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Featuring a sequencer, effects, mixer, performance
registration memory, USB MIDI and hundreds of
editable tones, the new Casio CTK-6000 and WK-6500
have all the tools you need to practice, compose and
perform. This collection of next-generation music workstations
will you help discover the musician in you.

CASIO www.casiousa.com
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Meet the MI-AUDIO Venom
12-voice virtual analog synthesizer

Get an aggressive, infectious new sound with Venom™.
Whet your appetite with the included presets, then sink your
teeth into creating original sounds—from subtle to downright
nasty. Perform bass lines and leads with a 49-note, full-size
keyboard that’s designed to satisfy serious players. Easily
tweak parameters from the intuitive top-panel interface, or
explore endless possibilities with the included software editor.
This product may cause a

You can also use Venom as an audio interface with software
such as Pro Tools" M-Powered™—and take your music in

variety of symptoms, including
elevated gain levels, increased
BPMs, high track count, and
uncontrollable excitement.

DANGER

dangerous new directions.




From Instruments to
Music Gomputers,

" o

Has the Music Gear
_You Need!

Sweetwater_is the Best Place to Buy a Computer!

The best way to put your mix together fast is to start with a rock-solid system. With a custom music production computer from Sweetwater,
you'll be ready to hit the ground running. Choose one of our custom Creation Station PCs or a Mac from Sweetwater’s Apple Store, and have
our expert staff set up a complete system, ready to meet your needs. Your computer will arrive fully loaded, with all software installed and all
hardware tested. And thanks to our FREE tech support, your entire system will stay up and running smoothly — no hassles no headaches.

Follow this Tag to check out iZotope Nectar, an all-in-one
vocal plug-in that lets you get professional results fast!

(800) 222-4700 » www.sweetwater.com




Virtual Instruments for
Serious Projects!

Add the power and passion of a complete orchestra to your
music, without leaving the studio! If hiring a live orchestra is
out of your budget, then turn to Sweetwater’s vast collection
of virtual instruments. We have all the latest and most popular
virtual instruments from VSL, EastWest, MOTU, and many
others — in stock and ready to ship for free today.

Mics for All Occasions!

Whether you're capturing an orchestra on a sound stage
or laying down tracks in your project studio, Sweetwater
has the perfect mic for the job. We have hundreds of
top-quality mics to choose from, covering any budget,
and we offer flexible payment options to let you get

the gear you need. Call one of our experienced Sales
Engineers to find the perfect mic for you.

LOWEST —
(171} ' 1 - —
~EBEE ) SweetCare il TOTAL B =T
FREE www.sweetwater.com/support g 8 COVERAGSE Prlces
Professional
= Advice FREE Shipping FREE Technical Support FREE Warranty LOWEST Possible Prices
We're here to help Almost everything ships Knowledgeable pros are here  You won't find free 2-year coverage  Get the gear you want,
answer your questions. to you for free. to back you up. like this anywhere else. at the right price.

Shipping e 2-year Warranty o Tech Support e Professional Advice e Possible Prices
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COVER STORY

WA R M IT U P signal processor plug-in
One of the knocks on today’s digital recording 52 DRUMAGOG 5

technology is that it lacks the warmth of its drum-replacement plug-in
analog predecessors. To help breathe some old-school life into ,
it, numerous plug-ins have appeared that offer tape, tube, and — o
transformer-saturation emulations for your digital tracks. We G .. o
round up eight of them.

L 189 f\.yl !

30 NOTHIN’ FANCY

Cake recently recorded their hit aloum
Showroom of Compassion in a home
studio that features a modest Pro 57 QUICK PICKS
Tools LE rig, a Shure SM58 for vocals,

and a grand total of three mics on the ROYER 8'101

drums. How did they do it? EM caught MG R EUCHE

up with Cake frontman John McCrea TANNOY REVEAL 501A
to find out. active reference monitors

VIR2 VIOLENCE
sampled virtual instrument

BLUE MICROPHONES

SPARK
34 ROUGHING IT condenser microphone
Whether you need to show a client the progress
of a project or send a track to another musician, SOUND RADIX
it's often necessary to do a rough mix. D. James AUTO-ALIGN

Goodwin—an engineer who's worked with The
Bravery, Norah Jones, and Devo, among many
others—reveals his method for doing a rough

mix that sounds good and is quick. - g @
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FIRST TAK?

