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VOICE PLAY MODE

You will normally play the SY99 in Voice Play mode. In Voice Play mode you can do the fol -
lowing things.

Select voices from preset, internal, or card memory.

View a directory of the 16 voices in the currently selected bank of internal, card, or preset
memory.

Copy the currently selected voice to any internal or card memory.

View the controller assignments for the currently selected voice.

Send a program change to an external device.
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Voice select

JUMP #100

Press VOICE to enter voice play mode. The following
LCD will appear:

VOICE=I
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VOICE indicates that you are in Voice Play
mode.

Voice memory (I, C, P1, P2): This indicates the
voice memory: Internal, Card, Preset 1, or Preset
2.

Bank (A--D): This indicates the voice memory
bank.

® Voice number in individual bank (1-16): This

indicates the number of the voice in the bank.
Voice number in banks A-D {1-64): This indi-
cates the voice as a number between 1 (voice 1
of bank A) to 64 (voice 16 of bank D).

Transmit channel {(1-16): This indicates the
transmit channel you selected in MIDI Utility
1. Setting (Jump #807). The SY99 keyboard will
transmit data from MIDI OUT on this channel,
except when a master control setup is selected.
You can also set the transmit channel at any
time by holding SHIFT and pressing a voice select
key 1-16.

Voice name: The voice name is displayed in
large characters.

Voice mode: This indicates the type and number
of elements used by this voice. For details refer

to Voice Edit mode, Voice Mode Select (page
95).

® Effect settings: This area displays the effect
mode (OFF, SERIAL, or PARALLEL), and the
etfect type for each of the two effect units. For
details refer to Voice edit, Common data
10.Effect set, page 104.

@ Press F1 to send bank select and program
change messages via MIDI. Refer to the follow-
ing section Send bank select and program change
(page 88).

@ Press F6 to jump to the master control select
display. Refer to the following section Master
control select (page 89).

@ Press F7 to view the controller assignments for
the currently selected voice. Refer to the follow-
ing section Controller view (page 87).

® Press Fg to view the voice directory. Refer to
Voice directory, below.

To select a voice use the following procedure. The
voice will not actually change until you specify the
voice number 1-16. If you want to play a different
voice in the same bank, simply specify a different
number 1-16.

1. Select the voice memory: INTERNAL, CARD (only
if a card is inserted into the DATA slot), PRESET
1, or PRESET 2. The selected LED will blink.

2. Select a bank A, B, C, or D. The selected LED
will blink.

3. Select a voice 1-16. The selected LED will light,
and the LCD display will show the newly
selected voice name.

Voice directory

JUMP #101
Summary: This function allows you select voices 1ai
while viewing a directory of the sixteen voices in . _ e ?_1
the currently selected voice bank. A :f: Tahi BisEislit
Procedure: *SP 1 i ‘CiBala 151 IR Ferc
From: voice play mode (JUMP #100) Wﬂrﬁjﬁ%: kel l detlh Tl
Select: Fg (Dir) (JUMP #101) P Py

36

Specify: one of the displayed voices
Toquit: and return to the voice play display
press EXIT.

@ The first seven characters of each ten-character
voice name will be displayed. When you select a




different voice memory (internal, card, preset 1,
or preset 2) and voice bank (A-D) the sixteen
voices in the newly selected bank will be dis-
played. In addition to the usual methods of
selecting a voice, you can also use the arrow
keys to select a voice. When the voice directory
is displayed, pressing a memory select button or
bank select button will immediately select a
voice.

VOICE PLAY MODE

@ Pressing FI-F8 (01)-(08) will select a voice 1-8
from the displayed voice bank. Holding SHIFT and
pressing F1—-Fg& (09)—(16) will select a voice 9-
16 from the displayed voice bank.

To return to the voice play display with the voice
name displayed in large characters press EXIT.

Copy voice

Summary: You can copy the currently selected
volice to another voice memory anytime you are
in voice play mode.

Procedure:
From: voice play mode (JUMP #100)
Press: COPY
Specify: the destination to which the voice will
be copied.

To execute: the copy operation press F§ (Go).
To quit: without executing press EXIT.

PDP‘Y’ UOICE
-DAL 43 ST*CDHCPF‘Jf
INTEPNQL Bank A _LE_]_
[ﬁ EPI765L W:iPL IRock 13:KY i Smo
iLrs EP:Clas 1:EP:Dxis 14:K'~r':Cr*-=C

G QF’ Cone [ﬁ‘ EP:Hite 1:EP(GrnD 13:KY i Clau
BERPISEA 2 FPiEalr [RIEPIUowl (61EY! F’Eco
i0)

The names of the sixteen voices in the currently
selected bank of Internal or Card memory are dis-
played as explained in Voice Directory. Press
INTERNAL or CARD, press a bank button A-D, and
press a memory select button 1-16 to specify the
copy destination.

After specifying the copy destination press F§
(Go). You will be asked “Are you sure?” If you are
sure you want to copy the voice, press YES and the
data will be copied. To quit without copying press
NO.

Controller view

JUMP #102

Summary: This function allows you to view the
controller assignments for the voice as a re-
minder of how the voice can be controlled.

Procedure:

From: voice play mode (JuMP #100)
Select: 57 (Ctrl) (JUMP #102)
To quit: and return to voice play mode press

EXIT.
CONTEOLLER U] 2L 182
Fitch kend lheeliFande= 2 _
Ofter TounkhiMo=1311 Put=0C % PE=+ A
F Hod  TiMWI [ Fan LFU fotdf
A Mod oflf : Fan_EBiazioff
F Mod toff EG Bias ioff
Cutoff | 1913 MME U loume  toff
(EF] Farlioft EF1 Farlioty
£5] (1] 0o (3]

@ The left side of each column displays the param-
eter which is being controlled. The actual effect
that a controller will have on the parameter to
which it is assigned will depend on the depth
that is specified for each controller assignment
as explained in Voice Common job 12. Controller
(page 127).

& The right side of each column displays the con-
troller which has been assigned to control the
parameter @. Controllers which have standard
definitions will be displayed as an abbreviation
{see below). Other controllers will be indicated
by their MIDI control change number.

In cases where the controller has been assigned
but will have no effect {such as when the control
range 1s 0), an inverse “X” will be displayed.
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®

o

Pitch Bend Wheel Range: This displays the
range over which the PITCH wheel can raise or
lower the pitch.

After Touch: This area displays the zoned after-
touch mode, the split point, and the aftertouch
pitch bend setting.

The bottom line displays the two effect parame-
ters which have been selected for realtime con-
trol, and the controller which is affecting each
effect parameter.

Controller abbreviations: The following abbrevia-

tions will be displayed to indicated commonly-
used control sources

MWI1 Modulation Wheel

MW?2  Assignable Modulation Wheel

BC Breath Controller

VOL  Volume

FC Foot Controller

DE Data Entry Slider

SUS Sustain Switch

FS Assignable Foot Switch
AFT  Aftertouch

VEL  Velocity

SCL  Scaling

LFO  Effect LFO

This function only allows you to view the controller
assignments. To edit them, refer to Voice Common
Job 12. Controller (page 127), and Voice Common job
10.5 Effect control (page 123).

Send bank select and program change

Summary: While in voice play mode you can

transmit bank select and program change mes-
sages from MIDI OUT without affecting the
SY99’s own tone generator. This allows you to
switch a tone generator module connected to the
SY%9 MIDI OUT to another memory without
changing the SY99’s own memory selection.
{An identical function is available in multi play
mode.)

Procedure:

From: voice play mode (JuMP #100)
Select: F1 (Send)
Specify: a bank select number (1-16,384) and
a program change number (1-128).

To transmit: the bank select and program change

88

messages press ENTER.
To quit: without sending a bank select or pro-
gram change message, press EXIT.

Use the numeric key pad to enter a bank number
between 1 and 16,384, then press ENTER to
move the cursor to the program change item. (To
send a program change message but no bank
select message, simply press ENTER.)

Use the numeric keypad to enter a program
change number between 1 and 128.

3. Press ENTER and the specified bank select and

program change messages will be transmitted
on the keyboard transmit channel (Kyb Trans
Ch) specified in MIDI Utility job I .Setting (JUMP
#807).
If, for the program change, you enter a number
below 1 it will be transmitted as 1, If you enter a
number above 128, it will be transmitted as 128.
In addition to the program change message
transmitted by this function, a program change
message will be transmitted every time you
select a SY99 voice or multi unless Program
Change has been turned off using MIDI utility
job 1.Setting, page 258.

Remark: Refer to the MIDI Data Format booklet
for details regarding the use of MIDI bank select
numbers.

Note: If a master control setup is activated, the
transmit filter for that setup may prevent the
sending of bank select and program change mes-
sages using this function. Refer to the explana-
tion of the Master control utility on page 284 for
further details.
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Master control select

Summary: While the SY9Y9 is in voice play mode,
you can jump to the master control select display
(JUMP #832) by pressing a single function key.
This feature makes it easy to use the MIDI
master control function while playing the SY99.

Procedure:

From: voice play mode
Select: F6 (Mstr)

(JUMP #100)

The controller select display will appear, just as if
you had pressed JUMP, entered 832 using the
numeric keypad, and then pressed ENTER. This
dispiay can be used to send a variety of control in-
formation to MIDI instruments connected to the
SYY9.

If you perform live using the SY99, you will prob-
ably want to use the master control function often
while playing the SY99’s keyboard. You will prob -
ably find the master control function especially con-
venient because it is available with the press of a
single button. See page 284 for details.
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VOICE EDIT MODE

This section explains the details of all voice edit parameters.

Contents of this section

V0ice MOUE SELECT o iiirrieericiccnrtrceisicneestiiscssernstessesessnnsrssssossnnese sorsssesssnsssssanses
COMMON QALA...eeiiciieiieercicerrcre e istenesssssssstsrasassssssarssasseressestressesseassnseesssnssesse
AFM element data coceiieieeeceiiencrrccceeeectresesvnniserestisssrsssssinssssssessarssonsssssseanss
AWM element data.......ccooecevvenccanrccnnnnnneees tereereesseneseassansaserenernrrrarantesss
Drum set data....eeeeeciisesecnnnercnianenae - rereeeeeessressnteasesnnsetsssssamrarenrans

VOICE EDIT MODE
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The organization of Voice Edit mode will depend on whether the voice is a normal voice or a drum voice.

Normal voice (voice modes 1-10)

@ {Mode)

Specity the
Voice Mode

. 1AFM mono

. 2AFM mono

. 4AFM mono

. 1AFM poly

. 2AFM poly

1AWM poly

. 2AWM poly

. 4AWM poly

. TAFM&1AWM poly
. 2AFM&2AWM poly
. Drum set

SoOO0ONOMAWN =

—_ =

Common data edit
job directory

Do~ W —

. Element level

. Element detune

. Element note shift

. Element note limit

. Element velocity limit
. Element dynamic pan
. Output group select

. Random pitch

. Portamento

. Effect set

. Micro tuning set

. Controlier set

. Voice name

. Initialize voice
. Recall voice

Drum voice (voice mode 11)

[F1] (Mode)

Specify the
Voice Mode

. 1AFM mono

. 2AFM mono

. 4AFM mono

. 1AFM poly

. 2AFM poly

. TAWM poly

. 2AWM poly

. 4AWM poly

. TAFM&1AWM poly
. 2AFM&ZAWM poly
. Drum set

OO ~NIHGMAWLWN =

— e
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E (Com)

Drum Set edit
job directory

@ N

S

Voice volume
Wave data set
Effect set
Controller set
Name

Initialize
Recall

[F3} @&

AFM element edit

job directory

0o~ O A WN -

15.
16.

. AFM algorithm

. AFM oscillator

. AFM EG

. AFM operator output
. AFM sensitivity

. AFM LFO

. AFM pitch EG

. AFM filter

Initialize AFM element
Recall AFM element

OR

[F4](E2) [F5] (E3) [Fe](E4)

AWM element edit
job directory

ONOMALP

15.
16.

. AWM waveform set
. AWM EG

. AWM output

. AWM sensitivity

. AWM LFG

. AWM pitch EG

. AWM filter

Initialize AWM element
Recall AWM element
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Compare

When you are in edit mode but have have not yet
modified the data, a small square [J is displayed at
the left of the voice number to indicate that the voice
has not yet been edited. If the data is edited in any
way, this will change to a inverse “E”.

If you want to see and hear the original data press
EDIT (COMPARE) and the inverse “E” will change
to a “C” indicating that you are in compare mode.

To return to edit mode press EDIT (COMPARE)
once again and the “C” will change back to an “E”.

Note:

® The Compare function is not available in the job
directory displays, nor while editing Dynamic
Pan, Micro Tuning, or waveform data.

® Jf the Voice Mode has been changed, the Cont-
pare function will not be available.

® While comparing, it is not possible to modify
parameter values. (However there are some
exceptions.)

® [f you compare while editing a card voice, a card
error will cancel compare after displaying an
error message.

® While comparing, EXIT, mode select, page, cur-
sor, JUMP, COPY, and some of FI1-F§& will not
function.

Store voice

When you press EXIT or use the JUMP button to exit
Voice Edit mode after editing the data, the top line
of the display will blink “AUTO-STORE VOICE”

AUTO-STORE UOICE Fush ReturnsGuit-Store

BI -DR1C49> ST*Concert

IHTERNQL Bank D fl
= BiPCiSnar BIPCITaki BiSEISLI

w S 2= KIPCIMari WiPC:iCloc WiDE Kit

ItH BP* pit (1:PC.Uibse NIPCIBala 1510R Perc

iH ME*BlCH BrPCiusi f3spFCiEeri 0i0E Mixe

Fet Gt Stor
Note 1:

Four-element voices, i.e., voices using voice
mode 3 (4AFM mono), 8 (4AWM poly), or 10
(ZAFM&2AWM) occupy extra memory, and
can be stored only in bank D. The AUTO-
STORE display for such voices will auto mati-
cally show bank D, and blink “Use bank D” in
the bottom line as a reminder.

Voices which use other voice modes can be
stored in bank D as well.

Drum voices may be stored in any of the four
banks A through D. However, since these
voices contain a large volume of data, only the
data for notes Cl to C6 will be saved if a drum
voice 1s stored in banks A, B, or C. Store drum
voices in bank D if you wish to save the data for
the full range of notes from EQ to G6.

Note 2:
When storing a voice which uses an AWM
waveform card, make sure that the correct card
is inserted when you store, since the waveform
card ID number is stored as part of the voice.

The LCD will show the first seven characters of the
voice names in the currently selected bank of voices.
The voice name displayed in inverse indicates the
voice memory into which the edited data will be
stored.

1. Use INTERNAL or CARD to specify the voice
memory, select a bank A-D, and select the voice
memory 1-16 in which you want to store your
newly edited voice.

2. Press F8 (Stor), and the bottom line will ask
“Are you sure ? {Yes or No)”.

3. If you are sure you want to store the edited
voice, press +1/YES and the bottom line of the
LCD will show “Store completed™. If you decide
not to store, press -1/NO and the bottom line of
the L.CD will show “Store cancelled”.

4. You will then return to voice play mode or the
jump destination.
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Element on/off

When editing a voice which uses two or more c¢le-
ments, it is often useful to hear only the element be-
ing edited. At any time while editing a normal voice,
pressing the ELEMENT ON/OFF buttons located at
the upper right of the front panel will turn individual
elements off/on. When editing voice common data,
the number of elements used by the voice will be
shown in the upper right corner of the display.
Elements that are on will be displayed in inverse. In
addition the LEDs above the ELEMENT ON/OFF
buttons will light if the ¢lement is on and be dark-
ened when the element is turned off, In the following
LCD, element 2 has been turned off, and will not be
heard.

Element 2 has been turned off.

ELEMEHT LEUEL EL Mk 28z
U?IEE; u -La (39{ ST*Concert

Q ce Uolume = =

e RFM R Rz BRNE B E< AWM

When editing Drum Set data the ELEMENT ON/OFF
buttons will have no effect.

When you move to the Voice Mode Select dis-
play, the element on/off settings will automatically
be cancelled.

Element select

At any time while editing the element data of a nor-
mal voice, you can use the ELEMENT SELECT but-
tons located at the upper right of the front panel to
select an clement to edit. This is often faster than
returning to the top level of voice edit mode and
pressing F3—F6 to select the job directory of a dif-
ferent element.
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When editing Voice Common data, Drum Set
data, or waveforms, the ELEMENT SELECT buttons
will have no effect.
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Voice mode select

Summary: The voice mode setting determines

whether a voice will consist of one, two, or four
AWM or AFM elements (modes 1-10), or 76
AWM waves (mode 11).

Procedure:

From: the top level of voice edit mode
(TuMmP #200, #201, #230, #256)

Press: Fi (Mode) to get the following display.

(JUMP #200)

Specify: the desired voice mode.

C1:REN EZ:RMY e
L{QD]EJEED ESDI Ez: H E< s HLM
B1: 1AFM mono
B2i20FM mono 8
B3i4[EM mono g :

m
FIU Polyd B: 1AFM1 AL

ag: JHEI poly
El

5 Lom

2]

This area shows the number (1, 2, or 4) and type

(AWM or AFM) of elements in the selected

voice mode.

Move the cursor to the desired voice mode 1-11.

The selected voice mode will become effective

immediately.

01: 1AFM mono: The voice consists of one
AFM element.

(2. 2AFM mono: The voice consists of two
AFM elements.

03: 4AFM mono: The voice consists of four
AFM elements. (See note)

04: IAFM poly: The voice consists of one AFM
element.

05: 2AFM poly: The voice consists of two AFM
elements.

06: TAWM poly: The voice consists of one
AWM element.

07: 2AWM poly: The voice consists of two
AWM elements.

08: 4AAWM poly: The voice consists of four
AWM elements. (See note)

09: TAFM&TIAWM: The voice consists of one
AFM and one AWM element.

10: 2AFM&2AWM: The voice consists of two
AFM and two AWM elements. (See note)

11: Drum Set: The voice consists of seventy-six
AWM samples.

Mono modes (1-3): Voices which use modes 1-3

are monophonic. Only one note can be produced
at a time. If a note is played while the previous
note is still sounding, the previous note will be
cut off. Mono mode is useful when simulating in-
struments that naturally produce only one note
at a time. Mono mode also allows you to use a
special type of portamento; fingered portamento.
For details refer to Veice Common
9. Portamento (page 104).

Polyphonic modes (4-10): Voices which use modes

4—10 are polyphonic, and will allow you to play
chords of as many notes as can be produced by
the SY99’s tone generator. The AWM and
AFM tone generators can each produce up to 16
simultaneous notes. For some voice modes
more than one element may be sounded by a
single key, and this will correspondingly reduce
the number of simultaneous notes you can play.

Drum Set mode (11): Drum set voices use only the

AWM tone generator, and up to 16 AWM sam-
ples can be sounded simultaneously.

Note: Four-element voices (modes 3,8, and 10) can

be stored only in bank D.

Drum voices may be stored in any of the four
banks A through D. However, since these voices
contain a large volume of data, only the data for
notes C1l to C6 will be saved if a drum voice is
stored in banks A, B, or C. Store drum voices in
bank D if you wish to save the data for the full
range of notes from EO to GO.

A slight delay may occur in the sounding of
some notes when a large number of notes are
played simultaneously (either manually or in
response to MIDI note on messages) using four-
element voices. To avoid this delay in such cases,
you may wish to use a voice using fewer ele-
ments, or reduce the number of notes being
played simultaneously.
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Common data

COMMCN DATA

Common data job directory

JUMP #201

Summary: This job directory shows the jobs con-
taining data that affects all clements in the
voice.

Procedure:

From: the top level of voice edit mode

When: editing a normal voice
Press: 2 (Com)

Select: the desired job

(JUMP #201)

UOICE EDI E1:AFM _EZ:AMM 2681
EZ2:AFM| E4: AWM
af -DB1¢43) ST#xConcert, 18
fMiElemlwvl B:UlLimit ®:Porta 13f Mame
R:ElemDtn E:iElemPan | i~
INLShift (7:0utSel Mok Tune 158 Initlz
t t BiRandomp! $:iCntrlir 16iEBecall
ode El EZ ES &

2] L1

© This area shows the number (1, 2, or 4) and type
(AWM or AFM) of elements in the selected
voice mode.
® Move the cursor in this area to select a job:
01: ElemLv] (Element level): Total voice vol-
ume, and element level
02: ElemDtn (Element detune): Fine tuning for
each element
03: NtShft (Element note shift): Transpose each
element

04: NtLimt (Element note limit): Range of notes
that play each element

05: VILimt (Element velocity limit): Range of
key-on velocities that play each element

06: ElemPan (Element dynamic pan): Dynamic
panning table for each element

07: OutSel (Output group select): Output group
tor each element

08: Random (Random pitch): Random pitch vari-
ation for entire voice

09: Porta (Portamento): Portamento mode and
time

10: Effect (Effect set): Etfect set job dircctory

11: McrTune (Micro tuning): Micro tuning select
for entire voice, and micro tuning on/off for
each element.

12: Crrllr (Controller set): Controller assign -
ments and depth for pitch bend, modulation,
pan, etc.

13: Name (Voice name): Ten-character voice
name

15: Initlz {Initialize voice): Initialize the voice
common data being edited

16: Recall (Recall wvoice): Recall all data
(common and element) of the previously
edited voice

COMMON DATA

1. Element level

JUMP #202
Summary: Adjust the overall volume of the entire IELEMENT LEVEL EL gng! 28z
voice, and the volume of individual elements 1-4. J?é%gi’luaggéiﬁgiumgT:CW‘Qert
Procedure: E1 AFM EZ AFM HM E4 AWM

From: voice common job directory  (JUMP #201)
Select: job 01:ElemLvl (Jump #202)
Specity: the total voice volume and the levels of

each element
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O Total voice volume (0...127): This determines
the overall volume of the entire voice.




® Element level (0...127) El1-E4: These deter-
mine the volume level of each element. Press F2,
F4, F6, F8 to move the cursor to elements 1-4.
The level of each element is displayed as a ver-
tical bar graph.

® Pressing F1 will move the cursor to Total Voice
Volume. Pressing F2, F4, F6, F8 will move the
cursor to elements 1-4.

VOICE EDIT MODE

Remarks: Since the total voice volume setting is

part of the voice data, it can be used to even out
the volume differences between voices. This is
important when editing a set of voices for live
performance, and allows you to avoid any sud-
den jumps in volume when a voice is selected.

COMMON DATA

2. Element detune

JUMP #203

Summary: Adjust the fine tuning of individual ele-
ments 1-4.

Procedure:

From: voice comnon job directory  (JUMP #201)
Select: job 02:ElemDtn (JUMP #203)
Specify: the tuning of cach element

ELEMENT DETUNE EL XL 283
VOICE=I -Dd1c¢49) ST#*Concert
Elementl AFM = Ex:'!* ; ; L S
Element.2 AFM = - HEE: 1 ;
Element.d AWM = + 4 ! * H

ementd QWM = + & | | * H
= (EZ EI E4

o ')

@ Detune (—7...47) E1-E4: When this is set to 0,
the element will play the correct pitch for the key
that was pressed. Negative settings will lower

2]

the pitch, and positive settings will raise the
pitch. The tuning of each element is indicated
graphically by the position of the asterisk on a
horizontal scale.

Pressing Fi—F4 will move the cursor to elements
1-4.

Remarks: If you are creating a voice that plays two

or more elements for a single note, slightly de-
tuning the elements will create a natural chorus
effect, giving a richer quality to the sound.

Element detune is intended to change the
relative pitch of two or more elements. Setting
all elements to the same detune value will not
be useful, nor will this setting be useful if the
voice contains only one element.

COMMOCN DATA

3. Element note shift

JUMP #204

Summary: Transpose the pitch of individual ele-

ments -4,
Procedure:

From: voice commeon job directory  (JUMP #201)
Select: job 03:NtShfi (JUMP #204)
Specify: the transposition of each element

ELEMENT NOTE SHIFT 122548 g
UOICE=T -Di1c4%9: ST*ConoerEL 284
Element]l AFM = DNZ— | :
Element? AFM = 38 | T ¥
ElemertI AWM = + R 1 * ;
epartd AWM = + @ | % # +
I | 9% 3 E4d
o o

Note Shift (—64...+63) EI-E4: When this is set
to 0, the element will play the correct pitch for
the key that was pressed. This setting adjusts
the pitch in semitone increments. For example if
set to —12 the pitch will be one octave lower
than normal, and if set to +24 the pitch will be
two octaves higher than normal.

® Pressing FI—F4 will move the cursor to elements

1-4.

Remarks: The note shift setting can be useful when

you need play notes that are beyond the range of
the SY99’s 76-note keyboard. For voices which
play two or more elements for each key, note
shift can be used to create automatic parallel
harmony.
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COMMON DATA

4. Element note limit

JUMP #205

Summary: Specify the range of notes that will play
each clement.
Procedure:
From: votce common job directory  (JUMP #201)
Select: job 04:NtLimt (JUMP #205)
Specify: the note range for each element

IMIT EL IERL 285
S T#Concert. “

=il Hi

ELEMENT NOTE L
VOICE=I -DB1d4

LE
01
tlementl HEM
El
El

ement2 AFM —-Z
ementd AWM -2
smentd ALY -2

EZ EZ 4 Kbd

yalenjualue I
sy

L
G
G
13

C
g
E

]
o o o

©® Low Note Limit (C-2...G8) E1-E4: This speci-
fies the lowest note that will be played by the
element.

® High Note Limit (C-2...G8) E1-E4: This speci-
fies the highest note that will be played by the
element.

® Pressing FI-F4 will move the cursor to elements
1-4.

Remarks: After moving the cursor to the parameter
you want to set, you can modify the data in the
usual way or press F8 (Kbd) and then press a
key of the SY99’s keyboard to enter a note.
(The notes of the SY99 keyboard are E0-G6.)

If you want to play an element over the
entire range of the keyboard, leave this param-
eter set at Low=C-2 and High=G8.

This parameter can be used to create key-
board split effects where different elements are
played by different keyboard areas. For example
in a two-element voice where element 1 is a

bass sound and element 2 1s a piano sound, set
element | to Low=C1 and High=B2 and set ele-
ment 2 to Low=C3 and High=C5. With these
settings, notes below middle C will play bass
(element 1) and notes above middle C will play
piano (element 2).

Element 1 Element 2
Bass Piano
vCi B2 v¥ C3 cs5w

b

It is possible to set the low limit above the high
limit. In this case, the element will be played by
notes above the low limit and below the high
limit. The following diagram shows the keyboard
range that would play an element set to Low=C4
and High=C2.

High = C2 Low = C4
& _ . -
7 &
//' // /

Note: This note limit setting will be ignored if the
voice mode is mono (voice mode 1:1AFM mono,
2:2AFM mono, and 3:4AFM mono).

COMMON DATA

5. Element velocity limit

JumMP #206
Summary: Specify the range of key-on velocities ELEMENT VELOCITY LIMIT ~  EL BeR@l 286
that wiil play each element. VRICE=L ~Dalcss ﬁﬁ”“omﬁm
. Elementl HFH 2
Procedure: o | Elemert? AFN 127
From: voice common job directory  (JUMP #201) Elementl AWH 2@ 1%]
Select: job 05:VILimit (JUMP #206) FET BN S —
Specify: the range ol velocities for which the ele- P Py ®

ment will sound
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Q@ Low Velocity Limit (1...127): This is the lowest
key-on velocity for which the element will sound.

@ High Velocity Limit (1...127): This is the
highest key-on velocity for which the element
will sound.

® Press FI—-F4 to move the cursor to elements 1-4.

Remarks: If you want to play an element over the
full range of key velocities, leave this parameter
set at Low=1 and High=127. This parameter can
be used to make strongly played notes play dif-
ferent elements than softly played notes. For
example in a two-element voice where element 1
1s a p1ano sound and element 2 is a brass sound,
set element | to Low=1 and High=100 and set
element 2 to Low=101 and High=127. With
these settings, soft notes will play the piano
(element 1) and strong notes will play brass
(element 2). If desired, you could overlap the
velocity limits of the elements, or use more than
two elements.

VOICE EDIT MODE

Key velocity fit 127

Element 2
101 Brass
100
Element 1
Piano
PPP 1

It is possible to set the low limit above the high
limit. In this case, the element will be sounded
by key-on velocities outside the limits. The fol-
lowing diagram shows the velocity range that
would play an element set to Low=100 and
High=40.

Key velocity it 127
100

40

pPp 1

COMMON DATA

6. Element dynamic pan

JUMP #207

Summary: Select the Dynamic Pan data used by
each element. The selected dynamic pan data
will determine how the stereo position of the
element will change over time.

Procedure:

From: Voice Common job directory (JUMP #201)
Select: job 06:ElemPan (JUMP #207)
Specity: the Dynamic Pan data used by each

element
ELEMEMT DYNAMIC PHN EL Besg! 2a7
UDICE=I -D81¢49> ST*Caoncert
o in P So]lamt
Elementl HAFM

Element2 AF
Elementd B
ampernt

M - et

M P- 1 Center
- Contér

| - |

) 0 )

© Dynamic Pan Select (I1...32, C1...32, P1...64):
This specifies the dynamic pan data that will
move the stereo position of this element over
time. The number and name of the selected pan
data will be displayed. For an internal voice,
select a pan data memory from Internal or Pre-
set. For a card voice, select a pan data memory
from Card or Preset.

@ Pressing F1-F4 will move the cursor to elements
1-4.

® Press F8 to edit the currently selected pan data.
(Only Internal pan data can be edited.)

Remarks: Each Dynamic Pan memory contains the

following data.

¢ 2 Pan Source which allows the panning move -
ment to be controlled by velocity, note
number, or LFO

e EG sertings which determine panning move-
ment over time

® a Pan Name

64 preset dynamic pan memories are provided, as
explained in the following table. In addition, 32
internal memories are provided for you to store your
own pan data, and a RAM card can accommodate 32
more pan data memories. The following section 6.0
Dynamic Pan Edit explains how to edit the Dynamic
Pan data.
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Preset Bynamic Pan data

# Name Description Name Description
1 | Center fixed at center 36 | R<>L slow start at R then slowly move between RL
2 | Right 6 fixed full right 37 | Rl start at R then move between RL
3 | Right 5 38 | R<sb narrow start at R then move narrowly between RL
4 | Right 4 39 | R<>Lfast start at R then move quickly between RL
5 | Right 3 40 | C>Re>L slw start at C then move slowly between RL
6 | Right 2 41 | C>R<>L s&n start at C then move slowly and narrowly
7 | Right 1 fixed slightly right between RL
8 | Left6 fixed full left 42 | C>R<sb start at C then move between RL
9 | Lefts 43 | C>R<>L1fst start at C then move quickly between RL
10 | Left 4 44 | C—R<>L sl pause at C then move slowly between RL
11 | Left 3 45 | CsResL pause at C then move between RL
12 | Left2 46 | CoR<L fs pause at G then move quickly between RL
13 | Left 1 fixed slightly left 47 | CsL<>R siw start at C then move slowly between LR
14 | L>R slow slowly move L—oR 48 | CsL<>R s&n start at C then move slowly and narrowly
15 | L»R move L—R between LR
16 | L>Rfast quickly move L—R 49 | CsL<>R start at C then move between LR
17 | R>L slow slowly move R—L 50 | Col<-Rfst start at C then move quickly between LR
18 | R>L move R-L 51 | C—=L<>=Rsl pause at C then move slowly between LR
19 | R>L fast quickly move R—-L 52 | Col<>R pause at C then move between LR
20 | C>R slow slowly move C—R 53 | Col<>Rfs pause at C then move quickly between LR
21 | C>R move C—R 54 | LFO MWheel | controller regulates the width (initially 0}
22 | C>Rfast quickly move C—R of LFO panning
23 | CoH slow pause at center then slowly move C—R 55 | LFO wide broad panning by LFO
24 | C-R pause at center then move C—R 56 | Note wide broad panning by note number
25 | C—R fast pause at center then quickly move C—»R 57 | Note narrw narrow panning by note number
26 | C>L slow slowly move C—L 58 | Notew+EG n broad panning by note number + narrow
27 | CsL move C—L LR movement
28 | Csl fast quickly move C—L 53 | Noten+EG w narrow panning by note number + broad
29 | C—L slow pause at center then slowly move C—L LR movement
30 | C—l pause at center then move C—L 60 | Vel wide broad panning by key velocity
31 | C—i fast pause at center then quickly move C—L 61 | Vel narrow narrow panning by key velocity
32 | L<>Rslow start at L then slowly move between LR 62 | Vel w+EG n broad panning by key velocity + narrow
33 | L<=R start at L then move between LR LR movement
34 | L<>R narrow start at L then move (narrowly) between LR 63 | R&L 1 variation of repeated LR movement
35 | L<>Rfast start at L then move quickly between LR 64 | R&L 2 variation of repeated LR movement

COMMON DATA / ELEMENT DYNAMIC PAN

6.0 Dynamic pan edit

Summary: This function allows you to edit the cur-
rently selected Dynamic Pan data.

