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MODPlug Tutorial

0. Introduction

Welcome to the MODPlug Tutorial!
Please take a minute to read the short instructions. After that it will take you no more than 15 to 30 minutes to complete the tutorial and you will be able to make great music at home! 

How does the tutorial work?
Quite simple actually: just read it and do as it says. We'll start with setting up the system and testing it with a sample song. After that we'll create a little dance song, which you can alter anyway you would want. Keep in mind that the screenshots only show part of the full screen and that they may look a bit different than at home, due to differences in resolution and so on. Sometimes, parts of pictures are (intentionally) blurred, because they're not relevant at that moment.

What do you need?
First of all: a computer with a decent soundcard. Although it's even possible to make music on a 386, it is recommended that you have a Pentium. Also note that the software is Microsoft Windows-based. (A Linux version is available at MODPlug Central.)
Second: the MODPlug Quickstart Pack, which is the software that we will be using to create the music. It's a complete and free package, made by Olivier Lapicque. If you haven't done so already, DOWNLOAD it now. Install the program by starting the file "quikstrt.exe" and following the instructions. After installing, your MODPlug directory should include the following files: 

· mptrack.exe (the main program)

· mptrack.cnt (euhm...)

· mptrack.hlp (the help file)

· 8bitdls.exe (this file includes our musical instruments, more about this later)

· readme.txt (this same tutorial in .txt format)

· test.mdz (a sample song we will use later)

Last but not least: lots of spare time. Not because the tutorial takes that long, but you will get hooked up on 'tracking' (i.e. making music on the computer this way).

Need any help?
If you have problems of any kind with the software, you can visit it's headquarters, MODPlug Central. If you see any errors or omissions, or if you have questions regarding the tutorial, just send an e-mail to ALLMUSIC. 

Are you ready? 
Then take a deep breath and dive into the grand world of digital music!

1. Getting started

This section contains instructions for using Microsoft *.DLS sound files with the MODPlug Tracker. We'll have you up and tracking in no time!


Once the Self-Extracting file has installed the MODPlug Tracker Files, locate them in the directory that they were copied to. The default is:
C:\Program Files\MODPlug\Tracker\

...but you may have altered that. Within this directory should be a file called "8bitdls.exe". This is the installation file for Microsofts "DownLoadable Sounds". When you run this file, a simple window will appear asking you where you would like the files installed to. If it is not already there, choose the directory where the MODPlug Tracker has been installed. The installation program should then copy a file named "gm.dls" into the MODPlug Tracker Directory.

Now, we are ready to start. Open the MODPlug Tracker by finding the file named "Mptrack.exe" in the directory that you have used for the *.DLS file. Double-Click on "Mptrack.exe" to launch the MODPlug Tracker.

When the MODPlug Tracker first opens, there will be a blank area, similar to an empty Word Processing or Database Program. Until you choose to Create or Open a MOD file, this screen will be empty.

The first thing that you want to do is to make sure that the MODPlug Tracker is set up properly for your system. If you have used the MODPlug Player, you will be familiar with the Setup. If not, online instructions are available at MODPlug Central. Although this is for the MODPlug Player, the setup of the MODPlug Tracker is very similar.

To enter the MODPlug Tracker setup screen, click on "View" (At the top of the screen) and then choose "Setup". This will bring up the MODPlug Tracker Setup window. The first tab is labeled "General". Most of the selections in this area are self-explanatory. In fact, an explanation will appear to the right of each checkbox if you highlight it by clicking on the words instead of the checkbox.

For the next three tabs, "Sound Card", "Player" and "Equalizer", you will want to follow the instructions that are given at the above URL. The remaining tabs are to adjust the display colors, the MIDI Input capability, and the Keyboard layout.

2. Testing the system
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Once the MODPlug Tracker is set to your system's specifications, you can load a MOD file and test it out. There should be a file named "test.mdz" in the same directory as the MODPlug Tracker files. Load this file by clicking on "File", then "Open", or by pressing the Control Key and the "O" (Letter O) key.

Once the MOD file is loaded, the entire MODPlug Tracker Display will appear. At the top of the screen, under the word "View" should be a row of buttons that resemble the buttons on a tape or CD Player. The one to the far right, next to a box labeled "Octave", is the 'Play from Start' button. Click on this button to begin the playback of the MOD File.

At this point, simply make sure that you can hear the song that is being played. You can adjust the playback effects such as "Extended Bass" or "Reverb" when you are beginning to track.