A Good Forecast

This is my first chance to write this column since the NAMM show, so |
thought I'd share with you some impressions. My biggest takeaway was the
sense of optimism that was present at this year's show, in marked contrast
from the gloomy outlook—due to the recession—of the past couple of NAMMs.
Attendance this year was record-setting. More than 90,000 people set foot in
the Anaheim Convention Center during the four-day event.

In the music production/recording segment of the show (most of which is
clustered in Hall A, especially in a section referred to by some as “software
alley”), there were new products galore. We've got a dozen of them profiled in
the What's New section of this issue on page 12 and a lot more covered in
our NAMM section at emusician.com. As mentioned, there
was a general feeling among the manufacturers that 2011
is going to be a good year. | hope that’s the case, because a
healthy industry will mean that more innovation takes place
and more new products are developed and brought to mar-
ket. Not only is that good for the manufacturers and the
press that covers them, but also for the gear-buying public.

On the subject of new products, when you look at the
product review section in this issue, you might notice something a little dif-
ferent about the ratings. We are now allowing half points. Instead of being
restricted to whole numbers between 1 and 5, EM reviewers now have the free-
dom use the half point (for instance a 3.5 or a 4.5), if they feel it’s warranted.

In essence, this modification changes our ratings from a 5-point to a
10-point system, which allows reviewers more subtlety and nuance in how they
rate products. This change has been instituted not only for full reviews, which
have four different ratings categories, but for “Quick Picks,” which have a single
overall rating.

Those of you who've been reading EM for a while might remember that we
have tinkered with our rating system on occasion in the past. For many years,
we did use the half point. Then, in 2006, after what | recall was about a three-
hour meeting about it (at one period in its history, the EM editoria! staff had
famously long meetings), we decided to go to whole numbers orily, thinking it
would be more direct and would encourage reviewers to “commit” to a particu-
lar rating. But after several years of that, we've decided that a more flexible
system would work better. We want to be as fair and accurate as possible with
how we rate products.

£=1) | emusiciancom | 03.11
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SHURE KSM MICROPHONES Exquisite craftsmanship and exceptional engineering that sets a new
standard of clarity and control. Ultra-sensitive, with extremely low self-noise and superior handling of
high sound pressure levels. Pure audio mastery. Period.

SHURE

www.shure.com LEGENDARY
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U&I SOFTWARE XX

(MAC)

By Len Sasso

hen you want to create MIDI pat-

terns other than by recording or
drawing them in, you typically have two
options: use the arpeggiators, randomiz-
ers, and step sequencers found in most
DAWSs, or build your own pattern genera-
tors in applications such as Cycling ‘74
Max/MSP. U&| Software Xx 5.2 (Mac,
$99; download from uisoftware.com)
offers a powerful alternative by providing
a host of graphical tools to build complex
note patterns. Some tools are complete-
ly rute-based and others include random
elements. Many of the tools can gener-
ate both monophonic (all notes on one
track) and polyphonic parts—you have
24 tracks to play with—and you can limit
the notes on any track to a selected key
and mode. You can play your creations
using the Mac’s generic GM synth,
Xx's complement of very creative and
fully programmable synths from U&l's
flagship software MetaSynth, or your

OPTION-CLICK

Fig. 1: Peter
Cushing’s career
moved backward
between Star
Wars and Top
Secret, but
reversing sound
is a creative
goldmine.
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favorite AU plug-ins
(with some limitations).
Using Xx is not exactly a
no-brainer, but it bears
a strong resemblance
to a standard piano-
roli MIDI editor. Once
you’'ve mastered a few
nonstandard techniques, you'll find it
easy to use. Best of all, you can export
your creations as either audio or MIDI
files for use in your DAW.

