EDIT

EDIT

1. Rhythm Setup

Ehythm Tones are assigned to the Key Numbers C1 1o €8, When Key
Messages are roceived by the Rhythm Parl, the Rhythm Tone assigned
16 that Key Number is played, resulting in rhythm perlonmance.

Each Key Number can have an independent Pan and Level, allowing
riivihm  performance in a desired balance. As well as the Preset
Rhythm Tones (63 kinds), original Tones you have programmed can

be used as Rhvthm Tones,

a. Editing Procedure

% The Editing procedure does not automatically rewrite oid data.
Therefore, the edited data will be erased if the unit is turned off, If you

wish to retain the edited version even after the unit is turned off, take

the appropriate writing procedure (page 85) for each Key Number.
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EDIT

Step 1 Push the RHYTHM button {the indicator lights up),

Step 2 Using the DISPLAY buttons, change to the Manual Drum Display,

Step 3 Push the EDRIT button.

Now, the kevboard is rcady Tor manual rhythm performance.

FE

% The Key--Rhythm Tone assignment preprogrammed by the manufacturer

is shown on page 84.
Step 4 Push the key to be edited.

II you wish 1o select a kecy that excecds the maximum range ol the
keyboard, (ransposc the pitch of the keyboard using the DISPLAY
buttons belorc assigning the key., When the keyboard is transposed,
the Key Transposc Indicalor lights up.

T 1 octave
upper
rFs
LASEY oy standerd
-
l 1 octave
lower

[l
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Step B

Step 6

Using the Cursor Buttons, call the parameter to be edited.

The value of the selected parameter flashes.

Change the value using the Value Control Knob,

Tone: A Rhythm Tone (from the Preset Rhythm Tonmes rl to ré3,
and Internal Tones il 1o i64) can be selected. At OFF, no
Rhythm Tone is assigned,

Level - The level of the volume can be set from ¢ to 100. Higher
values increase the wvolume,

Pen: The positioning of the sound image in the sterec output can
be set from 7> to<7. At > <, the posilion is in the center,
<7 the far right, >7 far left.

Reverb Switch: Turn this ON to obtain the reverb effect.
% The rhythm patterns are programmed using ths Rhythm Tones which
have besn assigned to specific Key MNumbers, and therefore may be

changed after the assignment is edited.

*When a Rhythm Tone from the internal memory is used, the pitch may
be changed dapending on the key assigned to the Tone.

* Changing the Pan value may not atfact the sound as expected in some
Tones because of the Structure setting. (see page 109}

*When using a Tone made by using only one Partial, 8 panning positions

are available,



Step 7

Step 8

EOIT

*When an Internal Tone (i1 to 64) is used as a Rhythm Tone, the ENV
mode (see page 124) of the Tene is automatically set to NO SUSTAIN
(therefore it may sound different). This, however, does not apply to a
rhythm tone in Track 8 or that played by MIDI messages sent from
an external keyboard or device, then it is played according to the ENV
mode setting. So, when you are making 8 Rhythm Tone, it may be
necessery to set a NO SUSTAIN envelepe,

To write the edited parameter, take the appropriate writing procedure
{as explgined on page B5.)

Push the EXIT button to retrieve the Manual Drum Display.
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[Preset Rhythm Tones] [Preprogrammed Rhythm Setup]
No. Tone Name Number of Partials
63 | Mative Drum-3 - tTmoooe
01 Closed High Hat—1 1 w | Native Drum-2 i c7
rQ2 Closed High Hat—2 1 61 Native Drum-1
ro3 Open High Hat--1 2 % | Ride Cymbal (short) F———
r04 Open High Hat-2 2 3 High Tom Tam 3
ros Crash Cymbal 2 36 | Crash Cymbal [short) —
08 Crash Cymbal (short) 1 5 Widdle Tom Tom-3
rg7? Crash Cymbal (mute) 1 riz | Clased High Hat-2 ——
rQ8 Ride Cymbal 2 " T ow Tom Tomo3
rog9 Ride Cymbal (short) 1 o Snare Drum6
riQ Ride Cymbal {mute) 1 -
r23 | Snare Drum-5 I—ﬁ
ri1 Cup 2 122 Snare Orum-4
rle Cup (mute’ 1 P TP —
r13 China Cymbal 2 g P — I cE
114 Splash Cymbal 1
115 | Bass Drum—1 2 i Bell
(16 | Bass Drum—2 1 52 [ Waod Black F——
P17 Bass Drum-—23 2 r37 High Pitch Tom Tom-1
r18 Bass Drum—4 1 6 | Triangle f——
1o Snare Drum—1 1 ris High Pitch Tom Tom-2
r20 Snare Drum—2 1 7 | Castanets ——
rel Snare Drum- 3 1 i Brush-2
2?2 Snare Drum -4 2 -tk Brush 1
r23 Snare Drum—5 1 56 | Claves T
r24 Snare Drum—86 1 g Cup (mute)
r25 Rim Shot 1 55 | Quijada | —
o6 Brush—1 2 5 Long Whistle Cs
r27 Brush—2 2 33 Shart Whistle
128 High Tom Tom—1 1 52 | Maracas T
r29 Middle Tom Tom—1 1 o Cabasa
r30 ng Tom Tom—1 1 w0 | Low Agoge
r iddie Tom Tom— -
133 | Low Tom Tom—2 1 T B
r3d High Tom Tom- 3 2 ,4.;, Lo\.; Coma
r35 Middle Tom Tom-—3 2 y -
r36 tow Tom Tom—3 Z a5 | High Conga. }——
137 | High Pitch Tom Tom—1 1 i High Congs (mute)
r38 | High Pitch Tom Tom 2 1 ‘it {Low Bongo 1 camice ¢
r39 Hand Clap 1 i High Bongo _ |
rd0 Tambourine 1 e Ride Cymbal {mute)
rd1 Cowbell 1 12 | Snare Drum-3
r42 High Bongo 1 0 Crash Cymbal {mute)
r43 Low Bongo 1 a1 | Cowbell | E——
r44 High Conga (mute) 1 ra Splash Cymbal
145 High Corga i rat | Tambousine  ——
rdg Low Conga 1 a Cup |
rd’v High Timbale 1 3 China Cymbal
rd8 Low Timbale 1 05 | Ride Cymbal ]__—..
r49 High Agego 1 5 Figh Tom Tom-2
rb( Low Agogo 1 05 | Grash Cymbal
r51 | Cabasa 1 23 High Tom Tam-1 c3
r52 Maracas i 1 -3z Middle Tom Tem-2 .
153 Short Wh_rsﬂe 2 21 | Open High Hat 1 ]
154 1 Long Whistle 2 = Middle Tom Tom 1
rbb Cuijada 3 2t [Open High Hat-?
rhB Claves 1 — I
r&7 Castanels 2 i Low Tom Tom-2
rE8 Triangle 2 i1 | Closed High Hat-1 }———
59 | Wood Block 1 el Low Tom Tam-2
r60 Bell 2 [#14 Snare Drum-2
gl Native Drum -1 1 % | Hand Clap F———
652 Native Drum- 2 1 i Snare Drum-|
g3 MNative Drum 3 1 125 | Rim Shot _|—_
OFF 0 6 Bass Drum-2 2
s Bass Drum-1__




b. Writing Procedure

Step 1

Step 2

Step 3

Step 4

Step B

Push the key to be edited.

Push the WRITE button.
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Push the WRITE button.

EDIT

The Memory Protect function is cancelled temporarily and ihe Display

is returned to that in Step 2.

Push the ENTER button,

If the writing procedure is completed, the Display responds as shown

below, then returns o the Edit Display.
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2. Patch and Timbre

a. Patch

1) Editing Procedure

A Patch (in the Performance mode) and Timbre {in the Multi Timbral
Mode} consists of various parameters, How the Tones are played will
be changed by ediling thcse parameler values.

