 1 2 4 4 2 1 2
Phrass 1 L 23 45 6 70
Triplat Pattarn ] % 1 1 2

Pattarn 4 WL 2 3 4 56 7 8
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MIDI Controller Pattern Selection

You can use a MIDI controller or the keyboard (like a Key-Switch) to change between
these patterns. In the pattern selector, select a controller or a Key-Switch range to
change between the patterns.

No Selection:

~ Patlem Salssslis
iV Ho Selecien

Comte | 3

Kby Swich Lo it |' ; |1k3H & [' I

L}

MIDI Controller Selected:

~ Patlem Salssslis
iV Ho Selecien

" Conoolier | =]

Kby Swich Lo it |' ; |1k3H & [' I

L}

Key-Switch Selected (Most Common method):

~ Patlem Salssslis
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Once you have the patterns you want for a song, you can save an instrument perfor-
mance (.GSI GigaStudio Instrument File) that only saves these changes without affect-
ing the default instrument or overall performance setup of the GigaStudio. This allows
you to save custom Pattern Articulation setups for each song you are working on for a
particular instrument. When you compose, you can keep all your GigaStudio Instru-
ment performances and your main overall GigaStudio Performance files in a special
folder for each song you work on.

Details on creating your own Pattern Alternator instruments can be found in the Edi-
tor Documentation in the iMIDI Rules section.
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Controller Trigger

The Controller Trigger allows any MIDI controller to trigger any MIDI note and for con-
tinuous controllers it is velocity sensitive. The faster you move the controller, the louder
the sample plays back.
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Controller:

T Use the controller dropdown to select
= = any of the available MIDI controllers.

1 Mod Whesl -

. 2 Breath Cantraller

3 Undefined

4 Foot Caontraller

5 Portarmenta time

& Data Entry MSE

¥ Channel Yalurme

3 Balance

9 Undefined

10 Pan

|11 Expreszion Control

12 Effect Cantral 1
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Trigger Point Details:

— Trigger Point Detailz

Trigger Poirt; |E4 E % Ascending

" Dezcending

e Mote O
Mate To Trigger: I':4 E - Nzt:D;

™| Owermide Pedal

Trigger point:

This sets the exact spot in the continuous controller range (from 0-127) that the trigger
will occur. For example, you can have the Mod-Wheel trigger a note at its halfway point
with a value of 64.

Ascending & Descending:

This determines weather the controller triggers the MIDI Note when it is moving for-
ward or backward. You can use more than one rule to have the controller trigger the
note from both directions.

Note to Trigger:

This sets the MIDI Note that will be triggered by the MIDI controller.

Note On & Note Off:

This sets weather the MIDI controller triggers a Note on or Note off.

Override Pedal:

This checkbox only shows up when you have selected “Note Off:

Checking this enables the MIDI controller to perform a Note Off even if the sustain
pedal is down.
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Velocity Section:

—Welocity Selection

T acking Senzitivity |5':I E

[ Switch controller logic enabled

I1 oo E Welocity

Tracking Sensitivity:

When using a continuous MIDI controller, you can have velocity sensitivity. The faster
you move the controller, the louder the MIDI note will play. Slower movements will play
the note back softer. This setting allows you to tweak the velocity sensitivity of how the
GigaStudio responds to the MIDI controller.

Switch Controller Logic Enabled:
This check box and Velocity setting are for pedal switch type controllers that are not
continuous. Pedal switches are not velocity sensitive but we can set the trigger velocity

here. If you setting up a switch pedal to trigger a note, check this check box and set the
velocity level to trigger.
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Add & Remove Buttons:
Once you have created a controller trigger, click on the [Add] button to add it to the list.

You can add several custom trigger controllers for some complex effects.

[ had |  Fesee |
Cammry i Trggem Pt

| [erowrdend B mpgees MO TE D (30l Cordrasnm conisole ki) seksfy
ﬁmfﬂquurmnllﬂﬁuﬂli Lowpang] 2ol ok o oo dy
-uwdmuﬁ-llm-lmﬁﬂv 04 - Canfraiout conbols kg velly

i ey

| Eremaring i fell gy MO T OFF 55 D0 - Conbruous conisile

For example, here we have the Mod-Wheel triggering a small scale when pushed for-
ward. (C-D-E-F-G)

Azoending to 25 tiggers MOTE OM @ C4 - Continuous contraller tracking wvelocity
Agcending to 35 tnggers HOTE OM @2 D4 - Conbinuous controller racking welocity
Agzoending to 45 triggers MOTE OM @ E4 - Continuous contraller tracking wvelocity
Azoending to 55 triggers MOTE OM @ F4 - Continuous contraller racking velocity
Agcending to BD tnggers HOTE OM 2 G4 - Continuous controller racking welocity

Use the [Remove] button to delete any item in the list.
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Release Trigger with Tracking

This is a simple looking tool that does some very fancy work.