You can enter and add notes to
an Xx project in three ways: play them
from a MIDI or computer keyboard,
draw them in using one of 11 tools,
or use Xx's Multi Generator, a 3-track
step sequencer with a twist. The tools
let you enter single notes, chords, ran
dom note clusters, two- and three-part
canons, predefined patterns (you can
add your own), and multimeasure/multi-
track patterns derived from statistical

- sdol lan B

parameters you set. That last tool, the
Random Generator, is context sensi-
tive—its action depends on where you
click and the notes already present. The
Multi Generator is especially useful for
creating drum parts (see Web Clip 1).
You get separate bar charts for pitch
and velocity for each of its three tracks.
You can generate bars randomly or draw
them in, and you can set each track’s
number of steps and scale its tempo.
Using different numbers of steps lets you
generate long, non-repeating patterns—
for example, it takes 42 measures for 3,
7, and 8-beat sequences to repeat. %

BORK! BORK! BORK! YOUR MUSIC

Add Some Foreign Intrigue to Your Tracks

There's a great audio moment in the
'80s comedy Top Secret when Val Kilmer
chats with the big-eyed Swedish book-
store owner (Fig. 1): You quickly realize

the filmmakers are simulating Swedish
speech by playing the scene backward.
| enjoy layering background voices in my
productions, so | thought I'd try that tech-

HEAR AN EXAMPLE OF XX IN ACTION % EMUSICIAN.COM/BONUS_MATERIAL



This group of albums takes us on a mainly instrumental journey through deserts, electronic soundscapes, the psychedelic West of

the future, and the days of the work week.
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Photo by Adam Fleis

STEVE ROACH/BRIAN PARNHAM:
The Desert Inbetween (PROJEKT)
Roach teams up with Parnham to offer
an homage to the desert featuring eerie
soundscapes that mix electronic textures
with organic instruments like didgeridoo
and Waterphone

Commuting (AUGUST SON
PRODUCTIONS)

Elkinson used eight different synths
when recording this three-double-CD box
set of ambient-electronic music. Each of
the CDs represents a different part of
the week, with the music changing from
drone-like to more upbeat to spacey as
the “week” progresses.

YELLOWBIRDS: The Color

(THE ROYAL POTATO FAMILY)
The lone album in this month’s batch
that contains vocals, The Color is the
brainchild of Sam Cohen from the psy-
chedelic collective Apollo Sunshine
Folk-rock song structures mix with spac-
ey instrumental textures to create what

Cohen calls the “4th Dimensional Future
West.”

nigue. First, | pasted an English phrase
into Speak It!, a terrific text-to-speech
app for i0S ($1.99, future-apps.net).
Then | exported the result as an AIFF file
and reversed it in Ableton Live.

Even with music, the effect sounded
like reversed speech so | took it further.

‘:a
‘ bcﬁ. y

THINGS THAT OCCUR iN NATURE:
Snow Flower (THINGS THAT OCCUR
IN NATURE)

This ambient post-rock project features
flowing, often arpeggiated keyboard
lines, with guitars, bass, and drums
woven in around them. Check out the
video that goes with the song “Sky (Fast
Moving Clouds)” at emusician.com.

v

» T ) g . = 1
KEN ELKINSON: Music for E .
A 4

ROBERT MILES: THIRT3EN (S:ALT)
Producer Miles cooks up a blend of
prog rock and electronic music on this
instrumental album that offers synths;
cool, textural guitar playing; and much
more. Robert Fripp is one of several
guest artists.

1‘ﬂ

| translated the text into Swedish at
translate.google.com, pasted that back
into Speak It!, and re-rendered it with a
Swedish voice. (You can preview the voic-
es at acapela-group.com.) The foreign
words added the perfect exotic spice.
—DAVID BATTINO, BATMOSPHERE.COM

Photo by Jed DeMoss

EMUSICIAN.COM

MIDI 101

ALL NEW//
EMBOOKS
The all-new
EMBooks
give you in-depth tutorial tips
and technigues for any recording
project. Now available: Synth
Programming and Laptop
Production at mixbooks.com.

TECHNOLOGY

)

FROM THE
B st -
persPECTIvE I

BLOG// ROBAIR REPORT

Our intrepid former editor blogs
about all issues relating to music
technology and offers periodic
updates as he rebuilds his studio
from the ground up.

LISTEN//
WARM IT & &j
upP

#I

o

AL

P

Hear the

——mm

featured -
saturation
in

plug-ins
use.