Procedure:

From: Voice Common job 06.ElemPan

(JUMP #207)

When: an Internal dynamic pan memory is
selected

Press: F§ (Edit)

Select: the Dynamic Pan parameter you wish to
edit

Editing is possible only when an Internal pan mem-
ory is selected. If you want to edit one of the preset
pan memories, press COPY to copy it to an Internal
pan memory as explained in the following section
6.0.1 Copy Pan Data.
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@l1:Pan Scurce
—B2: Pan gq

Bl B2 [2)54

e © o

@ The name and number of the currently selected
Dynamic Pan data are displayed.

& Move the cursor in this area to select a job.

0l: Pan Source: Select a control source
(velocity, note number, or LFO) 10 affect
dynamic panning. {See 6.1 Pan Source)

02: Pan EG: Set the panning EG. (See 6.2 Pan
EG)

03: Pan Name: Assign a ten-character name to
the pan data. (See 6.3 Pan Name)

® Pressing F1-F3 will select the corresponding job.
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COMMON DATA / ELEMENT DYNAMIC PAN

6.0.1 Copy pan data

Summary: This function copies dynamic pan data @ Source Pan: Select the dynamic pan data to copy.
from another memory into an Internal pan data & Destination Pan: Select the dynamic pan data
memory. (internal 1-32) into which to copy the Source

Procedure: Pan data.

When: editing dynamic pan data ® After selecting Source Pan and Destination Pan,
Press: copy 1o get the following display. press Fg (Go) 10 copy the data. You will be
Specify: the source and destination pan. asked “Are you sure?”. Press YES and the data

To copy: the pan data press Fg. will be copied.

To quit: without copying press EXIT. .
Remarks: Only Internal Pan Data memories can be
COFY FAN DRTR edited. If you want to edit one of the preset pan

I=_5 Right 5 | lables, use this function to copy it into an Inter-
1l . ;.
I- 1 CHLasR nal pan memory

Source Pan

Destination Pan

otk

COMMON DATA / ELEMENT DYNAMIC PAN
6.1 Pan source

Summary: This determines how the dynamic pan- source will have no effect. When this is set to
ning will be affected: cither by Velocity. or Note 127, the selected pan source will pan the ele-
Number, or LLFO. ment from full left to full right.

Procedure:
From: Dynamic Pan Edit job directory
Sclect: 01:Pan Source Left Center Right
Specify: the pan source and depth G
ppp fif

Pan source = Velocity

PAN SOURCE
FAM:I- 3 Right S

Pary Source
Source Depih

Pan source = Key note number

i

ieft Center Right
“ N =
I ! CH C5
(2] Q
© Pan Source (Velocily, Key Note Number, LFO): Pan source = LFO
Select the control source which will affect Back and forth over time
dynamic panning. When velocity is selected, the T i

strength at which each note is played will alfect T
panning. When note number is selected, notes e
above middle C will be panned increasingly right, Left Center Right
and notes below middle C will be panned in-
creasingly left. When LFO is selected, the LFO
of the element will continuously pan the sound. Remarks: Dynamic panning is controlled by two

& Source Depth (0...127): This determines how factors working together; the Pan Source and the

much the selected Pan Source will affect pan- Pun EG. Refer Lo the diagram in 6.2 Pan EG for
ning. When this is sct to 0, the selected pan

Pan source = LFO

an example of this.
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COMMON DATA / ELEMENT DYNAMIC PAN

6.2 Pan EG

Summary: Specify how the element will be panned

over time, starting when each note is played.

Procedure:
From: Dynamic Pan Edit job directory
Select: 02:Pan EG.
Press: F1 (Rate) to sct pan EG rates.
Press: F2 (Lvl} to set pan EG levels.
PAM EG
P 1atstadt ® HT =M
X B s
Rl RRi= @
Off2 RZ= @-rRRZ= @
PS: E‘ |
Ed= 8 |
2 Lul E B
) )
PAN EG "
Ao ot
X e
Ll=+27 RLI=+27
QffN L2=+27 RLZ=+ZT7
LI
=400 ==
Rt oW 3

@D

o © o

The number and name ot the currently selecied
Dynamic Pan data are displayed.

This indicates the displayed segment and range
of the EG graphic display. To change the range,
hold SHIFT and press FI-46 (x1. x2, x5 x10, 220,
x50). To shift the EG graphic display te o dif-
ferent segment, hold SHIFT and press ¥/ oor F3 10
select Seg0-Seg4, Rell.

The pan EG 1s graphically displayed.

Press F1 (Rate) to set EG rates. Press F2 (fvl)
to set EG levels,

HT (Keyon Delay Time 63...0): When this 1s s¢i
to 0, the pan EG will bLg n immedialely atter o
key is pressed. For higher settings, there will be
an increasingly longer delay before the pan FG
begins.

R1-R4, RR1-RR2 (Keyon Rates, Release Rares
0...63): Keyon Rates 1-4 and Release Rates 1
2 determine the speed of the pan EG. Higher
settings result in faster change. Refer o the
diagram below.

LO-1.4, RL1-2 (Keyon Levels, Retease Levels
-32...+32): Keyon Levels 0-4 and Release
Levels 1-2 determine the panning direction and
distance of the pan EG. Negative settings move
left, and positive settings move right. Refer 1o
the following diagram.
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SL.P (Loop Point SI--54y
segment from which the EG will continue looping
it a key remains depressed after the EG has
come to the end. Refer

This specilies the

to the Tollowing diagram.

l.oop Point = S4
L3 1.3 1.3

Lett

[ ’ -
RN Rl2
Center — -2 Thine

'
}
: |
f T !
‘ I
v

\ I

T I

o

! i
A,/{ o b4 |
t | | |
! N
Right ! ! ] [ i
LHT' F1 B2 LRS R4+ —-—RNRR2

A

A
Koy on Koy off
Left [pop Point = 63
L3 L3 La

Right v !
A

! /4\
{ |
R
Center l : l\ o Time
l [ \/ ! .
1 | i I o
A | y LA | |HL1Y |
| | ' | : : I
TP
Ao tRs Ra A3 R ‘—m HR I
L Loop *J Key off

Key on

When you press a key, the sound will be output at
the pan posttion of LO. When the specitied hold time
(HT) has clapsed, the pan positton will change

th
re

¢ rate of R1 to level L1, When the pan position
aches L1, it will change at the rate of R2 to the

position of L2. When the pan position reaches 1.2,
will change al the rate of R3 to the position of L3,

When the pan position reaches 1.3, 1

th

will change at
e rate of R4 to the position of L4, When the pan

position reaches L4, the EG will begin Tooping from

th

e specified segment (in the above diagram,

SLP=S3).

When you release the key, the pan postion will

change at the rate of RR1 to the position ot RL1.

When the pan position reaches R1.T.

at

R

1o will change
the rate of RR2 to the position of RL2.

emarks: Hold Time (HT) is a rine setting, but
the various Rates are speed. Higher settings for
Hold Time will resudi o
pan EG begins, but togher scettings for Rates wiil
result in faster change. The final resaf
Pan EG will depend on the Pan Source scttings.

longer delay before the

ol the
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6.3 Pan name

Summary: Specify a ten-character name for the in-
ternal Pan data memory being edited.
Procedure:
From: Dynamic Pan Edit job directory
Select: 03:Pan Name
Specify: a name for the pan memory

PAN NAME

+

[Right 3 ]
Clr e Toir
o © [ o

Enter a ten-character name for the Pan data.

To clear the currently entered name press F1
(Clr).

To switch to upper-case characters press F2
(Uppr).

To switch to lower-case characters press F3
(Lowr).

@ ® ©Q

Methods of entering character data are ex-
plained in How to enter character data, on page
30.

COMMON DATA

7. Output group select

JUMP #208

Summary: Specify the output group for each ele-
ment.
Procedure:
From: voice common job directory (JUMP #201)
Select: job 07:0utSel (JUMP #203)
Specify: the output group for each element

OUTPUT GROUP SELECT EL BERf! 288
UOICE=Y -DB1<49) ST+Concert
Ele tl AFM = ‘gﬁaﬁ
Elementi’ AFM = both_
Element3 AWM = both
Eﬁﬂlmpn’r‘% FMM = both
EZ 3 | =)

© Element 1-4 (off, grpl, grp2, both): Each of the
elements in a voice must be assigned to one or
both output groups. The element is then panned
as specified by the dynamic pan table, and the

stereo signal is sent to the corresponding output
channel.

If you turn off the output group select for an
element, that element will not be sent to the
effect unit.

Remarks: The effect wet:dry setting determines
the mix between the effect processed sound from
each effect unit and the stereo signal from the
dynamic pan tabies. If the wet:dry setting is
100:0, the stereo pan will have no effect, since
all the output sound will be coming from the
effect unit. If the wet:dry setting is 0:100, the
sound from the effect unit will not be heard.
Refer to the figure in 10.Effect set, page 104.

COMMON DATA

8. Random pitch

JUMP #209

Summary: Specify the amount of random pitch varia-
tion for the voice.
Procedure:
From: voice common job directory (JUMP #201)
Select: job 08:Random (JumP #209)
Specify: the amount of random pitch variation

RANDOM_FITCH EL HEsg! 2099
UOICE=Y -DB1(49) ST*Corcert

Random Pitch Deeth = [X
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© Random Pitch Depth (0...7): For a setting of 0, a
key will produce the same pitch each time it 1s
pressed. For settings of 1...7, a key will produce
a random deviation in pitch. Higher settings re-
sult in greater deviation from the standard key
pitch.

Remarks: This parameter is helpful when simulat-
ing instruments which have a naturally varying
pitch.

The random pitch deviation i1s applied sepa-
rately to each element in the voice, meaning that
pitch differences may appear between elements.

COMMON DATA

9. Portamento

JUMP #210

Summary: Specity the Portamenio mode and time.
Portamento creates a smooth glide in pitch be-
tween one note and the next.

Procedure:

From: voice common job directory  (JUMP #201)
Select: job 09:Porta (JUMP #210)
Specity: the portamento mode and time

PCRTAMENTQ £l §Ekg! 218
UDICE=I -DIA1(49> ST#*Concert
Portamento Mode = follow
Portamento Time = ?_
*SQtf EE&Q%Q affects only cent.e
0 |

o o0

© Portamento Mode: If the currently selected voice
mode is polyphonic (voice modes 4—10), the por-
tamento mode is fixed at Follow mode. If the
currently selected voice mode is monophonic
(voice modes 1-3), the portamento mode can be
set either to Fingered or Fulltime.

Fingered portamento: Portamento is applied only
it you press a note before releasing the previous
one; 1.e., when you play legato.
Full Time portamente: Portamento is applied
between all notes.

A Portamento Time (00...127): This determines the
time of the pitch glide between notes. Higher
settings result in a longer (slower) glide.

Remarks: If you do not want portamento, set
Portamento Time to 0 so that the pitch change
between notes is instantaneocus.

As noted n the display. portamento applies
only to AFM elements. [t will have no effect on
voices which use only AWM elements (voice
modes 6-8). If a voice uses both AFM and
AWM clements (voice modes 9 and 10), porta-
mento will apply only to the AFM elements in
the voice.

COMMON DATA

10. Effect set

Summary: Specify how the coffect units are con-
nected, how the sound from cach element of the
voice is sent to the effect units, parameters for
each effect unit, and how the effect parameters
are controlled in realtime.

Procedure:

From: voice comumnon job directory  (JUMP #201)
Select: job 10:Effect (JUMP #212)
Select: the effect parameter you wish to edit
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JUMP #212
EFFECT SET EL B! 212
UOQICEeT -Di1c49) QT*I‘oru et -
WltE+fect N 81
Heipttect Send
P A3iEffect 1 Parameter
B4:Effect. 2 Paramcster
AStEffant Cantiro
TElT W2 Al B4 As
') )

© Move the cursor in this area to select a job.

01: Effect Mode Select: Specify how the two
effect umts are connected, the effect tvpe,
etfect output level, and wet:dry balance.
Refer 1o 0.1 Effect Mode Select.




(02: Effect Send: Specify how the sound of each
element of the voice will be sent to the effect
units. Refer to 10.2 Effect Send.

Effect 1 Parameter: Make settings for effect
unit 1. Refer to /0.3 Effect 1 Parameter.
Effect 2 Parameter: Make settings for effect
unit 2. These parameters are exacily the
same as for Effect 1. Refer to /0.3 Effect |

03:

VOICE EDIT MODE

05: Effect Control: Specify how effect param -
eters will be affected by control change mes-
sages, aftertouch, velocity, key scaling, and
LFO. Refer to 10.5 Effect Control.

O Pressing FI-F5 will select the corresponding job.

The following figure shows how the signal flow of a
normal voice is related to the effect system.

Parameter.
''''''''''''''''''''''''''''''''''' 4 T L
.................... 3
2 : Group 1 , OUTPUT 11142
Element { L Element dynamic pan QOutput group select Out 1 ;
(AFM or AWM) (preset 1-69, internal 1-32) | - {off, grp1, grp2, both) Group 2 wet:dry
,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,, send i, Effect 1 |
""""""""""""""""" send2_| (effecttype 1-63)
i e 1 — OUTPUT 2
b ‘ Out 2
Send level | Send select __it wel:-d e
(0...127} [(send 14 on/off) _ L
send 3
Effect 2 /ﬂ\
_ send 4 (effect type 1—63)

mong audio —»>
stereo audio ﬁ
Effect type = 1-29 (single type) Effect type = 30-51 (cascade type) Effect type = 52-63 (dual type)

ex., 1. Rev Hall ex., 30. Echo-sRev ex., 52. Hall&Plate

d 1 1
send 1 send 1 . sen Hall —
Rev Hall é —>» Echo Rev 9
——— Plate S—
send 2

COMMON DATA / EFFECT SET

10.0.1 Copy voice effect

Summary: This function copies Effect data trom
another voice into the effect data of the currently
edited voice.

Procedure:
When: editing Etfect data (jobs 10.0-10.5)
Press: COPY to get the following display.
Specify: the voice from which to copy the effect
data
To copy: the data press F8 (Go)
To quit: without copying press EXIT

COFY EFFEC
Source S

@ Use the voice memory buttons, bank button A—
D, and voice select buttons 1-16 to select a
source voice from which to copy the Effect data.
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B Press F$ (Go) and you will be asked “Are you
sure?”. If you are sure you want o copy the
effect data, press YES and the cftect data will be
copied from the sclected voice to the voice bewg
edited.

Note: The effect send settings (see 10.2 Effect send)
will not be copied.

COMMON DATA / EFFECT SET

10.1 Effect mode select

JUMP #213

Summary: Specify the effect mode to deicerinine how
the two effect units are connected, the effect
type for each unit, effect output levels, and the
volume balance between processed and unpro-
cessed sound.

Procedure:

From: Effect Set job directory {JUMP #212)

Select: O1:Effect Mode Select (fUME #213)

Specily: the effect mode, effect types, amd effect
levels, and wet:dry balance.

EFFECT MODE SELECT EL Em ! 213
carg Effect H!:-Eir:‘ = farallsa

Ta (T

A D_LEFF 1| [ i dutil

Eend— e REAT
e — Pt ]

) ) [:) ) O e
EFFECTMODE SELELT EL MR 210
serla et MNagdge = Sei13al

BeE ] e —
1] e u - [ TRY
errd " eRrz L
[GeE_2) {Fank f
o

©Q Effect Mode (olf, scrial, parailely: This deter
mines how the two effect units will be con-
nected. The effect mode will be  eraphically
shown in the display.

When the Effect Mode is set to Off the
effect units will not be used. No effect processed
sound will be added to the sound sent to output
groups 1 and 2 from the two sterco groups.

When the Effect Mode is set 1o Seriad, the
audio signal from the sends (onc, two, or three,
depending on the type of effect sclected for cach
effect unit) will be sent 10 the two effect uniis as
shown in the display. The output of effect | wiil
be sent through eflect 2; i.c., the ¢ffec wnits will
be connected in “scries”.
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When the Effect Mode is sct to Parallel, the
audio signal from the sends (one, two, three, or
four, depending on the type of effect selected for
each effect unit) will be sent to the two effect
units as shown in the display.

& Lftect | Type, Effect 2 Type (1...63): These
determine the type of effect for each of the two
effect units. A list of the 63 eltects and their
parameters 1s given in the following section /0.3
fflect 1 parameter (page 108).

& EFFI/EFF2 Output level 1, 2 (0...100%): These
determine the output level ol each effect. The
level is indicated as a number and also as a bar
graph. If a dual-type effect (52-63) is selected,
the output level can be set independently for
cach effect. At a setting of 0% the effect unit will
output no sound, and at a setting ot 100% the
output of the effect unit will be at full volume,

@ Effect 2 Mix Level (0...100%): This will appear
onty if the Effect Mode is set to Serial. Tt deter-
nmines the amount of Effect 2 that is added to the
effect chain,

© Outt/Ou2 wet:dry (100:0...0:100): These
determine the mix between the processed (wet)
and unprocessed (dry) sounds for cach output 1
and 2. When set to 100:0, only the processed
sound from the eftect unit will be heard. When
set to 0:100, only the unprocessed sound from
the dynamic pan will be heard.

If the wet:dry balance is sct to 100:0, the
sound from the stereo pan will not be hcard,
meaning that the element dynamic pan settings
will have no effect.




Single type effects
01. Rev Hall
02. Rev Room !
03. Rev Room 2
(M. Rev Room 3
05. Rev Stage |
00. Rev Stage 2
07. Rev Plate

08. Rev White Room
09. Rev Tunnei

10. Rev Canyon

11. Rev Basement

12. Early Reflection |
13. Early Reflection 2
14. Gate Rev
15. Reverse

16. Delay LR
17. Delay 1LLCR
18. Stereo Echo

19. Pitch Change 1

20. Pitch Change 2

21. Pitch Change 3

22, Aural Exciter ®#

23. EG Flange

24. G Chorus

25. EG Symphonic

26. G Phasing

27. Rolary SP

28. Ring Modulator

29. D. Filter {Wah)
Cascade type effects

30. Echo -» Rev

31. Delay L,R — Rev
32. Flange — Rev

VOICE EDIT MODE

33. Chorus - Rev

34. Sympho — Rev

35. Phase — Rev

36. Aural Exciter®* — Rev
37. Dist — Rev

38. Dist — DIy LR

39. Dist — St.Echo

40 EQ -» Rev 1 (Hall)

41. EQ — Rev 2 (Room)
42. EQ — Delay LR

43. EQ — St.Echo

44, EQ — St.Flange

45. EQ — St.Chorus

46. EQ — Symphonic

47. EQ — St.Phasing

48. St.Flange -— Delay L,R
49. Si.Chorus —» Delay L R
50. Symphonic — Delay L,R
51. St.Phasing — Delay L,R

Dual type effects

52. Hall & Plate

53. Echo & Rev

54. Delay & Rev

55. St.Flange & St.Chorus

56. St.Flange & Symphonic

57. Symphonic & St.Chorus

58. St.Flange & Rev

59. St.Chorus & Rev

60. Symphonic & Rev

61. St.Flange & Delay L,R

62. St.Chorus & Delay LR

63. Symphonic & Delay I.,R
*  Aural Exciter ® is a registered trademark and is
manufacrured under license from APHEX
Systems Ltd.

COMMON DATA / EFFECT SET

10.2 Effect send

JUMP #219
Sumprary: Specify how the sound from each element EFFECT_SEND EL IRE 219
ST T - UOICE=I -Dii(d%> ST*Concert

of the voice will sent to each of the one, two, e Se=]llaual |Us] SenslSmalind
. or four ¢ ends ELEAFA B~ & ~| 120 ) +
three, or four effect sends. Elipel Fil s I ] i
Procedure: E3iRMWMI 1 - 3 - 1%? IB Ig
From: Effect Set job directory (JUMP #212) s S e, g ;
Select: job 02:Effect Send {JuMP #219) @ o © Py o

Specily: the effect send settings for each element
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@ Send Sel (send select 1-4): Specity whether or
not to send the sound from the element to each
effect send 1-4. The number of effect sends
available will depend on the effect mode and the
effect type. Non-existent sends will be indicated
by a dash (-), and cannot be selected. In the
above display, effect sends 1 and 2 are available.
If an effect send is tumed on, its number will be
displayed, and the sound of the element will be
sent to that effect send. If an effect send is
turned off, a period (.) will be displayed, and the
sound of the element will not be sent to that
effect send. In the above display, element 1 is
being sent to effect sends 1 and 3 only.

® Level (0...127): Specify how much sound will be
sent from the element to the effect unit.

® Vel Sens (=7...+7): Specify how key velocity
will affect the effect send level of the element.
For positive setiings {(+1...4+7), more sound will
be sent to the effect unit for strongly played
notes. For negative secttings (=1...=7), less
sound will be sent to the effect unit for strongly
played notes.

® Scaling (-7...+7): Specity how key position will
affect the effect send level of the element, For
positive settings (+1...+7), higher notes will
send more sound to the effect unit. For negative
settings (—1...—7), higher notes will send less
sound to the effect unit.

® Pressing F1-F4 will move the cursor to elements
1-4.

COMMON DATA / EFFECT SET

10.3 Effect 1 parameter

JUMP #214

Summary: Set clfect parameters for the effect type
selected for effect 1. This explanation also
applies to effect 1.

Procedure:

From: Effect Set job directory (JUMP #212)
Select: job 03:Effect | Paramcter (Jume #214)
Specify: parameter settings for the selected effect.

EFFECT | FORAMETER EL iesll 214
Farzllel EFF1 Tyre = 44IEQN -~ SUmPkonic
Bl:low Fredusncy = p:d
B21Low Gain = +dd o
83:iMid Fresusncy o= 2.8 ¥Hz
BdiMid Gain L= -ig dE
ngqh Fredquencd = lz.8 EkEHz
¥
(2] L1

@ The number and type of cffect parameters will
depend on the selccted Effect Type. Refer to the
following effect parameter tables. Parameter
numbers which do not exist for the selected ef-
fect type will be displayed as a dash (-).

® Press Fl or F2 to move between effect param-
eters 1-5 and effect paramcters 6—10.

Effect parameters: Many of the effect types have
similar  parameters. Commonty-appearing
parameters are explained below. Parameters
unique to a specific effect type will be explained
after the parameter list for that effect type.
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AM Depth: the amount of amplitude modulation

Delay Time: the delay before the processed sound is
heard

Density: the density of reverberation

Diffusion: the spatial spread of the reverberant
sound

Feedback Delay (FB Delay Time): the interval
between repeated echoes

Feedback Gain: the volume ratio of each echo to the
previous one (ncgative settings will invert the
phase)

Fine (Pitch Fine): fine adjustment in cents (1/100th
of a semitone) to the pitch change

High (Rev High): the proportion at which high fre-
quency reverb will decay in relation to the over-
all reverb time

High Control: the proportion at which high fre-
quencies will be retained in each successive
feedback echo

High Gain: boost or cut of the high frequencies

HPF (high-pass filter): frequencies above this set-
ting will be allowed to pass

Initial Delay: the delay before the processed sound
will be heard

Low Gain: boost or cut of the low frequencies

LPF (low-pass filter): frequencies below this set-
ting will be allowed to pass

PM Depth: the amount of pitch modulation

Modulation Delay: the time delay before the modu-
lation begins to occur




Modulation Depth: the amount of modulation
(flanging, chorusing, clc.)

Modulation Frequency: the speed of modulation
(flanging, chorusing, ct¢.)

Pitch: the amount of pitch change in semi-tones

Reverb Time: the time during which the level of the
reverb sound will decrease by 60 dB

Single type effects
1:Rev Hall, 2:Rev Room 1, 3:Rev Room 2, 4:Rev

Room 3, 5:Rev Stage I, 6:Rev Stage 2, 7:Rev
Plate

1
No. Parameter Name Range

P

1 E Reverb Time 0.3 ... 30.0 sec

2 | High 01 .10

737 Ditfusion 0 .. 10 -
41 Initial Celay 7 4 0.1 ... 200.0 ms
5 | Rev Delay  01..2000ms |
§] VDem;try 0 .. 4

7 | ERRevBalance 0. 100%
8 Low Gain -12 ... +12 dB
97 ”"};I’igrh Gain - -12 ... +12 dé -

|

_L
o
—
0
m
Y
o
®»
=
I
N
._‘
=0
=
c

DIRECT
SOUND

|

L
INI DLY REV DLY

Ininat Defiy: This parameter sets the time delay
before the carly reflections begin.

Rev Delay: This purameter sets the delay berween
the beginning of the early reflections and the
beginning of the reverb.

ER/Rev Badunce: This determines the level balance
berween carly reflections and reverb. At a set-
ting of 0%, only the reverb will be heard. At a
setting of 100%% . only the early reflections will be
heard.

VOICE EDIT MODE

8:Rev White Room, 9:Rev Tunnel, 10:Rev
Canyon, 11:Rev Basement

No. Parameter Name | Range

1 Reverb Time 0.3 ... 30.0 sec

2 | High 01 ... 1.0

3 Diffusion 0..10

4 initial Delay 0.1...200.0 ms

5 Width 05..302m

6 Height 0.5..302m

7 | Depth 05 .. -30.2 mw ]

8 wall Vary ¢ ... 30

9 HPF Thru, 32 ... 1000 Hz
10 | LPF 1 ... 16 kHz, Thru

Width, Height, Depth: These parameters determine
the size of the simulated room in units of meters.

Wall Vary: This parameter determines the irregu-
larity of the wall surfaces. At a setting of 0, the
walls will be perfectly regular. Higher settings
will simulate more irregular walls, creating more
complex reverberation.

12:Early Ref. 1, 13:Early Ref. 2

No. Parameter Name 1 Range
1| Type Reverse. Fie Sprng
. Plate, Spring
2 Room Size 0.1 ... 200
3 L_i-veness o o .. 107
774hwrlf)hiffusion 0..10
5 Initial Dela);_ 0.1 ... 400.0 ms_ ]
B ER Number 1...19 B
7 Feedback Delay 0.1 ... 800.0 ms
8 Feedback Ga_ln -89 .,A_;gé'%
9 i HPF " Thru, 32 ... 1000 Hz
10 | LpE 46 KHz Thru

Room Size: This parameter determines the size of
the simulated room in arbitrary units. Higher
settings will result in a larger room with more
space between reflections.

Liveness: This parameter determines how early re-
flections will decay. Higher settings will result in
a more live sound.

ER Number: This parameter determines the number
of carly reflections that will occur.
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14:Gate Reverb, 15: Reverse Gate These three form a repeated pattern to create
feedback.
No. Parameter Name Range =
1 Type Type A, Type B ! N
FB1DLY FB1 DLY FBIDLY —A—
2 Room Size 0.1 ... 20.0 e ek Rt ] sinieteetaed talle alak b {’} ‘
3 | Liveness 0..10
LRC L R c LRC
4 Diffusion c..10 I
5 Initial Delay 0.1 ... 400.0 ms Lch DLY
Rch DLY
6 ER Number 1...19
7 | Feedback Delay 0.1 ... 800.0 ms Cch DLY
8 | Feedback Gain -99 ... +99 %
9 | HPF Thru, 32 ... 1000 Hz The following diagram shows how the pattern of the
10 | LPF 1 ... 16 kHz, Thra two/threc; delayed sounds (Lc.h Del_ay Time, Rch
Delay Time, Center Delay Time) is repeated at
intervals of the feedback time values FB1 and FB2.
16:Delay L,R
No P eter N R FB1 FB1 FBi1
aram ame ange DLY DLY DLY
1 | Loh Delay Time 0.1 ... 1360.0 ms | | FB1
2 | Rch Delay Time 0.1... 1360.0 ms TN
3 — — \ N .
4 | FB1 Delay Time 0.1 ... 1360.0 ms ‘ l HINT
- DIRECT LRC
5 FB2 Delay Time 0.1 ... 1360.0 ms SIGNAL FB2DLY FB2DLY
6 | FB Gain ~99 ... 499 % iy FB2
7 | FB1 High Control 01..1.0 o
8 | FB2 High Gontrol 0.1..1.0 ‘ * | ‘ —
[ T
9 | HPF Thru, 32 ... 1000 Hz DIRECT LRG
10 { LPF 1 ... 16 kHz, Thru SIGNAL

17:Delay L,C,R

FBI FB HIGH

No. Parameter Name Range
1 Lch Delay Time 0.1 ... 1360.0 ms
. Lch 2 Reh Delay Time 0.1 ... 1360.0 ms
HPF LPF Rech 3 | Center Delay Time 0.1 ... 1360.0 ms
4 | FB1 Delay Time 0.1 ... 1360.0 ms
Tlhgls; IdeliyR programs I;rqvide”aDdluai Ldg;y 5 | FB2 Delay Time 0.1 ... 1360.0 ms
.Dela T tr .De
ivith twoy fe;:dl))agk lc:(]:pz. "f‘h?ay fc()llowin;ydia:gr;m‘ﬁ 6 | FBGan % 49 %
shows the pattern created by the two/three delay 7 _| FB1 High Control 0t.. 1.0
times, and the effect of FBI. 8 | FB2 High Control 0.1...1.0
9 HPF Thru, 32 ... 1000 Hz
10 LPF 1 ... 16 kHz, Thru
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18:Stereo Echo

VOICE EDIT MODE

No. Parameter Name Range

1 Lch init Dly Time 0.1 ...680.0ms

2 Lch FB Delay Time 0.1...680.0 ms

3 Lch FB Gain —-99 ... +99 %

4 | Reh Init Dly Time 0.1 ... 680.0 ms

5 Reh FB Delay Time 0.1...680.0 ms

6 | Rech FB Gain —99 ... +99 %

7 L.ch FB High con. 01..1.0

8 | Rch FB High con. 01 ...1.0

9 HPF Thru, 32 ... 1000 Hz
10 | LPF 1 ... 16 kHz, Thru

20:Pitch Change 2

No. Parameter Name Range
1 L Pitch -24 ... +24
2 ! L Fine -100 ... +100
3 L Delay 0.1 ... 650.0 ms
4 L FB Gain 99 ... +98 %
5 | R Pitch —24 ... +24
6 R Fine =100 ... +100
7 R Delay 0.1 ... 650.0 ms
8 | RFBGain -99 ... +99 %
9 . —

10 | — —_

This effect type provides two independent delays
with independent feedback.