Turn to the Performance Play

mode (the Performance and Synth
Indicators light up). then lake the following procedure,

*Your edited version does not automatically rewrite existing data, and

therefore will be erased when a different Patch is selected or the unit

is turned off.
procedure {see page 1013,

To retain the edited data, take the appropriate writing

Step 1

Step 2

Step 3
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Call the Patch to be edited.

Push the EDIT button.
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Step 4

Step &
Step 6

Step 7

EDIT

Select the parameter to be edited using the DISPLAY buttons,

— ® Patch Name
¢ Y ® Patch Level
#Tone Balance
& Raverb Leve!
® Reverb Time
® Reverb Type
# Reverb Switch (Lower/Upper}
s ar ® Assign Mode {Lower/Upper]
= ® Bender Range (Lower/Upper|
#®Fine Tune {Lowsr/Upper!
& Key Shift {Lower/Upper)
# Tane Select {Upper}
#Tone Select (Lower)
H ® Split Paint
® Koy Mode

*¥If more than twe values are shown in the Display, select one of those
using the Cursor Buttons, The selected value will flash showing it is
ready to be edited.

Change the vailue with the Value Control Knob.

Repeat Steps 4 and § as many times as necessary.

To write the value you have set, go to the writing procedure (page
101).

*To leave the Patch editing mods, push the EXIT button.
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Patch Parameters

A Patch s made of the following paramclers.

|::> Audio Signal

—m Control Signal

Patch

ey Skt

Fire Tune

Bencer Range

Aszsign Moode

}\F

Upoar Tane

Koy Wade

L

—

Lower Tone

R

=

Tone Raiance

li{

Koy aift

Firng Tane

Berde- Hange

Aszige Maodo

Il
Il

Level

Revarb

Fatch Name

>
>
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® Key Mode

@ Split Point

-,-
]
I

L
=
k=1
-]

|‘i:|

EDIT

Key Mode refers to how the Upper and Lower Tones are plaved on

the kevboard.

WHOLE . Onlvy the Upper Tone is plaved. Usc this mode lor plaving

a plano lvpe sound which rcquircs many voices

(notes).

DUAL - Both the Upper and Lower Tones are plaved simultancously.

This is ideal lor strings or organ lype scunds,

SPLIT: The Split mode divides the kevboard into the upper and
lower seclions, where two different Tones can be plaved

simultanescusly.

1
[
-
3=
Pl

S

In the Split Kev mode, the key where the keyboard is divided into
two sections, upper and lower scctions, is called the Spiil Poinl. The
Split Point can be set in the range of C2 to C#7 in semi—ione stcps.
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@ Tone Select

{Lower>
Lowsr Tomes Sel
gl dassdabbad
" .
LOWVER UPfEH
To assign a To assign
Tone Group a Number
Uppers
Phrrer Tome =al

LOUf'EH UTR
To assign a To assign )
Tone Group a Number

This selects the Tones which are to be assigned to the upper and
lower scctions of the kevboard, Depending on which memory, internal
memory or memory card the Patch beiongs to, the available Tones

will diller.
Internal Memory Card
Tone Group a b, i r a b c r
Number 164 1-83. OFF 1-64 1-63, OFF

a: Preset Tone {Internal)

b : Preset Tome {Internal}

r: Preset Rhythm Tone (Internal)
i : Programmable Tone {l~ternal)
¢! Tone a memory card



@ Key Shift

@ Fine Tune

@® Bender Range

™

1u!

5l
.o

Lower Tone

Upper Tone

EDIT

The relative pitch of the Upper and Lower Tones can be separately

set from —24 to +24 (2 octaves} in scmi~tone steps.

=

Lower Tone

The pitch of each Tone can

[ ]

.
UPPER

Jpper Tone

{about *+50 cents),

be fincly changed [rom

Lower Tone

Upper Tone

—50 to +50

This sets the variable range of the pilch change caused by moving
the Bender Lever right and left from 0 to 24 (2 oclaves) in semi—tone

steps,

21
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@ Assign Mode

I —

LOWWER PPER

Lower Tone Upper Tone

Assign mode refers to how each Tone should bhe plaved by Key
messages  reccived,

: Single Assign—Played with Last Note Priority
. Single Assign—Played with First Note Priority
. Multi Assign—Played with Last Note Priority
- Multi Assign—Played with First Note Priority

Bow R =

SINGLE ASSIGN

In this mode, when more than one Key ON message is reccived by
the same Key Number, the sound of thal key is muted once. then
played again.

MULT] ASSIGN

"

In this mode, when more than one Key ON message is reccived by
the same Key Number, iwo sounds are mixed.

LAST NOTE PRIORITY

In this mode, when the D—20 has received more than 32 Key ON
messages, the previously reccived ones are replaced by the  later
received ones,

FIRST NOTE PRIORITY
In this mode. when the D—20 has rcceived more than 32 Key On

messages, the taler received ones are ignored, retaining the currently
plaving sounds.
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@® Reverb Switch

[ —

LCWER LIPFER

Lower Tone Upper Tone

This selects whelher to use the Reverb effect or not individually for
each Tone. ON turns the effect omn.

@® Reverb Type

i

One of the 8 Reverb Types can be selecled. At OFF, no reverb effect

{s oblained,

Numbar Reverb Type
1 Small Reoomn
2 Medium Room
3 Medium Room
4 Large Hall
5 Plate
3] Delay 1
7 Delay 2
8 Delay 3

OFF No Reverb

a3
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@ Reverb Time

@ Reverb Level

@® Tone Balance

@® Patch Level

94

Reverberation times can be set from 1 to 8 Higher values refer to
longer reverb times.(When a delay effect is selected, = delay times.)

This sets the volume of the reverb sound from 0 to 7, Higher values

increase the volume,

Yoiume of Lower Tone Volume of Upper Tone

The volume balance of the Upper and Lower Tones can be changed.
The total amount of the two Tones is always 100. At 50, both levels

are equal,

o
"
-
18
i
=

(e
1

h

The volume of a Patch can be set from 0 to 100. Using this

parameter, the volume balance between lwo different Pailches can be

adjusted,
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®Patch Name

To move the cursar To mave the cursar
to the left to the right

A Patch can be named using 16 letters, Move the curser to the letter
you wish to change by wusing the Cursor Buttons, then change the
letter with the Value Control Knob. The letters available for naming
a Patch are shown below.

L)

f 3

o AvZ.az,09,
{Space}
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b. Timbre

1) Editing Procedure

Turn

to the Multi Timbral mode (the Multi Timbral and Synth

Indicators light up), then take the following procedure.

*Your edited version does not automatically rewrite existing data, and
therefore will be erased when a different Timbre is selected or the unit
is turned off. To retain the edited data, take the appropriate writing

procedure {see pge 101).

Step 5 Step 2
— | i 0 e COICOCICIC 10O
BN 1 O O B
— e — . R
: I | . - . a«vr—-\a;n. e 7 T 4 M — a"_!
I L' _____ I S i { S| e s o s S o
SR STAAT TERPD _E wvu E : D'scw : e : an - ' = I MR E 7 El
1 (IS I | st { st f st i | i i i | s f i | i
T SRR ETECnONE ' ! ! H [T T Te J s e 1ITE T A0 1T Bl
: - Lgommae 1 o Ee et e T e T
Step 3 Step 4 Step 1
Step 1 Call the Timbre to be edited.
To edit a Timbre assigned to any Part, call the relevant Parl Display
using the DISPLAY buttons,
To cdit a Timbre which is not assigned 1o any Parl, you can use any
Part Display.
Step 2 Push the EDIT bhutton.
Step 3
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Step 4

Step 5

Step 6

Step 7

Select the parameter to be edited using the DISPLAY buttons,

! N ® Reverb Switch
# Assign Mode

®Bender Range

rF Y
DeEsPLAY
-
®Fine Tune
& Key Shift
. K ®Tone Select

Change the value with the Value Control Knob.