LISTEN//
1ZOTOPE
NECTAR
REVIEW
Listen to
reviewer
Steve
Skinner
put this plug-in through its paces.
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HOT NEW PRODUCTS FROM NAMM 3 By George Petersen

TEMPEST /. -
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MOOG MUSIC MOOG LAP STEEL

SLIDING INT@ THE GROOVE

The award-winning technology from Moog

DAVE SMITH INSTRUMENTS TEMPEST

ANALOG DRUM MACHINE

When ma ynth designer Dave Smith gets together with
legendary drum machine pioneer Roger Linn, a firestorm is
likely to be brewing. The result from Dave Smith Instruments
(davesmithinstruments.com) is Tempest ($1,999), a hardware
analog drum machine with six analog voices, each with two
analog and two digital oscillators. Retro and new school in one
monster box, Tempest also features 16 pressure- and velocity-
sensitive pads, two slide controllers, and onboard effects such
as compression, distortion, and beat-synched delay.

Guitar (moogmusic.com) takes a new bend
in the form of the Moog Lap Steel, a 6-string
version featuring a shaped body style and
raised action that's perfectly suited for the
steel player. Offered on a custom basis, the
Moog Lap Steel delivers infinite sustain, con-
trolled sustain, and mute modes—greatly
expanding the expressiveness of the origi-
nal instrument—and features an onboard
Moog ladder filter that's controllable with a
foot pedal. Prices start at $2,895; various
wood/finishing options are available.

MISA DIGITAL INSTRUMENTS KITARA DIGITAL GUITAR

'NO STRINGS ATTACHED

It's shaped like a guitar, but there are no strings. The Kitara Digital Guitar
from Misa Digital (misadigital.com) is played via six switches on each fret
of its 24-fret neck, providing all the notes you'd get on a guitar, while the
player's other hand “strums” a touchscreen using various articulations to
trigger the notes. An onboard synth has 128 preset sounds and a MIDI
output. Two models will be offered: a high-density, injection-molded ABS
polymer body ($849) and a solid-aluminum style ($2,899); both have
8-inch multitouch screens.

£=11) | Emusician.com | 03.11
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FOCUSRITE VRM BOX

'STUDIO MONITORING GOES VIRTUAL

Designed for headphone listening, the
VRM (Virtual Reference Monitoring)
Box from Focusrite (focusrite.com; $99
street) lets users select from 10 pairs

of industry-standard near-field and main
IZOTOPE STUTTER EDIT monitors in an acoustically treated con-

g C C-C-00L S-S-SOUNDS trol room to provide various references

when listening to their mixes. It's all

iZotope s (izotop ) Stutter Edit ($249, Mac/Win, VST/AU/RTAS) virtual—of course—and for more varia-
is a plug-in developed with BT (Brian Transeau) to emulate his signa- tion, convolution-modeled room environ-
ture stuttering audio effects. It requires a MIDI input from your host to ments include a living room, bedroom
achieve its effects, so it only works with certain platforms, which include studio, and a pro studio. The VRM Box
Apple Logic, Ableton Live, Pro Tools (7.4+, RTAS only), Cakewalk SONAR, functions as a high-quality, 24-bit/48kHz
Steinberg Cubase/Nuendo, image Line FL Studio, Cockos REAPER, and USB audio playback interface, and also

MOTU Digital Performer. has a S/PDIF input supporting sample
: rates up to 192kHz.

ROLAND

GUITAR SYNTHESIZER

Combining PCM synthesis with COSM instrument/amp modeling derived
from the VG-99 V-Guitar System, Roland’s (rolandus.com) GR-55 offers
improved playability, features, and sound quality, including onboard virtual
guitars, basses, amps, and synth voices. It can play up to four sound sourc-
es at a time: two PCM synth tones, COSM guitar modeling, and normal
guitar input. Also featured are more than 900 fully editable PCM sounds,
two multi-effects engines, global reverb/chorus/delay effects, an onboard
looper, and a built-in USB audio player with foot control. Price with a GK-3
hex pickup is $799 or $699 without the GK-3.

Foland GR'SS ouran sym-amzem
-

KORG |

'PRODUCTION POWERHOUSE

One of the most tatked-about products at NAMM, Kronos

(korg.com/kronos) features nine synth engines of various )

types and can switch sounds seamlessly (or instanta-

neously) while being played, even from huge 4GB acoustic
piano samples, thanks to its Virtual Memory Technology
and a fast solid-state disk. Onboard effects, a 16-track
sequencer, and 16-track recorder create an all-in-one system. From ethereal textures to complex layered tones, Kronos covers
a huge range of sonic territory, as well as classic keyboards, pianos, tonewheel organs, electric pianos, and orchestral, percus-
sion, and pop sounds. The 61-key Kronos-61 is $2,999; the Kronos-73 is $3,499; and the 88-key version is $3,799.

