3.2 MSX-MUSIC

3.2 MSX-Music Extended BASIC

L5EBASIC

3.2 #,5RBASIC
3.2 Extended BASIC

3.21 =&

3.2.1 Summary

MSX-MUSICIZ(F, &H#EELZEBEICHERATE S & 312, MSX-MUSICHREBASICAARE S TLY
F9, FEOAIECALLMUSICO & S ICHERRAT— A Y FORRATY, CALLIEZ (74 —/3—)
TRATZEET,

MSX-MUSIC®D#i5EBASICIEZMSX-AUDIOHEEEBASICODH T+ v FMRTY, MSX-AUDIOA®
PCMESEQ Y Y FLRERFERATEF A, Ff-. BEBEH TESLHZITMSX-AUDIODEREITIEDIT
THYFEITHN, FLELYFIT L, 2 —F—FEOFIRMSX-MUSICTIF1EFRIA,
MSX-AUDIOTIF9EF®)EHYET, HAELaTY FIZDWTIX, 3.2.5 MSX-AUDIOD &
T—hAD ] ZBRELTTSL,

MSX-MUSIC extension BASIC is prepared for MSX-MUSIC so that each function can be used
easily. Usage is the form of an extended statement like CALL MUSIC. _(underbar) can be
substituted for CALL.

MSX-MUSIC extended BASIC is a subset of MSX-AUDIO extended BASIC. PCM related
commands for the MSX-AUDIO and cannot be used. And tone might be as close as possible
MSX-AUDIO sound but slightly different and there is also a limit of 1 user tone at MSX-MUSIC,
against MSX-AUDIO 9 tones. Please see "3.2.5 Statement of MSX-AUDIO" for the commands that
cannot be used.

3.22 CHOEMDRRE

3.2.2 Notation for this chapter

<deleted image>

3.2.3 §i3EBASICaT Y F—%
14ERT— kA FCALLX & £IZERLET)

avrU R4 W oRe R—

AUDREG FRLSIDL R AICEEEEAHFT, 228
Write a value to the register of the sound source LSI.

BGM NI DTS5 FRBZETINEINERELET, 228
Select whether to perform background processing.

MUSIC MSX-MUSICY R T LE#EE L FE T, 229
Initialize the MSX-MUSIC system.

PITCH FMERODEZFDES(EVYF)ZEEZAFET, 230
Set the FM synthesis sound pitch (pitch).

PLAY BEZI2—2v92o0505—YITLEA>TEELEY, 231
Play music according to the macro language to music.

PLAY PLAYXMWEREREZHINEINERLET, 235
Return whether the PLAY statement is playing music.

STOPM NP5 FCERITHPDOPLAYXDER#EZELELET, 235

Stop playing the PLAY statement running in the background.
TEMPER BR(TURZIAVMNEEZET, 236



Set the temperament.

TRANSPOSE FMERDEFIZHLTEY FMEMTRRAZEZAFT ., 237
Set the transposition in cents for the musical sound of FM synthesis.

VOICE FMBBRDEF ¥ U RILICER(RA R)EEEICIEELET, 237
directly sets a tone (Voice) for each channel of the FM sound.

VOICE COPY BBI/INTGA—FT—ADEEETVET, 242

Instrument parameter data copy.

3.2.4 #3EBASICDfRER

CALL AUDREG

e

Function

BRLSIOL SRR IEEEETAAFET,
Write a value to a register of the sound source LSI.

7 =X
Syntax
CALL AUDREG(K LR A BEE> <E>[<F¥oRILES>))

CALL AUDREG (<Register number>, <Value> [<Channel number>])

B
Explanation
FRLSIDLCRBIZHS BEERAETVET . YRATLAVI I T7HARNYRAALTDTUA
[FAICEZTRAATLWSL DR ZIZIE, RN GEVEECRATLOBILL LIFABREGIEENH
VES,
<FroRILBEE>F0. FLEFEERLEBTFNAEGY FEA. TNIEMSX-AUDIOYEFRBASIC & D
HEfMZLD-HICAEINTVS LD TMSX-MUSICTIEFEKREZHLEFEH A,
Write to the register of the sound source LSI. The register that is writing frequently, you may re-boot
the system and if there is no effect of the required system software because the interrupt.
Executes a writing to a sound module LSI register. The system software works on the interrupts so if
the register is being frequently written, this command may not be effective or a restarting of the
system may become necessary.
<Channel number> must be omitted or 0,. This does not have a meaning in MSX-MUSIC with those
that are provided for compatibility with MSX-AUDIO Extended BASIC.

x M

Example
CALL AUDREG(&H20,0)

CALL BGM

#RE

Function
NP TS5 FRBEITINEINERELFET,
Selects whether to perform background BGM processing.




£

Syntax

CALL BGM(<Z#>)

CALL BGM(<Variable>)

R

Explanation

<EBSFOFEEFX1DEZLEY ., ROELSLEREHLET,

0 PLAYXD/Nw DT 50 MREBZEITHIEL, 1 PLAYXD/NY 7750 FREZETS,

055252 ETIATIIVURRBETEHIENTEET .

<Variable> The value of 0 or 1 is taken and it has the following meanings.

