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. Precautions

" Location

Using the unit under the following conditions can
result in a malfunction.

* In direct suniight

* Inlocations of extreme temperature or humidity
¢ In excessively dusty or dirty locations

+ Inlocations of excessive vibration

Power supply

Please connect the AC/AC power supply to an AC out-
let of the correct voltage. Do not connect it to an AC
outlet of voltage other than that for which your unit is

intended.

Handling

To avoid breakage, do not use excessive force on the
keys, switches or conirols.

Care

If the exterior becomes dirty, wipe it with a clean, dry
cloth. Do not use liquid cleaners such as benzene or

- thinner, cleaning compounds or flammable polishes.

Interference with other electrical devices

This product contains a microcomputer. Radios and
televisions placed nearby may cause reception interfer-
ence. Operate this unit at a suitable distance from
radios and televisions.

Keep foreign matter out of your equipment

* Never set any container with liquid in it near this
equipment. If liquid gets into the equipment, it
could cause a breakdown, fire, or electrical shock.

* Be careful not to let metal objects get into the equip-
ment. If something does slip into the equipment,
unplug the AC/AC power supply from the wall out-
let. Then contact your nearest Korg dealer or the
store where the equipment was purchased.

Keep this manual

After reading this manual, please keep it for future ref-
erence.

68/EEC) and Low Voltage Directive (73/23/EEC).

(B9/336/EEC) and CE mark Directive (93/68/EEC).

CE mark for European Harmonized Standards
CE mark which is attached to our company's products of AC mains operated apparatus until December 31, 1996 means it con-
forms to EMC Directive (88/336/EEC) and CE mark Directive (93/68/EEC).

And, CE mark which is attached after January 1, 1997 means it conforms to EMC Directive (BS/336/EEC), CE mark Directive (93/

Also, CE mark which is attached to our company’s products of Battery operated apparatus means it conforms to EMC Directive

measures;
* Heorient or relocate the receiving antenna.

THE FCC REGULATION WARNING
This equipment has been tested and found to comply with the limits for a Class B digital device, pursuant t¢ Part 15 of the FCGC
Rules. These limits are designed 1o provide reasonable protection against harmfu! interference in a residential installation. This
equipment generates, uses, and can radiate radio frequency energy and, if not installed and used in accordance with the instruc-
tions, may cause harmful interference to radio communications. However, there is no guarantee that interference will not occur in
a particular installation. If this equipment does cause harmful interference to radio or television reception, which can be deter-
mined by turning the equipment off and on, the user is encouraged to try to correct the interference by one or more of the folfowing

* Increase the separation between the equipment and receiver.

* Connect the equipment into an outlet on a circuit differant from that to which the receiver is connected,

* Consult the dealer or an experienced radio/TV technician for help. '
Unauthorized changes or modification to this system can void the user’s authority to operate this equipment.

filer (storage device). Ko
data loss.

hames, parameter names, and values are merel
ing on.

Data handling

Improper usage can result in the loss of memory contents. Please be sure to save important data on an external data
rg cannot accept any responsibility for any loss or damage which you may incur as a result of

LCD Display

Some pages of the manuals show LCD screens along with an explanation of functions and operations. All sound
y examples and may not always match the actual display you are wotk-
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Introduction

Thank you for purchasing the Korg NIR AI? synthesis module.
In order to enjoy long and trouble free use, please read this manual carefully and use the instrument correctly.

Features of the N1R

* The Al-squared synthesis system provides a gener-
ous 1,269 program sounds + 402 combination
sounds in internal memory, covering your needs for
music production and performance in any musical
gentre. The effect section has two independent full-
digital processors, with 48 types of effect ranging
from reverb to resonance filters.

» The 144 x 40 pixel LCD features a graphic iconic
interface for intuitive operation and sound editing.

* The four realtime controller knobs can be used to
modify parameters. You can also create complex
performance setups using the Single-channel
Layer/Split function or Portamento function

« An arpeggiator {with twenty arpeggio types) is
built-in, and can be combined with the Single-chan-
nel Layer/Split function for even more powerful
possibilities.

* An ample 64 notes of polyphony are provided. The
PC interface allows direct connection to your com-
puter. The N1R can be used as a 32 channel multi-
timbral tone generator, and is able to playbacka
variety of SMF (Standard MIDI Files) with GM or
GS/XG compatible sound maps-

How to read this owners
manual

1.

First, read from “Front and rear panel” to “Setup.”
This will explain basic topics such as connections
with your audio system.

. Next, read “Quick start.” This explains how to select

sounds and play the NIR.

. The structure of the N1IR's modes, the function of

*

»

-

each mode, and basic editing operations are
explained in “Basic operation.”

. Further details on the functions of the parameters in

each mode are given in the “Reference” section.

. The "Appendices’; at the end of the manual include

the following material:

« “Control via MIDI” which explains how the NIR
can be controlled by another MIDI device.

» “Voice Name List” which provides lists of pro-
gram sounds, combination sounds, drum kits,
multisamples and drum samples.

¢ “Troubleshooting”

The “Apple” name and logo, Macintosh, MIDI Manager, and Patch-
Bay are registered trademarks and trademarks of Apple Computer
Corporation, USA.

IBM is a registered trademark of IBM Corporation, USA.

MS-DOS and Windows are registered trademarks and trademarks of
Microsoft Corperation USA.

* GSis a registered trademark of Roland Corporation.

* =

XG is a registered trademark of Yamaha Corporation.
Other trademarks and corporate names are the registered trade-
marks and trademarks of their respective holders.
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Introduction

Front and rear panel

Ffohf p&nel

O

(@ [VOLUME] knob

This adjusts the volume from the QUTPUT jacks and
headphene jack. Rotating the knob clockwise will
increase the volume.

@ Headphone jack
A set of stereo headphones with a standard 1/4" plug
can be connected here.

@ LCD screen

This displays information such as the sound bank,
sound name, the volume of each part, and other vari-
ous parameters

@ MIDI indicator
This will light when MIDI messages are received from
either the MIDI IN or the TO HOST connector.

® [VALUE] knob

This is used to modify sounds and various settings.
Rotating the knob clockwise will increase the value,
and rotating it counterclockwise will decrease the
value. This knob provides a convenient way to change
a value rapidly.

® [INC+] key, [DEC-] key

These are used to modify sounds and various settings.
The value will increase by one each time the [INC+]
key is pressed, and will decrease by one each time the
[DEC-] key is pressed.

In Performance Flay mode, you can simultaneously
press the [INC+] key and [DEC-] key to access a sound
list, and pressing these keys will move through the
sounds in steps of ten. In Program Edit mode, you can
simultaneously press the [INC+] key and [DEC-] key
to cause the changes you made using the realtime con-
trollers to be reflected in the program sound (refer to
p-29).

@ PAGE/PART {«] key

In Performance Play mode, this key selects the LOWER
part if the Single-channel Layer/Split function is on.
In Multi mode or Part Edit mode, this key returns to the
previous part, and in Combination Edit mode it returns
to the previous timbre.

In other Edit modes and in Global mode, this key
returns to the previous page.

PAGE/PART [»] key

In Performance Play mode, this key selects the UPPER
part if the Single-channel Layer/Split function is on,
In Multi mode or Part Edit mode, this key advances to
the next part, and in Combination Edit mode it
advances to the next timbre.

In other Edit modes and in Global mode, this key
advances to the next page.

@ CURSOR [l key, [»] key

These keys are used to select items in the LCD screen.

[MULTI/PERFORM.] key

Each time this key is pressed, Performance Play mode
and Multi mode will alternate.

@ [GLOBAL] key
Press this to enter Global mode.

@ [EXIT/PFRM.SEL.] key

Press this key when you wish to exit the current page,
or to cancel an operation such as Save, etc.

In Performance Play mode, press this when you wish
to change the performance (the LED wil light).

{® [EDIT/ENTER] key

Press this key to enter the corresponding Edit mode.
For details on entering Edit modes, refer to p.20 “Orga-
nization and sounds of the N1R.” This key is also
pressed to execute operations such as Save, etc.

[LAYER/SPLIT] key

This switches the Single-channel Layer /Split function
in Performance Play /Edit mode. Each time you press
this key, the function will cycle between Layer (LED
1it)/Split (LED blinking) /Off (LED dark). In other
modes, the indicator will neither light nor blink.

@ [PORTA. SW] key .
This key switches the portamento function on/off. The
LED will light when portamento is on.

[ARPG] key

This key turns the arpeggiator on/off. When the arpeg-
giator is on, the LED will blink in time to the specified
arpeggio speed or to the MIDI Clock received from'an
external device. ‘

@ [COMBI/Compare] key

Int Performance Play mode and Multi mode, the combi-
nation sound bank will change each time this key is
pressed.

In Edit mode, pressing this key will alternate between
the sound prior to editing and the currently edited
sound, allowing you to compare them.

[PROG/WRITE] key

In Performance Play mode and Multi mode, the pro-
gram sound bank will change each time this key is
pressed. ’

In Edit mode, pressing this key will write settings into
memory (refer to p.35).

[SELECT] key
This selects one of three groups of functions for the
realtime controllers.

@ [REALTIME CONTROILER]

During a performance etc., these four knobs can be
used to control sounds or the arpeggiator, as specified
by the [SELECT] key.

@ [POWER] switch
This switch turns the power on/off.

Rear panel
_ Xor &/ =
[ ese2 cc2te :
e o= o e

o ©

(@ MIDI N, MIDI OUT, MIDI THRU

These ports allow external MIDI devices to be con-
nected. MIDI IN receives MIDI messages. MIDI OUT
transmits MIDI messages. Messages received at MIDI
IN are re-transmitted without change to MIDI THRU.

@ PC TO HOST

A computer can be connected to this jack. A serial cable
(AG-001B/002B) allows direct connection to the com
port of your personal computer to transmit and receive
performance data, sound data, etc.

@ OUTPUT 1/L/MONO, 2/R, 3, 4

These connect these to your stereo amp, mixer, Or mul-
titrack recorder etc. When connecting a monaural amp,
use the 1/L/MONO jack.

@ ~AC9V ({AC/AC power supply connector)
Connect the included AC/AC power supply to this
port.

® ©
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Setup

Connection to audio equipment efc.

[ <Rackmounting the N1R>

N1R E1A standard case
Front panel side

Screw’m * [

Insulating washer Insulating bushing

If you will be installing the NTR into an
equipment rack, insert the insulating washers
and insufating bushings into the holes.

A 1f you will be placing the N1R directly
an a table or other surface for use,

please do not place another rack or
computer etc, on top of the N1R,

<Connechnq powered monitors/stereo amp>
In order fo faithfully reproduce the sound of the N1R, we
recommend that you use powered monitors whenever possible. If
you wish 1o connect the N1B to a sterec audio amp or to a stereo
cassette radio that has external input jacks, connect it fo the jacks
marked LINE IN, AUX IN or external input,

When the N1R is connected to a stereo audio amp, be
careful not to raise the volume excessively, since playing it
at high volumes may damage your speaker system.

Powered monitors &tc.

o Q0 o

<Connecting the power cable>

20 o

If you wish to use headphones, connect

Connect the included AC/AC power supply to
the AC/AC power supply fack, and

= plug the powar supply into an AC cutlet,

them to the headphone jack on the front

to AC outlet

panel

) T
5T B
© . %

ACIAC Power supply
{included)
~ACV

MIDI cable

& "B/
Headphone ® QQ;@@@,Q p @ %_@»‘:@:@ ®g

- i

Powered moenitors etc.

XiAC] L)
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INPUT
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<Connections using the MIDI

I your wish to use a connected MID device to comrol the N1R (for
example to playback data from an external sequencer on the N1R’s tone
generator}, connect the MIDI IN connector of the N1R fo the MIDI QUT
connector of the MIDI device.

To connect a computer, you will normally use the TO HOST connector.

R By using the MID! THRU connector, you can “daisy chain” several
MIDi devices, but in order to prevent malfunclions we recommend
that you limit such connections to 2=3 devices. If you need to
connect more MIDI devices than this, use a MIDI patch bay.

<Mixer connections>

Connect the QUTPUT jacks to your mixer. In order to
take full advantage of the N1R’s high-guality sound, we
recommend that you play it in stareo whenever possible,
If you wish to make monaural connections, use the
1L/MONO jack.

Selup

] Connechon o a MIDI
keyboard

The N1R produces sound in response to MIDI mes-
sages transmitted from a MIDI device such as a MIDI
keyboard. -

As explained in <Connections using the MIDI Cormec-
tors> on the previous page, connect the NIR's MIDI IN
connector to the MIDI QUT connector of your MIDI
keyboard. Then make the following MIDI transmission
settings on your MIDI keyboard.

* For details on operating your MIDI keyboard, refer
to the owner’s manual for your MIDI keyboard.

MID! transmit channel

4 Set the MIDI transmit channel of your MIDI key-
board to match the MIDI channel of the N1IR's
Upper part.

With the factory settings, the Upper part is set to
MIDI channel 1. f you wish to use Performance Play
mode functions such as Single-channel Layer/Split,
the realtime controllers and arpeggiator, and effect
dynamic modulation, set your keyboard to match
the Upper part. If you wish to play other parts, set -
your keyboard to match the MIDI channel of the
part that you wish to play. (For details on Multi
mode, refer to p.17)

4 If the transmit chanmel of your MIDI keyboard is
fixed or if you do not wish to change it, you can
change the MIDI receive chanmel of the NiR.

I-MIDI channel

b AT fstne’

GM-a: 881 Piano

MIDI fransmit filter

Some MIDI keyboards allow you to select the types of
MIDI messages they will transmit. Make these settings
as necessary.

The N1R is able to receive the following types of MIDI
message.

Note-on/off (note messages):
These are the most basic type of messages, used to con-
vey keyboard performance data.

Program change:
These messages are used to select sounds.

Control change:
These messages convey controller movements such as
volume and pan settings.

Pitch bend:
These messages convey pitch changes from the pitch
bender (joystick, wheel, lever).

Aftertouch:
These messages add expression depending on the
amount of pressure that applied to the keyboard.

A& When the N1R is played, it will respond only to the
MIDI messages which your MIDI keyboard trans-
mits. For example if you are playing a MIDI key-
board (such as a digital piano) which is unable to
transmit pitch bend messages, the pitch bend effect
will not be available.

£} Connection to a com-
puter

You can play the N1R from your computer by using
either MIDI or serial interface cables to connect it to
your computer.

' EREEEEEEEEESEEEERREE R R R N R N B J
Connection via MIDI

4 To connect the NIR to a computer equipped with a
MIDI interface, use MIDI cables to connect the MIDI
OUT connector of your computer (MIDI interface) to
the MIDI IN connector of the N1R.

* For details on connecting your computer and MIDI
interface, and on making MIDI port settings, refer to
the owner’s manual for your MIDI interface.

 oEm
.U.l‘#.i...h.lnllll?ll I} HI

Connection to a computer via
{TO HOST)

The N1R can also be played and controlled from your
computer by using the included Korg MIDI Driver
and a serial interface cable.

The N1R can be connected to the following computers
using a special cable.
IBM PC (compatible):

Connection kit AG-001B(connection cable, Korg
MIDI Driver software) [sold separately]

Apple Macintosh series:
Connection kit AG-002B{connection cable, Korg
MIDI Driver software) [sold separately]

Connection to an IBM PC {compatible)

(D Use the special cable AG-001B{scld separately] to
connect the serial port (COM port) of your IBM PC

(compatible} to the TO HOST connector of the NIR.

A& Tf the serial port of your computer uses a 25 pin
connector, you will need to obtain a 9 pin-25 pin
conversion adapter.

(@ Set the Global mode <BPS Select> parameter to 38.4
KBPS (refer to “<BPS Select> setting”).

Setup




Setup

@ If you are using Windows, install the Korg MIDI
Driver. For the installation procedure, refer to “Korg
MIDI Driver” (p.82).

1BM PC (cornpatible}
Special cable (AG-001B) lMIDI ouT
EJIU&IELMHMI.'HMIJ.M

__TOHOST MIDEIN MIDi keyboard etc.

Connection to an Apple Macintosh

(D Use the serial interface cable AG-002B [sold sepa-
rately] to connect the modem port or printer port of
your Apple Macintosh to the TO HOST connector
of the N1R.

A& If the application (sequencer) which you are using

has a clock setting, set it to 1 MHz.

(® Set the Global mode <BPS Select> parameter to 31.25

kBPS (refer to “<BPS Select> setting”).

@ If you wish to use the Korg MIDI Driver, refer to
“Installing the Korg MIDI Driver for a Macintosh”

{p.84).
Apple Macintosh
Special cable (AG-0028)

Modem port or printer

'Y EEEXEEEEZEXEESEE SRR R RN N N B N B B J
<BPS Select> seffing

This sets the rate at which data is transmitted between
the computer and the NIR.

Note that the setting will depend on the type of com-
puter that is connected.

(@ Press the [GLOBAL] key to enter Global mode.

(@) Use the PAGE/PART[-«][»] keys to select <HARD-
WARE>.

(3 Use the CURSOR[ ][> ] keys to select <BPS
Select>.

{HARDWARE >
Lep EPS  CLKSRC CH

1e EERE MIDI 81
BANKMAP FGIF-FORT
Default Mative

(@ Use the [INC+][DEC-] keys or the [VALUE] knob to
select the appropriate data fransmission rate setting
for the type of computer that is connected.

I an Apple Macintosh is connected, set this to 31.25
KBPS.

If an 1BM PC (compatible) is connected, set this to
38.4 XBPS.

? LOWER uppeq '95"‘°']
- MU

VAWE @ @

o O
NC+ PAGE/PART PERFORM. G1OBAL
@ DEC- CURSOR By EDIT
O 1@ | O O
e - O ENmER
PERM. SEL

SEEXEEXIEENE RN R R N RN BN B N B NN

Wiring diagram of the serial inter-
face cables

(1) AG-0018 (for IBM PG ot Compatible)
Kini DIN 8-pin 2420

{2) AG-002B (for Macintosh)
Mins VN §-pin Mok DIN &-pin

E e St

Setup

Turning the power on/off

(D Press the [POWER] switch of the N1R to turn the
power on.

@ ON OFF

I e

(@) Turn on the power of your powered monitored
speakers or stereo amp.
When the N1R’s power is turned on, a start display
will appear for several seconds, and then the Perfor-
mance Play mode display will appear.
When you press the [POWER] switch once again, the
N1R’'s power will be turned off. Before turning off the
NIR, turn off the power of your powered monitor
speakers or sterec amp.

Adjusting the volume

Raise the [VOLUME] knoby to adjust the volurme to an
appropriate level. The headphone volume is also
adjusted by the [VOLUME] knob.

VOLUME

0« 10

X
Listening to the demo songs

Let’s listen to the built-in demo songs. This will also
help to verify that your audio equipment is set up cox-
rectly. The N1R contains 2 demo songs. Listen to the
demo songs to hear the rich variety of sounds and
expressive potential offered by the NIR.

(D Simultaneously press the [GLOBAL] key and
[MULTI/PERFORM] key to enter demonstration
mode.

(@ Use either the {VALUE] knob or the CURSOR
{1 ] keys, the [INC+][DEC-] keys to select 2
demo song,.

(@ Press the [EDIT/ENTER] key, and after a short wait
the demo song will begin playback.

@ To halt playback, press the [EXIT] key.

& Press the [EXIT] key to exit demonstration mode.

7

\OWER  UPPER "DE""O‘I
- e pum

w Q0|00 O 0

O, @ @E?m@ 38

—- = O ENTER

> @

8182 Chain -

B2:KORG DemoZ 117 E"?ﬁ%
START : PRESSCENTER

Demo songs ©1998 KORG Inc. — all rights reserved.
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Quick start

Playing from a MIDI keyboard

When yvou wish to play the N1R from a MIDI keyboard
and take advantage of performance functions such as
its realtime controllers or arpeggiator, you should use
Performance Play mode. The following section
explains how to use Performance Play mode.

(When you wish to simuitaneously playback muitiple
parts, such as when playing back a GM score on your
computer/sequencer, you will normally use Multi
mode.)

I A A B AR R AR N EEREENEENEENRERSERNRNENRHN)]

1. Listening to various sounds

{ Press the [MULTI/PERFORM.] key to enter Perfor
mance Play mode.

You can switch between Performance Play mode
and Multi mode by pressing the [MULTI/PER-
FORM.] key.

An example of the screen display in Performance Play
mode
Seund number: sound name

Uoper Part number Performance
r |- — Sound bank I_ number
} 4 } =

EES FO1 Cmbl)

00':A1ignmen

N

Select the sound number

@ Use the CURSOR[ ][®] keys to select Sound num-
ber : Sound name.

(@ Use the [INC+][DEC~] keys or the [VALUE] knob to
select a sound. At this time, the sound number :
sound name will change in steps of £1 (refer to
“Voice Name List”).

By simultaneously pressing the [INC+] and [DEC-]
keys, you can view the sound list in units of ten
sounds.

In this case, the [INC+][DEC-] keys will change the
sound number : sound name in steps of 10, and
rotating the [VALUE] knob will change it in steps of
1.

Cmkl: @x

LIRS RNl DS :Fast Per
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Simultaneously press the [INC+][DEC~] keys once
again to return to the normal display.

Select the sound bank

@ Each time you press the BANK [COMB]I] key, the
combination sound bank will alternate in the fol-
lowing order: CmbU—-CmbA—CmbB—->CmbC.
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M| Performance Play mode

(5 Each time you press the BANK [PROG] key, the pro-
gram sound bank will alternate in the fllowing
order: PrgU—PrgA—PrgB—PrgC.

? LOWER ° #DEMO LAYER
- % 1 o) Q
VALUE __@
| INCH | saGE/PARY PERFORM. GLOBAL SPUT PORTA. SW
| DEC- CURSOR BT EDT
010 O O O C
Press simuitancously to |-'l l—l ¢ ENER
dispiay the soundlist PERM. SEL

< You can also use the CURSOR] «][»] keys to select
the sound bank, and use the [INC+][DEC-] keys or
the [VALUE] knob to select other banks. However,
these sound banks are intended mainly for playback
of GM scores etc. (refer to p.20).

2. Selecting a performance

A performance refers to a set of settings that specify a
sound for each part 1-16 including the Upper and
Lower parts, and the settings of the [LAYER/SPLIT]
key, the [PORTA.SW] key, the realtime controller knobs,
and effect and arpeggiator settings (refer to p.21). Inter-
nal memory contains 32 sets of this data.

(D Press the [MULTI/PERFORM.] key to select Perfor-
mance Play mode.

You will alternate between Performance Play mode
and Multi mode each time you press the [MULTI/
PERFORM.] key.

&) Press the [PFRM.SEL.] key to make the LED light.
Now you can select a performance number

@ Use either the [INC+][DEC-] keys or the [VALUE}
knob to select a performance (1-32) (refer to “Voice
Name List”).

For example if you select performance #3 and play
the C2 note of the Lower part (i.e., when the N1IR
receives this note number), an arpeggiated drum
pattern and bass pattern will begin to play. You can
play along with this in the Upper part using an
organ sound.

(@ Press the [PRFM.SEL.] key once again to make the
LED go dark, and you will again be able to select
sound numbers.

@ﬁ OrDEMo
= 5100 .8 0

NC+ PAGE/PART PERFORM. GLOBAL

DEC~ CURSOR EXIT EDIT
0|00 O
- - o2 BNTER
PFRM. SEL.
@@

* These settings can be stored in a performance (refer
to p.23).
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3. Using Single-channel Layer/Split
and Portamento

Using the [LAYER/SPLIT] key

In Performance Play mode, you can use single-channel
layers in which playing a single note (receiving a single
note number) will simultaneously sound the [UPPER]
and [LOWER] program/combination sounds, or sin-
gle-channel splits in which the [UPPER] and [LOWER]
program/combination sounds will be sounded in dif-
ferent halves of the keyboard divided at the key (note
number) that you specify.
These can be selected by pressing the [LAYER /SPLIT]
key.

Single-channe! layer

[LOWER) rlUPPER]

Program/Combination
Program/Combination

A

Single-channel split

Split point
[(LOWER] > e‘j(anﬁgl e ) ({UPPER]

[ Program/Combination _Program/Combination

*  As explained later in this manual, it is also possible
to create layers and splits as Combination sounds,
and this allows you to use a greater number of
sounds etc. (refer to p.25).

() Press the [MULTI/PERFORM.] key to enter Perfor-
mance Play mode.

You will alternate between Performance Play mode
and Multi mode each time you press the [MULT1/
PERFORM.] key.

(@ Press the [LAYER/SPLIT] key to select either single-
channel layer or split.

Fach time you press this key, you will cycle from
layer (LED lit} — split (LED blinking)— off (LED
dark).

An example of the screen display for single-channel

layer/split

GEEEA Fe1 Cnbl  EEEGER 02

42:1ceClimber UPPER sound
ENEA FO2 _Frao
26:ReMixBass LOWER sound

< Selecting the sound number/bank

(® Use the LOWER[ ] and UPPER[M] keys to select
the sound that you wish to change.

(@ Use either the [INC+][DEC-] keys or the [VALUE]
knob to change the sound.

(& You can change the bank by pressing the BANK
[PROG] or [COMB] key. The bank will change each
time the button is pressed.

» You can press the [SELECT] key to make the third
LED light, and use the realtime controller [BAL-

ANCE/ASSIGN1] (1) knob to adjust the volume bal-
ance between the Upper part and the Lower part.
On the factory set performances, you can use the real-
time controller [BALANCE/ASSIGN1] (1} knob to
adjust the volume balance between Upper and Lower.

i ’——g—l DEMO LAYER
LOWER  UPPER r P
P Mum -I e O

VALUE @ @ @
INC+ | PAGE/PART PERFORM, GLOBAL SPUT PORTA, SW
@ DEC- BT EOW COMBI  PROG
o) OO0 OO0

o]

O O
- - ENTER s EANK =t
PERM. SEL. l‘:m‘?m WHITE

A& Single-channel Layer/Split is valid in Performance
Play/Edit modes when the Global mode <Single-
channel Layer/Split> setting is turned ON.

4 Changing the split point

The location at which the sounds of the Upper part
and the Lower part are divided on the keyboard is
called the “split point,” and this can be changed in
Performance Edit mode <Split point> (refer to p.22,
p-40).

< Applying a damper pedal effect to the Upper
part or Lower part
In Performance Edit mode <Damper Assign> (refer
to p-39), you can apply a damper effect to the Upper
part and Lower part independently.

Using the [PORTAMENTO] key

You can apply a portamento effect to make the pitch
change smoothly from one note to the next.

(D To turn on the portamento effect, press the
[PORTA.SW] key to make the LED light. The effect
will alternate on/off each time the switch is pressed.

+ If youpress the [SELECT] key to make the third LED
light, you can use the realtime controller
[PORTA. TIME/ ASSIGN3] (3) knob to modify the
portamento time (the time over which the pitch
changes to the next note) as you play.
With the factory performance settings, the realtime
controller [PORTA.TIME/ ASSIGN3] (3) knob is

assigned to Portamento Time.
LAYER L 0000 memacca- ARPEGGHD we == = e o
o) ™= O Q TYPE LATCH/K.SYNC OCTAVE

@]

SPUT PORTA.SW ARPG
COMBE PROG  SELECT

O

Sems BANK, e
Compare WRITE REALTIME CONTROUER

* The [LAYER/SPLIT} and [PORTAMENTO] func-
tions can be stored as part of a performance (vefer to
p-23).

AR When the [LAYER/SPLIT] key is on, the realtime
controllers and [PORTA.SW] etc. will apply to
either the Upper or the Lower part, whichever
sound name is selected. ((c) BALANCE is an
exception.)
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4. Using the Redltime Controllers to
modify the sound

The N1R provides four knobs which let you control the
pitch, tone, and volume in realtime.

(D) Press the [SELECT] key (the LED will light} to select
the functions which the knobs will control.

The functions of the four knobs will change each
time you press the [SELECT] key. The row of func-
tions indicated by the LED will be active.

(a) TYPE LATCHKSYNG OCTAVE SPEED

(by ATTACK RELEASE CUTOFF EFFECT

(¢} BALANCE/ PANPOT/ PORTA.-TIME MOD.2
ASSIGN1 ASSIGN 2 ASSIGN 3 ASSIGN 4

Here, we will explain functions (b) and (c}). For
details on functions (a), refer to the next section “5.
Tumning the arpeggiator on/off.”

(@) Rotate each knob to adjust the corresponding func-
tion.

Rotating the knob to left or right will decrease or
increase the setting.

________ ARPEGGIO = om om we it v o o
o] Q, TYPE LATCH/K.SYNC  OCTAVE SPEED
@ ATIACK RELEASE CUTOFF EFFECT

ARPG BALANCE PANPOT PORTATIME

JASSIGN2 FASSIGN3

5— O _ O M

REALTIME CONTROLLER

@

{b) ATTACK
This affects the brightness (VDF) and volume (VDA) of
the beginning of the sound.

Rotating the [ATTACK] knob will change the time over
which the VDF/VDA changes from key-on (when a
note is pressed) until the attack level is reached. Nor-
mally, rotating the knob toward the right will slow the
attack, and rotating it toward the left will sharpen the
attack (refer to p.72).

{b) RELEASE

This affects the brightness (VDF) and volume {(VDA) of
the sound when it decays after the note is released.

Rotating the [RELEASE] knob will change the time
over which the sound decays after the note is released
{the release time). Normally, rotating the knob toward
the right will length the release time, and rotating it
toward the left will shorten the release time (refer to
p-72).

Nate off

Attack level Sustain
level

Note on
- l r_\
 po 4 Time
>

RPN B BN

Attack Decay Slops Release
Time Time Time Timne
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fb} CUTOFF

This adjusts the VDF cutoff frequency (VDF Filter Cut-
off) to control the brightness of the sound.

Rotating the [CUTOFF] knob will increase or decrease
the VCF cutoff frequency value (refer to <Cutoff Fre-
quency> p.75), changing the brightness of the sound.
Normally, rotating the knob toward the right will
brighten the tone, and rotating it toward the left will
darken the tone.

{b] EFFECT

This controls Effect Dynamic Modulation. The resut
will depend on the effect that is selected for each
sound.

fc) BALANCE

This adjusts the volume balance for the sounds of the

Upper part and Lower part.

A& 1f this is set to Lower when the Single-channel
Layer /Split function is not on, you will hear no
sound.

{c] PANPOT

Adjusts the stereo location for the sound of the Upper
or Lower part (refer to <Panpot> p.71).

{c) PORTA. TIME

Adjusts the portamento time {refer to <Portamento
Time> p.76).

fc) MOD 2 :

The effect specified by the Part Edit mode item Mod
parameter MOD.2, See <Part Pitch Bend Range>p.73 -
<Part VDA LFO Depth> p.74 .

{c) ASSIGN 1-4

For details on the parameters which can be assigned to
each knob and their functions, refer to p.40. With the
factory settings, the above parameters will be assigned.

* When you are playing in Performance Play mode or
Multi mode, and wish to control a different part, use
the PAGE/PART[]{» ] keys to change parts.

* The settings of these controllers is memorized for
each performance (refer to p.23).

A& When the [LAYER/SPLIT] key is on, the effect
{with the exception of {c) BALANCE) will apply to
the Upper or Lower part selected by the cursor,

A& Operating the realtime controllers will edit the Part
parameters. The program/combination sound
itself will not be edited. e

A& 1f after moving the four knobs in Performiance Play
mode, you want your changes to be reflected in the
program sound, enter Program Edit mode and
immediately press both the [INC+] and [DEC-]
keys simultaneously. L

Quick start
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5. Turning the arpeggiator on/off

The arpeggiator of the N1R contains 20 preset arpeggio
patterns.

You can specify the octave, velocity, and groove etc. for
the arpeggio notes, to produce a wide range of varia-
tions. You can also make the arpeggio play in only the
Upper or Lower part when the [LAYER/SPLIT] key is
on.

(@ Press the [ARPG] key to turn on the arpeggiator (the
LED will blink). Now play a connected external key-
board (i.e., transmit note-on messages), and an
arpeggio will begin playing automatically.

Press the [ARPG] key once again to make the LED
go dark and turn off the arpeggiator.

,’ [, ————————————————

@~ @ T  LACHKSING  OCHMVE SPEED
O Anacx RELEASE CUTORE EFFECT

ARG O BALANCE PANPOT  PORTATIME MOD 2
JASSIGNT  /ASSIGN2  JASSIGN3  /ASSIGNM

SELECT ; 1 AR 2 R

REALTIME CONTROLLER

@ To modify various settings of the arpeggiator, press
the [SELECT] key to make the (a) row LED light.

(@ Rotate the knobs to modify the following functions.

{a} TYPE

Selects the type of arpeggio. Twenty different arpeggio
patterns are available.

{o) LATCH/K.SYNC

Selects how the arpeggiator will operate. As you rotate
the knob from left to right, the selection will change
from OFF—LATCH—K.SYNC—-L+K.S. With a setting
of LATCH or L+K.S, the arpeggio will continue play-
ing even after you release the note. With a setting of
K.SYNC or L+K.5; the KEY-SYNC function will oper-
ate, causing the arpeggio to be re-started each time the
external keyboard is played.

{a) OCTAVE
Specifies the octave range over which the arpeggio will
be played.

The arpeggio can be played over a range of 1-4 octaves.

(a) SPEED
Adjusts the temipo of the arpeggio as desired.

* The arpeggio can also be synchronized to an exter-
nat MIDI clock (refer to p.76).

< Making the arpeggio play nofes in the order in
which keys {note-on messages) were pressed
The Performance Edit mode parameter <Arpeggio
Sort> (refer to p.42) lets you make the notes of the
arpeggio sound in the order in which they were
played, or in ascending order of pitch.

4 Varying the arpeggio pattern
The Performance Edit mode <Arpeggio Step Base>,
<Arpeggio Velocity>, <Arpeggio Gate> and
<Arpeggio Swing> parameters allow you to modify
the interval of the steps, the velocity and duration of
the arpeggio notes, and the feeling of “groove.” This
allows you to produce a wide variety of arpeggios
(refer to p.41).

¢ Using the arpeggiator with the Upper part or
Lower part when the [LAYER/SPLIT] key is on
By editing the Performance Edit mode <Arpeggic
Zone> parameter, you can specify whether the
arpeggio will be played only in the Upper or Lower
part, or in both parts (refer to p.42).
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6. Performance-related settings

The process of modifying settings in the various Edit
modes is referred to as editing, For editing procedure,
refer to the following section “Basic operation.”

Tuning fo another instrument

Transposing

If you wish to play the N1R together with another
instrument, or to play along with music from a CD or
tape, you may need to adjust the pitch of the N1R to
match the other instruments or music. This is referred
to as tuning, and is done by adjusting the Global mode
<Master Tune> parameter (refer to p.76). The pitch can
be adjusted over a range of ~100 cents (semitone down-
ward) to +100 cents (semitone upward).

The pitch can also be adjusted in semitone steps, and
this is referred to as transposing. If you wish to trans-
pose the entire N1R, adjust the Global mode <Master
Key Shift> parameter (refer to p.76). If you wish to
transpose an individual part, adjust the Multi mode
<Key Shift> parameter (refer to p.71). In either case,
you can transpose over a range of —24 (two octaves
downward) to +24 (two octaves upward). The Upper
and Lower parts can be transposed in one-octave steps
over a range of two octaves upward or downward, by
adjusting the Performance Edit mode <Performance
Octave> parameter.

(D Press the [GLOBAL] key to enter Global mode.

@ Use the PAGE /PART[ -][»] keys to select the
<GLOBAL-MASTER> page.