Lch FB High

gRiEnaan
é DELAY o L

g e i
HPF LPF ! DELAY > R

19:Pitch Change 1

O_—T—q LOLY, PITCH }—W——OL
~

L F.B,

—-T—1 RDLY, PITCH )——-’——oR
<

RF.B.

This effect type provides two independent pitch
changes, each with delay and feedback. The sound
of each pitch change is sent independently from the

left and right outputs.

No. Parameter Name Range
1 1 Pitch 24 ... +24
2 | 1 Fine ~100 ... +100
3 1 Delay 0.1 ... 650.0 ms
4 1 FB Gain -99 ... 499 %
5 1 Level 0..100 %
6 | 2 Pitch —24 ... +24
7 | 2 Fine =100 ... +100
8 | 2 Delay 0.1 ... 650.0 ms
g | 2FB Gain -89 ... 499 %
10 [ 2 Level 0..100 %

This effect type provides two independent pitch
changes, each with delay and feedback. The sound
of both pitch changes is combined into both the left

J1FB.

A

2 DLY, PITCH

o—j—¢ 1 DLY, PITCH
<1

e
~2FB.

and right outputs.

21:Pitch Change 3

No. Parameter Name Range
1 1 Pitch —24 ... +24
2 1 Fine -100 ... +100
3 | 1 Delay 0.1 ... 1300.0 ms
4 2 Pitch —24 ... +24
5 2 Fine =100 ... +100
6 2 Delay 0.1 ... 1300.0 ms
7 3 Pitch -24 ... +24
8 | 3 Fine -100 ... +100

9 3 Delay 0.1 ... 1300.0 ms
10 | — —

1 DLY, PITCH

2 DLY, PITCH

3 DLY, PITCH
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This effect type provides three independent pitch
changes, each with delay. The sound of all three
pitch changes is combined into both left and right
outputs.

22: Aural Exciter®*

No. Parameter Name Range
1 HPF 500 Hz ... 16 kHz
2 | Enhance 0..100 %

3 | Mix Level 0..100%
4 | Delay Time 0.1 ... 650 ms
5 —_ —

6 | — —_

7 — —_

g8 | — —

9 —_ —_
10 | — —_

This effect adds new harmonics to a sound to make

it “stand out” in the mix.

HPF: Overtones will be added to frequencies above
this frequency.

Enhance: Higher settings of this value will increase
the level of the newly generated harmonics.

Mix Level: This determines the mix of the direct
sound and the sound produced by the exciter.
Higher settings will increase the amount of
sound from the exciter.

Delay: This determines the delay which will be
applied to the sound produced by the exciter.

*  Aural Exciter® is a registered trademark and is
manufactured under license from APHEX
Systems Ltd.

23:EG Flange

This effect provides a Flanger whose modulation
frequency or modulation depth can be controlled over
time by a simple envelope.

EG Target: This determines which parameter will be
controlled by the envelope. If “M.Freq” is
selected, the envelope will increase and then
decrease the modulation frequency over time. If
“M.Dep” is selected, the envelope will increase
and then decrease the modulation depth over
time. Attack Time, Attack Level, Release Time:
These parameters determine the shape of the
envelope. This envelope is re-started each time
a note is played, and will go through its full con-
tour regardless of whether the note is held or
released.

Modulation Frequency
or
Modulation Depth

Al i Rel i
< ttack Tlme> < elease Time

)

SR 7

Atta:ck Level
I v Time
Note on
24:EG Chorus

No. Parameter Name Range
1 | Attack Time 2.0 ... 22000 ms
2 Attack Level 0..100 %
3 | Release Time 2.0 ... 22000 ms
4 | EG Target 0:M.Freq, 1:M.Dep
5 | Low Gain -12 ... +12 dB
6 | High Gain -12 ... +12 dB
7 | Chorus Mod. Freq. 0.05 ... 40 Hz
8 | Chorus PM Depth 0..100 %
9 | Chorus AM Depth 0..100 %

10 | — —

No. Parameter Name Range
1 Attack Time 2.0 ... 22000 ms
2 | Attack Level 0..100 %

3 | Release Time 2.0 ... 22000 ms

4 EG Target 0:M.Freq, 1:M.Dep
5 | Low Gain -12 ... +12dB

6 | High Gain -12 ... +12 dB

7 | Modulation Freq. 0.05 ... 40 Hz

8 | Modulation Depth 0 ... 100 %,

9 | Modulation Delay 0.1 ... 100.0 ms
10 | Mod. FB Gain 0..99%
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This effect provides a Chorus whose modulation fre-
quency or modulation depth can be controlled over
time by a simple envelope. For details, refer to the
explanation of 23.EG Flange.




25:EG Symphonic

No. Parameter Name Range_a
1 Attack Time 2.0 ... 22000 mé
2 Attack Le\:rél ;0. 106 %
3 Rélease Time H 2.0 22000 ms
4 ]' EG Target o OMF;eq 1:M.VD-ep
5 Low Gain —12 +12dB
8 Hi-gh Gain ‘ —12. ,,.;12 dBs
7 Modul-a.tioﬁ Freq. 1 0.05 ... 40.0 Hz
8 Modulation Dept-?;-__ 0 1 00 %
s} J— - _

10 | — -

This effect provides a Symphonic effect whose
modulation frequency or modulation depth can be
controlled over time by a simple envelope. For de-
tails, refer to the explanation of 23.EG Flange.
Symphonic is an effect that is similar to chorusing,
but with multiple modulation and more delay time
modulation.

20:EG Phase
|

_EOA i P’ar_ameter Name ) N H@ge ]
1 Attack Time 3.0 ... 22000 ms
2 | Attack Level lo. 100%
| 3 | Release Time | s0..22000ms |
4 |EGTarget | OMFreq, 1MDep |
[ 5 [lowgan |z aizes
6 | High Gain sz
7 Meodulation 7Frec74. —0,05 ... 40 Hz o
8 Modulation Depthww O 10O Yo |
9 | Modulation Delay | 0.1..50ms ’
___1_6 S EE——— = e 2

This effect provides a Phasing effect whose modula-
tion frequency or modulation depth can be controlled
over time by a simple envelope. For dertails, refer to
23.EG Flange (page 112).

VOICE EDIT MODE

27:Rotary Speaker

No. Parameter Name l‘ Range
1 | Mid Speed 1 0.05 .. 40 Hz
2 |Depth  o..10%
3 Transition 71:1;16 o 5 22000 ms
4 | UMM Speed Diff. | 0.05 ... 5.80 Hz
5 ' Switch UWH | OLow, 1:Mid, 2:High |
6 [c-)“w Gain . ] -12 .. +1;2 de
7 | High Gan ~12 . +12 dB
. — — T
ST — —
10 — - — )

This effect simulaies a rotary speaker that can be
made to change smoothly between high, mid and
low speeds. By assigning a controller to affect
parameter 5 (Switch 1./M/ID) of this effect, you can
switch between slow and fast rotor speeds as you
play.

Mid Speed: This determines the mid rotor speed.

Transition time: This determines the time over
which the rotor will speed up or slow down when
switched between Jow, mid, and high speed.

L/M/H Speed Diff.: The high speed is faster than
mid speed, and the low speed is slower than mid
speed, by this amount.

Switch L/M/H: This switch is used to select low,
mid, or high rotor speed. [t may be useful musi-
cally 1o assign a controller 10 atfect this param-
eter.

28:Ring Modulator

No. Parameter Name Range
H 1 V‘:fave PM Depth 0 ...100 %
2 . Wave PM— Frq. 1 0.05 ... 40.0 Hz
73 Wave AMWfJ»epth WO ... 100 %
B h4 Wave AM Frq. ] 6.05 ... 40.0 Hz
5 [lowGan | -12.. 1208
6 | High Gain iz s2e
; i o
8 | — I
e | I .
10 | — HE
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This effect modilies the input waveform by multiply-

ing it with a sine wave. The pitch and amplitude

characteristics of this sine wave may be altered

freely.

Wave PM Depth: This determines the depth of sine
wave pitch modulation depth.

Wave PM Frq.: This determines the depth of sine
wave pitch modulation frequency.,

Wave AM Depth: This determines the depth of sine
wave amplitude modulation depth.

Wave AM Frq.: This determines the depth ot sine
wave amplitude modulation frequency.

29:D. Filter (Wah)

No. Parameter Narm ‘ Range
B 17 F;Itp; Frej. ' 5 H/ .14 kHz o
V”E Fiter 1 Q ‘ 1.0 . ]
3| Fiter 1 Gam o vees
T4 ez e T
P ‘
- _
_ . ‘7 S
7 B - -
8 — -—
|9 J - B )
10 0 — | —

This effect applies a wah-wah cffeet to the input

sound using two filters. Filter | 1s a presence filter;

Filter 2 15 a band pass filter (BPF).

Filter g This determines the frequencies of
Filters 1 and 2

Filier 1 Q¢ This determines the width characteristic
of Filter 1.

Filter | Gain: This determines the gain of Filter 1,

Filter 2 Q: 'This determines the width characteristic
of Filter 2.
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30:Echo > Rey

No. | Parameter Name Range
1 Echo Lch De[ay 0010 320.0 ms
2 | Echo Leh FB Gain PeBg 199 %

3 Echo Rch Delay

01 .0 320.0 ms

4 Echo Reh FB Gain =04 199 %
| 5 | Revern Time 03 ... 300 sec
6 | Rov High B TR
7 . Rev ERV,"Hev Balance ) 0 ... 100 %
8 Rev Mix vael . 0 ... 100 %
T T oo Hz
10 | LPF “ 1 .. 16 kHz, Thru

This effect type provides an echo effect which is
then fed into a reverb effect. For details refer to
I8.Stereo Echo (page 111y and 1.Rev Hall (page
109).

Rev Mix Level: This determines the proportion be-
tween echo and reverb sound. At a setting of
0%, only the echo sound will be heard. At a set-
ting of 100%. only the reverb sound will he
heard.

31:Delay 1.L,R — Rev

No. Parameter Narme Range
| 1 Dly Lchr E;;al@ - ‘ 0.1 .. 640.0 ms
? VDI;(?ChiDelay o ‘ 0.1 . 6840.0 ms
3 | Dly FB Gain |00 w9 v
4 |DyFBHGh 01 10
7775 WVPe\vnrb me 03 80,0 sec
| 6 ! Rev High o110
7 RevER Rev Bulance 0100 %
. 8. Rev Mix Level PO t00 %
97_77 7LTF5F7 ! Thru, 32 ... 1000 H,,,z, )
10 LPF ! 1 ...18 kHz, Thru

This effect type provides an delay effect which is

then fed mro a reverb effect. For derails refer to

16.Delay LR (page 110) and 1.Rev TTull (puge 109,

Rev Mix Level: This determines the proportion be-
tween delay and reverb sound. At o sctting of
0%, only the delay sound will be heard. At a set-
ting of 100%., only the reverb sound will be
heard.



32:Flange > Rev

No. Parameter Name Range
i B Modru!ation Freq. 0.0g _46_H2 o
2 | Modulation Depth o 100%
3 “!;;f.l(-J(.jul;.atio-n De!erz;(ﬁr 0.1 ... 100.0 ms
4 Mod. FB Gain 7 VO 99 % o S
5 ' Reverb Tme | 03..300sec |
K ﬁev High o 6.1 ...1.0 N )

' Rev Initial Delay

&

7 ¢ 01 . 200.0 mis
8 | Rev Mix Level o

79

0 .. 100 %
HPF i Thru, 32 ... 1000 Hz
10 LPF |1 16 kHz, Thiu

This ceffcct type provides a tlange effect which 1s
then fed into a reverb effect. For details refer to
23.EG Flange (page 112) and [.Rev Hall (page
109).

Rev Mix Level: This determines the proportion be-
tween tlange and reverb sound. At a setting of
0%, only the flange sound will be heurd. At a
setting ol 100%., only the reverb sound will be
heard.

33:Chorus — Rev

No. Parameter Name Range
| Ghorus Mod. Freq | 005 . 40Hz
o | chorus PM Depth 1o 100
”73 Chorus AM Depth | ... 100 7%
T e
5 Reverb Time 7 0.3 ... 30.0 sec )
& i Rev H@; o 0.1 ...1.0
7 Rev Initial Delay 0.1 éOE)Oimsiii -
& | Rev Mix Level |0 .t00% |
__9__HPF e e _._ThrU,,,32 BRTT
10 | LPF 16 KHz Tha

This effect type provides a chorus eftect which 15

then fed mto a reverb effect. For details refer 1o

24 EG Chorus (page 112) and L .Rev Hall (page

109)

Rev Mix Level: This determines the proportion be-
tween chorus and reverb sound. At a setting of
0%, ouly the chorus sound will be heard. At a
sctting of 100%., only the reverb sound will be
heard.

VOICE EDIT MODE

34:Sympo — Rev

No. Parameter Name Range
1 | Modulation Freq. 005..40 Hz
) 2 Modulation Deﬁih 0 .. 100 %“‘" ]
ST ~ - AN
4 — I *7 o -
5 Reverb Time .‘ 0.3 ... 30.0 sec 7 ]
6 | Rev High et 10
7 Rev Initial Delay b 0.1 EODOWmS i::;i
& | Rev Mix Level | 0. 100% |
g | HPF | Thru 2 o t000 Hz |
10 | LPF - Pl 16 kHz—,-%ru -

This elfect type provides a symphonic elfect which is
then fed mto a reverb effect. For details refer to
25.EG Symphonic (page 113) and i.Rev Hall (page
109).

Rev Mix Level: This determines the proportion be-
tween symphonic and reverb sound. At u setting
of 0%, only the symphonic sound will be heard
At a setting of 100%, only the reverb sound will
be heard.

35:Phaser — Rev

No. Parameter Name : Range

1 Modulation Freg.

| 0.05 . 40.0 Hz
2 Modulation Depth Y100 %

3 Modutation Delay | G.1 ... 5.0ms

0.3 ... 300 sec

A
5 Reverb Time

G Rev High 01 .10
7”77 . Rev Initial Delay ) ! 0.1 ... 200.0 ms ]
[ 6 | Rev Mix tovel 0. 100%
9 [ HPF | Thru, 32 ... 1000 Hz
- 10 ' LPF - I 1...16 kHz, Thru o

This effect type provides a phase effect which s

then Ted into a reverbh effect. For details refer 1o

26.EG Phase (page 113) and 1.Rev Hall (page 109).

Rev Mix Level: This determines the proportion be-
tween phase and reverb sound. At a setting of
0%, only the phase sound will be heard. At a
setting of 100%, only the reverb sound will be
heard.
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36:Aural Exc — Rev (Aural Exciter ®*)

No. Parameter Name Range
1 Ex. HPF 500 Hz ... 16 kHz
2 | Ex. Enhance 0..100%

3 Ex. Mix Level 0..100 %

4 Reverb Time 0.3 ... 30.0 sec

5 | Rev High 01..1.0

6 Rev Ditfusion 0..10

7 Rev Initial Delay 0.1 ... 400.0 ms

8 Rev Mix Level 0..100 %

9 HPF Thru, 32 ... 1000 Hz
1¢ | LPF 1 ... 16 kMHz, Thru

This effect type provides an exciter effect which is
then fed into a reverb effect. For details refer to
22.Aural Exciter (page 112) and 1.Rev Hall (page

109).

Rev Mix Level: This determines the proportion be-
tween exciter and reverb sound. At a setting of
0%, only the exciter sound will be heard. At a
setting of 100%, only the reverb sound will be

heard.

Aural Exciter® is a registered trademark and is

manufactured under license from APHEX

Systems Lid.

37:Dist — Rev

No. Parameter Name Range
1 Distortion Leveal Vfi)im 106 "/;Mii o
| 2 | Middle Frequency 315 Hz ... 8.3 kHz
3 | Mid Gain -12 ... +12 dB
4 | Treble Gain -12 ... +12 dB
5 Reverb Time 0.3 ... 30.0 sec
6 | Rev High77 0.1 ...1.0
7 Rev Initial Delay 0.1 ... 400.0 ms
8 Rev Mix Lével 0..100 % N
= HPF 7 Thru, 32 ... 1000 Hz
i0 | LPF 1 ... 16 kHz, Thru

This effect type provides a distortion effect which is
then fed into a reverb effect. For details of the
reverb parameters, refer to 1.Rev Hall (page 109).
Distortion Level: This determines the degree of dis-
tortion. At higher settings, the sound will be

strongly distorted.
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Rev Mix Level: This determines the proportion
between distortion and reverb sound. At a
setting of 0%, only the distortion sound will be
heard. At a setting of 100%, only the reverb

sound will be heard.

38:Dist — Diy L,R

No. Parameter Name Range
1 Distortion Level 0..100 %
2 | Middle Frequency 315 Hz ... 6.3 kHz
3 | Mid Gain -12 ... +12 dB )
4 | Treble Gain —i2 }12 dB
5 Dly Lch Delay 0.1 ... 1360.0 ms
6 Dly Rch Delay 0.1 ... 1360.0 ms
7 Dly FB Gain -99 .. +99 %
8 Delay Mix Level 0..100 %
9 HPF Thru, 32 ... 1000 Hz
t0 | LPF 1 ... 16 kHz, Thru

This effect type provides a distortion effect which is

then fed into a delay effect. For details refer to

36.Dist—>Rev above and 16.Delay LR (page 110).

Delay Mix Level: This determines the proportion
between distortion and delay sound. At a setting
of 0%, only the distortion sound will be heard. At
a setting of 100%, only the delay sound will be
heard.

39:Dist — Echo

No. Parameter Name Range

1 Distortion Level 0 ...100 %

2 Middle Frequency 315 Hz ... 6.3 kHz

3 | Mid Gain -12 ... +12 dB

4 | Treble Gain -12 ... ;12 dB

5 Echo L¢h Delay - 0.1 ... 680.0 ms

6 Echo Rch Delay 0.1 ... 680.0 ms

7 | Echo FB Gain -99 ... 498 %

8 Echo Mix Level 0...100 %

9 HPF Thru, 32 ... 1000 Hz
10 | LPF 1 ... 16 kHz, Thru 7

This effect type provides a distortion effect which is
then fed into a stereo echo effect. For details refer to
360.D1st— Rev above and 18.Stereo Echo (page
111,
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Echo Mix Level: This determines the proportion be-
tween distortion and echo sound. At a setting of

43:EQ — Echo

. X K No. Parameter Name Range
0%, only the distortion sound will be heard. At a
setiing of 100%, only the echo sound will be 1 | Low Frequency 32Hz ... 2.0 kHz
heard. 2 | Low Gain —12 ... +12 dB
3 | Middle Frequency 315 Hz ... 6.3 kHz
40:EQ — Rev 1,41:EQ — Rev 2 4 | Mid Gain —12 ... +12 dB
No. Parameter Name Range 5 High Frequency 500 Hz ... 16 kHz
1 Low Frequency 32 Hz ... 2.0 kHz 6 High Gain 12 ... +12dB
2 | Low Gain -12 ... +12 dB 7 | Echo Lch Delay 0.1 ... 680.0 ms
3 | Middle Frequency 315 Hz ... 6.3 kMz 8 | Echo Rch Delay 0.1...680.0 ms
4 Mid Gain -12 ... +12 dB 9 Echo FB Gain -99 ... 489 %
5 | High Frequency 500 Hz ... 16 kHz 10 | Echo Mix Level 0..100%
6 | High Gain 12 ... +12dB
7 | Reverb Time 0.3 ... 30.0 sec This effect type provides a three-band sweepable
8 | Rev Initial Delay 01 ... 400.0 ms equalizef which is then fed into a stereo echo effect.
o | Rev ER/Fov Balamee 0 100 For details refer to 18.Stereo Echo (page 111).
10 | Rev Mix Level 0..100 % 44:EQ — Flange
These effect types provide a three-band sweepable No. Parameter Name Range
equalizer which is then fed into a reverb effect. For ! | Low Frequency 82 Hz .. 2.0 kHz
details refer to 1.Hall Rev (page 109). 2 | Low Gain —12 ... +12dB
3 | Middle Frequency 315 Hz ... 6.3 kHz
42:EQ — DIy L,R 4 | Mid Gain 12 ... +12 dB
No. Parameter Name Range 5 High Frequency 500 Hz ... 16 kHz
1 Low Frequency 32 Hz ... 2.0 kHz 6 High Gain -12 ... +12 dB
2 | Low Gain -12 ... +12 dB 7 | Modulation Freq. 0.05 ... 40.0 Hz
3 Middle Frequency 315 Hz ... 6.3 kHz 8 Modulation Depth 0..100 %
4 Mid Gain -12 ... +12 dB 9 Mod. FB Gain 0.9 %
5 High Frequency 500 Hz ... 16 kHz 10 | Flange Mix Level 0..100 %
6 High Gain -12 ... +12 dB
7 | Dly Lch Delay 0.1 .. 1360.0 ms This effect type provides a three-band sweepable
8 | Dy Rch Delay 01 ... 1360.0 ms equalizer which is then fed into a flange effect. For
o | O F5 Gan Too 199 % details refer to 23.EG Flange (page 112).
10 Delay Mix Level 0 ... 100 %

This effect type provides a three-band sweepable
equalizer which is then fed into a delay effect. For

details refer to 16.Delay L,R (page 110).
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45:E(Q) — Chorus

47:EQ — Phaser

No. Parameter Name Range
1 Low Frequérrrlrcy 32 Hz ... 20 kHz
2 Low Gain -12 ... +12 dB
3 Middle Frequency 5315 Hz ... 6.3 kHz
4 | Mid Gain - —-12 .. +12-‘dB
5 High Frequency 500 Hz ... 16 kHz
6 High Gain -12 ... +12 dB
7 Chorus Mod. Freq. 6.05 ... 40,0 Hz '
8 Chorus PM Depthﬁ 0..100 %

_9 Chorus AM Depth 0 ...100 %

10 | Chorus Mix Level 0..100 %

This effect type provides a three-band sweepable
equalizer which is then fed into a chorus effect. For

details refer to 24.EG Chorus (page 112).

46:EQ — Symphonic

No. Parameter Name Range
1 Low Frequency 32 Hz ... 2.0 kHz
2 Low Gain -12 ... 412 dB
3 | Middle Frequency 315 Hz ... 8.3 kMz
4 | Mid Gain -12 +12 dB -
5 High Fre"quency 560 Hz ... 16 kHz
6 | High Gain -2 ... +12dB
7 | Modulation Freq. 0.05 400 Hz
8 Modulation Depth 0..100 %

9 Modulation Delay 0.1..50ms

10 | Phase Mix Level 0...100 %

This effect type provides a three-band sweepable
equalizer which is then fed into a phaser effect. For
details refer to 26.EG Phase (page 113).

48:St.Flange — Delay 1.,R

No. Parameter Name Range
1 Low Frequency 32 Hz ... 2.0 kHz
Low Gain

Middle Frequency

-12 ... +12 dB

315 Hz ... 6.3 kHz

Mid Gain —12 ... +12 dB
500 Hz ... 16 kHz
High Gain 12 ... +12 dB

Modulation Freq.

0.05 ... 40.0 Hz

2

3

4

5" High Frequency
; _

7

8

Modulation Depth

0...100 %

9 -—

10 | Sympho Mix Level

0...10C %

This effect type provides a three-band sweepable
equalizer which is then fed into a symphonic effect.
For details refer to 25.EG Symphonic (page 113).
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,,,NQ' Parameter Name Range
*1-“ Modulation Freq. 0.05 - 40.0 Hz
2 1 Modulation Depth 0...100 %
3 Modulatiwon Delay 0.1 ... 100.0 ms
4 Mod. FB Gain 0...99 %
5~ vDelay Leh Delay 0.1 .._..éO0.0 ms
—"6 Delay Rch Delay 0.1 ... 800.0 ms
7 Délay FB1 Delay 0.1 ... 800.0 ms
8 » Delay FBZ2 Delay _ 0.1 ... 800.0 ms
g Delay FB Gain -99 ... +99 %
10 7 Delay I;/I;( Level 0 ... 100 % )

This effect type provides a flange effect which is
then fed into a stereco delay. For details refer to
23.EG Flange (page 112) and 16.Delay LR (page

110)




49:8t.Chorus — Delay L,R

No. Parameter Name Range
1 Medulation Fregq. H 0.05 ... 40.0 Hz
2 Chorus. PM Depth 0..100 %
B 3 Chorus AM Depth 0...100 %
LT - 1 ]
5 Delay Lch Delay 0.1 ... B00.0 ms N
6 Delay Rch D;l_ay “0.1 ... 800.0 ms
7 Delay FB1 Delay 0.1 ... 800.0 ms
i 8 Delay FB2 Delay 0.1 ... 800.0 ms
9 Delay FB G‘ain -89 ... +99 % -
10 Celay Mix Level 0 ... 100 %

This effect type provides a chorus effect which is
then fed into a stereo delay. For details refer to
24.EG Chorus (page 112) and 16.Delay L,R (page
10)

50:Symphonic — Delay L,R

No. Parameter Name ‘ Range
ﬁ7.1 Mociulation Frrerq. / 0.05 ... 40.0 .Hz
2 Medulaticn Depth 0 ... 100 %
ST - 4
| T —
5 Delay Lch Delay 0.1 ... 800.0 ms
6 | Delay Rch Delay 041 .. 800.0ms R
k 7 Delay FB1 De!a-)-/ o 01 .. 806.0 ms ]
: 8 Delay FB2 Derfawyrwm 0.1 ... 800.0 ms o
9 | bs;i;y FB Gain 99 . +98 %
10 | Delay Mix Level N 0 ... 100 %

This effect type provides a symphonic effect which is
then fed into a stereo delay. For details refer to
25.EG Symphonic (page 113) and 16.Delay LR
(page 110)

VOICE EDIT MODE

51:5t.Phasing — Delay L,R

No. Parameter Name Range
| Ti | Mﬁdulation Freq. 0.05 ... 40.0 Hz
B 2 Modulation Depth 0 ... 1700 %
3 | Modulation "Dela; O.f 50 ms
a4 -
5 Delay Lch Delay - 0.1 ... 800.0 ms
6 Delay Rch Delay 0.1 ... 800.0 ms
7 Delay FB1 Dele;;( 01 800.0 ms B
8 Dela.y FB2Z Delay 0.1 ... 800.0 ms .
9 Detay FB Gain o 99 ... +éQ %
1C Delay Mixﬂ Level 70 ... 100 %

This effect type provides a phaser effect which is
then fed into a stereo delay. For details refer to
26.EG Phase (page 113} and 16.Delay L,R (page
1)

Dual type effects
52:Hall & Plate

No. Parameter Name Range
1 . Hall Reverb Tin;e; ) C 0.3 .,.‘.30.0 sec
2 MakWigh o410
B ;7 v‘Haif Diffusicn ) 0 10 7
] 4 -~ _.Hall Initial ’Delay » 70‘1 206.0 ms
5 | Hall LPF 1 .. 16 kHz, Thru o
6 Pléte Reverb Tlme O:S 30.0 sec
_7 " Plate Hiérh o AO.1 .. 1.0
8” ﬁgléte Diffusion o g .. .10 - o
9 P.liaie Initial Deiéxy 0.1 200.0 ms
10 | Plate LPF 1 ... 16 kHz, Thru

This effect provides plate reverb and hall reverb in
parallel. For details of the parameters, refer to
1. Rev Hall {page 109).
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53:Echo & Rev

No. Parameter Name

Range

55:Flange & Chorus

—_

Echo Lch Delay Time

0.1 ... 320.0 ms

2 Echo Rch Delay Time 0.1 ... 320.0 ms

3 Echo FB Gain 99 ... +99 %

4 | Reverb Time 0.3 ... 30.0 sec

5 Rev High 01..10

6 Rev Diffusion 0..10

7 Rev Initial Delay 0.1 ... 100.0 ms

8 | Rev ER/Rev Balance 0...100 %

9 Rev HPF Thru, 32 ... 1000 Hz
10 ! Rev LPF 1 ... 16 kHz, Thru

No. Parameter Name Range
1 Flg Mod. Freq. 0.05 ... 40.0 Hz
2 Flg Mod. Depth 0..100%

3 Flg Mod. Delay 0.1 ... 100.0 ms
4 | Flg Mod. FB Gain 0...99%

5 | — —

6 Chorus Mod. Freq. 0.05 ... 40.0 Hz
7 Cheorus PM Depth g .. 100 %

8 Chorus AM Depth 0..100 %

g J— J—

10 | — e

This effect provides echo and reverb in parallel. For
details refer to 18.Stereo Echo (page 111) and
1.Rev Hall (page 109).

This effect provides flange and chorus in parallel.
For details refer to 23.EG Flange (page 112) and
24.EG Chorus (page 112).

54:Delay & Rev

No. Parameter Name

Range

56:Flange & Sympho

—

Diy Lch Delay Time

0.1 ... 640.0 ms

2 Dly Rch Delay Time 0.1 ... 640.0 ms

3 Dly FB Gain -99 ... 499 %

4 Reverb Time 0.3 ... 30.0 sec

5 | Rev High 01 .10

6 Rev Diffusion 0..10

7 Rev Initial Delay 01 ..100.0 ms

8 Rev ER/Rev Balance 0 ...100%

9 | Rev HPF Thru, 32 ... 1000 Hz
10 | Rev LPF 1 ... 16 kHz, Thru

No. Parameter Name Range
1 Flg Med. Freq. 0.05 ... 40.0 Hz
2 | Flg Mod. Depth 0..100 %

3 | Flg Mod. Delay 0.1 ... 100.0 ms
4 Flg Mod. FB Gain 0..9 %

5 J— —

& | Sym Mod. Freq. 0.05 ... 40.0 Hz
7 Sym Mod. Depth 0 ... 100 %

8 — —

9 | — -

10 | — —

This effect provides delay and reverb in paraliel. For
details refer to 16.Delay LR (page 110) and 1.Rev

This effect provides flange and symphonic in par-
allel. For details refer to 23.EG Flange (page 112)

Hall (page 109).
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and 25.EG Symphonic (page 113).




57:Sympho & Chorus

59:Chorus & Rev

VOICE EDIT MODE

ury

No. Parameter Name Range
1 Sym Mod. Freg. 0.05 ... 40.0 Hz
2 | Sym Mod. Depth 0.. 100%

3 | — —

4 | — —

5 o J—

6 | Chorus Mod. Freq. 0.05 ... 40.0 Hz
7 Chorus PM Depth 0..100 %

8 Chorus AM Depth 0..100 %

9

o

This effect provides chorus and symphonic in par-

allel. For details refer to 24.EG Chorus (page 112)
and 25.EG Symphonic (page 113).