0 Don't perform background processing of a PLAY sentence.

1 Perform background processing of a PLAY sentence.

It can be considered as foreground processing by giving 0

X i
Example
CALL BGM(0)
PLAYXD/Ny 9 T 5% 0 FRBEITHAEL,

CALL BGM(1)

PLAYXD/Nv 9 T 590 FREZETS,

CALL BGM(0)

PLAY Without background processing of the statement.
CALL BGM(1)

PLAY With background processing of the statement.

CALL MUSIC

R

Function

MSX-MUSICY R T LEHHIELET,
Initializes the MSX-MUSIC system.

7 =
Syntax
CALL MUSIC[([< E— F>]L[0][ <PLAYXFEAXFIIADTF ¥ o RILE>[<PLAY X E2XF I~
DF ¥ 2RI >[,.. [ KPLAYXEIXFIIADF v > JLE >N

CALL MUSIC[([Mode] [, [0] [, [number of channels for the PLAY statement 1 string] [, [number of
channels for the PLAY sentence 2 string] [,... [, [number of channels for the PLAY statement 9

string]I1N1IIDN]

).
Explanation
FELSIDWHE E EBIZMEDFMEBREDF ¥ U RILEED LS ICHERT 2 EHRELET,
MUSICXIZ & Y #IHAE Z 4TS £TIE. TRTOIIRBASICAT— A Y MEFRATEFEFEA, <
E—F>F0MT, OIF) XRLEZ2FALEVE—FT, 13V XLE22ERITZE—FTY,
DALEZHERIT ABEICIEF Y oRILT, 8, OZFALFINT, EFIHEZAIDEIEY6F~
DRIIZHEYET, LizA>T, PLAYXTHEAT H5F v o IILEIE ) X LFERABICIZ6LUT., U
ALEFEDODRWVEEIRUTTHIVELHY FT,

FrUoRIILDOFEREIY BTIE, PLAYXTIE, FrYoRrILBSD/NSWVVA(123. )0 0EYHET




F9,

INTA—BRE1DULEBELZBE. thD/AS A -2 DEBREBFEOMEIXOE LY £,
PLAYXDXFHADF v o ILEE, OICEKEL-VAEBLIZYT S LETEFEA, RO
FSRBLTTEL,

Specifies how to use the 9 channels of FM sound along with the initialization of the sound source
LSI. No extended BASIC statements will be available until it initializes by a MUSIC sentence. The
<mode> is 0 or 1, 0 is the mode which does not use rhythm sound, and 1 is the mode which uses
Rhythm sound. Rhythm sounds use use channel 7, 8, 9, so 6 channels are left for musical score.
Therefore, the number of channels used in a PLAY sentence needs to be nine or less, when not
using rhythm and 6 or less when rhythm is used.

The use of channel assignment, the PLAY statement, assignment from (1, 2, 3, ...) the smaller
channel number. If you specify one or more of the parameters, the default value of other parameters
is 0.

You will not be able to or omitted, set to 0, the number of channels to a string of PLAY statement.
Refer to the following examples.

CALL MUSIC(0, O, 0, 5, 0)
0% E%7E L TIXULMTF ALY (llegal function calllZ%: %)
Do not set to 0 (Results in lllegal function call)

CALL MUSIC(0, O, 1, , 0)
t HHE L TIXULNMF %LV (Syntax errorl 2% )
Do not omit (Results in Syntax error)

INTHA—=RIG L TEDLNEFFIZIL,
When it is used without parameters, it will be the same as
CALL MUSIC(1, 0, 1, 1, 1)

ERULCIZRYET, THbhb,

FMERDF ¥ U RIL1ZEPLAYXDRYIDXFFIZE Y HTS,
FMERDF ¥ R JL2EPLAYX D2EB DXFFH|IZEY H TS,
FMERDF ¥ R JL3EPLAYXD3IFBHDXFFH|IZEY H TS,

) ALEZPLAYXDAEZFBDXFIIZEY B THERAT S,
PLAYXDS5EFB UKBTEE EF TOXFIIIPSGEREROHIEIZE|IY X TS,
EVWSEKRIZAEYET,

MUSICX ZETTdE. PRATLDEIYRAAD T v I BMSX-MUSICO LR TLY I b7z 7IC
oY ENZDOTEYRAAREIL—F DA —N—~y FHER, PXTFLORIL—Ty bHYE
TLFET, £, MUSICXIET—I T Y FHERDI=HICHE TCLEARXIZHE TSI L &7
TLWAHDT, HIMEM(CLEARXMDE2/35 A —2 —([ZHB L FT)A807/3 1 MPECBRES

n, EREIARTIVT7ShET,

That is,

e The channel 1 of an FM sound is assigned to the character string of the beginning of a
PLAY sentence.
The channel 2 of an FM sound is assigned to the 2nd character string of a PLAY sentence.
The channel 3 of an FM sound is assigned to the 3rd character string of a PLAY sentence.
Rhythm sound is assigned to the 4th character string of a PLAY sentence, and is used.
From the fifth PLAY sentence until the seventh string assign PSG sound source control.