@ Use the CURSOR[ «][»] keys to move the cursor
(highlighted area), and select <Master Tune> if you
wish to adjust the tuning, or <Master Key Shift> if
you wish to transpose the entire NIR.

@ Use the [VALUE] knob or the [INC+][DEC-] keys to
adjust the pitch.

Transposing individual parts

(@ Press the [MULTI/PERFORM.] key to enter Multi
mode.

Performance Play mode and Multi mode will alter-
nate each time you press the [MULTI/PERFORM.]
key.

@ Use the PAGE/PART][ ][ »] keys to select the part
that you wish to transpose.

@ Use the CURSOR[-)[»] keys to move the cursor to
select <Key Shift>.

(@ Use the [VALUE] knob or the [INC+][DEC-] keys to
modify the pitch.
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Bypassing the effects

In Performance Play mode (or in Multi mode), you can
temporarily apply or bypass the effects.

® In Performance Play mode, press the [EDIT] key to
access the <Edit Menu>, and then use the CUR-
SOR[][»] keys to select Perform. Then press the
[EDIT] key to enter Performance Edit mode.

® Use the PAGE/PART[ -«}{»] keys to select the
<PERFORM-COMMON1> page.

(® Use the CURSOR[ ][ »] keys to move the cursor to
<Effect Thru Switch>,

@ Use the [VALUE] knob or the [INC+] key to select
Thru, or press the [DEC-] key to apply the effect.

Specifying the pitch bend range

You can specify the pitch bend range of each part. This
allows you to simulate techniques such as “bending”
strings on an electric guitar. For example when the Sin-
gle-channel Layer/Split function is on, and you are
playing a piano sound in the Upper part and a bass
sound in the Lower part, you can make settings so that
pitch bending affects only the lower part.

If you wish to change the range of pitch bend, modify
the settings of the Part Edit mode <Part Pitch Bend
Range> parameter (refer to p.73) or the Program Edit
mode PITCH LFO <Pitch Bend Range> parameter
(refer to p.48). For a combination sound, you can set
<Receive Pitch Bend> (refer to p.44) to disable recep-
tion of pitch bend messages.

Changing the velocity curve

You can select cne of eight types of curve to specify
how key velocity will affect the dynamics (refer to
p77).

Changing the aftertouch curve

You can select one of eight types of curve to specify
how aftertouch will be applied (refer to p.78).

Creating an original scale

You can create your own original scale and play using
that scale. Part Edit mode <Scale Tuning> (refer to
P73}

Quick start
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Multi mode

Playing the N1R from a computer/
sequencer

When you wish to simultaneously playback multiple
parts, such as when playing a GM score etc. from your
computer/sequencer, you will normally use Multi
mode. This section provides a simple explanation of
Multi mode operation. '

* For details on control via MIDI, refer to “Control
using MIDI” and “MIDI messages.”

S 53

The N1R can be used as a multi-timbral tone generator
with a total of 32 channels (16 channels each for A and
B). It provides 32 parts, and a different program sound
or combination sound can be assigned to each part. On
the N1R, a part is analogous to a musician in a band.
The N1R has 32 parts, meaning that you can simulate
an ensemble of up to 32 musicians. For example, part 1
might be assigned to play a piano, part 2 a bass, part3a
trumpet and 50 on.

The volume and pan etc. can be adjusted indepen-
dently for each part. In addition, you can adjust the
sound in Part Edit mode by modifying the EG or mod-
ulation settings (refer to p.34, p.72).

1. Playing in Multi mode

(D Press the [MULTI/PERFORM.] key to enter Multi
mode.

Performance Play mode and Multi mode will alter-
nate each time the [MULTI/PERFORM.] key is
pressed.

For parts 116, the settings of the currently selected

performance will be in effect. For the parameters
which are affected, refer to p.21.

* When a SysEx message such as GM System On, XG
System On, or GS Reset is received, the NIR will
automatically switch to Multi mode.

An example of the Multi mode display screen

. Effect number

Key shift

~Receive MiD! channel Effect name
{8) ) (¢} (d) (e)  Effectbank

ERM O B BLE21T ) amesn

—_ i {c) Panpot
GlM-2:608] Piano 1 {d) C send level
B1i (e) D sand level
T ———— e —— e ——

~ Sound bank ™ Sound number/ L Receive part level meter

I_l

Part number sound name

In Multi mode, the playing status of each of the 32 parts
is shown in the LCD. When the N1R is producing
sound in response to musical data received from an
external device, the indicator for the corresponding
part will move like a level meter.

If you press the [EXIT/PERM.SEL.] key, the display
will indicate DISP, and you can view the volume and
panpot settings etc. for each part.

(@ Use the PAGE/PART[]{»] keys to select a part.

(@ Use the CURSOR] ][] keys to select the sound
number or sound bank, and use the [INC+][DEC-]
keys or [VALUE] dial to select the sound. The bank
<an also be switched by pressing the BANK
[COMBI] or [PROG] keys.

(@ Use the CURSOR] ][] keys to select the Receive
MIDI channel, Key Shift (transposition), Volume,
Panpot, or Effect, and use the [VALUE] knob or the
[INC+][DEC-] keys to modify the values.

@@ ®
ows ww| | MEROT SR o
wr G0 O O O O
NC+ PAGE/PART PERFORM.GLOBAL SPLT FORTA, SW
@ DEC- CURSOR BT EDTT COMBl  PROG
00 O OO0
]-._]__-,__l O ENTR S BANK, vt

PRRM. SEL Compare WRITE
®a@
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2. Controlling parts from your com-
puter/sequencer

MIDI transmit/receive channel

Set the MIDI transmit channel of your computer/
sequencer to match the <Receive MIDI chanrnel> of the
N1R part that you wish to play. For the first 16 parts in
the N1R, the MIDI channel and part number corre-
spond with each other (for example, part 2 is MIDI
channel 2, part 10 is MIDI channet 10). In Muiti mode,
it is not possible o use the Single-channel Layer/Split
function. MIDI messages such as control changes will
affect only the parts that are receiving the channel on
which these messages are transmitted. However, effect
dynamic modulation will be received on the channel
specified by the Global mode setting <Exclusive Chan-
nel>. Also, the arpeggiator will operate when it
receives note-on messages on the MIDI channel for the
part specified by the <Arpeggio Zone> setting (p.42).

When you operate the control knobs of the realtime
controller, messages will be transmitted on the MIDI
channel of the currently selected part. Qutput from the
arpeggiator will be transmitted on the MIDI channel of
the part that is being played.

System exclusive messages are transmitted and
received on the <Exclusive Channel>.

Selecting the sound number of a part

To select the sound number of a part from your com-
puter/sequencer, transmit a program change message
on the MIDI channel for the corresponding part.

To change the bank, you will have to transmit control
change #0 and 32 bank select messages. The N1R will
not change the program/combination sound immedi-
ately when a bank select message is received. The pro-
gram,/combination sound of the specified bank will be
selected when the program change message is received
following the bank select message.
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Transmit bank select {Bn, 00, mm] {(control change #00)
and [Bn, 20, bb] (control change #32) (mm: upper byte
of the bank number, bb: lower byte of the bank num-
ber) and program change [Cn, pp] (pp: program,/com-
bination number).

MIDI bank select and

Bank value
#0:#32 #0432

Cmbu 88:00  (58h:00h)
CmbA 83:00  (59h:00h)
CmbB 90:00  (5Ah:00h)
CmbC 91:00  (5Bh:00h)
Prgu 80:00  (50h:00h)
PrgA 81:00  (51h:00h)
PrgB 82:00  (52h:00h)
PrgC 83:00  (53h:00h)
GM-b 56:00  (38h.00h)
ySFX 64:00  (40h:00h)
kDrm 62:00 (3Eh:00h)
GM-a/Prgu 00:00  (0Oh:00h}*

rrmoryDrm/KDrm  120:00 (78h;00h)"

* This will depend on whether the Global mode
<Bank Map Type: is set to Default or to 05R/W

(refer to p.77).
These are program numbers used to select drum pro-

grams within the drum program bank. Here we will
discuss KDrm.

Drum program Program number

GM Kit 1-16, 57-64, 75-128
(00h=0Fh, 38h—3Fh, 4Ah—7Fh)
Power Kit 17-24 (10h—~17h
Dance Kit 25, 27-32 {18h, tAh~1Fh)
Analog Kit 26 15h})
Jazz Kit 3340 (20h=27h)
Brush Kit 4148 {28h—2Fh)
Oreh Kit 49-56 {30h~37h)
Perc Kit 6572 {40h—47h)
User Kit 1 73 (48h)
UserKit2 74 {49h)

* The functionality for transmitting and specifying
bank select and program numbers will differ
depending on your sequencer or sequencer soft-
ware. Refer to the owner’s manual for your
sequerncer or sequencer software for details on oper-
ation.

Selecting o performance

To select a different performance (01-32) from your
computer/sequencer, transmit bank select and pro-
gram change messages in the same way as when select-
ing a program/combination sound. However, the L5B
will be ignored. These messages must be transmitted
on the MIDI channel specified by the <Exclusive Chan-
nel> parameter.

Transmit bank select [Bn, 00, 5F} (control change #00)
and program change [Cn, pp] {pp:00-1F, performance
01-32).

Performance MID! bank select Program change

CTRL #0:#32
01 95:xx  (5Fhixx) 0O (00h)
32 95 {SFhixx) 31 (TFh)

{LSB ignore)
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Various playing setfings

By transmitting control change, RPN, and NRPN mes-
sages from your computer/sequencer, you can adjust
playing settings such as the volume and pan of each
part. Also, Part Edit mode allows you to adjust EG or
modulation to modify the sound, and these settings can
also be changed via exclusive messages. For details
refer to p.86 “Control using MIDL” p.91 “MIDI mes-
sages,” and p.119 “MIDI implementation chart.”

Control from your computer/sequencer in Per-
formance Play mode

As with Multi mode, Performance Play mode lets you
use 32 part playback. As with Multi mode, you can use
MIDI to control the sound. In addition, any two parts
(1-16) can be selected in Performance Play mode as the
<Lower Part Number> and the <Upper Part Number>,
and played from your keyboard.

This allows you to playback 30 parts from your com-
puter/sequencer as accompaniment, and play two
parts with Single-channel Layer/Split from your
keyboard.

Basic operation
O
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Basic operafion

Organization and sounds of
the N1R
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Organization of the N1R

On the N1R, a group of related functions is collectively
referred to as a “mode.” The functions of the N1IR are
organized into ten modes as shown in the following
diagram.

Performance,
Q Edit Mode o)
EDT

11
o . Combination|
M Edit Mode o
Q |m T
PERFORM, B oF
Program
Edit Mode [+

Muiti Mode

PERFCRM
-

You can move between modes as follows.

(D When the power is turned on, you will be in Perfor-
mance Play mode.

& In Performance Play mode, pressing the [MULTIL/
PERFORM.] key will select Multi mode. Each time
you press the [MULTI/PERFORM.] key, you will
alternate between Performance Play mode and
Multi mode.

(3 In Performance Play mode, pressing the [EDIT/
ENTER] key will display the Edit menu. Use the
CURSOR[ ][ ] keys to select the desired Edit
mode (Performance Edit mode, Combination Edit
mode/Program Edit mode, Effect Edit mode), and
press the [EDTT/ENTER] key to access the selected
mode.

@ To access Combination Edit mode, select a combina-
tion sound in Performance Play mode, select the
Combi icon in the Edit menu of paragraph (3), and
press the [EDIT/ENTER] key. Similarly, you can
access Program Edit mode by selecting a program
sound in Performance Play mode, selecting the Pro-
gram icon in the Edit menu of paragraph (3), and
pressing the [EDIT/ENTER] key.
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(® To select Drumkit Edit mode, set the Oscillator
Mode to DRUMS in Program Edit mode, and press
the [EDIT/ENTER] key.

® In addition to using the procedure described in
paragraph (3), Effect Edit mode can also be accessed
by pressing the [EDIT/ENTER] key at the <Effect
Bank/Number> of Performance Edit mode, Combi-
nation Edit mode, Program Edit mode or Multi
mode.

@ In Multi mode, press the [EDIT/ENTER] key to
select Part Edit mode.

Press the [GLOBAL] key to select Global mode.

® Simultaneously press the [MULTI/PERFORM.] key
and the [GLOBAL] key to select Demo mode.
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The modes and sounds of the N1R

Performance Play mode and Multi mode are the
modes which you will use when connecting a MIDI
keyboard or computer/sequencer to play the N1R. In
these two modes, you can play Program sounds or
Combination sounds. These sounds are stored in sev-
eral banks. These sounds can be edited in Combination
Edit mode or Program Edit mode respectively, to create
the sounds you want. Program sounds can be further
classified into conventional sounds such as piano,
organ, or brass, and drum programs. The drumkits,
which are the basis of drum programs, can be edited in
Drumkit Edit mode.

Performance Edit mode lets you edit the function
assignments of realtime controllers and performance
functions such as the arpeggiator. Effect Edit mode
allows you to edit the effects which are used by pro-
gram/combination sounds and in a performance.

Part Edit mode allows you to temporarily modify the
sounds that will be used to playback song data of vari-
ous formats in Multi mode, without rewriting the
actual program/combination sounds themselves. Some
of these settings can be saved as part of a performance.
Global mode allows you to save NIR data on an exter-
nal device, or to adjust the tuning etc.

Bank names and their contents

The N1R contains the program, combinaticn and drumkit banks showrn
below. The program names etc. in each bank are listed in “Voice name
list"

Bank Remark
Cmbld Combination sounds: user bank (rewritable)
CmbA Combination sounds: bank A
CmbB Combination sounds: bank B
CmbC Cornbination sounds: bank C
Prgy Program sounds; user bank {rewritable)
PrgA Program sounds; bank A
PrgB Program sounds: bank B
PrgC Program sounds: bank C
GM-a GS sounds and basic GM scunds for XG -
r:01...r:40 GM variation sounds for GS
r:CMm CM-54 {Roland) sounds
y:01..y:101 | GM variation sounds for XG )
ySFX SFX sounds for XG
GM-b O05R/W sounds, basic GM sounds for X5 series
yDri SFX drum bank for XG
yDr2 Normal drum bank for XG
rDrm Drum bank for GS
kDrm 05R/W, X5 series drum bank
- silent sounds

Of these banks; only Prgl and CmbU are rewritable. Other banks are
in ROM {Read Only Memory), and any modified ROM sounds can only
be saved in either the PrgU or Cmbl barnks.

Basic operation

1. Performance Play mode

This mode is used mainly for playing program sounds
or combination sounds while taking advantage of per-
formance functions such as the realtime controllers,
single-charmel layer/split, portamento, and the arpeg-
giator.

As with Multi mode, backing parts can be pressed
stmultanecusly from your computer.
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How a performance is organized

A performance consists of a set of 16 parts (the first half
of the 32 parts of Multi mode), and contains Paxt
Parameter data which specifies the sound bank/num-
ber, volume and panpot etc. for each part, and Part
Common data which applies to all parts (assignments
for the four realtime controller knobs, single-channel
layer/split, the arpeggiator, and effects). '

The N1R’s internal memory contains 32 of these
performances.

Edited data Editing location
Part parameters for 16 Part edit (refer to Multi mode,
parts Part edit mode, and “Part
parameter change” in the
appendix)
Effect parameters Effect edit in Multi, Effect Edit in
{1 effect) Performance (Internally, the

same effect data is used for
Multi and for Performance)

Master volume, Master Performance edit

key shift (Performance Edit mode)
Single Ch. Layer/Split Panel switches

condition

Part number for uppet/ Performance play

lower parts {Performance Play mode}
Upper and lower leve! bal- | Control knobs

ance

Split point for when single 1 Performance edit

Ch, split is used (Performance Edit mode)
Control knob/pedal Performance edit
assignments ({Performance Edit mode)
Select key status Panel switches

All arpeggiator parame- Panel switches + Performance
ters edit {Performance Edit mode)

Portamento on/off status | Panet switches

A& Each performance that you save consists of the

above data. 32 performances can be saved in infer-

nal memory.

A& Part parameters for parts 17-32 and Modify Drum

parameters are not remebered (refer to <Part
Mode> p.75).

< %32 Performances

L
11

Part #01
Program/Combination
Part Parameter

Part #02
Program/Ce bi

Part Parameter

Part #16

Progrant/Combination
Part Parameter

3

Part Common
UpperiLower, Performance Layer/Spt, -
Arpeggiator, Realtime Controlier, etc »~

Part Parameter
8ank No., Prog No., Volume, Panpot,
et
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Basic operation in Performance Play
mode

This mode will be selected when the power is turned

on.

(@ From any mode other than Performance Play mode,
you can press the [MULTI/PERFORM.] key to enter
Performance Play mode.

Fach time you press this key, you will alternate
between Performance Play mode and Multi mode.

(& Use the CURSOR[ -][»] keys to select the desired
parameter. -

(® Use the [VALUE] knob or the [INC+][DEC-} keys to
modify the value.

@ For other operations, refer to “Quick start.”
In the case of single-channet layer/

OI=33 PE1 Cibl (T EED PO1 ol GELEDD o2
00:Alignment 42:lceClimber
LULIER Rt 1)

[m 26:ReMixBass

A& 1f you want the results of moving the four knobs in
Performance Play mode to be applied to the pro-
gram sound that you edit, enter Program Edit
mode and immediately press both the [INC+] and
[DEC-] keys (p.29).
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Basic operation

Basic operation

2. Performance Edit mode

Here, you can assign functions to the four realtime con-
troller knobs for use in Performance Play mode, and
make settings for single-channel layer/split and the
arpeggiator.

Basic operation in Performance Edit
mode

(D Press the [IMULTI/PERFORM.] key to select Perfor-
mance Play mode. Each time you press the [MULTI/
PERFORM.] key, you will alternate between Perfor-
mance Play mode and Multi mode.

® Press the [PFRM.SEL.] key to make the LED light,
and use the [VALUE] knob or the [INC+]{DEC-]
keys to select the performance that you wish to edit.

® Press the [EDIT/ENTER] key to access the <Edit
Menu> display.

@ Use the CURSOR[«(][»] keys to select Perform, and
press the [EDIT/ENTER] key.

® Use the PAGE/PART[ ][] keys to select the
desired page, and use the CURSOR[«][»] keys to
select the desired parameter.

® Use the [VALUE] knob or the [INC+][DEC-] keys to
modify the value of the parameter.

For details on the function of each parameter, refer to
the Reference section “3. Performance Edit mode.”
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Realtime controller assignments

@ As described in “Basic operation in Performance
Edit mode,” select the performance that you wish to
edit, and enter Performance Edit mode.

& Use the PAGE/PART[«][»] keys to select <KNOB-

ASSIGN>, and press the CURSOR( ] key to select
<Control knob #1 Type>.

{KENOE-RSSIGN>

OIR Q- Q3 Da

(A==l EFFECT Forto
DO C,MOD  TIME Mﬂdg

@ In this example, we will select VDFA DECAY. Use
the [VALUE] knob or the [INC+][DEC-] keys to
select this.

@ Press the CURSOR[®] key to select <Control knob
#2 Type>. Then use the [VALUE] knob or the
[INC+]{DEC-] keys to select EFFECT D.MOD.

® Use the realtime controller [SELECT] key to make
the third LED light. While playing your keyboard,
rotate [control knob #1] to modify the EG Decay
Time, and rotate [control knob #2] to modify the
effect modulation depth.
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® If you wish to save the changes you made, execute
the Write operation (p.23, p.35) to store the perfor-
mance. This will save the changes produced by the
location of the knobs as well as the position of the
[SELECT] key. With the factory settings, the fre-
quently used [BALANCE], [PANPOT],
[PORTA.TIME] and [MOD?] are assigned.
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Setting the upper/lower parts and
split point

Here's how to specify the Upper and Lower parts
which will be used when single-channel layer/split is
used. You can also specify the split point (note number)
at which the Upper part and Lower part will be
divided on the keyboard when single-channel split is
used.

(D As described in “Basic operation in Performance
Edit mode,” select the performance that you wish to
edit.

@ Press the [LAYER/SFLIT] key to select either single-
channel layer or split.

Each time you press the [LAYER/SPLIT] key, you
will eycle between Layer (LED lit) — Split (LED
blinking) — off (LED dark).

(@ Press the CURSOR[ ] key to select the UPPER
“part number,” and use the [VALUE] knob or the
[INC+][DEC-] keys to select the part number that
you wish to use as the Upper part. Next, press the
CURSOR[®] key to select “sound bank” and
“sound number:sound name” respectively, and use
the [VALUE] knob or the [INC+][DEC-] keys to
select the sound bank and sound name that you
wish to use for the Upper part.

(@ In the same way, press the CURSOR[ ] key to select
the LOWER “part number,” and select the sound
bank and sound name.

(® Press the PAGE/PART[»] key to move to Upper,
and enter Performance Edit mode as described in
“Basic operation in Performance Edit mode.”

(® Use the PAGE/PART[-«][»] keys to select <PER-
FORM COMMON 2>,

<{FERFORM-COMMON Z>
IEE=EHEI OCTAVE :+06
LOWER:®2 S.FPOINT:C 4

[T TRy

@ You will see that the part numbers you specified in
steps (3 and @ are selected. If you wish to change
the part numbers for the Upper/Lower parts, you
can also do so here. :

Next, use the CURSOR[«t][»] keys to select <Split
Point>, and specify the key (note number) at which
the Upper and Lower parts will be divided when
single-channel split is used. The note number speci-
fied here and all higher notes will play the Upper
sound. You can also set the split point by holding
down the [EDIT/ENTER] key and playing a note on

your keyboard (i.e., by transmitting a note number).

{FERFORM-COMMON =3

UPFER: @1 OCTAVE :+Q0Q
LOWER: @2 BRI EI=N

[T AT ey

@ If you wish to save the Upper/Lower part numbers
and the split point setting, execute the Write opera-
tion (p.23, p.35) to store the performance. When this
is done, the on/off status of the [LAYER/SPLIT] key
will also be remembered.

Arpeggiator seftings

(D As described in “Basic operation in Performance
Edit mode,” select the performance that you wish to
edit, and enter Performance Edit mode.

@ Use the PAGE/PART{ ][] keys to select
<ARPEGGIATOR 1> or <ARPEGGIATOR 2>, and
use the CURSOR[ «][»] keys to select the parame-
ter that you wish to edit. (refer to p.41)

-

[ < ARFEGGIOTOR 1>

TYFE: B4 BLT:

ARPG.SW : QFF

ARFEG.0CT: 8

L/K.S: LATCH SPEED: @VE

\ ./

( ¢ARPEGGIATOR 23
ZTEFPEASE :  ERoaamiey
VEL 1127 ZONE : LOWER
GATE:Q@20Y  SWING: +00

\ v

(@ Press the [ARPG] key to turn it on (lif), and use the
[VALUE] knob or the [INC+][DEC-] keys to modify
the value of the selected parameter.

@ If you wish to save your settings, execute the Write
operation (p.23, p.35) to store the performance.
When this is done, the on/off status of the [ARPG]
key will also be remembered.

Effect settings

The sound of each part in a performance is routed
through two independent digital multi-effect units

before being sent from the stereo {and 3 and 4) outputs.

(D) As described in “Basic operation in Performance
Edit mode,” select the performance that you wish to
edit, and enter Performance Edit mode.

(@ Use the PAGE/PART[ ][] keys to select <PER-
FORM-COMMON 1>.

@ Use the CURSOR[ ][ »] keys to select <Effect Bank
Select> or <Effect Number Select>, and use the
[VALUE] knob or the [INC+][DEC-] keys to select
the bank and effect number of the desired effect

program.

{PERFORM-GOMMON 13>

O THRUY Hins TER
. 898 Cho-Dly JoL BAL
UP+LO iz¢ CHT

@ X you wish to modify the parameter values of the
selected effect, press the [EDIT/ENTER] key to enter
Effect Edit mode.

For details on editing procedure in Effect Edit mode,
refer to "Effect editing.”

A& 1, after you finish editing, you wish to save the
edited effect within the performance, press the
[EXIT] key twice (without saving in Effect Edit
mode) to return to Performance Edit mode. Then
execute the Write operation.

A& 1t is also possible to specify the panning (A, B) at
which each part will be input to the effects, and the
send amount (effect send C and D). These settings
are made in Multi mode (refer to p.71).
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Setting other part parameters

If part parameters intended for a performance have
been edited outside of Performance Edit mode (refer to
the table “Editing location” p.21), you can enter Perfor-
marnce Edit mode or Part Edit mode and execute the
Write operation to save the changes in the perfor-
mance. For the procedure of saving in Part Edit mode,
refer to p.34.

Saving performance settings

The parameters of a performance (part common, and
part parameters for parts 1-16) can be saved by (D
pressing the [WRITE] key while in Performance Edit
mode or Part Edit mode, @ using the [VALUE] knob or
the [INC+][DEC-] keys to select the save destination
number, and @ pressing the [WRITE] key.

To save the effects of a performance, (I enter Effect Edit
mode and make the desired edits. @ Press the [EXIT]
key to return to the <Edit Menu> without saving. @ Go
to Performance Edit mode and press the [WRITE] key.
@ Use the [VALUE] knob or the [INC+][DEC-] keys to
select the save destination number. (8 Press the
[WRITE] key to save the data. You can also save these
settings in Part Edit mode.

A& Be aware that when you execute the Write opera-
tion, the data will overwrite the previous confents
of the saving location, and the original data will be
lost. Also, if you press the [EXIT] key or press a key
to leave this mode without executing the Write
operation, your edits will be lost.
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Basic operation

3. Combination Edit mode

Here, you can edit combination sounds that can be
played in Performance Play mode or in Multi mode.

00000000000 ERESIRIRBROIOBORTOLTS

How a combination sound is orga-
nized

Combination sounds consist of up to eight timbres
{"slots” to accommodate one program sound each; see
diagram below), and can be used as though they were 2
single program sound. Since up to eight program
sounds can be played at once, you can create extremely
powerful sounds, which is a real advantage when play-
ing a live concert. For each program sound used by 2
timbre, you can independently specify the volume, pan
(stereo location), effect send level, keyboard range and
velocity range, and how it will be controlled by MIDI
messages. However for effect settings, only the two
effects specified by the combination will be valid.

Timbre1
Program )
Timbre2
; =
Timbre8
{ Program -

e
An exampe of assigning
gach program ie sound in

Mﬂlﬂmm}wa awn area of the == Az i which
keytoard program wil sound

In Combination Edit mode you can specify how these
program sounds will be arranged, and make various
other settings.

402 combination sounds are available, and they are
stored in the following five banks.

Cmbl, CmbA, CmbB, CmbC, yDri

The CmbU bank can accommodate one hundred com-
bination sounds that you create by editing combination
in the N1R.

A& When you finish editing, execute the Write opera-
tion (refer to p.35) if you wish to save your edits.

“Editing a combination sound” refers to the process of
selecting a program for each of the eight timbres of the
combination sound, modifying the sounds, and speci-
fying the range of the keyboard in which each program
will sound, ete.

24
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Basic operation in Combination Edit
mode

(D) Press the [MULTI/PERFORM.] key to enter Perfor-
mance Play mode. Each time you press the [MULTI/
PERFORM.] key, you will alternate between Perfor-
mance Play mode and Multi mode.

) (For the Upper part) select the combination sound
that you wish to edit.

( Press the [EDIT/ENTER] key to access the <Edit
Menu>.

@ Use the CURSOR[-«][»] keys to select Combi, and
press the [EDIT/ENTER] key.

* In Performance Play mode if a program sound is
selected (for the Upper part), the LCD will indicate
Program instead of Combi.

(® Use the PAGE/PART[ «][#] keys fo select the tim-
bre that you wish to edit, and use the CUR-
SOR] «][»] keys to select a parameter.

® Use the [VALUE] knob or the [INC+][DEC-] keys to
modify the parameter value.
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Selecting the program sound used
by a timbre and adjusting its volume
efc.

(D As described in “Basic operation in Combination
Edit mode,” select the combination sound that you
wish to edit, and enter Combination Edit mode.

@ Use the PAGE /PART/ «][» ] keys to select the tim-
bre that you wish to edit. Use the CURSOR[-«][»]
keys to select <Timbre Bank Select> and <Timbre
Program Number Select>, and use the [VALUE]
knob or the [INC+I[DEC~] keys to select the desired
program sound.

:APA Alignment
P8 Exransions

olume = 188 »
o1

@ Next we will adjust the volume of the timbre which
you selected in step @. Use the PAGE/PART[ «(][»]
keys to select the timbre whose volume you wish to
adjust, press the CURSOR([»] key to select <Timbre
Volume>, and use the [VALUE] knob or the
[INC=+][DEC-] keys to adjust the volume to the
desired level. Panpot and transpose settings can also
be adjusted in the same way.

@ If the timbre for which you are making settings does
not sound, press the CURSOR[®] key to select
<Receive Note On>, and use the [VALUE] knob or
the [INC+][DEC-] keys to turn it ON. Timbres that
you do not wish to sound may be turned:OFF.

Cwmbil: 880 Al ignment
Prgl: 888 Exransi
4Rx. Noteln = ﬁ [

o1

Basic operation

1f the timbre still does not sound, check the <Note
Window Bottom>-<Velocity Window Top> set-
tings. Also, if you have selected a program sound for
which the Program Edit mode <Oscillator Panpot>
parameter is turned OFF, no sound will be output if
the C/D send levels are at zero.

A& Uniike the previous 05R/W and X5DR models, a
combination can have ondy one MIDI channel.

Specifying where a timbre will play
(layer, split, velocity switch)

In a combination sound, the program assigned to each
timbre can be triggered in three ways: layer, split, or
velocity switch. '

*  While the single-channel layer/split function speci-
fied by the [LAYER/SPLIT] key is designed to allow
you to instantly switch the Upper and Lower sounds
for convenient playing, the layer, split, and velocity
switch settings described here allow you to assign
up to eight program sounds in their own areas of the
keyboard and to make additional detailed settings.

Layered

Two or more timbre programs will sound when you
play the keyboard.

Tirnbre 02
Timbre 01

Split
Different timbre programs will sound depending on
the keyboard area that you play.

Tirnbre 02 C4

B3 Fimbre 01
\ R

Velocity Switch
Different timbre programs will sound depending on
the velocity (the force of your playing).

Vi:;%?l’?’ Tirmbre 07
Soft Tirmbre 02

(D As described in “Basic operation in Combination
Edit mode,” select the combination sound that you
wish to edit, and enter Combination Edit mode.

: 988 Qlignment
1880 Expransions

olume = 188 | 2
a1

@ In step @) of “Selecting the program sound used by a
timbre and adjusting its volume etc.,” turn <Receive
Note On> ON for two or more timbres.

(3) Press the CURSOR[ ] several times to select <Note
Window Bottom:. Use the [VALUE] knob or the
[INC+]J[DEC-] keys to specify the lowest note that
this timbre will sound. You can also make this set-
ting by holding down the [EDIT/ENTER] key and
pressing a note on your keyboard (i.e., transmitting
a note number).

4Hote Bim = IR [ 4
LA R |

)]

(@ Once again press the CURSOR[] key to select
<Note Window Top>. Here you will specify the
highest note that this timbre will sound (refer to step

@)-

To create a layer-type combination sound, set the
<Note Window Bottom:> to C-1 and the <Note Win-
dow Top> to G9 for both of the (for example) two
timbres for which you set <Receive Note On> to ON
in step @ @ of the previous procedure. With these
settings, the areas in which the two timbres sound
will overlap.

To create a split-type combination sound, set a
<Note Window Bottom> setting of C4 and a <Note
Window Top> setting of G9 for one of the (for exam-
ple) two timbres for which you set <Receive Note
On> to ON in step & @ of the previous procedure.
For the other timbre, set <Note Window Bottom> to
C-1 and <Note Window Top> to B3 etc. With these
settings, the areas in which the two timbres sound
will be separate.

(& In addition, if you wish to create a velocity-switch
type combination sound, use the CURSOR[-][»]
keys to select <Velocity Window Bottom> and
<Velocity Window Top>, and specify the minimum
and maximum velocity values for which the timbre
will sound.

For example, suppose that you set one timbre to a
<Velocity Window Bottom:> of 80 and a <Velocity
Window Top> of 127, and the other timbre to a
<Velocity Window Bottom> of 01 and a <Velocity
Window Top>> of 79. With these settings, the timbre
sounds will depend on how strongly the note was
played. Softly played notes will be sounded by one
timbre, and strongly played notes will be sounded
by the other timbre. Adjust the values (80, 79) as

appropriate for your playing style.

Effect settings

Combination sounds are routed through two indepen-
dent digital multi-effect units, and are sent from the
stereo (or 3 and 4) outputs. You can specify the panning
(A, B) at which the sound will be input to the effects,
and the send amount {effect send C and D).

(D As described in “Basic operation in Combination
Edit mode,” select the combination sound that you
wish to edit, and enter Combination Edit mode.
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Basic operation

(& Use the PAGE/PART[ ][ »] keys to select the tim-
bre that you wish to edit, and use the CUR-
SOR[ ][] keys to select <Timbre Panpot>,
<Timbre C Send Level>, or <Timbre D Send Level>,
and use the [VALUE] knob or the [INC+][DEC~]
keys to specify the position A and B for input to the
effects, and the send amounts C and D to the
effects. (Refer to <Effect Placement> p.59.)

@ Use the CURSOR[ «][»] keys to select <Effect Bank
Select> and <Effect Number Select>, and use the
[VALUE] knob or the [INC+][DEC-] keys to select
the bank and effect number of the desired effect
program.

@ If you wish to modify the parameter values of the
selected effect, press the [EDIT/ENTER] key to enter
Effect Edit mode.

For details on the editing procedure in Effect Edit
mode, refer to “Effect editing.”

Other combination sound parame-
ters

In addition to the parameters described above, Combi-
nation Edit mode allows you to set MIDI message
reception filters <Receive Control Change>, <Receive
Pitch Bend>, <Receive Aftertouch>, <Receive
Damper>, <Receive Portamento>, and the parameters
<Timbre Transpose>, <Timbre Fine Tune>, and <Com-
bination Rename>. For details on each of these parame-
ters, refer to p.43 “Combination Edit mode.”

Saving combination sound settings

(D In Combination Edit mode, press the [WRITE] key.
@ Use the [VALUE] knob or the [INC+][DEC-] keys to
select the save destination number. @ Press the
[WRITE] key to save the data.

Similarly, to save effect settings, (D press the [WRITE]
key in Effect Edit mode. @ Use the [VALUE] knob or
the [INC+][DEC-] keys to select the save destination
number. At this time be sure fo select effect bank U for
combination sounds. & Press the [WRITE] key to exe-
cute.

A& Be aware that when you execute the Write opera-
tion, the data in the writing destination will be
overwritten and lost. If you press the [EXIT] key or
exit this mode by pressing another mode key, your
edits will be lost.

A& Be aware that if you edit a program sound which is
assigned to a combination, the sound of the combi-
nation will also change.
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4. Program Edit mode

Here, you can edit the program sounds for playing in
Performance Play mode or Multi mode.
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How program sounds are structured

Program sounds are the most basic type of sounds.
There are 1269 program sounds. These 1269 program
sounds can be broadly divided into two types: those
which use normal multisamples (such as piano or
brass) for the oscillator, and those which use a drumkit
(DRUMS) for the oscillator. A drumkit is a collection of
drumsamples such as bass drum, snare, or hi-hat
which are assigned to each note of the keyboard. Pro-
grams which use normal multisamples can be either
SINGLE (using only one multisample) or DOUBLE
(using two multisamples).

Program sounds are organized into the following
banks.

GM-a, r01-r40, r:CM, y01-y101, ySFX, GM-b, Prgl),
PrgA, PrgB, PrgC, yDr2, rDrm, kDrm

The Prgt bank can accommodate one hundred pro-
gram sounds that you create by editing the programs in
the N1R.