58:Flange & Rev

No. Parameter Name Range
1 Chorus Mod. Freq. 0.05 ... 40.0 Hz
[ 2 | Ghorus PM Depth 6 .. 100 %
3 | Chorus AM Depth 0..100 %
N ,4 - —
5 Reverb Time 0.3 ... 30.0 sec
6 Rev High 01 ..1.0
7 Diffusion 0..10
B 8 Initial Detay 0.1 ... 200.0 ms
9 HPF Thru, 32 ... 1000 Hz
1 LPF 1 ... 16 kHz, Thru

This effect provides chorus and reverb in parallel.
For details refer to 24.EG Chorus {page 112) and

1.Rev Hall (page 109).

60:Sympho & Rev

No. Parameter Name

Range

-y

Modulation Freq.

0.05 ... 40.0 Hz

No. Parameter Name Range
1 Modulation Freq. 0.05 ... 40.0 Hz
2 Modulation Depth 0...100 %
3 Modulation Delay 0.1 ... 100.0 ms
4 Mod. FB Gain 0..9%
5 Reverb Time 0.3 ... 30.0 sec
6 Rev High 01 .10
7 Diffusion o 0..10 -
8 Initial Delay 0.1 ... 200.0 ms o
g | HPF Thru, 32 ... 1000 Hz o
10 | LPF 1 ... 16 kHz, Thru

2 Modulation Depth 0..100 %
3 | — —
4 | — —
5 Reverb Time 0.3 ... 30.0 sec
6 | Rev High 0.1..10
7 | Diffusion 0..10
8 Initial Delay 0.1 ... 2000 ms
i 9 HPF Thru, 32 ... 1000 Hz
10 | LPF o 1“ 16 kHz, Thru

This effect provides flange and reverb in parallel.
For details refer to 23.EG Flange (page 112) and

1.Rev Hall (page 109).

This effect provides symphonic and reverb in par-
allel. For details refer to 25.EG Symphonic (page
104) and 1.Rev Hall (page 109).
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61:Flange & Dly L,R

63:Sympho & Dly L,R

No. Parameter Name Range No. Parameter Name Range
1 Modulation Freq. 0.05 ... 40.0 Hz 1 Meodulation Freq. 0.05 ... 40.0 Hz
2 | Modulation Depth 0..100 % ) 2 Modulation Depth 0..100 %

3 Modulation Delay 0.1 ... 100.0 ms 3 | — —

4 | Mod. FB Gain 0..99 % 4 | — —

5 | Delay Lch Delay 0.1 ... 800.0 ms 5 | Delay Lch Delay 0.1 ... 800.0 ms

6 Delay Rch Delay 0.1 ... 800.0 ms 6 Delay Rch Delay 0.1 ... 800.0 ms

7 Delay FB1 Delay 0.1 ... 800.0 ms 7 Delay FB1 Delay 0.1 ... 800.0 ms

8 Delay FB2 Delay 0.1 ... 806.0 ms 8 Delay FB2 Delay 0.1 ... 800.0 ms
9 | Delay FB Gain -89 ... +99 % B 9 | Delay FB Gain -89 ... 498 %
10 | LPF 1 ... 16 kHz, Thru 10 | LPF 1 ... 16 kHz, Thru

This effect provides symphonic and delay in parallel.
For details refer to 25.EG Symphonic (page 113)
and 16.Delay LR (page 110).

This effect provides flange and delay in parallel. For
details refer to 23.EG Flange (page 112) and
16.Delay L,R (page 110).

62:Chorus & DIy L.R

No. Parameter Name Range
1 Chorus Mod. Freq. 0.05 ... 40.0 Hz
2 | Chorus PM Depth — “0 ... 100 %

3 Chorus AM Depth 0 ... 100 %

4 | — — B
5 Delay Lch Delay 01 ... 800.0 ms

6 Delay Rch Delay 0.1 ... 800.0 ms

7 Delay FB1 Delay J 0.1 ... 800.0 ms

8 Delay FB2 Delay 0.1 ... 800.0 ms

9 Delay FB Gain -99 .. 499 %
10 LPF 1 ... 16 kHz, Thru

This effect provides chorus and delay in paraltel. For
details refer to 24.EG Chorus (page 112) and
16.Delay L,R (page 110).

COMMON DATA / EFFECT SET

10.4 Effect 2 parameter

JUMP #216

Summary: Specify effect parameters for the effect
type selected for Effect 2.
Procedure:
From: Effect Set job directory (JUMP #212)
Select: job 04:Effect 2 Parameter (JUMP #216)
Specify: parameter settings for the selected effect.

Remark: Effect selection and parameter settings
for Effect 2 are made in the same manner as
those for Effect 1. Please refer to the explanation
in the preceding section, /0.3 Effect 1 parameter
(page 108).
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10.5 Effect control

JUMP #218

Summary: Specify how two selected parameters
of the effect unit will be controlled in realtime.
Procedure:
From: Effect Set job directory (JUMP #212)
Select: job ()5:Effect Control (JuMPp #218)
Specify: the parameters to be conirolled and the
controller for each

EFFECT CONTROL EL FPRL! 218

rarallel EFFL TypPe = 46:1EC -2 SdmpPhonic
EFFZ T4k = AliRey. Hall .

e il & Jlew)os Mi sy

%FltE’)i Fa th'? H E;

Nal9y ' ot 4 | M

A0 NS 25 D M 00 ) B X T
Cntyd LFD K

] 0 Y] o 0

©® Param (see below): Select any two of the fol-
lowing effect parameters to be controlled. The
selected controller will affect ...EF1 Par1-10: a
parameter 1-10 of effect unit 1.
EF1 Levell/2: the effect level 1 or 2 of effect unit
1.
EF2 Mix Level: the amount of Effect 2 that is
present in the effect chain. (This parameter is
meaningful only when the Effect Mode is Serial.)
EF2 Parl—10: a parameter 1-10 of effect unit 2.
EF2 Level 1/2: the effect level | or 2 of effect unit
2.
Ouit1/2 w:d: the wet:dry balance of output 1 or 2.
Cntl MIN: the percentage of a parameter’s full
range that will result when a controller moves to
its minimum position (see &).
Cntl MAX: the percentage of a parameter’s full
range that will result when a controller moves to
its maximum position (sec @).
LFO Wave: the waveform of the Effect LFO
(see ©).
LFO Spd: Control the speed of the Effect LFO
(see ©).
LFO Dly: Control the delay time of the Effect
LFO (see @).
LFO Phs: Control the initial phase of the Effect
LFO (sec ©).

& Cul#t & Device (001...120, Aftertouch, Velocity,
Key Scale, LFO): Select the control source
which will affect the selected effect param-
eter.001 Modulation ... 120 Non-Assign: This
control change message will affect the effect

parameter selected in @. (Control numbers 000
and 032 are reserved for the Bank Select mes-
sage, and are not available.) For more details on
conirollers, refer to Common data 12.(F2)
Controller set (Modulation).

Aftertouch: Pressing down on the keyboard after
playing a note will affect the effect parameter
selected in @.

Velocity: The key-on velocity of the most
recently played note will affect the effect param -
eter selected in @.

Key Scale: The keyboard position of the most
recently played note will affect the effect param -
eter selected in @. If “Mi” & is below “Ma”
A, higher notes will result in a higher parameter
setting.

LFO: The Effect LFO will affect the effect
parameter selected in @. See @ below.

Mi (0...99): When the controller is at minimum
position (e.g., the modulation wheel is moved
fully toward you, no aftertouch pressure is being
applied, etc.), the parameter will be set to this
percentage of its maximum value. (See also
“Ma” @.)

Ma (0...99): When the controller is at maximum
position (e.g., the modulation wheel is moved
fully away from you, the maximum aftertouch
pressure 1s being applied, etc.), the parameter
will be set to this percentage of its maximum
value.

You can set the “Mi” value above the
“Ma” value to reverse the effect of the con-
troller. For example if “Mi” is 99 and “Ma” is
50, and you have set the “Ctri# & Device” to be
“001 Modulation”, the selected parameter will
be at 100% of its full range when the modulation
wheel is moved fully toward you, and at 50% of
its full range when the modulation wheel is
moved fully away from you.

LFO: A special Effect LFO is provided for con-
trolling the effect parameters you select in @.
You can set the waveform (WV= triangle, saw
down, saw up, square, sine, sample&hold), the
speed (Sp= 0...99), the delay (Dl= 0...99), and
the initial phase (Ph= 0...99, free) of the Effect
LFO. For a detailed explanation of these param-
eters, refer to AFM element data 6 (F1) AFM
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LFO (Main) (page 146), which is essentially
identical to this Effect LFO.

The initial phase parameter determines the
point of the LFO waveform from which the LFO
will begin each time a key is pressed. When this
is set to “free™, the Effect LFQ will not be re-
started for each note.

This Effect LFO is independent of the LFO
which provides the “modulation” for some effect
types. For example, you could even use this
Effect LFO to modulate the modulation fre -
quency of a chorus effect.

® Pressing FI-F3 will move the cursor to the Con -

trol 1, Control 2, or LFO area.

Remark: The assignment of some effect parame-

ters to realtime control can result in noise.
Should this happen, try modifying the settings.

COMMON DATA

11. Micro tuning set

JUMP #221

Summary: Select a micro tuning for the entire voice,

and specify whether or not each element will use
this micro tuning.

Procedure:

Select: job 11:MecrTune

From: Voice Common job directory (JUMP #201)
(JUMP #221)

Specify: the micro tuning, and element micro tun-

ing on/off

MI
Vo
M
E

E

El

&m&nw =it}
el [ EZ ES

CRO TUNING SET EL F¥EsE) 221
ICE=I_-D91(43> ST*Concert

icro Tuning Select 3

lement!l AFM
enment2 AFM

o]
lement3 AWM o)
o

muiunnn

o

) ) 0
Micro Tuning Select (I-1, I-2, C-1, C-2, P-1...
P-64): Select a micro tuning to be used by the
voice. 64 micro tuning memories arc preset in-
side the SY99 (see the following remarks). Two
of your own micro tunings can be stored in
Internal memory, and a card can accommodate
another two micro tunings. Internal voices can-
not use card micro tunings, nor can card voices
use internal micro tunings.
Element 1-4 (off, on): When this is turned on,
the element will use the micro tuning selected by
Micro Tuning Select. When this is turned off, the
element will use equal temperament scale in-
stead of the selected micro tuning.
Pressing F1 (Sel) will move the cursor to Micro
Tuning Select. Pressing F2—F5 will move the cur-
sor to Element 1-4.
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Remarks: As with Pan data, Micro Tuning data is

not part of the voice. This Micro Tuning Select
setting merely specifies which micro tuning will
be used.

The sixty-four micro tunings preset inside
the SY99 are as follows.

01 Equal temperament: The “compromise”
tuning used for most of the last 200 years of
Western music, and found on most electronic
keyboards. Each half step is exactly 1/12th of an
octave, and music can be played in any key with
equal ease. However, none of the intervals are
pesfectly in tune.

02—-13 Pure major {C...B): This wning is de-
signed so that most of the intervals (especially
the major third and perfect fifth) in the major
scale are pure. This means that other intervals
will be correspondingly out of tune. You need to
specify the key (C...B) you will be playing in.
14-25 Pure minor (A...G#): The same as Pure
Major, but designed for the minor scale.

26-37 Mean tone (C...B): This is an adjust-
ment of the Pure and Pythagorean tunings. The
interval between the root and fifth is tuned
slightly flat, so that the interval between the
root and second degree is exactly halfway be-
tween a major and minor pure second; i.e., an
average or “mean’”.

38-49 Pythagorean (C...B): This scale is
derived by tuning pure perfect fifths upward from
the root. This causes the octave to be flat, so
one of the fourths is mistuned to compensate.
(In the key of C, the Ab — Eb interval.)




50 Werckmeister: Andreas Werckmeister, a
contemporary of Bach, designed this tuning so
that keyboard instruments could be played in
any key. Each key has a umique character.

51 Kirnberger: Johan Philipp Kirnberber was
also concerned with tempering the scale to allow
performances in any key.

52 Vallotti & Young: Francescantonio Vallott
and Thomas Young (both mid-1700s) devised
this adjustment to the Pythagorean tuning in
which the first six fifths are lower by the same
amount.

53 1/4 shifted equal: This is the normal equal
tempered scale shifted up 50 cents.

54 1/4 tone: Twenty-four equally spaced notes
per octave. (Play twenty-four notes to move one
octave.)

55 1/8 tone: Forty-cight equally spaced notes
per octave. (Play forty-cight notes to move onc
octave.)

56 JustAdjust: This is a special tuning used to
make fine adjustments in the pitch of an AWM
waveform.

57 Big Chord: The pitch is adjusted down one
octave for every 8 half notes, allowing chords to
be played anywhere without becoming overly
heavy.

VOICE EDIT MODE

58 Log Equal: A variation of conventional equal
temperament.

59 1/4 Tonelo: The same as micro tuning 54,
but lower in pitch.

60 Harmonic A: The white keys will play the
harmonic series beginning on A, and the black
keys will play the harmonic series beginning on
E.

61 Reverse: The conventional equal tempered
scale is inverted.

62 Far East: The black keys and white keys
will each play a different eastern scale.

63 Blue: The white keys will play the blues
scale. The black keys add a blue flavor

64 Question-1: Play the white keys consecu-
tively upwards starting trom C2.

Play the black keys consecutively upwards
starting from C#1.

Editing: To edit the currently selected Internal micro
tuning, press F8 (Edit). Preset or Card micro
tunings cannot be edited. If you want to edit a
preset or card micro tuning. you must first copy it
o an internal micro tuning memory.

COMMON DATA / MICRO TUNING SET

11.0 Micro tuning edit

JUMP #222
Summary: This function allows you to edit the cur- MICRO_TUNING EDIT 222
rently selected Micro Tuning data. I= 1 Far Bast - —— ai
Procedure: i !

From: Voice Common job 11. Micro Tuning Set
(JUMP #221)

When: an Internal micro tuning is selected

Press: FR (Edit) (JUMP #222)

Select: the micro tuning data you wish to edit

Editing is possible only when an Internal micro tun-
ing memory is selected. If you want to edit a Preset
or Card micro tuning memory, press COPY to copy it
to an Internal micro tuning memory as explained in
the following section /7.0.1 Copy Micro Tuning
Data.

vifMicrao Tunindg | Name

91 | B2 !

© ) o
O The number and name of the currently selected
Micro Tuning data are displayed.
® Move the cursor in this area to select a job, and
press ENTER.
01: Micro Tuning Data; Edit the tuning for cach
note of the scale. See 11.1 Micro Tuning
Data
02: Micro Tuning Name: Assign a ten-character
name to the micro tuning data. See 11.2
Micro Tuning Name.
® Pressing F1oor F2 will select the corresponding
job.
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COMMON DATA / MICRO TUNING SET

11.0.1 Copy micro tuning

Summary: This function copies micro tuning data
from another memory into an Internal micro tun-
ing memory.

Procedure;

When: editing micro tuning data
(JUMP #223, #224)
Press: COPY to get the following dispiay.
Select: the micro tuning copy source and destina-
tion
To copy: the data press Fs
To quit: without copying press EXIT

COPY MICRC TUNIHNG
Source Tuning = | ERTN
Destination Tuning = I- 2 Blus
L:'lo
e o o

© Source Tuning (I-1, 1-2, C-1, C-2, P-1...P-64):
Select the micro tuning data to copy. C-1 and C-2
{card) can be selected only if a VOICE card is

® Destination Tuning (I-1, 1-2): Select the micro
tuning (nternal 1 or 2) into which to copy the
Source Tuning data.

® After sclecting Source Tuning and Destination
Tuning, press F& (Go) to copy the data. You will
be asked “Are you sure?”. Press YES and the
data will be copied.

Remarks: Only internal micro tuning data can be
edited. If you want to edit onc of the preset or
card micro tunings, use this function to copy it
into an Internal micro tuning memory.

COMMON DATA / MICRO TUNING SET

11.1 Micro tuning data

JUMP #223

Summary: Edit the tuning for each note of the
selected micro tuning data.
Procedure:
From: Micro Tuning Edit job
directory
Select: 01:Micro Tuning Data
Specify: the tuning for each note

(JUMP #222)

(JumP #223)

MICREO TUMING DATH 223
Tunindg: I- Far East
| oo -2 | -z
Coar=a =|—T.t!
The=| 2 g3an | 8
K=Tin, K=TIF
© @ o ®0 o 0
@ The number and name of the micro tuning data
being edited are displayed.
® The previous note and its absolute tuning value.
® The note whose tuning you are editing.
® Coarse Tuning (C#-1...GR8): With the cursor

located at Coarse, adjust the tuning of the cur-
rently edited note in half steps.

Fine Tuning (43 or —42...+42): With the cursor
located at Fine, adjust the tuning of the currently

Y
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edited note in fine steps of 1171875 cents. The
absolute tuning value displayed in parentheses
indicates the number of these steps starting
from 0 steps at C#-2. The lowest setting of this
parameter will be either —43 or —42 depending on
the Coarse Tuning valuc.

The next note name and its ubsolute tuning
value.

Pressing F1 (K-Dn) or F2 (K-Up) will mave to
the previous or next note. You cun also play a
note on the keyboard to select a note at any
lime.

Remarks: First use 111 (K-Dn) and #2 (K-Up) to

select the note you want to edit. You can also
use the SY99 keyboard 1o select the note. The
currently edited note will appear in the center of
the display, with the previous note shown at left
and the next note shown at right.
Next set the Coarse and Tunc wning for the
selected note. If you adjust Fine Tuning beyond
the range of +42, the Coarse Tuning will be
moved up or down as appropriale.




VOICE EDIT MODE

COMMON DATA / MICRO TUNING SET

11.2 Micro tuning name

JUMP #224

Summary: Specify a ten-character name for the
internal Micro Tuning memory being edited.
Procedure:
From: Micro Tuning Edit job
directory
Select: 02:Micro Tuning Name (JUMP #224)
Specify: a name for the micro tuning data

(JUMP #222)

MICRO TUNIMNG MAME 229

¥
[Far East 1]

Clr WS Lowr

L2} (3] o 0

Enter a ten-character name for the Micro Tuning
data.

To clear the currently entered name press Fi
(Clr).

To switch to upper-case characters press F2
(Uppr).

To switch to lower-case characters press F3
(Lowr).

e & ® ©

Remarks: Mcthods of entering character data are
explained in How to enter character data, on
page 30.

COMMON DATA

12. (F1) Controller set (Pitch bend)

JUMP #225

Summary: Specify the range over which the PITCH
wheel will atfect the pitch.
Procedure:
From: Common Data job directory (JUMP #201)
Select: job 12:Ctrllr
Press: F1 (PB)
Specity: the range of the pitch bend wheel

HNTROLLER SET
IICEBE -DAl1c49> ST+Corcert
itech Bend bh=s1

Pitch Bend Rands = I

CLc uth] #*:

@ Piich Bend Range (0...12): This determines the
range (0...12 half steps) over which the PITCH
wheel will atfect the pitch. When this is set to
12, the PITCH wheel will move the pitch one oc-
tave up or down. When this is set to 0, the
PITCH wheel will have no effect.

® To make controller settings for Aftertouch,
Modulation, Pan, or Other, press F2, F3, F4, or
F5. Refer to sections 12.(F2), 12.(F3), 12.(F4),
or 12.(F2).

Note: The action of the PITCH wheel may be modi-
fied using the Zoned Aftertouch settings,
described in the following section. This allows for
more sophisticated usage of the PITCH wheel.

COMMON DATA

12. (F2) Controller set (Aftertouch)

JUMP #276
Summary: Specify how aftertouch will affect the CONTROLLER SET EL Ixf 276
. ) . . . VOICEBRI _-D@1¢d3y  ST+Concert
pitch and any other parameters to which it is Ffter Tauch
i Zoned Hfter Touch Mods
assigned. SKlit Foint ﬁ_
Procedure: After Tourh -

From: Common Data job directory (JUMP #201)
Select: job 12:Ctrllr
Press: F2 (Aftr)
Specify: the aftertouch mode, split point, and bend
range

Fz*ch T:ur:d "
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Q@ Zoned After Touch Mode (all, top, bottom, split
hi, split lo): This setting determines which notes
of the voice will be affected by aftertouch. Note
that this includes aftertouch pitch bend set in @
and also any Modulation, Pan, or Other param-
eter controlled by aftertouch. Tor example, if you
have assigned pitch modulation to be affected by
aftertouch, pressure on the keyboard will in-
crease the pitch modulation only for the note(s)
determined by this Zoned After Touch Mode
setting. Refer to the following sections 12.(F3)-
12.(F5).

All: Aftertouch will afTect all notes of the voice.

Top: Aftertouch will affect only the highest of the
currently played notes.

Bottom: Attertouch will affect only the lowest of
the currently played notes.

Spht hi: Aftertouch will affect only notes at or
above the split point specified in 8.

Split lo: Aftertouch will affect only notes below
the split point specified in @,

® Split Point (C-2...G8&): This determine the split
point for Zoned After Touch Mode settings of
“spht hi”" or “split lo™. If the Zoned After Touch
Mode 15 set to “all”, “top”. or “bottom, this
Split Point setting will have no effect.

® After Touch Pitch Bend Range (—12...+12): This
determines how aftertouch will affect the pitch.
Pressing strongly down on the keyboard after
playing a note will move the pitch down one oc-
tave (for a setting of —12) or up one octave (for a
setting of +12).

® To make controller settings for Pitch Bend,
Modulatien, Pan, or Other, press FI, F3, F4, or
F5. Refer to sections 12.(F1), 12.(F3), [2.(F4),
or 12.{F3).

Keyboard: When the cursor is located at Split
Point, you can press F8 (Kbd) and then press a
note to set the split point.

COMMON DATA

12. (F3) Controller set (Modulation)

JUMP #226

Summary: Specify the controller device that will add
vibrato (pitch modulation), tremolo (amplitude
modulation}, and wah-wah (filter modulation).

Procedure:

From: Common Duta job dircctory  (JUMP #201)
Select: job [2:Curllr
Press: #3 (Mod) (JUMP #226)
Specity: the  controller and  depth  for each
parameter

CONTROLLER SET EL Kt 226
VWOICEBI -D@A1¢4%) ST+Concert
Modulation Dewrth
D?gfh MIDI Ctel Mo, & Tewige
! 4}

{

2153 | Ho?ulailon

Fitch )

Amalitude [ of
< A off

L Han  OLhe]

) 006 © o

© Pich Modulation Depth (0...127): This sefling
determines the range over which the specified
device will add vibrato (pitch modulation). For a
setung ol 127, the selected controller will be
able to add the maximum amount of vibrato. For
a setting of 0, the sclected controtler will not be
able to add vibrato.
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@ Amplitude Modulation Depth (0...127): This
setting determines the range over which the
specified device will add tremolo (amplitude
modulation). Details are the same as in @.

® Filter Modulation Depth (0...127): This setting

determines the range over which the specified
device will add wah-wah (filter modulation).
Details are the same as in €.

® MIDI Ciri No. & Device (1...120, After Touch):
These settings determine the controller devices
that will add Pitch modulation, Amplitude modu-
fation, and Filter modulation. The sclected MIDI
control number (1...120) is displayed at left, and
the tunction which is defined lor that number is
displayed at right. Control numbers 0 and 32 are
reserved for the Bank Select message, and can-
not be selected here.

® To make controller sctrings for Pitch Bend.
Aftertouch, Pan, or Other, press FI, F3, F4, or F3.
Refer to sections 12.(F1), 12.(F3), 12.(F4) or
12.(F5).




Re

marks: As shown by the following diagram, the
controllers selected here will be able to add
pitch, amplitude, and filter modulation in addition
to the pitch, amplitude, and filter modulation
specified by the PModDepth, AModDepth, and
FModDepth settings of each element LFQ. The
effect of the resulting modulation will depend on
the sensitivity settings of each element.

{undelayed LFO)
selecied selected selected
controlier controller controlier
Voica Common data
{ J J b~ 12.{F2) Controflers set
HUmMP #226)
Fitch Madulation foleond Fitor Modulation
Fo Depth0 . 127 Dopth 0 ... 127 Depth 0 .. 127
Wava,
Init phax:e
Delay
I delayed LEO) AWM element data
- B.{F1) AFM LFO (Main)
PuMP#244)
Pilch Amplitida Fittor
Modulation Modulation Modulation
Depth 0. 127 Depth 0 ... 127 Dopth 0. 127
v v AFM element data
AFMGporator KFW Gporator AW Fiter 5. AFM senisitivity
Piich Modulation Ampiituce Modulation LFO Gutoht (JUMP #243)
Sensitty 0. 7 Sensitvity 0 . 7 Sensitivity -7 . +7 8.1 Culoff frequency
{2ach operamr) {each oporaler] (sa1 Gt - LFO) YUMP #2489}
o on oR - OR
AW TS AWM element data
AWM AWM Pitch Modulabon 5. AWM scnsitivity
Pitch Modulation Amplitudo Modulauon Sonsiliity -7 .. 7 {4UMP #260)
Sonsitivity 0., 7 Sonsitivity -7 . +7 {so1 Gul = LEG) 8.1 Culoft frequency
YUMP #265)

Fixed controllers: The control numbers transmitted

by the following five controllers built into the
SY99 are fixed, and cannot be changed. When
these controllers are moved, they will transmit
MIDI control messages of the corresponding
number. When the following control numbers are
selected, these built-in controllers will regulate
the assigned function. The official MIDI standard
defines Aftertouch not as a control number but
as a different type of message, so it is not given
a control number.

001: The MODULATION 1 wheel located at the
left of the keyboard

002: An optional breath controller connected to
the rear panel BREATH jack

004: An optional foot controller connected to the
rear panel FOOT CONTROLLER jack

006: Data entry slider

007: Foot volume

064: An optional foot switch connected to the
rear panel SUSTAIN jack

Aftertouch: (i.e., pressing down on the keyboard
after playing a note)

VOICE EDIT MODE

Assignable controllers: In additon to these five

controllers which have fixed functions, the SY%99
has the following two assignable controllers.
With the factory settings, the MODULATION 2
wheel is assigned MIDI control number 13, and
the FOOT SWITCH is assigned control number 65.
The control namber transmitted by these
controllers can be changed by the setting in
Utility mode System Utility 3. Controllers (JUMP
#803).

The MODULATION 2 wheel located at the left of
the keyboard (initially set to transmit control
number (13:Non-assigned)

An optional foot switch connected to the rear
pane} FOOT SWITCH jack (imtially set to transmit
control number 065:Portamento Switch)

MIDI controllers: The specified MIDI Ctrl No.&

Device applies both to the built-in controllers of
the SY99 and to incoming MIDI control data re-
ceived at MIDI IN. For example if you have
specified that Amplitude Modulation Depth be
regulated by 001:Modulation Wheel, it will be
regulated by incoming MIDI Control Change 001
messages in addition to movements of the
SY99’s own MODULATION | wheel.

The official MIDI standard does not define
the purpose of all of the MIDI Control Change
messages 1-120. If the selected control number
has not been defined, the LCD will show “Non-
assigned no.”. You can use these control num-
bers just like any other control number. For
example you might assign an assignable con-
troller (see Utility mode System Utility
3. Controllers, page 254} to one of these num-
bers, and then select that control number to
regulate Pitch Modulation depth. “Non-assigned
no.” simply means that there is no official agree-
ment as to the use of that control number.
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COMMON DATA

12. (F4) Controller set (Pan)

JUMP #227

Summary: Specify the controller device that will
regulate the depth of the cyclical panning move -
ment (Pan LFO), and the controller that will
directly adjust the pan position (Pan Bias).

Pirocedure:

From: Voice Common job directory (JUMP #201)
Select: job 12:Cullr
Press: F4 (Pan) {JUMP #227)
Specify: the controller and depth for cach
parameter

CONTROLLER SET E
VOICEGI -DE1¢4%9) ST#Concert
Par Contral )

= t-hIMIIJI Ctir]l Mo, & [ewices

L s 227

an W] off
Pan Bias 5} off
FE HfLlr Mod [GEN Othr
o 00 o

© Pan LFO Depth (0...127): This delermines the
range over which the specified controller will
regulate the depth of the Pan LFO. When this is
set to 127, the selected controller will regulate
LFO panning over the full range from no LFO
panning to maximum LFO panning. When this is
set to 0, the selected controller will have no ef-
fect on LEFO panning,

® Pan Bias Depth (0...127): This determines the
range over which the specified controller will
affect pan position.

& MIDI Cul No. & Device (0...120, After Touch):
These settings determine which controllers will
regulate the depth of LFO panning and Pan Bias.

@ To make controlier scrtings for Pitch Bead,
Aftertouch, Modulation, or Other, press 1, 12,
F3, or F5. Refer to sections 12, (F1), 12, (F2),
12. (F3), or 12. (F5).

MIDI Ctrl No. & Device: For details refer 1o /2.
(F3) Controller set (Modulation).

Remarks: Since the MODULATION 2 wheel is
detented at the center position, it is especially
useful for controlling pan. Since the MODULATION
2 wheel i3 assignable, to use it you must select
the MID! Ctrl No. to which it has been assigned.
Check the Urility mode System Utrility
3. Controllers (JUMP #803) sertings (0 see the
MIDI Control Number to which the assignable
wheel has been set. TFor example if the
assignable wheel has been set to its initial set-
ung of MIDI Control Number 13, you would
select “013:Non-assigned no.” for the Pan Bias
control number in order to use WHERL 2 (o con-
tro! panning.

Note: When a voice is used in Multi Play mode.
these Pan Control sertings will be effective only
if the Static Pan is set to Voice. Refer to Mulii
Edit 5. Voice static pan (JUMP #408, #400).

COMMON DATA

12. (F5) Controller set (Other)

JUMP #228

Summary: Specify controller devices that will regu-
late the volume, the EG bias and the Cutoff Fre-
quency of the filters in each ¢lement of the voice.

Procedure:

From: Voice Common job
directory
Sclect: job 12:Cullr
Press: s (Othr) (JUMP #228)
Specify: the controtler and  depth  for each
parameter

(JUuMP #201)
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COMTROLLER SET EL BPAG 203
[

VOICEBI -DR1:049> ST#Copce
Uolume. EG bias: & Filter Cutoff Fred,
Ualue |[MITIT Sl Mo, & Devica

Uallowbimit
EGbissDerth| —d 0 ]

cutoffliapeth ol AlC Mon-assidned ko,
FE | Httr Mgd | Fah Tk

J e

) 00 © O

© VolLowLimit (Volume Low Limit 0...127); This
determines the lowest volume that can be set by
the specified controller. For example when this
15 set 1o 80, the controller will reduce the volume



no lower than 80. When this is set to 0, the con-
troller can reduce the volume to silence. When
this is set to 127, the controller will have no
effect on the volume. In addition 1o the controller
specitied here, the volume can always be con-
trolled over its full range by an optional foot con-
troller connected to the reur panel VOLUME jack.

® EGbiasDepth (Eg Bias Depth 0...127): This
determines the range over which the specified
controller will control the EG bias. The result of
controlling EG Bias for an AFM element will
depend on the AModSens setting for each oper-
ator. If AModSens is set for carrier operators,
the controller assigned to EG Bias will affect the
volume of an AFM element. If AModSens is set
for modulator operators, the controller assigned
to EG Bias will altect the tone of an AFM cle-
ment. For details refer to Voice AFM Element
Jjob 5. Sensitivity (page 145). For an AWM
clement, this setting will affect the Volume.