Repeat Steps 4 and 5 as many times as necessary.

EDIT

To write the value you have set, go to the writing procedure (page

101).

#To leave the Timbre editing mode, push the EXIT button.
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2) Timbre Parameters

Keyboard
M0

A Timbre is made of the lollowing paramciers,

E:) Audio Signal

—m Control Signal

Timbre

Fey Shift

Fine Tune

Eender Sange

Aszs'gn Mode

Fewerk Swiich

—

@ Tone Select

o8

Rewvero

Tune,Furetian

FPush this 12 assign
a Tone Group.

Push this toc assign
a Tone Number.

Tune, < =unstion

Pz Leve:

on which memoery, the internal memory or
belongs Lo, the available Tones will diffcr.

This sclects a Tone which is 1o be assigned Lo a Timbre,

Output

Depending

memary card the Timbre

Internal Mamary Card
Tone Group a b, i r a boC r
Number 1-84 1-83. OFF 1 64 1 63, OFF

a: Preset Torne {Internal)
b : Preset Tore (Intermal
r: Preset Rbwtkm Tone {Internal)
i Programmakle Tone Cntarnal)
¢ Tore a memory card
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® Key Shift

The pitch of the Tone can be set from —24 lo +24 (2 aclaves] in
scimi—tone slops.

@ Fine Tune

The pitch of a Tene can be finely changed from —50 o +50 {(about
+50 conts).

®Bender Range

This sets the wvariable range of the pitch change causcd by moving
the Bender Tever righlt and left from 0 1o 24 (2 octaves) in
semi-—tane sieps.
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@ Assign Moede

@® Reverb Switch

The Assigh mode refers to how cach Tone should be played by Key
messages received.

: Single Assign—Played with Last Note Priority
: Single Assign—Piayed with First Note Priority
: Multi Assign -Played with Last Note Priority
: Multi Assigr—Played with First Note Priority

WK =

SINGLE ASSIGN

In this mode, when more than one Key ON message is received by
the same Kcy Number on the same MIDI channcl, the sound of that
key is mutcd once, then plaved again.

MULTI ASSIGN

In this mode, when more than one Key ON message is reccived by
the same Kcy Number on the same MIDI channel, two sounds are
mixed.

LAST NOTE PRIORITY

In this mode, when the DD—20 has received more than 32 Key ON
messages, the previously received ones are replaced by the later
received ones.

FIRST NOTE PRIORITY

In this mode, when the T'—20 has received more than 32 Key On
messages, the later reccived ones are ignored, retaining the currently
playing sounds.

This selects whether 1o use the Reverb effect or nol individually for
cach Tone, OXN turns the clfect on.
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c. Writing Procedure

If vou wish lo retain vour edited Palch or Timbre, write il inle the
internal memory or onte an optional memory card (M- 256D).

1) Writing into the internal memory
To write the edited data into the internal memory, do as follows.
£If you write the Patch or Timbre on a memory card into the D—20's
internal memary, a Tone of "¢” group will be automatically replaced with
a Tone of "i" group, Therefore, the contents of a Patch or Timbre will
be changed. To avoid this, first write the Tone on the memory card into
the internal mernory.(See page 146}
[Memory Protect]
The Memory Protect funclion is provided for preventing dala in
memory  from  accidental erasure., To write data into the internal
menory, you should turn off the Memory Prolect of the D—20.
There are two types of Memory Protect OFF as foilows
<Temporary Type Memory Protect OFF during Writing>
This turns the Memory Protect [unction OFF just for one aclion of
wriling, then aulomatically returns to Protect ON right after. If you

need o turn olf the Memory Protect just once, such as when writing
ediled data. this type of Protect OFF will be sufficient.
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< Normal Type Memory Protect OFF>>

This type of Memory Protect OFF is retained until it is returned lo
ON, and therefore may be required when yvou need to wrile repeatedly,

Step 3 Step 2 Step 1
e~ sl le COCOLICIL I ACC]
L |
1 = pn
J . H PP | v ey -— s . 5
; i i ] | [ ] I ] | [ P11 ] | il 11 [
C I3 1 S O s | it S S s et f s i | it | |
TR e ; i — T ] J = 1¢ — | 1 T=4J
! | — e ) e e tiaL s =
Step 1 Push the TUNE, FUNCTIGN buttaon,
Step 2 Push the DISPLAY 4 button.
The Memeory Protect Display will appear.
Step 3 Set the Memory Protect to OFF using the Value Control Knob.

102

% Be sure to return the Memory Protect to ON whenever you have finished

writing.

*The D—20 defaults to Memory Protect ON.



[Writing Procedure]

ECIT

Step 2 COMPARE Step 1 Step 4
tr. Ev TRArEFTIEE T =M R R TE B F LMTER
—‘ i—l . ':Ieflm.ml_, 7 [ | [ ][ ] | [ ]
I : UL EE
[ 1 el R
l I‘ e —— Iee I : 3 Il 3 ¥ A I
L. : | [ 1 i [T 11 ]il | | J | | | } ][ 11 11 |'
. .;g e L ”ﬁ‘:A\' :_ ______ o et
| W‘IRIWWLLM_ | ] [ I_._]'HEIEH:I:]E“__JEI:UC“__I.
D TPt T S —
Step 3
Step 1 Push the WRITE button.
Destination Patch,/Timnore
Patck /" Timbra Name
Step 2 If you have edited a Patch or Timbre on a memory card, push the
INT,”CARD button to change to "I” (Internal mode).
Step 3 To change the destination Patch or Timbre number, use the A 7B,

BANK and NUMBER buttons.
If vou wish to listen to the destination Patch or Timbre, do as [ollows.

{T:Push the COMPARE button.

Z:Using the A 'B. BANK and NUMBER buttons, assign the destination
Patch or Timbre number,

Now, the relevan! sound will be heard by plaving any kev on the
kevboard.
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Step 4

@ Push the COMPARE button to return to the previous Display,

Push the ENTER button.

When the Memory Protect function has been lurned OFF, the Display
responds as shown below {or a while, then returns to the Play Mode

Display.

FR VP T L
[ S e i =

If the Memory Protect has been sel 1o ON, the Display shows as

below.

If vou wish to turn the Memory Protect OFF (=Temporary Memory
Protect OFF during writing) here, push the WRITE button then the

ENTER butlon,

*If the writing procedure is not completed properly, an Error Messags will
be shown instead. If so, resolve it as shown on page 212 "Error

Messages”.
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2y Writing onto a Memory Card

*When using a brand new memory card, take the "Saving” procedure {see
page 183) to copy the entire data onto the memory card, before writing
the Patch or Timbre data.

¥If you write the Patch or Timbre in the D—20's internal memory onto
a memory card, a Tone of i group will be automatically replaced with
a Tone of ¢ group., Therefore, the contents of & Patch or Timbre will
be changed. To avoid this, first write the Tone in the internal memory

onto the card.(See page 146.)

Step 4 COMPARE Step 3 Step 6
VLA e KL¥ -LaRraTra . I - ST it e Az CresParg wuRiTE  RUNGFER  EnTER
I 4 g ] ) S S| S | S — - i —
Rorpryseot!
L HIAATET
L N T T T T T .
l_‘ . —— ST RS SATC g 7 T e — = T ] ;
= [ il | | ] i ] I 11 11 | | [ 11 | | | | |
- 1eiER R - . | 1
T LXEd 1y i LA . - !
e sTAGT TERARY; - - B - T k] a S [ H a :
CaICcaEeE31 [ —3 CC a1 e 3y
e Feww, T TS0 e 1 T )T 1T R

Step 1 Insert a memory card into the Card Slot.