Programs of the N1K are organized in the following way:
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OSC [Oscillator)

In this section you can select the waveform which will
determine the basic character of the sound. Select a
multisample as the basic waveform, and set various
parameters for the oscillator.

Pitch LFO

This applies cyclic modulation to the pitch, creating a
vibrato effect.

Pitch EG
This specifies how the pitch will change ovér time.

VDF (Variable Digital Filter) ‘

This section lets you use a low pass filter to modify the
waveform by attenuating or boosting the high-fre-
quency portion of the sound. This will change the tonal
character (brightness) of the sound.

VDF LFO

This appliés cyclic modulation to the tone, creabng a
wah effect.

Basic operation

VDF EG

This specifies how the tone will change over time.

VDA (Variable Digital Amplifier)

This applies time-varying change to the volume which
is output from the VDF section. “Volume change” in
this case refers to the way in which the volume of an
individual note changes from the time that a key is
struck until that key is released and the note decays to
silence.

VDA LFO

This applies cyclic modulation to the volume, creating
a tremolo effect.

VDA EG

This specifies how the volume will change over time.

Control

This section contains parameters related to the various
modulation effects and settings such as portamento.

Fx (Effect)

In this section you can select the effects used by a pro-
gram, and set the effect send amounts etc. Two com-
pletely independent stereo multi-effect units are
provided.

Rename
The Rename section lets you assign a new name to the
program or to modify the existing name.

“Program sound editing” refers to the process of set-
ting parameter values to modify program sounds in
order to edit existing program sounds or to create com-
pletely new sounds.
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Basic operation in Program Edit

mode

@ Press the [MULTI/PERFORM.] key to enter Perfor-
mance Play mode. Each time you press the [MULTI/
PERFORM.] key, you will alternate between Perfor-
mance Play mode and Multi mode.

(@ For the Upper part, select the program sound that
you wish to edit.

(3 Press the [EDIT/ENTER] key to access the <Edit
Menu>.

@ Use the CURSOR[ ][] keys or the [INC+}[DEC-]
keys to select Program, and press the [EDIT/
ENTER] key.

* If in Performance Play mode you select a combina-

tion sound for the Upper part, the LCD will indicate
Combi instead of Program.

& Use the PAGE/PART[ ][] keys or the CUR-
SOR[ ][] keys to select the desired section, and
press the [EDIT/ENTER] key to enter the selected
section.

® Use the CURSOR[ ][] keys to select the parame-
ter that you wish to edit, and use the [VALUE] knob

or the [INC+][DEC-] keys to modify the parameter
value.

1f the OSC Mode is DOUBLE, you can move
between the two oscillators by pressing the [EDIT/
ENTER] key in a parameter page where this applies.
If the OSC Mode is SINGLE, it will not be possible
to edit the OSC2 parameters. If the O5C Mode is
DRUMS, pressing the [EDIT/ENTER] key will
allow you to edit the drumkit.

You can also use the PAGE/PART[«t][»] keys to
move through the pages.
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Oscillator settings (OSC section)

One way to edit program sounds is to modify an exist-
ing program sound that is similar to the desired result.
Alternatively, if you wish to create a program sound
from scratch, you will normally select a multisample
first in this section, and then proceed fo edit the param-
eters of other sections.

(D As described in “Basic operation of Program Edit
mode,” select the program sound that you wish to
edit, and enter Program Edit mode.

® In <Program Edit>, press PAGE/PART[ ] or CUR-
SOR[ ] to select the OSC section, and press the
[EDIT/ENTER] key.

@ Press the CURSOR] ] key to select <Oscillator
Mode>, and use the [VALUE] knob or the
[INC+][DEC-] keys to set the oscillator mode.

If you set the <Oscillator Mode> to SINGLE, you
can use one oscillator to create the program sound.
With a setting of DOUBLE, you can use two oscilla-
tors to create the program sound. With a setting of
DRUMS, you can use a drumkit oscillator to cxeate
the program sound.

If the <Oscillator Mode> 15 set to DOUBLE, you can
move between the oscillator 1 and 2 editing pages
by pressing the [EDIT/ENTER] key.

(DOUBLE)
£0SC £23> ]
{0SCE13 > 05 K
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Initially, it will probably be best for you to set
<Qscillator Mode> to SINGLE when you edit, so
that the results will be more obvious. If you want to
create an especially thick or complex sound, you can
select DOUBLE, and add settings for oscillator 2.

@ Press CURSOR[®] to move to the <Multisample
Select> page. Here you can use the [VALUE] knob or
the [INC+][DEC-] keys to select a multisample.
Play your keyboard to hear the selected multisam-
ple.

If you set the VDF <Cutoff Freguency>> parameter to
127 (maximum) and use an organ-like envelope with
no change, you will be able to hear the original
sound of the actual multisample.
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Basic operation

@ Use the CURSOR| «]J[»] keys to move to the
«Qctave Select> page. Use the [VALUE] knob or the
[INC+][DEC-] keys to adjust the pitch of the oscilla-
tor in one-octave steps.

® Use the CURSOR[ ] ] keys to move the cursor to
<Oscillator Level>. Use the [VALUE] knob or the
[INC+][DEC-} keys to set the volume of the oscilla-
tor.

(@) Use the CURSOR[ ][#] keys to select other param-
eters of the OSC section, and edit them in the same
way. ‘

Use the PAGE/PART[«][»] keys to select the
PITCH LFO page. Use the CURSOR[ ][ »] keys to
select <Pitch LFQ Waveform>. Here, you can cycli-
cally modulate the pitch of the oscillator to create
vibrato. Use the [VALUE] knob or the [INC+]
[DEC-] keys to select the waveform of the pitch
LFO.

If the pitch change produced by the Pitch LFO is not
audible, try setting <Pitch LFO Intensity> to approx-
imately +80.

You can also control the vibrato depth or speed by
receiving aftertouch or conitrol change #1 messages
(refer to p.48).

Filter settings {VDF section)

The filter adjusts the tone (brightness, etc.) by cutting
or boosting a specified portion of the oscillators fre-
quency <ontent. The sound can change dramatically
depending on the these filter settings. The filters of the
NIR are low pass filters (LPF). Use them to modify the
tone. An LPF is a filter which allows the portion below
the cutoff frequency to pass, and cuts the higher por-
tion. As the higher overtones are attenuated, a bright
sound will become darker (more muted).

Jnthe case of a Low Pass Fier
Fitg charocteristcs
Levat Lovel This portion is
faneﬂumd
oD CONained in the ahar
II the fiee
Frequency (pitch) Frequonty (pitsh}

(D) As described in “Basic operation in Program Edit
mode,” select the program sound that you wish to
edit, and enter Program Edit mode.

@ In <Program Edit>, use the PAGE /PART[«][»]
keys or the CURSOR[ ][] keys to select the VDF
section, and press the [EDIT/ENTER] key.

(@ Use the CURSOR[ - }[»] keys to select <Cutoff Fre-
quency>, and use the [VALUE] knob or the
[INC+][DEC-] keys to modify the value. Notice that
the tonal quality becomes brighter or darker.

{VDFE11] COL/TRE>

—\ CutoffFre« b

1.8
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(@ Press the PAGE[» ] key twice to move to the VDF
EG page.

<UDEELD EG>
AttackTime b

1712

(® Use the CURSOR[ ][ »] keys to select parameters
such as <VDF EG Attack Time> (Attack Time),
<VDF EG Attack Level> (AttackLvl), and <VDF EG
Decay Time> (Decay Time), and use the [VALUE]
knob or the [INC+][DEC-] keys to modify their val-
ues. Notice how the tonal quality changes over
time.

The value of the area indicated in the EG graphic in
the LCD screen will change. If you cannot hear the
result of the changes you make, try raising the <VDF
EG Intensity> value to approximately +80.

Amp settings (VDA section)

The amp section creates change in the volume over
time. We are referring here to the volume change which
takes place within each note, such as “sounds which
rise to their full volume immediately when a key is
pressed,” or “sounds which decay slowly.” For exam-
ple when you play a note on a piano, the sound will
begin at the maximum volume, and will then decay
slowly. On the other hand, a note played on an organ
will maintain the same volume until the key is released,
and a note played on a violin can be varied in volume
throughout the duration of the note. It is the role of the
VDA section to create this type of volume change.

Organ
The voluma is constant
until the nalé is rokeasod.

Time

(@ As described in “Basic operation in Program Edit
mode,” select the program sound that you wish to
edit, and enter Program Edit mode.

& In <Program Edit>, use the PAGE/PART[-«][»]
keys or the CURSOR[][»] keys to select VDA EG,
and press the [EDIT/ENTER] key.

@ Use the CURSOR[t][»] keys to select parameters
such as <VDA EG Attack Time> (Attack Time),
<VDAEG Attack Level> (Attack Lv1), and <VDA
EG Decay Time> (Decay Time), and use the
[VALUE] knob or the [[INC+][DEC-] keys to modify
their values. Notice how the volume changes.over
time. The value of the area indicated in the EG
graphic in the LCD screen will change.

(@ Press the PAGE /PART{ ] key twice to enter the
VDA section.,

+VDALC1] HEDTRK >
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Basic operation

(& Hete, you can make settings for VDA keyboard
tracking. VDA keyboard tracking is a function
which varies the volume according to the keyboard
location (note number). This is used to even out the
volurne balance of a sound that is played over a
wide range of pitches.

The <VDA Keyboard Tracking Mode> and <VDA
Keyboard Tracking Key> parameters specify the
keyboard area to which this function will apply, and
<VDA Keyboard Tracking Intensity> specifies the
amount of VDA volume change that will occur in
the specified area of the keyboard. Use the CUR-
SOR[«][»] keys to select parameters, and use the
[VALUE] knob or the [[NC+]}[DEC-] keys to modify
the value as you listen to the result.

Sirmilarly, the VDF section also has a VDF keyboard
tracking function, and this is used to adjust the tonal
character according to the keyboard location (note
number).

When you are using double mode to layer two
sounds, you can set the keyboard tracking parame-
texr <VDA Keyboard Tracking Key> to the same set-
ting for both oscillators, and imvert the polarity (“+”
and “-") of the <VDA Keyboard Tracking Intensity>
of the two oscillators. This will create a positional
crossfade effect (i.e., where the balance of the two
sounds will change according to the keyboard loca-
tion).

Effect seftings

The sound of a program is sent through two completely
independent digital multi-effect units before being sent
to the stereo (or 3 and 4) outputs. You can specify the
stereo position of the sound that will be input to the
effects (A and B), and the send amount {effect send C
and D).

@ As described in “Basic operation in Program Edit
mode,” select the program sound that you wish to
edit, and enter Program Edit mode.

& In <Program Edit>, use the PAGE/PART{][»]
keys or the CURSOR[ ][] keys to select Fx
(Effect), and press the [EDIT/ENTER] key.

@ Use the CURSOR[ ][] keys to select <Oscillator
Panpot> and <C Send Level /D Send Level>, and
use the [VALUE] knob or the [INC+][DEC-] keys to
specify the panning of the input to the effects A and
B, and the send amount to the effects C and D.
(Refer to <Effect Placement> p.59)

@ Use the CURSOR[«][» ]} keys to select <Effect Bank
Select> and <Effect Number Select>, and use the
{VALUE] knob or the [INC+][DEC-] keys to select
the bank and effect number of the desired effect
program,

® If you wish to modify parameter values for the
selected effect, press the [EDIT/ENTER] key to enter
Effect Edit mode.

For the procedure of editing in Effect Edit mode,
refer to “Effect editing.”
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Modulation settings (Control section)

Here, you can adjust the depth with which incoming
MIDI messages will control modulation, specify how
notes will be sounded (monophoenically /polyphoni-
cally), and make settings for portamento etc.

(D As described in “Basic operation in Program Edit
mode,” select the program sound that you wish to
edit, and enter Program Edit mode.

(@ In <Program Edit>, use the PAGE/PART[-«][»]
keys or the CURSOR[«]i»] keys to select the Con-
trol section, and press the [EDIT/ENTER] key.

(@ Use the CURSOR{ ][] keys to select the parame-
ter that you wish to edit, and use the [VALUE] knob
or the [INC+][DEC-] keys to modify the value. For
example if you select <Aftertouch VDF> and modify
the value, you will notice that the tonal character
becomes brighter or darker when you transmit after-
touch messages to the N1R by pressing down on the
notes of your connected MIDI keyboard. Othex
means of contrel include pitch bend change mes-
sages and confrol change #1 messages.
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Applying realtime controller edits to
the sound

If you have used the four knobs in Performance Play
mode to modify the sound, and wish to apply these
changes to the program sound that you will edit, simul-
taneously press the [[INC+] and [DEC-] keys at the
<Program Edit> display (i.e., immediately after enter-
ing Program Edit mode).

Part01 ' Part01

— sound=PrgA:003 sound=PrgA:003
AttackTime=+30 ) AttackTime=0
VODF Cutoff=+10 VDF Cutoft=0

-+ Prga:003 AltoBreath PrgA:003 AltoBreath
VDA Attack=34 @ VDA Attack=64
VDF Cutoff=10 INC+ VDF Cutoff=20

: oEC- :
Editing buffer O Editing butfer

When you enter Program Editmode  Reflected in the editing buffer
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Saving program sound seffings

(D In Program Edit mode, press the [WRITE] key. &
Use the [VALUE] knob or the [INC+][DEC-] keys to
select the save destination number. @) Press the
[WRITE] key to execute.

To save effect settings, (D press the [WRITE] key in Effect
Edit mode. @) Use the [VALUE] knob or the
[INC+][DEC-] keys to select the save destination num-
ber. At this time, male sure to save to effect bank u for
program sounds. (@ Press the [WRITE] key to execute.

A& Be aware that when you execute the Write opera-
tion, the original data in the writing destination
will be overwritten and lost. If you press the [EXIT]
key or exit this mode by pressing another mode
key, your edits will be lost.
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Basic operation

5. Effect Edit mode

Effects can be used to modify the sound in various
ways or to simulate an acoustic sound field. On the
N1R, you can make effect settings for program sounds,
for combination sounds, or for performances. Effect
editing in Performance Play mode and Multi mode is
the same.

Effect structure

The N1R contains two digital effect processors. For
each effect processor {EFFECT 1 and 2) you can select
one of 48 types of effects such as reverb, delay, flanger,
distortion, and exciter.

In Effect Edit mode you can change the effect type or
modify the specific settings within the effect.

The 48 effect types are numbered individually. Types 1~
37 and 48 are single effects, types 38-39 are serial-con-
nected effects, and 40-47 are parallel-connected
effects. By using parallel-connected effects, you can
simultaneously use up to four types of independent
effect.

Single:1-37, 48 Serial; 38 & 39 Parallel: 40-47
— Effectta —

fetect1 = Eftect 1a |-{ Effect 16 [ — I Efiect1b —

{effect2 = I Etfect2a | Etfect2b [— —{ Etfect 2a |—
—{ Effect 2b —

The two effects can be connected in one of six different
ways (effect placement): SERIAL, PARA.1 (parallel 1),
PARA.2 (parallel 2}, PARA 3 (parallel 3}, SERLS
(serial sub), and PARA.S (paraliel sub) (refer to p.59).

The N1R provides 728 preset effect programs and 200
user effect programs. There are also 32 effect programs
which can be specified for each performance, and these
are organized in the following ten banks.

PUA,B,Cuab,cG

Effect bank
name

Contents

The effect written in the performance (Effect
number cannot be selected)

User effect for bank “CmbU”

Preset effect for bank “CmbA”

Preset effect for bank “CmbB”

Preset effect for bank “CrabC"

User effect for bank “PrgU”

Preset effect for bank “PrgA”

Preset effect for bank “PrgB”

o|lo|e|c|OjR]P|C] T

Preset effect for bank “PrgC”

Effect for GM or GM variation sounds

9]

An effect program can be created by using both effects
1 and 2 and editing various parameters, and 100 such
programs can be stored in bank U for combination
sounds, 100 more programs in bank u for program
sounds, and 32 more programs for performances.
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If an initialization message such as GM System On is
received in Multi mode, the effect section will automat-
ically default to the following settings.

Effect 1: 01 Hall
Effect 2: 19Chorus 1
Placement: PARA.3

About effect operation

The effect settings which were made most recently will
take priority and override the earlier settings, in the
Following order: effect settings for a program sound,
effect setting for a combination sound, effect settings
for Performance Play mode or Multi mode. In the case
of a combination sound, the effect settings of the pro-
gram assigned to each timbre will be ignored, and the
effect settings of the combination itself will be used.
Immediately after a performance is selected, the effect
settings of the performance itself will be applied.

In Performance Play/Edit modes, changing the pro-
gram/combination sound that is selected for the Upper
part will cause the effects to change accordingly. The
effects that will be applied will be the effect number
that was specified /saved in Program Edit mode or
Combination Edit mode. In Multi mode, changing the
program/combination sound of each part will not
cause the effects to change accordingly. In either case,
selecting a performance will switch to the effects that
were saved in Program Edit mode.
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Basic operation in Effect Edit mode

(@ To enter Effect Edit mode, press the [EDIT/ENTER]
key from one of the following states.

* When the Effect Edit mode icon is selected in the
<Edit Menu> (i.e., when the cursor is on the icon).

o Jn Multi mode when the bank or effect number of
the currently used effect is selected (i.e., when the
cursor is located there).

+ In Program Edit mode, Combination Edit mode or
Performance Edit mode, when the bank or number
of the effect used by that sound is selected (i.e.,
when the cursor is located there).

{ERDIT EFFECT>

(ciFla—-Rev ) FARA. 1
Fx1:26 Flanger 2 SW: 0N
Fx2:84 Room Sll: ON

(@) Use the PAGE/PART][ ][] keys to change pages,
and use the CURSOR[«][»] keys to select parame-
ters. :

( Use the [VALUE] knob or the [INC+][DEC-] keys to
modify the parameter value.

@ For details on saving your settings, refer to “Saving
effect settings.” To exit Effect Edit mode, press the
[EXIT] key. _ y

Basic operation
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Effect editing

(D As described in “Basic operation in Effect Edit
mode,” select the effect (program/combination
sound, performance) that you wish to edit, and enter
Effect Edit xnode.

(@ Press PAGE /PART] ] to select <Effect Placement>,
and use the [VALUE] knob or the [INC+}[DEC-]
keys to set it to SERIAL.

With this placement setting, the sounds that are
input to A and B will be processed by effect 1 and
effect 2, and will be output from L/MONO and R.
The sounds that are input to C and D will be mixed
with the output of effect 1, then processed by effect 2
and output. A and B are the output from the panpot,
and C and D are the output from send C and send D.

LAOND

For other placements, refer to p.59 “Effect Edit
mode.”

(@ Use the CURSOR[ ][ »] keys to select <Effect 1
Type> and <Effect 1 Switch>. Use the [INC+]{DEC-]
keys or the [VALUE] knob to select an effect type for
effect 1, and to switch the effect on/off. In the same
way, make settings for <Effect 2 Type> and <Effect2
Switch>.

(@ Use the PAGE /PART[ ][] keys to change pages,
use the CURSOR][ «][»] keys to select effect param-
eters, dynamic modulation, or output level etc., and
use the [INC+][DEC-] keys or the [VALUE] dial to
modify the values.

For explanations of the Effect Edit mode parameters,
refer to p.59-p.70.

Saving effect settings

If you wish to save effects for a program sound or com-
bination sound: In Effect Edit mode, press the [WRITE]
key, and then use the [VALUE]} knob or the
[INC+JDEC-} keys to select the save destination num-
ber. At this time, be sure to save the effect settings in
effect bank u for program sounds, or in effect bank U
for combination sounds. Then, finally press the
[WRITE] key to execute.

However, if you wish to save effect settings for a per-
formance, press the [EXIT] key twice to exit Effect Edit
mode after you finish editing the effect, and execute the
Write operation in Program Edit mode.

A& Be aware that when you execute the Write opera-
tion, the original data in the writing destination
will be overwritten and lost. If you press the [EXIT]
key or exit this mode by pressing another mode
key, your edits will be lost.

6. Drumkit Edit mode

In Drumkit Edit mode you can modify or create the
drumkits which are the foundation of a drum program.

L EX RN ER NN ENRENNENNEJNXENZSEHSHN}E:RJNRE:RHE]

Drumkit structure

A drumkit is an oscillator which consists of an arrange-
ment of percussion instrument sounds or drumsam-
ples assigned to each key (referred to as an
“instrument”), with settings for pitch, level, panpot,
effect send level, and attack time etc.

In Program Edlit mode, set <Oscillator Mode> to
DRUMS, and set <Drumkit Select> to select either a
preset drumkit or a user drumkit. This allows you to
play a drumkit as a program sound. You can make set-
tings for VDE VDA, and effects in the same way as
when editing a multisample.

The N1R provides 37 preset drumkits and two user
drumkits.

In Drumkit Edit mode you can assign a different
instrument to each note to create your own drumkit,

and save it as a user drumkit.
=
== mEY RV £
O5C VDF VDA =
Dt »]
Side stick When OSC Modo is DRUMS '!6
Hang clag o,
hihat
Peg bt [+]
[ [ [ [ ot -2
[}
&
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Basic operation in Drumkit Edit

mode

(D As described in “Basic operation in Program Edit
mode,” select the (drum) program that you wish to
edit, and then enter Program Edit mode.

@ In <Program Edit>, press the PAGE/PART[ ] key
or the CURSOR| 4] key to select the OSC section,
and press the [EDIT/ENTER] key.

@ Press the CURSOR[ -] key to select <Oscillator
Mode>, and use the [VALUE] knob or the
[INC+][DEC-] keys to select DRUMS. If you wish to
start your editing with a specific drumkit, press the
CURSOR[ ] key and select the desired drumkit in
<Drumbkit Select:.

(@) Press the [EDIT/ENTER] key to enter Drumkit Edit
mode.

(& Use the CURSOR[ ][ » ] keys to select the parame-
ters of each instrument, and use the {[VALUE] knob
or the [INC+][DEC-] keys to modify the values.

(® To move to another instrument, use the PAGE/
PART] «][»] keys.

By holding down the [EDIT/ENTER] key and press-
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Basic operation

ing a note on your keyboard, you can select the
instrument which is assigned to that note.

@ Use the CURSOR[-«t][»] keys to select the parame-
ter that you wish to edit, and use the [VALUE] knob
or the [INC+][DEC-] keys to modify the value.

In Drumkit Edit mode, the LCD screen will show a
diagram of the keyboard. The small downward
pointing triangle above this keyboard corresponds
to the note name displayed in the line immediately
above, and indicates the note which you aze cur-
rently editing.

{ORUMKIT EDITY
Instrument = B
[C 2 ‘Proceski
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Arranging drumsamples

(@ As described in “Basic operation in Drumkit Edit
mode,” select the (drum) program that you wish to
edit, and then enter Program Edit mode.

@ Hold down the [EDIT/ENTER] key, and play the
note (i.e., fransmit the note number) which corre-
sponds to the instrument that you wish to edit.

® Press the CURSOR[ ] key to select <Drumsample
Select>, and vse the [VALUE] knob or the
[INC+][DEC-] keys to select the drumsample that
will be assigned to this note. Play the keyboard and
notice that the drumsample assigned to that note
has now changed.

@ Next, press the CURSOR[»] key to select parame-
ters that determine the volume level, pitch, panpot,
how the note will be sounded, and how the tonal
character will change, and use the [VALUE] knob or
the [INC+]fDEC-] keys to modify the parameter val-
ues, :

For details on instrument parameters, refer to
“Drumkit Edit mode” (p.57) in the Reference sec-
tion.

Saving a drumkit

(© In Drumkit Edit mode, press the [WRITE] key, @
use the [VALUE] knob or the [INC+][DEC-] keys to
specify the save destination number, and () press the
[WRITE] key to execute.

A& Be aware that when you execute the Write opera-
tion, the original data in the writing destination
will be overwritten and lost. If you press the [EXIT]
key or exit this mede by pressing another mode

- key, your edits will be lost.
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7. Multi mode

Unlike Performance Play mode, which is intended
mainly for taking advantage of the performance func-
tions, Multi mode should be used when you require
the N1R to work as a multi-timbral MIDI tone genera-
tor for receiving multiple tracks of MIDI data from a
sequencer, etc.
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The structure of Multi mode

As in Performance Play mode, you can assign any one
of 1269 program sounds {including programs which
use a drumkit) or 402 combination sounds to each of up
to 32 parts, and play them.

For each part, you can specify the sound, and various
parameters such as volume and panpot.

Parformance
Part #01

Prog

s

Part #16

Effect :’R
Part #17 a

o

g

Part #18

AL The settings of Multi mode parts 1-16 can be saved
as a performance. However if an initialization
message such as GM System On, GS Reset, or XG
System On is received, these settings will be
cleared to their default (initial) values.

When a MIDI system exclusive message such as GM.
System On, XG System On, or GS Reset is received, or
when the Global mode <Initialize> GM Mode On, N-
Reset(R) or N-Reset(Y} is executed, the N1R will be set
to the following settings. These are the settings when.
the Global mode <Bank Map Type> is set to Default.

With the Default setting

Rx.MIDI Ch. Parts 01-~16=A01-A186,
Parts 17-32=B01-B16

Program GM-a:001 Piano 1 {except for parts 10 and 26)

Drm:001 STANDARD (Parts 10, 26) - -
Effect A:001 Rev/Cho
Volume 100
Expression 127
Panpot CNT
Key Shift +00
Rev.Send 40
Cho.Send 4] I

Part Mode NORM (except for parts 10 and 26}
MDrm1 (Parts 10)
MBDrm3 (Parts 26)
MONO/POLY POLY
FineTune +00
Nete Window C-1-G9
Velocity Window 001—127
ModwWheel Piodint 10
PitchBend Range +02
Portamento Switch CFF
Portamento Time o

If the Global mode <Bank Map Type:> it set to 0SR/W,
the Program only will be set as follows, and the other

settings will be the same as in the table above.

Prgram GM-b:001 Piano (except for parts 10 and 28)
kDrm:001 Ghdkit (Parts 10, 26)

Basic operation in Multi mode

(D) Press the [MULTI/PERFORM.] key to enter Multi
mode.

Each time the [MULTI/PERFORM.] key is pressed,
you will alternate between Performance Play mode
and Multi mode.

The settings of the currently selected performance
will be valid for parts 1-16. For details on the appli-
cable parameters, refer to p.21.

@ Use the PAGE/PART[ «][»] keys to select the
desired part.

@ Use the CURSOR[«][»] keys to select the sound
number or sound bank, and use the [VALUE] knob
or the [INC+][DEC-] keys to select the sound. The
bank can also be switched by pressing the BANK
[COMBI] or [PROG] keys.

@ Finally, use the CURSOR[«][»] keys to select
parameters such as the receive MIDI channel, key
shift {transposition), volume, panpot, or effect, and
use the [VALUE] knob or the [INC+J{DEC-] keys to
modify the parameter values.

[ E N EERNENNEENNENESENRENRNERENJNENHNESRJ. ]

About voices, parts, and MIDI chan-
nels

The N1R is able to play a total of 64 voices simulta-
neously. If more than 64 voices are requested at one
time, the oldest currently-sounding voices will be
turned off in succession. This means that caution is nec-
essary when you are playing multiple parts simulta-
neously, in particular if you are using combination
sounds which use many voices.

On the N1R, a unit which produces sound for a single
note is referred to as a voice. Program sownds can be
either single oscillator or double oscillator, and double
oscillator programs will use two voices to play each
note. Since combination sounds can use two or more of
these program sounds, playing one note can use up fo
16 voices.

AMIDI receive channel can be specified independently

for each of the N1R's 32 parts. On the N1R, you can
select from MID] channels A1-A16 and B1-B16. The

MIDI channel of the transmitting device (computer or
sequencer etc.} must be set to match the MIDI channel
of the N1R part that you intend to play.

For details on the MIDI messages that can be received,
refer to p.86 “Control using MIDL,” “MIDI messages,”
and “MIDI implementation chart.”

Effect settings

All of the sounds in Multi mode pass through two digi-
tal multi-effect processors, and is ultimately sent from
the stereo (or 3 and 4) outputs. You can adjust the pan-
ning (A, B) with which each part is input to the effects,
and adjust the send amounts {effect send C and D).

(1) Press the [MULTI/PERFORM.] key to enter Muiti
mode.

(@) Use the PAGE/PART[ ][ »] keys to select the part
that you wish to edit, and use the CURSOR[-«t]{»]
keys to select <Panpot>, <C Send Level>, and <D
Send Level>. Then use the [VALUE] knob or the
[INC+][DEC~] keys to specify the panning A and B
at which the sound will be input to the effects, and
the send amounts C and D to the effects (refer to
<Effect Placement> p.59).

@ Use the CURSOR([ ][] keys to select <Effect Bank
Select> and <Effect Number Select>, and use the
[VALUE] knob or the [INC+][DEC-] keys to select
the bank and effect number of the desired effect
program.

@ If you wish to modify the parameter values of the
selected effect, press the [EDIT /ENTER] key to enter
Effect Edit mode.

For the editing procedure in Effect Edit mode, refer
to “Effect editing.”

Saving Multi mode setfings

If you wish to save the part parameter settings for parts
1-16 of Multi mode, you can save them in Part Edit
mode or in Performance Edit mode (refer to p.23, p.35).
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Basic operation

8. Part Edit mode

For each of the 32 parts of the N1R, you can make set-
tings for various part parameters. Unlike the editing
that is done in Prograrn Edit mode or Combination Edit
mode, editing in Part Edit mode creates only tempo-
rary changes (offset editing) to the original program or
combination sounds used by each part. This means that
the original sounds themselves are not actually modi-
fled.

A& Any temporary changes to the sound by using the
realtime controllers will be cleared to the default
values (initial values) when an initialization mes-
sage such as GM Systern On, GS Reset, or XG Sys-
tem On is received.

Basic operation in Part Edit mode

(@ In Multi mode, press the [EDIT/ENTER] key to
enter Part Edit mode. The following part edit menu
will appear:

<FPART EDIT>

Scale Mod
Fosllin Others

Part Edit parameters are grouped into five sections:
EG (envelope generator), scale, MOD, filter/win-
dow, and others.

@ Use the PAGE/PART [« }[»] keys or the CURSOR
[«][»] keys to move the cursor (the highlighted
area) to the desired section and press [EDIT] once to
access the parameter editing screen for that section.
The following screen is an example of when EG is
selected.

In the EG display shown above as an example, &y
modifying the attack time or decay time, and notice
how the sound is affected.

({PART-EG>
EG AttackTime = »

a1 E=PEEI O

(@ In Part Edit mode, use the PAGE/PART [«][»]
keys to switch parts, the CURSOR [«}{»] keys to
move the cursor to select a parameter, and the
[VALUE] knob or the [INC+][DEC-] keys modify
the value.

For details on the function of each parameter, refer
to Reference guide, “9. Part Edif mode.”
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Saving Part Edit mode settings

After you have modified the part parameters for parts
1-16, you can save these settings as a performance. At
this time, the effect settings you edited in Multi mode

will also be saved.

@) Press the [WRITE] key, @ use the [VALUE] knob or
the [INC+][DEC~] keys to select the save destination
number, and & press the [WRITE] key to save the data.

A& Be aware that when you execute the Write opera-
tion, the original data in the writing destination
will be overwritten and lost. If you press the [EXIT]
key or exit this mode by pressing another mode
key, your edits will be lost.

9. Global mode

In Global mode you can save (dump) various N1IR
parameters to an external data storage device or com-
puter, and make settings which affect the operation of
the entire NIR. You can also make settings which affect
the N1R’s display, select the MIDI messages which can
be transmitted or received, and make memory protect
settings.

Basic operation in Global mode

(D) Press the [GLOBAL] key to enter Global mode.

ZGLOBAL ~MRASTER >

MASTER MASTER
K.SHIFT

+Ba

@ Use the PAGE/PART] ][ »] keys to move throisgh
the pages, use the CURSOR[«t]{»] keys to select
parameters, and use the [VALUE] knob or the
[INC+][DEC-] keys to modify the values.

For details on the function of each parameter, refer to
Reference guide, “10. Global mode”.

Saving Global mode settings

Since changes you make in Global mode are automati-

cally saved when you move to another mode, the Write

operation is not required. _

A& 1 the power is turned off while you are still in Glo-
bal mode, the modified settings will not be saved.

|
10. Demo mode

In this mode you can listen to demo songs which dem-
onstrate the sounds and capabilities of the N1R. (refer
to p.9). '

Basic operation

Saving (writing) and renam-

ing
The edits that you make in Performance Edit mode,
Program Edit mode, Combination Edit mode, Drumkit

Edit mode, Effect Edit mode, Multi mode, and Part Edit
mode can be saved to internal memory.

I FE RN N ENNENNNENSNNENSESEH;NSEHR-ES;NES:SJ:.S]

Write protect

To prevent data from being rewritten accidentally, the
N1R provides a write protect setting (which prevents
data from being written into memory). If you wish to
write edited data, you must first use the following pro-
cedure o turmn write protect OFF (so that the corre-
sponding check box is unchecked).

(D Press the [GLOBAL] key to move to Global mode.

(& Use the PAGE/PART [][»] keys to access the
<Write Protect> page.

<MIDI FILTER?>
FR& AFT OCGTRL EXOL
O O o
{FROTECT >

EZ=E00 cmb O Dem [0 EfF

@ Use the CURSOR []{®] keys to select the check
box located at the right of Prg, Cmb, Drm or Eff.
Press the [INC+] key to add a check mark to the box.
When a box is checked, it will be impossible to write
data into the corresponding type of memory. Press
the [DEC-] key to un-check the box, and allow data
0 be written.

Assigning a name (Rename)

You can assign a name to (or modify the existing name
of} a program, combination, or effect program that you
have edited.

(D Make sure that the program or combination whose
name you wish to assign (or modify) is selected. Use
the PAGE/PART [-][»] keys to select the Rename
parameter of the appropriate edit mode.

{PROE REMAME>
Prgl: 986 Expansions
HewMame: [@x<ransions

@ Use the CURSOR [«]j[»] keys to highlight the char-
acter within the name that you wish to modify. Use
the [VALUE] slider or the [[INC+][DEC-] keys to
select the desired character. Repeat this process to
create the desired name. The following characters
and symbols are available:

B EIEAEAE Dlx|wl+]. | =] |
tlzialgis|sir|a|(=2|e s |<]|=>]|7
|| EC|DE|FE[H|T|I{R|L MM
FIG|R|S|TIU U s Y |2 D)E2 ]
glb|c|dle|rigibli|a |k [T |m|nle
plale |zt |ulwinlx|g|=z| L]+t

IEX NN EEENENE ENRNE N NNENRERSJNEJNRNE;NNRJEH;Z

Write (save) procedure

(@ I you wish to save a combination sound, program
sound, drumkit, or effect program, turn the <Write
Protect> setting (which prohibits writing into pro-
gram memory) OFF (so that the check box has no
check mark). (Refer to the above section Write Pro-
tect.)

@ As desired, assign a name to {or modify the existing
name of) the combination sound, program sound, or
effect program (refer to the above section Rename).

(@ Press the [WRITE] key.
PROG

K wemmaa
WRITE

The current number will be automatically selected
as the writing destination.

{OSCC i

\ Write L. »

RN ol nin]
2JI .”.E-_ No
l vES
LI [EXIT]

aka=

(@ Specify the save destination for the program sound,
combination sound, effect program, or performance.

Edited Program sounds can be saved only in bank
PrgU, and edited combination sounds can be saved
only in bank CmbU. Effect programs for combina-
tion sounds must be saved in bank U, and effect pro-
grams for program sounds must be saved in bank u.