® CutolDepth (Filter Cutoff Depth 0...127): This
determines the range over which the specified
controller will increase the cutoff frequency
specified for the filters of each element. Higher
settings will allow the controller to brighten the
tone. If the filter cutoff frequencics are already at
maximum, this will have no effect.

O MIDI Cirl No. & Device (0...120, Aftertouch):
These settings determinge which controllers will
regulate each paramcter.

VOICE EDIT MODE

@ To make controller settings for Pitch Bend,
Modulation, or Pan, press K1, £2, or F3. Refer to
sections 12. (F1), 12. (F2), or 12. (F3).

MIDI Ctrl No. & Device: For details refer to
12.(F2) Controllers set (Modulation).

Filter Cutoff Depth: The controller assigned to
CutoffDepth can be used in two ways to affect
the filter, depending on the Control Source set-
ting of each filter. Refer to Voice AFM Element
8.3 Cutoff EG (page 153) or Voice AWM Ele-
ment 8.3 Cutoff EG (page 169).

e Continuously control the filter cutoff: If the
Control Source of a filter is set to LFO then
the coniroller assigned to CutoffDepth car: be
used to continuousty control the cutoff fre-
quency even while a note is sounding.

e Control the filter cutoff at key-on: If the Con-
trol Source of a filter is set to EG or EG-VA
then the controller assigned to CutoffDepth
will be used only at the instant the note is
played; i.e., after playing a note you can move
the controller without affecting the sound.
This can be used to give different filter cutoffs
to individual notes as you play them.

COMMON DATA

13. Voice name

JUMP #229

Summary: Specify a ten-character name for the
voice being edited. In voice play mode, this voice
name will be dispiayed n large characters.

Procedure:

From: Voice Common job (JUMP #201)
directory
Select: job 13:Name (JUMP #229)
Specily: the voiee name
UOICE HAME 229
UDICEQRT -l o43)
¥
[ET#Concert]
CTr TSR Lo
) e o 0

Enter a ten-character name for the voice.

To clear the currently entered name press Fl
(Clr).

To switch to upper-case characters press F2
(Uppr).

To switch to lower-case characlers press F3
(Lowr).

e & ©°oe

Remarks: Methods of entering character data are
explained in How to enfer character data, on
page 30.
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15. Initialize voice

Summary: Initialize the Voice Common data being
edited to a set of standard values. The Voice
Mode will not change.

Procedure:

From: Voice Common job
directory
Select: job 15:Init

To execute: initialization press YES

To quit: without initializing press NO

(JUMP #201)

INITIALIZE VOICE

ARE YOU SURE 7

Mes or Noo

This function sets all voice common data values to
the minimum or simplest possible settings. When
creating your own new voices, it is usually best to
begin by editing an existing voice. However if you
want to start from scratch, this Initialize function
can often be helpful.

If you are sure you want to initialize the voice
data, press YES and the voice common data of the
voice being edited will be set to the values shown
below. If you decide not to initialize, press NO.

This function initializes only Voice Common data.
Other initialize functions are provided for initializing
AFM Element or AWM Element data. Refer to
Voice AFM Element 15. Initialize (page 154) or
Voice AWM Element 15. Initialize (page 170).

Initialized settings for Voice Common Data
01 Element Levels

Voice Volume
Element level

127
127 (all elements)

1l

Il

02 Element Detune
Element detune = %0 (all clements)

03 Element Note Shift
Shaft = 10 (all elements)
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04 Elementi Note Limit
Low Limit = -2 (all elements)

High Limit = G8 (all elements)
05 Element Velocity Limit

Low Limit =1

High Limit = 127

06 Element Dynamic Pan
Element Preset 1-01 “Center” (all elements)
(Pan Source = velocity, Source Depth = 0,
Pan EG; HT=0, RI1-RR2=63, LO-RL2=0,
SLP=S1)

07 Output Select
Output Group = Both (all elements)

08 Random Pitch
Random Pitch Depth = 0

(9 Portamento

Mode = Follow (poly)/ Fingered
(mono)

Speed =0

10 Effect Set

Effect Mode = off

Effect Type = 01:Rev.Hall (both effect units)

Output Level = 100% (both effect units)

Effect 2 Mix Level = 100%

wet:dry = 50:50 (both effect units)

Control Parameter = EFF1 parl

(both effect units)
= off (both effect units)
Control MIN = ()% (both effect units)
Control MAX 99% (both effect units)
Effect LFO Wave = triangle
Effect LFO Speed = 65
Effect LFO Delay Time = 0
Effect LFO Initial Phase = free
Effect send select all on (all elements)

Control Device

It

Effect send level = 127
(both effect units)
Effect send vel sense = 0 (both effect units)

Effect send level scale = 0 (both effect units)




Il Micro Tuning Set
Preset—-01 Equal Temperament
Element = oft (all elements)

12 Controller Set

Pitch Bend Wheel Depth = 2
Zoned Aftertouch Mode = all
Zoned Aftertouch Split Point = (3
Aftertouch Pitch Bend Depth = 0
Pitch Modulation Depth = 64
Pitch Modulation Device = 1
Amplitude Modulation Depth = 64
Amplitude Modulation Device = 12
Filter Modulation Depth = 0
Filter Modulation Device = ]

VOICE EDIT MODE

Pan LIFO Depth = 64
Pan LFO Device =13
Pan Bias Depth = 0
Pan Bias Device = 10
Volume Low Limit = 0
Volume Low Device = 14
EG Bias Depth = 0
EG Bias Device = 2
Filter Cutoff Frequency Depth = 0

Filter Cutoff Frequency Device = 12

13 Name Voice
Name = INIT VOICE

COMMOCN DATA

16. Recall voice

Summary: Recall the previously edited voice data.
Procedure:
From: Voice Common job
directory
Select: job 16:Recall
Torecall: the data press YES
To quit:  without recalling press NO

(JUMP #201)

RECALL. UOICE

ARE Y0OU SURE 7

(Yes ar Nod

If after editing a voice you exit voice edit mode
without storing, the edited voice data will be lost. In
such cases, you can use this function to recall the
previously edited voice data into the editing buffer.

If you are sure you want to recall, press YES and
the previously edited voice data will be recalled into
the editing buffer. If you decide not to recall, press
NO.

This function recalls all voice data: element data
as well as common data. The same function is also
available when editing AFM Element or AWM
Element data.
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AFM element data

AFM ELEMENT DATA

AFM element job directory

JUMP #230

Summary: This job directory shows the editing jobs
for an AFM element.
Procedure:
From: voice edit mode (JUMP #200 or #201)
When: editing a normal voice that contains AFM
elements
Select: an AFM element F3-Fg
(E1-E4).

{JUMP #230)

UOICE EDIT EMEEN E3ian =@
-DA1(49) ST*Concert ai
B:Sensity M@: 13:

:0sc rigaLFO 0 a3 -
G:EG MM:PitchEG 1]: ————1 - ﬁEInltlz

Hoquiput. Bipglisr Dio———rp MiRecall

o 0o

@ This area shows the number (1-4) and type
(AFM or AWM) of elements in the selected
voice mode.

® Move the cursor in this area to select a job and
press ENTER to go to the selected job.

01:Algrthm (AFM algorithm):

F1; The algorithm determines how the six oper-
ators are connected. Three feedback sources can
be selected and sent to other operators.

F2; Each operator can be modulated from an
external source such as an AWM waveform or
the noise generator.

F3; Each operator has two inputs Inl and In2
with input level settings for each input.

02:Osclltr (AFM oscillator): The frequency pro-
duced by each operator can either be fixed or
made to change according to the note played.

03:EG (AFM operator EG);
Fl; Make operator EG settings for an individual
operator while viewing a graphic display.
F2; Make operator EG settings for all operators.
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04:Output (AFM operator output):
F1; The output level of each operator can be
made to vary across the keyboard.
F2; The output level of each operator can be set.

05:Sensitv (AFM sensitivity): The output level and
frequency of each operator can be affected by
key-on velocity or the LFO, and the EG rates of
each operator can also be affected by key-on
velocity.

06:LFO (AFM LFO):
F1; The Main LFO is used to create tremolo
(amplitude modulation), vibrato (pitch modula-
tion), or wah-wah (filter modulation).
F2; The Sub LFO is used to create vibrato (pitch
modulation).

07:PitchEG (AFM pitch EG): The pitch EG creates
a fixed shape of pitch change over time for each
note, and can be switched on/off for each
operator.

08:Filter (AFM filter): The two filters of each ele-
ment can be used to control the tone in various
ways. The filter EG creates a fixed pattern of
tonal change over time, and a periodic signal
from the LFO can be applied to the filter to
create wah-wah.

15:Initlz (Initialize AFM element): The AFM ele-
ment data being edited can be set to the mini-
mum or simplest possible setting as a conve-
nience when creating an element from scratch.

16:Recall (Recall voice): All data of the previously
edited voice.
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AFM ELEMENT DATA

Operator on/off

Summary: Any time while editing an AFM element,
you can turn the output of each operator off/on.
This is useful when you want to hear how each
operator affects the others, or when you want to
hear only certain operators.

Procedure:

From: any job in the AFM job directory

Press: the OPERATOR ON/OFF buttons (memory
select buttons 9-14) to turn operators 1—
6 on/off.

The on/off condition of each operator is shown in the
upper right of the LCD when editing an AFM ele-

ment, and also indicated by the OPERATOR ON/OFF
LEDs. Operators that are on are displayed in in-
verse. In the following LCD all operators are on.

Remarks: If you turn off all the carrier operators
there will be no sound.

This function is provided as a help in editing.
Operator on/off settings are not stored as part of
voice data.

When you select a different AFM or AWM
element or exit element editing, all operators
you turned off will be turned back on.

AFM ELEMENT DATA

AFM

algorithm

JUMP #234

Summary: You can view a graphic display of the
current algorithm at any time while editing an
AFM element and select a different algorithm if
you wish. Since the algorithm determines how
each operator functions, you should always be
aware of the algorithm when editing AFM oper-
ator data.

Procedure:

From: any job in the AFM  (JUMP #231-#255)
job directory
Press: F8 (Alg) (JUuMP #234)
To exit: to the previous editing job press EXIT

AFM ALGORITHM 234

k&

Algorithm = E¥

To return to the previous display, press EXIT.

Note: When you select an algorithm, all settings
which modify the routings in the algorithm
(feedback, input, etc.) will be cleared to their
initial settings.

AFM ELEMENT DATA

Copy element

Summary: While editing AFM element parameters
other than EG, Output, Filter, or Effect, you can
copy data from an element of another voice to
the element you are now editing,

Procedure:
From: AFM element job 1, 2, 6, or 7
Press: CoOpPY

Press: F1 (Src) and select the source voice
Press: F2 (Elem) and select the source
element
To execute: the copy operation press F8 (Go)

CDPH’ ELEMENT
Source Uoice Select
I —-AB2(B2> AP!CrsRock 122
MiRocks  IGIEP|7ASt WIPL!Rock 13:KY!Smo
¥ K:IEPiClas 1!]-EF'-I!><15 1-1=K'1’:Cr~sc
1sHE Lonc TEEP:Nite |11 EFiGrnD 15=KWClau
MEAP ISt R:iFP: Be REEP I Uoxl ErKY IRe=n

0 o

©® Source Voice Select: Specify the memory
{internal, card, preset 1 or preset 2), the bank
A-D, and the number 1-16 of the voice from
which you want to copy element data.

® Source Voice: The number and name of the
selected source voice is displayed.
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Source Element Type: The type (AWM or AFM)
of each element in the selected voice is
displayed.

Destination Element Number: Specify the element
1—4 of the selected Source Voice which you want
to copy into the currently edited element. The
type (AWM or AFM) of the selected element
will be displayed in the Element Type line
above. The selected source element must be the

same lype as the currently edited element. If
not, the bottom line will show “Element type
mismatch!”

After specifying the source voice and element, press
F8 (Go). The display will ask “Are you sure?”. If
you are sure you want to copy the element data then
press YES, and the data will be copied.

AFM ELEMENT DATA

Copy operator

Summary: While editing the parameters for oper-
ator EG or Qutput, you can copy EG and Output
data from one operator to another.

Procedure:

From: AFM element job 3 or 4
(JUMP #236--242)
Pregs: CopPYy
Select: the data type, source operator, and
destination operator
To execute: the copy operation press F$ (Go)

COFY COPERATOR
Data Tyre = [HefAaipyEin-
%32E?§auon - :i:g LIL
Lo
& (2} (1}

© Data Type: Select one of the following types of
data to be copied.
EG&OUTPUT: Envelope generator, output level
and scaling
EG: Envelope generator
OUTPUT: Output level and scaling
Source: The specified data will be copied from
this operator.
Destination: The specified data will be copied to
this operator.

Remarks: It is often the case that many or all oper-
ators in a voice have simijar settings, especially
for EG parameters. In such cases you can save
time by setung the average EG for the voice on
one operator, and then copying it to the others.

AFM ELEMENT DATA

1. (F1) AFM algorithm (Form)

JUMP #231

Summary: Select the Algorithm and specify feed-
back routings between operators.
Procedure:
From: AFM Element job dircctory  (JUMP #230)
Select: job Ol:Algrthm., and press  (JUMP #231)
F1 (Form)
Specify: the algorithm number, and feedback
sources and destinations

AEM_ALGORITHM P ﬂ%ﬁﬁﬁg 231
VOICERI -DB1c¢49) ST+Concert.(EI-AFM
Hlacrithm Mypber = 472

L.

—F b Sie l=t OFP1 TFZTOFY OFd OFS LF&
FH1 [ UFE INe use | uss use 10l
FE2Z|{| DFP4 e yseluss 1nl ind off
FRESILOPD vse dnlline of f u=ge off
S Extn Trel HI=

T
(2] (3] 4] (1]
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@ Algorithm Number (1...45): Select the algorithm
o determine the “arrangement” of the six oper -
ators in an AFM element. Refer 1o the chart of
the 45 algorithms on page 302. When you
change the Algorithm, the Src @ and Dst @
settings explained below and the external input
settings explained in the following section will
be initialized.

® FBI1-FB3: Feedback can be drawn from three of
the operators in the algorithn and applied to any
operator that has an unused input.

® Src 1-3 (OP1...0P6): Select the source of feed-

back for the three feedback routings. Any oper-
ator can be selected as the source of feedback.
In some algorithms, one or more feedback
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sources may be fixed by the choice of algorithm, Feedback settings
and cannot be changed. In such cases, an *F” FB | SRC | DST OP1 OPz OP3 OP4 OP5 OP6
will be displayed after the Source (e.g.. OP3F) o

) ) . ! . FB1 . OF3F off use N2 off off use
and the Destination operator explained in @ will FB2 | OPs off  use off off  off in1
be displayed in uppercase characters (e.g., IN1). FB3 'OP5 off in2 off off off in2

A Dst OP1...OP6 (inl, in2): Select the destination
of each feedbuack source. Lach feedback source FB2  FBa

can be sent to as many destinations as you like. Resulting connections
Each operator has two inputs, and an operator
can be selected as a feedback destination only if
at least one of its inputs is frec. It makes no dif-
ference whether inl orn? 1s used, but remember *—’r—l

that the input fevels of each operator are set 3] °
independently for inl and in2. Refer to the e ) FB3
following scction 1.3 Algorithm Input. i v -
It both inputs of an operator are already used lquﬂ !r—;] Lﬂ
by the algorithni connection, -7 will be dis- T i o

played. If both inputs are alrcady used because
of a feedback assignment, “use”™ will be dis-
played. I the algorithm has a fixed feedback
loop, the feedback destination operator will be
displayed in uppercase characters (e.g., INT).
The cursor cannot be moved to the Dst setting
for such operators.

Remarks: In previous Yamaha 6-operator FM syn-
thesizers, you had a choice of 32 algorithms each
of which included one feedback loop. The SY99
provides broader possibilities with 45 algo-
rithus, and three feedback loops that can be
sent to more than one operator. In addition,
operators can be modulated by external

Having three selectable teedback sources which can
¢ g Hree s ¢ ¢ waveforms.

be scat w any or all other operators allows you o
connect the operators in very complex ways. The
following diagrams show how the operators would
be connected for algorithm 40 when feedback
sources and destinations are sct as shown in the
following table. Thin lines indicate the connections
defined by the algorithm, and heavy lines indicate
the feedback connections. Whether o connection be-
tween two operators s the result of the algorithim or

Feedback from a carrier: The output level of
carrier operators 1s automatically adjusted
according to the numher of carriers in the algo-
rithm, in order to keep the resulting output
volume consistant. [ the nominal output of a
one-carrier algorithm is considered to be 0 dB,
each carrier in a two-carrier algorithm will be re-

X : _ duced -3.010 dB, in a three-carrier algorithm

the result of feedback routing has no influence on the ~8.278 dB, in a four-carrier algorithm ~9.783 dB,

sound. in a five-carrier algorithm —12.041 dB, and in a

six-carrier algorithm - 14.299 dB.

Algorithm 40 (bt _
9 { 6 [f you use a carrier operator as a feedback
T source, be aware that even if the output level of
| . .
J_ the carrier operuaior 15 the same, the actual out-
R by -
[ 3 { 5 put (and therefore the amount of feedback pro-

duced by the carrier operator) will depend on the
number of carriers in the algorithm.
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Free Algorithm: By sending exclusive messages
from a computer with the appropriate software to
the SY99, it is possible to select a “free algo-
rithm” in which all algorithm routings can be
specified arbitrarily.

If the free algorithm has been selected, algo-
rithm-related parameters can be edited only by
system exclusive parameter change messages
from MIDI IN, and cannot be modified from the
SY99 front panel.

It is not possible to select or edit the free
algorithm from the SY99 itself. This display will
never appear unless you are programming the
SY99 from a personal computer with editing
software that takes advantage of this capability.

AFM ELEMENT DATA

1. (F2) AFM algorithm (External input)

JUMP #232

Summary: Modulate an operator from an external
source such as an AWM waveform or the noise
generator.

Procedure:

From: AFM Element job directory (JUMP #230)
Select: job 01:Algrthm., and press  (JUMP #232)

F2 (Extn)
Specify: noise and/or AWM input for each
operator
AFM _ALGORITHM arP 232
UQICEGI -Dg1<¢49) ST*Concert <HFM
I
[Noise | use  use use use o
QTM use 1ihn2 use o use off
Form Tnet AlgY

© Noise (off, inl, in2): The SY99 contains a noise
generator which produces a type of white noise.
This can be sent to any free operator input to
modulate the operator.

@ AWM (off, inl, in2): If the voice contains both
AFM and AWM elements (ie., if the voice mode
is either 9:1AFM&1AWM or
10:2AFM&2AWM), an AWM waveform can be
received at any free operator input to modulate
the operator.

For voice mode 9:1AFM&1AWM, the
waveform of AWM element 2 will be used to
modulate AFM element 1. For voice mode
10:2AFM&2AWM, the waveform of AWM
element 3 will be used to modulate AFM ele-
ment 1, and the waveform of AWM element 4
will be used to modulate AFM element 2.
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© and @: If both inputs of an operator are
already used by the algorithm connection, “-"
will be displayed. If both inputs are already used
because of a feedback assignment, “use” will be
displayed. The cursor cannot be moved to the
Dst setting for such operators.

Element 1 {AFM)

PRl FM —> Filter —| Amp — Pan .
Element 2 (AWM)

>

Wave —> Fiter — Amp T Pan [ .

...........................................................

Remarks: Noise modulation makes it possible to
create sounds that were difficult for previous FM
synthesizers.

By using an AWM waveform to modulate
one or more AFM operators, new harmonics can
be added to the AWM sample. A simple
example of this is given in Using RCM Hybrid
Synthesis in the appendix.
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AFM ELEMENT DATA

1. (F3) AFM algorithm (Input level)

JUMP #233

Summary: Set input levels In1 and In2 for each

operator.

Procedure:

Select: job Ol:Algrthm. and press

From: AFM Element job directory (JUMP #230)
(JUMP #233)
F3 (Inpt)

Specify: the input level for each operator input

I

AFM ALGORITHM oP i.%ﬂ‘-% 233
VOICEBIL -D91<¢49> ST+Concert (E1-HEM2

y—InI SF‘G

Level— a T B l? %] Ny
n2 Src ||[FB®S AWM FB»2 off FB®4 off
Leyel— T 3 T - T -

Form Extr BIRLEd Hla

0
o

12

Inl Src, In2 Src: This displays the input sources
for input Inl and In2 of each operator, as deter-
mined by Algorithm and Feedback settings (F1)
and External input settings (F2). The input
sources cannot be changed from this job.

® Inl Level, In2 Level (0...7): Adjust the input

level of Inl and In2 for each operator.

If an operator input is not used, the Src will dis-
play “off” and the “Level will display “-”. The
cursor cannot be moved to the Level setting for
such operators.

Remarks: Previous FM synthesizers allowed you

to set only the output level of each operator.
However on the SY99, the input levels Inl and
In2 of each operator can also be set. If the input
source is the feedback from another operator, the
input level setting functions as the feedback
level.

Correct adjustment of input levels is espe-
cially important when bringing in AWM to AFM
as a modulator.

AFM ELEMENT DATA

2. AFM oscillator

JUMP #235

Summary: Set frequency-related parameters for

each operator.

Procedure:

Select: job 02:Osclitr

From: AFM Element job directory (JUMP #230)
(JUMP #235)

E
c

Fine

RAFM OSCILLATOR oP W 235
UgéCEEI -081(49) ST*Concert SHEM)

red Mode = %IE Wave form = 1
garse = 1. B N
Phaze SYnc
= + 89— Init. Pha=e

nu
O
3

© o 0 60 @
Operator (1--6): This displays the operator being
edited. To move to another operator, use the
OPERATOR SELECT buttons OP1...0P6.
Freq Mode (fixed, ratio): When “fixed” is
selected the operator will produce the same
pitch regardless of what note is played. When
“ratio” is selected the operator pitch will
depend on the note that is played
Coarse/Fine (0 Hz...9762 Hz in Fixed Fre-
quency mode, 0.5...61.69 in Ratio Frequency

mode): This setting specifies the pitch produced
by the operator. By moving the cursor to coarse
or fine you can adjust the pitch in large steps or
in small steps. When the Freq Mode is set to
“fixed” the range is 0 Hz...9762 Hz. When the
Freq Mode is set to “ratio” the range is
0.5...61.69. (In “ratio” mode with a Coarse/Fine
setting of 1.0 the A3 key will produce the stan-
dard pitch of 440 Hz.)

Detune (-15...+15): The pitch of each operator
can be adjusted in fine steps of 1.171875 cents.
Waveform (1...16): Each operator can produce
sixteen different waveforms; a sine wave with
no harmonics, and fifteen other more complex
waveforms containing additional harmonics. This
allows you to create complex waveforms using
fewer operators. A graphic display of the
selected waveform is shown below the wave-
form number. The table below shows the har-
monic content of each waveform.

Phase Sync (on, off): When phase sync is on,
the selected waveform will be re-started each
time a key is pressed.
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@ Init Phase (0...127): This determines the initial
phase position from which the selected wave-
form will be re-started when phase sync is on.
The init phase range of 0...127 corresponds to a
range of 0...360 degree starting phase. This set-
ting is effective only when Phase Sync is on.

Phase 0° 90° 180° 270° 380°
Setting L | I ] }
0 32 64 96 127

Waveform: The sixteen waveforms that can be
produced by each operator are not modeled after
any “real” instrument but are mathematical
transformations of sinewaves. The following
chart shows the harmonic content of each
waveform. The amplitude of each harmonic
partial is given as a percentage of the funda-
mental, ‘

+1/\
0

-1

A
1/

TN
The —100dB level is exceeded by odd harmonics up
to the 65th harmonic.
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+1

“lh.

The -100dB level is exceeded by even harmonics up
to the 392nd harmonic.

+1

N

’“Jl.

““mmmuuummm.m..

The ~100dB level is exceeded by odd harmonics up
to the 113th harmonic.

+1

IRy

||_|_|_Ul [

The —100dB level is exceeded by the 2nd harmonic,
and all odd harmonics.

+1

LV

I,
MWMMMMMM L

The -100d8B level is exceeded by harmonics up
to the 130th harmonic. [4th terms do not exist]




The —100dB }evei is exceeded by all harmonics except
(4n-2) terms which do not exist.

A

||J.

Wididijon,
The —100dB level is exceeded by the 4th harmonic,
and odd harmonics up to the 99th harmonic.

+1

0
SRV
-1

i,

[N TN
The —100dB levei is exceeded by even harmonics up to the
H12th harmenie, and odd harmonics up to the 73rd harmonic.

+1 \
o

The —100d8 Ievel is exceeded by
all harmonics up to the 270th harmonic.

V \
11 \‘/

il
il
Aty
The -100dB level is exceeded by
harmonics up to the 66th harmonic.
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N
12_‘ \/

m
il

The -100dB level is exceeded by even harmonics up to the
310th harmonic, and odd harmonics up to the 49th harmenic.

ji
sl )

Wmmnmm“mmm.

The —-100d8B level is exceeded by the 21nd harmonic,
and odd numbered harmonics up to the 63rd harmonic.

i
E ! i

(=]

+1

14:’“ V]
T~

The -100dB level is exceeded by harmonics up to the
105th harmonic. [4th terms do not exist]

The —100d8 level is exceeded by
all harmenics up to the 300th harmonic.

+1

The u100dB Ievel is exceeded by
harmonics up to the 91st harmonic.
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AFM ELEMENT DATA

3. (F1) AFM operator EG (Each operator)

JUMP #236

Summary: Make EG settings for a single operator
while viewing a graphic display of the operator
envelope.

Procedure:

From: AFM Element job directory (JUMP #230)
Select: job 03:EG and press F1 (Each)

EG rates press F3 (Rate) (JUMP #236)

EG levels press F4 (Lvl) (JUMP #237)

Specify: envelope parameters for the selected

operator
AFM OPERATOR EG oP Il%ﬁ% 236
UQICEBI -DB1¢49> ST*Concert ZHFM>
— [x 1J[Seud]— FHT= 5]
Ei=ed RR1=1T
R2=637 RR2=63
nggg BS=fx
[Rat cfiun! =)
0 e o ® 0 00
AFM OPERATOR EG oP 5 237
USICEBI -D81¢43> ST*Concert ZHFMD
0P 4 [x 11[Sead] L= @
Ut Li=63—RL1= 8
L2=63] RLZ= @
F3223] o pepm
T Rate = HTEEQ
00

© The number of the currently selected operator is
displayed. To move to another operator, use the
OPERATOR SELECT buttons OP1...0P6.

® This indicates the time range of the EG graphic
display. A range of “x1” shows the shortest
time and gives the greatest detail. To change the
range, hold SHIFT and press F1-F6 (x1, x2, x5,
x10, x20, x50).

® This indicates the segment from which the EG
graphic display begins. To shift the display to a
different segment, hold SHIFT and press F7 or F8
to select Seg0-Segd or Rell.

© Press F3 (Rate) to set EG rates. Press F4 (Lvl)
to set EG levels.

® HT (Keyon Delay Time 63...0): When this is set
to 0, the operator EG will begin immediately
after a key is pressed. For higher settings, there
will be an increasingly longer delay before the
operator EG begins.
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® RI1-R4, RR1-RR2 (Keyon Rates, Release Rates
0...63): Keyon Rates 1-4 and Release Rates 1—
2 determine the speed of the operator EG.
Higher settings result in faster change.

@ RS (Rate Scaling —7...+7): Rate Scaling allows
the operator EG rates to be increased or de-
creased depending on the key that is played. For
positive settings the EG rates will increase as
you play higher notes, resulting in shorter
envelopes. For negative settings the EG rates
will decrease as you play higher notes, resulting
in longer envelopes.

© L0-L4, RL1-2 (Keyon Levels, Release Levels
0...63): Keyon Levels 0—4 and Release Levels
1-2 determine the levels of the operator EG.

© SLP (Segment Loop Point S1...54): This speci-
fies the segment from which the EG will con-
tinue looping if a key remains depressed after
the EG has arrived at level L4.

Rates and Levels: When you press a key, the
operator output will be at the level of LO. When
the specified hold time (HT) has elapsed, the
level will change at the rate of R1 to level LI,
When the level reaches L1, it will change at the
rate of R2 to the level of L2. When the level
reaches L2, it will change at the rate of R3 to the
level of L3. When the level reaches L3, it will
change at the rate of R4 to the level of L4. When
the level reaches RL1, the EG will begin looping
from the specified segment.

When you release the key, the level will
change at the rate of RR1 to the level of RLI.
When the level reaches RL1, it will change at
the rate of RR2 to the level of RL2.

Remember that Hold Time (HT) is a time
setting, but the various Rates are speed set-
tings. Higher settings for Hold Time will result
in a longer delay before the operator EG begins,
but higher settings for Rates will result in faster
change,
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Segment Loop Point: The SLP setting determines
the Level from which the EG will loop. If you
continue holding a note after Level 4 is reached,
when SLP is set to ..

SLP=S1 the level will change L4 - L1 - L2 —
L3 514>L1 —...

SLP=S82 the level will change L4 - L2 - L3 —
[4 512 —...

SLP=83 the level will change L4 — L3 — L4 —
L3 —>...

SLP=S4 the level will remain at L4

The following diagram shows how EG levels would
change when SLP=S3
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Qutput
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! 'RRIRR2-> Time
Rate Scaling: On most acoustic instruments, high
notes have a naturally shorter attack and decay.
This can be simulated by setting rate scaling to
a positive value (+1...+7). The following dia-
gram shows how higher notes will have faster

rates (shorter EGs). Negative settings will
have the opposite effect.

Low High
notes | notes

AFM ELEMENT DATA

3. (F2) AFM operator EG (All operators)

JUMP #238

Summary: Make operator EG settings for all oper-
ators while viewing the data for all operator EGs
in a single screen.

Procedure;

From: AFM Element job directory (JUMP #230)
Select: job 03:EG and press F2 (All)
Specify: EG key-on rates (R1-R4) (JUMP #238)
EG key-on levels (L1-L4) (JUMP #239)
EG key-off rates and (JUMP #240)
levels (RR1-2, RL1-2)

HFEM OPERRTOR EG oP 238
VOICEBI -DIB1<¢49) ST#*Concert ZHFMD
Kedon Rateg & Rate Scaling
HI Bl R2 B3 R4 RS
! M= H |4 54 55 BS 6S +
sl psaediey sy Bzl g 2r 3 B2 42
EacMML K=of ATY
(1] 2] )

AFM OPERATOR EG [‘Eﬁﬁ
VOICEBI -DB1(49) ST*Concnrt M>
Kedon Levels & LOSP Point

1] At
2| @ &3 63 83 B3 4|5

Hom

Hlg

(5] (7]

@ HT (Keyon Delay Time 63...0): This specifies
the time by which the beginning of the EG will
be delayed after a key is pressed.

® RI1-R4 (Keyon Rates 0...63): Keyon Rates 14
determine the speed of the operator EG while a
key is being pressed.

® RS (Rate Scaling —7...+7): Rate Scaling deter-

mines how the key position will affect the oper-
ator EG rates.
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® L0-L4 (Keyon Levels 0...63): These determine
the levels to which the operator EG will move
while a key is being pressed.