The overhead of interrupt handling routine increases when you run the statement MUSIC, hooks
interrupts because the system is linked to the system software of MSX-MUSIC, the throughput of
the system is reduced. In addition, when the MUSIC statement is executed it wil run the CLEAR



statement internally to reserve work area space, is re-set to a small 807 byte (equivalent to the
second parameter of the CLEAR statement) HIMEM, and all variable will be cleared.

X #

Example
CALL MUSIC
TIHILEDEREET B,
For the default settings.

CALL MUSIC(0,0,1,1,1,1,1,1,1,1,1)
1F ¥ U RIVT DPLAYX DX FHIZEIY B T3,
Assign one string of PLAY to each channel.

CALL PITCH

R

Function
FMERDEZTDER(EYF)EEZAFET,
Set the pitch of a musical tone of FM sound.

7 =
Syntax
CALLPITCH(KE Y F1>[<EwF2>))
CALL PITCH(<pitch 1>, [<pitch 2>])

& B

Explanation
FMERTRELET HAEFOESEHELFT . <EVF>DHEIT410~459TEMII[HZTY
PROCHDT CLEDADE (@2)DERBTERERLET, FIVRAR—XEFMJILITHETE,
T 74 FDIEIF440T Y,
EVvF(FERLIEFSVRAR—RE)EEZ DL ALBPEREHLZLVEZRIFMENDENE S
AELLFET, PSGERICIFEALGVDTIELTTSEL,
EvF28EELTELEREEINET, TNIEMSX-AUDIOHEIRBASICE DEMMEE & 5 -DICHE
INTLSHLDTMSX-MUSICTIIEKRZFLEH A,
b5 Y RAR—XIZDTIETRANSPOSEDIE#SHB L TTF &Y,
| specify the pitch of the musical tone generated by the FM sound. The range of <pitch> in the
410-459 unit is [Hz]. | represent the pitch at the frequency of (a2) the sound of A just above middle
C. Can be set independently of the transpose, the default value is 440.
Pitch of the FM sound except for the sound that does not have the pitch and rhythm sounds change
as you change the (transpose value) or pitch. Please keep in mind that it does not act on the PSG
sound source.
Pitch 2 is ignored if specified. This does not have a meaning in MSX-MUSIC with those that are
provided for compatibility with MSX-AUDIO Extended BASIC.
Refer to the section of TRANSPOSE for transposing.

X #

Example
CALL PITCH(440)




PLAY

#®Re

Function
BEEI1—2vIRIOFU5—DMML)ICLER > TERLET,
Plays music according to the music macro language (MML).

7 =
Syntax

PLAY[#<E— F> |]<XFI>S[<XFH2>[[<XFHB>]...[ <XFFH13>]
PLAY[#<Mode>] <string 1> <string 2>, <string 3>] ... [, <string 13>]

& B
Explanation
PLAYXIIBEREERT 2MT. FMEIR(9). HEXDPSGERQ)D&EK12FEF TRIFFFEFEA AL
TY ., <XFH>IZEMFEZIa—2vo3oaZ075—IMML)IZLEA>TERLET,
thDILEEd S E 2L YCALLXIIBHESH Y FH A,
<E—F>FONL3FETHIEZ LY. PLAYXDEROCHEE—FZROKLSICERELEFT,
o OVAEBEINI-LEEIPSCOANTRELY ., XFIEFRRIDETELYFET, HEXD
PLAYX & B 4N HY FY
o 1D&EE, Tlllegal functioncalll &7 Y F9 . ZHIEMSX-AUDIOHEIRBASIC & D E %
FLBHHITAESINTWLWSHLDT, MSX-MUSICTIZEK®RZELEEA,
o 2FFIFINDLEE, FMER. YRXLE,. PSCHERZEZMEATEET, QDL ELINDLEET
BEICEWEHY FEA),
<XFH>EFREDBEREWOMNSIRIZ,
<FMEBRAXFII>,. . <FMERAXFIIn>, <Y XLEFAXFHI>, <PSGERAXFJI
> <PSGERAXFF2>, <PSGERAXF3I3>
EHYFET, nEMUSICXTERE SN2 —2v 9300505 —CDEKRTT,
MUSICXTY RLEZFEALLGVE—FIZRELRLBSE. YXLERAXFIEA T EHICE
BELAETAIENTERA,
ffl& L THHAREDMUSICXIZH T 2 XFIDEINEHITHERDESICHEYET,
<FMEBRAXFI> <FMERAXFS2> <FMBRAXFHI3>, <Y XLEAXFII>, <
PSGEIRAXFSI1>,<PSGEIRAXFFI2> <PSGEIRAXF5I3>
Those that play music, can be up to 12 concurrent speech voice maximum FM sound source (9),
PSG sound traditional (3) PLAY statement. Plays music macro language they are written in the
<string> according to (MML). Unlike the other extension instruction CALL statement is not required.
<mode> takes the values from 0 to 3, and sets up the sound source and operational mode of a PLAY
sentence as follows.

e 0 and when it is omitted, only PSG serves as a sound source, and a character string is set to a
maximum of three. There are a conventional PLAY sentence and compatibility.

e When 1, it will be "lllegal function call". The “1” is provided for compatibility with MSX-AUDIO
extended BASIC, which has no meaning in MSX-MUSIC.

e When 2 or 3, it can use FM sound, rhythm sounds, the PSG sound source. (There is no difference
in behavior when three in the case of 2).