Use the [VALUE] knob or the [INC+][DEC-] keys to
select the write destination number.

(5} Press the fWRITE] key once again to execute the
Wirite operation. If you decide to cancel without
writing, press the [EXIT] key. Alternatively, use the
CURSOR[«(][»] keys to select YES, and press the
[EDIT/ENTER] key to execute the Write operation,
or select NO and press the [EDIT/ENTER] key to
cancel without writing,

A& Be aware that if you write data into a number
which already contains a different program/com-
bination sound or effect, the original sound or
effect parameters that had been saved in that writ-
ing destination will be overwritten and lost.
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Basic operation

Regarding verification af [EXIT]

When you edit any of the parameters in Program Edit
mode, Combination Edit mode, or Effect Edit mode,
the upper right of the LCD will indicate EDIT. If you
press the [EXIT] key to attempt to leave the Edit mode
when this EDIT indication is shown, the following
popup window will appear. This menu lets you choose
whether the data you modified will be saved to the
user bank, or whether the changes you made will be
discarded.

If at this point you press the [EDIT/ENTER] key to
select CNCL, the popup window will disappear, and
you can continue editing.

If you press the [WRITE] key to select YES, the edited
data will be written into the selected number of the
user bank. The number can be changed by using the
[VALUE] knob or the [INC+][DEC-] keys.

If you press the [EXIT] key to select NO, the edited data
will not be saved, and you will exit the Edit mode.
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Restoring the factory set-
tings

The data that is in memory when the N1R is shipped is
referred to as the “factory preset data.” The program
sounds, combination sounds, performances, effects and
drumkit settings in the N1R’s internal memory can be
restored to the factory preset condition.

If your sounds become changed or erased, you can use

the following procedure to bring back the factory set-

tings.

A& Be aware that when you perform this operation, all
edited data and settings that you made will be lost.
We recommend that if necessary, you save edited
data on an external data storage device before exe-
cuting the following procedure (refer to p.79).

( Press the [GLOBAL)] key to enter Global mode.

® Use the PAGE/PART{ ][> ] keys to access the <Ini-
tialize> page.

{FRESET/INIT>
MR- oo forw Presel

PRESS L[EDIT/ENTER]

@ Use the [VALUE] knob or the [INC+]){DEC-] keys to
select the type of data that you wish to restore to the
factory settings (refer to p.79). As an example here,
we will select Factory Preset so that all settings will
be returned to their factory settings.

(@ Press the [EDIT/ENTER] key, and a message will
ask you to confirm the operation.

If you are sure that you wish to execute the opera-
tion, press the [EDIT/ENTER] key once again.

If you decide to halt this operation, press the [EXIT]
key. The operation will be halted.

A& The Factory Preset operation does not initialize the
<BPS5 Select> setting (refer to p.8, p.76).

Reference guide
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m
1. Performance Play mode

<Performance Select

01...32

ELED PRL Cmky
00:Alignment

Selects the performance (refer to p.12, p.21).

<Part= (UPPER, LOWER)

PO1...P16

CmblU EEEERED 1
00:Alignment
i

Selects the part which you will play.

<Bank> (UPPER, LOWER)

CmbU, A, B, C, Prgu, A, B, C, GM-b, GM-a,
r:01...r:40, r:CM, y:01...y101, ySFX, yDr1, yDr2,
rDrm, kDrm, ****

D POy BITE] GERED Ot
G0:Alignment

e

Selects the bank that you will play (refer to p.20).

<Program Select> (UPPER, LOWER}

000...099 (CmbU, A, B, C, PrgU, A, B, 0)
001...128 (for banks cther than the above)

Selects the program or combination sound.

In Performance Play/Edit modes, changing the pro-
gram or combination will set the Bend Range of the
part to “PRG.” (The Part Edit mode item Mod <Part
Pitch Bend Range> BNDWHL will be set to “PRG.")
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<Control knob #1 values

Vaiue will depend on the parameter specified for the
knob

This displays the value of the parameter assigned to
control knob 1. Use the knob to modify the value.

A& Only part parameters are edited by the control
kriobs. Program parameters are not edited. (If you
want these settings to be reflected in the program
parameters, refer to p.29.)

<Control knob #2 valves

<Control knob #3 value>

<Control knob #4 value>

(Same as Control knob #1)

2. Edit Menu

<Edit Menu>

Combi, prog, Perform, Effect

<EDIT MENU>

Tk Perform
Effect

Selects the mode in which you wish to edit: Perfor-
mance Edit mode, Combination Edit mode, Program
Edit mode, or Effect Edit mode.

A& To enter Drumkit Edit mode, set the oscillator
mode to DRUMS in Program Edit mode, and then
press the [EDIT/ENTER] key (refer to p.31).

3. Performance Edit mode

PERFORM-COMMON 1

<Effect Thru Switch>
(O (Effect on), ® (Thru)

{FPERFORM-COMMON 13

(EFFEi: T M) THRL | CEE=D
B88 Cho-Dl1g UoL BAL

EEEEER UF+LO 127 CNT

When you press the [INC+] key to select “(@,” the
effect will be bypassed.

A& This setting is not saved as part of a performance.

<Effect Bank>
P.U,ABC,u3bcG

{PERFORM~COMMON 1>

QO THRU
B 659 Cho-Dlw VoL EaL
UP+LO 127 CNT

Changes the bank of the effect used by the current per-
formance (refer to p.30).

<Effect Program>

000...099 (other than bank G)
001...128 (G bank only)

Changes the program number of the effect used by the
current performance.

A number cannot be selected when the <Effect Bank> is P.

In Performance Play mode, changing the sound
selected for the upper part will also cause the effect to
change in tandem with the sound. The effect number
specified in Program Edit or Combination Edit will be
selected. In Multi mode, the effect will not change in
tandem with the sound.

<Damper Assign>

UPPER:
The damper will apply only to the Upper part.

<Master Volume>

UP+LO, LOWER, UPPER

When the Global mode <Single-channel Layer /Split>
is on and the [LAYER /SPLIT] key is on, receiving a
control change #64 (press the damper pedal) on the
MIDI channel of the Upper part will apply the damper
effect to the Upper/Lower parts.

<FPERFORM-COMMON 13>

O THRU
888 Cho-Dly YvoL. BAL

127 CHT

UP+LO:
The damper will apply to both parts.

LOWER:
The damper will apply only to the Lower part.

Adjusts the volume of the entire performance.

In Multi mode, this will adjust the volume of all parts.
In Performance Play/Edit modes, this is used to adjust
the volume balance etc. between each performance. In
Multi mode, this is used to create fade-in/out effects
during playback. This parameter can be controlled
using the MIDI system exclusive message Master Vol-
ume.

{Refer to “Universal exclusive messages” at the end of
the manual.)

<Master Balance>

This shifts the panpot settings of the entire perfor-
mance,

In Multi mode, the panpot of all parts will be shifted.
This will have no effect on parts which are set to RND
or OFE

This parameter can be controlled using the MIDI sys-
tem exclusive message Master Balance.

(Refer to “Universal exclusive messages” at the end of
the manual.)

PERFORM-COMMON 2

<Upper Part Number>
01...16

{PERFORM-COMMON 2>

OCTAVE :+00
LOWER: @2 S.POINT:C 4

[T T AT Ty

Specifies the part number of the Upper part.

<Lower Part Number>

o1.16
Specifies the part number of the Lower part.

<Performance Qctaves
-2,-1,0,+1,+2

{PERFORM=-COMMON 2>
UPPER: 01 BTSN
LOWER:®2 &.POINT:C &

[T ORI

Transposes the Upper part and Lower part in Perfor-
mance Play mode by the specified number of octaves.
+1 will raise the pitch one octave, and +2 will raise the
pitch two octaves. Negative (=) settings will lower the
pitch. The location of the split point will not be
affected. ‘

A& This applies only to the Upper and Lower parts in
Performance Play/Edit modes, and does not affect
the other parts or Multi mode.
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<Split point>

AQ...C8

Specifies the key (note number) at which the Upper
and Lower parts will be divided when the Single-chan-
nel Split function is on.

The note specified here and all higher notes will be
sounded by the Upper sound.

¢ This parameter can alsc be set by holding down the

{EDIT/ENTER] key and pressing a note on your
keyboard (i.e., receiving a note number).

KNOB-ASSIGN

<Control knob #1 Type>

!, VDFA ATTACK, VDFA RELEASE, VDFA DECAY,
VDF CUTOFF, EFFECT D.MOD, Lo:Up Balance, PAN
POT, Porta TIME, FX.1 SEND, FX.2 SEND, Voiume,
Express, Mod.2, Mod.3, CTRL#000...CTRL#085

{HKNOE-RASSIGN >

ST o Wz Qa4

DE R Rl VIF  EFFECT
[EINEEIR FELEASE CUTOFF D.MOD

Specifies the parameter which will be controlied by
control knob 1.

The parameter that you specify here will be assigned to
the Realtime Controlier [ASSIGN 1/] knob of Perfor-
mance Play mode. The specified parameter will func-
tion when the [SELECT] key has been pressed to make
the third LED light.

i

No function

VDFA ATTACK:

Adjusts the attack times of the VDF and VDA EGs. The
Part parameter EG Attack Time will be edited. Refer to
p-72 <EG Attack Time>.

Control change #73 will be transmitted from MIDI
OUT and TO HOST.

VDFA RELEASE:

Adjusts the release times of the VDF and VDA EGs.
The Part parameter EG Release Time will be edited.
Refer to p.72 <EG Release Time>.

Control change #72 will be transmitted from MIDI
OUT and TO HOST.

VDFA DECAY:

Adjusts the decay times of the VDF and VDA EGs. The
Part parameter EG Decay Time will be edited. Refer to
p-72 <EG Decay Time>.

Control change #75 will be transmitted from MIDI
OUT and TO HOST.

VDF CUTOFF:

Adjusts the cutoff frequency.

The Part parameter Cutoff Frequency will be edited.
Refer to p.75 <Cutoff Frequency>.

Control change #74 will be transmitted from MIDI
OUT and TO HOST.

EFFECT D.MOD:
Effects Dynamic Modulation will be controlled.
Regardless of the Effect Dynamic Modulation Source
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setting, the effect will apply at the depth specified by
the Effect Dynamic Modulation Intensity setting,
This will apply to both effects 1 and 2. Refer to p.60
<Effect 1 Dynamic Modulation Intensity:>.

Control change #12 will be transmitted from MIDI
OUT and TO HOST.

Lo:UP BALANCE:
Adjusts the volume balance between the sounds of the
upper part and the lower part.

A& In cases other than layer or split, setting this to the
Lower side will mean that no sound will be heard.

PANPOT:

Adjusts the panpot.

This edits the Part parameter Panpot.

Refer to p.71 <Panpot>.

Control change #10 will be transmitted from MIDI
OUT and TO HOST.

Porta TIME:

Adjust the portamento fime.

This edits the Part parameter Portamento.

Refer to p.76 <Portamento Time>.

Control change #5 will be transmitted from MIDI OUT
and TO HOST.

FX1 SEND:

Adjusts effect C send.

This edits the Part parameter C Send Level Refer to
P71 <C Send Level>.

Control change #91 will be transmitted from MIDI
OUT and TO HOST.

FX2 SEND:

Adjusts effect D send.

This edits the Part parameter D Send Level. Refer to
p.72 <D Send Level>.

Control change #93 will be transmitted from MIDI
OUT and TO HOST.

Volume:

Adjusts the volume of the part.

This edits the Part parameter Volume.

Refer to p.71 <Volume>.

Control change #7 will be transmitted from MIDI QUT
and TO HOST.

Express:

Adjusts the volume of the part.

The volume of the part is determined by the product of
Expression and Volume. Refer to p.71 <Expression>.
Control change #11 will be transmitted from MIDI
QUT and TO HOST.

Mod.2:

Applies the effect specified by MOD.2 of the Part Edit
mode Mod sectien. Refer to p.73 <Part Pitch Bend
Range> - p.74 <Part VDA LFO Depth>,

Control change #16 will be transmitted from MIDI
QOUT and TO HOST.

Mod.3:

Applies the effect specified by MOD.3 of the Part Edlt
mode Mod section. Refer to p.73 <Part Pitch Bend
Range> - p.74 <Part VDA LFO Depth>.

Control change #17 will be transmitted from MIDI
OUT and TO HOST. '

CTRL#000...CTRL#095

The specified control change (#0-#95) will be transmit-
ted from MIDI QUT and TO HOST. If the N1R is able to
respond to the transmitted message, the corresponding
change will occur in the sound.

The assignment you specify here and the value edited
in the performance will be memorized when you write
the performance.

<Control knob #2 Type>

<Control knob #3 Type>

<Control knob #4 Type>

(Same as Control knob #1)

ARPEGGIATOR 1

<Arpeggio Types>
01...20

{ARPEGGIATOR 1>
TYPE: B4 £l 12
ARFG.S5W : OFF

ARFE,.0CT: &
LAK.S: LARTCH SFPEED: 976

Selects the arpeggiator pattern. 20 types are available.

01.UF 08. ARP 3 15.B-SOUL
02. DOWN 09.ARP 4 16. B-JAZZ

03. ALT? 10.ARP 5 17. D-TECHNO
04. ALT2 11.ARP 6 18. D-JUNGLE
05. RANDOM 12. B-TECHNO 19, D-FUNK
06. ARP 1 13.B-DANCE 20.D-R&B
07.ARP 2 14. B-FUNK

<Arpeggio Switch>

OFF, ON

Specifies whether or not the arpeggiator will be left on
when the performance is changed.

Signal flow for arpeggiator ON/OFF
MID! IN TOHOSTIN

ON OFF

Ameggiater

¥
TOHOST QUT MIDI OUT

A& The diagram shows the example of setting the Glo-

bal parameter PC I/F TO PORT = Emulate, and
MIDI Channel To Port A as the input for TO HOST
IN.

<Arpeggio Octave>

1,2,3,4

Specifies the octave range of the arpeggio produced by

the arpeggiator.

AR 1f the note data transmitted from MIDI OUT would
exceed 127 (or does not exceed (), one octave will

be subtracted (or added) before the note is trans-
mitted.

<Latch/Key Sync>

OFF, LATCH, K.SYNC, L&K.S

Specifies how the arpeggio will be controlled by the
keyboard. Operation of each type is as follows,

(A) OFF

The arpeggio will begin playing at the specified speed
regardless of the timing at which the keys are pressed.
(B) LATCH

The arpeggio will continue repeating even after the
keys are released.

(C) K.SYNC

While with setting (A) the arpeggio will play without
regard to the timing at which the keys are pressed, this
setting causes the arpeggio to start at the moment that
the keys are pressed. '

(D) L&K.S

The settings of (B) and (C) will both apply.

If you wish to synchronize the beats of the arpeggio
with an external sequencer, select OFF or LATCH.

<Arpeggio Speed>

40...240 [BPM]

Specifies the speed (tempo) of the arpeggio. This also
specifies the tempo of the MIDI clock that is transmit-
ted from MIDI OUT. _

A& 1f Global mode <Clock Source> is set to MIDI or

PCIF so that the arpeggiator is operating on an
external clock, this setting will be ignored.
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ARPEGGIATOR 2

<Arpeggio Step Base»

J(quarter note), J, (quarter note triplet), ) (eighth
note), Ji; {eighth note triplet), 5 (16th note), \; (16th
note tripiet)

<ARFEGGIATOR Z>

S0ORT: ON
VEL :1E7 ZONE : LOWER
GATE : 20X SWING: +T0

Specifies the note value for each step of the arpeggio.

<Arpeggio Velocity>

001...127, KEY, STEP

Specifies the strength (velocity) of the arpeggio notes.
With a setting of 001~127, the notes of the arpeggio will
sound at the specified velocity. With a setting of KEY,
the c»lfeloci’t'y with which you play the keyboard will be
used.

With a setting of STEF, the velocity that has been speci-
fied for each step will be used.

<Arpeggio Gate»
001...100 [3%], STEP

Specifies the note length (gate time) of each step of the

arpeggio. With a setting of 100%, notes will be the same
length as the step time. With a setting of 50%, they will
be half the gate time.

With a setting of STEP, the step time that has been spec-
ified for each step will be used.

<Arpeggio Sort>
OFF, ON

Specifies whether the arpeggio will be sorted. With a
setting of ON, the notes you press will be sorted in
order of their pitch, and played. With a setting of OFF,
the notes will be played in the order in which they were
pressed.

<Arpeggio Zone>

LOWER, UPPER, ALL .

Specifies the part which the arpeggiator will use when
the Split or Layer function (refer to p.13) is tumed on.

(A) LOWER
When the Split function is on, the arpeggiator will
function in the keyboard area below the split point.

When the Layer function is on, the arpeggiator will
function only for the Lower part.

(B} UPPER
When the Split function is on, the arpeggiator will
function in the keyboard area above the split point.

When the Layer function is on, the arpeggiator will
function only for the Upper part.

(CYALL

The arpeggiator will function for both the Lower and
Upper parts.
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<Arpeggio Swing>

-99...00...499 [%]

Moves the timing of even-numbered steps forward or
backward to modify the groove.

4. Combination‘ Edit mode

<Timbre Bank Select>

PrgU, A, B, C, GM-b, GM-a, r:01...r:40, r:CM,
v:01...y107, ySFX, yDr2, rDrm, kDrm

908 Rligdnment.
0868 Expansions

alume = 188
81

Selects the sound bank for each timbre program in the
combination.

<Timbre Program Number Select>

000...099 (for sound banks Prgl, A, B, C)
001...128 (for sound banks other than the above)

E: I Qs
515 »
a1

Selects the program number for each timbre program
in the combination.

<Timbre Velume>
000...127

CmbU: 8068 A1ignment
Prall: 808 Expansi
Volume = [ 4

o1

Specifies the volume for each timbre program in the
combination.

<Timbre Panpot>

RND, L63...CNT...R63, OFF

Cmbli: 866 Olignment
Fral: 808 Expansi
4Fanrot

81

BOOOODOD

Adjusts the panpot of each timbre. With a setting of
CNT., that timbre will be heard from the center. With a
setting of RND, the sound will be heard from a random
location each time a note is played. This setting also
functions as the balance for the amount sent to the
effect section (refer to p.59). When this is OFF, only C
and D will be output from the program.

A& The panpot value of the program parameter for
each timbre program will be added to this value to
determine the actual setting.

<Timbre Transpose>
—24...00...424

CmbU:B28 Alignment
PraliBBB Exransi
dTransFose = [ 4

o1

Each timbre in the combination can be transposed in
semitone steps.

<Timbre Fine Tune>
—56...00...+50

Cmbl: 888 Qlignment

Prgll: 888 Exransi
dFineTune = [ 4
81

Adjusts the fine tuning of each timbre in the combina-
tion.

<Timbre C Send Level»
000...127

CmbU:B8688 Aligdnment
Praol: B8 Exransi
4C Sendlevel= >

a1

Specifies the amount of sound that will be sent from
each timbre of the combination to the effect used by the
combination.

This parameter will be multiplied by the Part C/D
Send Level to determine the final amount of the effect.

The program parameter C/D Send Level of each timbre
program will be ignored. .

Please be aware that when a GM System ON message
etc. is received, the part C (REV) send will be set to 40,
and D (CHO) send will be set to 00.

<Timbre D Send Level>
000...127

Cmbl: 888 g1 ignment
Prali: 888 Exransi
4D SendlLevel= »

o1

As with C Send Level, this specifies the amount of
sound that will be sent from each timbre to the effect.
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<Note Window Bottom>

<Receive Note On>

C-1...G9

4Note Btm = »

ﬁ

&1

Specifies the lowest note for which each timbre in the
combination will sound.

This can alse be specified by holding down the [EDIT/
ENTER] key and pressing a note.

<Note Window Top>

C-1...Gg

dtlote Top = »

ﬁ

Bl

Specifies the highest note for which each timbre in the
combination will sound.

This can also be specified by holding down the [EDIT/
ENTER] key and pressing a note.

By setting the note window, you can cause a program
to sound only in a specified range of the keyboard.

<Velocity Window Bottoms

001...127

diel Bim = [EEN »
e P ME  mf  f $f

g1

Specifies the minimum velocity (MIDI data that indi-
cates the force with which a note was played) for which
each timbre in the combination will sound.

<Velocity Window Top>

001...127

4Vel Tor =B »
PR P e mf  f #4

(5

Specifies the maximum velocity for which each timbre
in the combination will sound.

By setting the velocity window, you can cause a pro-
gram to sound only for notes which are played with a
specific range of force.

ON, OFF

CmbU: 880 Rlignment
Pral: @B@ Expansl
4Rx. Noteln =

il
- HSEEEEE

Specifies whether or not MIDI note-on messages will
be received. If this parameter is OFF, the timbre will be
as though it were muted, and will not sound.

<Receive Controf Change>

ON, OFF

Cmbl: 806 Al ignment.
PraLl: Baa Expansz
4Rx.Ctr1C

o SIS

Specifies whether or not MIDI control change messages
will be received. If this parameter is OFF, the timbre
willl not receive MIDI control change messages.

<Receive Pitch Bend>

ON, OFF

CabU: 868 Alignment
Pral: @EiEl Expans1
4Rx.PitchBnd =

o EGEHEEEE

Specifies whether or not MIDI pitch bend messages
will be received. If this parameter is OFF, the timbre
will not receive MIDI pitch bend messages.

<Receive Aftertouch>
ON, OFF

CmblU: 066 Al isnment.
Prgu 8408 Exransi
4Rx. AftrTouch=

il
o EISSIEIEEEE

Specifies whether or not MIDI aftertouch messages will
be received. If this parameter is OFF, the timbre will not
receive MIDI aftertouch messages.

<Receive Damper>
ON, OFF

CmblU:BA88 H1ignment
Pral:gee Exransi
4Rx.DamPer =

i
o ESEEESEE

Specifies whether or not MIDI damper messages will
be received. If this parameter is OFF, the timbre will not
receive MIDI damper messages.

<Receive Portamento>
ON, OFF

CmbU: @88 Alignment
Pral: BB Expansz
4dRx, Portament=

il
mEIlIIIIl

Specifies whether or not MIDI portamento messages
will be received. If this parameter is OFF, the timbre
will not receive MID] portamento messages.

<Effect Bank Select>
UABCuabecG

L{COMBT X .BMNK>
4 FxC(Bank> P

() I

Specifies the bank of the effect which the combination

sound will use (refer to p.30). Here it is not possible to

select “P”

4 From this display page, you can press the [EDIT/
ENTER] key to enter Effect Edit mode.

<Effect Number Select>

001...128 (for effect bank G}
00...99 (for effect banks other than the above)

{COMBI FX . PATCH>
4 FxiName> P

(P oz,

Selects the number of the effect which the combination
sound will use.

© From this display page, you can press the [EDIT/
ENTER] key to enter Effect Edit mode.

<Combination Rename:=

{OOMBI RENGMES
CrbU: 80 Alisnment
NewMame: [l i9nment

Here, you can modify the name of the combination.
Tse the CURSOR [«][»] keys to select the character
that you wish to modify, and use the [VALUE] knob or
the [INC+][DEC-] keys to modify the character.

The following characters and symbols can be used:

IR EIE A R R LS A BN e R K
aiilzlzla(slalr|elal |siti=[*]7
slRlElciciE|F|GIR{I[JlE|L[M{MH[O
Elalris|TIU[W[W]|®|{v|Z|0 ¥ ~|_
Clalbhicjd]e glhli|d|ki]l[mjrgo
Elalr |zt julweluw]=|=l=zid) 2]
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5. Program Edit mode

<Program Edit>

0SC, Pitch LFO, Pitch EG, VDA, VDF LFO, VDF EG,
VDA, VDA LFO, VDA EG, Fx (Effect), Control,
Rename

e ' . Re-
Pitch EGI VDF EG ]VDA EG | name
VDF LFO VDALFO Control
Pitch LFO

Selects the section that you wish to edit (refer to p-26).

4 Press the [EDIT/ENTER] key to enter the section
you selected.
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<Oscillator Mode>

Reference guide

SINGLE, DOUBLE, DRUMS
+O0S5SCL13] >
0SC Mode »
i, |8 SIHE
E SIHGELE
B9

This specifies whether one or two oscillators will be
used, or whether a drumkit oscillator will be used. If
you select SINGLE, one set of oscillator, filter and
amplifier will be used. In this case, the N1R will be able
to play a maximum of 64 notes simultaneously.

If you select DOUBLE, two sets of oscillators, filters
and amplifiers will be used, allowing you to combine
two different sounds (or the same sound) to be played
as one sound, so that a richer and more sophisticated
sound can be created. However in this case, the NIR
will be able to play a maximum of 32 notes simulta-
necusiy.

E[PllchEG' VDF LFO IWAWFI—
I LT 11 !

% When DOUBLE is selected, you can press the
[EDIT/ENTER] key in subsequent edit pages to
switch the indicator located in the LCD between [1]
and [2]. This indicates which of the two sets of oscil-
lators, filters and amplifiers you are currently edit-
ing. Le., oscillator, filter and amplifier settings with
the same number ([1] or [2]) belong to the same sys-
tem.

{DOUBLE)

e bt EE'IT

<oscril —
0SC _Mode P
/9

If you select DRUMS, you can choose a drumkit.
Unlike a conventional multisample, a drumkit plays a
different percussion instrument sound for each riote.

¢ When the oscillator mode is set to DRUMS, yéu can
press the [EDIT/ENTER] key to enter Drumkit Edit
mode, and edit the various parameters of the drum-
kit (refer to p.57). ‘

<Multisample Select>
000...562

{OSGE1S b -
. [#iultiSme

e

pcms | [A.FPiano 11/9]

Selects the multisample (refer to p.115) that you wish to
use. (When OSC Mode is “SINGLE” or “DOUBLE")

<Drumkit Select>

000...038

Selects the drumkit (refer to p.105) that you wish to
use. (When OSC Mode is “DRUMS”)

<QOctave Select>
32,16, 8,4

{QSCELD ¥
40SC Octave b
E LA F"ﬂ 11
— -Pianc 1 _
Adjusts the pitch of the oscillator in one-octave units.

8' is the standard pitch. If you are using a drumkit oscil-
lator, set this to 8'.

<Oscillator Level>

<Velocity Window Bottom>

001...127

{0SCC13] >

4dUalllin Btmd

Q iz7 [ EA.Piano 559]

Specifies the lower limit of the velocity for which the
oscillator will sound.

<Velocity Window Top>

000...127

<osScEid bl

405C Level B
min max -
sy

Adjusts the volume of the oscillator.

<Key Transpose>

-12...00...+12 -

L05CEE] >

b # dKew Trans ¥#
+HEH
b U T | o o

[A.Pianc 1 1
a9

Adjusts the pitch of the oscillator in semitone steps.

<Fine Tune>

~99...00...4+99

{OSCE1] >
dFine Tune »

. [A.Piano 1 1
£ 9

Makes fine adjustments to the pitch of the oscillator.
When OSC Mode is DOUBLE, this parameter is also
used to create detuning between oscillators 1 and 2.

001...127

{0OSCC13] >

dlelllin Tor Bk

5] iz7 | [A.FPiano 75-91

Specifies the upper limit of the velocity for which the
oscillator will sound.

<Delay Start>

000...127
<OSCCil 3
mm 4DelauStart b
Gy Pl
— [A.Piano 1 ]
gra

Specifies the time from when the note-on message is
received until the oscillator actually begins to sound.

<Pitch Slope>
=-1.0...0.0...+2.0

<{OSCC1] >

&/ dPitchSlore
E +1.0

Py [A.Piano 91/9]

Specifies how the pitch will be related to the keyboard
position. When this parameter is set to +L.0, the pitch
will rise one octave as the note number increases by 12
(i.e., for every 12 notes). This is the normal setting. The
following diagram shows how the value of this param-
eter will affect the way in which the keyboard deter-
mines the pitch,

Pitch
+2.0

+1.0

~loct
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PITCH LFO

<Pitch LFO Waveform>

TRIANGLE, SAW UP, SAW DOWN, SQUARE 1,
SQUARE 2, RANDOM

SEFITCH LFQL13]

>
P.LFO Waye
1NN
[ 14 s = o

Selects the waveform which the pitch LFO will use.

<Pitch LFO Frequency>

000...127

SPITCH LFOCL2]

4F. L.FEI Fr'-e-q}

Z2/16

Specifies the frequency of the pitch LFO waveform.

<Pitch LFO Intensity>

-128...000...+127

{PITCH LFOC1] >

- M Int. t,'.-.l g
—AAVTT
a1
Specifies the depth (strength) of the pitch LFO effect.

<Pitch LFO Delay>

000...127

SPITCH LFGL11]

) 'LFU as »

¥
4,10

Specifies the time from note-on until when the pitch
LFO begins to take effect.

<Pitch LFO Fade-in Time>

000...127

{PITCH LFOE1Y >
: 3 4LFO FadeInb
EEE

i H

E/10

After the Delay Time has elapsed, specify the fime from
when the LFO begins to take effect until the specified
intensity is reached.

<Pitch Bend Range>

-24...00...+24

SPITCH LFOC12]

k4
D [ ) 1 [P EpgBynoer
End
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Specifies the range of pitch bend in semitones.

This parameter is valid only if the Part parameter <Part
Pitch Bend Range> (p.73) is set to PRG.

<Modulation Wheel Pitch LFO Intensity>

000...127

{FITCH LFOLCY]

-t "™

Mod

B

L OInt b

(3]

TolG

Specifies the depth with which control change #1 (the
modulation wheel) will contro] the pitch LFQ.

This value will be added to the value of the Part param-
eter <Part Pitch LFO Depth>.

<Modulation Wheel Pitch LFO Speed>
000...127

<PITCH LFOL4]

>
Ly

Moa ¢ ) (2 Ra]

Adjusts the amount of control that control change #1
(the modulation wheel) will have on the frequency of
the Pitch LFO.

This value is added to the value of the Part parameter -

<Part LFO Rate>.

<Aftertouch Pitch LFO Intensity>
000...127

CPITCH LFOLC11] 4

Pt 4F¥+"t.1nt 3

are as1a

Adjusts the amount of control that aftertouch will have
on the Pitch LFO modulation depth.

This value is added to the value of the Part parameter
<Part Pitch LFO Depth>.

<Aftertouch Pitch LFO Speeds>
000...127

<FITCH LFOEL]

>
AaFLpLE
EbPA [

LA ' 10710

Adjusts the amount of control that aftertouch w111 have
on the frequency of the Pitch LFO.

This value is added to the value of the Part parameter
<Part LFO Rate>.

Reference guide

PITCH EG

<Pitch EG Start Level>
-128...000...+127

{PITCH EG L[i3J > Exad
Star*t!.evel [ 4

Y

~ 19

Specifies the pitch at the instant of note-on.

This value is added to the value of the Part parameter
<Pitch EG Start Level>.

<Pitch EG Attack Time>
000...127

(FITCH EG Ei1 >
4dAtLack Time b

23

Specifies the time from note-on until the attack level is
reached.

This value is added to the value of the Part parameter
<Pitch BEG Attack Time>.

<Pitch EG Attack Level>
~128...000...+127

{PITCH EG [113 >
/\\ 4Flt.takLu1 [ 3

378

Specifies the pitch after the attack time has elapsed.

<Pitch EG Decay Time>

000...127

¢<PITCH EG Ci1 >
(Dec&hme [
182

4,9

Specifies the time over which the pitch will return to
the standard pitch, after the attack time has elapsed.

<Pitch EG Release Time>

000...127
{PITCH EG [4113 >
(ReleaseTml
...........
5/9

Specifies the time from note-off until the release level is
reached.

This value is added to the value of the Part parameter
<Pitch EG Release Time>.

<Pitch EG Release Level>
—128...000...+127

{PITCH EG [13 >
iReleaseLvl [

B

&9

Specifies the pitch after the release time has elapsed.

This value is added to the value of the Part parameter
<Pitch EG Release Level>.

<Pitch EG Intensity>
~128...000...4127

<PITCH EG L£13 b3
Ir\ dlntenslt-s »

i .
/8

Specifies the depth (strength)} of the pitch EG effect.

<Pitch EG Intensity Velocity Sensitivity>
—128...900...+127

{PITCH EG Ci1 >
' 0 4 Int,Ue 159ns [ 4

P

Specifies how velocity will affect the way in which the
pitch EG changes.

g/9

<Pitch EG Time Velocity Sensitivity>
—128...000...+127

{FITCH EG II:T }U 15
imelelSns
A 21N B

A
et

a/9

Specifies how velocity will affect the times of the pitch
EG.
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VDF
<Cutoff Frequency>
000...127
<YDFC 43 COL/TRK>
—‘—\ fFrexlk
1,8

Specifies the cutoff frequency of the VDF (the bright-
ness of the sound),

<Color Intensity>

000...127

<YDFC13 COL ./ TRK >
-3 [Colar Int B

A |

b

This setfing boosts the level in the region of the VDF

cutoff frequency, adding a distinctive character to the
sound.

For some types of multisample, the effect of this
parameter may not be obvious.

<Color Velocity Sensitivity>

~128...000...+127

<VDFE137 COL/TRK>»

[ dCol UelShs b
| 8

2/8

Specifies how velocity will affect the Color intensity.

<VDF Keyhoard Tracking Mode>

OFF, LOW, HiGH, ALL

<UDFL13 COL/TRK?
dK. TRK HMode b

a3

Specifies how keyboard tracking will be applied. <VDF
Keyboard Tracking Key> specifies the key location at
which keyboard tracking will occur. With a setting of
OFF, keyboard tracking will not apply.

<VDF Keyboard Tracking Key>

C-1...G9

{MDFC1] COL/TRK >

: dK. TRK Kea P
LLLLALLLL |

&8

If the Keyboard Tracking Mode is LOW or HIGH, this
parameter specifies the key at which tracking will
begin. If the tracking mode is ALL, this parameter spec-
ifies the center key.
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<VDF Keyboard Tracking Intensity>

—-128...000...+127

<UDFLCi3 oL/ TRK>
£ 4ATRE Felnt B

[Sq5

[T )

E1g

Specifies how the keyboard location will affect the VDF
cutoff frequency.

<VDF Keyboard Tracking EG Time>

-128...000...+127

<WDFL33] COL/TRE>
A M |4TRE EGTime b
ey ;
[T ) .

Specifies how the keyboard location will affect the vari-
ous VDF EG times.

If this value is increased in the positive (+) direction,
VDF EG times will be shorter when you play higher
notes in the area specified by Keyboard Tracking Mode
and Keyboard Tracking Key, causing the tone (bright-
ness) of the sound to change more rapidly. When you
play lower notes in this area, VDF EG times will be
longer, causing the tone to change more slowly.

<VDF Keyboard Tracking EG Time Switch &
Polarity (AT), (DT}, (ST), (RT)>

OFF, ON(+), ON(~)

<VOFLCL3 COLATRK?

AT KEDTRK M Sy PolCAT) b
|@®OFF O+ Q- Ba/S

Specifies the direction of the change in VDF EG Attack
Time (AT), Decay Time (DT), Slope Time (ST) and
Release Time (RT) that will be produced by VDF key-
board tracking. )

For each time, a setting of “+” will cause notes played
above the Keyboard Tracking Key to have shorter
times, and a setting of “~ will cause them to have
longer times. With a setting of “OFF” there will be no
effect.

This parameter specifies the direction (+) in which each
of the four EG time parameters will change. The
amount of change is determined by the value of the
Keyboard Tracking EG Time parameter.