*When using Release Trigger dimensions, this tool tracks the volume of the
samples as they play.

*When the note is released, the release trigger plays back at an appropriate
volume based on how loud the sample was when it was released.

«It can track the voice parameters such as the ADSR envelopes and base the
release trigger playback volume based on the position of the envelope.

eIt can also track both the parameters and the signal level.

This tool was created to deal with some of the sample libraries that rely on the real hall
ambience of the room they were recorded in for a lush and authentic reverb tail.

By putting the release of the recordings on the release trigger, the results are stunning.
However, there is a problem with this method. Sometimes the samples are expressive
and use diminuendos & crescendos or simply fade out. The problem comes in when
you try to release the hall ambience when the sample has died out or is at a low point
in its volume. This tool solves that problem by constantly tracking the signal level of
each samples and setting the volume of the release trigger samples accordingly.

Check one of the options and click [OK] to enable this tool:

Advanced Release Triggered x|

YWelocity tracking

¥ Dynamically track root note's signal level AND voice paramsters

= Diynamically track OMLY root note's voice paremeters
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The Rule Builder
+This tool allows you to build custom sets of MIDI rules into an instrument.

«It can take any incoming MIDI event at any range and have it trigger any other
kind of MIDI event with its own range of settings.

You can also monitor incoming MIDI events in real time at the bottom of the
screen.

«It is the equivalent of having a built in high end MIDI processor.

*The rule builder enables library developers to create custom MIDI responses and
filters for their instruments.
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Design a Custom Filter:

This is the section where MIDI rules are designed.
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Incoming MIDI: Event

Select an incoming MIDI event type from the drop down list.

Incoming MIDI: Data-1

This will change depending on the type of incoming MIDI event.

«For Note On & Off the data will be in Note Names. (C-1- Gg)

«For all the other controllers the data will be in MIDI control numbers. (0-127)

*Set a minimum and maximum value. Use the incoming MIDI data window at
the bottom of this window to help figure out what Notes or MIDI controller

numbers to use.

Incoming MIDI: Data-2

This will also change depending on the type of incoming MIDI event.
+For Note On & Off the data will be Velocity Levels. (0-127)
«For all the other controllers, the data will be in MIDI control numbers. (0-127)

«Set a minimum and maximum value.

Filtered MIDI: Event

Select the outgoing MIDI event type from the dropdown list.

Use Data 1 from incoming:

This overrides the values entered here and lets whatever values are in the Incom-

ing Data-1 section determine the range instead
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Filtered MIDI: Data-1
This will change depending on the type of Filtered MIDI event.
«For Note On & Off the data will be in Note Names. (C-1- G9)
«For all the other controllers the data will be in MIDI control numbers. (0-127)
+Set a minimum and maximum value. Use the incoming MIDI data window at

the bottom of this window to help figure out what Notes or MIDI controller
numbers to use.

Use Data 2 from incoming:

This overrides the values entered here and lets whatever values are in the Incom-
ing Data-2 section determine the range instead.

Filtered MIDI: Data-2
+This will also change depending on the type of Filtered MIDI event.
For Note On & Off the data will be Velocity Levels. (0-127)
«For all the other controllers, the data will be in MIDI control numbers. (0-127)
«Set a minimum and maximum value.

Use Data 1 from incoming:

This works like before and overrides the values entered here and lets whatever
values are in the Incoming Data-1 section determine the range instead.

Use Data 2 from incoming:

This works like before and overrides the values entered here and lets whatever
values are in the Incoming Data-2 section determine the range instead.

Add New Filter:

Click to add the current filter to the Filter List. You can add several filters at once,
each with their own custom settings.

Modify Existing Filter:

Choose an existing Filter from the Filter List to edit it. This avoids having to cre-
ate an existing filter from scratch.
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Delete & Up/Down arrows:

Select any Filter from the Filter List and delete it or move it up & down with these but-
tons.

xr 4

Filter List:

All the filters that are created and added appear in this list. From this list, you can select,
delete and reorder the filters. The menus in the Filter List reflect the various settings
from the Filter Design area.
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MIDI Activity Window:

This window tracks every incoming MIDI event and puts it in this list.

«This is real helpful for discerning the MIDI controller numbers. Just play a note or
controller and look at the list to see what it is.

«To clear the list, close the interface and reopen it.
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Experiment away with this tool. The possibilities are endless!
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