Step 2 Set the Protect Switch on the memory card to the OFF position.

§w
[ 4

OFF *—

Step 3 Fush the WRITE button

Cestination fatoch {Timbrel Number

=azeh (Timbre) Name
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Step 4

Step 5

Step 6

Step 7

If you have edited a source Patch or Timbre in the internal memory,
change to "¢” by pushing the INT./CARD button.

If you wish to change the destination Patch or Timbre number, use
the A_B, BANK and NUMBER buttons.

Il vou wish to listen lo the destination Patch or Timbre, do as lollows,

{JPush the COMPARE button.

ZUsing the A B, BANK and NUMBER buttons, assign the destihation
Patch or Timbre number.

Now, the relevani sound will be heard by plaving any key on the
Keyboard,.

& Push the COMPARE button to return to the previeus Display.
Push the ENTER button.

When completed, the Display shows as below for @ while and then
returns to Lhe Plav Mode Display.

*kIf the writing procedure is not properly completed, an Error Message will

appear instead. See page 212 "Error Messages to resolve this.

Return the Protect Switch on the memory card to the ON position.
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3, Tone

Please rcad "LA Sysiem” on page 200 logether with this chapter.

a. The Basic Concept of a Tone

1) Partial and Structure

The basic concet of Tone as shown below.

[ Audio Signal

— = Control Signal

Tone

C ™ Partial 1 C )
A
'

> Partial 2
Fartial hue

Structure’ 82

 §

- ERY M ode
> Partial 3

i
!

> Partial 4
Tone Marre

Siracture& L

Common
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[Functions of the Structure]

108

A Tonc consists of four Partials and a Common block. The Partials
arc combined in pairs, and two pairs of partials lerm a Tone. An
important  parameter called "Structure”™  decides how each pair of
Partials should be cembined, or which sound generator should be used
for each Partial. COMMON parameters are common lo both Tones?

(1) Selects a2 sound generator to be used for each Partial.

The Structure selects which of the two sound generators, a synihesizer
sound generator or a PCM sound generator.

Synthesizer Sound Generator
— This synthesizer bchaves like a conventional analog svnlbesizer,
PCM Sound Generator

= This bchaves like a PCM sampled synthesizer.

(2) Determines how to combine two Partials.
There are four different wavs lo combine Partials :

T Mixing two Partials

T

Partial 1 {3} :LL>
~ ./
Mix [>
— P
Partial 2 {4}

.
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(O8ending two Partial sounds in sterec. This combination is effective
for Timbres or Rhythm Tones in sterec, However, if using this
setting for Patches in monaural output, this will have exactly the
same effect as above "Mixing two Partials”,

N

Partial 1 (3) >

~
Ty

Partial 2 (4) [

e,

*When this Structure is selected, the condition of each Partial is
automatically set as follows depending on the pan setting.

Value of Actual Value
Pan Partial 1 (3) Partial 2 (4}
<7 <7 <7
<6 <b <7
<5 <3 <7
<4 <1 <7
<3 1> <7
<2 3= <7
<1 5> <7
=< 7> <7
1> T <h
2> 7> <3
3 7> <1
4> 7> =
5> 7> 3x
6> 7> 5
7> 7> 7

Partial 1 (or 3) is mixed with the ring modulated sound of two

Partials (including Partial 1).

Ty
Partial 1 (3) [— ——— "= l_>
~. =/ l
hlix §:>
T Ring ’—>i ]
Partial 2 (4) "> Modulator .,

-
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{JTwo Partials are ring— modulated and sent out.

Partial 1 (3)

Ring

Modulator

Partial 2 (4)

The Ring Modulator can be cffectively used for creating metallic
sounds, since it can increase harmonics by mulliplying twao Partials,

10
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2} Partials
Depending on which generators are sclecled in the Partial Block,
greatly dilferenl paramcters will be used. Some parameters used for

the synthesizer sound generators arc irrelevant to the PCM generator.
Sec the diagram below,

) Audio Signal

—= Control Signal

Synthesizer Sound Generator PCM Sound Generator

[ ]

WG WG

o (e
@LFO & Pitch ENV \ @LFO 3 Pitch ENV
B Pulse
Width

{2 watom [ erae v ]

B
& Cutoff
Frequency

@yResonance ®TVF ENV I ———————————————————

mTVA ENV

i1
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®WG (Wave Generator)

@ TVF (Time Variant Fiiter)

112

In thc WG {Wave Generator), the pitch and wave [orm are controtled.
TrPitch

The basic pitch of a Partial (sound generator} at C4 key (=midddie
C) can be set here,

Z'Waveform, PCM Wave Number
This secicets the wavelorm of the sound source.
diPitch ENV

This conirels an envelope curve of the pitch changes caused by Key
O 7011

@ LFO (Low Frequency Oscillator)
LLFO controls the vibrato.
Z)Pulse Width

This changes lhe waveform of the sound source.

This filler passes lower frequency harmonics and cuts off the higher
ones. By changing the culolf point and the resonance, the wavelorm
changes.
T Cutotf Frequency

This sets the cutoff point.
o

Resonance

This emphasizes the cutofl point, mmaking more unusual or electironic
sounds,

@ TVF ENV

This conirols an envelope curve which changes the culoll point,
causcd by Key On~0ff,
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@ TVA (Time Variant Amplifier)
This controls the volume of the Partial,
@ Level
This determines the volume of the sound,

@MTVA ENV

This controls an envelope curve of the level changes caused by Key
On, 7 Off,
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b. Editing Procedure

7For guicker and easier editing or synthesizing from scratch, the

optional programmer PG—10 may be essential

There are various groups of Tones. The Toncs available for a Timbre
or Patch difler depending on which memory, the intcrnal memory or

memory card, it belongs lo,

Patch.” Timbre 1 the Patch,”Timbre on a
Internal Memoary Memary Card

i Group r Group c Group
. 2 Group o Group
64 Progrrammadle . 63 Preset Rhythm 64 Tones on 2
T B4 Preger Tones 64 Preser Tones
Tones Tones memary card

1) Editing Procedure

*The editing procedure does not automatically rewrite the existing data,

the appropriate writing procedura on page 146 must be taken.

[Tone Selection]

Seleclt a Tone which is similar to the sound you wish te make. The
procedure for selecting & Tone differs in the Performance mode or

Multi Timbral mode,

114




=Performance Mode=

Enter the Teriormance Play mode (The Performance
Indicators light up). then do as follows.

Step 2

!

EDIT

and Synth

= H & | -=L_|3- L__II__J[_I[:IDI:H:I:]
LJ J SECLETTH
[ | [ T [Y— . S L
J I - | - I:’__J:I__II_II:II_I[:I__II__JI__H__J'
g s S R 590 O O O o OO O o
ST E T IWA_‘I—I_'—JI_JI_!I_—E'
Step 4 Step 3 Step 1
Step 1 Select @ Patch that contsins the Tone you want,
Step 2 Push the EDNT button.

Step 3

Step 4 Te edit the Lower Tone, push the left Cursor Button, and to edit the

Upper Tone, the Cursor Button on the right.

Go 1o the following "Lditing Tonc Parameters”
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=Multi Timbral Mode=

116

Take the following procedure in the Multi Timbral Play mode {=the
Multi Timbral and Synth Indicators arc lit.)