The relation between a <character string> and a sound source becomes order from the start with <the
character string 1 for FM sounds>, --, the <character string n for FM sounds>, <the character string for
rhythm sound>, the <character string 1 for PSG sound sources>, the <character string 2 for PSG sound
sources>, and the <character string 3 for PSG sound sources>.

n is the number of the music macroscopic language set up in the MUSIC sentence.

When it sets to the mode which does not use rhythm sound in a MUSIC sentence, you have to omit the
character string for rhythm sound with a comma.



It is as follows if the array of the character string to the MUSIC sentence of initial setting is raised as an

example.

<The character string 1 for FM sounds>, the <character string 2 for FM sounds>, the <character string 3 for
FM sounds>, <the character string for rhythm sound>, the <character string 1 for PSG sound sources>, the
<character string 2 for PSG sound sources> <character string 3 for PSG sound sources>

X Bl

Example

PLAY#2,"CD","EF","GA"

Sa—2v9To05 05— MML)DOHHE
Specification of the Music Macro Language (MML)

FMEFR. PSGERMMLD#k
Specifications for FM sound source, PSG sound source MML

#£7.23 FMER. PSGEIRAMMLOH#H—%K
Table 7.23 Specification list of FM synthesis, PSG sound source for MML

And generates a sound that was in the time being by the
number of intervals in {} tuplet, the n minutes note, 1 = n

< 64

This is tuplet, and generates sounds of which a nth note is

X E K {ED & 58E | HHREE
Character Meaning Range default value
Mn IoANO—JEBDEKRE Setthe envelope period 1=n=65535 [M255
Sn IoANO—TJHIKDEEE Set the envelope shape 0=n=15 S0
Vn EEMNRTE Setthe volume 0=n=15 V8
Ln KEMDHRTE Length setting 1=n=64 L4
Qn EDOREENDEA Ratio of the length of the sound 1=n=8 Q8
On A2 —TDERE Set the octave 1=n=8 04

A4 B2 —T%1DLIT% Raise one octave
< A9 32—T%#1DTFIf% Lower one octave
Tn T URMERTE Setting the tempo 32=n=255 T120
Nn NTHEESN-BIOEERET D 0=n=96
The sound of the height specified by n is generated.
Rn AFFDERTE play a pause 1=n=<64 R4
A~G SR DA Occurrence of pitch
+# E%#¥ 5 E(F% Raise the sound semitone
- E%FETIF5 Lower the sound semitone
(EVA |BEROURFORSE15ETS
F) The length of a note or a rest is increased 1.5 times
=X; INTGA—BAnZEEHXTHET S
Set the parameter n in the variable x
XX; XFEHXITA>TLAIMMLEERT (1)
Plays MML contained in the string variable x (*1)
& A4, AIROBEDHC
Connects two notes
{} n ERF, nnEFZE (| OPOFROEHRTESIZLI-E LnTHRESINT:
ZHEET SH,1=n=64 &




equally divided by the quantity of pitches that are written
between {}. 1=n=64

@n nEDFRICUVEZ D 0=n=63
Changes to the tone of No. n.

@Vvn BETHICEET D 0=n=127
fine-tune the volume

@Wn NTHEIN-REFLITKEERET D 1=n=64 LnTHRES
The length specified in the n simply continues to state =&
Continues the state by the length specified by n.

Yr,d FRLSID LR Ar2dEEEAL
d is written in the register r of sound generator LSI.

Zd lllegal function call] (27 5 (*2)
Results in “lllegal function call” (*2)

MIOIYAEBELEESE., COY/ALURICEMATIOEZESZLFTEFEA. EVVES
BEIS—ERYET,

*2 MSX-AUDIODIHE . MIDIFR— FADH A E NS EKRTT A, MSX-MUSICOIZEIFT F—IC
BYFET,

*1 If you use this macro, you can not write a macro after this macro. It results in error if you do it.

*2 In MSX-AUDIO, it is meant as the output to a MIDI port, but in MSX-MUSIC, it results in error.

1) X LB FAMMLOH#
Specification of MML for rhythm sound

DALEDHE. 12OMMLTEBIZVDS DAMDEERET H-OICETEAEFEL =ik
BRAZEEVET, FTHLLEVEREZERTEDORICREZERLET,
In the case of rhythm sound, since some sound is simultaneously generated in one MML, a different
description style from the object for music is taken. Describes the length and then side-by-side
instrument you want to play first.

#7.24 Y XLERAMMLOHH—K
Table 7.24 Specification of MML for rhythm sound

XF E oK fED & S HiE | MR EE
Character Meaning Range default value
B INR B35 LE%EHAE Generates bass drum sound
S AR T K5 LE%EHEAE Generates snare drum

sound
M 2 L3 LEEFE Generates tom-tom sound
C L UNIVE EHE Generates cymbal sound
H N 1Ny BB EHE Generates hi-hat sound
!