03.11 | EMUSICIAN.COM | (=] 13



Z00OM R8

MULTITRACK RECORDER

Zoom (zoom.co.jp) took the design of
the R24 and reduced the footprint for
a portable, powerful music production
solution. In addition to 8-track playback
and 2-track simultaneous recording
(44.1/48kHz at 16/24-bit) using SD
memory cards, the R8 ($499) is a digital
multitrack recorder, USB audio interface,
control surface, and a pad sampler. The
R8's built-in drum sounds can be trig-
gered using eight pads and three bank
keys to assign sounds to each track and
create loops. You can also use the unit’s
drum machine to create original backing
beats, or simply output a metronome
for tempo control. The R8 includes a
2GB SD card and supports up to 32GB
SDHC cards for a maximum of 100 track
hours.

ARTURIA SPARK

DRUMS 'N CONTROL

Arturia’s (arturia.com) latest creation is Spark, a hybrid software drum machine with a
hardware controller. Offering analog synthesis, as well as sampled and physical-modeled
sounds, the product is designed for creative beat production. Slated to ship in April at
$599, Spark also features eight velocity/pressure-sensitive pads, 480 instruments/30 kits
(including acoustic drums, modern electronica, and vintage drum machine re-creations),
a 16-key/64-step sequencer, looping mode, real-time automation of all parameters, a

STEINBERG
CUBASE 6

CLEARLY ON BASE

The latest version of
Steinberg's (steinberg.
net) popular cross-
platform DAW software,
Cubase 6 ($499) and

Cubase Artist 6 ($249) offers a bevy of new features, including enhanced
workflow features within the Project window and the Track Edit Groups option
allowing related events on multiple tracks to be grouped and edited simultane-
ously. Other features include Lane Track for convenient multitake comping, a
redesigned transient and automatic tempo detection, phase-accurate audio
quantization, and drum-replacement functions to smooth out any glitches in

live recorded drum tracks.

UNIVERSAL
AUDIO UAD-2 SATELLITE

FIREWIRE DSP ACCELERATOR

The Universal Audio (uaudio.com) UAD-2 Duo
and Quad Satellite family (priced from $899)
of DSP accelerator packages (with two or
four SHARC processors) put the entire UAD
Powered Plug-Ins library within easy reach of
any FireWire 800- or 400-equipped comput-
ers, with no PCle card installation required.
Compatible with a wide range of modern
Intel-based iMacs and MacBook Pros, these
let users run larger mixes in Pro Tools, Logic,
Cubase, Nuendo, Performer, and more—with-
out taxing the host computer’'s CPU.

ALESIS STUDIODOCK

I, 0 FOR IPAD

applications of the iPad and computer used in tandem.

16-track mixer, nine onboard effects, and more.

14 ) | EMUSICIAN.COM | 03.11

Apple's iPad has proven itself ideal in all sorts of pro audio/music appli-
cations, with a near endless supply of useful apps available. Its main
drawback had been a lack of pro connectivity, but the Alesis (alesis.
com) StudioDock ($199), an audio interface for your iPad, features two
XLR/*a-inch jacks (each with its own gain control and switchable phan-
tom power) and MIDI 1/0 ports. StudioDock can also connect to a Mac
or PC using the USB port to send MIDI back and forth for creative, new




SOUND ADVICE

SAMPLERBANKS
ELECTROLYZIUM

Electrolyzium ($46.82, download) from
sample-library distributor Samplerbanks
(samplerbanks.com) is a 1.1GB collec-
tion of loops and one-shots from trance-
label Anjunabeats producer Marton
Levente (aka,
Sunny Lax).
The material is
culled from his
work in elec-
tro, progres-
sive-house,
and trance
genres. You'll
find bass (76),
drum (240),
and synth
(59) loops in
both Acid WAV
and REX2 for-
mats. Tempos range from 128 to 134
bpm, and the loops are labeled with key
information where appropriate. The one-
shots include hundreds of drum and per-
cussion hits with a smattering of sound
effects. Beyond that, sampler instru-
ments and their associated multisam-
ples are provided in Native Instruments
Kontakt, Apple EXS24, Steinberg
HALion, Propellerhead NN-XT, and SFX
formats. These include basses, leads,
and multisampled percussion. Many of
the drum loops are sparse and all are
no-kick style, leaving you with ample
room to fill them in with the individual
hits (see Web Clip 1). Electrolyzium is
also available in Propellerhead Reason
RefFill, Ableton Live Pack, and Apple
Loops versions.