Step 2
= — = L1 [COCOCICIC 0]
| L | |_ L J SECLEMCER
] | — e .
J U . - — % 3~ Pt z T |
( I JL__Tl | 1 [ 1 [ 11 ][ 1 ]!
— T W e - i
sToR START s - . - 2 3 a 5 H 7 El |
[ 1 | | | il | 1L~ ] [ | [ ] [ i [ I
e T O ' =l BN sy [ g - s
|
Step 3 Step 1
Step 1 Select a Timbre that contains the Tone you want.
To select a Timbre already assigned to any Part, usc the relevant Part
Display,
To select a Timbre which is not assigned lo any Part, you can use
any Part Display.
Step 2 Push the EDIT button.
moid Delsci
T Torns
Step 3 Push the right Cursor Button.

1
i1l
e
11

(Go to the following "Editing Tone Paramelers”.
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[Editing Tone Parameters)
Step 1
&
voumE | L ene tRaeoE o Ex Eor it GwPeRE  AeTE  TRERGRER  EwTER
e d 1o [COCOC ICOCC —
H : | . | I ] SERECFRALNCE
l B é I | E______ i | r==="" 1 - r-———~—"—="="="7""" ~===-==-- - - - - - - T - T = - -"—--
|_J| | j [ —— : A Trbg mr_sﬁ-..: = E ¥ w X
o e s o e e s s ) e e )
“““ -V e e St
Ll LR EMET x : - H ShTe a | T | £ gl Kl
C i1 L N A i I i i Y i S Al [ i i f Wl Wl
ETee e ! ! e e e | T s J[CE— e e
e S Lo : £l FiAT i s ve 4 = T g o, T =
e _T _______ -
Step 3 Step 2
Step 1 Call the group that contains the parameter to be edited using the
DISPLAY buttons, then select the parameter with the BANK button.
(See the table below,)
Byl
W‘ 1 2 3 4 El 7 8
l ] J 1 | [ | [ I I J
[TVAENV[Key Follow|Time 1 |Tme2 Time 3 |Time & |leve 1 |Level 2 |Sustain
; [Tunel ’ Lewvel
1 TVA Level | Level Velocity |Bias Bias Bias Bias BV Ve ooty
i Point 1 |Level 1 |Point 2 |Level 2 Folion [Mime:
! TWF ENY; Key Follow | Tim 1 Time2 |Time3 Timed |Level 1 Level 2 |Sustain
! \Tima ' Level
| TVF Cutoff Resonance | Key Follow | Bias Bias  ENV ENY ENY Ley
i - Frﬂuency Freguency Point Level Depth Velocity |Falow Jepthl
LR WG Time 1 [Time 2 Time 3 Time4 |Level @ |Level 1 |Level 2 |End Level
: Pitch ENV
X W forms | Waveform, PCM PN Pulse PW ENY ENY MY Key
' Pitch EWNY Wave Bank| Wave No. |Width - Velocity |Depth Velocity - Col ow [Time:
| Wi Piich: Piteh Pitch Key Folow |LFO LFO F0 Wodunon | Bender :
! Mogulation; Coarse | Fine {Prtchl Rate Depth | Sersimaty Switch
| | Common|Tone Structure | Structure | ENV
h L MName 182 I&4 M ode
Step 2 The Partial's Display shows the values of four Partials at the same

time

(1-4).

* i

Partial 1

f

Partial 2

Partial 3

Partial 4

Select the wvalue to be edited using the NUMBER buttens

MLAAECR

1

3

F]

5

—

=

Partial 1 T

Partial 2

T

Partial 3

|

Partial 4

L]

7
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Step 3

Step 4

The corresponding Number Indicator will light up and the value you
have selecied (=flashing} can be now ediled. It is possible to edit
more than cnc Parlial simullancously by pressifig different NUMBER
buttens.

Change the value with the Value Control Knob.

If you wish to write the edited value, take the appropriate writing
procedure (page 148) immediately.

*If you do not wish to write the edited value, push tha EXIT button,
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2) Editing Functions

Various useful functions for editing arc provided as iollows.

[Partial Mute]

While cditing a Partial parameler, any Partial sound can be muted, for
you to listen to only the Partial you need.
The Partial Mute, which is alse one of the Tone paramelers, can be

written into memory.,

Simply push the relevant NUMBER buttons (5—8). The bullon
indicalor is muled when the corresponding Partiat is muoted,

e MABER
4 5

— = = =
LT

Partial 2 Partial 4

#Parameters of the Partial currently muted can bhe edited just the same.

#* Muting one of the Partials used in the Ring Modulator will automatically
output the other Partial which is not muted.

¥ Partial Mute decreases the number of Partials which are to be used, and

therefore increases the number of voices.
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[Previous Value]

120

leg.>

"Previous Value™ is Lhe function that returns lhe current value of the
paramcter to the original value belore being cdited in the same
Display.

(T)Change to the LFO Display.

3 Push the COMPARE button.

COWPLRE

2k

Lit {Previous value)

Now, the valuc before being edited (=00} is retricved and played from
the keyboard.

@ Push the COMPARE button to return to the edited value (sound).

*{f you change the value or the setting of the Partial Select in the
Previous Vzlue Display, the * mark will disappear and the Previous Value
mode is cancelled. This means that pressing the COMPARE button does

not retrieve the edited value {--30).
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[Compare]

While editing a parameter, you may wish 10 hear the original sound
before it was edited. The Compare lunction allows you to call ihe
original Tone wilhout erasing the edited sound.

TLAYE CHATA,
FriT EDIT FLAWCTION MO CCHAPARE Faadils TRANSFER ENTER

[ (I . ]lfl[ flL_JI_I

Step 4 Step 2 Step 1
Step 3
Step 1 Push the WRITE button,
Step 2 Push the COMPARE button.

The original sound can be heard by playing the keyboard,

Tona Number

#|f the source Tone you have been using is a Preset Tone, the Display
does not show the Tone Number.

Step 3 Push the COMPARE button to return the edited Tone.
Step 4 Push the EXIT button.

Now, the unit is reterned to the Tone Ediling mode.
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¢. Tone Parameters
Some parameters included in a Parlial that uses PCM sound generalors

are invalid. The following mark is shown when the parameters apply
even for PCM sounds.

1y Common

® Tone Name m

Loz oxn
£ @ om Gioan G Groa
i offr T A 258 Gt afB: ek i

A Tone can be named using up to 10 letters. Move the curser to the
leller 1o be changed, then change letters wilh the Value Conirol Knob.
The available lelters for naming arc as shown below,

Y

'
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Selecl one of the folowing 13 Siructures.

3 (Synthesizer Sound Generator;
P {PCM Sound Generator}

Structure . . L
Partial 1 Partial 2 Combination ot two Partials Block Diagram
Numbar
. i . 5
1 5 g Mixtrua of Partial 1 for 3) ang Partial 2 (or &) 3 :—
. . . . S
z S S Mixtrue of Partial 1 {gr 3} and ring —moss'ation. g
. . . . P
3 P S Mixtrue of Partial 1 {or 3) an¢ Partial 2 (or 47 g :—
. . P
4 P 5 Mixtrue of Partial 1 {gr 3) and ring - modulatic-. 5
i _ . ) S
5 5 P Mixtrue of Partial 1 {or 3) and ring - medulation. P
' . . P~
3] P P Mixtrue af Partial 1 for 33 and Partial 2 {or 4}, p 1—-
. . . . P
s P P Mixtrue of Partiat 1 {or 3) and rirg—modulazion. p
8 g s Partial 1 (or 3) and Partia! 2 {or 4) are outpur S
in stereo. S
9 p p Partial 1 (or 3} and Partial 2 {or 4) are output P
in starec. P
Partial 1 (or 3} and Partiai 2 (or 4) are S
10 S S |
ring—modulated then output. 5
11 p s Partial 1 (or 3) an¢ Partial 2 (or 4) are P
ring—madulated then output, g
12 g P Partial 1 (or 3) and Partial 2 {or 4} ara 5
ring—modulated then output. P
13 p p Partial 1 (or 3) and ~Partial 2 {or 4) are E ;E

ring—megulated then outaut

EDIT
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®ENV Mode [T

This selecls whether to receive or ignore the Key Off messages in the
ENV of cach TPartlial, Normally, this should be sct to NORMAL, but
set to NO SUSTAIN [or programming a Rhythm Tone.

fe.g.l TVF ENV/TVA ENV

NORMAL No SUSTAIN
L1 L1

Sus L Sus L

Lz

#When using a non -Rhythm Tone as a rhythm tone. the ENVY mode
always changes to NO SUSTAIN no matter how it is set. {This applies
to only when playing a rhythm tone with a rhythm pattern.)
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2) WG Pitch,”Modulation

@ Pitch Coarse m

This sets the standard pitch of a Partial in scmi tone steps from Cl
lo C9.