BERIDEBRDBEZT7 7Y bR a—AICT
%

Volume of the last musical instrument is made into
accent volume.

n BERIETICEMMEEZTEHLEL. nDBEFSE|1=n=64
=)

Generates a tone that was written immediately
before, and waits n minutes note content

Vn T2 FDFVWTWENEZTOEEFXHRTET [0=n=15 8
%)

Set the volume of the tone that is not accented




@An T2 FDHFVWTWEAEBENDTEEZRET D [0=n=15
Set the volume of the tone that is accented

Tn. @Vn. Rn, =x, Xx. FFMERERHETT.
Tn, @ Vn, Rn, = x;, Xx;., Is similar to the FM sound.

/]|

Example
"BSH8H8S!H8HS8"
o NRL ART. NNy +ERLL, 8RERIMFLET,

o NANYFERLL., 8ABEMRAFLET,
o ARTETIEUMIZFTNANY FERL LBABRAFHFLET .
o NANYFERLL., 8ABEMRAFLET,
e Plays bass drum, snare, hi-hat, and wait for eighth note minute.
e Plays the hi-hat, and wait eighth note minute.
e Waits for eighth note minute and plays the hi-hat accented snare.
e Plays the hi-hat, and wait eighth note minute.
MML & & &R & DR E

Correspondence between MML and each sound source

KI2SMMLEEBREDHIE—K

Table 7.25 List of Correspondence between MML and each sound source

X F|FMER|PSGEIR
Char| FM PSG
chip chip
Mn *1 v
Sn *1 v
Vn v v
Ln v v
Qn v *1
On v v
v v
< v v
Tn v v
Nn v v
Rn v v
A~G |/ v
+# v v
- v v
v v
=X; v v
XX; v v
& v v
{} n|v *3
@n v *1
@Vn |V *1
@Wn |V *2




Yrd |/ "1
zd |4 -1
TREREINFET,

2RnERFTY,
“BPSGHRICH L TIIEATEFEA, BATSHEIS—ITBYET,
*4 MSX-MUSICTIRI S —I2H Y £,

*1 Will be ignored

*2 |s equivalent to Rn.

*3 It can not be used against PSG sound source.It will result in error if it is used.
*4 In MSX-MUSIC, it will result in error.

CALL PLAY

R

Function
PLAYXMWEREBRERNESINERLET,
Checks whether PLAY statement is playing music.

7 =
Syntax
CALL PLAY(KPLAYX®DR k1) V5 BEE> <E#HEL>)

CALL PLAY([PLAY statement string number], [variable name])

& B;
Explanation
PLAYXDZ2a—U 9 F1—DREZRAR, FF v URIDEREERETEINEINZFHIETL.
BEERTHNIE1, TITHRIFNIFODEEZRLET, L. AR UITBSLELTONERS
NEBEIEIVWTAIDR ) U THEERTHNIE-1E, TS5 THEIFNIFOZFRLET,
PLAYXDR k) T HS(E. MUSICXTIRE LR M) DT #+3FETHEZIET, THbhB5.
MUSICX CHEE LI=FMERIZIMZA3F ¥ > RILDPSGERICODVWTEHMTT .

Each channel plays music, examine the state of PLAY music queue if while playing, and then
determine whether or not in 1, otherwise returns a value of 0. However, if O is given as a string
number returns 0 if any channel is playing and 1 otherwise.

String number for the PLAY statement can be used up to + 3 string number specified in MUSIC.
Namely, in addition to FM MUSIC statement, 3 channel PSG sound source is valid.

X #

Example
CALL PLAY(0,A):PRINT A

CALL STOPM

R

Function
NV IG5 RTRITHDPLAYXDERZFIELET,




Stop playing the PLAY statement running in the background.

& A
Syntax

CALL STOPM

B
Explanation

NV DTS5 FCERITHDOPLAYXDEEDERXZILLLET,
Stop playing the PLAY statement running in the background.

CALL TEMPER

#®Re

Function
BER(TURTAVMNEEZFET,

Set the temperament.

7 =
Syntax
CALL TEMPER(KBEEE>)

EEES 0~21

CALL TEMPER (<Temperament number>)
Temperament number  0~21

& B

Explanation

BREEZDHDAT—FAVLT, FM%iJﬁid);?é ICHEEEZFET,
BRIINAVE—TE2EDE S GHETI2E ’\ilﬁ‘éb\i—&&’)é%@'ﬂ EEE ISEYF: 5

ENBLTWSEEDNET,
T4 MEFOBDTEEFHETT,

A statement that gives the temperament, which in turn affects the pitch of the musical tone of FM

sound.

Temperament decides by what kind of ratio to divide 1 octave into 12 sound, and classical music is

told that classic temperment is suitable.
The default value is the perfect temperament of No. 9.