Now it is time to load your first set of samples. When you ran the "8bitdls.exe" file, it should have installed a file named "gm.dls" into the MODPlug Tracker Directory. Click on "File", and then choose "Add Sound Bank". If you are not already there, browse to the MODPlug Tracker Directory and locate the file named "gm.dls".

Select this file, and then click "Open". When you do this, a folder named "Gm.dls" should appear under the folder named "Midi Library" in the left-hand Explorer-Like window of the MODPlug Tracker. It should look something like:

If you click on the "+" next to the folder named "Gm.dls", it will expand into subfolders, each containing the pre-tuned samples that you can use to create your first song. You can explore these samples by opening each folder by clicking on it, and then double-clicking on the Instrument Name. (In order to do this, you must first stop the playback of the current song by pressing the button with the square in it underneath the "View" at the top of the page.)

If an instrument is looped, it may play longer than you wish it to. If you press the stop button at the top of the page, the playback of the sample will stop.

Now, play the "TEST.MDZ" once more so that you are somewhat familiar with what it sounds like. We will use the new sample set to change the sound of the song.

Stop the playback of the song, and make sure that the first folder under the "Gm.dls" folder, named "Melodic" is open. There should be a list of instruments numbered 0 to 127. 

Click on the tab in the top window that is named "Instruments":
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This will bring up a window showing the options for each instrument in the song. You can play around with these settings as well, but for now we are simply going to exchange one sample for another.

Find the box labeled "Instrument:", toward the upper left of this window. Intrument Number 1 should be the currently selected one. In the box labeled "name:" it should say "Chord". The author of this song simply called this instrument "Chord".

Now, use the arrows on the right-hand side of the box labeled "instrument" to select Instrument number 2. The text in the box labeled "name:" should change from "Chord" to "Deeep Bass". The composer was a little more creative with this name. 8-)

Now, with Instrument number 2 selected, go back to the left-hand window with the list of Instruments in it, and find Instrument number 19: Church Org. 1. We are going to replace "Deeep Bass", which makes up the Bass Line of the song, with "Church Org. 1", just so that the change is obvious.

Left click on "19: Church Org. 1" to select it, and hold down the left mouse button. Carefully drag the instrument from the left-hand window into the black area beneath the instrument settings. (There should be a blue line in this area as well.) When you do this, the text in the window labeled "name:" should change from "Deeep Bass" to "Church Org. 1", but the Instrument Number should not change from "2". You may also notice that the blue line, which represents the volume level of the sample, will change as well.

If it does not read "Church Org. 1" in the "name:" box, but some other name such as "Reed Organ" or "Organ 3", this means that when you dragged the sample into the black area, you moved the mouse upward or downward within the left-hand window. Be sure to drag the sample straight across (horizontally) into the black area, or another sample may be selected in its place.

Once you have successfully changed the "Deep Bass" sample to the "Church Org. 1" sample, play the song again by using the button at the top of the screen, under the word "View". You should notice a dramatic change! You can continue to experiment by changing the instruments in the song with the instruments in your library.

3. Your first song

When you are ready to begin your own song, you can click on "File" and then "New". This will bring up a sub-menu, with a list of the various types of files that you can create with the MODPlug Tracker. For now, choose "S3M", as this is the simplest and easiest type of file to create.

When you have selected "S3M", a new set of windows will appear, exactly like the ones that appeared when you opened the TEST.MDZ file, but these are now all set to their default values, with no samples loaded.

You can choose the samples that you want to use in the same way that we altered the TEST.MDZ song, by dragging and dropping the samples into place.

Unless you already have a melody in your head, the easiest way to get a track going is to "lay down" a drum beat. It is also the best thing to do first since most likely, the drum beat will be repeated throughout the song. We can make a simple dance drum beat using the samples that you have now:

Select the Samples tab from the top window on the right-hand side:
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* Notice that the S3M file does not contain an "Instruments" selection, or a "Comments" selection. These were more advanced features that were added to tracker such as Impulse Tracker (IT) and Fast Tracker (XM). Scream Tracker (S3M) did not support these features, therefore they do not appear in the list.

Once the "Sample" window is selected, you can drag and drop the sample that you want to use into it. Since we are going to "lay down" the drum beat first, the logical choice is a bass drum.

At the very bottom of the folders list under the "GM.DLS" folder, there is a folder named "Drum Kits". It should appear something like:
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Open the "Drum Kits" folder by clicking on the "+" next to it, and a sub-folder of the various drum kits will appear. You may notice that many contain the same samples, and that many of the samples do not sound at all like what the names are - for that I blame Microsoft.