VDF LFO VDF EG

<VDF LFO Waveform> <VDF EG Attack Time>
TRIANGLE, SAW UP, SAW DOWN, SQUARE 1, 000...127

SQUARE 2, RANDOM e

SUDFLEL] -F?}LFD w >
. e
ANNN SN
TL1 Pt e .

Selects the waveform which the VDF LFO will use.

<VDF LFO Frequency>

AttackTime b

1/12

Specifies the time from note-on until the Attack Level is
reached.

<VDF EG Attack Level>

000...127
{UDFL41] LFO3
M 4F.LFD Freal
— BAE

Specifies the frequency of the VDF LFO waveform.

<VDF LFO Intensity=

—128...000...+127

{UDFC1] _EO .
4Intensita b

—n | e

B

Specifies the depth (strength) of the VDF LFO effect.

<VDF LFO Delay>

000...127

(UDFEL3] 1.:5;0 Selas b
- alad
EER

P

4.5

Specifies the time from note-on until the VDF LFO
begins to take effect.

<VDF LFO Fade-in Time>

000...127

<UDEC1d FO>

* I 5/

After the Delay Time has elapsed and the LFO begins
to take effect, this parameter specifies the fime over
which the specified Intensity is reached.

~128...000...+127

LWDFLid ;fatt kgﬂ?ﬂl
ackLy
—
o
es1s

Specifies the VDF cutoff value that will be reached after
the Attack Time.

<VYDF EG Decay Time>
000...127

JUDELC1] EG > [ECIT |
4DecauTime P
|

8712

After the Attack Time has elapsed, this parameter spec-
ifies the time until the Break Point is reached.

<VDF EG Breck Point>
~128...000...+127

<{WUDFL13 EG > P EEI
4BreakPoin
o
a-12

Specifies the VDF cutoff value that will be reached after
the Decay Time.

<VDF EG Slope Time>

000...127

(e EG> j ECITT |
4SlopeTime P

E/12

After the Decay Time has elapsed, this parameter spec-
ifies the time until the Sustain Level is reached.
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<VDF EG Sustain Level>

-128...000...4127

<UDFLC13 EGY
...... T
-
e/l

Specifies the VDF cutoff level that will be held after the
Slope Time has elapsed until note-off.

<VDF EG Release Time>

000...127

{UDEE4 T EG:
dReleazeTim b

Specifies the time from note-off until the Release Level
is reached.

<VDF EG Release Level>
—128...000...+127

<YDFC13 EG>
4Releaselyul b
—\ ]

N X =

e/12

Specifies the VDF cutoff level that will be reached after
the Release Time has elapsed.

<VDF EG Intensity>
-128...000...4+127

LMVDFEC1d )

f\ dIntensity P
o]

s/12

-Specifies the depth (strength) of the VDF EG effect.

<VDF EG Intensity Velocity Sensitivity>
-128...000...+127

{YDFC13 AchS ECIT
dIntlUelSens b
[ -p.i"'l, 1 1
1012

Specifies how velocity will affect the VDF EG effect.
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<VDF EG Time Velocity Sensitivity>

000...127
<UDFC13 EG>
A 4TimelelSns »
AR
11412

Specifies how velocity will affect the times of the <VDF
EG Attack Time>, <VDF EG Decay Time>, <VDF EG

Slope Time>, and <VDF EG Release Time> parameters.

The direction of change will depend on the positive or
negative setting of the <VDF EG Time Velocity Sensi-
tivity Switch & Polarity> parameter.

<VDF EG Time Velocity Sensitivity Switch &
Polarity (AT), (DT}, (ST}, (RT)>

VDA

<VDA Keyboard Tracking Mode>

OFF, ON(+), ON{(-)

<MDFCL] EG> ELT

ES TIMEVEL |4Su/Pol (AT #F
@OFF O+ O— 1z2a /12

Specifies the direction of the effect that velocity will
have on the times of the <VDF EG Attack Time>, <VDF
EG Decay Time>, <VDF EG Slope Time>, and <VDF
EG Release Time> parameters.

With a setting of “+,” the corresponding VDF EG time
will become shorter as you play more strongly, produc-
ing a more rapid change in tonal character. When you
play softly, the VDF EG times will become longer, pro-
ducing a slower change in tonal character.

With a setting of “=,” the corresponding VDF EG time
will become longer as you play more strongly, produc-
ing a slower change in tonal character. When you play
softly, the VDF EG times will become shorter, produc-
ing a more rapid change in tonal character,

With a setfing of OFF, velocity will have no effect on
the times of these parameters.

The degree to which VDF EG times will change is spec-
ified by the <VDF EG Time Velocity Sensitivity>
parameter.

OFF, LOW, HIGH, ALL

cvpatil KEDTRK >
- K.TRK Moded
e
[ALLLC L 1/5

Specifies how keyboard tracking will be applied.
<VDA Keyboard Tracking Key> specifies the keyboard
location at which keyboard tracking will be applied.
With a setting of OFF, keyboard tracking will not apply.

<VDA Keyboard Tracking Key>
C-1...G9

<UDALL] KEDTRK Y
: 4K. TRE Keg B
fLALALLUULLLLILLL| 2/c

If the Keyboard Tracking Mode is LOW or HIGH, this
parameter specifies the key at which tracking will
begin. If the tracking mode is ALL, this parameter spec-
ifies the center key.

<VDA Keyboard Tracking Intensity>
—128...000...+127

{VDAEL] KEDTRK >

4dTRK AmeIntd
o~ I
[T EAE

Specifies how the keyboard location will affect the vol-
ume change produced by the VDA.

<VDA Keyboard Tracking EG Time>
—128...000...+127

ZUDREL] ‘KBDTRKEGT >
4 TRK ime
UL 4S5

Specifies how the keyboard location will affect the vari-
ous VIF EG times. (Refer to the explanation of <VDF
Keyboard Tracking EG Time> on p.50.}

<VDA Keyboard 'I:racking EG Time Switch &
Polarity (AT}, (DT}, (ST), (RT)>

OFF, ON(+), ON(~)

<MDAT1D KEDTRK >

[aT KEDTRK 145w-Pol (AT
OOFF G+ O— s5a/5

Specifies the direction of the change in VDA EG Attack
Time (AT), Decay Time (DT), Slope Time (ST) and
Release Time (RT) that will be produced by VDA key-
board tracking. (Refer to the explanation of <VDF Key-
board Tracking EG Time Switch & Polarity> on p.50.)

VDA LFO

<VYDA LFO Waveform>

TRIANGLE, SAW UP, SAW DOWN, SQUARE 1,
SQUARE 2, RANDOM

<UDRE11] _FS}LFG w ’
. e
|~ RN W L e
L1 FL Al e

Selects the waveform which will be used for VDA
modulation.

<VDA LFO Frequency>
000...127

<UDAEL L3 LFO}
4Q8.LFQ Frealk
5|

¥

ESE

Specifies the frequency of the VDA modulation wave-
form.

<VDA LFO Intensity>
-128...000...+127

= _FO3> )
dIintensity

—an|

BE

Specifies the depth (strength) of the VDA modulation
effect.
<VDA LFO Delay>
000...127
<UDACL] ]fEF}'CI bel ,
;i elay
S
hild 4/5

Specifies the time from note-on until VDA modulation
begins to take effect.

<VDA LFO Fade-in Time>

a4
n=
=]
o
L
“
=
2]
=
-7}
@
(-

000...127
{VYpaLid _FOy
: : 4LFD Fadeln
i H EEE
—F B/

After the Delay Time has elapsed and modulation
begins to take effect, this parameter specifies the time
over which the specified Intensity is reached.
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VDA EG
<VDA EG Atfack Times>
000...127
<{YDAL1] EG>
AttackTime ¢
R
1710

Specifies the time from note-on until the Attack Level is
reached.

This value is added to the value of the Part parameter
<EG Attack Time>,

<VDA EG Attack Level>

000...127
VDAL I =G>
4dAttacklivl b
2,10

Specifies the volume that will be reached after the
Attack Time.

<VDA EG Decay Time>
000...127
{YDEC1d EG >
4DecayTime b
S

/10

After the Attack Time has elapsed, this parameter spec-
ifies the time until the Break Point is reached.

This value is added to the value of the Part parameter
<EG Decay Time>.

<VDA EG Break Point>
000...127

<WDAC1] icH)
4BrazakPoint b

;A\/——\\-

a,s1a

Specifies the volume level that will be reached after the
Decay Time.

<VDA EG Slope Time>
000...127°
£vDAaC13 EG>

dSloreTime W

S/

After the Decay Time has elapsed, this parameter spec-
ifies the time until the Sustain Level is reached.
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<VDA EG Sustain Level>

000...127

LUDOCY EG>
4Sustainlul b

[5]=1=

L x\ 02
6/10

Specifies the volume level after the Slope Time has
elapsed.

<VDA EG Release Time>

Fx

<Oscillater Panpot>

000...127

£YDACE] EG>
dReleasaTim b

[ErTe]

7/10

Specifies the time from note-off until the volume
reaches 0.

This value is added to the value of the Part parameter
<EG Release Time>.

<VDA EG Amplitude Velocity Sensitivity>

-128...000...4127

<UDSE1] EG>
i dAnelel Sens b

P

as1a

Specifies how velocity will affect the changes produced
by the VDA EG.

<VDA EG Time Velocity Sensitivity>

000...127

TVUDRC1] EG>

dTimelelSns b
fgih—

S10

—

Specifies how velocity will affect the various VDA EG
times. .

Refer to the explanation for <VDF EG Time Velocity
Sensitivity> on p.52.

<VDA EG Time Velocity Sensitivity Switch &
Polarity (AT, [DT), (ST}, {RT)>

OFF, ON(+), ON{-)

£UDAC1] EG>
EG TIMEVEL [4Suw-Pol(AT>#
®OFF O+ O~ 1@a 160

Specifies the direction of the change in VDA EG Attack
Time (AT), Decay Time (DT), Slope Time (ST) and
Release Tume (RT} that will be produced by velocity.
Refer to the explanation for <VDF EG Time Velocity
Sensitivity Switch & Polarity> on p.52. L

RND, 1.63...CNT...R63, OFF, ®%:*

LUDAECL 3 G
e Q5C _Panrot b
o C 4+ x|

L4 »F

‘e

Specifies the output balance of the oscillators. This will
be the input to the effect section.

In the case of a drumkit oscillator, the setting for each
instrument (note) will be used, and the value of this
parameter will be displayed as “®%*,”

<C Send Level/D Send Level>
000...127

<UDACL] PRNAFX>
4C Sendlvl P

2/5

Specifies the amount that will be cutput to C and D.
This will be the input to the effect section.

In Multi mode, this parameter is ignored, and the C/D
Send Levels of each Part will be used.

In Performance Play/Edit modes, this parameter will
be multiplied by the Part parameter C/D Send Level to
determine the actual result. In the case of a program
selected by a combination, this parameter will be
ignored, and the C/D Send Levels of the Timbre and
the Part will be multiplied to determine the actual
result-

Please be aware that when a GM System On message is
received, the Part C (REV) Send will be set to 40, and
the D (CHO) Send will be set to 00.

In the case of a drumkit oscillator, the send amount for
each instrument (note} will be multiplied by the value
of this parameter t6 determine the actual send levels to
Cand D.

<Effect Bank>

<Effect Numbers

001...128 (for effect bank G)
000...099 (for effect banks cther than the above)

Specifies the number of the effect which the program
sound will use.

¢ From this display, you can press the [EDIT/ENTER]
key to enter Effect Edit mode.

Control

<Mono/Poly>

U,A,B,C,u,a,b,c,G

{ypg 122 FX.TYFE?:

()| EE )

[Rew/Cho 1
4/5

Selects the barnk of the effect which the program sound

will use (refer to p.30). It is not possible to select “P” for

this setting.

4 From this display, you can press the [EDIT/ENTER]
key to enter Effect Edit mode.

MONO, POLY

SCOMTROL. >

MONO-POLY B

A3

Specifies whether the program sound will be played
monophonically (single notes) or polyphonically
(chords). When MONO is selected, only one note will
sound even if you press two or more notes.

179

<Portamento Switch>
ON, OFF

SCONTROL >

J’jp‘\.r,

4 Porta.Sw b

2,9

Turns portamento ON or OFE (Portamento creates a
smooth change in pitch between notes.)

When the setting is changed or when a program
change occurs, this will be copied to the Part parameter
<Portamento Switch>.

Combination sounds will ignore this setting.

<Portamento Time>

000...127
<CONTROL >
4Porta. Time b
D
' : #s8

Specifies the portamento time (the time over which the
pitch will move to the next note).

The value of this parameter will be added to the value
of the Part parameter <Portamento Time>.
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<Bend Wheel VDE>

<Aftertouch VDF LFO>

-128...000...4127

<CONTROL >

- 4Bncilh]l UDF b
=/ I
Bnd —h 4-a

Specifies how the pitch bend wheel will affect the cut-
off frequency.

The value of this parameter will be added to the value
of the Part parameter <Part VDF Cutoff>.

<Modulation Wheel VDF>

000...127

< CONTROL >

dModidhl UDF
- Em

Mad

579

Specifies how control change #1(the modulation
wheel) will affect the VDF cutoff frequency.

<Aftertouch Pitch Bend Range>

—24...00...424
{CONTROL >
4Aft. T Bendp
Ei27
[~ 14 [ ¥

Specifies the range of pitch bend that will be controlied
by aftertouch.

The value of this parameter will be added to the value
of the Part parameter <Part Pitch Bend Range>.

<Aftertouch VDA>
~128...000...+127
{CONTROL >
EL I ™
aft o5

Specifies how aftertouch will affect the VDA volume.

The value of this parameter will be added to the value
of the Part parameter <Part VDA Amplifier>.

<Aftertouch VDF>
-128...000...+127
CCONTROLY
B AT UOF b
Rft &—+ es8

Specifies how aftertouch will affect the VDF cutoff fre-
quency.

The value of this parameter will be added to the value
of the Part parameter <Part VDF Cutoff>.

56

000...127
< COMTROL >
4t UDFLFO
E "Nt R
Hft as s

Specifies how aftertouch will affect the depth of VDF
LFO modulation.

The value of this parameter will be added to the value
of the Part parameter <Part VEF LFO Depth>.

Rename

<Program Rename>

6. Drumkit Edit mode

<Drumsample Select>

<Panpot>

<PROG REMAME:
Prol: 808 Expansions
HewHame: @xPpansions

Here, you can medify the name of the program sound.
Use the CURSOR [«][»] keys to select the character
that you wish to modify, and use the [VALUE] knob or
the [INC+]IDEC-] keys to modify the character.

The following characters and symbols can be used:

MBI N A A R e T e
A1IIZ| 3|4 [SI&lF || || |=1> ]
AAHIBICIDIE|IFIG|H|I|T|E|(LiMIN|O
FlalRISITIU|UW =] 1Z]0 % L
Clalblaeldle|f|giklitdlk |l mn|o
Flalr|s{tjulululx|aiz|4|1|3][+]+

000...303

{DRUMKIT EDIT>
DrumSamrle  =[EN 3
EC 3 iTom 1 Hi™ 1

115

Specifies the drumsample which will be assigned to the
currently selected instrument. For details on the avail-
able drumsamples, refer to the “Drumsample” at the
end of this manual.

<Drumsample Level>

000...127

{DRUMKIT EDIT>

dD.Smr1 Level =ERE »
[£3 2Tom 1 Hi 1]

2-15

Specifies the volume of the currently selected instru-
ment.

<Transpose>

—64...00...4+63

{DRUMKIT EDIT>
4Transrose = [RalE) [ 2
EC 3 zTom 1 Hi 1

3/15

Transposes the pitch of the currently selected instru-
ment in seritone steps.

The available transposition range will differ slightly
depending on the drumsample.

<Fine Tune>
—64...00...+63
{ORUMKIT EDITS
AFineTune = [3al5] »
[C 3 :Tom 1 Hi 1
4,15

Makes fine adjustments to the pitch of the currently
selected instrument.

RND, L63...CNT...R63, OFF

{DRUMKIT EDIT>

4Panpot = | ]
[C 3 :Tom 1 Hi

5715

Specifies the panning (the location when heard in ste-
reo) for the currently selected instrument. CNT indi-
cates center. With a setting of RND, the sound will be
heard from a different location each time a note is
played.

With a setting of OFF, there will be no output from
either Aor B,

<Assign Mode>

Single, Multi

<DRUMKIT EDRIT?>

4As5i9n Mode =[RINFEEN »
[C 3 2Tom 1 Hi 1

6715

Specifies how the currently selected instrument will
sound if it receives multiple note-on messages in suc-
cession.

(A) Single

If an identical note-on message is received when the
note is already sounding, the currently-sounding note
will be forced off, and a new note will be started.

(B) Multi

If an identical note-on message is received when the
note is already sounding, the currently-sounding note
will be allowed to continue, and a duplicate note will
be started.

<Exclusive Group>
OFF, 001...127

<{DRUMKIT EDIT>

4Excl.Grouwe =04 »
[C 3 :tTom 1 Hi 1
[EFTTTTITT ATERTATIT

715

If this parameter is set to a value of 001-127, the cur-
rently selected instrument will be prevented from
sounding simultaneously with any other note which is
set to the same Exclusive Group number. For example
since it is physically impossible for a hi-hat cymbal to
produce both open and closed sounds simultanecusly,
you may wish to set open and closed hi-hat sounds to
the same Exclusive Group number, so that they will not
sound simultaneously.
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<Relative C Send Level>

<Relative Decay Time>

000...127

{DRUMKIT EDIT>
4Rel.C Send = [ »
[E 3 tTom 1 Hi 1
QT E TR

Specifies the level that is sent from the currently
selected instrument to the effect C input. The actual
amount that is sent to the effect C input is determined
by multiplying the value of this parameter with the
Program parameter C Send Level.

<Relative D Send Level>

000...127

<{DRUMKIT EDIT»
4Rel.D Send =FER »

Specifies the level that is sent from the currently
selected instrument to the effect D input. The actual
amount that is sent to the effect D input is determined
by multiplying the value of this parameter with the
Program parameter D Send Level.

<Relative Cutoff>

—64...00...+63

<DRUMKIT EOIT>
4Rel.Cutoff = Els] [ 3
[C3 sTom 1 Hi 1

1a-15

Adjusts the cutoff frequency (brightness) of the cur-
rently selected instrument.

<Relative Color>

—64...00...+63

{DRUMKIT EDIT>
4dRel.Color = [ENELE] 2
[C 3 ::Tom 1 Hi 3

1115

Adjusts the color (boost at the region of the cutoff fre-
quency) of the currently selected instrument.

For some instruments, adjusting this parameter may
not have significant effect.

<Relative Attack Time>

-64...00...+63

<{DRUMKIT EDIT?>
4dRel.AttackT =&
C3 iTom 1 Hi 1

13

!

5 >

)

12-15

Adjusts the attack time of the VDF and VDA (tone and
volume) for the currently selected instrument.
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—64...00...+63

{DRUMKIT EDIT>

4Rel.DecavwT = [5ha »
[C 3 :Tom 1 Hi ?

137135

Adjusts the decay time of the VDF and VDA (tone and
volume) for the currently selected instrument.

<Receive Note On Switch>

7. Effect Edit mode

<Effect Placement>

ON, OFF

{DRUMKIT EDIT>

4R, MoteOn Sw =N [
[C 3 sTom 1 Hi 132

14,15

Specifies whether or not note-on messages will be
received for the note number of the currently selected
instrument. If this is turned OFF, the corresponding
note number will not sound.

<Receive Note OH Switch>

ON, OFF

{DRUMKIT EDRIT>

4Rx.NoteOff Sw=[Ed
[C 3 :Tom 1 Hi 1

15-15

Specifies whether or not note-off messages will be
received for the note number of the currently selected
instrument. Turn this parameter OFF for an instrument
that you do not want to stop sounding when it receives
a note-off message.

SERIAL, PARA.1, PARA.2, PARA.3, SERLS, PARA.S

{EDIT EFFECT?
(siF19-Rey 3
Fxl:2& Flanger 2 SWizON
Fx2:B4 Foom Shis OH

Specifies how the two effects will be connected. For
details refer to the diagrams below.

A, B, C, and D parameters are the output from the pan
and send settings of Program Play mode <Oscillator
Panpot>, <C Send Level / D Send Level>, Combina-
tion Edit mode <Timbre Panpot>, <Timbre C Send
Level / Timbre D Send Level>, and Muilti mode (Per-
formance Play mode) <Panpot>, <C Send Level / D
Send Level>.

SERIAL (Serial placement)

In serial placement, effects 1 and 2 will be applied to
the sound that is input to A and B, and output from L/
MONO and R. The sound that is output from C and D
will be mixed with the output of effect 1, and will be
processed by effect 2 and then output.

By using the C and D inputs, you can avoid applying
effect 1 to specific sounds (or conversely apply effect 1
only to specific sounds), and then apply effect 2 to
everything.

PARA.1 {Parallel 1 placement}

When Paralle] 1 is selected, effect 1 will be applied to
the sound that is input to A and B. Effect 2 will be
applied to the sound that is input to C and D, and this
will be mixed with the output of effect 1. Effects 1 and 2
can be used independently.

PARA.2 {Parallel 2 placement}

When Parallel 2 is selected, effect 1 will be applied to

the sound that is input to A and B, and then will be out-

put. Effect 2 will be applied to the sound that is input to
C and D, and the result will be mixed with the input to
effect 1.

PARA.3 (Parallel 3 placement)

When Parallel 3 is selected, the sound that is input to A
and B will be output without further processing. The
sound that is input to C and D will be processed by
effect 1 and effect 2 respectively, and then pass through
an additional assignment before it is mixed into the L/
MONO and R outputs. GM normally uses this place-
ment.

SERLS (Serial sub placement)
There is no panning for the effect output.

When Serial Sub placement is selected, effects 1 and 2
will be applied to the sound that is input to Aand B,
and the sound will be output from 1/L/MONO and 2/
R. The sound that is input to C and D will be output
directly from 3 and 4.

Inputs C and D can be used to send unprocessed sound
to external effect units, or to send unprocessed sound
to the mixer, etc.

PARA.S (Parallel sub placement)
There is no panning for the effect output.

e 2R

-3

)

When Parallel Sub placement is selected, effect 1 will be
applied to the sound that is input to A and B, effect 2
will be applied to the sound that is input to Cand D,
and the output of the effects will be sent from 1/1./
MONQO, 2/R, 3 and 4 respectively.

A& Sound will be output from 3 and 4 only when
effect placement is Serial Sub or Parallel Sub. Also,
the sound which is input to C and D can not be
heard in the headphones.

<Effect 1 Type>
01...48

{EDIT EFFECT:

{GiRew s Cho 2 PARA. 1
Fxis Sld: ON
Fx2:1%2 Chorus 1 SW:ON

Selects one of the 48 effect types for effect 1. When you
change the effect selection, the effect parameters (p62)
will be set to their initial values. R
A& 1£#24 Symphonic Ensemble is selected as the effect .
type, there will be some effects which cannot be
used simultaneously with this effect. = "
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<Effect 1 Switch>

<Effect 1 Dynamic Modulation Intensity>

ON, OFF
<EDIT EFFECT:
(G:RewvsCho 2 PARA. 1
Fxl:igl Hall Stz (EIR

Fx2:19 Chorus 1 Sl 0N

Turns effect 1 on/off. If this is OFFE the effect will not

apply.

A& However in the case of the following effects, the
EQ Low and EQ) High settings of the equalizer will
still be valid even if the effect switch is OFF.

#13 Stereo delay, #14 Cross delay,
#19 Chorus 1, #20 Chorus 2, #28 Exciter,
#35 Auto pan, #36 Tremolo

<Effect 2 Type>

01...48

<Effect 2 Switch>

ON, OFF
Selects the effect type that will be used by effect 2.

<Effect 1 Balance>

DRY, 99:01...01:99, EFF

{FX.1 CONTROL>
(Ture:Bl Hall 2
MOD . SRE INT
NOME +B0

For effect 1, this parameter specifies the proportion of
the unprocessed (dry) sound to the processed (effect)
sound. A setting of DRY will output only the unproc-
essed sound, and a setting of EFF will output only the
sound processed by the effect.

<Effect 1 Dynamic Modulation Source>

NONE, MOD1, MOD2, MOD3, AFTR.T, VDA-EG

{F¥X.1 CONTROL>
(Tureifl Hall 3
DRY : FX MOD.SRC INT

B8a: 28 MO, 1 el

Specifies the control which will apply dynamic modu-
lation to effect 1. “Dynamic modulation” refers to the
capability of controlling a specific effect parameter
such as modulation speed, depth, or effect level or bal-
ance etc. while you play.

The factory settings are as follows.

MOD1: MIDI CC#1, MOD2: MIDI CC#16,
MOD3: MIDI CC#17, AFTR.T: Aftertouch

60

-15...00...+15

<FX.1 CONTROL®Y
(Tarei@! Hall p)
DRY :FX MOD.SkC IMT

8026 MOD. 1

Specifies the depth of dynamic modulation for effect 1.

In Performance Play/Edit modes, you can assign a con-
trol knob to EFECT D.MOD to control this. (Refer to
Performance Edit mode <Control knob#1 Type>.)

When controlling via MIDI, messages received on the
MIDI channel of the Upper part in Performance Play
mode will control this effect. In Multi mode, messages
received on the Global mode <Exclusive Channel> will
control this effect.

<Effect 1 Effect Parameters>

Parameters for effect 1

<FX1 PARAM>
(Tare:@l Hall p)
Time @ H.Dme:31%
P.Dlu: ms E.Ref:3d
EQ.Lo:-81dE ER.Hi:-83dB

The parameters will depend on the selected effect type.
Refer to “Effect types and parameters.”

<Effect 2 Balance>

<Effect 2 Dynamic Modulation Sources

<Effect 2 Dynamic Modulation Intensity>

<Effect 2 Effect Parameters>

(These azre the same as for effect 1.)

<Panpot/Qutput Level>

OFF, L, 99:01...01:99, R (when Effect Placement is
SERIAL, PARA.1 or PARA.2)
0...9 {when Effect Placement is PARA.3)

LPFRMNASCUT >
FPRNA PN 2 AN 4
LevEL Si: 56

Adjusts the balance and volume for the final output
from the effect to the stereo output section. When Effect
Placement is SERIAL, PARA.1 or PARA 2, the display
will be as shown above, allowing you to adjust the L/R
output balance for PAN3 and PAN4.

LPANSQUT >

FANS  1-L 1-R 2-L 2-R
LEVEL B @ 8 @

When Effect Placement is PARA.3, the display will be
as shown above, allowing you to adjust the individual

levels. i

Reference guide

<Effect Rename>

Here, you can modify the name of the effect program.
For details refer to <Program Rename> on p.35, p.56.
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Effect parameter table
~REVERB . Revetb Time. . Pre Delay. . _ERLevel - "
1 Hall 0.2~9.9 [2.3] 0~200 [60] 0~99 {62}
2 Ensemnble Hall G [3.1] # [15] z (23}
3 Concert Hall # [3.3] [80 4 48]
4 Room 0.2~4.9 1.3 18 # 68]
5 Large Room z 2.4 2 25 ¢ 51)
[ Live Stage “ [2.2] 4 [12} k4 [81]
7 Wet Plate 0~99 59 Z [28] 1~10 7]
8 Dry Piate - 30 - [26] - 5
9 Spring Revert 2 25| i [0} z [9
R EARLY REFLECTION - ERTime ~ ’ ) iR . Pre Delay .
10 Early Beflection 1 100~800 [220 0~200 [0
1 - 2 G [180 - 30
12 z 3 4 [300 z 90/
S - STEREQ.DELAY Delay TimeL - - Delay Time R > iFeedbaek .-
13 Stereo Delay 0~-500 [185] 0~500 [370 —9%~4+09 [—40
14 Cross Delay 4 [190} 4 [380 7 {-+40
B DUAL-MONO DELAY —~ Defay Time L0 -Feadbackl - .} Z HightDamp L.
15 Drwal Mono Delay 0~500 [20] -—-99~+99 0] 0~98 [0]
- -MULTETAP DELAY - DelayTime . i . Dl CrerDelay Time 2o
16 Multi-Tap Delay 1 0~500 [175] 0~500 (350
17 G 2 - {200] - [400] ]
18 - 3 ” {250 > 1500

S CHORUS. .0 .Delay Time. "+ .. - Mod:Speed - il T
19 Chorus 1 0~200 3] 0 03~30 0.33} 0~99 99]
20 v 2 * 2] 0. 42] # 84]
o CHORUS. Y 2 Delay Time L.~ DelayTimeR Lol Mod Speed
21 Quadrature Chorus 0-~250 24} 0~250 [1 2] @199 [30)
22 Crossover Chorus ” 2] # [24} ® - [16]

cors s« HARMONIG CHORUS - Delay Time 1. i DelayTime 2, o sl Ul e T
23 Harmonic Chorus G~~500 [43 0-~5G0 [12]

L - “SYMPHONIC ENSEMBLE . - -7 Mod Depth: - - o S R LN
24 Symphonic Ensemble 0~09 [92]

o FLANGER . -Delay.Time: %+ Mod Depth . . 2o Mod Speed. .- 0
25 Flanger 1 Q~-200 IS5 0~59 50] @1~89 20]
26 s 2 # [24 @ [99] ® < 42]
27 Crossover Flanger 7 [1] # [60} ® - [22]

. “EXCITER . . Blend ... | T - Emphatic.Point . ;.
28 Exciter —99~~--99 [+860] 1~10 [01]

S “ENHANCER . ... . -Harmonic Density B o Stereo Width - - -
29 Enhancer 1~99 [28] 0~99 [85]

- - DISTORTION - o Drive . o7 o Hesonange . T o
30 Distortion i~111 [107] 0~99 07
31 Qverdrive G (85 2 [63]

Lo PHASER ..~ Manual R C-cMod Depth o 0
32 Stereo Phager 1 0~-99 [98] 0~99 [80]
33 ” - {96] s [90]

T -RAOTARY SPEAKEH Vibrato Depth... .. = o -Acceleration. -

34 Rotary Speaker 0~15 B 1~15 g1 21
n .. TREMOLO: . - Mod-Waveform . . .- Mod:'Wave Shape ::Mod Speed -

35 Auto Pan SIN, TRI [TRI] —09~-99 -+96] 0 03~30 [0 21]
36 Tremolo i [TRI # -99] * [3 9]

.. . PARAMETRIC EQ LT ,Low Freq v, ‘kow Gain o <l .- Wi Fred
37 Parametric EQ 0~29 [15] —12~+412 [+06] .0~99 [50]

EIEY . COMBINATION EFFECT SERIAL Flg/ChoDelay: i .| - Flg/ChoF.Back -~ . ; :

38 Chorus-Delay 0~50 [24] —99~+F389 +24 12]
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*: Dynamic modulation is used to switch between slow and fast.
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Effect types and paramefefs

Depending on the effect type that you select, the
parameters will differ. For each of the two processors,
you can select any effect type from 00 (No Effect) to 48
(Resonance Filter).

NO EFFECT

00: No Effect

For some of the effect types, the equalizer settings (EQ
High and EQ Low) will still be valid even if the effect
switch is turned off (refer to p.60). If you wish to cut
out the equalizer completely, select 00 (No Effect).

REVERB

These effects simulate the acoustics of a hall etc. to add
a sense of spatial presence to the sound.

01: Hall

This simulates the reverberation of a medium sized
hall, producing a sense of natural acoustics.

02: Ensemble Hall

This reverb is suitable for string or brass ensembles,
and simulates the natural acoustics of an ensemble hall.
03: Concert Hall

This simulates the acoustics of a large concert hall, with
emphasis on the early reflections.

04: Room

This simulates the acoustics of a smaller room.

05: Large Room

This simulates the acoustics of a larger room, with the
reverb density emphasized. When the reverb time is set
to approxiznately 0.5 seconds, an impression similar to
gated reverb will be produced.

06: Live Stage

This simulates the reverberation and acoustics of an on-
stage live performance in a larger room.

07: Wet Plate

An effect of deeply applied plate reverb.

08: Dry Plate

An effect of lightly applied plate reverb.

09: Spring Reverb

This simulates a resonant spring-type reverb unit.

Parameter Range

EQ Low (EQ.Lo) -12...+12dB
Amount of cuthboost for the LOW EQ
EQ High (EQ.Hi) -12...+12 dB

Amount of cut/boost for the HIGH EQ

Parameter Range

For effects 01-09, the dry:effect balance can be con-
trolled by the selected dynamic modulation source.

EARLY REFLECTION

The early reflection effects isolate the initial reflections
of the sound (a very important element in determining
the overall acoustic character of a space) from the rest
of the reverberation. By adjusting the Early Reflection
Time you can create a wide range of effects, such as
adding richness to the sound, or creating echo-like
sounds.

10: Early Reflection 1

This isolates the acoustically important initial reflec-
tions of the sound from the rest of the reverberation.
Since the low frequency range is emphasized, this
effect type is ideal for drums and other percussion.

11: Early Reflection 2

The way in which the early reflections change in level
over time differs from Early Reflection 1. Use this
according to your taste.

12: Early Reflection 3

Compared with Early Reflection 1 and Early Reflection
2, this effect reverses the envelope of the early reflec-
tions. When used on sound which have a strong attack,
such as cymbals, it produces a reverse-playback effect.

Parameter Range

Early Reflection Time (Time) 100...800 ms
Duration of the early reflections (10 ms steps)

Pre Delay (P.Dly) 0...200 ms
The time from the direct sound until the early reflections

EQ Low (EQ.Lo) -12...+12 dB
Amount of cutboost for the LOW EQ

EQ High (EQ.Hi) -12...+12dB
Amount of cut/boost for the HIGH EQ

For effect types 10-12, you can use the selected
dynamic modulation source to control the dry:effect
balance.

STEREO DELAY

Reverb Time (Time) 0.2...9.9 sec (HALL types)
0.2...4.9 sec (ROOM types)

00...99 (PLATE/SPRING

types}
The time over which the reverb will decay
High Damp (H.Dmp) 0...99%

High frequency attenuation. Higher settings of this parame-
ter will cause the high frequencies to decay more rapidly,
making the sound darker.

Pre Delay {P.Diy) 0...200 ms
The time from the direct sound until the early reflections

Early Reflection Leve! (E.R.) 0...99 (HALL/ROOM types)
1...10 (PLATESPRING ypes)

The level of the early reflections
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These effect types allow you to set independent delay
times for the left and right channels, so that you can
create delay patterns which take advantage of stereo.
The High Damp setting lets you apply a natural-sound-
ing attenuation to the repeated delays. )

13: Stereo Delay : '
A stereo delay with feedback, that allows mdependént
delay times to be set for the left and right channels:

14: Cross Delay
A stereo delay that allows independent delay times to
be set for the left and right channels. For the input to

the delay, the feedback of the left and right channels is
crossed, so that the repeated delays alternate between
left and right. b

v

Delay Time Left {D.Time L)  0...500 ms
Left channel (A or C input} delay time

Detay Time Right (D.Time R) 0...500 ms
Right channel (B or D input) delay time

Feedback (F.Back) —99...499%
The amount which is fed back into the effect. Negative (~)
settings will invert the phase.

High Damp (H.Dmp) 0...899%
High frequency attenuation, increasing this value will cause
the high frequencies to decay more rapidly, making the
sound darker.

EQ Low (EQ.Lo) -12...+12d8B
Amount of cut/boost for the LOW EQ
EQ High (EQ.H#) -12...+12 dB

Amount of cut/boost for the HIGH EQ

For effect types 13 and 14, you can use the selected
dynamic modulation source to control the dry:effect
balance. Even if the Effect Switch is OFF, the equalizer
{EQ Low and EQ High) settings will be valid. If you
wish to turn off all effects including the equalizer, select
00 {No Effect).