&5 g

Nu Temperament
mbe

r

0 E#4 335 X Pythagoras
1 =—2 k—> Meantone
2 JTILY I A RHZ— Velcumeister
3 D)LY T4 AXFA—(*) Velcumeister (*)
4 | Tz IA4RXA2—(Hl) Velcumeister (other)
5 |[FILUAN)LH— Kinberger
6 |FILUANJLA—(*) Kinberger (*)




7 JryOvT 4 - ¥4 Vallott, Young
2 E— Rameau

9 |EEFHE(T IAILE) Completely equal temperament
(default)

10 |fiIEfEcA ¥ ¥ —(a~< 4 F—) Justintonation ¢ major (a minor)
11 |fiEfEcis A ¥+ —(b) Just intonation major cis (b)
12 |[#IEfEdA ¥ v —(h) Justintonation major d (h)

13 |ffilEfEesA 2 4 —(c) Justintonation major es (c)
14 |filEfEe A 2+ —(cis) Justintonation e major (cis)
15 |#fIEfEfA 2 v —(d) Justintonation major f (d)

16 |ffilEfEfis A 2+ —(es) Just intonation major fis (es)
17 |fEIEfEgA 2+ —(e) Justintonation major g (e)

18 |ffilEfEqis A ¥ v —(f) Justintonation gis major (f)
19 |#IEfEa+ ¥ v —(fis) Justintonation a major (fis)
20 |fHIEfEbA L v —(g) Justintonation major b ()

21 |#IEfEhA ¥ ¥ —(gis) Just intonation major h (gis)
MIFESEFTKIZEL B,

(*) according to Mr. Tatsuji Hirashima.

o]

X

Example
CALL TEMPER(0)

CALL TRANSPOSE

W RE

Function
FMEROEFICH LTy FEMTRBALZEAFET,
Set the transposition in cents for the musical sound of FM synthesis.

' X
Syntax
CALL TRANSPOSE(L F 5 Y AR—XE1>[ < b T U RKR—X{E2>])
CALL TRANSPOSE(<Transpose value 1> [, <transpose value 2>])

& B
Explanation
BRZTSODRT—FAV T, BldtEY T, ThlE. FEFZE100& LI-BHRADER
T NF U A—TLEIFBICIF. 1200652 F 7,
bSO RR—XEE L THSNDEHIE, +12799LURTTH. ERICIEFMEFROBTRIZE ST
HEESDHELNIFRENAES ., EEHIEFILSIOHRICEY ., 222 FTWETY,
FSURAR—RBFEYFEFMILTHETEFET, MUSICXIZ K HHHALDEROTT . Ev
FIZDOWTIEPITCHX ZSR L T FZ& LY,
bSO RR—RE2IFIEE SN THERLET . CNIIMSX-AUDIOHEERBASICE DE#MEE & B
HIZAEEIN TS EHED TMSX-MUSICTIEER®RZHFELEH A,

It is a statement for transposing and a unit is a cent.
This gives +1200, in order to be a unit of the transposition set to 100 and to raise 1 octave of
seminotes.




Range for allowable transpose value is within £ 12799, but outside the range of a certain height by
the sound of FM synthesis is limited in practice. Due to limitations of LSlI, the pitch system is two
cents about .

Transpose can be set independently of the pitch. Value of the initialization by MUSIC statement is 0.
Please refer to the PITCH sentence for pitch.

The transposition value 2 is ignored even if specified. This provided in order to keep compatibility
with MSX-AUDIO extension BASIC, and it does not have a meaning in MSX-MUSIC.

X #

Example
CALL TRANSPOSE(0) CALL TRANSPOSE(0,700)

CALL VOICE

" e

Function

FMERDEF v U RILIZER ((RAR) ZEESRELFET.
Directly sets the tone (Voice) for each channel of the FM sound.

£
Syntax
CALL VOICE([K F v Y RILTADRA ZASL[KF ¥ U RIL2BADRA X >, [<F v URIILIAD
RAZX>))
RAR=@+8fE Fr=I1F. BINEHKE
CALL VOICE([<Voice for channel 1>], [<voice for channel 2>], ..., [<voice for channel 9>])
Voice = @+ numerical value, or array variable name

g
Explanation
BRLSIDOF ¥ U R ILHAHFMEBERDENENICEREZRELET,

BEROEREAEICIF2OHY ET,

VATLIZHEABNTWAERSA TSV EFESHRICE, 0~3DFENESEHAICLYIE
ELET. COBEICEBXDFNC@ESTZ 2T TROBRINERHRBERALFET,
TATILIZKYBRNIA—FEE5EZTHRETHHEICE. BIERICER/INZA—FEAN
TEDEIEHZZEZREELET .,

BRNSA—FDT+—7 v FOFHMITVOICE COPYXDFEHRESHBL TS ZELY,
NTGA—RHEEHRLEFYy UoRILDBRIEIEEINFEEA,

BRIA4T3) (R126BRIATF)—EXKSR) O35 HMVTOENERDL, BRIIE
HCEETIHEEIRABIIBRLMIZIETEFTFEA. BHEEELLIELEZEZFNTA—4
FD—BFBGRID/INT A —F M FRFRIZEITLI-CALL VOICEXDFREDHDNEMELY F9,

Sets the tone for each of the FM signal source from channel 9 of the sound source LSI.