In any case, find the folder named "24: Electronic" under the "Drum Kits" folder:
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and open this folder by clicking on the "+" next to it. You will now see a listing of the drum samples that are in this category. Find the sample named "B-2: Acoustic Bass Drum". Drag and drop it into the black area in the Samples window. The Waveform of the sample should appear in the black area, in a red line, and the name "Electronic" should appear in the box labeled "Name:". If you wish to hear the sample, find the button in the samples window with the musical note on it. This is the sample preview button. You may notice that this sample sounds more like a snare drum when you preview it, but we are going to fix that.

Now that the Bass Drum Sample is "loaded", we can begin to create the bass drum "Pattern". Click on the tab labeled "Patterns" at the top of the window:
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You will see a window that looks something like this:
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4. Your first song (continued)

Make sure that you are at the very top of the patterns window, you should see row number "0". Now, in channel 1, row 0, double left click on the first row of dots:
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When you double left click on this area, a window will pop up giving you your options. It should be labeled "Note Properties - Row 0, Channel 1":
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There is a drop-down menu in this window that allows you to select the note and octave that you wish to play at this part. For now, choose "C-5" from this drop down menu. "C-5" means, 'Note C Octave 5', or in this case, 'middle C'. Most samples play back as they were recorded at middle C, so if you have a vocal sample and do not want it to sound funny, use C-5.

When you have selected "C-5" from the drop-down menu, move to the drop-down menu next to it labeled "Instrument". This menu allows you to choose which instrument you wish to use. Since there is only one sample loaded so far, the one named "Electronic", this is the only Intrument that will appear, however, you have the option of not using any instrument at all, so there are two selections in this menu. Choose "01: Electronic".

With these two items selected, the area in Row 0, Channel 1 should now show:
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If this is the case, press the close button on the smaller window named "Note Properties". Now, press either the Play button at the top of the page, or the Play button that is located in the Patterns Window, that resembles this:
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The difference is that the Play button at the top of the screen will play the song from start to finish, where the button that is in the Patterns window will only play the current pattern and then repeat it.

When you press either Play button, you should hear one drum hit, which doesn't sound much like a bass drum at all, in fact, it sounds like hitting wet cardboard. So, we need to fix this. Hit the Stop button at the top of the page to be sure that playback has stopped, and go back to the top of the Patterns Window where the bass drum info is located: 
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Double left-click on the "C-5" to bring up the editing window, and select "C-4" from the drop-down menu. 
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Close the smaller window, and press the Play button again. It should now sound much more like a bass drum, as we have just dropped the sample down 1 octave, from octave 5 to octave 4.

Now that we have a better sounding bass drum, we can fashion the beat. The easiest way to do this is to cut and paste what we have already. This works just like a Word Processor. Highlight the "C-5 01" using the Shift key with the arrow keys, or by using the mouse, the same way that you would highlight text in your Word Processor. Make sure that both the "C-5" and the "01" are selected.

With them both selected (in black), hit Ctrl-C to copy, or right click and choose Copy from the menu. With this information now in the Clipboard, we can Paste the bass drum into the Pattern. Using the arrow keys, move the 'cursor' (Highlighted black box) to the first row of dots in the first grey line after the current one, which should be row number 4, Channel 1:
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With the first row of three dots highlighted, hit Ctrl-V or right-click and choose Paste from the resulting menu. This should put another instance of the Bass Drum in this row:
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Continue to do this in each grey line up to row 12:
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Now we have one group of bass drum beats, which makes up one 'measure'. If you press the Play button now, you should hear four bass drum beats in a row. Press the Stop key to make sure that playback has halted.

You could either continue to paste each drum beat one at a time, or you can select the entire measure and Copy and Paste it. Using the arrow keys + Shift, or the mouse, highlight the entire measure with all four instances of the bass drum, and hit Ctrl-C or right-click and choose "Copy" from the menu. Go down to the next grey line, which should be row 16, and put the 'cursor' in the first row of 3 dots. Hit Ctrl-V or right-click and choose "Paste". This should put four instances of the bass drum into the next four grey rows. Continue to do this at rows 32 and 48 to fill Channel 1 with the bass drum beats. When you press Play, you should have a consistent bass drum beat.

Now, we should add the typical dance beat cymbals. It is time to make a new sample! Choose the Samples Tab from the top of the window:
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Now, on the top left-hand side of this window should be three buttons. The one in the middle should look familiar, as it is the standard "Open" icon (An open folder). The one on the right is also familiar, as it is the standard "Save" icon (A floppy disk). The one on the left may not be so familiar, but it is the one that we need. This is the "New Sample" button. (It should look like a piece of paper that has been 'dog-eared'.) Clicking it should advance the number in the "Sample:" box to 2. Make sure that this is the case, otherwise you will overwrite the bass drum sample.