DUAL MONO DELAY

15: Dual Monc Delay
This consists of two mone delays, with independent
delay time, feedback and high damp settings.

Parameter Range

Delay Time Left (D.Time L}  0...500ms
Left channel delay time

High Damp Left (H.DmpL)  0...99%
High frequency attenuation of the left channel. Increasing
this value will cause the high frequencies to decay more
rapidly, making the sound darker.

Feedback Left (F.BackL) -99...+99%
The amount which is fed back into the left channel, Negative
{-) settings will invert the phase.

Delay Time Right (D.Time R} 0...500 ms
Right channel delay time

High Damp Right (H.DmpR) 0...89%
High frequency attenuation of the right channel. Increasing
this value will cause the high frequencies to decay more
rapidly, making the sound darker.

Feedback Right (F.BackR)  -99...+99%
The amount which is fed back into the right channel. Nega-
tive {(-) settings will invert the phase.

For effect type 15, you can use the selected dynamic
modulation source to control the dry:effect balance.

MULTI-TAP DELAY

18: Multi-Tap Delay 3
A 2 channel multi-repeat delay with feedback altermat-
ing between the two delays.

Each effect input is equalized, and sent to two indepen-
dent delays. The output of one delay is fed back into
the input.

16: Multi-Tap Delay 1

A 2-channel multi-repeat delay.

17: Muiti-Tap Delay 2
A2-channel mulii-repeat delay with cross-panning.

Parameter Range

Delay Time 1 (D.Time1) 0...500 ms
Delay time of delay 1

Delay Time 2 (D.Time2) 0...500 ms
Delay time of delay 2

Feedback (FB) —99...+99%

The amount which is fed back into the effect. Negative (=)
settings will invert the phase.

EQ Low (EQ.Lo) —12...+12 dB
Amount of cut/boost for the LOW EQ
EQ High (EQ.Hi) -12...+12 dB

Amount of cut/boost for the HIGH EQ

For effect types 16-18, you can use the selected
dynamic modulation source to control the dry-effect
balance.

CHORUS

These are stereo-type effects with two chorus blocks,
and can add natural spaciousness and depth t0 any
type of sound; piano, string, or brass etc.

19: Chorus 1

The modulation of the right channel is out of phase
with the modulation of the left channel. This produces
a spacious stereo chorus.

20: Chorus 2
The left and right channels are modulated in-phase.

Parameter Range

Delay Time (Time) 0...200 ms
Delay time

Mod Waveform (Wave) Sine (SIN), Triangle (TRI)
Selects the modutation waveform

Mod Depth (Depth) 0...99
Depth of modutation

Mod Speed (Speed) 0.03...30 Hz
Speed of modulation

EQ Low (EQ.Lo) —12..+12dB
Amount of cut/boost for the LOW EQ

EQ High (EQ.Hi) -12...+12dB

Amount of cutboost for the HIGH EQ

For effect types 19 and 20, you can use the selected
dynamic modulation source to control the dry:effect
balance. Even if the Effect Switch is OFF, the equalizer
(EQ Low and EQ High) settings will be valid. If you
wish to turn off all effects including the equalizer, select
00 (No Effect). :

21: Quadrature Chorus
This is a stereo chorus in which the two channels are
modulated 90 degrees out of phase with each other.

22: Crossover Chorus

This is a stereo chorus in which the two channels are
modulated 90 degrees out of phase with each other,
and the chorus portion of each channel is mixed into
the output of the other channel.
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Parameter Range

Delay Time Left (Time:L) 0...250 ms
Left channel delay time

Delay Time Right (R) 0...250 ms
Right channel delay time
Mod Depth {Depth) 0...99
Depth of modulation
Mod Speed (Speed) 1...99
Speed of moduiation
Mod Shape (Shape) T+10...710, $-10...5+10

Select the modulation waveform, T triangle wave, S: sine
wave. The range from +10 to —10 specifies the symmetry of
the waveform.

EQ Low (EQ.L0) -12...+12dB
Amount of cut/boost for the LOW EQ
EQ High (EQ.Hi) =-12..+12 ¢B

Amount of cut’boost for the HIGH EQ

For effect types 21 and 22, you can use the selected
dynamic modulation souxce to control Mod Speed.

23: Harmonic Chorus

This splits the signal into a high-frequency and a low-
frequency band. Quadrature Chorus is applied to the
high-frequency band, and the low-frequency band is
output without modification. This is ideal for low-
range instruments such as bass.

Parameter Range

Delay Time 1 (DT1) 0...500 ms
Chorus unit 1 delay time

Defay Time 2 (DT2) 0...500 ms
Chorus unit 2 defay time

Mod Depth (Depth) 0...99
Depth of modulation

Mod Speed (Speed) 1...99
Speed of modulation

Frequency Spiit Point 0...18

{SplitPoint)

Frequency at which the input signal will be split into high
and low frequency bands.

For effect type 23, you can use the selected dynamic
modulation source to control Mod Speed.

SYMPHONIC ENSEMBLE

24: Symphonic Ensemble
This is a multi-stage chorus effect, and is ideal for rich
and thick sounds such as strings.

Parameter Range

Mod Depth {Depth) 0...99
Depth of modulation

EQ Low (EQ.Lo) ~12...+12 dB
Amount of cut/boost for the LOW EQ

EQ High (EQ.Hi) ~12...+12 dB

Amount of cut/boost for the HIGH EQ

For effect type 24, you can use the selected dynamic
modulation source to control the dry:effect balance.
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A& This effect cannot be used simultaneously with the
following effects.

19-23: Chorus

24 Symphonic Ensemble
25-27: Flanger

32-33; Phaser

34: Rotary Speaker

35-36: Tremolo

38-39: Chorus/Flanger - Delay

42 Delay/Chorus

43: Delay/Flanger

46: Delay /Phaser

47 Delay /Rotary Speaker

48 Resonance Filter
FLANGER

This effect adds feedback to a chorus effect. When used
on sounds with rich overtone content, such as cymbals,
it creates a strongly distinctive effect with a pitched
feeling added to the modulation.

25: Flanger- 1

Same-phase modulation is applied to both channels.
26: Flanger 2

The right and left channels are modulated in opposite
phase. This produces a spacious stereo flanging effect.
27: Crossover Flanger

Two flangers with opposite-phase modulation apply
feedback to each other.

Parameter Range

Delay Time (Time) - 0...200 ms
Delay time

Resonance (Reso) ~99...+99
Amount of output signal that will be fed back to the input

Mod Depth (Depth) 0...99
Depth of modulation

Mox! Speed (Speed) 1...99
Speed of modulation

EQ Low (EQ.Lo} -12..+12dB
Amount of cutboost for the LOW EQ

EQ High (EQ.Hi) -i2...+12dB

Amount of cut/boost for the HIGH EQ

For effect types 25-27, you can use the selected
dynamic modulation source to control Mod Speed.

Reference guide
EXCITER Parameter Range
28: Exciter . . Drive (Drive) 1..111
This adds sparkle to the sound itself, sharpening the Amount of distortion/overdrive
definition of the sound.
Resonance (Reso) 0...99

Parameter Range Gain of the resonant wah filter
Blend (Blend) -99.,.499 Hot Spot (H.Spot) 0...99

Depth of the exciter effect Center frequency of the wah fiiter
Emphatic Point 1...10 Out Level (Leve!) . 0...99
(Emphatic Point) Output tevel of the distorted sound

Center frequency at which the exciter effect will be applied EQ Low (EQ.Lo) —12..+12 dB
EQ Low (EQ.Lo) .12...+12 dB Amount of cutboost for the LOW EQ

Amount of cut/boost for the LOW EQ EQ High (EQ.HI) —12..+12 dB
EQ High (EQ.Hi) “12...+12 dB Amount of cut/boost for the HIGH EQ

Amount of cut/boost for the HIGH EQ

For effect type 28, you can use the selected dynamic
modutlation source to control the dry:effect balance.
Even if the Effect Switch is OFF the equalizer (EQ Low
and EQ High) settings will be valid. If you wish to turn
off all effects including the equalizer, select 00 (No
Effect).

ENHANCER

29: Enhancer

This is a 2-channel enhancer. It contains a delay to give
the sound spaciousness. An enhancer raises the clarity
of the sound, sharpens its definition and strengthens its
presence, bringing the sound to the front of the mix.

Parameter Range

Harmonic Density (Pensity) 1...99
Diepth of the enhancer effect

Hot Spot (H.Spol} - 1...20
Center frequency at which the enhancer effect will be
applied

Stereo Width (S.Width) ¢...99
Width of the sterec image spread by the delay
Delay Time (D.Time) 1...99
Delay time
EQ Low (EQ.Lo) -12...+12dB
Amount of cut/boost for the LOW EQ
EQ High (EQ.Hi) ~12..+12dB

Amount of cut/boost for the HIGH EQ

For effect type 29, you can use the selected dynamic
modulation source to control the dry:effect balance.

DISTORTION

30: Distortion

This effect provides a range of distortion from slight to
intense, and even adds a wah effect, making it ideal for
solos, The wah effect is adjusted by Hot Spot and Reso-
nance. Hot Spot can be controlled in realtime by
dynamic modulation.

31: Overdrive

Applies a smooth overdrive. Like distortion, above,
dynamic modulation can be used to control the Hot
Spot of the wah filter.

For effect types 30 and 31, you can use the selected
dynamic modulation source to control Hot Spot.

PHASER
These effect types are Z-channel stereo phasers.

While chorus and flanger modulate the delay time to
create modulation, a phaser modulates the phase of the
input signal, creating an effect with a different charac-
ter than either chorus or flanger. It is especially effec-
tive when used on electric piano or guitar-type sounds.

The optimal effect will be produced when the dry:effect
balance is set at 50:50.

32: Stereo Phaser 1
Since the modulation of the right and left channels is in
opposite phase, a spacious phaser effect is produced.

33: Stereo Phaser 2
Same-phase modulation is applied to both phaser

-8
blocks. 5
Ler)
g
Parameter Range §
QD
Manual (Manual) 0...99 &
Center frequency at which the phase shift effect is applied
Mod Depth {Depth) 0...99
Pepth of the phase shift modulation effect
Mod Speed (Speed) 0.03...30 Hz
Modulation speed
Feedback (F.Back) =99...+99

Amount that is fed back into the effect. Negative () settings
will invert the phase.

Mod Waveform (Wave) Sine {SIN), Triangle (TR}
Modulation waveform

For effect types 32 and 33, you can use the selected
dynamic modulation source to control Mod Speed.
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ROTARY SPEAKER

This effect type simulates the rotary speaker effect
which is popular for organ sounds.

34: Rotary Speaker

This effect type uses independent LFOs to simulate the
rotational effect of the rotor and horn of a rotary
speaker. Use the dynamic modulation source to switch
between slow and fast speeds. The speed of rotation
will switch (between slow and fast) at the rate specified
by Acceleration, regardless of the speed at which the
controller was actually moved. Also, the speed change
will not be affected by the dymamic modulation inten-
sity setting.

Parameter Range

Vibrato Depth (Vib.Depth)  0...15
Depth of the effect

Acceleration (Accel) 1...15

Time required for the speed to change

Slow Speed (Stow Speed)  1...99
Slow rotation speed

Fast Speed (Fast Speed) 1...99
Fast rotation speed

For effect type 34, you can use the selected dynamic
modulation source to switch between Slow Speed and
Fast Speed.

TREMOLO

These effect types cyclically moduiate the volhume.

35: Auto Pan

This is a stereo-type program which combines two
tremolo blocks. Since opposite-phase modulation is
applied to each tremolo block, the sound will appear to
be parmed back and forth between left and right.

36: Tremolo
Unlike the above Auto Pan, the two tremolo blocks are
modulated with the same phase.

Parameter Range
Mod Waveform (Wave) Sine (SIN), Triangle (TRD)
Select the modulation waveform
Mod Shape (Shape) ~99...+99
Sigmat Level ModShape ModShap =09
ModShaps =0
ModShape =499
Mod Depth (Depth) 0...99
Depth of modulation
Mod Speed (Speed) 0.03...30 Hz
Speed of modulation
EQ Low (EQ.Lo) -12...+12dB
Amount of cut/boost for the LOW EQ
EQ High (EQ.Hi) =12..+12dB

Amount of cut/boost for the HIGH EQ

(EQ Low and EQ High) settings will be valid. If you
wish to turn off all effects including the equalizer, select
00 (No Effect).

PARAMETRIC EQ (Parametric Equalizer}

37: Parametric EQ (Parametric Equalizer)

This is a 3-band equalizer, with adjustable cutoff fre-
quency and gain for each of the bands (low, mid, high).
For the mid-range, you can also adjust the width of the
frequency band.

Parameter Range

Low Freq (L.=Freq) 0...29
Low range cutoff frequency

Low Gain (Gain) -12...+12 dB
Amount of cut/boost for the low EQ

Mid Freq (M=Freq) 0...99
Mid range center frequency

Mid Gain (Gain) ~-12...+12 dB
Amount of cut/boost for the mid EQ

Mid Width (W) 0...99
Width of the mid-frequency range

High Freq (H=Freq) 0...29
High range cutoff frequency

High Gain (Gain) =12...+12dB

Amount of cut/boost for the high EQ

For effect type 37, you can use the selected dynamic
modulation source to control Mid Freq, allowing you to
create a wah effect.

COMBINATION EFFECT SERIAL

Effect types 38 and 39 connect a mono-in/sterec-out
chorus or flanger in series with a stereo delay.

38: Chorus-Delay

The signal is sent through a mono-in/stereo-out chorus
which uses LFOs that are 90 degrees out of phase, and
then through a stereo delay. Feedback can be adjusted
for both chorus and delay.

39: Flanger-Delay

The signal is sent through a mono-in/sterec-out
flanger which uses LFOs that are 90 degrees out of
phase, and then through a stereo delay. Feedback can
be adjusted for both flanger and delay.

Chetrus, Flanger

Parameter Range

Delay Time (Cho.DT) 0...50 ms
Delay time of the chorus/fitanger

Feedback (FB) -99...4+89%

Amount that is fed back to the effect. Negative (-) se&ing;s
will invert the phase. 1

Mod Depth (Cho. Depth) 0...99
Depth of modulation

Mod Speed (Speed) 1...99
Speed of modulation

For effect types 35 and 36, you can use the selected
dynamic modulation source to control the dry:effect
balance. Even if the Effect Switch is OFF, the equalizer
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Delay Chorus
Parameter Range Parameter Range
Delay Time (Diy.DT) 0...450 ms Mod Depth (Depth) 0...99%

Delay time (2 msec steps) Depth of modulaticen
Delay Feedback (Fi3) -99...499 Mod Speed (Spd) 0.03...30 Hz

Amount that is fed back to the effect. Negative (=} settings Speed of modulation

willinvert the phase. Mod Waveform (Wave) Sine (SIN), Triangle (TRI)
For effect types 38 and 39, you can use the selected Modulation waveform
dynamic modulation source to control the dry:effect Flanger
balance.

Parameter Range

COMBINATION EFFECT PARALLEL Mod Depth (Depth) oo
The following effect types (40—47) are parallel effects in Depth of modulation
which two different effects are applied to each of the Mod Speed (Spd) 0.03...30 Hz
two channels. Speed of modulation
For details on what each effect does, refer to the expla- Feedback (FB) -g9...499%

nations for effect types 1 to 34.

MONO DELAY/REVERB

40: Delay/Hall Reverb
This effect type provides delay on the left channel, and
hall-type reverb on the right channel.

41: Delay/Room Reverb
This effect type provides delay on the left channel, and
room-type reverb on the right channel.

MONO DELAY/MODULATED DELAY

42: Delay/Chorus
This effect type provides delay on the left channel, and
chorus on the right channel.

43: Delay/Flanger
This effect type provides delay on the left channel, and
flanger on the right channel. :
Delay
Parameter Range
Delay Time (Diy.DT) 0...500 ms
Delay time -
Feedback (Dly.FB} -99...499%%

Amount that is fed back to the effect. Negative (-} settings
will invert the phage.

High Damp (H.Dmp) 0...99%
High frequency attenuation. Increasing this parameter value
will cause the high range to decay faster, making the sound
darker.

Reverb (Hall, Room)

Parameter Range

Reverb Time (Time) 0.2...9.9 sec (Hall)
0.2...4.9 sec (Room)

Time over which the reverberation will decay

High Damp (H.Dmp} 0...99%
High frequency attenuation. Increasing this parameter value
will cause the high range to decay faster, making the sound
darker.

Pre Delay (P.Dly) 0...150 ms )
Time from the direct sound until the first early reflection.

Amount that is fed back to the effect. Negative (=} settings
will invert the phase.

For effect types 40, 41, 42 and 43, you ¢an use the
selected dynamic modulation source to control the
dry:effect balance.

MONO DELAY/DISTORTION, OVERDRIVE

44: Delay/Distortion
This effect type provides delay on the left channel, and
distortion on the right channel.

45; Delay/Overdrive
This effect type provides delay on the left channel, and
overdrive on the right channel,

Delay .
o

Parameter Range é,
@

Delay Time (Dly.DT) 0...500 ms §
Delay time &

o

Feedback (Dly.FB) —99...+99% a

Amount that is fed back to the effect. Negative (—} settings
will invert the phase.

Distortion, Overdrive

Parameter Range

Prive (Drive) 1...111
Amount of distortion/overdrive

Resonance (Res) 0...99
Gain of the resonant wah filter

Hot Spot (HotSpot) 1...99
Center frequency of the wah filter

Level (Level) 1...99

Qutput level of the distorted sound
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MONO DELAY/PHASER

Resonance Filter

46: Delay/Phaser
This effect type provides delay on the left channel, and

48: Resonance Filter
This effect type boosts the level in the region of the cut-

8. Multi mode

<Receive MIDI channel>

phaser on the right channel. off frequency. This will boost the overtones, creating a
Delay hard and distinctive sound.
Pararneter Range Parameter Range
Delay Time (Dly.DT) 0...500 ms Trim 0...99
Delay time input level
Feedback (Dly.FB) -99...+99% LFO 0...127

Amount that is fed back to the effect. Negative () settings
will invert the phase.

High Damp (H.Dmp) 0...99%
High frequency attenuation. Increasing this parameter value

will cause the high range to decay faster, making the sound
darker.

Phaser

Parameter Range

Mod Depth (Depth) 0...99%
Depth of modulation

Mad Speed (Spd) 0.03...30 Hz

Speed of modulation

Feedback (FB) —99...+99%

Amount that is fed back to the effect. Negative (=) seftings
wilt invert the phase.

For effect type 46, you can use the selected dynamic
modulation source to control the dry:effect balance.

MONO DELAY/ROTARY

47: Delay/Rotary Speaker
This effect type provides delay on the left channel, and
a rotary speaker effect on the right channel.

Delay

Parameter Range

Delay Time (Dly.DT) 0...500 ms
Delay time

Feedback (Dly.FB} -99...+99%

Amount that is fed back 1o the effect. Negative (-) settings
will invert the phase.

Rotary Speaker X
Parameter Range
Acceleration {(Accel) 1...15

The time over which the speed will change

Slow Speed (Slow) 1...99
Speed of slow rotation

Fast Speed {Fast) 1...99
Speed of fast rotation

For effect type 47, you can use the selected dynamic
modulation source to switch between Slow Speed and
Fast Speed.
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Apply LFQ to the cutoff frequency.

The LFO speed will follow the Program parameter VDF LFO
of OSC1.

Trg Single/Multil/Multi2
Select the trigger type which will determine how the EG
responds to note-on.

Single

The EG will be started by the first note-on (the first note
which is pressed from a condition of all notes being off).
It all notes go off during the attack, the EG will switch to
decay.

At the first note-on during the decay, the EG will switch to
attack, starting from the EG value at that time.

LFO will correspond to the note which was first turned on.
The LFO will stop when that note is turned off.

Multi1

When the first note-on oceurs, the EG will switch to attack,
starting from the EG value at that time.

If the note which was first turned on goes off during the
attack, the EG will switch to the decay. :

At the first note-on during the decay, the EG will switch to
attack, starting from the EG value at that time.

LFO will correspond to the note which was last turned on.
The LFO will stop when that note is turned off.

Multi2

When the first note-on occurs, the EG value will return to 0
(zero), and will then begin the attack.

if the note which was last turned on goes off during the
attack, the EG will switch to the decay.

LFO will correspond to the note which was last turmed on.
The LFO will stop when that note is turned off.

Reso 0...99
Depth of the resonance effect

Fe 0...99
Cutoff frequency. This will be the start level of the EG.

EGint -989...0...+499%
Depth of the EG effect.

Negative (-) settings will invert the EG curve.

AttackTime 0...127

DecayTime 0...127
Resonance has a special £G used only for attack time and
decay time, causing the cutoff frequency to sweep when
triggered by note-on.

i

A& The EG will be triggered by a note-on in the Upper :
part of Performance mode. This EG will not function in
Multi mode. ’

The selected dynamic modulation source will control
the Reso parameter.

A01...A16, B01...B16, OFF

o FTICEE R2.2he

GM~-az881 Pianc 1

Specifies the MIDI receive channel for each part. With a
setting of OFF, that part will not receive MIDI mes-
sages.

<Key Shift>
-24,..00...+24 [Semitone]

i AT keutre

2318681 Piano 1
2

For each part, you can specify a key shift {transposi-
tion) in semitone steps.

1f MIDI RPN 00:02 (Coazse Tune) is received, the pitch
that will sound is determined by the sum of the RPN
value and this value. (The RPN value will not affect
this display.)

<Bank Number>

CmbU, A, B, C, Prgy, A, B, C, GM-b, GM-a,
r:01...r:40, r:CM, y:01__.y101, ySFX, yDr1, yDr2,
rDrm, kDrm, ****

225 FITICEIE) Ra 2608

EglEl: A1 Piano 1

Selects the sound bank for each part. For details refer to
the “Bank names and their contents” on p.20.

*+% indicates a silent program.

<Program Number>

000...099 {for sound banks PrgA, B, C, U, CmbA, B, C,
U)
001...128 (for sound banks other than the above)

Selects the program number for the sound of each part.

1f a combination sound bank is selected, that part will
play a combination sound.

<Volume>

000...127

BORME E208Re

Volume: FE)S

Ael

Adjusts the volume of each part.

<Expression>
000...127

G:BEl
2os ATICHEM k2.7ehs

6-33( Express 8N )

Adjusts the expression (the depth of MIDI control
change #11) for each part.

<Panpot>
RND, L63...CNT...R63, OFF

22y AR Ra2ene’

GM-2309¢ b rats

Adjusts the panpot for each part. When CNT is
selected, that part will be heard from the center. When
RND is selected, the sound will be heard from a differ-
ent location each time a note is played. When OFF is
selected, that Program/Combination will be output
only from C and D (refer to p.59).

In Multi mode, the value you specify here wi!l be
added to the value of the program/combination
parameter to determine the actual panpot setting.
<C Send Level>

000...127

rob HMQEIL ke iRe’

GM-a3001 P('peiSend:EEE

Specifies the amount that is sent from output C of each
part to the effects.

In Multi mode, the Program parameter C/D Send '
Level is ignored. For the C/D Send Levels of Combfna-
tion parameters and of each instrument in a drumkit,
the value will be multiplied by this (Multi mode)
parameter to determine the result.

In Performance Play/Edit mode, the Program parame-
ter C/D Send Level will be multiplied by this (Multi
mode) parameter to determine the res.ult. (Only‘ for tht’:
Upper and Lower parts; other parts will use their _Mult:
mode setting.) For the C/D Send Levels .of Combm?-
tion parameters and of each instrument ina drumlkit,
the value will be multiplied by this (Multi mode) -
parameter to determine the result.
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<D Send Level>

000...127

grgqi BRI R Ex 100t

A Rey-Cha
1_ChoSend: [EEE]

Specifies the amount that is sent from output D of each
part to the effects. Refer to <C Send Level>

<Effect Bank Select>

P, U A,B,C,u,a,b,¢c,G

26a FITICORIL Bx BERe!

GM-asBa1 Piano i

Selects the effect bank for the effect used in Multi
mode. Refer to p.30.

<Effect Number Select>

001...128 (for effect bank G)
000...083 (for effect banks other than the above)
Selects the number of the effect used in Multi mode.

A number cannot be selected when <Effect Bank
Select>is P '
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9. Part Edit mode

PART EDIT

<Part Edit>

Reference guide

<Pitch EG Start Level>

EG, Scale, Mod, Fc/Win, Others

{PART EDIT>

Scale Mod
Fcrllin Others

Selects the section that you wish to edit.

EG <PART-EG>

<EG Attack Time>

—64...00...+63

<{PART-EG»
EG AttackTime = [ 2
g1 PPN G

Adjusts the attack time of the tone and volume of each
part.

This value is added to the value of the Program param-
eter <VDA EG Attack Time>, <VDF EG Attack Time>.

<EG Decay Time>
~64...00...+63

Adjusts the time over which the volume and tone of
;ach 1part fall from their maximum level to the Sustain
evel.

This value is added to the value of the Program param-
eter <VDA EG Decay Time>, <VDF EG Decay Time>.

<EG Release Time>
-64...00...+63

Adjusts the time from note-off over which the volume
and tone of each part fall until the sound disappears.

This value is added to the value of the Program param-
eter <VDA EG Release Time>, <VDF EG Release
Time:.

-64...00...+63

{FPART-EGY
4 PEE Startleouvel = [ J

o1 P G

Adjusts the pitch at which the waveform of each part
will begin.

This value is added to the value of the Program param-
eter <Pitch EG Start Level>.

<Pitch EG Attack Time>
-64...00...463
Adjusts the rise time of the pitch EG for each part.

This value is added to the value of the Program param-
eter <Pitch EG Attack Time>.

<Pitch EG Release Time>

-64...00...463
Adjusts the time from note-off over which the pitch EG
of each part reaches the target pitch.

This value is added to the value of the Program param-
eter <Pitch EG Release Time>.

<Pitch EG Release Level>

—64...00...+63

Adjusts the pitch toward which the pitch EG waveform
of each part will move after note-off.

This value is added to the value of the Program param-
eter <Pitch EG Release Level>.

Scale <PART-SCALE TUNE>

<Scale Tuning>

—64...00...463 (for each note C-B)

{PART-SCRALE TUNE?>

+ AR+ G0 4 + QE + 06
1 + O+ DG+ +OO+ Q0+ o)

For each part, you can make 2 fine adjustment to the
pitch of each note C-B. Use this when you wish to use
special funings such as the temperaments of classical or
ethnic music, or for modern music.

Refer to the table of temperament data on p.95.

Mod <PART: Mod>

The pages in the Mod section specify how the opera-
tions of various controliers {or corresponding MIDI
messages that are received) will modify each part.

The following controllers and MIDI messages can be
used as modulation sources. .

MIDI message Controller

BNDWHL  Pitch bend -
MODWHL Modulation {control -

change 1)
CAf Channel pressure -
Mod.2 Assignable Controller 1 Modutation 2
{control change 186) (reaitime controller)
Mod.3 Assignable Controller 2 Modulation 3
(control change 17) (realtime controller)
PAf Polyphonic key pressure -

<Part Pitch Bend Range>

(common to all controlters)
PRG (PRG is bend wheel only), -24...00...+24

LPART R, EBEND RANGEX
ENDIWHL MODWHL. CAf
+B@ +08
MOD .2 MOD .3 PAF
@1 +8@ +B80 +80

For each part, this parameter specifies the range of the
pitch bend that can be produced by the corresponding
MIDI message (or by each controller).

In Performance Play mode, this will be PRG when a
program change occurs for a part.

In Multi mode, a setting of -24—+24 will cause the set-
ting of the Program parameter Bend Range to be
ignored. In Performance Play mode, this will change to
PRG when a program change is received.

With a setting of PRG, the setting of the Program
parameter <Pitch Bend Range> (p.48) will be used.
<Part VDF Cutoff>

{common to all controllers)
—-64...00...+63

<{PART:VDF CUTOFF>
ENDWHL MODWHL CRf
+80 +08
MOD.Z MOD.Z  Paf

g1 +ge +B8 +86

For each part, this parameter specifies how the VDF
cutoff frequency will be affected by the corresponding
MIDI message (or by each controller).

For CA, this setting will be added to the vatue of the
Program parameter <Aftertouch VDF>.
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<Part VDA Amplifier> <Part VDF LFO Depth>
{common to all controllers) {common to all controllers)
~64...00,..463 000...127

{PART : MDA AMPY
ENDWHL MODWHL CAF
+00  +0B
MOD .= MOD . = FaF
a1 +88 +8E +Ba

For each part, this parameter specifies how the VDA
volume will be affected by the corresponding MIDI
message (or by each controller).

For CAf, this setting will be added to the value of the
Program parameter <Aftertouch VDA>.

<Part LFO Rate>

{common to all controliers)
—64...00...+63

+FART:LFC RATE>
ENDIWHL MODWHL CRf
+60 +80
MoD.Z {3 [w] o Faf
g1 +B8 +Ba +@a

For each part, this parameter specifies how the LFO fre-
quency will be affected by the corresponding MIDI
message (or by each controller).

For MODWHL, this setting will be added to the value
of the Program parameter <Modulation Wheel Pitch
LFO Speed>.

For CAf, this setting will be added to the value of the
Program parameter <Aftertouch Pitch LFO Speed>.

<Part Pitch LFO Depth>

(common to all controllers)
000...127

{PART : Pittéh LFO>
EMDIWHL. MODWHL CRE
(A a1le 5050%)
MOD.Z MOD.Z FOf
Bt ©o8 280 a0

For each part, this parameter specifies how the pitch
LFQ depth will be affected by the corresponding MIDI
message (or by each controller).

For CAf{, this setting will be added to the value of the
Program parameter <Aftertouch Pitch LFO Intensity>.

For MODWHL, this setting will be added to the value
of the Program parameter <Modulation Wheel Pitch
LFO Intensity>.

When a GM System ON message is received, MOD-
WHL will be set to 10.
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<PART : DF LFO>
ENDUWHL. MODWHL GHAF
G Bhe Baa
MOC . E MCD . & FAa+
g1 ©6e9 1z ]r] BBe

For each part, this parameter specifies how the VDF
LFO depth will be affected by the corresponding MIDI
message (or by each controller).

For MODWHL, this setting will be added to the value
of the Program parameter <Modulation Wheel VDF>.

For CAf, this setting will be added to the value of the
Program parameter <Aftertouch VDF LFO>.

<Part VDA LFO Depths

{common to all controllers)
000...127

LFART (YDA LFO>
BNDWHL. MODWHL CRAfF

515 15] aaa BeEa
MGD.Z  MOD.2  FPAF
g1 ©Bea Ba6 51514

For each part, this parameter specifies how the VDA
LFQ depth will be affected by the corresponding MIDI
message (or by each controller).
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Fc/Win <PART-FILT/WIN>

<Cutoff Frequency>

Others <PART-OTHERS>

<Part Modex>

-64...00...+63

{PART-FILT/WIMNZ
Cutoff Frey = »

a1 IS PEEPERG

Adjusts the cutoff frequency (brightness) of each part.

<Color>

—64...00...+63

¢PART-FILT/WIN>
4 Color = 3

61 IR1NERENNRRENAE

Adjusts the color (tonal character) of each part.

<Note Window Bottom>

C-1...G9

{PART-FILT/WIM>
4 NMotellin Bottom= »

Specifies the lower limit of the notes for which each
part will sound.

<Note Window Top>

C-1...G9

Specifies the upper limit of the notes for which each
part will sound.

<Velocity Window Bottom>

001...127 -

<FRRT-FILT WING
4 UelolWin Bottom= [

Specifies the lower limit of velocity for which each part
will sound.

<Velocity Window Top>

001...127

Specifies the upper limit of velocity for which each part
will sound.

NORM, DRUM, MDrm1...4

<PART-0OTHERS»
Part HMode = Rk ¥

For each part, this parameter specifies whether it will
use a normal sound (i.e., not a drumbkit oscillator) or a
drumkit sound.

Modify Drum (MDrm1-4} lets you use MIDi messages
(NRPN and Part parameter changes) to control the
sound of each note. If an identically-numbered MDrm
is selected for another part, it will have the same sound.

A& Sounds that you edit for Modify Drum are tempo-
rary. When you re-select a drumkit, they will
return to their injtial values.

<Mono/Poly>

MONO, POLY, -
{displayed as ---- if Part Mode is other than NORMAL)

<FART~0OTHERS >
4 MONO-POLY = 3

o INNRIENRERENRNINE

For each part, this parameter specifies whether it will
sound only single notes (mono) or will be able to sound
chords (poly). This setting has no effect if <Part Mode>

= “DRUM” or “MDrum 1...4.” 2

=]

If the Program parameter setting is “MONOQO”, the o

POLY setting will be unavailable. g

5

<Fine Tune> -
-50...00...450

¢PART-DTHERS >
4 FineTune = [ ]

el ANRERARARANAREND

Makes a fine adjustrnent to the pitch of each part.

<Portamenic Switch>

ON, OFF, -
(displayed as --- if Part Mode is DRUM)

<PART-OTHERS >
4 Portament Sw = »

For each part, this parameter turns the portamento B 3
effect (which connects notes smoothly from one pitch -
to the next) on/off. This setting has no effect if <Part

Mode> = “DRUM” or “MDrum 1...4.”

This setting will be reflected by panel operations.
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<Portamento Time>

{PART-0THERS >

When the portamentb switch is on, this parameter
specifies the time over which the pitch will change.

The actual portamento time will be determined by add-
ing this value to the Program parameter.

<Velocity Sensitivity Depth>
000...127

<PART~OTHERS >
4 UelSens Depth = »

ol IRENERRANREERENR

For each part, this parameter specifies how volume will
be affected by MIDI velocity data.

<Velocity Sensitivity Offset>
000...127

<{PART-O0THERS>
4 UelSensOffset = [ 3

21 AANNNEREERRAREEE

For each part, this parameter specifies a value that will
be added to the entjre curve of volume change that is
controlled by MIDI velocity data.
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10. Global mode

GLOBAL-MASTER

<Master Tune>

-100.0...000.0...4+100.0 [cent]

<GLOBRAL~MRSTER>

MASTER MRASTER
TUNE K.SHIFT

+688

Adjusts the overall tuning of the N1R. You can use this
setting to tune the N1IR to other instruments.

<Master Key Shift>

—24...00...+24 [semitone]

Transposes the overall pitch of the N1R in semitone
steps.

HARDWARE

<1CD Contrast>

00...31

<HARDWARE ¥
LCD BFS CLKSRC CH
gE 38.4 MIDI a1
ERANKMAF FCIF-PORT
Default Nat.ive

Adjusts the contrast of the NIR’s LCD screen. Higher
settings will make the display darker.

<BPS Select>

31.25,38.4

This specifies the rate at which data will be transmitted
from the N1R’s TO HOST connector to the computer.
For the appropriate selection for your computer, refer
to p.7 “Connection to a computer.”

<Clock Source>

INT, MIDI, PCIF

When the N1R’s is synchronized with an external com-
puter/sequencer, this setting specifies which tempo
will control the playback. With a setting of INT (Inter-
nal), the external computer /sequencer will synchro-
nize to the speed of the N1R's arpeggiator. If you want
to synchronize the NIR's arpeggiator to the clock mes-
sages received from an external sequencer etc. con-:
nected to the MIDI IN connector, set this to MIDL If
you want to synchronize the N1R’s arpeggiator to the
clock messages received from an external computer
connected to the TO HOST connector, set this to PCIF.
If you want to match the beat of the external sequencer
and the N1R’s arpeggiator, set the Performance Play
mode <Latch/Key Sync> parameter to” OFF” or |
“LATCH",

Reference guide

<Exclusive Channel>

01...16

Specifies the MIDI channel on which the NIR will
transmit and receive MIDI system exclusive messages
etc. to/from an external MIDI device connected to the
N1R (refer to p.86).