There are two ways to set the tones.

If you use the built-in sound library system, specify a number of 0~63. In this case, @ sign is
attached before expression and it distinguishes from the following array variable name.

If you want to set the tone parameters given by the program, specify the array variable name to put
the sound parameters to the array variable.

Please refer to the description of the VOICE COPY statement details of the format of tone data
parameters . Does not change the timbre of a channel whose parameter is omitted.

When setting up with the tone to which * mark is not attached among tone libraries (Table 7.26 refer
to tone library table), and an array variable, only one tone can be set up simultaneously.

When it is going to carry out multidata input, only a setup of the CALL VOICE sentence performed
at the parameter or the last on the rightmost side of a parameter sequence becomes effective.




X #
Example
CALL VOICE(@26,@27)
FrYoRIDBRII2EFML2TBOERIZEYET,

The tone of the channel 1 turns into the same tone of No. 27 as channel 2.

CALL VOICE(@20,@10)

CALL VOICE(,@21)
FroRIDBERIIBERMLIBELYET,

The tone of the channel 1 will be same tone 21 as channel 3.

CALL VOICE(A,,B)

FroRIIDERIFZERMEBE VNSEINERTRESNSGFTRLELGYET,

Tone of channel 1 will be tone set by the array variable named the same as the B 3.

The instrument of channel 1 will be same with channel 3, which is the instrument set by the array
variable called B.

x i
Example
CALL VOICE(@0,@0,@0,,,,@7,@7,@7) CALL VOICE(@0,@0)
BEIERDAFELTIAITZTVIZEREINTLSELEDTY,

Abbreviations are those that are registered in the library as the name of the tone.

®726 BERSIATSV—RR
Table 7.26 Tone library list

ERES T8R4 o)
Tone Voice Name Abbreviation

number

0 Piano 1* Piano 1

1 Piano 2 Piano 2

2 Violin* Violin

3 Flute 1* Flute

4 Clarinet* Clarinet

5 Oboe* Oboe

6 Trumpet*® Trumpet

7 Pipe Organ 1 PipeOrgn

8 Xylophone Xylophon

9 Organ* Organ

10 Guitar* Guitar

11 Santool 1 Santool
12 Electric Piano 1* Elecpian
13 Clavicode 1 Clavicod
14 Harpsicode 1* Harpsicd
15 Harpsicode 2 Harpscd2
16 Vibraphone* Vibraphn
17 Koto 1 Koto

18 Taiko Taiko




19 Engine 1 Engine
20 UFO UFO

21 Synthesizer bell SynBell
22 Chime Chime

23 Synthesizer bass* SynBass
24 Synthesizer* Synthsiz
25 Synthesizer Percussion|SynPercu
26 Synthesizer Rhythm  |SynRhyth
27 Harm Drum HarmDrum
28 Cowbell Cowbell
29 Close Hi-hat ClseHiht
30 Snare Drum SnareDrm
31 Bass Drum BassDrum
32 Piano 3 Piano 3
33 Electric Piano 2* Elecpia2
34 Santool 2 Santool2
35 Brass Brass

36 Flute 2 Flute 2

37 Clavicode 2 Clavicd2
38 Clavicode 3 Clavicd3
39 Koto 2 Koto 2

40 Pipe Organ 2 PipeOrg2
41 PohdsPLA PohdsPLA
42 RohdsPRA PohdsPRA
43 Orch L Orch L

44 Orch R Orch R
45 Synthesizer Violin SynViol
46 Synthesizer Organ SynOrgan
47 Synthesizer Brass SynBrass
48 Tube* Tube

49 Shamisen Shamisen
50 Magical Magical
51 Huwawa Huwawa
52 Wander Flat WnderFIt
53 Hardrock Hardrock
54 Machine Machine
55 Machine V MachineV
56 Comic Comic

57 SE-Comic SE-Comic
58 SE-Laser SE-Laser
59 SE-Noise SE-Noise
60 SE-Star 1 SE-Star
61 SE-Star 2 SE-Star2
62 Engine 2 Engine 2
63 Silence Silence




BRNGA—=ZT—=ADOIT4+—T v k

BFRNIA—FEROROESITI1ERH-YR2NA FDT—RZFEVET,
FRL—=20EARL—F1DT—2BFELLDDEBYRLICE>TVET,

Instrument parameters data format

A tone parameter uses 32 bytes per one tone of data, as shown in the next table.
The data of the operator 0 and the operator 1 is a repetition of the same thing.