® LP (Segment Loop Point S1...S4): This specifies
the segment from which the EG will continue
looping if a key remains depressed after the EG
has arrived at level L4,

® RI1, R2 (KeyOff Rates 0...63): These determine
the speed with which the operator EG will
change levels after a key is released.

@ L1, L2 (KeyOff Levels 0...63): These determine
the levels to which the operator EG will change
after a key is released.

The meaning of these EG parameters is explained in
the previous section 3./ Operator EG.

In this AFM operator EG (All) display, the
OPERATOR SELECT buttons cannot be used to select
operators.

AFM ELEMENT DATA

4. (F1) AFM operator output (Each)

JUMP #2441

Summary: Set output level and scaling for a single
operator while viewing a graphic display of the
scaling.

Procedure:

From: AFM Element job directory (JUMP #230)
Select: job 04:Output and press (JUMP #241)
F1 (Each)
Specify: the output level and scaling for the
selected operator

AFM OPERATOR QUTPUT CF ii%ﬂkq:: 241
UDICEGPL-RA21(B1> APIRocks <HFM>
OFP 1 Qutrut Level = L Mote [ 0f feat
EFllEB ¥ + &b
BPZIB 1 + £a
fealg 2|+ a4
E schi)p! ' “TATE
(1] 2]
© Output Level (0...127): The output level of the
operator

® BP1-4 (Break Point 1-4): Note (C-2...G-8) and
Offset (—127...#127) of each Break Point deter-
mine how the output level of each operator will
vary across the keyboard. When the cursor is
located at note, you can press F7 (Kbd) and
press a key to enter the new note setting.

Output Level: This sets the output level of each
operator. The output level of a carrier operator
will affect the volume, and the output level of a
modulator operator will affect the tone. Remem-
ber that the input levels of each operator input
Inl and In2 can also be adjusted as explained in
1. (F3) Algorithm (Input level) (JUMP #233).
Even if the output level of an operator 1s raised,
it will have no effect on another operator to
which it is connected if the corresponding input
level of the operator is set at 0.
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Break Point: The operator output level can be
made to vary depending on the note that is
played. On most acoustic instruments, notes
differ in volume and tone depending on the range
in which they are played. For example the low
notes of a ptano are more tonally complex and
louder than the high notes.

Use the four break points to specify how the
operator output level will be adjusted across the
keyboard.

e Offset (—127...+127) determines the output
level adjustment for each of the four points
specified by Note.

¢ The four note settings must be in ascending
order. It is not possible to set a break point
to a note lower or higher than the note set-
tings of the neighboring break points.

The following diagram shows how the oper-
ator output level would be adjusted across the
keyboard for the settings shown in the above
LCD.

127 BP3 =97 pp4 . g4
T —
80 : :
{BP1 = 66
0 : >
B{ B2 G4 A5

Each offset is added to the overall operator out-
put level of 8C. For example the offset at break
point 1 (E1) is —4, so the resulting operator out-
put level at El is 76. The resulting operator out-
put level is limited to the range of (...127.
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AFM ELEMENT DATA

4. (F2) AFM operator output (All)

JUMP #242

Summary: Set operator output level while viewing
output levels for all operators. (Output scaling
cannot be set in this job.)

Procedure:

From: AFM Element job directory (JUMP #230)
Select: job 04:Output and press (JUMP #242)
F2 (AlD)
Specify: the output level of each operator

AFM OPERATOR QUTPUT ] - 242
YQICERI -DA1<{49) ST*Concert AHFMS
Cutklut Leyel

npZ z n 5 A

3] Z 3 g6
Each W Fla

© Output Level OP1-OP6 (0...127): Set the out-
put level of each operator. This is the same set-
ting as explained in @ of the previous section
4. (F1) AFM operator output. The difference is
that here you can view and set the output level
for all six operators at once. However, break
point Levels and Offsets cannot be set here.

Remarks: Refer to 4. (F1) AFM operator output
for details.

Note: In algorithms with two or more carriers, some
Velocity Sensitivity settings may cause distor-
tion. In this case, reduce carrier levels.
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3. AFM sensitivity

JUMP #243

Summary: These settings determine how each
operator will be affected by key-on velocity and
by the LFO.

Procedure:

From: AFM Element job directory (JUMP #230)
Select: job 05:Sensitv (JUMP #243)
Specify: the sensitivity of each operator

AFM SENSITIUITY oF "%‘EE

VOICEBI -DB1(49) ST#ConcertCEl-MFMD
OPL] QP2 NP aP4[ ORPS| 0
—Uelocityl +3 +1 +3 +J3 +1

4]
—HModSens %) %] & a 5 a
Ao mepe A [ K1

(——Rate Uel| on on on on on o)

z ]
Rate ANS  PHS AlY

1 L

0060 5]

® Velocity (=7...+7): This determines how the
output level of each operator will be affected by
key-on velocity. For positive settings (+1...+7)
the output level will increase as you play more
strongly. For negative settings (-1...—7) the
output level will decrease as you play more
strongly.

® Rate Velocity (on/off);: When the Rate Velocity
switch is “on”, key-on velocity will affect the
operator EG R1. The result will depend on the
Velocity setting.

Velocity = +1...+7: If Rate Velocity is on,
strongly played notes will cause the operator
EG RI1 to increase, resulting in a faster attack.
For notes played with maximum velocity, R1 will
be at the value specified by the EG settings.
Velocity = —1...-7: If Rate Velocity is on,
strongly played notes will cause the operator
EG R1 to decrease, resulting in a slower attack.
To hear the effect of negative settings you will
need to lower the operator output level.

When the Rate Velocity switch is “off”, the
operator EG R1 will not be affected by key-on
velocity.

® AModSens (0...7): Amplitude Modulation
Sensitivity determines how greatly the output
level of each operator will be affected by Ampli-
tude Modulation from the LFO.

@ PModSens (0...7): Pitch Modulation Sensitivity
determines how greatly the pitch of each oper-
ator will be affected by Pitch Modulation from
the LFO.

® Pressing F1 (KVS), F2 (Rate), F3 (AMS), or F4
(PMS) will move the cursor to Velocity, Rate
Vel, AModSens, or PModSens.
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AModSens and PModSens: These settings deter-
mine the sensitivity of each operator to the Ampli-
tude Modulation Depth (AMD) and/or Pitch Modu-
lation Depth (PMD) produced by the LFO. Refer to
6.(F1) AFM LFO (Main) (JUMP #244). If the LFO
settings for AMD and/or PMD are set to 0, these
AModSens and PModSens settings will have no
effect.

PModSens determines the sensitivity of each
operator to PMD from the Main LFO.
Independently of this, the pitch of an AFM element
can also be affected by the Sub LFO. Refer to
6.(F2) AFM LFO (Sub) (JUMP #245).

In this AFM sensitivity display, the OPERATOR
SELECT buttons cannot be used to select operators.

{undelayed LFQ)

selected selected selected
controller controlier coniroller .
Voice Common data
¢ l - 12.(F2) Controllers set
(JUMP #226}
Pitch Madulation n:g‘di::::: Filter Modulation
Depth 0 .., 427 Dopin g . 127 Depth 0 ... 127
Wave,
Speed.
Init phase
Delay
[ (detayed LFO) AFM element data
¢ = 6.(F1) AFM LFO (Main)
{JUMP #244)
Pitch Amplitude Filter
Modulation Moduiation Modulation
Deoth 0 ... 127 Depth 0. 127 Depth 0 ... 127
AFM Operator AFNE Cperalor AFM Fiter AFM element data
Piteh Modulation Amplitude Modulation LFO Cultott 5. AFM sensilivity
nsitivity 0 ... Sensitivity 0 ... 7 Sensitivil . JUMP #243
sach operater} sel Cirf = LFO) { !

8.1 Cutoff frequency
(JUMP #249)
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6. (F1) AFM LFO (Main)

JUMP #244

Summary: The Main LFO creates a periodic control
signal that can be used to create tremolo (ampli-
tude modulation), vibrato (pitch modulation),
and wah-wah (filter modulation).

Procedure:

From: AFM Element job directory (JUMP #230)
Select: job 06:LFO and press (JuMP #244)
F1 (Main)
Specify: parameters for the main LFO

M _LFO oP 244

UHICEEI =-DIR1(49) ST*Concert( /H M)

ain
—Waye W Mod Derth = @

A Mod Depth = B

Skreed-= 64 fF Mod Depth = 5]

l2]lagd = A Injit Pha=ze = 5]
|iéﬂi Sub AT
(1] [2] (3] 0600V O

@ Wave (triangle, saw down, saw up, square,
sine, sample&hold): This selects the wave
{shape of modulation) produced by the Main
LFO. The selected wave is graphically displayed
in the LCD. When sample&hold is selected, the
LFO will produce a control signal whose level
will change randomly at intervals of time deter-
mined by the Speed setting,
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Speed (0...99): The speed of the LFO modula-
tion. Higher settings result in faster modulation.
At a setting of 0, one cycle will be approximately
34 seconds.

Delay (0...99): The time delay before the LFO
modulation begins.

Init Phase (0...99): Initia! Phase determines the
point of the waveform from which the LFO will
begin when a key is pressed. The LFO wave-
form always starts over again from this initial
phase point when each note is played. An initial
phase seiting of 0...99 corresponds to a phase of
0...360 degrees.

A Mod Depth (0...127): Amplitude Modulation
Depth determines how much the LFO will affect
the output level (amplitude) of the operators.
For this setting to have an effect, the
AModSens (amplitude modulation sensitivity)
of an operator must be set above 0. Refer to 5.
AFM sensitivity.




® P Mod Depth (0...127): Pitch Modulation Depth
determines how much the LFO will affect the
pitch of the operators. For this setting to have
an cffect, the PModSens (pitch modulation
sensitivity) of an operator must be sct above 0.
Refer to 5. AFM sensitivity.

@ F Mod Depth (0...127): Filter Modulation
Depth determines how much the LFO will affect
the cutoff frequency of the filter. For this setting
to have an effect, the Curl setting of a filter must
be set to “LFO”, and the LFO Cutoff Sens set-
ting must not be 0. Refer to 8.1 Cutoff frequency.

VOICE EDIT MODE

{undelayed LFQ)
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6. (F2) AFM LFO (Sub)

l selected selected [smeded
I 1l
conroller controller controller Voke Go noata
4' J{ ‘i - 12.{F2) Controliers sat
LumP #226)
Pitch Modulation Smpliuc Fitior Mocklation
LFO Dopth 0. 127 Dopth @ 127 Doph 0 ... 127
Wave,
Spood,
Init phase
_ Delﬂy ] 1 dal
E AFM element data
delayed LFO)
' {delay ) 1 |_ 6.(F1) AFM LFO {Main)
LUMP 244)
Pitch Amplitich Filor
Depth 0. 127 Dopth 0 .. 127 Dopth 0 _._ 127
y h | r Ve
AFM Oporator AFM Oporator AP Fittor AFM elemnent data
Pich Modulation Ampituds Modulaton LFC Cuotf :
Sensitivity 0 .. 7 Seonsitivity 0 ... 7 Sensilivity -7 .. +7 5. AFM ?;rf;“my
(ench oparator) {anch opormtor) {sel Cirl = LFO} (Juwe )
8.1 Cutoff trequency
UMP#249)
JUMP #245

Summary: The Sub LEFO is completely independent
of the Main LIFFO, but can be used only to create
vibrato (pitch modulation). This will apply
equally to all operators, and is not alfected by
pitch modulation sensitivity.

Procedure:

From: AFM Element job directory (JUMP #230)
Select: job 06:LFO and press (JUMP #245)
F2 (Sub)
Specify: parameters for the sub LFO

AFM LFO OF MERCE: 245
UDICEBL -DA1<49y  ST+Concert (CET-AFM
Sub LFD faor Pitch
Mode = [ - ~Skeed = I3
Wave = Lriandlle Time = 5!

/w‘ F Mod Deptph = A
Main SN | ALa

© 0 60 )

@ Mode (delay, decay): When this is set to
“delay”, the Sub LFO wili begin after the time
delay specitied by € Time. When this is set to
“decay”, the Sub LFO will begin fading out after
the time specified by @ Time.

® Wave (triangle, saw down, square, sample&
hold): The wave produced by the Sub LFO.

® Speed (0...99): The speed of the LFO modula-
tion. Higher settings result in faster modulation.
The speed of the sample&hold wave will be
faster than the other waves.

@ Time (0...99): The time length used for Sub LFO
delay or decay.

® P Mod Depth (0...127): The depth of pitch
modulation produced by the Sub LFO.

Wave: The following four waveforms can be
selected for the Sub LFQO,

Triangle Saw Down
*/*\’A%LV‘) Time "W > Time
Square Sample/Hold

Mode and Time: The mode and time settings work
together to determine how the Sub LFO will
begin or end. When Mode=delay the Sub LFO
will begin after the time delay specified by €@
Time. When Mode=decay the Sub LFO will
affect the sound beginning immediately from
when the key is pressed, but will gradually die
out after the time delay specified by @ Time.

= Tiine - 1__1 (11 r 2> Time

Mode = Delay

> Fime

1
Koy on
Maode - Delay

-—=>» limc
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AFM ELEMENT DATA

7. (F1) AFM pitch EG (Switch)

JUMP #246

Summary: The pitch change over time created by
the pitch EG can be switched on/off for each
operator. To set the shape of the pitch EG, see
7. (F2) AFM pitch EG (EG sertings).

Procedure:

From: AFM Element job directory (JUMP #230)
Select: job 07:PitchEG and press (JUMP #246)
F1 (Sw)
Specify: pitch EG switches, scaling, and range

AFM PLITCH Ef aF [%ﬁi%‘ 246

VOICEBY -DBic49) ST+Corcert(EI-AFM)
[Op1 |0P2 0PI J0E4d 'R _|OPE

~PEG Suw {‘Df'f'l ott] on | ot ot

Fate Scaling = + 8 |

Velocitd Su = on

Bl
2
-

0 Fande 2 :
& B Hld
(1)

060

@ PEG Sw (off, on): When the Pitch EG Switch is
“off” for an operator, it will not be affected by
the pitch EG.

® Rate Scaling (~7...+7): Pitch EG Rate Scaling
determines how pitch EG rates will change
according to the note played. When this is set o
+1...+7, the pitch EG will be faster for higher
notes. When this is set to —1...-7, the pitch EG
will be slower for higher notes. When this is set
to 0, the pitch EG will be the same rate for all
notes.

® Velocity Sw (off, on): When this is on, strongly
played notes will cause the pitch EG to change
OVver a greater range.

@ Range (1/2 oct, 1 oct, 2 oct, 8 oct): This deter-
mines the maximum range of the AFM pitch EG,
from 1/2 octave to 8 octaves.

PEG Sw: When using the Pitch EG to make the
pitch of a sound change over time, you will nor-
mally turn the PEG switch on for a!f operators. If
the pitch of a modulator operator changes while
the pitch of another operator it is modulating re -
mains constant (or vice versa), the car
rier:modulator ratio will shift during the duration
of the sound, changing the overtone structure.
This can be an interesting effect in its own right.

Rate Scaling: This setting determines how Pitch
EG Rates (the speed of pitch change) will be
affected by the key number of each note. The
following diagram shows the result when Pitch
EG Rate Scaling is set to +7. Notice that high
notes have a shorter pitch EG (faster EG rates)
than lower notes.

1
il

it

[

Low

High
netes

notes

'!
o

Velocity Sw (velocity switch): When this is “on”,
strongly played notes will causc the pitch EG to
change over a greater range.

AFM ELEMENT DATA

7. (F2) AFM pitch EG (EG settings)

Summary: The pitch EG creates a fixed shape of
pitch change over time for each note. To switch
the pitch EG on/off for each operator, see 7. (F1)
AFM pitch EG (Switch).

Procedure:

From: AFM Element job directory (JUMP #230)
Select: job 07:PitchEG and press  (JUMP #247)
F2 (EG)
Specity: pitch EG parameters
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JUMP #247

AFM PITCH EG OF IWREEE 247
UDTCERT ODE1¢49)  ST#Cancort Teiea <

(% 11052911 La= + @

R1=34 Li= + @

0ff Re=bi— L=t &

At

SOl EG | I 5415
(1] [2] 3] 4] [5)




© This indicates the time length shown by the
graphic display. To change this, hold SHIFT and
press FI—F6 (x1, x2, x5, x10, x20, x50). The
exact length of time will depend on the range.
When the pitch EG range is 1 octave, the
graphic display will cover approximately 0.5 sec-
onds at “xI” and approximately 5 seconds at
“x507,

® This indicates the EG segment (“scgl-3" or

“relt”) from which the pitch EG graphic display

begins. If the EG is too long to be fully shown in

the LCD, hold SHIFT and press F7 or F8 to move

the pitch EG graphic display to a different

segment.,

The pitch EG is graphically displayed.

R1-R3, RR1 (0...63): Keyon Rates 1-3 and the

Releasc Rate determine the speed of the piich

EG. Higher settings result in faster change. A

rate of 63 will make the pitch jump nstantly to

the next level.

® L1013, RL (-64...+63): Keyon Levels 0-3 and
the Release Level determine the levels of the
pitch EG. Positive settings raise the pitch and
negative settings lower the pitch.

e

VOICE EDIT MODE

Rates and Levels: When you press a key, the
pitch will begin at the level of LO, and will
change at the rate of R1 to level L1. When the
level reaches L1, the pitch will change at the
rate of R2 to the level of L2. When the pitch
reaches L2, it will change at the rate of R3 to the
level of L.3 and will stay at L3 as long as the key
is pressed.

When the key is released, the pitch will
change at the rate of RR to the level of RL.

High (+) 83

Normal pitch Time

// : \\r///;T r\\\\\

[ |
LO : L L2 rORL
Low (-) 64 ; ! | : !
—R{—'—R2——R3— +—RR—

A A

Key on Key off

Note: Even if the AFM pitch EG and the AWM pirch
EG have identical Rate settings, there will be
slight differences in the timing of the pitch
change.
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8. AFM filter

JUMP #248

Summary: The two filters of each element can be
used to control the tone in various ways.
Procedure:
From: AFM Element job directory (JUMP #230)
Select: job O8:Filter (JUMP #248)
Specify: the desired job and press ENTER

AFM FILTER oF I%ﬁqﬁ 242

DOICERL -DB1<{49) ST+ConcertCEl-AFM) -
[S0KS

Hl:Cutoff Freduenc'd | _

BZiCutaff Scalind

WS Lutott B

5 = - 51 Hlg

©@ Move the cursor in this area to select a job and
press ENTER 1o move to the selected job.
01: Cutoff Frequency: Make overall settings for
the filters.
(02: Cutoff Scaling: Specify how each filter will be
adjusted across the keyboard.
03: Cutoff EG: Specify how each filter will
change over time.
@ Pressing F1-F3 will select the corresponding job.
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AFM ELEMENT DATA / AFM FILTER

8.0 Copy filter

Summary: Any time while editing a filter, you can
copy the data from one filter to the other filter.
Procedure:
From: 8.1 Cutoff Frequency
8.2 Cutoft Scaling
8.3 Cutoff EG
Press: COPY
Select: the copy direction {1 =2 or 2-1)
To exccute: the copy operation press 8 (Go)
To quit:  without copving press EXIT

(JUMP #249)
(JUMP #2500
(JUMP #252-#255)

COPY FILTER

Cord Direction = 1IKENFE

[E{n]

Specify whether to copy the data from filter 1 to filter
2 (1—=2) or from filter 2 to filter 1 (2—1). Press Iy
(Go} and the data will be copied. It you decide not to
copy the data, press EXIT to exil without copying.

The filter type (HPF/LPF/THRU) will not be
copied.

AFM ELEMENT DATA / AFM FILTER

8.1 Cutoff frequency

JUMP #249

Summary: Each filter can be set to a different type,
cutoft frequency, and control source. Overall
resonance. velocity sensitivity, and LFO Cutoff
Sensitivilty can also he specified.

Procedure:

From: AFM Element job
directory 8. AFM filier
Select: 01:Cutoft Frequency
Specily: parameters for filters 1 and 2

(JUMP #248)

(JUMP #249)

CUTOFF FREQUENCY N aF !%ﬁ‘ﬁﬁﬂ 243
UOICEBRI -D&elc49) ST#Concert(El-HEM)
Ui | Cutoff Fred [ Ctel
1lter I 699,72 Hr ¢ 297 ‘ ==
Filter? ' 699, 2| Hx 595 EG
Fesonance =‘ 5] Uelogitd Sens =41
LEO Tutoff Sems =—+T
] SHNG ]
0o 66 ® 0 0006

@ Filter 1 Type (Thru, LPF, HPF): Fiiter | can be
used either as a Low Pass Filter (LPF) or as a
High Pass Filter (HPF). When “Thru™ is
selected the filter will have no effect.

@ Filter 2 Type (Thru, LPF): Filter 2 can be used
only as a4 LPF.

Cutoft Freq (HPF = 0 H: 11.66 k2
(0...114); LPF = O Hz ... 22.43 kH» (0. .127):
The cutol! frequency of each filter can be
adjusted independently. The number 0...127
displayed in parentheses indicates the data
value input when using the numeric keypad.
Note thut the highest HPF setting is 11.66 kllz.

150

A Cul (EG, LFO, EG-VA): Each of the two filters
can be controlled in a different way. For details,
see the explanations helow for Ol = £G, Cirl =
LEO, Ctrl = EG-VA.

B Resonance  (0...99): Higher settings  of
resonance will result i a more pronounced peak
ol emphasis at the cutolf! frequency. This setting
will apply to both filters | und 2.

® Velocity Sens (-7...+7): This determines how
the cutoff frequency of both filiers will be altected
by key-on velocity. For positive scttings
(-+1...+7) the cutoff frequency will increase as
you play more strongly, resulting in a brighter
sound. For negative settings (- 1...-7) the cutoff
frequency will decrease as you play more
strongly. resulting in a darker sound.

@ LFO Cutoff Sens (~7...+7): This determines
how Filter Modulation trom the Main LEO will
aftect the filters. This sctting also determines
how sensitive the filters will be 10 the controller
assigned to Filter Bias in Voice common data
12.(F3) Controller set (Other) (JUMP #22%)
(page 130). Negative settings will reverse the
effect of the assigned controller.

© Sync: This i not a parameter, but a convenience
that allows you to adjust both liliers together.
When you press e t5yvined, the “Syne™ display
will be mverted. and &l adjustments you muke
1o either filter 1 or filter 2 will be automatically




set for the same paramcter of the other filter.
This is useful when you are using the two filters
in tandem to act as a steep 24 dB/octave filter or
as a 12 dB/octave band pass filter. See the
following explanation Type and Cuioff Freg.
Press 6 once again to cancel filter sync editing
mode.

Type and Cutoff Freq: Filter 1 can be used either

as a Low Pass Filter (LPF) or as a High Pass
Filter (HPFF), and filter 2 can be used only as a
LPE.

When set 1o LPF, filters 1 and 2 will allow
sound lower than the cutoff frequency to pass
unchanged, and will diminish the sound above
the cutoff frequency. When set to HPF, filter 1
will allow sound higher than the cutoff frequency
to pass, and will diminish the sound below the
cutoff frequency.

Low Pass Filter (LPF) High Pass Filter (HPF}

Level Level
A

RN VA

Frequency Fregquency

By setting filter 1 to HPF and filter 2 to LPF,
you can create a Band Pass Filter that passes
only a central band of frequencies.

LPF BPF
(Filter1) (Filter2) (result)

Each of the SYY9's filters has a slope of
12 dB/octave. This means that if the cutoff
frequency of an LPF is | kHz, frequencies at
2 kHz will be reduced by 12 dB und frequencies
at 4 kHz will be reduced by 24 dB. If you set
both filters 1 and 2 to LPF, set both to the same
cutoff frequency, and set both filter EGs in the
same way, the result will be the equivalent of a
single 24 dB/octave filter. The filter copy function
explained in 8.0 Copy filter 1s a quick way to give
both filters the same settings.
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RN R e

E -
12 dB/octave 12 dB/octave 24 dB/octave
(Filtert} (Filter2) (result)

24 dB/octave filtering creates a sharp cutoff
which is quite obvious, while 12 dB/octave filter-
ing is a more subtle effect. Analog synthesizers
of the past have used both types. 12 dB/octave
filtering was considered especially suitable for
strings, and 24 dB/octave filtering was com-
monly used for brass or synth bass sounds.

Resonance: Resonance lowers the level of sound

helow the cutoff [requency, creating an increased
peak of emphasis. (This may reduce the overall
volume.) High settings of resonance will make
changes 1n cutoft frequency quite casy to notice.
When the two filters are being used in tandem
as a Band Pass Filter (1.c., when filter 1 is set to
HPE), resonance will have no effect.

AN

Resenance = 0 Resonance = 20

Extremely high settings of [ilter resonance will
make the filter oscillate so that it produces a
pitch of its own. This is a technique often used
on analog synthesizers of the past.

Ctrl = LFO:; When Crirl is set to LEQ, the filter will

be controlled both by the Main LFO and by the
controller which has been assigned to Filter
Cutoff Depth. (Refer to Voice common data
12.(F4) Controtler set {Pan), page 130.) Key
velocity will shift the cutoff frequency.
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Ctrl = LFO

Filter Modulation Depth
{Common 12. (F2) Controllers set
(Pitch hend))

Filter Modulation Depth

Fitter Cutoff Depth
12. (F4) Controllers set

{AFM element 5. LFO {Main)) {Other)
L ~ LFOCutoff ] ‘
— Sensitivity -7 ... +7 S
(LFO) {for both filters) (direct offset

— e ‘ S bias)

Ctrl = EG: When Ctzl is set to EG, the filter will be
controlled by its own filter EG as explained in
the following section 8.3 Frlter EG. If Velocity
Sense 1s set to a value other than 0, key velocity
will shift the overall oflset of the EG. The posi-
tion of the controllers assigned to Filter Modu-
lation Depth and Filter Cutoff Depth will be
sampled at the beginning of the note (key on),
but will have no cftect during the note.

Ctrl = EG-VA: When Curl is set to EG-VA (EG
voice attack), the filter will be controlled by its
own filter BEG as explained in the following sec-
tion 8.3 Filter EG. If Velocity Sense is set 1o a
value other than 0, key velocity will modify L1
(level 1) and R1 (rate 1) of the filter EG.

Ctrl=EGorCtrl = EG - VA

Filter Medulation Depth
(Common 12. {F2) Controllers set
{Pitch bend))

Filter Modulation Depth
{AFM element 5. LFO

Filter Cutoft Depth
12. (F4) Controllers set

(Main}} (Other)
l " lrocuett i
PR Sensitivity —7 ... +7 .

{LtFOy - {for both filters) (dwreg?; g)ffset

Note: When Ctrl=EG or Cuil=FEG-VA, the effect of
the controller on the cutoff frequency will be fixed
when the note is played. Moving the controller
after playing the note will have no effect.

AFM ELEMENT DATA / AFM FILTER

8.2 Cutoff scaling

JUMP #250

Summary: The cutoft frequency of cach filter can be
adjusted across the keyboard.
Procedure:
From: AFM element job
directory 8. AFM filter
Select: 02:Cutoff Scaling
filter 1 press F1 (Flt1)
filter 2 press r2 (Filt2)
Specify: filter scaling parameters

(JUMP #248)

{JUMP #250)
{JUMP #251)

[cuTorF

SCALING OF IMRGEE 250
UDICERPI-AA1CB1> AP Rocky Toyass.. 23
“LPF COF = 2.04TkHZC 855 Hobe | OF et
{ TFITE 1 - g

EP2|E 2 | + 16

| = KD
3 g +

FItZ ':-'L::'lﬂC AT
o ) o

O This indicates the type of the filter being cdited,
and its cutoff frequency. The cutoff frequency can
be modified from this job, but to modify the type
of filter you must use job 8.1 Filter cutoff.

® BPl-4 (Break Point): Note (C-2...G-8) and Off-
set (~127...+127) of each Break Point determine
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how the cutoff frequency level of the filter will
vary across the kevboard. When the cursor is
located at note. you can press 1°7 (Kbd) and
press a key to enter the new note setting.

® Sync: Press Ko to turn filter sync editing mode on
or off. For details, refer to & Sync on puge 150.

Break Point: The filter cutofl’ frequency can be
made to vary depending on the note that is
played. On most acoustic instruments, notes
differ in tone depending on the range in which
they are played.

Use the four break points to specify how the
filter cutoff frequency will be adjusted across the
keyboard. Offset (—127...4127) determines how
the cutoff frequency will be adjusted at each of
the four points specified by Note (C-2...G-8).

The four note settings must be in ascending
order. [t is not possible to set a break point to a
note lower or higher than the note settings of the
neighboring break points.




The following diagram shows how the filter
cutoff frequency would be adjusted across the
keyboard for the values in the LCD above.

n
& BP2 = 410 BPE =17 Bpa- .4
0 ; l :
BP1 - 4 : ;
-127 i . § -
81 B2 ‘ G4 A5
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The offset at each break point is added to the cutoff
frequency of 80. For example the offset at break
point 1 (E1) is -4, so the resulting cutoff frequency
at E1 is 76. The resulting cutoff frequency is limited
to the range of 0...127.

AFM ELEMENT DATA / AFM FILTER

8.3 Cutoff EG

JUMP #252

Summary: The cutoff frequency of each filter can be
moved over time by its own EG to make the
tone change.

Procedure:

From: AFM element job directory (JUMP #24%)
8. AFM filter
Select: 03:Cutoff EG

filter 1 rates press (JUMP #252)
F1 (Flt1), F3 (Rate)

filter 1 levels press (JUMP #253)
F1 (Fltl), F4 (Lvl)

filter 2 rates press (JUMP #254)
F2 (FIt2), F3 (Rate)

filter 2 levels press (JUMP #255)

F2 (Flt2), F4 (Lv])
Specify: filter EG parameters

CUTOFF EG 0P [%ﬂq:‘ 252
VOICEBI —D@1(49> ST*Concert (E1-HFM

(x 1][Sedl] B
H F‘l RE1=1%
2= :s RRZ= &

| F‘ = K
Fa=2 o Ros+]

F1t IRRRRRat ! Tinc T g
|_r-.r—.—l
o o o o 53
CUTOFF_EG op s 253
VOICEBI -IMid420 ST*CDhPer*t,[(%:}EIIF‘M)
[x 1105eal] ng
+ Li=+30 RL1=-38
LZ2=+15[ RL2=-308
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@ This indicates whether you are editing the EG of

e

(7]

filter 1 or 2.

This indicates the displayed segment and range
of the EG graphic display. To change the display
range, hold SHIFT and press F1-F6 (x1, x2, x5,
x10, x20, x50). To shift the display to a different
segment, hold SHIFT and press F7 or F8
(Segl...Segd, Rell).

The filter EG is graphically displayed.

R1-R4, RR1-RR2 (Keyon Rates, Release Rates
0...63): Keyon Rates !4 and Release Rates 1
2 determine the speed of the filter EG. Higher
settings result in faster change.

RS (Rate Scaling -7...+7): Rate Scaling allows
the filter EG rales to be increased or decreased
depending on the key that is played. For positive
settings the EG rates will increase as you play
higher notes, resulting in shorter envelopes. For
negative settings the EG rates will decrease as
you play higher notes, resulting in longer
envelopes.