*The standard pitch is the pitch at C4 (middle C) key.

oritch Fine ST

~ry
poa
—+
iy
-

Bt
imd
=
i

[
I3
i
[
-
i
prun
=

[ Iy

[y
'F-’
. .]

]

The standard pitch can be allered over aboul *50 cents from —50
to +50.

® Key Follow (Pitch) m

I
a
o+
W
-
—_

(-
ot
[y
1

Usually, the keyboard of a synlhesizer assigns a semi—tone lo cach
key. This Parameter can change the pitch ratio as shown below.
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Pitch
{(Octave)

126

-1.72

-1.74

32574

*s51 or s2 may be selected for slightly stretching octaves. The s

standing for special tuning.

cent higher than one octave,

Pitch 5 cents higher than one octave,

A valuc represents how many oclaves are changed over 12 keys,

s
1 (Standerd}

78
374

58
172

(Octave)
3.8

174
1./8
o]
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oLFo Rate [T

This scts the rate {frequency) of the TLFO from 0 to 100, Higher
values quicken the rate.

oLFo Deptr TN

This sets the depth of the LFO from 0 to 100, Higher values decpen
the depth.

® Modulation Sensitivity PCM

This sets the sensitivity of the vibrato depth controlled by the bender
lever from 0 1o 100. Higher values decpen tlhe effcct

®Bender Switch [T

This sclects whelber to control the pilch by the bender lever or nol.
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3) WG Form, Pitch ENV

® Waveform m

This selects a waveform of the synthesizer sound gencrator,

Chaplay Waveform

SQU { Sguare) I | | I I

SAW (Sawtooth) NN

* A sawtooth waveform is produced by processing a square waveform at
the TVF, that is, even a sawtooth waveform can be controlled by Pulse
Width,

®PCM Wave BankNumber JESNH

128

PCM Wave Bank

ro1em.

[

it
£ Er
m
1l

Pt

This sclecls one of the 256 different sampled waves {128 waves in
each Bank 1 or 2) of the PCM sound gcneralor. Each sampic is
named (PCM name) as shown in the following fable, A PCM name
is shown in the PCM Wave Number Display when only one Partial
is selected with the Partial Select parameter,

Jark s omber FCM Mare

#For PCM sounds 112 to 328 in Bank 1, noise may be conspicuous during
decay, depending on the setting of the TVA ENV.
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Bank 1
Na. PCM Name Remarks No. PCM Name Remarks

1 | Bass Drum—1 Rhythm Sound 65 | Steel Guitar

2 ! Bags Drum~—2 66 | Dirty Guitar

3 | Bass Drum--3 67 | Pizzicato

4 | Snare Drum—1 68 | Harp

5 | Spare Drum—2 689 | Contrabass

6 | Snare Drum—3 70 | Celio

7 { Snare Drum—4 71 VEO|‘n'_1

8| Tom Tom-—1 72 Violin—2

9| Toem Tom-—-2 73 | Koto

10 | High—Hat

11 | High—Hat {Loop) 74 | Draw bars {Loop) Sustained Sound

12 | Crash Cymbal—1 75 | High Organ (Loop)

13 | Crash Cymbal—2 (Loop) 78 | Low Organ (Loop)

14 | Ride Cymbat—1 77 | Trumpet (Loop)

15 | Ride Cymbal—2 (Loop) 78 | Trombone (Loop}

16 | Cup 79 | Sax—1 (Loop)

17 | China Cymbal--1 80 | Sax—2 {Loop)

18 { China Cymbal—2 (Loop) 81 | Reed (Loop}

19 | Rim Shot 82 | Slap Bass (Loop)

20 | Hand Clap 83 | Acoustic Bass {Loop)

21 | Mute High Conga 84 | Electric Bass—1 (Loop}

22 | Conga 85 | Flectric Bass—2 (Loop}

23 | Bongo 86 | Gut Guitar {Loop)

24 | Cowbelt 87 | Steel Guitar (Loop)

25 | Tambourine 88 | Electric Guitar {Loop)

26 | Agogo 89 | Clav (Loop}

27 | Claves 80 | Cello {Loop)

28 | Timbate High g1 | Violin {Loop)

29 | Timbale Low 82 | Electric Piano—1 {Loop)

30 | Cabasa 93 | Electric Piano—2 {(Loop)
94 | Harpsichord—1 (Loop)
95 | Harpsichord—2 (Loop)

3t | Timpani Attack Attack Sound 96 | Telephone Bell (Loop)

32 | Timpani 97 | Female Voice—-1 (Loop)

33 | Acoustic Piano High g8 | Female Voice—2 {Loop)

34 | Acoustic Piano Low 88 | Mafe Voice—1 (Loop)

35 | Pianc Forte Thump 100 | Male Voice—2 (Loop)

36 | Organ Percussion 101 | Spectrum—1 (Loop)

37 | Trumpet 102 | Spectrum—2 {Loop}

38 | Lips 103 | Spectrum—3 {Loop}

39 { Trombone 104 | Spectrum -4 {Loop}

40 | Clarinet 105 | Spactrum—5 (| cop)

41 | Flute High 106 | Spectrum—6 {Loop;

42 | Flute Low 107 | Spectrum—7 (Loop)

43 | Steamer 108 | Spectrum—8 (Loop)

44 | Indian Flute 109 | Spectrum—8 (Loop)

45 | Breath 110 | Spectrum—10 (Loop)

46 1 Vibraphone High 111 | Noise {Loop)

47 | Vibraphone |_ow

48 | Marimba

49 | Xylophone High et ) Decay Sound

50 X\_fllophone Low 114 | Shot—3

51 | Kalimba 115 | Shot—4

53 | Chime Bar 117 | Shot—6

64 | Hammer 118 | Shot—7

55 1 Guiro 119 | Shot—8

56 | Chink 120 | Shot—9

57 | Nails 121 | Shot—10

58 | Fretless Bass 122 | Shot—11

59 | Pull Bass 123 | Shot-12

60 | Slap Bass 124 | Shot—13

a1 Thump Bass 125 | Shot—14

62 Acous_mc Bass 126 | Shot—15

653 | Etectric .Bass i27 | Shot- 18

64 | Gut Guitar 128 | Shot—17
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Bank 2
No. PCM Name Remarks No. PCM Name Remarks