®7.27 FRNRFA—EDI+—T v
Table 7.27 Format of a tone parameter

o€y b RE
Offset Content
Ny
Header
0~7 =K
Voice Name
8~9 A REEH
Voice transposition
10 bit0 FILT) XLz
Algorithm *
bit1 ~3 J4—FEnvs
Feedback
bit4 EEE -y F*
Fixed pitch *
bit5 AMD/PMD B — K/ gE*
AMD/PMD load possible *
bit6 PMD*
bit7 AMD*
11~15 FH9
Reserved
ARL—%0
Operator 0
16 bit0~3 MULT
bit4 KSR
bit5 EG
bit6 PM
bit7 AM
17 bit0~5 k—%JLLAJL Total level
bit6 ~7 LARILF—R4—)L Key scale level
18 bit0~3 T 474 LAk Decay rate
bit4~7 72w L4+ Attack Rate
19 bit0~3 JIJ—XR LA  Release Rate
bit4~7 B RX T4 > LAJL Sustain level
20 bit4~7 A T4V EY T 4(0~8)*
Velocity sensibility (0~8)*
21~23 %9 Reserved




FRL—%41
24 bit0~3 MULT
bit4 KSR
bits EG
bité PM
bit7 AM
25 bit0~5 k—%JLLAJL* Total level
bit6 ~7 LARILF—R4—)L Key scale level
26 bit0~3 7474 L4 bk Decayrate
bit4~7 T2y L4+ Attack Rate
27 bit0~3 JIJ—R LA  Release Rate
bit4~7 B R T4 2 LAJL Sustain level
28 bit4~7 NAY T4V EY T 4(0~8)*
Velocity sensibility (0~8)*
29~31 FH9

*IEIMSX-AUDIOE DEMMED=DIZHZ LD T, MSX-MUSICTIEEKRZHFLFHA(BRS
nEz9),
* For compatibility with MSX-AUDIO. In MSX-MUSIC, it does not have a meaning (ignored).

CALL VOICE COPY
" oRe

Function
BRNFA—FT—2DEELTVET,
Do the instrument parameter data transfer

' X
Syntax
CALL VOICE COPY(L /ST A—R1> <IN A—72>)

NG A= 1=@+BRF = (TERINEHA

INS A =R 2=@+BKXEERIL63THITNIER Y FRA)FIXERINEHEZ

Parameter 1=@+ expression or an array variable name.
Parameter 2=@+ expression (a result will not become, if it is not 63), or an array variable name

g B
Explanation
B EBTRIATITVO0~63)DETHDT—FDEREEITVET ., NFTA—RI1OBRNZTA—4
FEFINTA—R2TEELFEFT, QEBADEESNIZLEZIE, TOREDCHERTHEEINDE
BEEOERT—ANHREBYET,

The data between arrangement and a tone library (0763) is transmitted. The tone parameter of the
parameter 1 is transmitted to the parameter 2. When @ and expression are specified, the tone data
of the timbre number specified by the result of the figure is applicable.

V=RV A =B NHEETEIBFRESII0~63D 3 DMV TNENWEEDES TT A,
TAARTAT—LIVINTA—F2)IHBETEHIERESILGIIRY T, V—R(U\TA—4
NIT*ENDFHWNTWSERESEIEET S L lllegal functioncall] &Y FET,



Although the timbre number which can be specified as sauce (parameter 1) is a number of the tone
to which * mark is not attached among 0763, the timbre number which can be specified as a
destination (parameter 2) is restricted to 63. If the timbre number to which * mark is attached to
sauce (parameter 1) is specified, it will become "lllegal function call."

@EENLENEEDERBERINEREALEIN, TORNBIEEDRRICEYVES, 1D20F
BINTA—RF3211 FOREAHYET, BBENTA—FDFEMRICONTIE, TR727 EE
NFGA=BT—=E3DT+—T v b ZSBLTIZEL,

It is considered that a variable identifier in case there is no @ sign is an array variable, and the
contents are the targets of transmission. One tone parameter has a length of 32 bytes. Please refer
to "Table 7.27 Format of tone parameter data" for the details of a tone parameter.

X #
Example
CALL VOICE COPY(@17,@63)
17TEDERT—5 %63FICEHET 5,

The tone data of No. 17 is transmitted to No. 63

DIM A%(16):CALL VOICE COPY(@28,A%)
28BDERT—F EEHNEHALICERET 5,

The tone data of No. 28 is transmitted to A% of an array variable.

CALL VOICE COPY(A%,@63)
RINZEBAWDER T —8 Z63F(IZEET 5.
The tone data of A% of an array variable is transmitted to No. 63.

3.2.5 MSX-AUDIODART—F AV b
3.2.5 MSX-AUDIO Statements

UTDOMSX-AUDIOD R T— kA > k&£ T llllegal function calll &7 Y ET,
XELEDEEWNAH > THLRKRTY,

All of the statement of the following MSX-AUDIO become "lllegal function call." It is the same even if
the mistake on grammar occurs.

ADPCM/PCMBEED R T— kA >+
ADPCM/PCM-related statements

CONVA, CONVP, COPY PCM, LOAD PCM, PCM FREQ, PCMVOL, PLAY PCM, REC
PCM, SAVE PCM, SET PCM

AVRYIAY FEAEDRT— AV K
Instrument related statements
INMK, KEY ON/KEY OFF, MK PCM, MK TEMPO, MK VEL, MK VOICE, MK VOL

MKERSXEED R T— kA > b
MK record statements
APPEND MK, CONT MK, MK STAT, PLAY MK, REC MK RECMOD

NERT 0T 5 LOFUE L
Call of an external program
SYNTHE, APEEK, APOKE