LO-1L4, RL1-2 (Keyon Levels, Release Levels
—64...+63):. Keyon Levels 0-4 and Release
Levels 1-2 determine how the filter EG will in-
crease or decrease the cutoff frequency specified
for the filter.

Sync: Press Fé6 to turn filter sync editing mode on
or off. For details, refer to ® Sync on page 150.

Rates and Levels: The levels of the filter EG do

not directly determine the cutoff frequency of the
filter, but rather adjust the filter cutoff frequency
you set i 8./ Filter cutoff.
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When a note is played, the filter cutoff will
be adjusted by the amount of L0, and will change
at the rate of R1 to level LL1. When the level
reaches L1, it will change at the rate of R2 to the
level of L2. When the level reaches 1.2, it will
change at the rate of R3 to the level of .3, When
the ievel reaches L3, it will change at the rate of
R4 to the level of L4. The filter cutoff frequency
will remain at the level of L4 as long as you con-
tinue pressing the key.

When you release the key, the filter cutoff
frequency will change at the rate of RR1 to the
level of RLL1. When the level reaches RL1, it will
change at the rate of RR2 to the level of RL2,

Cuwtoff frequercy
A L3

+ L1
1 : |
! 1 ! |
0

J : \ : 4\77”7777 RLz > Time
| L0 : . L4 ! i ;
E : | . | i |
| | ! IRLT i
| ‘ | ; | P | |
[ | | |
Lyr-pitRrz2 R3+Ra ~~ARIRAZ
A A
Key on Koy off

Rate Scaling: On most acoustic instruments, high
notes have a naturally shorter attack and decay.
This can be simulated by setting rate scaling to
a positive value (+1...+7). The following dia-
gram shows how higher notes will have faster
rates (shorter EGs). Negative settings will
have the opposite effect.

i

[N I

AFM ELEMENT DATA

15. Initialize AFM element

Summary: Initialize the AFM e¢lement data being
edited to a set of basic values.
Procedure:
From: AFM Element job
directory
Select: job 15:Initlz
To execute: the initialize operation press YES
To quit:  without executing press NO or EXIT

(JUMP #230)

INITIALIZE AFM ELEMENT

ARE YOU SURE 7

(des or MNo)

This function sets all AFM element data values to
the minimum or simplest possible seitings. When
creating your own new voices it is usually best to
begin by editing an existing voice. However if you
want to start from scratch, this Initialize function
can be helpful.
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If you are sure you want to initialize the AFM
element data, press YES. The AFM element data
being edited will be set to the values shown below,
If you decide not to initialize, press NO or EXIT.

This function itializes only AFM element data.
Other initialize functions are provided for initializing
Voice Common data and AWM element data. Refer
to Voice Common 15 (page 132). Initialize voice or
AWM element 15. Initialize AWM element (page
170).

Initialized settings for AFM element data

01 Algorithm Set
Algorithm number = 30
Feedback 1 = none (free)
Feedback 2 = none (free)
Feedback 3 = none (free)
Input Level 1 = 7 (operator 1-5)
Input Level 1 = 0 (operator 6)
Input Level 2 = 0 (all operators)
Noise = Off (all operators)
AWM Wave = Off (all operators)




02 Operator Oscillator (all operators)
= Ratio

03

(4

06

Freg.Mode
[reg
Detune
Wavelorm
Phase Sync
Init Phase

1.00

H)

| (sine)
On

0

Operator EG {all operators)

Keyon Hold Time
Keyon Rates -4
Keyolt Rates 1-2
Rate Scaling
Keyon Level 0
Keyon Levels 1-4
Keyotf Levels 1-2
Loop Point

Operator OQutput
Output Level
OQutput Level
Break Point 1 Note
Break Point 2 Note
Break Point 3 Note
Break Point 4 Note
Break Point Levels

Keyon Velocity Sens
Rate Velocity Switch
AMS
PMS

LFO
Main LFO
Wave
Speed
Delay Time
AMD, PMD, FMD
Init Phase

0
63
63
H)
0
63

=

4

127 (operator 1)
O (operators 2-6)

= Cl

5 Operator Sensitivity (all

It

G2
E4
Co
0 {brcak points 1-4)

operators)

triangle
35

=0

0
0

07

08

Sub LFO
Mode
Wave
Speed
Tmme
PMD

Pitch EG
Operator On/Off
Rate Scaling
Velocity Switch
Range

Keyon Rates 1-3
Keyoft Rate 1
Keyon Levels 1-3
Keyoff Level |
Filter

Resonance
Cutoff Mod Sens
Keyon Velocity Sens

##% following data 1s same for both filters

Filter Type

Filter Control
Cutoll Frequency
Break Pomt 1 Note
Break Point 2 Note
Break Point 3 Note
Break Point 4 Note
Break Point Offset
Keyon Rates 1-4
Keyoff Rates 1--2
Rate Scaling
Keyon Levels 04
Keyoff Levels 1-2

VOICE EDIT MODE

delay
triangle
80

0

0

on (all operators)
10

= off

8 oct
63
63

il
thru
LFO
127
1
G2
E4
C6

3 (BP 1-4)
63
63
20
+0
10

AFM ELEMENT DATA

16. Recall voice

Summary: Recall all data of the previously cdited

volee.

Procedure:

To exccute:

From: AFM Element jub
directory
Seleet: job 16:Recall voice

To quit:

the recall operation press YES
without executing press NO or EXIT.

(JUMP #230)

Note: This operation recalls all voice dara, not just
AFM element data, and is also available while
editing Comman data, AWM FElement data, or
Drum Set data. For details refer to Voice Com-
mon 1o, Recall voice, page 133,
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AWM element data

AWM ELEMENT DATA

AWM element job directory

JUMP #256

Summary: This directory shows the jobs which edit
AWM element data.
Procedure:
From: voice edit mode (JUMP #200 or #201)
When: editing a normal voice that contains
AWM elements
Select: an AWM element F3—Fs
(E1-E4)

(JUMP #256)
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@ This arca shows the number (E1-E4) and type
(AFM or AWM) of elements in the selected
voice mode.

® Move the cursor in this area to select a job and
press ENTER to go to the selected job.

02:WaveSet (AWM waveform set): Select an
AWM sampled waveform and specify the pitch
at which it will sound.

03:EG (AWM EG): The AWM Amplitude EG
determines how the volume of each note will
change over time.

04:Output (AWM output): The output level of an
AWM element can be adjusted across the key-
board.

05:Sensitv (AWM sensitivity): Key-on velocity can
affect the volume or the speed of attack and de-
cay. The control signal from the AWM LFO can
create vibrato, tremolo, or wah-wah.

06:LFO (AWM LFO): The AWM clement LFO
creates a cyclically changing control signal that
can be used for tremolo, vibrato, or wah-wah.

07:PitchEG (AWM pitch EG): The pitch of each
note can be made to change in a fixed way over
time.

08:Filter (AWM filter): The tone of an AWM ele-
ment can be made to change in a fixed way over
time, or can be controlled by a controller or the
LFO.

15:Initlz (Initialize AWM element): When you are
creating a voice from scratch, it is sometimes
convenient to set all AWM element data to the
basic or minimum values.

16:Recall (Recall voice): All data of the previously
edited voice can be recalled.

AWM ELEMENT DATA

Copy element

Summary: While editing any AWM parameter
(except for 8. AWM filter), you can copy data
from an AWM element of another voice into the
AWM element you are now editing.
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Procedure:
From: AWM element job 2,3, 4,5,6,0r7
Press: COPY

Press: F1 (Src) and select the source voice
Press: F2 (Elem) and select the source ele-
ment
To execute: the copy operation press Fs (Go).




® This copy operation is identical to the operation
explained in AFM element data, Copy element
(page 135). Please refer to that section for
details.

e This copy operation is possible only while inside
one of the AWM editing jobs. It is not available
from the AWM job directory.

VOICE EDIT MODE

® Pressing COPY while editing 8. AWM filter will

access the Copy Filter operation. For details,
refer to AFM element data, 8.0 Copy filter, page
150.

AWM ELEMENT DATA

2. AWM waveform set

JUMP #257

Summary: Select an AWM waveform and specify
the pitch at which it will sound.

Procedure:
From: AWM Element job directory (JUMP #256)
Select: job 02:WaveSet (JUMP #257)
Specify: the waveform and frequency
Al WAVEFORM SET 237
VOICE=I -DB1¢49) STxConcert (E3- AWM
Wave form = |a J
Freduencd Mode = normal—
Freduencd Fine = + B—
Frel FreZ Tard Intr HFH
) ©0e o

AWM WAVEFORM SET

Have form
Freduency Mode
Freduencd Fine
Fixed MNote

Frsetl 31 Strings?

nuny

+
c,3

257
UDICEBI -DA1(49) ST+Concert (E3-/AWM)

| ]

e o

@ Waveform: Select an AWM waveform from
mternal preset memory (Prel, Pre2), a wave-
form card (Card), a waveform consisting of user-
loaded samples (Intr), or the waveform produced
by the output of the AFM element (AFM).
When the cursor is located at Waveform, you
can press a function key FI1-F5 to select the
waveform type. For details, refer to the following
explanations of Waveform=.

® Frequency Mode (normal, fixed): When this is
set to “normal”, each note of the keyboard will
play the selected waveform at a different pitch.
When this is set to “fixed”, the waveform will
be played back at the pitch specified by @ Note
Number regardless of which note was played.

® Frequency Fine (-64...+63): This is a fine
adjustment of the waveform pitch.

® Note Number (C-2...G8): This setting will

appear only if frequency mode @ has been set to
“fixed”. This setting determines the pitch at
which the selected waveform will be played
back. When the cursor is located at Note Num-
ber, you can press F8 (Kbd) and then press a
key to specify the note number.

When the cursor is located at Waveform @, you
can press a function key FI-F5 to select the
waveform type. Pressing FI-F3 will select Pre-
set 1, Preset 2, or Card waveforms. If the con-
tents of a waveform card have been loaded into
sample memory by the Card utility 4.Load from
wave card operation (page 264), or if you have
created waveforms from samples that were
loaded into sample memory from disk or via
MIDI sample dump, pressing F4 (Intr) will
select these waveforms. If the voice mode is
09:1AFM&1AWM or 10:2AFM&2AWM,
pressing F5 (AFM) will select the waveform
produced by the output of the AFM element. For
details, refer to the following explanations of
Waveform=.

Waveform = Preset 1/2: The 8 Mbytes (4

Mwords) of preset waveforms in internal ROM
are organized as follows.
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Preset 1
No. WaveForm No. WaveForm No. WaveForm No. WaveForm
[ "‘.‘“—”_Piané)7 V a 40 Celesta i 79 EG Harmi o - 1 i87; HIdP -
2 | Trumpet ) ) 41 Harpsi 80 | EGHam2 ) 119 (;hoké o
3| MueTp 1 42 | Pipe Wy 81 . EG Mute 7 120 | Claps 1
4 | MuteTp 2 43 | AnlgBrsi 82 | EG Comp 121 Claps 2 o
5 | Horn 44 | AnigBrsz 1 83 | EGDist 122 Cowbellt
6| Flugel | 45 | AnlgBrs3 [ 84 EG Pkt 123 | Cowbeli2 i
7 | Trombone 46 | Pad 1 85 | EG Pluk2 1 124 Tambm
8| Tuwba 47 | Pad2 86 | BD1 125 | Shaker
9 | Brass o 48 . AnlgBass g7 | BD2 126 | FrgrSnap
10 | BrsFall | 20 | Frussyn 88  BD3 o 127 | AnigPerc
11 | Tenor1 50 | Chorus g9 eoa 128 | NoisePre o
_7”1 2 i Tenor2 v 51- ‘ Chorus L 90” 7BD 5 129 | Scratch i
13 | Alto Sax 52 | Chorus R 51 | BD6 N 130 | Agogo |
14 ; Baritone 53 | ltopia a2 | 807 1 1131 Berimbau i
15 | Soprano T 54| Choir | 93 | BD 8 132 | Bongo
16 | Tenors 55 | OohChoir 94 | SD 1 ) 133 | Cabasa
17 | Flute B [ 56 | Vibe 95 | sp2 134 | Cga Hi
18 Clarinetm N 57 | Marimba N F976 SD 3 1‘ 3.5 __Eée.l_k_i}-SIp o |
19 | Piccolo N 58 | Tubular 97 | SD 4 136 | Cgato )
77-207J|‘7F?eed_ WV o R ) 59 -—_k-;;lobhon 98 SD 5 o ﬁig% W‘ VﬁCgaL.OSlp R
| 21 Basoon - ECL Gjocken 99_1_896 77138 _‘7017;17\19
22 | Recorder 61 SteelDrm 1060 | SD 7 139 - Guiro 1
23 | MitReedWv 62 | HandBell 101 | sD8 o 140 Guro2 |
24 | PanFlute ] 63 Shamisen 7 102 | SD9 | 141 © Maracas
25 | Violin 64 | Koo 103 | SD Side 142 | SDroll
26 | Cello 65 | Harp 104 Tom 1 N 143 | Tabla Hi
|27 | conaBs 66 | Sitar 105 | Tom 2 144 | Taplalo
28 | Pizz 67 ! E.Bass 1 106 | Tom3 145 | Temple
20 | SectPizz 68 | EBass2 107 | Tom 4 146 | Timbalet :
30 | Stringst 69 | EBass3 108 | Tom & | [ar [ Timbaee
31 | Strings? 70 | ThmpBass 109 | Tom & 148 | Tmpani
| 32 StringsL 71 | SlapBass 110 | HH foot 149 | Whisie
33 | StringsR 72 | Fretless | 11 | HH light o 150 . Belires
a4 | Organ1 73 | WoodBass 112 | HH mid - 151 | BDs Wy
[ 35 | organz 74 | GuSteel 113 | HH heavy 152 | SDs Wy )
36 | E.P.Wvi n 75 | GtrNylon 114 | HH open 153 | Toms Wv
37 EPWv2 76 | 1zstring | 115 | HHclAnlg 154 | CymbalWy
38 | Clavi 1 | 77 T EG snge 116 | HHopAnrg 155 | Drums Wy N
[ 39 | Clavi2 | 78 EG Humbk ”-177—J\_C;1_SH o
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Preset 2
No. WaveForm No. WaveForm No. WaveForm No. WaveForm
1 Piano Np - - 7é7797 Wﬁ%ypisi 57 Dig\VOXZ ) 85 SIEH-];"E“O-_-"““__“. T
2| EP.Np o 30 | BellRing 58 | DigiVox3 g6 | St
3 Vibe Np 31 S;(qua‘tlri 59 | DigiVox4 87 "WS'iuff 22 7
4 | DmpPiano 32 | EleMagic 60 | Digivexs | 88 | swffzz
5 | Bottie 1 33 | Vox Bell 61 | Pluse 10 89 | swif2da |
6 | Botlle 2 34 | Mellow ) 62 | Pluse 25 90 | stff2s |
7 | Bottie 3 35 | BigSyn L i 63 | Pluse 50 o1 | stff 28
8 | Tube 36 | BigSyn R 64 | Tri 92 . Sif 27 )
"o | VocalGa 37 | VoxGrace 65 | Digiwild 93 | Stuff 28
10 | Vocal Ba 38 | Cry Bell 66 | Stuff 1 94 | Swffzs
11 Sax tran 39 | Voices 67 7S}L-Jff>2 ﬁiégi 7Siuff 36“"“___"
12 | Bow tran 40 | AnlgSaw1 7 58 Stuf-fmé_._-n_mm 96 Stuff 31
13 B 41 | AnlgSaw?2 ) 69 | Swif 4 o7 | Suif 32 )
14 | Tear 42 . CS Saw | 70 swis 98 | Stuff 23 B
15 | Bamboo 43 | CS sgr 71 | Swffe 99 . Swff 34
16 | Cup Echo - 44 | Digitald B 72 | swr7 160 Switas
17 | Digi Atk 45 | Digital2 73| swits 101 ¢ Stulf 36
18 | Temp Ra 46 | Digital3 o “74 lswie | | to2 | swirar |
19 | Giri 47 | Digital4 75 | Swif 10 103 | Swras
20 | Water 48 | Digitals 76 Stulf 11 104 | Swifsze
21 | Steam 49 | Digitalé 77 | sl 12 105 | Stuff 40
22 | Narrow "50 | Digitai7 78 | Stuff 13 - 106 | Stuff 41
23 | Airy 51 | Digitalg 7 79 | Swff 14 107 | stur 42 o
|24 | styroll 52 | Digitald 80 | Stuff 15 | 108 | stuft a3 o
25 | Noise 53 | Digitl0 84 | Stff 16 100 | Stff 44
26 | Bell Mix 54 | Digitl11 82 | Swff17 110 | switas
27 | Haaa 55 | Digitl12 83 | Suwif 18 ol 1t | swfas
28 | OhAttack N 56 | DigiVoxT 84 | Stff 19 1 [ 12 switar
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AWM ELEMENT DATA

2.0 Waveform edit

Summary: Using these functions, you can edit the
samples that have been loaded into the internal
sample memory, and assign them as waveforms.

Procedure:

When: internal waveforms have been selected by
pressing F4 from waveform set
(JUMP #257)
Press: F8 (Edit).
Select: a waveform to edit.
Specify: the first and last samples used by the
waveform.

Toclear: the sample assignments for the wave-

form, press 5 (Init).

To rename: the waveform, press 7 (Name).

To edit: sample data, press F§ (Smpl).

WAVEFORM EDIT

Waveform name From
g i = Al
B2 New, Have

63
I3 INTTWAVE -
4: Ir'JI--NFIUE —_—

HEES

| g axla]

Init— —HName SmP1—

0 6 0 © © o

© This arca displays the names and numbers of
internal waveforms (1-64). Move the cursor or
usce the numeric keys to select a waveform.
[f necessary, press 1 or 1’2 to scroll the display.

@ Move the cursor to the “From™ column to spec-
ify the first sample used by the selected wave-
form.

® Move the cursor to the “To” column to specify
the first sample used by the sclected wavetorm.
(The samples used by a waveform must be con-
secutive.)

® To initialize the currently selected waveform,
press F7 (Init). For details refer to the following
section {nitialize waveform.

® To rename the currently selected waveform,
press F7 (Name). For details refer to the folow-
ing section Waveform name.

® To edit samples or change the sample assign-
ment for the currently selected waveform, press
F§ (Smpl). Refer to the following section Sample
USSigH.
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To

To

copy samples: Samples may be copied within the
sample memory using the sample utility function
(JuMP #827) described in Sample wutility
I.Sample directory, page 275.

load samples: To load samples via MIDI sample
dump, simply connect the MIDI OUT of the
transmitting device to the MIDI IN of the SY99,
and make the transmitting device transmit a
sample dump. The SY99 can receive sample
dumps at any time, regardless of the mode it is
n.

To load sample data from a floppy disk, use
the operation described in Sample utility 3.Load
from disk, page 277. To load wavetform data from
a waveform card, use the operation described in
Card utility 4. Load from wave card, page 264.
Samples from disks and waveform cards may be
edited; keep in mind, however, that sample data
loaded to the SY99 from waveform cards and
copy-protected disks cannot be saved to disk or
output via MIDT sample dump.

Before samples can be used in an AWM
element, they must be assigned to a waveform.
Refer to the following section Sample assign.

Remarks: When referrig to this and the following

sections, keep in mind the difference between
samples and waveforms:

A sample 15 a piece of digitally recorded
sound. You can load up to 99 user samples from
disk or via MIDI sample dump, and adjust the
pitch, volume, and loop mode of each sample. (It
is not possible to edit the samples of a preset or
card waveform.)

A waveform consists of one or more samples
assigned across the keyboard. You can create
64 user waveforms by specifying a range of
samples to assign to the waveform, the key
range sounded by each sample, and the key at
which each sample will sound its original
recorded pitch. (It is not possible to edit preset
or card waveforms.) Refer to the following sec-
tion 2. (F8) Sample assign.
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AWM ELEMENT DATA / WAVEFORM EDIT .. .
2. (F5) Initialize waveform

Summary: You can initialize the currently sclected If you are sure you want to initialize the wave-

waveform using this function. form, press YES.

Procedure: When a waveform is nitialized, it is renamed
From: Waveform edit “INT-WAVE” automatically. Dashes are displayed
Press: F7 (Name) mn the “From” and “To” columns for initialized

To execute: initialization press YES. wavelorms when the Waveform edit function is

To quit:  without initializing press NO. selected.
INITIARLIZE WRUEFORM Remark: This function initializes the settings for a

single waveform only. It does not initialize the
QRE VOU SURE '? SY99’s internal sample memory. To initialize
sample meniory, use the itialize saumple proce-
dure described in Sample utility 5.Initiatize
sample. page 278.

(Mes ar Noo

This function mitializes all sample assignments
for the currently selected wavetorm.

AWM ELEMENT DATA / WAVEFORM EDIT

2. (F7) Waveform name

Enter an eight-character name for the waveform.
To clear the currently entered name press Fl
(Clr).

To switch to upper-casc letters press F2 (Uppr).
To switch to lower-case letters press F3 (Lowr).

Summary: You can usc this function to change the
names of internal waveforms.
Procedure:
From: Wavcform edit
Press: F7 (Name)
Specity:  the waveform name.

o ©Q

_ Remarks: Methods of entering character data are
WHUEFORM HAME explained in How to enter character data, page
30.

¥ _
(M4 Fianol

CIr err R

)
) o o 0

AWM ELEMENT DATA /s WAVEFORM EDIT

2. (F8) Sample assign

Summary: Here you can edit the original key, key Specity: the onginal, low key, and high key
range, volume, pitch, and loop settings lor cach assignments for the selected sample.
sample. To rename: the sample, press F7 {(Name).

Procedure: To edit: the volume, pitch and loop settings tor

From: waveform edit the sample, press Fs.

Press: b8 (Smpl)
Select: one of the samples assigned to the
currently selected waveform.
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. i1
FianoHi

& ¥

0

L1 2] (2] (4]
This area displays the names and numbers of
the samples that are contained in the SYY99’s
mternal sample memory. Move the cursor or use
the numeric keys to sclect o sample. If neces-
sary, press F1 or F2 1o scroll the display.

To edit the original key and key range assign-
ments of a sample, move the cursor to one of the
columns labelled “Original,” “Low key,” and
“High kecy.” For details, refer to the following
Sample asstgn explanation.

To rename the selected sumple press Fo6
(Name). For detalls, refer to How 1o enter char-
acter data, page 30.

To edit the currently selected sample press F8
(Data). For details refer to the following section,
Sample edit.

Sample assign: After selecting a sumple, move the

cursor 1o one of the columns labelled “Original,”
“Low key,” and “High key” to edit the key
range and original pitch key assignments of each
sample 1n the wavelorm. The “Kbd” label will
appear lor [unction key £5, as shown below:

o

=T

%
-

AZZIGN
rmo ¢ |l My Flano
Oridinal Low

oAb 3

i

1 : -
Lanaflo [ -2 2
'ianaHi 13 ’C 5 3

[Tk ]

(S

»
-«

}'QE[',ld H-a;n»:— [:g:,[i i} E

e

o 2 © © 0 0
This arca displays the names and numbers of
the samples that are contained n the SY99'y
internal sample memeory.

Origmal (C-2...G8): The sample will be played
back at its original recorded pitch at this key.
Low key (C#-2...G8): This is the lowest key of
the range for which this sample will be played
back.

High key (C#-2...G8): This 1s the highest key of
the range for which this sumple will be played
back. Note that the high key of a sample is al -
ways one key below the low key of the next
sample. It is not possible to overlap samples in
a wavelorm or to leave gaps between them.
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1f five or more samples have becn assigned to
the currently selected waveiorm, use F1 (a) or
¥2 (v) to scroll the display through the samples
in the waveform.
To set a parameter in @, @, or @, you can
press F7 and then press a note to enter it as the
new setting.
To rename the selected sample press T6
(Name). For details, refer to How to enter char-
acter data, page 30.
Tn edit the currently selected sample press Fg
{Data). For details refer to the following section,
Sample edit.

When you finish making key assignments for
a sample, press EXIT to return to the Waveform
assign display.

Sample edit: Atter selecting a sample, press F§

(Edit) to set the pitch, volume, loop type, and
loop mode of the sample. A display similar to the
following will appear:

SAMPLE IIQT{:J

Samele : Framolow €16bit 33 5kHz)

A1
—Molume = 127
Pitch--% + “
Lookr— 3
Mode ]

TN

?—Japwe HEFJH !_IHE_

o

O

)

(2] e 00 (6] (7]

This area displays the number and name of the
sample. If the sample 1s not copy-protected, its
resolution and sampling rate will be displayed
here as well.

Volume (+0...+127): Adjust the sample volume.
Pitch (-5376...+5376): Adjust the pitch of the
saumple. (The range in which the pitch can be
adjusted may be smaller for certain samples.)
Loop type. One of the following four loop types
may be sclected: forward once, forward loop,
backward once, or backward loop. Specify the
direction (forward or backward) in which the
sample will be played back, and whether the
sample will play once (“...once”) or continue
looping as long as a key is pressed (“...loop™).




5]

Loop mode. This parameter will appear on the
display only if a “...loop” mode was selected in
A If “normal” Tooping is selected, the sample
will play back continuously in the specified
direction. 1" “alter” looping is selected, the
sample will play back alternately forward and
back ward.

For a sample of “abc”, the loop type and
mode settings would produce the following
results:

Forward only: I abc
Backward only: ' cba o
| Forward loop {normal): "'L_';&:Sriéé'biﬁff ]
| Backward loop (normal): | cbacbacbac... -
Forward loop (alter): . abccbaabecba. .
| Backward loop (alter} | cbaabccbaabc . |

®

7]

VOICE EDIT MODE

To rename the selected sample press Feo
(Name). For details, refer to How to enter char-
acter data, page 30.

To return to Sample assign to change the key
assignments for the currently selected sample,
press F7 (Asgn). For details refer to the preced-
ing section, Sumple ussigi.

When you finish editing sample data, press EXIT
to return to the Waveform assign display.

Remark: Somec samples loaded from external

devices may produce noise when played using
the SY99. Try changing the parameter settings
of such samples using the external devices,

AWM ELEMENT DATA

3. AWM EG

JUMP #258

Summary: This determines how the volume of an

AWM element will change over time.

Procedure:

Specify:

I'rom: AWM Llement job directory (JUMP #256)
Seleet: job 03:EG. (JUMP #2538}
volume EG parameters

Ak £ o
VOTICERL —Dkldd43)

o0

0 o ©
EG Mode (Mode = hold, attack): This setting
determines whether the first segment of the
AWM EG will begin from level 0 (attack mode)
or from maximum level (hold mode).

The AWM LG s graphically displayed.

This indicates ihe time range of the EG graphic
display; “xi7 displays the shortest time with
the greatest detuil. To change the time range,
press Hi-F6 (x1, x2, x5, x14, x20, x50},

This indicates the segment from which the EG 1s
disptaved. To begin the graphic display from a
different segment, press 17 or F8 to select
Segl.. . Scud or Rell.

Hold Time or Rate T (HT=63...0 or R1=0...63):
If the EG Mode s set to “hold™ this will deter-

0o o6 00 (7]

mine the Hold Time for which the level of the
waveform is held at maximum. A setting of
HT=63 results in the longest time. If the EG
Mode is set to “attack™ this will determine Rate
1 of the EG. A RI1 setting of 63 results in the
Fastest attack.

Keyon Rate 2-4, Release Rate (R2-R4 = 0...63,
RR = 0...63): These setings delermine the
speed of the operator EG. Higher values result
in faster change.

Rate Scaling (RS = -7...+7): Rate Scaling
allows the operator FEG rates to be mcreased or
decreased depending on the key that 1s played.
For positive settings the EG rates will increase
as vou play higher notes, resulting in shorter
envelopes. For negative settings the EG rates
will decrease as you play higher notes, resulting
in longer envelopes.

Keyon Levels 2-3 (L2-L3 = 0...63): Thesc
determine the levels of the AWM EG. There 1s
no L1 setting since the AWM EG cither begins
from 0 and moves toward maximum leve! (in
attack mode), or beging at maximum level and
stays there until the hoid time has elapsed (hold
mode). Nor is there a L4 sctring since the level
of the AWM EG immediately begins to move
toward 0 after reaching 1.3. If you want the
sound to continue sustaining as long as you
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press a key, set R4 to 0. However some AWM
waveforms naturally decay to zero, so setting
R4 to 0 will not make these waveforms sustain.

Rates and Levels: The AWM EG will function in

two ways depending on the Mode setting.

Mode = attack

SR B = I TRV
L R1---lped - m3 g !
A
Key on Key off

In normal mode the AWM EG level will begin
from O and rise at the rate of R1 to maximum
level, When maximum level is reached it will
move at the rate of R2 to level 1.2, When level
L.2 1s reached it will move at the rate of R3 to
level L3. When level L3 is reached it will begin
moving at the rate of R4 to 0. (If rate R4 is 0, the
sound will move at an infinitely slow rate toward
zero; te., it will sustain at level L3 as long as
the key is pressed.)

When you release the key, the level will
move at the rate of RR to a level of 0.

Mode = hold

A
Key on Key off

In hold mode the AWM EG tlevel will begin at
maximum and stay there for the duration of the
specified hold time HT. When the hold time has
elapsed, the level will change at the rate of R2 to
level L2, The rest of the EG is the same as for
normal mode.

Using the AWM EG in hold mode is espe-
cially effective when you are using an AWM
waveform which includes a definite attack.
Keeping the level at maximum for a while allows
the natural attack of the AWM sample to be
heard. After the natural sampled attack is over
the AWM waveform will continue sustaining,
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and you can use the remaining AWM EG
parameters to create an appropriate decay and
release.

Rate 4 and Release Rate: Rate 4 (R4) and

Release Rate (RR) can be used in conjunction to
create a variety of AWM EG shapes.

¢ | R4 is greater than 0 and you continue holding a

note, after the level reaches L3 it will decrease
at the rate R4 and will move to 0 even though
you continue holding the note.

Volume

L
N L2 L3

l |
S IS

i——ARr—flﬂzl ~R3-A—Ra

- S 11 ¢ ]

A
Key on Key off

e [f R4=0 and you continue holding a note, after

the level reaches L3 it will stay at .3 as long as
you hold the note. When you release the note,
the level will decrease at the rate of RR to a
level of 0.

Volume

f
|
|
L

. L
ALAR—LREJ—RSMJ kRRJ
Key on Key off

e After reaching L3 the level will decrease at the

rate R4, but when you release the note the level
will begin decreasing at the rate RR.

Volume
L1
) L2 .,/JLTB
|
R
L ! Time
L—nr—LR2l—R3—] LR
Key on Key off




Rate Scaling: On most acoustic instruments, high

notes have a naturally shorter attack and decay.
This can be simulated by setting rate scaling to
a positive value (+1...+7). The following dia-
gram shows how higher notes will have faster
rates (shorter EGs). Negative settings will
have the opposite elfect.

<IN
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Wi

High
notes

Y

AWM ELEMENT DATA

4. AWM output

JUMP #259

Summary: The output ievel of an AWM element can

be adjusted across the keyboard.

Procedure:

Select: job 04:Output.