1 { Bass Drum—13* —
2 Bas: Drum—;* Rhythm Sound gg tggp—gg
3 } Bass Drum—3:* {The Master 87 LooE—S?
4 [ Smare Drum—1% Tune does not 68 i Loop— 38
5 | Snare Drum—2 % affect the pitch.) 69 | Loop—39
6 | Snare Drum—3x 70 | Loop-40
7 | Snare Drum—4* 71 | Loop—41
8| Tom Tom—1% 72 | Loop—42
91 Tom Tom—2% 73 | Loop—43
10 | High—Hat=* 74 | Loop—44
11 { High—Hat* (Loop] 75 | Loop—45
12 | Crash Cymbat—1% 76 | Loop—46
13 | Crash Cymbal—2% (Loop) 77 | Loop—47
14 | Ride Cymbal—1 % 78 | lLoop—48
12 Ride Cymbal—2%* {Loop] 79 | Loop—48

Cup x 80 | Loop—5h0
17 | China Cymbal—1% 81 Loog—fﬂ
18 | China Cymbal—-2% (Loop) 82 | Loop—52
19 | Rim Shot* 83 | Loop—53
20 | Hand Clap#* 84 | Loop—54
21 1 Mute High Conga* 85 | Loop—55
gg gonga : 86 | Loop--56

onga 87 | Loop—57
24 | Cowbell 88 | Loop-58
gg ;amboun'ne* 89 | Loop—5S

G090 * 90 | Loop—60
27 | Claves % 9N LOOE—61
28 | Timbale High* 92 | Loop—62
28 | Timbale Low % 893 | Loop—63
30 | Cabasa®: 84 | Loop—84
31 | Loop-1 Effect Sound 85 | Jam—1 (Loop) Effect Sound
32 | Loop—2 ({The same sound 88 | Jam—2 (Loop) (A combination
33 | Loop—-3 is repeated.) 97 | Jam-3 (Loop) of several sounds
34 | Loop—4 98 | Jam—4 {Loop} is repeated.)
35 | Loop—-5B 99 1 Jam—5 {Loop}
38 | Loop—86 100 | Jam—8 (Loog)
37 | Loop—7 101 | Jam—7 {Loop)
38 | Loop—8 102 { Jam—8 (Loop)
39 | Loop—9 103 | Jam—9 (Loop}
40§ Loop -10 104 + Jam—10 (Loop)
41 | Lacp—11 105 | Jam—11 {Loop)
42 | Loop—12 106 | Jam—12 (Loop)
43 | Loop--13 107 { Jam—13 {Loop)
44 | Loop— 14 108 | Jam—14 {Loop)
45 | Loop—15 108 | Jam—15 (Loop)
46 | Loop—16 110 | Jam—16 (Loop)
47 | Loop—17 111 | Jam- 17 (Loop}
48 | Loop—18 112 { Jam—18 (Loop}
43 | Loop- 19 13 | Jam—18 {Loop)
50 | Loop—20 114 ¢ Jam --20 (Loop)
51 | Loop—21 115 | Jam—21 {Lcop)
52 t Loop—22 116 | Jam—22 (Loop}
53 | Loop--23 117 | Jam—23 (Loop}
B4 | Loop -24 118 | Jam—24 {l_oop)
55 | Logp—25 119 t Jam 25 {Loop)
56 | Loop—26 120 | Jam—26 (Loop)
57 | Loop--27 121 | Jam—27 (Loop)
58 | Loop—28 122 | Jam—28 (Loop)
58 | Loop--29 123 | Jam 29 {Loop)
60 | Loop—30 124 | Jam—30 {Loop)
61 | Loop—31 125 | Jam—31 {(Loop)
62 | Loop-- 32 126 | Jam—32 (Loop)
63 | Loop—33 127 | Jam 33 (Loop}
64 | Loop—34 128 | Jam—34 (Loop)
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@ FPulse Width

A square waveform has exactly the same width, vertically and
horizenially, but a Pulse Width waveform has different widths., The
ratio of upper widlh lo lower is called pulse width, 0 to 100 are valid
lor setting the puise width. Depending on the set puilse width value.
the harmonic content of the sound changes greatly,

Set wvalue

50 -

- 50%
L

*When a sawtooth is selected with the WG Waveform parameter, pulse

[ R " S

[+

width 50% raises the pitch by an octave.

@ Pulse Width Velocity Sensitivity

This sets the sensitivily of the velocity that conirols the pulse width
from =7 to +7. With "=" wvalucs, the pulse width becomes smaller

H

by playing the keyboard harder, and with "+" valucs. the pulse widlh

becomes wider by playing the kevboard harder.

+7 4 _,H ,L
Set waua
L B
Y - "
| I E— S|
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® Pitch ENV Depth [ PCM |

This sets the depth of the Pitch ENV from 1 1o 10. Higher values
deepen the effect.

@ Pitch ENV Velocity Sensitivity PCM

This sets the maximum effect of the velocity that controls the pitch
of the Pitch ENV from 0 to 3, Al higher values, the keyboard velocity
has a greater eflect on the envelope.

@ Pitch ENV Key Follow (Time)  [JIISNH

This sets the time of the Pitch LENV depending on lhe key plaved,
from 0 1o 4. Higher values change the time more drastically,
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Pitch ENV

@® Pitch ENV Time,Level

EOIT

These paramelers are the time needed for a pitch curve to move [rom
ene poinl lo another, and the pitch level of a certain point,

+ 4 Paint 1

TLJ T2
Pitch

Faint 3 T4

- o = Time
/'I
LV V End L

Point 4
Key OFF

Time 1. Time 2 Time 3/ Time 4

1

1

H
T
WL

bl
1!

This sets the time needed Trom

one peint to another, [rom 0 to 100.
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Level 0. Level 1.7 Level 2 End Level

This sets the pitch of a certain poinl from —50 1o+350.

#If the level of two adjacent points.are set to similar values, the time
between these two points may prove to be shorter than what is actually

set, OF even zero.
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5) TVF Frequency  ENV

@ Cutoff Frequency

EDIT

This scts the cutoff poini of the TVF from 0 to 100. As vou lower
the value, higher frequencies are removed and the waveform gradually
become an approximalion of a sine wave, then the sound will finally

fade out.
100 Level u_L r_|
b -
. Frequency t
Level + , ™
l ———'\ umu .
S T T
Cutoff Point Frequency §
Set Value i

L
Q

® Resonance

Level

. —_i_l - —_— :
Cutoff Point Frequency
Level :
4 e
. N

VAVA

A
Cutoff Point  Frequency

This boosts the culolf psint from ¢ o 30. As you increase the value,
specific harmonics are cmphasized and the sound will become more

unusual, more electronic in naturc.

Set Value

*
0

g,

Level T

H

N e

Frequency 1

Level 1

|

|

Level 4

-

L 1
Frequency :

Vava

!

I —\ 'Umum"

Frequency

—_—
Frequency
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® Key Follow (Frequency)

o

This can change the cutoff point depending on the kev plaved,

Just like the Key Follow of WG Pilch, the value represenls how many
oclaves change over 12 keys,

4 2 372
- 5/4
34+ : ’ 1 (Standerd)
+ 7.8
34
2+ -1
Pitch 578
{Octave}
1.2
{Octave)
14 12 3/8
174
+ —-1.74
_ 1.8
0+ 0 = == 0
_1 4
1F

Middle C (C4)
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@ Bias Point,Level

You can add a further change (=bhias level) 1o the Key Follow curve
frem any point (key).

Bias Point

This sets the range {point and and direction) where the bids level is
valid, from <Al to <C7 and from >Al to >C7 in scmi--tonc steps.

[eg.] =C4 : The bias level is valid on the keybosrd above the C4
key.

<C4 : The bias leve! is valid on the keyhoard below the C4
key,

Bias Level

This bias level can be sct from —7 to +7. "+” values raise the
curve, and "—" values lower lhe curve,

[Example:
When set to TVF Key Follow (Cutoff Point} “0”
and Bias Point 3} C4".