<Bank Map Type>

Default, 05R/W

Switches the sound map of the N1R. You can specify
the bank map used on some Korg products such as the
05R/W. This setting differs from the Default (factory
setting) as follows.

Bank select
MSB:LSB Default 05R/W
Q0H:00H GM-a PrgU
78H:00H " rDrm or yDrm Kbrm

<PC Interface To Port>

Native, Emulate

This setting specifies how the tone generator will be
switched when a MIDI Line Control signal (F5.vv) is
received from the TO HOST connector. With a setting
of Emulate, operation will be the same as on Korg's
earlier models (05R /W etc.). With a setting of Native,
the <MIDI Channel To Port> settings will be applied.
Signal flow will be as follows.

MID! TO HOSTE
our N ouT IN

' 1

\&/

Native
MIDI TC HOST
ourT IN Oour IN

—®
—

Emulate

GLOBAL-CONTROL

<Single-channel Layer/Split>
OFF, ON

{GLOEBAL. ~SCONTROL >

SINGLE ¢h. @RFPG CURVE
LAYERSEFLIT OUT VEL AFT

ON 83 o3

This automatically divides the single MIDI channel
(Upper part) received from MIDI IN or TO HOST into
two MIDI channels (Upper part and Lower part).

When this is ON, and the Single-channel Layer/Split
function is turned on by pressing the [LAYER /SPLIT]
key, incoming MIDI messages such as note-on which
are received on the MIDI channel of the Upper part will
play the sound of the two parts (Upper and Lower)
either as a layer or a split.
In this case, the two MIDI channels of the Upper part
and Lower part will be output from the TO HOST con-
nector.
A& This function is valid only when messages are
received on the MIDI channel of the Upper part in
Performance Play/Edit modes.

<Arpeggio Out>

OFF, ON

With a setting of OFF, note data generated by the
arpeggiator will not be transmitted from the N1R's
MIDI OUT jack or TO HOST connector.

<Velocity Curve>

01...08

Selects one of eight curves to determine how changes
in keyboard playing dynamics will affect volume ox
tone. The diagram below shows the relationship
between playing strength and the resulting velocity
value.

Since curves 7 and 8 produce little change for medium
playing strengths, they are suitable for when you do
not wish to use velocity or when you wish to even out
the dynamics of the notes; however in the softly played
range, these curves will produce large changes, making
control more difficult. Choose the velocity curve that is
appropriate for your situation.

MAX A
(127)

Velocity
etfect

MIN() |

e {Strength) K
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<Aftertouch Curve=

01...08

Selects one of eight curves to determine how additional
pressure applied to the keyboard after playing a note
will affect volume, tone or modulation.

MAX
(127} A

After Touch
effect

MIN{O} P
(Weak) {Pressure) (Strong)

1:  Asignificant effect will not be produced unless

you apply strong pressure

2 :

3: Thenormal curve

& :

5:  Asignificant effect will be produced even by light
pressure

6: Rough curve (24 steps)
7:  Even rougher curve (12 steps)
8 Random

MIDI FILTER

<MIDI Fiiter>

o (received, transmitted), x (not received, transmitted)

<MIDI FILTER>
FRG AFT GTRL EXCL
O o o

{PROTECT >
Prad Cmb O Dprwml] EfFf O

If you wish to restrict the MIDI messages that will be
received and transmitted by the N1R, make settings
here. You can disable reception and transmission of
program changes(PRG), aftertouch(AFT), conirol
change(CTRL), and exclusive messages(EXCL).

<Write Protect>
0,

{MIDI FILTER>
PRE RAFT QCQTRL EXCL
O o

Q
<PROTECT>

EE0 cmb T orw[] Ev0

You can protect the user area of the N1R so that impor-
tant data cannot be overwritten accidentally. When the
box located at the right of Program, Combination,
Drurnkit and Effect is checked v, the corresponding
type of memory is protected.
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RX. SWITCH

<Receive Switch>

ON, OFF

{RX.SWITCH>
Rx.54W: GMONn &620n XE0Nn

COLOR: BM 65 XG
URG ORG GRM

Specifies whether the GM, GS and XG initialization
messages will each be received or not.

<Receive Colors>

GRN ({yellow/green), ORG {orange)

When a GM, G5 or XG initialization message is
received, the backlight of the LCD screen will be
switched.

The receive color specified for GM will be the color of

the LCD screen backlight when the power is turned on.

MIDI TO PORT

<MID| Channel To Port>

A, B {internal), C (external)

<{MIDI TO PORT:

MDICh.[1 |22 4 IETETF ]S
Port ajlelnlalalali/
MIDI ¢h.[ 2 [0 THE1E]14 [1EHE]
Port [A[R[R|AIO AtA

For each channel, this parameter specifies whether
messages received from an external MIDI device con-
nected to the N1R's MIDI IN will be sounded by the
N1R's tone generator or will be transmitted from MIDI
OUT. ¥ you connect another tone generator to MIDI
OUT, you can cause different channels of MIDI mes-
sage to be played either by the NIR or by the other tone
generator.

A& This function is enabled only when the <PC Inter-
face To Port> is set to Native.

PROG TO PORT

<Program Change To Pori>

A, B ({internai}, C (external), Ignore

{FROG TO PORT:
FPro:EEf+ Ignore
[Pianc 1
Set All* I9nore

Specifies whether each MIDI program change message
received by the N1R will cause internal sounds or
external sounds to be played. For example, you can
make settings so that piano (#001) will be sounded by
the N1IR and strings (#049) will be sounded by an
external tone generator connected to MIDI OUT. | -
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With a setting of Ignore, this function will be disabled.
If you wish to set all numbers 001-128 to the same des-
tination, move the cursor to the Set All parameter, and
press the [EDIT/ENTER] key.

A& This function is enabled only when the <PC Inter-
face To Port> is set to Native.

PRESET/INIT

<Initialize>

GM Mode On, N-Reset(R), N-Reset(Y), ALL Perform,
ALL Program, ALL Combi, User Effect{u}), User
Effect(U), ALL Drumkit, Factory Preset

¢PRESET/INIT
Init (AR

FPRESS [EDIT/ENTERI]

Initializes the state of the N1R. The contents are follow-
ing.

VALUE Explanation

GM Mode On | Set to the same condition as when a GM
System On message is received.

N-Reset (R) Set to the same condition as when a GS
Reset message is received.

N-Reset (Y) Set to the same condition as when an XG
System On message is received.

ALL Perform Initialize the seltings of the 32 perfor-
mances

ALL Program | Initialize the settings of the 100 programs of
the PrgU bank

ALL Combi Initialize the settings of the 100 combina-
tions of the Cmbl bank

User Effect (u) | Initialize the 100 effects of effect bank “u”

User Effect (U) { Initialize the 100 effects of effect bank “U°

ALL Drumkit Initialize the two user drumkits

Factory Preset | Restore all settings of the N1R to the fac-

tory condition

MIDI DUMP

<MIDI Data Dump>

{ltem:) ALL Prog, ALL Combi, ALl Perform, ALL
Drumkit, ALL Effect
{to:) PC I/F, MIDI OUT

<MIDI DUMP>
IRATHALE Fro3ram
to PC I/F
PRESS CERIT/ENTERI

This operation transmits N1R sound parameters to a
connected computer or to another N1R. Select the
parameters to be transmitted in “Item:” and select
either the PC I/F or MIDI QUT from which the data
will be transmitted. If you select PC I/F, the data will be
transmitted from the TO HOST connector.

Data dump transmission procedure

(@ Connect the NIR’s MIDI OUT or TO HOST to an
external device which is able to receive MIDI data
dumps. Normally it is not necessary to set the MIDI
channel of a data filer to match the transmitting
channel. If you wish to transmit the data to another
N1R to rewrite its programs and pattems, you will
need to set the <Exclusive Channel> of both devices
to the same setting,

@ In “Item,” select the type of parameters that you
wish to transmit. In “to,” select either PC 1/F or
MIDIOUT to specify the connector from which the
data will be fransmitted.

@ Press the [EDIT /ENTER] key, and a confirmation
message of <Are you sure?> will appear. If you
decide to change the settings, press the [EXIT] key.

(@ Press the [EDIT /ENTER] key once again to execute
the dump.

While the data is being transmitted, the display will
indicate <Executing...>. When transmission is com-
pleted, the normal display will reappear.

A& Do not touch the switches or controls of the N1IR
while a data dump is in progress.

A& The program sound, combination sound, or perfor-
mance that is currently being edited is not trans-
mitted here. If necessary, save this data before
performing the data dump.

Data dump reception procedure

A& When you perform this procedure, internal data
will be overwritten and lost. If internal memory
contains data that you wish to keep, backup the
data to a data filer etc. before performing this pro-
cedure.

(D Connect the NIR’s MIDI IN or TO HOST connector
to an external device which is able to transmit data
dumps.

(& Turn off memory protect <Write Protect> for pro-
gram sounds or combination sounds.

(@ Set <MIDI Filter> EXCL to the O setting,.

@ Set the N1R’s <Exclusive Channel> to match the
channel of the transmitting device (if transmitting
data that was saved on a data filer, this will be the
<Exclusive Channel> at the time that the data was
saved), and transmit the data from the external
device.
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Korg MIDI Driver
Installation and setup

Installing the Korg MIDI Drive;r.f:);. )
Windows 95

(D Click the [Start] button in the taskbar, and in [Set-
tings], click [Control Panel].

@ I.n the confrol panel, doubleclick the [Hardware]
icon to start up the hardware wizard, and then click
[Next>].

@ In response to the question “Automatically detect
new hardware?” be sure to reply “No,” and then
click the [Next>] button.

@ Select [Sound, video and game controllers], and
click the [Next>] button.

82

® Click [Have Disk].

Add Newe Haed

A dialog box will appear, allowing you to specify
the drive and directory.

(® Insert the disk included with the AG-001B into the
disk drive of the computer. If the disk was inserted
into drive A, type “A:\” (or if drive B, type “B:\")
and click the [OK] button.

(@ Click the [OK] button and click [OK].

Perform the setup as directed in “Setting up the
Korg MIDI Driver (Windows),” and click the [OK]
button.

KORG PG I/F Deiver 1.2

1 CNone | [ E Progian: Change i 77 Program Change

Serial Port; ~Synth Out Mescages = - MID) Out Messagas—
iamul ! | E- Cantol Change —’

cooMz |
< coMz i
" COM& : | T Poly Key Pressure |

T Exclusive E

I Independent Spnth / MID1 Out

® Be sure to restart your computer so that the driver
will take effect.
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Modifying the Korg MIDI Driver setup for Win-
dows 95

(T In the control panel, double-click the [Multimedia]
icon, and the multimedia properties dialog box will

appear.

(3 Click the [Advanced] tab located at the upper right.

@ Click the [+] for [MIDI Devices] (the display will
change to [-]), and click [KORG PC I/¥ MIDI Port].

(@ Click the [Properties] button.

The KORG PC I/F MIDI Port properties will be dis-
played.

(® Click the [Settings] button.

Perform the setup as directed in “Setting up the
Korg MIDI Driver (Windows),” and click the [OK]
button.

If you have modified the settings, you must re-start
Windows.

Selting up the Korg MIDI Driver (Windows}

(@) For the Serial Port setting, select the serial port to
which the N1R is connected ({COM1]-[COMA4]).

Poly Key Presiwe
& Exclusive

3 Independent Synth / MIDI Gut

If you wish to use the serial port for another purpose
after installing the Korg MIDI Driver, select [None]
to disable the driver.

® Check [Independent Synth/MIDI Out].

When this is checked, the two internal ports of the
NIR (port A and port B) can be used independently.

For data which is output to Default MIDI, operation
will depend on the Global mode <PC Interface To
Port> setting of the N1R.
If Default Out is selected, and if the N1R is set to
Emulate mode, data will be output to both N1R
ports A and C. If Native mode is selected, data will
be output to the port that is specified by the Global
parameter MIDI Channel To Port.
Regardless of whether the N1R is operating in
Native mode or Emulate mode, MIDI Out will out-
put from port C, Synth-A Out will output from port
A, and Synth-B Out will output from port B.
If findependent Synth/MIDI Out] is not checked,
only Default MIDI can be used.

@ [MIDI Out Messages] allows you to select the types
of message that will be transmitted to the NIR.

@ When you finish making settings, click the [OK] but-
ton. If you wish to cancel your settings, click [Can-
cel]. ’

Installing the Korg MIDI Driver for
Windows 3.1

@ In the control panel, double-click the Driver icon.

T — — —
ot Control Pancl -

Settings Help
W & & ¢
ool Forts Pexts Mouse: Desitop  Kegboxd

C @ B & B

Pridess  freemoionsl  Date/Time 385 Enhanced

Installs. remaves, ond coafiqures divers ]
@ Click the [Add] button.

(3 In the driver list, select [Unlisted or updated driver]
and click the {OK] button.
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(@ Insert the disk included with the AG-001B into the
disk drive of the computer. If you inserted the disk
into drive A, type “A:\” (for drive B, type “B:\"),
and click the [OK] button.

Intest the dirk with the unEsted,
updated, o vendor-provided ditver th!

= j

() Select Korg PC I/F Driver, and click the [OK] button.
The setup window will appear. Follow the direc-
tions in “Setting up the Korg MIDI Driver (Win-
dows)" (refer to p.83) to perform the setup.

"TRORG PC IfF Driver 1.0
Synth Out Meszages WIDI Out Messages

M Bank Select Bank Select

Ml Chavnet Preszure ] Chonne! Pressure
M Poly Key Prezanne | | X Poly Key Pressue
H Excluive Exclusive

[ independent Synth 7 MIDI Out

® After setup is complete, remove the disk and select
[Restart] to make the newly installed driver avail-
able.

= System Setiing Change

The XDRE PLC I/F Drives diiver hat boen added. For
the new diiver to lake eliect. pou pust quit and

rextart Windows.

Eomeen

TEXXEXEXENERERRRR RN N R N KB N R &R

installing the Korg MIDI Driver for a
Macintosh |

A& In order to use the Korg MIDI Driver, the Apple
MIDI Manager and PatchBay must already be
installed. Use the versions of Apple MIDI Manager
and PatchBay that are included with your MIDI
application. They are not included with the AG-
002B.

When the Korg MIDI Driver and Apple MIDI Manager
are used together, you will be able to playback 32 parts
on the N1R.

If you are using a MIDI application (sequencer) which
does not use the Apple MIDI Manager, select the port
to which the N1R is connected, and if the application
has a Clock setting, set it to [1 MHz].

(@ Copy the Korg MIDI Driver from the disk included
with the AG-002B into the system folder of your
startup disk.

® File Edit Viety Label Specidl

Macintosh HO
77,9 M in aisk 20.1 M8 avahable

AT KORG MIDI Briver ARACY

~

ORG M Driver
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@ If there is a copy of Apple MIDI Driver in your sys-
tem folder, either delete it, or move it to another
folder. Be careful not to delete or move the Apple
MIDI Manager.

A& The Korg MIDI Driver includes the functionality of
the Apple MIDI Driver.

(@ From the Special menu, select “Restart.”

Setting up the Korg MIDI Driver (Macintosh)
(D Start up PatchBay.

Time Port

MICI In Porl

Defsult Out Port

FIDE Qut Port

Syatn-a Bul Porl

| -0 0ut 7o

o)

)

Fipgem Port

Printer Port [

[”n |

- ABBAVOALAATE

If installation has been performed correctly, the
KORG MIDI Driver icon shown above will appear
in the PatchBay window when PatchBay is started
up. (The modem and printer ports will be displayed
differently depending on the setup condition.)

(® In PatchBay, double-click the KORG MIDI Driver
con.

The setup dialog box will appear.
Fr et KORG MID) Driver Seitings BB e
ver, 13.0 >
Port Engbled: (2 ]
Intarface Type: KORG PCIF
Time Code In; | noneé - -
Time Code Qut: [_nore ~ ]| Crere -
Filter Time Code In: [

nore

neng

]
Out port setting: [ Synth Qut... ) i_
Out part setting: ]

(3 Check the Port Enable box for the port to which the
NI1R is connected, and specify [KORG PCIF] as the
Interface Type.

When “KORG PCIF” is selected as the Interface
Type, you will be able to use Default Out, MIDI Out,
Synth-A Out, and Synth-B Qut.

The operation of Default Out will depend on the
Global mode Program Port setting of the N1R.

If Default Qut is selected, and if the N1R is set to
Emulate mode, data will be output to both ports A
and C of the N1R. If it is set to Native mode, data
will be output to the port specified by the Global
mode parameter <Bank Map Type>.

Regardless of whether the NIR is in Native mode or
Emulate mode, MIDI Out will output to port C,
Synth-A Qut will output to port A, and Synth-B Out
will output to port B.

(Please read p.78 as well.)
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@ Press the [Out Port Setting] button.

The following dialog box will appear. Here you can
select the MIDI channels/messages which will be
output to each port. Orly those channels/messages
whose box is checked will be output.

Modem MIDI Gut  Port setting
Enable MIDI Ch, Ensble MDY Stotus

B R9 [@ Program Chenge
@2 &l Control Change
®: R 2 Bonk Select

B¢ 12 % Channel Prassure
Bs @13 B3 Poly Key Prassure

Be @14 R Ex¢lusive
@ s

®E R6

(8 When you have finished making settings, click the
[OK] button.

® Start up your MIDI application (sequencer), and
drag the mouse from the “<1” of the your MIDI
application’s Out Port to connect it to the MIDI Out
of the MIDI Driver.

A& For details on using PatchBay, refer to “About
PatchBay...” etc. in the Apple menu.

Using PC Exchange to convert SMF data
Most commercially available Standard MIDI File (SMF)
song data is saved in MS-DOS format.
You can use PC Exchange to make MS-DOS format
SMF song files recognizable by the Macintosh.
(@ In the control panel, open PC Exchange.
The PC Exchange control panel will appear.
(@ Press the [Add...] button.
The [Specify application associated with DOS exten-
sion] window will appear.
@ Input “MID” into the DOS extension field.
In order to distinguish different types of file, MS-
DOS adds an extension consisting of a period and

three characters to the end of the filename. It is cus-
tomary for SMF data to have an extension of ” MID”

(@ From the list that appears in the lower part of the
dialog box, seféct your SMF-compatible MIDI appli-
cation (sequencer).

The selected icon will appear in the Application
field.

(® From the [Document type] popup menu, choose
[Midi], and click the [OK] button.

The item which was added to the PC Exchange win-
dow will appear, and has now been registered.

Now when an MS-DOS SMEF disk is inserted into the
disk drive, it can be used immediately.

For details refer to the documentation for “Macin-
tosh PC Exchange.”

About the MIDI File Translator included with
the AG-0028

If the Macintosh you are using does not have PC
Exchange but does have Apple File Exchange, you can
use the MIDI File Transtator included with the AG-
002B to convert MS-DOS SMF data.

(® Put the MIDI File Translator into the same folder as
Apple File Exchange.

® Double-click Apple File Exchange to start it up.
@3 Tnsert the MS-DOS disk that you wish to convert
into the disk drive.

Be sure to insert the MS-DOS format disk into the
disk drive only after Apple File Exchange has
already started up.

(@ Select the song file that you wish to convert.

(® Press the “<<Convert<<” {or “»»Convert>>") but-
ton located in the center.
Conversion will begin. When the bar graph reaches
100%, conversion is complete. The converted file
will appear in the left-hand box.

(& Exit Apple File Exchange.
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Control using MIDI

MID] channels

Similarly to the way in which a television set operates,
the data of a channel can be received when the receiv-
ing device is set to the same channel as the transmitting
device. The receive channel of each N1R part is set by
the Multi mode <Receive MIDI channel> parameter.

About MIDI channels

As in the case of a television, data is received when the
channel of the receiving device is set to match the chan-
nel of the transmitted device. The receive ¢hannel of
each of the N1R's Parts is set by the Multi mode
<Receive MIDI Channel> setting.

+ MIDI receive channel
In Performance Play mode when the Single-channel
Layer/Split function is on, modulation wheel {con-
trol change #01), pitch bend, and aftertouch mes-
sages received on the MIDI channel of the Upper
part will affect both the Upper and Lower parts.
Other control messages will apply only to the part
which is set to the MIDI channel on which the mes-
sage was recejved.
Effect dynamic modulation is received on the MIDI
channel of the Upper part.
The arpeggiator will operate when it receives note-
on messages on the MIDI channel for the part speci-
fied by the <Arpeggio Zone> setting (p.42). How-
ever, when the Single-channel Layer/Split function
is on, the arpeggiator will be controlled by the MIDI
charnel of the Upper part even if the Arpeggio Zone
is set to LOWER. (The arpeggiator will also be con-
trolled by the MIDI channe] of the Lower part.)

In Multi mode, the Single-channel Layer /Split func-
tion cannot be used. The various control change
messages will affect only the parts which are receiv-
ing the MIDI channels ont which the messages were
transmitted.
Effect dynamic modulation will be received on the
<Exclusive Charnnel> specified in Global mode.
The arpeggiator will operate when note-on mes-
sages are received on the MIDI chanmel for the part
which was specified by the <Arpeggio Zone> set-
ting.

¢ MIDI transmit channel
In Performance Play mode, operating the control
knobs will fransmit messages on the MIDI channel
of the Upper part when the cursor is located at the
Upper part, or on the MIDI channel of the Lower
part when the cursor is located at the Lower part.
(This is not affected by the Single-channel Layer/
Split setting.) The arpeggio output will be transmit-
ted on the MIDI channel of the part that is playing.
In Mulél mode, operating the control knobs will
transmit messages on the MIDI channel of the cur-
rently selected part. The arpeggio output will be
transmitted on the MIDI channel of the part that is
playing.

» The transmit/receive channel for the NIR’s various
system exclusive messages is specified by the Global
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mode <Exclusive Channel> setting.

 The transmit/receive channel for the various exclu-
sive messages used by the N1R is set by the Global
mode parameter <Exclusive Channel>.

Note on/off

When you press a note on a connected MIDI keyboard,
data indicating the keyboard location that you pressed
{the note number) and the force (velocity) with which
you pressed the key will be transmitted as a Note On
message [9n, kk, vv] (n: channel, kk: note number, vv:
velocity). When you release the note, a Note Off mes-
sage [8n, Kk, vv] will be transmitted. However, very
few instruments transmit or receive Note Off velocity,
nor does the N1R receive it.

Changing the sound {program/combination)

A sound (program/ combination) can be selected using
a Program Change message [Cn, pp] (pp: a program
number that specifies one of 128 programs).

Bank Select messages [Bn, 00, mm] (control change
#00) and [Bn, 20, bb] (control change #32) (mm: bank
nurmber MSB, bb: bank number 1LSB, together selecting
one of 16384 possible banks) can be used in conjunction
with Program Change messages to select programs
from other banks. When a Bank Select message is
received on the corresponding MIDI chanmel for a part,
the sound {program/combination) bank will be
selected. However the actual sound (program/combi-
nation) or bank will not change until a Program
Change message is subsequently received.

Changing the performance

To change the performance (01-32) from a computer/
Sequencer, you can use Bank Select [Bn, 00, 5F] {control
change #00) and Program Change [Cn, ppl (pp:00-1F,
performances 01-32) messages. However, the LB will
be ignored. Also, these messages are received only on
the <Exclusive Channel> MIDI channel. These mes-
sages are received only in Performance Play mode and
Multi mode.

Example of transmission (when EXCL ch.=01):
B0, 00, 5F : Bank MSB = 5F (hex) =95
0,01 : change to performance 02

Sustain pedal

When a sustain pedal connected to your MIDI key-
board is operated, 2 Hold message [Bn, 40, vv] (control
change #64) (vv is 127 [7FH] for ON, or 00 for OFF) will
normally be transmitted.

When this message is received, the sustain pedal effect
will be switched off if the value is 63 [3FH] or less, or
on if the value is 64 [40H] or greater. Co

i
Applying aftertouch o
On many types of MIDI keyboard, pressing down on
the keyboard after playing a note will cause Channel
Aftertouch messages [Dn, vv] (vv: value) fo be trans-
mitted. .

When the N1R receives this message, it can apply an
aftertouch effect. i

There is another type of aftertouch, PolyphoniclKey
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Pressure [An, kk, vv] (kk: note number, vv: value),
which applies an effect independently for each note.
The N1R is able to receive this message.

Applying pitch bend

When you move the [PITCH BEND] wheel of a con-
nected MIDI keyboard, Pitch Bend messages [En, bb,
mm] (bb: lower byte of the value, mm: upper byte of
the value; together indicating a total of 16384 steps
with center value at 8192 [bb and mun = 00H, 40H]) will
be transmitted.

When the N1R receives this message, pitch bend will
be applied. You can also adjust the range of the pitch
bend (the depth of the pitch change) via MIDI. (Refer to
“Changing the pitch bend range.”)

Adjusting the volume

When Volume messages [Bn, 07, vv] (control change
#07) (vv: value) are received, the volume will change.
However the volume of the N1R is determined by the
product of the value of the Volume message and the
value of the Expression message [Bn, 0B, vv] (control
change #11) (vv: value), This means that if the volume
does not increase sufficiently in response to Volume
messages, or if there is no sound, you should try trans-
mitting a MIDI Expression message with a value of 127,

A sequencer (or a computer with sequencer software)
that is connected to the N1R can conirol the volume of
each part (track) in the song. You should use Volume
messages in the setup data for each part (i.e., the data at
the beginning of the song which specifies the volume
balance between the parts), and use Expression mes-
sages to adjust the volume during the song.

If you include Volume messages in the music data, that
track may be set to an unintended volume.

By using the Universal Exclusive message Master Vol-
urne (refer to “About system exclusive messages”), you
can adjust the overall volume without changing the
balance between timbres or parts.

Applying vibrato (PITCH LFO)

When the [MODULATION] wheel of a connected MIDI
keyboard is moved away from yourself, Modulation 1
Depth messages [Bn, 01, vv] (control change #01) {(vv:
value) will be transmitted.

When the N1R receives these messages, vibrato wilt be
applied.

Adjusting the stereo location (Panpot)

The output destination of the oscillators, timbres and
parts of the N1R is determined by the L and R Panpot,
Send C and Send D settings (= effect inputs A, B, Cand
D). In particular, the panpot for timbres and parts can
be adjusted by MIDI Panpot messages [Bn, 0A, vv]
(control change #10) {vv: value, where 00is L, 64 is cen-
ter, and 127 is R).

Adjusting the effect send levels (Send C, D)

The output destination of the N1R's oscillators, timbres
and parts is determined by the L and R Panpot and by
Send C and Send D (= effect inputs A, B, Cand D). In
particular, the Send C setting for timbres and parts is

adjusted by the Reverb Level message [Bn, 5B, vv]
{control change #91}) (vv: value), and the Send D set-
ting by the Chorus Level message [Bn, 5D, vv] (control
change #93).

These messages are merely defined for use in adjusting
the effect levels, and will not necessarily perform the
same function on other devices.

If these messages are received while a note is sounding,
the change in effect send level will not occur immedi-
ately, but will take effect from the next played note.

Turning effects on/off

The two effect units can be switched on/off indepen-
dently, by using Effect Switch 1 messages [Bn, 5C, vv]
(control change #92) (vv: value, where 00 is off and 127
is on) and Effect Switch 2 messages [Bn, 5F, vv] (control
change #95). These messages are merely defined for
use in adjusting the effect levels, and will not necessar-
ily perform the same function on other devices.

Effect dynamic modulation -

‘You can select a dynamic modulation source and oper-
ate that source to control effects.

For example if you wish to use MIDI Aftertouch for
control, you must first select aftertouch (AFTER.T) as
the dynamic modulation source (MOD.SRC) for that
effect. Then when MIDI Aftertouch messages are
received, dynamic modulation will be applied.
Regardless of the modulation source settings, effects 1
and 2 can be controlied by Effect Control 1 [Bn, 0C ,vv]
(control change #12) (vv: value). (This can be used in
the same way as Effect Control 1.) These messages are
teceived on the MIDI channel of the Upper part in Per-
formance Play mode, and on the Global mode <Exclu-
sive Channel> MIDI channel in Multi mode.

Adjusting the tone

MIDI Brightness messages [Bn, 4A, vv]{control change
#74) (vv: value) can be received to adjust the tone color.
For a ‘vv’ value of 64 [40H], there will be no change in
the tone. For lower values the sound will become
darker, and for higher values the sound will become
brighter.

However since this message has come into use only
recently, it may not be implemented on some instru-
ments.

Adjusting the attack fime

When a MIDI Attack Time message {Bn, 49, vv] (con-
trol change #73) (vv: value) is received, the attack time
will change. For a value of 64 [40H] there will be no
change in the attack time, For lower values the attack
will become faster, and for higher values the attack
will become slower

However since this message has come into use only
recently, it may not be implemented on some instru-
ments.

Adjusting the release time

When a MIDI Release Time message [Bn, 48, vv] (con-
trol change #72) (vv: value) is received, the release time
will change. For other details, refer to the explanation
of “ Adjusting the attack,” above.
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Editing with RPN messages

RPN (Registered Parameter Number) messages allow
settings to be made in the same way for instruments of
different manufacturers. In contrast, NRPN (Non-regis-
tered Parameter Number) messages and exclusive mes-
sages can be used freely by each instrument
manufacturer,

To edit using RPN messages, use the following proce-

dure.

() Use RPN (LSB) [Br, 64, rr] and RPN (MSB) [Bn, 65,
mm] messages (control changes #100 and #101) {rr,
mm: parameter number lower and upper bytes) to
specify the parameter.

() Use Data Entry (MSB) {Bn, 06, mm] and Data Entry
(LSB) messages [Bn, 26, vv] (control changes #06
and #38) to specify the value. (‘'mm’ and ‘vv’ are the
upper and lower bytes, allowing a total of 16384
steps.)

You can also use Data Increment {Bn, 60, 00] (con-
trol change #96: value fixed at 00) or Data Decre-
ment [Bn, 61, 00} {control change #97: value fixed at
00) messages to increase or decrease the value in
steps of 1.

The N1R receives the three types of RPN message

described below (tuning, transposing, and setting the

pitch bend range).

Tuning

You can use RPN messages to adjust the Detune setting
of each patt. (Use the MIDI channel for each part.)

Use the following procedure.

(D Select RPN 01

Transmit to the N1R a message of [Bn, 64, 01, 65, 00]
(control change #100 with a value of 01, and #101
with a value of 00).

@ Use Data Entry messages to adjust the value.
Use [Bn, 06, mm, 26, vv] (control change #06 and
#38) to adjust the value. A value of 8192 fmm, vv =
40H, 00H] is center (normal pitch). A value of Ois -
100 cents, and a value of 16383 [mm, vv = 7FH, 7FH]
is +100 cents.

Transposing

You can use RPN messages to set the Transpose setting
of each part. (Use the MIDI channel for each part.)

Use the following procedure.

(D Select RPN 02.

Transmit to the N1R a message of [Bn, 64, 02, 65, 00]
{control change #100 with a value of 02, and #101
with a value of 00).

® Use Data Entry messages to adjust the value. How-
ever, normally only the upper byte is used.
Use [Bn, 06, mmj} (control change #06). A value of
8192 (mm=64=40H) is center (normal pitch). Avalue
of 6656 (mm=52=34H) is ~12 semitones, and a value
of 9728 (mm=76=4CH) is +12 sernitones.
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Setting the pitch bend range

You can use RPN messages to adjust the pitch bend
range for each part. (Use the MIDI channel for each
part.)

Use the following procedure.

D Select RPN 00.

Transmit to the N1R a message of [Br, 64, 00, 65, 00]
(control change #100 with a value of 00, and #101
with a value of 00).

(3 Use Data Entry messages to adjust the value. How-
ever, normally only the upper byte is used.

Use [Bn, 06, mm] (control change #06). A value of 00
{mn = 00) sets a pitch bend range of 0, and a value
of 1536 (mm = 12 = 0CH) sets a pitch bend range of
+12 semitones (1 octave). The N1R allows negative
valies to be set as well, but only positive values can
be set using RPN messages.

Editing with NRPN messages

NRPN (Non-Registered Parameter Numbers) are mes-

sages which can be used freely by each instrument

manufacturer. The N1R receives NRPN messages to
edit several parameters of Part Edit mode, which are
designed to be compatible with the messages of
another manufacturer’s format. NRPN messages can
be received to edit Vibrato Rate/Depth/Delay, Cutoff
and EG Times, and the Cutoff, EG Time, Tuning, Vol-
ume, Panpot, and Send C and D etc. for each instru-
ment of a drumkit.

Editing procedure is as follows.

@ Use NRPN (LSB) [Bn, 62, rt]l and NRFN (MSB) {Bn,
63, mm] (control changes #98 and 99 (rr, Mult
mode: lower and upper byte of the parameter num-
ber) to select the parameter.

@ Use Data Entry (MSB) [Bn, 06, mm] (contro] change
#06} {mm: value) to specify the value.

Adjusting the tuning within a drumkit

As an example of control using NRPN messages, here’s

how to adjust the tuning of the snare for the drumkit of

part 10.

Use the following procedure.

{1 Set NRPN MSB to 18H to select Drum Coarse Tune,
and set LSB to 28H to select the drumkif instrument
Snare (E2).

Transmit [Bn, 62, 18, 63, 28] (control change #98 with
a value of 24, #99 with a value of 40).

(3 Use Data Entry to set the value. Only the upper byte
is used. .

This is done by transmitting [Bn, 06, mm] {cohtrol
change #06). A value of 8192 {mm=64=40H) i center
{normal pitch}. A value of 6656 (mm=52=34H) is =12
semitones, and a value of 9728 (mm=76=4CH) is +12
sermitones.

Appendices

If a note is “stuck”

1f for some reason a note “sticks” (i.e., continues to
sound without stopping), moving to a different mode
will normally solve the problem. Disconnecting the
MIDI cable will also stop a note which was sounded
via MIDL

MIDI devices transmit a message known as Active
Sensing [FE] at regular intervals. This allows a device
that receives this message o know that an external
MIDI device is connected. Then, if no MIDI messages
are received for a certain length of time, the receiving
device will decide that the connection has been broken,
and will turn off notes and reset controller values that
were received via MIDL

Turning off all notes of a channel

‘When an All Note Off message [Bn, 7B, 00] (control
change #123, data of 00) is received, all notes currently
sounding on that channel will be twrmed off (as though
you had released them on the keyboard).

An All Sound Off message [Bn, 78, 00] (control change
#120, data of 00) will stop all sound being produced on
that channel. While an All Note Off message allow note
decays to continue, the All Sound Off message will stop
the sound immediately.

These messages are only for use in emergency situa-
tions, and are not used while you play.

Resetting all controllers of a channel

When a Reset All Controllers message [Bn, 79, 00]
(control change #121, data of 00) is received, the values
will be reset for all controllers currently being used on
that channel.

System exclusive messages

Since manufacturers are free to use system exclusive
messages in any way they please, these messages are
used mainly to transmit and receive sound data or edit-
ing data for parameters that are unique to a given
model of instrument.

On the N1R, the system exclusive message format is
[FO, 42, 31, 4C, .....o... . F71 (n: exclusive channel).

However, some exclusive messages are defined to have
a specific purpose common to all manufacturers. These
are called universal system exclusive messages.

The N1R supports the following universal system
exclusive messages.

¢ When an Inquiry Message Requestmessage [F0, 7E,
nn, 06, 01, F7} is received, the N1R will respond with
an Inquiry Message [F0, 7E, nn, 06, 02, (nine bytes),
F71 that means “] am a Korg N1R, system version ...”