From: AWM Element job directory (JUMP #256)
(JUMP #259)

Specily: the output level scaling

o

2]

AWM DUTRUT 253

UDICEBPI-AB1CB1> HARIRocks - (CEZ-AMWM)
ELwvl Mot |Offsat
. EFPIJE 1 - 43
S ‘ EFFZ2IE 2 - Zd
EPZIG 4 - 17
kP4 ([o - 33

b
(1]

Break Point -4 (BP1-4): Note (C-2...G8) and
Oftset (=127...+127) of each break point deter-
mine how the level specified in Voice common
data, 1. Elenent level (JUMP #202) (page 96)
will be adjusted across the keyboard. When the
cursor 15 located at note, you can press 17 (Kbd)
and press a key to enter it as the new note set-
ting.

The keyboard level scaling is graphically dis-
played.

Break Point: The AWM output level can be ad-

Justed according to the note that is played. On
most acoustic instruments, notes differ in vol -
ume and tone depending on the range in which
they are played. For example, the low notes of a
piano are louder than the high notes.

Use the four break points to specify how the
AWM ourput level will be adjusted across the
keyboard. Offset (--127...4127) determines the
output fevel adjustment for each of the four
points specified by the note (C-2...G8).

The four note settings must be in ascending
order. It 1s not possible to set a break point to a
note lower or higher than the note settings of the
neighboring break points.

The following diagram shows how the AWM
output level would be adjusted across the key-
board for the settings shown in the above LCD.

g

Each offset is added to the element level (80 in
this example). For example the offset at break
point 1 (E1) is =4, so the resulting element level
at El is 76. The resulting element level is
limited to the range ot 0...127.
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5. AWM sensitivity

JUMP #260

Summary: These settings determine how the AWM Negative settings (—1...—7) are effective only for

element will be affected by key-on velocity and
by the LFO.

Procedure:

From: AWM Element job directory (JUMP #256)
Select: job 05:Sensity (JUMP #260)

Specify: sensitivity to velocity and modulation

AlM SENSITIVITY 260
UQICEBI -DA1{(49) ST*Concert(E3- AWM
Yelocity Sens = D=
Rate Uel Switch = oh—
Ame Mod Sens = +B—
Pitch Mod Sens = 31

0000

O Velocity Sensitivity (<7...4+7): This determines

how the output level of the AWM element will
be affected by key-on velocity. For positive set-
tings (+1...+7) the output level will increase as
you play more strongly. For negative settings
(-1...=7) the output level will decrease as you
play more strongly. For negative settings to
have an effect the element level must be
lowered.

Rate Velocity Switch (on, off): When the Rate
Velocity switch is on, key-on velocity will affect
the AWM EG attack rate (R1). The effect will
depend on the Velocity Sensitivity setting.
Velocity = +1...+7: If Rate Velocity is on,
strongly played notes will cause the AWM RI1
to increase, resulting in a faster attack. For the
strongest possible velocity, the EG attack will
change at the speed specified by the EG R1 set-
ting.

Velocity =—1...—7: If Rate Velocity is on,
strongly played notes will cause the AWM RI1
to decrease, resulting in a slower attack.

When the Rate Velocity switch is off, the AWM
EG attack rate will not be affected by key-on
velocity.

Amplitude Modulation Sensitivity (Amp Mod
Sens =-7...+7): Amplitude Modulation Sensi-
tivity determines how greatly the output level of
the AWM element will be affected by Amplitude
Modulation from the LFO. Increasingly higher
positive settings (+1...+7) will allow the LFO
to have a greater effect.
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EG Bias. When Amplitude Modulation Sensi-
tivity is set to a negative value, the controller
assigned to EG Bias by the setting in Voice
common data, 12. (F4) Controller set (JUMP
#228) (page 130) will decrease the amplitude of
the AWM element, and the LFO will have no
effect. For example, two AWM elements in a
voice might be given opposite Amplitude Modu-
lation Sensitivity settings, so that the controller
assigned to EGbiasDepth would crossfade be-
tween the two elements.

Pitch Modulation Sensitivity (Pitch Mod Sens =
0...7). Pitch Modulation Sensitivity determines
how greatly the pitch of the AWM element will
be affected by Piich Modulation from the LFO.

Amplitude Modulation Sensitivity and Pitch

Moduliation Sensitivity: These settings deter-
mine the sensitivity of the AWM element to the
Amplitude Modulation Depth (AMD) and/or
Pitch Modulation Depth (PMD) produced by the
AWM element LFO. If the LFO settings for
AMD and/or PMD are set to 0, these settings
will have no effect.

{undelayed LFO)
Voica Common data
¢ 'L i I 12.F2) Controllers set
{(Jump #226)
" y Ampiituide "
Pitch Modulation Fiiter Modulation
Modulation
Depth 0 .. 127 oy Depi 0 .., 127
Wave,
Speed,
Init phase
D'I'Iy
T (delayed LFQ) AWM efement data
4’ * - 6 AWM LFO
{HUMP #261)
Pitch Ampiuds Flter
l Depth0 ... 127 Depth @ ... 127 Depth 0 ... 127
vy v
AWM Filter AWM element data
Awn AWM phe
Pitch Modulation Ampltuda Modulgion| | SFOCUR 5. AWM sensitivity
Sensitvity 0 ... 7 Sensitivity -7 ... +7 o cm?l.rd}' {JUMP #2650}

8.1 Cutoff Ireq;
{JUMP #265)
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6. AWM LFO

JUMP #261

Summary: The AWM element LFO creates a cycli-
cally changing control signal that can be used to
create tremolo (Amplitude modulation), vibrato
(pitch modulation), and wah-wah (filter modu-
lation).

Procedure:

From: AWM Element job directory (JUMP #256)
Select: job 06:LFO (JUMP #261)
Specify: the LFO parameters

AldM LFO 261
UOICEBI -D81<49) ST*Concert(E3 QWM
Have = A Mod Deepth = a
F Mod Derth =—12
Skeed = F Mod Depth = B
felay = Init Phase = Pﬁ
00 © o 00 @

O Wave (triangle, saw down, saw up, square,
sine, sample&hold): This selects the wave
(shape of modulation) produced by the AWM
LFO. The selected wave is graphically displayed
in the LCD. When sample&hold is selected, the
LFO will produce a control signal whose level
will change randomly at intervals of time deter-
mined by the Speed setting.

® Speed (0...99): The speed of the LFO modula-
tion. Higher settings result in faster modulation.
At a setting of 0, one cycle will be approximately
34 seconds.

® Delay (0...99): The time delay before the LFQ
modulation begins.

® Amplitude Modulation Depth (0...127): This
determines how greatly the LFO will affect the
output level (amplitude) of the operators.

® Pitch Modulation Depth (0...127): This deter-
mines how greatly the LFO will affect the pitch
of the operators.

® Filter Modulation Depth (0...127): This deter-
mines how greatly the LFO will affect the cutoff
frequency of the filter.

© Initial Phase (0...99): This determines the point
of the LFO waveform from which the LFO will
start each time a key is pressed.

Wave, Speed, Delay, Initial Phase: Detailed
explanations and diagrams of these parameters
are given in AFM element job 6.1 LFO (Main)
(page 146).

Amplitude Modulation Depth and Pitch Modula -
tion Depth: For these setting to have an effect,
the AModSens (amplitude modulation sensi-
tivity) or PModSens (pitch modulation sensi-
tivity) of the AWM element must be set above
0. Make these settings in AWM element job
3. AWM sensitivity (JUMP #260).

Filter Modulation Depth: For this setting to have
an effect, the Ctrl setting of a filter must be set
to “LFO”, and the LFO Cutoff Sens setting
must not be 0. Make these settings in AWM ele-
ment data, 8.1 Cutoff frequency (JUMP #265).

{undelayed LFO)

selected salectod selected N
Voice Common data
‘L i ‘L I 12.(F2) Controllers set
(JumP #226}
" Ampliuce
Pitch Modulation Filter Modulation
Modulation
Depth 0 ... 127 L P Degth© ... 127
Wave,
Speed,
(nit phase
Delay
T (delayed LEO) AWM element data
* ‘ - 6. AWM LFO
{JumpP #261)
Pitch Amphitsde Filter
Modulation Modulation Modulation
Depth 0 ... 127 Depth 0 .., 127 Depth 0 ... 127
v ,
AWM Filter AWM element data
AWM Awn
Pitch Modulation Ampiiude Modulation | | LFO CURIT 5. AWM sensitivity
Sensitvity 0 ... 7 Serwitvity 7 ... +7 ) gI:FO) M (JUMP #260)

8.1 Cutoft frequency
{JUMP #265)
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7. (F1) AWM pitch EG (Data)

JUMP #262

Summary: The pitch change over time created by
the pitch EG can be allected by key-on velocity
and the speed of pitch change can be adjusted
across the keyboard. To sct the shape of ihe
pitch EG, see 7. (F2) AWM piich EG (EG.

Procedure:

From: AWM Element job directory (JUMP #2506)
Select: job 07:PitchEG and press (JUMP #262)
Fi (Data)
Specify: pitch EG scaling, velocity, and range

AlM PITCH EG 267
VOICERI ~IMic43y  STloncert ET AWM

Fate Scaling

Uelocity Suw
PEG Ranve

D2t S

F\.

SR
i+ |

1
[
-+,

oct,

(3] 00

O Rate Scaling (--7...+7): Pitch EG Rate Scaling
determines how pitch EG rates will change
according to the note played. When this 15 set o

l...+7, the pitch EG will be faster for higher
notes. When this 1s sct to —1..--7, the pitch GG
will be slower for higher notes. When this s set
to (), the pitch EG will be the same rvate for all
notes.

® Velocity Sw (off, on): When this is on, strongly
played notes will change i pitch more than
softly played notes.

® Range (1/2 oct, 1 octl. 2 oct): This determines
the maximum range of the AWM pitch EG, from
12 octave w0 2 octaves. (Note that the ¥ octave
range of the AFM pitch EG is not available {or
the AWM pitch EG.)

Rate Scaling: This setting determines how Pitch
EG Rates (the speed of pitch change) will be
aftected by the key number of cach note. The
following diagramn shows the result when Pitch
EG Rate Scaling is set to +7. Notice that high
notes have a shorter piich EG (faster EG rates)
than lower notes.

bbbl b

i I

Low
notes

High
notes

e

Velocity Sw (velocity switch): When this is on,
strongly played notes will change in pitch more
than softly played notes.

AWM ELEMENT DATA

7. (KF2) AWM pitch EG (EG settings)

JUMP #263
Summary: The pitch EG creates a fixed shape of Ak PITCH_EG 283
: . . - : LVOICEQI -DEica9y  CT#ConcertCEI-RW:

pitch change over time for cach note. To adjust [x 110Sea1] , IREEREN+ i
speed of pitch change across the keyboard, see N DFf | F;f t%_l tlz : H
7. (F1) AWM pitch EG (Daiu ). ’ 3= @ LL3= + 0
P dure: LRE= ALEL=+ A
rocedure: T3 | B
. ; ey s A1 HOIS '

From: AWM Element job directory (JUMP #250) ° 5 © o °

Select: job 07:PitchEG and press (JUMP #263)
F2 (EG)

Specify: pitch EG parameters
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© This indicates the time length shiown by the
graphic display. To change this, hold ST and
press Fi—Fo (x1, x2, x5, x10. x20, x50). The
cxact length of time will depend on the range.
When the pitch EG range i1s | octave, the
graphic display will cover approximately .5 scc-
onds al "x 17 and approximately 5 seconds al
“x507.




® This indicates the EG segment (“segl-3" or

“rel1”) from which the pitch EG graphic display

begins. If the EG is too long to be fully shown in

the L.CD, hold SHIFI and press F7 or F8 to change

the segment from which the display begins.

The pitch EG is graphically displayed.

R1-R3, RR1 (0...63): Keyon Rates 1-3 and the

Release Rate determine the speed of the pitch

EG. Higher settings result in faster change. A

rate of 63 will jump immediately to the following

level.

© LO0-13, RL (-64...+63): Keyon Levels 0-3 and
the Release Level determine the levels of the
pitch EG. Positive settings raise the pitch and
negative settings lower the pitch.

e

VOICE EDIT MODE

Rates and Levels: When you press a key, the
pitch will begin at the level of L0, and will
change at the rate of Rl to level L1, When the
level reaches L1, the pitch will change at the
rate of R2 to the level of L2. When the pitch
reaches 1.2, it will change at the rate of R3 to the
level of L.3 and will stay at L3 as long as the key
is pressed.

When the key is released, the pitch will
change at the rate of RR to the level of RL.

High (1) 63 A

Normal pitchy |-

Low () 64

4 A
Key on Key olf
Note: Even if the AWM pitch EG and the AFM pitch
EG have identical Rate settings, there will be
slight differences in the timing of the pitch
change.

AWM ELEMENT DATA

8. AWM filter

JUMP #264

Summary: The two filters of each element can be
used to control the tone in various ways.
Procedure:
From: AWM Element job directory (JUMP #256)
Select: job 08:Filter (JuMP #264)
Specify: the desired filter edit job and press
ENTER

AWM FILTER 264
VOICEQRT -DA1cd3l  STHConcert CESCALIM)

BliCutoff Freduencyd.
A2 Cutoff Sealind
.3

[}

S

11 L5 (5

| |

2] (1]

© Move the cursor in this area to select a job and
press ENTER to move to the selected job.

01: Cutoff Frequency: Make overall settings for
the filters. (JUMP #265)
02: Cutoft Scaling: Specify how each filter will be
adjusted across the keyboard. (JUMP #266,
#267)
03: Cutoft EG: Specify how each filter will
change over time. (JUMP #268, #269, #270,
#271)
B Pressing Fi-F3 will sclect the corresponding job.

Note: Vilter scttings for an AWM element are
exactty the sumie as for an AFM element. For de-
tuils, refer to AI'M element job 8. AFM filter, on
pages 149153,
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15. Initialize AWM element

Summary: Initialize the AWM Element data being
edited to a set of basic values.

Procedure:
From: AWM Element job (JUMP #256)
Select: job 15:1nitlz
To execute: the initialize operation press YES
To quit:  without initializing press NO or EXIT

INITIALIZE AWM ELEMENT

ARE YOU SURE 7

YWes or Hol

This function sets all AWM element data values to
the minimum or simplest possible settings. When
creating your own ncew voices it is usually best to
begin by editing an existing voice. However if you
want to start from scratch, it is often usclul to start
from an initialized setting rather than having 1o re-
set all the paramelters.

If you are sure you want (o initialize the AWM
element data, press YES. The AWM element data
being edited will be set 1o the values shown below.
If you decide not to initialize, press NO.

This function initializes only AWM element data.
Other initialize functions are provided for initializing
Voice Common data and AFM element data. Reter
to Voice Common 15, Initialize (page 132) and AFFM
Element 15, Initialize (page 134).

Initialized settings for AWM Element data
02 AWM Waveform Select

Waveform = Preset 63
(triangle wave)

Frequency Mode = normal
Fixed Mode Note # = C3
Frequency Fine = )

03 AWM Amplitude EG
Mode = norma!
Keyon Rates 1,2,3 = 63
Keyon Rate 4 =0
Keyolf Rate 1 = 03
Rate Scaling = H)
Keyon Level 2, 3 = 63
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04

07

08

AWM Qutput
Break Point 1 Note
Break Point 2 Note
Break Point 3 Note
Break Point 4 Nole
BP1-4 Offset
AWM Scnsitivity
Velocity Sens

Rate Velocity Switch

AMS
PMS

AWM LFO

Wave

Speed

Delay Time

AMD, PMD, FMD
Init Phase

AWM Pitch EG
Rate Scaling
Velocity Switch
Range

Kevon Rates 1.3
Keyon Levels (-3
Keyott Rate 1
Kevoff Level 1
AWM Filter
Resonance
Cutoff Mod Sens
Keyon Velocity Sens

##% following data 1s same for both filters #%%

Filter Type

Filter Control
Cutoff Frequency
Break Point 1 Note
Break Point 2 Note
Break Point 3 Note
Break Point 4 Note
Break Point Offset
Kevon Rates 1-4
Keyoff Rates -2
Rate Scaling
Keyon Levels 0-4
Keyoff Levels 1-2

Cl

= G2

E4
o

=10

H)
ofl’

Triangle
65

0

0

0

+H)
ofl
2 octaves
63
)
63
40

0
10
)

thru
LEFO
127
@
G2

= 4

6
0 (BP 1-4)
63
63
10
0

= H)




VOICE EDIT MODE

AWM ELEMENT DATA

16. Recall voice

Summary: Recall all data of the previously edited Note: This operation recalls all voice data, not just

voice.

Procedure:
From:

Select:
To execute:
To quit:

AWM element data, and is also available while
editing Common dara, AFM element duta, or

AWM Element job (JUMP #256) Drum Set data. For details refer to Voice com-
directory mon data, 10. Recall voice.
Jjob 16:Recall

the recall operation press YES
without executing press NO or EXIT,
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Drum set data

DRUM SET DATA

Drum set job directory

JUMP #272

Summary: This job directory shows the jobs con-
taining data for a drum voice.
Procedure:
From: voice edit mode {JUMP #200)
When: the Voice Mode is set to 11:Drum Set
Select: the drum set job directory — (JUMP #272)
F2 (Com)

8]

VOICE EDIT - pouwser - 7

o] -THECR4) TR Mixed i
1] : Uoice SiMame ‘
B

&

A
Haillave lliata Se EEH: ———————— -
BItEffect Set ArsInitialize
g4t Contraller Set. AR Fecs]l
Fode &a&
(2] (1}

@ This area indicates that “Drum Set” is the
selected voice mode.,
Move the cursor in this area to seleet a job and
press ENTER to go to the selected job.

01: Voice Volume: Adjust the overall volume of
the entire drum voice.

02: Wave Data Set: Select a waveform for each
key of the SY99’s 76-note keyboard, and
specify tuning and pan for each.

03: Effect Set: Specify how the effect units are
connected, how the sound from each note of
the drum voice is sent to the effect units,
parameter settings lor each effect unit, and
how the effect parameters are controlled in
realtime.

04: Controller Set: The overall volume of a drum
set voice can be adjusted using a specified
controller.

05: Name: Specify a ten-character name for the
volce being edited.

07: Initialize: Initialize the drum set data being
edited to the basic or minimum settings.

08: Recall: Recall the previously edited voice
into the editing buffer.

DRUM SET DATA

1. Voice volume

JUMP #273

Summary: Adjust the overall volume of the entire
drum voice.
Procedure:
From: drum set job directory (JUMP #272)
Select: 01:Voice Volume {JUMP #273)
Specify: the volume of the entire drum set
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VOICE UDLUME 273
VOICE=I -Di6{A3) DR Mixed (IJrum S=t

Uoice Uolume= [

o

@ Voice Volume (0...127): This determines the
overali volume of the entire drum voice.
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2. Wave data set

JUMP #274

Summary: Select a waveform for each key of the

SY99’s 76-note keyboard, and specity tuning
and pan for each.

Procedure:

From: drum set job directory
Select: 02:Wave Data Set

(JUMP #272)
(JUMP #274)

Specify: parameters for each key note number

Use the following two steps to make settings @—-@
for each note of the keyboard. Repeat the two steps
as necessary.

I.

S

WAVE DATA
UOICEsT -D15(Ed)
———key Note Number

SET )
IR Mixed (Drum Set)
5]

Press a key on the SY99 keyboard to select a
key note number. The selected key note number
will be displayed in @.

Make settings @-@ for the selected key note
number.

Alternate: If two or more waveforms would sound

——t—ave form = 3
—Level = 128 Shltt = i
Hlternate = off | Fine Tune = +24-—
Oyttt ] Grogpe—= otk St ot is Pypyas +39
=l K- Predl FreZ Tard Intr
[4] (5] (6] 18] 173

0686

@ Key Note Number (EO...G6): Press a key on the

SY99 keyboard to select a key note number, and
it will be displayed here. (It is not possible to
move the cursor here.) You can also press Fi
(K-Dn) or 12 (K-Up) to select key note numbers.
Waveform (Presct 1: 1...155, Preset 2: 1...112):
Select the AWM sample that will be played by
the corresponding Key Note Number, A list of
the preset waveforms is given in AWM element
data, 2. AWM Waveform Set {(page 157).
(Internal and card waveforms may also be
selected. The SY99 may contain a maximum of
64 internal waveforms. The number of
waveforms available on a waveform card will
vary with the card being used.)

Level (0...127): This determines the volume of
the waveform.

Alternate (on, off}: When this is “on” for two or
more key note numbers, the last-played key will
take priority and the waveform of the previously
played key will be turned off.

Output Group (off, grpl, grp2, both): Select the
output group from which the waveform selected
for this key note number will be output.

® Note Shift (-48...+36 in half steps): Adjust the

tuning of the waveform in half steps.

@ Finc Tuning (-64...+63 in units of 1.171875

cents): Adjust the tuning of the waveform in fine
steps.

Static Pan (-31...431 = Left...Right): Specify
the stereo position for each key note number.

unnatural if they were played at the same time,
select alternate “on” for each of these wave-
forms. For example it 1s impossible for a real
drum set to sound the closed hi-hat and open hi-
hat at the same time. By selecting alternate
“on” for the two key note numbers that play the
closed hi-hat and open hi-hat waveforms, playing
the closed hi-hat will make the open hi-hat stop,
and vice versa.

There is only one alternate group for the
entire drum voice; i.e., it is not possible (o
specify two or more pairs of key note numbers to
play alternately. You may select alternate “on”
for as many key note numbers as you like but
they will all be in the same alternate group, and
only one of them will sound at any time.

Static Pan: The stereo position of the waveform

played by each key note number is determined
by the static pan setting. The “dynamic” pan of
AFM or AWM element can be moved over time
by an EG or LFO, but the “static” pan for each
key note number of a drum voice cannot be
moved over time.

When using a drum set voice in a Multi,
these static pan settings will be used if the multi
static pan is sel to “VC” (voice). Refer to Multi
edit, 5. Voice static pan, page 191,

Output Group: The stereo signal from the static pan

of each key note number is sent to output group
I, 2, or both. If output group is set “off” the
waveform for that key note number will not be
heard. The diagram in the following section 3.2
Effect send shows how the Output Group set-
ting 1s part of the signal flow in a drum voice.
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3. Effect set

JUMP #212

Summary: Specify how the effect units are con-
nected, how the sound from each note of the
drum voice is sent to the effect units, parameters
for each effect unit, and how the effect param-
eters are controlled in reattime.

Procedure:

From: drum set job directory
Select: job 03:Effect Set
Select: the effect job you wish to edit

(JUMP #272)
(JUMP #212)

EFFECT SET ] 212
UOICESI -D1&6CAd) TR Mixed (Drum Set)

11 2 2ct Mode Selectsssl a1
HilEftect Send

AZ:Effect 1| Parameter

B4iEffect 2 Parameter

BErEffent Coptin

A E

(22 (1]

© Move the cursor in this area and press ENTER to
select a job.

01: Effect Mode Select: Specify how the two
effect units are connected, the effect type,
and volume balance. This is exactly the
same as for a normal voice. Refer to Conmmon
Data job 10.1 Effect Mode Select, page 106.

02: Effect Send: Specify how the sound of each
element of the voice will be sent to the effect
units. Refer to the following section Dium
set data 3.2 Effect Send.

03: Effect | Parameter: Make settings for effect
unit 1. This is exactly the same as [or 4 nor-
mal voice. Refer to Common Data job 10.3
Effect | Parameter, page 103,

04: Effect 2 Parameter: Make settings for effect
unit 2. These parameters are exactly the
same as for Effect 1. Refer to Comumon Data
Job 10.3 Effect 1 Parameter, page 108,

05: Effect Control: Specify how effect param -
eters will be affected by control change mes-
sages. This is exactly the same as for a
normal voice. Refer to Common Data job 10.5
Effect Control. page 123.

® Pressing F1—Fs will select the corresponding job.

Note: Drum voice effecr setrings differ from normal
voice cffect settings only in job 2 Effect Send. A
normal voice allows you to specify the effect
send level for cach of the one. rwa, or four efe-
ments. A drum voice allows you to specify the
effect send level for each of the 76 keys.

3.1 Effect mode select

JUMP #213

Summary: Specify the effect mode to determine how
the two effect units are connected, the effect
type for each unit, effect output levels, and the
volume balance between processed and unpro-
cessed sound.

Procedure:

From: Effect Set job directory
Select: O1:Effect Mode Select

(JUMP #212)
(JUMP #213)
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Specify: the effect mode, effect types, and effect
levels, and wet:dry bulance,

Remarks: This function is exactly the same as that
described for normal voices. For details, refer to
Common Datu job 10.1 Effect Mode Select, page
106.
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3.2 Effect send

JUMP #220

Summary: Specify how the sound from each key of

the drum voice will be sent to each of the one,
two, three, or four effect sends.

Procedure:

From:
When:
Select:

Effect Set job directory
the volice mode is “Drum”
job 02:Effect Send

(JUMP #212)

(JUMP #220)

Specify: the cffect send settings for each of the 76
keys

EFFECT_SEND 2206
UOICE=I -D16¢£4d DR Mixed (Drum Setl

Send Selltevel |Us]l Seps
SGESIGuire 2 -5 - il +2
H S:Cabasa -3 - 11p +3
A#S: Shaker 1 -3 -] a8 +5
L Stlbj=t]e 1 - 5 -] 127 +5
k=T |"-L—UP4| [ ] |

o o o © o

O This area displays the key names (EO-G6), and

" Key note numboer: G6 -

the wavelorm assigned to each note. (Te set the
wavelorm for cach key, see Drum set data
2. Wave data set. page 157.) To select a key note
number, you can press a key on the SY99 key-
board or press 11 (K-Dn) and F2 (K-Up).

Send Sel (send select 1-4): Specify whether or
not to send the sound from the key to each effect
send 1—4. The number of effect sends available
will depend on the effect mode and the eftect
type. Non-existent sends will be indicated by a
dash (=), and cannot be selected. In the above
display, effcct sends 1 and 2 are available.

It an effect send is turned on, its number will
be displayed, and the sound of the waveform
assigned to that key will be sent to that effect
send. If an effect send is turned off, a period (.)
will be displayed, and the sound of the waveform
assigned to that key will not be sent to that
effect send. In the above display, C3 (SDI1) 1s
being sent to effect send 1 only, and C#3 (Tom1)
is being sent to effect sends 1 and 3.

Level (0-127): Specily how much sound will be
sent from the element to the eftect unit.

Vel Sens (=7...47): Specify how key velocity
will alTect the effect send level of the element.
For positive settings (+1...+7), more sound will
be sent to the effect unit for strongly played
notes. For negative settings (—1...-7), less
sound will be sent to the effect unit for strongly
played notes.

You can scroll through the 76 keys E0-G6 by
pressing Fl (K-Dn) or F2 (K-Up), or by pressing
a key on the SY99 keyboard.

Remark: The following diagram shows the signal

flow for a drum voice.

. L — T e e e e e Group 1 e QUTPUT 1/142
. Static pan . Output group select Out 1
Key note number: E0 Lyl Group 2 ) j
_ waveform (=31 ... +31}) (off, grp1, grp2, both) " wet:dry
— alternate |
— note shift
L - fine tune ) send 1| Effect 1
,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,, send 2 | (effect type 1-63)
- CQUTPUT 2
Out 2
— ﬁ
Send level Send select 7 wetdry
mono audio —— > {send 14 on/off) send 3
Effect 2
stereo audio é send 4| (effecttype 1-63) |
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4. Controller set

JUMP #275

Summary: The overall volume of a drum set voice
can be adjusted using a specitied controller.
Proucedure:
From: drum set job directory (JUMP #272)
Select: 04:Controller Set (JUMP #275)
Specify: the minimum level and controller for drum
voice volume

CONTROLLER SET , _ 2T
UDICE=I ~Dlecsdd DR Mixed <Drum Setl
[ 1)
Uollowlimit] oty
f
) 0

@ Device (MIDI Control #): Select a controller
number 1-120 or aftertouch. For example when
“001 Modulation™ is selected, the MODULATION
1 wheel will regulate the volume of the drum
voice. For a detailed explanation of controller
numbers, refer to Voice Common job 12 (F2)
Controllers, page 127,

& Vol Low Limit (Value 0...127): This determines
the lowest volume that can be set by the
selected controller. For example when this 1s set
to 80, the lowest position of the controiler will
set the volume of the drum voice to 8. When
this is set to 0 the lowest position of the con-
troller will reduce the volume of the drum voice
to silence. When this is set to 127 the controller
will have no effect on the volume.

Remarks: In addition to the controller specified
here, the volume of the entire SY99 can always
be controlled over its full range by an optional
foot controller connected to the rear panel VOL.-
UME jack.

DRUM SET DATA

5. Voice name

JUMP #229

Summary: Specify a ten-character name for the
voice being edited. In voice play mode this voice
name will be displayed in large characters.

Procedure:

From: drum set job divectory
Select: 05:Drum Set Name
Specify: the drum voice name

(JUMP #272)
(JUMP #229)

UOICE HAME
UDICEI -D16CE4)

N
[N
)

-*‘
(DR Mixed 1

Clr  Ueer MG

|
5 o
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© Enter a ten-character name for the drum voice.

® To clear the currently entered name press Fl
(Clr). To switch to upper-case characters press
F2 (Uppr). To switch to lower-case characters
press F3 (Lowr).

For a detailed explanation of how to enter character
data, refer to How 1o enter character duta.
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7. Initialize voice

Summary: Initialize the drum set data being edited
to the basic or minimum settings.
Procedure:
From: drum set job directory
Sclect: 07:Inttialize
To execute: the initialize operation press YES
To quit:  without executing press NO or EXIT

(JuMp #271)

INITIALIZE VOICE

ARE YOU SURE 7

CYMes or Moo

This function sets all drum set data to the basic or
minimum settings. If you are creating an entirely
new voice, using this initialize function may be
faster than resectting all the parameters by hand.

Il you are sure you want to initialize the drum set
data press YES and the data will be set to the values
shown below. If you decide not to initialize, press
NO.

This function initiatizes only Drum Set data.
Other mitialize functions are provided for initializing
Voice Common data, AFM Element data, or AWM
Element data.

Initialized settings for Drum Set data

01 Voice volume
Voice volume = {27

02 Wave data set (for cach Key Note Number)

Level = 127

Wavetorm = preset 1 86 BDI
Note shift =0

Fine tuning =0

Alternute = ofl

Output group = both

Static pan = ()

(03 Effect set
5 qame as normal volce initial data except for

Effect Send ##% (for cach Key Note Number)
Effect send sel = allon
Effect send level = 127
Effect send velocity sense = 0
04 Controller set
Volume Low Lunit = ()
Device = 14
03 Drum set name
Name = INIT VOICE

DRUM SET DATA

8. Recall voice

Summary: Recall all data of the previously edited
voice.
Procedure:
From: drum set job directory
Select: 08:Recall
To exccute:  the recall operation press YES
Toquit:  without executing press NO or EXIL.

(JUMP #271)

RECALL UOICE

ARE YOU SURE 7

(Yes or Noo

If after editing a voice vou exit voice edil mode
without storing, the edited voice data will be lost. In
such cases you can use this function 1o recall the
previously edited data into the editing bufter.

Note: This operation recalls voice data, nor just
Drum Voice data, and is also available while
editing Conmmon data, AFM Element data, or
AWM Element data. For details refer to Voice
Common 16. Recalt voice, page 133,
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