0 Sat Value

C4 (Middle GO

*The curve shown in the picture represents the Key Follow value with

the Bias Level added,
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@ ENV Depth

T

[

This sets the depth of the TVF ENV modulation that changes the
TVF Cutofl point. 0 to 100 are valid. Al higher values the effect is
deeper.

@ ENV Velocity Sensitivity

This scts the sensitivily of the velocity thal controls the depih of the
TYF ENV. 0 to 100 are valid. Al highcr values, the effect is deepcr
by plaving the keyboard harder.

®ENV Key Follow (Depth)

This can change the TVF ENV depth depending on the key played.
0 lo 4 arc valid, higher values change the depth more drastically.
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6) TVF ENV

@ ENV Key Foliow (Time)

This can change the time of the TVF ENV depending on the key
played. 0 to 4 are valid, higher values changing the time more
drastically.

4__/\1—\“_,

@ ENV Time,”Level

These paramelers are the time needed for the envelope curve of cutoff
frequencics 1o move [rom one point to another. and the level of the
cutoff freuquencies at a certain point.

'“ Paint 1
Point 3
Point 2
freguency
Lou? Sus L Point 4
T1 I,T?|, 13 T4
Lt - = Time
Fay Y
Koy €N Key OFF
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Time 1,/ Time 2/ Time 3, Time 4

—3

LA

=Ty

gt

This scts the time needed from one point 1o another, from 0 to 100,

Level 0, Levei 1/ Level 2 'End Level

This seils the level of a certain point fram —350 to- 50,

#If the level of two adjacent points are set to similar values, the time

between these two points may prove to be shorter than what is actually
set, or aven 2zero,
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TVA Level

oL [N

e

This sets the volume of a Partial from 0 to 100,
*¥Higher values may cause sound distortion. I so, lower the value,

*#Even when this is set to zero here, the sound may not be completely
muted if the TVA ENV curve is high.

® Velocity Sensitivity m

This sets the sensitivity of the velocity that controls the volume of
the sound from —50 to +50. "—" values lower the level by harder
playving, and "+ values raise the levei by harder playing.

@ Bias Point, Level PCM

You can add a further change {=bias lcvel} to the volume level from
any point {key).

Bias Point

This sels the range (point and direction) where the bias level is vabid
at two positions (keys), from <Al {o <C7 and from Al to >C7
in scri—tone steps.

[e.9.] =C4 : The bias level is valid on the keyhoard above the C4
key.

<.C4 . The biss level is valid on the kevboard below the C4
key.
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This bias leve!l can bhe sct from 0 to —12. Lower valucs lower the
curve,

[Example]
When set the Bias Point 1 to "<C3" and

the Biaz Point 2 to "<Cg§".
Cc3 H ]

et value

Q
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®ENV Velocity Follow (Time 1) [N

This sets the maximum effect of the velocity that controls the time
of the TVA ENV from 0 1o 4. At higher values, Time 1 will be
shortened by plaving the kevboard harder.



EDIT

8) TVA ENV

@ ENV Key Follow (Time)  [JSNH

This scts the time of the TVA ENV depending on the key plaved,
from 0 to 4. Higher values change the time more drastically.

._m_.,

@ENV Time Level [[UE

These paramcters are the {ime nceded for a volume curve to move
from one point 1o another, and the volume ol a cerlain point,

A Paoirt 1
Paint 3
Faint 2
Lewvet
L1 L2 Sus L Faint 4
T1 T2 T3 T4
= o Time
=% F-%
Kay ON Kay OFF
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Time 3./ Time 4

£tEET
Ty
1]

)

[
Lad

This sets the time
another, from 0 to

EDIT

needed for the curve to move from one point to

100.

Level 1. Level 2, Sustain Leve!

This sets the volume of

a certain point from 0 to 100.

*If the level of two adjacent points are set to similar values, the time

between these two points may prove to be shortar than what is actually

sel, or even zero.
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d. Writing Procedure

The edited daia dees not rewrite the previous data, and therefore will
be erased when a different Tone is selected or the unit is lurned off.
To retain the edited data, take the following writing procedure, eilther
into the internal memory or onto a memory card.

*Writing a new Tone will replace the corresponding Tone in each
Patch and Timbre, therefore, the sound will change.

1) Writing into the internal memory

To write the edited Tone inlo a location in the internal memory, do

as follows.
Step 5 Step 6
Stlap 3 Step 2 COMPARE g0, 1 Step 4
wOLnaE =_ a _\A:I; - _1. RE T TRAKSPMISE T3k A CmaFa R wmlE 'm!ﬂ ENL
=i E N f o
1 R N R I
|
— R o
T : H Do s ——
1 (B D o i R ot § I —  — | —
o o e BT T o o
| ] ] I | | ]E | | ] C1CJCc1ce4,
RESET STAFAT WE TRACHORE :_ ________ JI ] =1 :‘ [ ;“mlﬂlwré ] ; 1
Step 1 Push the WRITE button.
Cestination Tome Number
B
Tone MName
*When you have edited a Preset Tone, the destination Tone number is
not indicated.
Step 2 i you have edited @ Tone on a memory card, select ” i ” by pushing

the INT,”CARD button,
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Step 4

Step &

Step 6

To change the destination Tone number, use the Value Control Knob,

If you wish 1o listen 1o the destination Tone belorc rewriting it, do
as follows.

(DPush the COMPARE button.

@ 8Select the destination Tone using the Value Control Knob.
Now, the destination Tone can be heard by playving the keyhoard.
®Push the COMPARE button to return to the previous Display,

Push the ENTER button,

Push the WRITE button,

The Memory Proiect is released, and the Display returns to that of
Step 3.

Push the ENTER button.

When writing is completed, the Display responds as shown below, then
returns lo the Play Mode Display,

*If the writing procedure is not properly completed, the Display shows an
Error Message. If this happens, resolve it as expiained on page 212

"Error Messages”,
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2) Writing onto 2 memory card

* When using a brand new memory card, be sure to copy the entire data
in the internal memory onto the card as explained on page 189 "Saving”.

Step 5 Step 4 COMPARE Step 3 Step 6

DT l

FHANGFEER  ENTER

; 3 EONT [l COMALRE wWRFTE

4
'
1
'
I
1 SERCORAALCE
I SECLENCER
1
I
Lo

AT !
;nsv TR R FuriTen

T

| ! i e - ForeTHe  NTCARD - ) ] El a B 5 7 []
J ! 3] I O v s I e s Y v | e s o
i | e s O B ¢ l B | e | | s | ne | e fose | nes —3
T ST TR E J . [T | L EE R T“m T ]
Step 1 Insert a memory card into the Card Slot.
Step 2 Set the Protect Switch on the memory card to OFF.
§md
L d
OFF -—
Step 3 Push the WRITE button,

Destination Tona Number

Tone Mame

*When you have edited a Preset Tone, the destination Tone number is

not indicated.
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Step 4

Step 5

Step 6

Step 7

EOIT

"

I¥f you have edited a Tone in the internal memory, select "¢” by
pushing the INT,CARD button.

To change the destination Tone number, use the Value Gontrol Knob,

I vou wish to listen te lhe deslination Tonc before rewriting il, do
as [ollows,

(DPush the COMPARE button,

@) Select the destination Tone using the Value Control Knob.
Now, the destination Tone can be heard by playving the keyboard,
@ Push the COMPARE button to return to the previous Display.
Push the ENTER button,

When writing is completed, the Display responds as shown below, then
relurns to the Play Mode Display.

#1f the writing procedure is not properly completed, the Display shows an
Error Message. If this happens, resolve it as explained on page 212

"Error Messages .

Set the Protect Switch on the memory card back to the ON position.
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