ELECTROLYZIUM

TWISTED TOOLS RICHARD
DEVINE'S ANALOGUE
MICROCOSM

If descriptions like "non-
linear sequential tuned
voltage map,” and
“uses the Cartesian
coordinate system
to unlock the analog
step sequencer from
the shackles of lin-
earity” resonate with
you, that’s all you
need to know about
Twisted Tools Analogue

Microcosm ($39,
download). If they
leave you a little mys-
tified, check out the
video and audio clips
at twistedtools.com
for a closer look.

Sound designer
Richard Devine has
unleashed the full
force of his extensive
analog modular-syn-
thesis studio to cre-
ate this library of 570
WAV files; no software or DSP plug-ins
were used. The samples are spread
across five categories: percussion,
short effects, long effects, crackies
and noise, drones and textures, and
bass (bone-rattling sub-bass sounds).
The percussion section is perfect for
fashioning analog drum kits, whereas
the other sections emphasize effects
and atmospheres. Some of the longer
files (the longest is 43 seconds) have
rhythmic content, but most are pulses,
whooshes, bursts, or ambiences (see
Web Clip 2).

Twisted Tools has fashioned 40 kits
from these files and formatted them for
Native Instruments Battery, Maschine,
and Reaktor (for the included MP16
custom drum machine); Apple EXS24,
Ableton Live Simpler; and Propellerhead
NN-XT. The WAV files are included so
you can easily build kits for other sam-
ple players. You may start out thinking
of this as a sound effects library, but
you'll find it useful for much more.

LOOPMASTERS THE
FUNKY UNDERGROUND

Producer Darren Payton, creator of
Loopmasters’ (loopmasters.com) Fidget
House titles, branches out to deliver The
Funky Underground ($37, download). The
630MB, 24-bit, 44.1kHz
collection includes 500
WAV and REX2 loops at
124,126, and 128 bpm,
along with 600 drum and
sound effects samples
provided as WAV files
and in kits formatted
for popular samplers
such as Apple EXS24,
Steinberg HALion, Native
Instruments Kontakt,

HEAR EXAMPLES FROM THESE SOUND LIBRARIES * EMUSICIAN.COM/BONUS_MATERIAL

and Propellerhead
NN-XT. The material is
suitable for all variants
of house music but
has a decidedly funk
flavor. For added flex-
ibility, the 214 drum
loops include kick-and-
snare, percussion,
and tops variations.
The 111 bass loops
make up the next larg-
est collection. Beyond
that, you'll find a good
assortment of synth, vocal, and electric
piano loops, along with combi loops and
sound effects (see Web Clip 3).

NATIVE INSTRUMENTS ABBEY
ROAD MODERN DRUMS

Native Instruments (native-instruments.
com) expands its collection of drum
libraries of the decades with Abbey
Road Modern Drums ($119, DVD or
download). The first three releases in
the series feature classic sounds of the
'60s, '70s, and '80s. The new collec-
tion brings you up to the minute. It com-
prises a mid-"90s Collector Series kit
from Drum Workshop and the mid-"00s
Pearl Reference Sparkle Kit, recorded
in Abbey Road Studio Two and Studio
Three, respectively.

The collection was recorded through
the Redd 51 and
EMI TG12428
mixing desks,
using SSL 95 mic
preamps, and
modern and vin-
tage mics from
Abbey Road’s
unmatched col- i
lection. The
analog record- e -
ings were then -
converted to the u
digital domain
with Prism ADA-8
converters. The
17.4GB library (7.4GB compressed)
has more than 40,000 samples, with
as many as 27 velocity layers for some
sounds. In addition to the full kits, you’ll
find a variety of specialty drums and
cymbals. Abbey Road Modern Drums
comes with the free Kontakt 4 Player
and also runs in the full Kontakt 4. %
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Yamaha DX7

In 1983, one synth changed everything

In the 1980s, the synthesizer with
the greatest impact was Yamaha's
best-selling DX7. It radically altered
popular music, heralding an age when
electronic instruments saturated
the airwaves and digital polysynths
became the norm. Yamaha could
barely keep up with demand at first,
and analog synthesizers were soon
considered passé. Demand for older
synths dipped so low that you could
snap them up for a fraction of their
previous prices.