With the number "2" appearing in the "Sample:" box, find the sample called "F#3: Closed Hi Hat" from the "Electronic" menu that we got the bass drum sample from. Carefully Drag and Drop it into the black area of the Samples window.

Now we have a problem, as this sample is also named "Electronic". Click in the "Name:" box and erase the word "Electronic", and in its place type "Closed Hi Hat".

Click the "New Sample" icon again to advance us to sample number 3. Make sure that you are on sample number 3, and locate the sample named "A#3: Open Hi Hat" from the menu on the left. Drag and Drop this sample into the black area of the Samples window, and rename it to "Open Hi Hat" in the same manner as you renamed "Closed Hi Hat".

5. Your first song (continued)

Okay, most dance tunes start with just a bass drum beat, so let's leave that first beat as it is. To continue with the song, we need a new Pattern. (So far there is only 1).
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...and you should see the bass drum pattern that we created before. In the top portion of this window is a similar arrangement of buttons, with a "New Pattern" icon in place

of the "New Sample" icon. Before you click this, however, you need to tell the Tracker where you want the new Pattern to be.Below a box labeled "Pattern Name:" is an odd-looking arrangement of buttons and a slider bar: 
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This is the sequence bar, which is where you can tell MODPlug Tracker the order in which to play the patterns in your song. Many times, inspiration strikes late, and you want to add something to the beginning of your song. You can do that by rearraging the patterns in this sequence bar.

We are just making a simple song, however, so we need the next pattern to come right after pattern "0". Click on the box to the right of the box with the "0" in it to highlight it. When that box is highlighted, click on the "New Pattern" button (The one with the 'dog-eared' page on it), and a "1" should appear in that box:
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You can also use this bar to navigate throughout the various patterns in your song. Click on any of the pattern numbers, and that pattern will appear in the editing section below.

We want to have the bass drum pattern continue throughout the song, so we need to carry it over from the first pattern, "0" to the next pattern, "1". To do this, go to pattern "0" by clicking on the "0" in the sequence bar, and then make sure that you are at the top of the pattern. (Row 0, Channel 1). Right-Click in the box for Row 0, Channel 1 and choose "Select Column" from the resulting menu. The entire Channel should become highlighted (in black). Press Ctrl-C or Right-Click and choose 'Copy' to copy the pattern into the Clipboard.

Now, go to pattern "1" by clicking on the "1" in the sequence bar. You should now see a blank pattern. From Row 0, Channel 1, hit Ctrl-V or Right-Click and choose "Paste" to paste the bass drum pattern into the Channel. Now, pattern 1 should look like pattern 0. In the upper right-hand corner of the editing area, there is a box that displays which pattern you are currently viewing, in case you get lost.

Now we can start to add the cymbals. Go to Row 0, Channel 2, and double-left click on the first set of 3 dots to bring up the Note Properties box. Let's take a tip from our experience with the bass drum sample, and use note "C-4" again for the Cymbals. Select "C-4" from the first drop-down menu, and choose "Closed Hi Hat" from the second. It should have the following information in Channel 2:
[image: image19.png]Chaneel 1| Channel 2

LI 72






Copy this information into the next 2 rows, by using the Copy and Paste feature:
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Now, to give it a dancy feel, we want to have the Open Hi Hat on the third beat, so hange the number "02" in row 2, Channel 2 to "03" simply by highlighting it and typing "03". This will tell MODPlug Tracker to play Sample number "03", which we know is the "Open Hi Hat". Sometimes it is quicker to simply type in it like this, as opposed to using the drop-down menus.

Now, your pattern should look like this:
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Highlight those three cymbal entries, and paste them into the pattern on Channel 2, so that the first cymbal hit is always on a grey line, and there is one blank space between each set of three. This allows the Open Hi Hat to ring for a brief moment:
[image: image22.png]Channel 2





Copy and paste it to the bottom of the Pattern, and then, press the Play button at the top of the page. You should hear the first pattern of bass drum beats, and then the Hi Hat cymbals should come in for the second pattern. Press the Stop button at the top of the page to make sure that playback has been halted.

6. Your first song (continued)

Time to add a little more to this tune, so do the following. Go back and review if you forget how to do any of the steps:

1. Add a new Pattern, making sure to insert it after the pattern we just worked on.

2. Add a new Sample, and make it "D#3: Hand Clap", changing the name to "Hand Clap".

3. Copy and Paste the previous pattern into the new one. Now that there are two channels, it may be easier to select the whole pattern by hitting Ctrl-5 (On the Num Pad), or choosing "Select Pattern" from the Right-Click Menu.