Launched the same year as the
MID! specification, the DX7 was one
of the first synths that let you control
one instrument by playing another.
The DX7 relied on frequency modula-
tion (FM) synthesis, a technique that
Yamaha began licensing from Stanford
University professor John Chowning in
1974. FM applies simple waveforms
(modulators) to modulate the frequen-
cy of other waveforms (carriers), creat-
ing complex waveforms by generating
sidebands. Instead of oscillators, the
DX7 had six operators—sine-wave
generators, each paired with its own
envelope generator—arranged in 32
configurations called algorithms. The
resulting sounds varied from pure
tones to rich timbres that simulated
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acoustic instruments more realisti-
cally than previous synths. Keyboard
velocity and aftertouch had enormous
effect on dynamic spectra, making
acoustic simulations more expressive
than had ever been possible.

CHALLENGE AND RESPONSE

Although you could program the DX7
entirely from its front panel, the pro-
cess was far from intuitive. The panel
furnished an unlit LCD, a pair of slid-
ers, and 42 membrane switches that
made 168 parameters available. None
of the familiar building blocks of sub-
tractive synthesis were evident, not

Q Analog synths

were soon
considered passé.

even a filter. Only a fraction of owners
understood exactly how FM synthesis
worked, and hardly any understood how
to program their instruments beyond
the basics. But the DX7's challenging
user interface didn't hurt its popularity,
and it became one of the first synths
you could program on your computer
using editor/librarian software.

From the mid-'80s until
at least the early '90s,
Yamaha's DX7 was the
synth that launched

a thousand hits.

With room for 32 internal patches
and data cartridges each contain-
ing 64 more, the DX7 supplied a
wealth of new and different sounds.
It so authentically replicated the
Fender Rhodes piano, and with
greater flexibility, that sales figures
for real Rhodes pianos plummet-
ed. Synthesized mallet percussion
instruments such as marimbas and
vibes were suddenly in ample sup-
ply, and electronic orchestral strings
gained a rosin-in-the-bow realism that
wasn’t possible with analog synthe-
sis. The DX7 was also one of the first
synths that worked with an optional
breath controller, making detailed
brass and woodwind sounds all the
more realistic.

The DX7 had limitations—it was
monotimbral and had a monaural
audio output—but future Yamaha
synths such as the DX7Il and TX802
improved on the original. Today, FM
synthesizers have all but disappeared,
replaced by the much more capable
Native Instruments FM8 software and
by even more realistic forms of digital
synthesis. %

Former EM senior editor Geary Yelton
resides in Asheville, N.C.
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COMPOSER SPOTLIGHT

Filippo Beck Peccoz got
a bit of sound effects
help from his dog, Link.

Crashing Into the
Indie Game Scene

Filippo Beck Peccoz creates his own blips and bloops

t wasn’t an amazing film soundtrack

that got him interested in compos-
ing. Nor was it a hit TV theme song
or commercial ditty. But at the age of
6, Filippo Beck Peccoz made up varia-
tions on the Mega Man 2 Nintendo
game theme by humming them into a
tape recorder while he was playing the
game. His love for music for games
continued at Berklee College of Music
(Class of Summer 2009), where he
helped create the “Video Game Music
Club @ Berklee” where he promoted a
dedicated game audio curriculum that
was later adopted by the school. Today,
in his native Germany, he continues to
focus on game audio. “! just love the
unique challenges, both compositional
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and technical, that this discipline is
known for,” he explains. “You have
to think about the unpredictability of
a player’s actions and how you, as a
composer, can construct the best pos-
sible system to make the music ‘flow’
despite of this. Game music has its
own voice, and we definitively should
let people hear it!”

You've also done composing for art
installations. What is your attack for
this type of media?

It depends on the artist. For now, I've
mainly done sound designy things—
like setting up speakers in weird places
and jostling waves of sound around the
room—to convert the artist’s vision into

a physical experience. Or, connecting
objects the visitor can interact with to
sound events.