4. When you have pasted the bass drum and cybmal info into the new pattern, add the Hand Clap info to Channel 3:
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Repeat this pattern starting from row 32, so that the first Hand Clap in the copied set is on row 36. Press Play to make sure that it is correct.

Now it would be a good idea to save this S3M by clicking on File, and choosing "Save". You can use the deault name of "Module1" or make up a name like "My1stmod".

7. Your first song (continued)

Now that we have enough of a beat laid down, let's add some bass... 

1. Create a New Pattern after the one that you added the Hand Claps to. You should now be up to Pattern "3".

2. Copy and paste Pattern "2" (Bass Drum, Cymbal, Claps) into Pattern "3", making sure to start the paste from the top of the Pattern (Channel 1, Row 0).

3. Create a New Sample. Go into the first "Melodic" folder of "Gm.dls" and find the sample named "33: Fingered Bass". Drag and Drop this into your new Sample, you should not have to rename it. This should be sample number 5.

4. Enter the following into Channel 4 of your new Pattern:
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Once this information is entered, hit the play button to hear how it sounds. At this point, it is best to use the Play button in the pattern window so that only the current pattern is played, unless you want to wait through the entire song.

Now, you may notice that the bass sounds OK, but could be a little louder... There are many ways to fix this, but the easiest by far is to simply copy the information into another Channel. Copy Channel 4 into Channel 5 so that the two are identical, and play the pattern again.

The bass should play out for two patterns, so create a new pattern, which should be pattern 4, and copy pattern 3 into it. We will just leave it as is, so that the bass plays for two whole patterns.

Here's some fun stuff, we're going to add a lead to the song. Follow these instructions, reviewing the past parts if need be:

1. Create a new pattern. This should be pattern 5.

2. Copy and Paste pattern 4 into pattern 5.

3. Create a New Sample. This should be sample 6.

4. Drag and Drop the instrument named "90:Polysynth" into the Sample. You should not have to rename it.

5. Insert the following pattern data into pattern 5, paying close attention to the Channel and Row numbers:
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There's a note cut on row 48, channel 7, represented by "^^". This will end or cut the current note that is played. To enter a note cut, double left click on row 48, channel 7 and choose note cut from the bottom of this drop down menu.

Okay, let's stop here for a second. Since we are doing the lead synth part, we should jazz it up a bit, and you do that by adding "Effects" to the notes that you are playing. We have been entering simple "chords" that go along with the bass line in order to enhance it. Now, we are going to do something slightly more fancy to finish out the pattern.

You may have noticed a tab labeled "Effect" in the popup window that appears when you double left click in a pattern to enter a note. When you click on this tab, you will see a drop-down menu, and a slider bar. When you enter the note for row 56, choose "D#6" and instrument "06", and then click on the "Effect" tab.

From the drop-down menu under the "Effect" tab, find and choose: "Exx Portamento Down". This effect will 'slide' the pitch of the note downward, similar to a "pitch bend" wheel on some keyboards. When you have "Exx Portamento Down" selected, slide the slider bar until the value reads, "Portamento Down: -16". There should be the value "E10" in the last column of 3 dots on row 56, as shown in the diagram above.

Now, copy and paste the "E10" from row 56 into the remaining rows. You don't need to enter any note information, so it should look like this:
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This should provide us with a nice sliding effect on the last note. Go ahead and play it.

8. The end... is only the beginning!

That's it for the MODPlug Tutorial! 
But your journey has only begun. With a little patience and some experimenting you will be able to create your own music in a much higher tempo than you can imagine now. But in case you need any help, software or instruments: surf the Web. You can start at ALLMUSIC with the FREE DOWNLOADS section or follow LINKS to the best sites in the tracking scene.


Credits: 
The original of the MODPlug Tutorial was written by Mister X a.k.a. Kim, the online version and this document are adaptations by Kokki. 

Need any help? 
If you have problems of any kind with the MODPlug software, you can visit it's headquarters, MODPlug Central. If you see any errors or omissions in the tutorial, or if you have suggestions or questions, please don't hesitate to contact ALLMUSIC.
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You can find the Online MODPlug Tutorial, free software, links and more at

http://start.at/allmusic

http://www.crosswinds.net/~kokki

(For an example of 'quality tracking' as an art form, using patterns creatively and the like, check out the file titled "GOODEX.MDR" in your Tracker directory.  The sound quality is

not phenomenal, but the talent in using a tracker is evident. Be sure to watch the song in the Tracker patterns to see what I mean.)
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