One installation revolved around
the concept of dust: how these tiny ele-
ments settle everywhere and change
the objects around us in time. The artist
brought in an old (and, of course, dusty!)
detuned piano, and we layered her live
playing with old recordings of her child-
hood piano recitals, swirling around the
darkened room, creating an interesting
division between past and present. It
was definitively a very conceptual and
less-technical project. When live sound
interaction is asked for, | tend to use
[Cycling '74) Max/MSP as it's fantasti-
cally flexible and powerful.



Where are you working out of?
| just moved into a new space, sharing
a bigger room with a young developer
team from Munich, the Bit Barons. |
use Digital Performer mostly; | just
love its flexibility in terms of tempo
changes, rubato playing, creating
tempo maps and such. Also, Version
7 is very stable and reliable on my
computer, which is a blessing work-
ing on any project. | use a MOTU 828
mk3 interface and a couple of Genelec
8030s, a great investment.

I'm a bit of a Korg fetishist. | have
a Kaoss pad, a Kaossilator, and an
Electribe hooked up and ready to go at
all times and in reach. | love the idea
of having a bit of outboard gear but in
a compact setting: playing a note on
the MIDI keyboard with the right hand
and mangling the sound on the Kaoss
pad with the left, and then triggering a
guitar sample | made with the ribbon
controller on the Electribe—the pos-
sibilities are endless.

| have two Shure SM81s, which | love
for guitars and percussion recording/
sampling. Then the ever-present SM57
and SM58. Plug-ins | use are the Vienna
Special Edition, the amazing LA Scoring
Strings, a couple of Waves plug-ins | still
have from my Berklee time, EastWest
Silk, and Native Instruments Komplete.
IZotope's Ozone has been a favorite of
mine for some time, too.

Some say that you're part of the “indie
game scene”—those titles produced
without a videogame publisher. What
exactly does that mean to you?

I've been fortunate to find a pretty
large local indie game community in
Munich, which also wants to reach out
to the bigger groups of people in the
U.S. and the rest of Europe. There's
lots of opportunities and drive to
create great games. The Game Jam
is a monthly jam that takes place in
Munich. There's also interest in mov-
ing the art of game audio forward.
Recently, Bit Barons’ Alex Zacherl and

myself organized a Game Audio Forum,
an event geared toward bringing audio
people and game developers together,
which was a success attendance- and
feedback-wise. My personal goal is
to make Munich and Bavaria another
center for cool indie games.

You recently wrapped up sound for
the Astroslugs game. What was your
process?

First, it was important to determine the
general mood of the game. We wanted a
bit of an orchestral touch, coupled with
a lighthearted beat and catchy melody.
| also wanted to make the really pretty
artwork in the World selection scene of
the game stand out: You are presented
a picture of the entire game world, and
there are different regions (the clas-
sic ice, woods, desert stages) that the
player can zoom in by clicking on them.
| created variations of the main theme
for each zone so that by entering, the
player is hearing an appropriate music
for each zone.

We did this by starting six music
loops at exactly the same time in the
game engine, but turning up the volume
just on one of those loops. The engine
then crossfades between the tracks as
the player enters the different zones.
The result is a super-smooth, musically
coherent transition.

Because the core gameplay revolves
around pretty difficult puzzle mechan-
ics, we needed an in-game music that
doesn’t get annoying even after a long
time and doesn’t sacrifice the Astrosiugs
vibe to be appropriate for this gameplay.
We came up with a little music system in
which groups of instruments play semi-
randomly over a fixed, kind of “rubato”
pad loop. This way, the music never
repeats exactly the same way, lending
itself to longer sessions inside the same
level.

| also created the sound effects for
the game and want to thank my dog,
Link, for the great chomping/barking
sounds that made it into the game

after some modifications! It was a lot of
fun coming up with what was needed,
and | really focused on not using library
sounds if possible. That’s another rea-
son why | almost always run around
with a little portable recorder.

As an added bonus, we decided to
release a soundtrack album of a dif-
ferent kind for Astroslugs. | gathered
a group of musician friends and co!l-
leagues, gave them the main melody
and bounced the single tracks out of
[Digital Performer], and off they went
to some arrangement/remix fun. What
came out of this project is a nice con-
coction of different genres and inter-
pretations of the original theme, from
progressive trance to solo piano, all
the way to metal.

So you do a lot of sampling.

| try to as much as | can. I've always
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