+ When a GM System On [F0, 7E, nn, 09, 01, F7] mes-
sage is received, the N1R will switch to Multi mode,
and will be initialized to GM settings.

+ A Master Volume message [F0, 7K, nn, 04, 01, vv,
mm, F7] (vv: lower byte of value, mm: upper byte of
value; together expressing 16384 steps} can adjust
the overall volume while preserving the volume bal-
ance between timbres of a combination, or between
parts.

¢ A Master Balance message [F0, 7E nn, 04, 02, vv,
mm, F7] (vv: lower byte of value, mm: upper byte of
value; together expressing 16384 steps, where 8192
is the initial setting, and lower values will move
increasingly to the left) can adjust the overall pan
position while preserving the relative pan position
between timbres in a combination or between parts.

Transmitting sound data settings etc. {Data
Dump)

Program sounds, combination sounds, drumkits, and
global settings can be transmitted as MIDI exclusive
data. The transmission of MIDI exclusive messages to
an external device is referred to as a “data dump.”

+ In the Global mode <MIDI Data Dump> page, you
can select the type of data, select whether the data
will be transmitted from MIDI OUT or from PCI/E
and execute the data dump to transmit the specified
type of data from internal memory.

« If the Global mode <MIDI Filter> EXCL parameter is
set to “O,” data dumps will also be transmitted
when a Dump Request message is received.

This data is transmitted and received on the Global
mode <Exclusive Channel>.

Synchronizing the arpeggiator

Synchronization of the arpeggiator playback with an
external device can be specified in Performance Play
maode or Multi mode. The Global mode <Clock Source>
setting determines whether the N1R will be the master
(the controlling device) or the slave (the device which is
controlled).

When the Clock Source is set t0 INT (Internal), the N1R
will be the master, and the arpeggiator speed can be
controlled by the N1R. The notes generated by the
arpeggiator will be transmitted via MIDI, and can play
an external device connected to MIDI OUT. The tempo
of an external sequencer can also be controlled.

When the Clock Source is set to MIDI or PCIE, the NIR
will be the slave, and the arpeggiator speed will be
determined by the incoming MIDI Clock messages.
The arpeggiator can be controlled by MIDI messages.

Pattern select

{Bn 63 00 Bn 62 01 Bn 06 nn|

nn: 00-13

Arpeggio On/Off [Bn 63 00 Bn 62 02 Bn 06 nnj
nn: 00-3F (off}, 40-7F {on)

Arpeggio Octave [Bn 63 00 Bn 62 03 Bn 06 nn]
nn: 00-03 {14 octaves}

Arpeggio Latch [Bn 63 00 Bn 62 04 Bn 06 nnj
nn: 00-3F (off), 40-7F (on)

Arpeggio Key Sync [Bn 63 00 Bn 62 05 Bn 06 nn)
nn: 00-3F (off), 40~7F (on)

Selecting effects

The effects that are selected in Multi mode or Perfor-
mance Play mode can be switched via MIDI. For exam-
ple if you wish to select effect u: 003 Flg-Rev, you
would transmit the following system exclusive mes-
sage:

¥0, 42, 30, 4C, 12, 00, 00, 07, 50,00, 03, F7

The underlined 50, 00, 03 are MSB, LSB, nn (nn: effect

number),
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Compatibility with the N1/

N5

Multi mode or

mode can be adjusted. For example if
ents higher for part 01,

you would transmit the following system exclusive
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" or “Upper Damper

than “Damper,” “Lower Damper
will be handled as “Damper.”

MID! filters

map.

atible with

Multi mode settings of the N1R are comp:

of the 05R/

the N1, N5, NS5R, X5 and XS5DR. However,

Global mode <MIDI Filter> settings allow you to

W's Multi settings, only the effect settings are compati-

ble with the N1R.

enable/disable reception for program change, aftexr-

touch, control change, and system exclusive messages.

itch bend can be

In Combination Edit mode, the above messages (except
enabled/ disabled independently for each timbre.

for program change) as wellas p
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Appendices

Voice Name List

Performance Bank Select MSB=95, LSB=Ignored

PC Upper Lower Type Arpeggio Type
T|CmbU 0 Alignment GM-a T Piano 1 - 7 ALTZ
2| CmbU 42 lceClimber PrgA 26 ReMixBass Split 12 B-TECHNO
3| CmbU 25 Mr"BX-3" CmbB 49 RapToolKit Spiit 18 D-JUNGLE
4| CmbC 50 Encounters PrgA 43 CoCo Layer 7 ARP2
5§PrgC 84 Wah Clav CmbB 9 Dance Trak Split 17 D-TECHNO
61 CmbU 16 Hip House PrgB 56 Deep House Split 12 B-TECHNO
7| CmbB 76 Bass/Brass KDrm 26 Analog Kit Split 17 D-TECHNO
8| CmbB 64 Maya Dance CmbB 64 Maya Dance Split 15 B-SOUL
91 Prgu 71 N1 Dyno EP PrgB 36 Stein Bass Split 14 B-FUNK
10| CmbA 17 BigStrings CmbB 27 Nutcracker Layer [ 17 D-TECHNO
11| CmbA 70 Uni Verse PrgC 56 Bass Zap Split 10 ARP 5
12| CmblU 23 Indian Jam CmbC 23 Ghame Jana Split 20 D-R&B
13| CmbU 74 WaveGuitar PrgA 96 ChromeBass Split 13 B-DANCE
141 CmbB 49 RapTooKit - yDr2 26 Analog Split 20 D-R&B
15| CmbC 54 Dole Bee CmbB 6 House Mix Split 14 B-FUNK
16| CmbU 79 Beam MeUp Cmbl 59 Borg Space Split 11 ARP &
17 : CmbA 93 Morocco kDrm 26 Analog Kit Split 17 D-TECHNO
18| CmbB 73 Botswana CmbA 73 Wet Lands Split 13 B-DANCE
19| CmbbU 1 Zinger EP CmbC 13 Percolator Layer 6 ARP1
20 | CmbB 16 PhaseTwins CmbU 36 Rezro Rave Split 14 B-FUNK
21 | CmbU 12 12ToneBelz CmbB 90 InTheMaze Split 6 ARP1
22 CmbU 54 Gtr/Flute Cmbl 86 Latin Band Split 15 B-S0OUL
23 [ CmbA 10 Melotronic Cmby 6 VoxD'House Split 12 B-TECHNO
24 CmbU 76 BS&StPiano yDr2 41 Brush Split | 20 D-R&B
251 CmbA 91 Accordion CmbB 94 Bavaria Spiit 9 ARP 4
26 | CmbA 90 Fade Away CmbB 80 Rezolution Split 6 ARP1
27 | CmbA 76 Bass&Vibes rDrm 41 BRUSH Split 17 D-TECHNO
28 [CmbB 30 First*Snow CmbC 80 Alienesque Split 5 RANDOM
29| CmbB 98 Lead & Pad CmbA 64 Oh-La-la! Split 2 DOWN
301 CmbU 95 Eruption CmbU 5 Fast Perc Split 16 B-JAZZ
31| CmbC 90 FirstLight Cmbl) 70 Luminous Layer 5 RANDOM
32)PrgB 88 O3R/WPulse PrgA 38 Xanalog Layer 4 ALT2

96

Appendices:
CmbU CmbA
Bank Select MSB=88, L5B=Ignored Bank Select MSB=89, LSB=Ignored

PC Name PC Name PC Name PC Name
0 Alignment 50 | Chem Lab 9] Megatron 50 [ Mast World
1 Zinger EP 51  [Beefy EP 1 Rock Piano 51 [FunkySpice
2 Acappelia 52 iWordless 2 Boys Choir 52 | Voices2Men
3 Rain Dance 53 | Discovery 3 SongQfLife 53 | TheGamelan
4 Blue Bass 54 | Gtr/Flute 4 StickSplit 54 | Chorus Gtr
5 Fast Perc 55 | Fanfare 5 Stax Organ 55 | Full Brass

6 VoxD'House 56 | Virtuals 6 NeuroFunk 56 | Orch Split
7 Midnight 57 | 5000 BC 7 NightMusic 57 | The Finale

8 Pulse:Mod 58 | TheModKnob 8 Hard Sync 58 | Cymballife
9 FilmDrama 59 | Borg Space 9 Slammin’ 59 | HeadHunter
10 | Moonrise 60 | DreamPulse 10 [ Melotronic 60 |L.FO.City
11 PianoMagic 61 InYourEyes 11 Power Comp 61 Power Keys
12 [ 12ToneBelz 62 | The Light 12 | TheRedSun 62 | Aquarium
13 | Afro/Cuban 63 |[BigBen 13 | Ethnetic 63 |lce Bells

14 CrankitUp! 64 | Mr. Metal 14 | Guitar Man 64 |Ch-la-la!
15 | SwingHorns 85 N1JazzMan 15 MutedHormns 65  {Super Jazz
16 |Hip House 66 | Split Bass 16 [Euroman 66 | MasterFunk
17 | Sweeteners 67 | Strings 17 | BigStrings 67 | ChamberStr
18 |Mega Pulse 68 | PureAnalog 18 | SkyCatlead 68 |LayerSynth
19 | wild Rave 69 Invaders 19 HouseOfSki 69 | Space Port
20 | Flangesty 70 | Luminous 20 | Warriors 70 | Uni Verse

21 Dynamite 71 Ballad EP 21 |Velo EP 71 | Stak'oMidi
22 [Goodbyes 72 | Nashville 22 | Dreaming 72 | Airiana

23 Indian Jam 73 | witch Hunt 23 IndianQOrch 73 | WetLlands
24 FolkGuitar 74 | WaveGuitar 24 12 String 74 | Guitar&Pad
25 | Mr. "BX-3" 75 | Trpt&Bones 25 Deep Organ 75 | Trombhorns
26 | Dyno Split 76 | BS&StPiano 26 {SplitOrgan 76 |Bass&Vibes
27 |Pizz A Pie 77 | Heavy Bows 27 | Pizz & Bow 77 {Double Bow
28 | DroidRoad 78 |ThelastOne 28 | ODrivelead 78 | Sophism

29 Dj*ToolBox 79 Bearn Me Up 29 PowerHouse 79 Dagobar

30 | Futurist 80 | Generators 30 | FreeTime 80 | TheyAppear
31 Cyclic EP 81 ProStageEP 31 Emmabama 81 Piano Pad
32 |VoxBells 82 | Child Song 32 | VoxGamelan 82 |Milagro

33 | NightTrain 83 |Instanbul 33 | EastAfrica 83 | RhythmPipe
34 | Tune Smith 84 | RezStakBS 34 jFat Pluck 84 | DynamoBass
35 {16 Homns 85 jOverload! 35 Big Band 85 jRock Organ
36 Rezzo Rave 86 Latin Band 36 RezzoSplit 86 QOsaka Jazz
37 |legatoReed 87 | FreshRosin 37 | Sonata 87 |Leti Theme
38 | CanyonView 88 | GlassPipes 38 | MaxiStab 88 | Pad+Alpha
39 | Underworld 89 |Elements 39 | Sea Storm 89 | <N>File

40 | Dizzying 90 | PowderSnow 40 | Vectoring 90 |Fade Away
41 | VoxKing 91 Mouth Harp 41 | The Gospel 91 | Accordion
42 [lceClimber 92 | Sea Horses 42 | LunarBells 92 | Moon Stone
43 iZen Garden 93 | Trinidad 43 ] Sting&Wind 93 | Morocco

44 |lron Layer 94 | AtTheFeast 44 | Siap & Pop 94 | Dulcimer
45 | GreatOrgan 95 | Eruption 45 | WeddingDay 25 FullManual
46 | ForceField 96 |CelticBand 46 | Type Aline 96 | GiantSpiit
47 | The Loner 97 | HarpString 47 | DelayedHit 97 | Bolshoi

48 |New Rave 98 | Unison 48 | Have Fun 98 | Synth Fat
49 | Stereo Kit 99 | MotherShip 49 | Wild Drums 99 | TimeTunnel
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Appendices . Appendices
CmbB CmbC 5 PrgU PrgA
Bank Select MSB=90, LSB=Ignored Barnk Select MSB=91, LSB=Ignored a2 Bank Select MSB=80, LSB=Ignored Bank Select MSB=81, LSB=Ignored
& MSB=0, LSB=0 (05R/W Map)
PC Name PC Name PC Name PC Name i PC Name PC Narne PC Name PC Name
0 jPollenesk 50 | StormGi'97 0 | The Abyss 30 | Encounters 0 Expansions 50 |Intro Pad 0 RunawayPad 50 [ Universe X
1 Fat Pianos 51 ChorusClav 1 StereoKeys 51 Harpsicord 1 5t. Piano 51 Piano Pads 1 N Piano 51 Piano Pad
2 TheSingers 52 Goldmine 2 <<Heaven>> 52 AngelChoir 2 BigBadBari 52 Fox Horns 2 Tenor&Alto 52 FlugelHorn
3 NeverLand 53 <The East> 3 Pacifica 53 | <The West> 3 Droid Beat 53 | Ark Textur 3 Chord Vox 53 Synhallet
4 | World Bass 54 | HeartBreak 4 Slap Stick 54 | Dole Bee 4 RosewoodGt 54 | N1 Clav 4 Flamenco 54 | Mr. Clean
5 LilBit Q' 55 BrassSwell 5 Grinding B 55 Horn Stabs 5 Rock Organ 55 N1 Organ 5 RockSteady 55 60's Organ
[ House Mix 56 Cool Duet 6 Green Rave 36 Str/Oboe 6 WalkinBass 56 Snap Bass 6 Ugpright 56 Dance Bass
7 Allegro 57 | Overture 7 Delicato 57 | Ensembled 7 Symphony 57 | Horns&Bows 7 N Strings 57 | Quick Bows
8 Rezzo Funk 58 HitTheDust 8 Big Swell 58 | Centrefold 8 Modular 3C 58 Syn Bottle 8 LA Synth 58 Fresh Air
9 Dance Trak 59 Wild Split 9 RagaTrance 59 | THE Deep : 9 Techno Kit 59 BadWeather 9 Street Kit 59 {VoodooSong
10 | SunOfTron 60 [ N:Wave:Seq 10 | QuarkSpark 60 | FlutterPad ; ‘ " 10 | Color Pad 60 | KorgStatio 10 | Alaska 60 | Antartica
11 EP&String 61 M-1LayerEP 11 PianoSings &1 Layer Cake : 11 N1WhiriyEP 61 N1GrandEP 11 PR&Strings 61 PowerPiano
12 | AfienSings 62 | DeathStars 12 | New Worlds 62 | HumanBeam : 12 |Big Brass 62 _| SoprancAir 12 | Octa Brass 62 | AvantGarde
13 [Hot Salsa ) 63 |Java Bells 13 | Percolator 63 i ChinaBell : 13 |Band Hit 63 | Synthasaur 13 | Rave Mix 63 | DreamWorld
14 |inTheArena 64 Maya Dance 14 | Velo Chord 64 [ Mr. Tone ; 14 | AcousticGT 64 |0O.D. Lead 14 | BriteSteel 64 | TubeCrunch
15 SmokyHorn 65 The Legend 15 SweetMutes 65 Uitra Perc 1 15 vintageBX3 65 Brilliant 15 Rotary Org 65 Mixture
16 PhaseTwins 66 X-Voxsplit 16 | Asidic 66 | Wavelammer : i6 Solid Bass 66 StringSlap 16 BassPicker 66 NuFretless
17 [AnaStrings 67 |ChamberOrc 17 | StringsAtk 67 | EthnicOrch : 17 | LightVoice 67 |St.Quartet 17 | Boys Choir 67 | Aggiatato
18 | Sync Home 68 Emmalog | 18 Rezzo Comp 68 | Octavelead : 18 Solo Synth 68 Pulse 18 Monokead 68 | Split Sync
19 |EtherScape 69 | AlienProbe 19 [HouseParty 69 [ Max Impact : 19 | Harp Gliss 69 | [Combokit] 19 | TheSunrise 69 | [KrazyKit]
20 | Star*Burst 70 Nebulae 20 | Vaporizer 70 | HereltComz 20 PlanetS+H 70 Padonomic 20 |Vortex 70 LandingPad
21 Super EP 71 Digi Piano 21 MIDIEP-Pad 71 Tiny&Tiny 21 DWGS Dream 71 N1 Dyno EP 21 VS E.Piano 1 NightTines
22 | Star Lense 72 | VeloVoices 22 | Lassie&Tim 72 | Sing To Me 22 | Reed&Flute 72 | Orch&Horns 22 | Dyno Flute 72 | SalsaHorns
23 | Calcutta 73 Botswana 23 | Ghame Jana 73 | Lost Tribe 23 | Throbrnastr 73 | CraterDust 23 | WhiteNoise 73 |UpWe Go
24 | Malaguena 74 | Prog Split 24 | Folk Picks 74 | Power Band ; 24 | Air Guitar 74 | Stadium CT 24 | Bouzouki 74 | TheRipper
25 Q.D. Organ 75 Trpt.Brass 25 Hippy's 75 Real Horns : 25 N1JazzOrg 75 WhiteShade 25 Jazz Qrgan 75 DanceOrgan
26 Bass/Horn 76 Bass/Brass 26 Piano&Str 76 Bs/EP&Str : 26 | AnaSawBass 76 Digi Bass 26 ReMixBass 76 FatRezBass
27 Nutcracker 77 Bows&Brass 27 |Velo-Pizz 77 | Bows/Trpt 27 | WindString 77 | ArcoString 27 | AirVox 77 | ViolinSect
28 {PowerStack 78 | TheSweeper 28 | PolyChords 78 |Blade Runs 2% | Mega Keys 78 | WhiteHorns 28 | Stab Pad 78 Pulsator
29 Rave Hits 79 TheDentist 29 | TheBigBang 79 Half Moons : 29 | Power Drum 79 ChurchBel! 29 Lazer Toms 79 DreamBells
30 First*Snow 80 Rezolutien 30 SolarFlare 80 | Alienesque : 30 GlideSweep 80 | The Voyage 30 Sunrise 80 In The Pad
31 SamAntic 81 Dreamy P 31 LayerPiano 81 DynoPiano 31 N1 A.Piano 81 EP&Waves 31 Rock Piano 81 LA Layer
32 | SitkRoad33 82 | Echo Suite 32 | PizzoSynth 82 |Rave Vox : 32 |TP & Brass 82 | SuperBrass 32 | Classic TP 82 |Big Band
33 | AfricaMood 83 Blues Harp 33 | The Sphinx 83 |Etthno Geo 33 | Visitors 83 Smash It .33 {Velorez 83 Stereo Hit
34 12 Stereo 84 Split Bass 34 ShoeString 84 Fret-Not! 34 PedalSteel 84 Mega Clav 34 HollowBody 84 Funk Clav
35 [PhantomSax 85 Cathedral 35 [ MillerTime 85 | Full Pipe 35 |}StageOrgan 85 MasterFisa 35 R&B Crgan 85 | Polka Box
36 | Biggeridea 86 |Jazz Duet 36 | Anna Spiit 86 |Bass&Piano 36 | SuperRound 86 |lLowRezBass 36 | SweetStick 86 | Uitra Rez
37 | Serenade 87 Philarmony 37 | WoodWinds 87 | Grandioso : 37 | Divisi 87 |Super Pizz 37 | TheStrings 87 | Light Pizz
38 | Ruff&Ready 88 | Enose Horn 38 [AnalogKing 38 |Torguemada 38 | SynthBrass 88 |Synleadl 38 | Xanalog 88 | AT Rsonanz
39 Worm Hole 89 Bug Forest 39 RainForest 89 GABBA : 39 QDRaveKit 39 InTheTrees 39 VeloGated 89 [Jet star)
40 Galaxia 90 InTheMaze 40 Beach Walk 90 | FirstLight E 40 | AnaSquares 90 | VeloSweep 40 Swell Pad 90 Fragments -
47 Two In One 91 MasterFisa 41 Satellite 91 Mazurca 41 N1StageEP 91 Magic Tines 41 Vintage EP 91 SuperTines .g
42 Bell Come! 92 " | ProxiMidi 42 Rain Chime 92  {VeloVoxBel : 42 [V.S. Brass 92 Big Bones 42 Brass Ens' 92 | Trombones 'g
43 | TheOldWest 93 SugarBeils 43 | Sir Robin 93 |Javanese : 43 | Pluggedin 93 | SonicBlast 43 | Coco 93 | CyberTrash 2
44 __ | Slappin’ 94 | Bavaria 44 | Acid Tools 94 |Warm Koto : 44 | Strummers 94 | Guitar Pad 44 | Parker Gt 94 | Mandolin -2
45 Mixture 95 BigDrawbar 45 PipeOrgan a5 Super Perc E 45 SmaliPipes 95 Perc Trem 45 Full Pipes 95 BX3 Medium
46 | BreakADish 96 | There&Back 46 Busy Split 96 | ChiffSplit E 46 Slap&Slide 96 8ig Mini 46 Slap It 96 | ChromeBass
47 | WoodSector 97 HormMelody 47 | Madrigal 97 | OrchDivisi 47 | MixedChair 97 | GlassVoice 47 | VocalChoir 97 | SopranoVox
48 1 Multi Rez 98 |Lead &Pad 48 1 ChrisTall 98 | Midi Winds 48 | Pizarro's 98 |lead Stab 48 | MiniODLead 98 | Syn Brass
49 | RapTooiKit 99 <<<Hell>>> 49 Marching 99 Bad Dream E 49 SteelDrums 99 Cood Vibes 49 Gamelan 99 Logs&Bells
* In addition to these combination sounds, '
there are two more sounds in Bank yDr1,
!
98 99




Appendices

PrgB

Bank Select MSB=82, LSB=Ignored

PrgC

Bank Select MSB=83, LSB=Ignored

PC Name PC Name PC Name PC Name
0 LostWridMS 50 | Fish Pad 0 Introspect 50 Soft Pad

1 Studio 51 MagicPiano 1 Concert 3 MIDI Grand
2 AltoBreath 52 | Soft Horns 2 Air Shaku 52 | Woodwinds
3 DanceReMix 53 New Era 3 [Mr. Gong] 53 Industrial

4 BriteNylon 54 | Rock Mutes 4 NylonDream 54 | R&R Guitar
5 Distortion 55 | CX-3 Organ 5 Knife Edge 55 | Drawbars

6 ParkerBass 56 | Deep House 6 Stand Up 56 Bass Zap

7 Legato Str 57 | OrchString 7 DynoString 57 | VoxStrings
8 EtherBells 58 | PowerlLayer 8 Super->5tab 58 | CompThing!
9 Producriit 5¢ | PipeDreams 9 Modern Kit 59 | CicadaBugs
10 | Transforms 60 | Ravel Pad 10 | GlideSynth 60 | Wavetables
11 EP&Strings 61 M1Pianol&R 11 PianoHaven 61 M1 Piano
12 |Brass Ens2 62 {Bag Pipes 12 | BrassFalls 62 | SmokyTenor
13 {BreakitUp 63 | llBangil! 13 }Glass Hit 63 | Space Pets
14 | 125tringGt 64 | FeedbackGt 14 | Guitar L+R 64 | Rock Oni!t
15 | Organomics 65 [Vox Crgan 15  1RotorNoise 65 ] Tube Organ
16 | Heavy Pick 66 | Roto Bass 16 |FingerBass 66 | Fat Fretty
17 | Humm Vox 67 |Cello Ens 17 | RealVoices 67 | StringSect
18 | Square 68 | SyncNokvil 18 | EOEknobSaw 68 | Busy Boy
19 | Mark Tree 69 | Total Kit 19 | Asian jung 69 | Zulu Kit
20 | Sputnik 70  1SlowSunset 20 | Mation 70 | Polysix

21 HarmonicEP 71 Motion EP 21 Syn Piano 71 Velo Stage
22 | Arabesque 72 | PowerHorns 22 | Synth Fife 72 | MutedBrass
23 | 50's SciFi 73 | TimeWarper 23 |Heartbeat 73 Multi Rez
24 | Follow Me 74 | RockGuitar 24 [Harmonics 74 MonsterWah
25 |Warm Organ 75 | Key Click 25 | ComboOrgan 75 | Gospel Org
26 | SquareBass 76 | JackSlide 26 | AnaSQ-Bass 76 | SynthBass3
27 | AnalogPad 77 |Wide Bows 27 {AnaStrings 77 SilkString
28 | Residue 78 |[Total Synth 28 | Chester 78 | Sawtooth
29 | [Manimals] 79 |[lewelryBox 29 MalletLoop 79 Ice Bell

30 | BellShower 80 | Dustette 30 | WaveSweep 80 {Mind Scan
31 Elec.Grand 81 Wave Piano 3 Piano & EP 81 Maxi Tines
32 |TB&TP 82 |Fanfare 32 |Trumpets 82 | Sfz Brass

33 | RoboticRez 83 | MachineAge 33 | Chrome Rez 83 | UnderWater
34 | StereaClav 84 |DéClav 34 | MadlinTrem 84 |Wah Clav
35  |Velo Organ 85 |Fisa® 35 [Classic"B" 85 |Vvelo Perc
36 | Stein Bass 86 | Super Rez 36 |Rap Bass 86 |Rez Bass

37 | OrchDivisi 87 HarpString 37 jUnderscore 87 |Velo Orch
38 Fatfilterz 88 | 03R/WPulse 38 iComposure 88 Reso Waves
39 [SFX1 89 |Waterphone 39 | SFX2 89 | Wind Storm
40 | Wire Pad 90 | Spectrum 40 | Pulse Pad 90 | Warm Glow
41 | Whirly EP N Dream EP 41 Stage Tine 91 Warm Tines
42 | BrassSwell 92 | StereoHom 42 | Brass Band 92 | Horn Ens
43 | SynTronic 93 | [Down Low] 43 | Repeater 93 | Power Play
44 | Stratified 94 | Sitars 44 | Clean Funk 94 {Tamboura
45 | Principal 95 | Super BX-3 45 | MediumPipe 95 | Green Eyes
46 | Super Bass 96 | Velo Pick 46 | Thumb&Slap 96 | Stick Bass
47 | Full Choir 97 | FilmVoices 47 | Vox Angels 97 | WhisperVox
48 | EOEknobSqgr 98 | Analogist 48 | AnalogSync 98 | AnalogHorn
49 | Orch Perc 99 | CldKalimba 49 | Flutter 99 |Lore
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GM-a/r:Bank/y:Bank

Bank Select r:Bank MSB=r:Bank No., LSB=0
Bank Select y:Bank MSB=0, LSB=y:Bank No.

PC l rBank i yBank | Instrument PC | rBank | yBank Instrument PC | rBank | yBank Instrument
Piano 7 18 37| 60 Ora.3 32 ] 0 | GtHarmonx1
1 0 0| Piano 1 33 38 [ EvnenBar 16 64 | AcGtHarmnx
] 1| Piano 1w - 40 | Grgan 6 ] 65 | GtFeedback
16 18 | Piano 1d 40 64 | Crgan Bass - 66 | GtHarmonx2
- . 40 Piano Str. g 65 ; Organ 109 Bass
== 41 | Dream 24 66 { Cheese Org 33 0 0 | AcousticBs
z ] 0 | Plano 2 67 | Organ 7 40 | JazzRhythm
8 1 | Piano 2w 18 0 0{Organ 2 aas 45 | Uprght Bs.
3 0 0 | Piano 3 1 24 | Organ 201 34 Q [1] Fingerd-Bﬂ
8 1 | Piano 3w 8 32 [ DetuneOrg2 - 18 | FingerDark
32 | DetEIGrPno -— 33 | Lite Organ - 27 | Flanger Bs
1 40 | EGrPiano1 32 37 [Organ 5 - 40 [ Bs&DstEGtr
2 41 | EtGrPiano2 19 ] 0 Organ 3 -— 43 | FingerSlap
4 0 0 | HonkeyTonk 8 64 | RotaryOrg 1 45 | FingerdBs2
8 1 | Oldupright 16 65 | RotaryOrg$s 2 64 | Jazz Bass
5 0 0 | EPiano 1 24 66 | RotaryQrgF 63 | ModAlem
7 [EPianc 1w 20 0 © | ChurchOrg] 35 0 0 | PickedBass
26 18 | Mellow EP 16 32 | ChurchQrg3 8 28 | MutePickBs
8 32 | Soft EP 8 35 [ ChurchCrg2 36 0 0 | Fretless 1
25 40 | Hard EP - 40 | NotreDam 1 32 | Fretless 2
16 45 | FM+Al EP 24 64 | OrganFlute 2 33 [ Fretless 3
24 64 | 60's EP 32 65 § Trem, Flute 3 34 | Fretless 4
6 0 0 | E.Piano 2 21 [ 0 | Reed Org.1 4 96 | SynFretles
-— 1 | E.Piano 2w - 40 | Puff Org. 5 97 | Mr.Smooth
g 32 | Detune EP2 22 [ 0 | AccordionF 37 [{ 0| SlapBass 1
24 33 | Hard FM EP 3 32 | Accordion! [ 27 [ Reso Slap
= 34 | FM Legend 23 0 0 [ Harmenical - 32 | PunchThum
— 40 | FM Phase 1 32 | Harmenica2 38 0 G | SlapBass 2
—- 41 | FM+Anatog 24 0 0 [ Bandreonl --- 43 | Velo Slap
e 42 | Fiv Koto EP - 64 | Bandneon2 39 0 0 | SynthBass1
16 45 | FM EP Guitar 1 18 | SynthBs101
7 0 0 | Harpsicord 25 0 0 | NylonGtr.1 9 20 | FastResoBs
16 7 | Harpsi.w 32 16 | NylonGtr.2 8 24 | Acid Bass
24 25 | Harpsi.o 16 25 | NylonGtr.3 - 35 [ Clav Bass
8 35 [ CoupleHps. 24 43 | VelHarmnix 10 40 | Tekno Bass
8 [} 01 Clav, 8 96 | Ukulele - 64 | Oscar
was 1| Clav.w 40 - | LeguintGtr = 65 | Sqriass
- 27 | Clav.wah 26 0 0 | SteelGtr.1 - 66 | RubberBass
64 | Pulse Clav 32 16 [ SteelCGtr.2 ~n 96 | Hammer
- 65 | PierceClav 8 35 | 12-str.Gtr 16 --- | SlowResoBs
Chromatic Percussion 9 40 | Nylon+5tel 40 0 0| SynthBass2
9 0 0 | Celesta s 41 | Steei&Body --- 6 | MelloSynBs
10 0 0 | Glocken 16 96 | Mandolin 3 12 Seq Bass
11 0 0 | Music Box 27 0 0 | Jazz Gtr. 1 18 | SynthBs201
-t 64 | Orgel 1 18 | Mellow Gtr 17 19 | AnaSynBs.1
12 0 @ [ Vibraphone -— 32 | JazzAmp 19 32 | SmoothBass
8 1| Vibew 8 96 | PedalSteel 2 40 | Modular Bs
1 45 | Hard Vibe 28 [ 0§ Clean(tr.l 8 41 | BeefFMBass
13 0 0 { Marimba 3 32 | Chorys Gtr E 64 | X WireBass
8 1 | Marimba w - 64 | CleanGtr.2 16 -— | RubberBass
64 | SineMarimb 29 0 0 | Muted Gtr. 18 —- | AnaSyns.2
16 96 | Balaphonel 8 40 | Funk Gtr.1 5trings
17 97 | Balaphone2 - 41 | MuteSHGtr 41 0 0 | Violin
24 98 | Log Drum 16 43 | Funk Gtr.2 8 8 | Slowviclin
14 0 0 | Xylophone 45 | Jazz Man 42 0 0 | Viola
15 0 0 | Tubular 1 96 | MuteDstGtr 43 0 0 | Cello
8 96 | ChurchBell 30 0 0 | OverDriveGt 44 [{] 0 | Contrabass
9 97 | Caritlon -en 43 | Gtr.Pinch 45 [1] 0 | TremoloStr
16 1) 0} Santur 1 31 [ 0 | Dist.Gtr.1 8 3 | SlowTrm5tr
1 35 Santur 2 12 | DstRthmGtr 9 40 | SuspensStr
8 96 | Cimbalom 1 24 | Dist.Gtr.2 46 0 0 | Pizzicato
97 | Santur 3 2 35 | Dazed Gtr. 47 [1] Q[ Harp
Organ 17 36 | PowerGir.2 - 40 | YarrgChin
17 Q 0} Organ 1 16 37 | PowerGtr.l 48 0 0 | Tinpani
8 32 | DetuneQrgl 18 38 | 5th Dist. Ensemble
16 33| 60's Org.1 8 40 | FeedbackG1 49 0 0 | Strings 1
17 34 | 60 Org.2 9 41 | FeedbackG2 16 3 | St.Strings
1 35| Grgan 101 25 43 | RockRythm1 1 8 | Strings 2
32 36 | Organ 4 24 45 | RockRythm2 -— 24 | ArcoStr
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Appendices Appendices
GM—a/r:Bank/y:Bcnk GM-q/r:Ban/y:Ban ySFX Bank
Bank Select r:Bank MSB=r:Bank No., LSB=0 Bank Select r:Bank MSB=1:Bank No., LSB=0 Bank Select MSB=64, LSB=0
Bank Select y:Bank MSB=0, LSB=y:Bank No. Bank Select y:Bank MSB=0, LSB=y:Bank No.
PC | rBank | yBank Instrument PC | rBank | yBank Instrument PC | rBank | yBank Instrument PC | rBank | yBank instrument PC | rBank | yBank tnstrument PC fnstrument
49 s 35 | 60s5trings 63 - 64 | Analog Brs 88 i 64 | Fat&Perky 101 --- 64 | Fanta Bell 118 9 66 | Rock Tom i CutNoise 1
8 40 | Orchestral 16 --- | Octave Brs 65  Softwusl - 96 [ Smokey 119 0 G [ Synth Drum 2 CutNoise 2
9 41 | Orchestra2 64 1) ¢ | Syn.Brass2 Synth Pad 102 1] ¢ | Goblin [ 64 | Analog Tom 3 DstCutNoiz
0 42 | TremOrch 1 18 | Soft Brass 89 [ 0 [ Fantasia 1 1 64 | Goblinson El 65 | Elec Perc 4 StringSlap
24 45 | VeloString 3 40 | Syn.Brass4 1 64 | Fantasia 2 2 65 | 50s Sci-Fi 120 [}] 0 | RevCymball 5 Bass Slide
11 | Choir str. 41 | ChoirBrass 9G 0 0 | Warm Pag 66 | Ring Pad 1 €4 | RevCymbal2 d PickScrape
59 0 0 | Slow Str.1 17 45 | VeloBrass2 1 16 | Thick Pad - &7 | Ritual 8 96 ) Rev.Snarel 17 FlKeyClick
10 3 | St.SlowStr 16 64 ; VeloBrass1 4 17 | Soft Pad o 68 | ToHeaven 9 97 | Rev.Snare2 33 Rain
8 8 | Legato Str Reed — 15 [ Sine Pad 65 | Milky Way 16 98 | Rev.Kick 1 34 | Thunder
g 40 | Warm Str. 65 0 0 | SopranoSax 2 64 | Horn Pad - 70 | Night 17 99 | Rev.ConBD 35 Wind
-— 41 [ Kingdom 66 [] 0 [ Alot Sax 3 65 | Rotary Str - 71 | Glisten 24 100 | Rev.Tom 1 36 Stream
i 64 | Slow Str.2 — 40 | Sax sect. o1 ] 0| PolySynth 72 | Pulty 25 101 | Rev.Tom 2 37 Bubble
-— 65 | Slow Str.3 8 43 | Hyper Alto 1 64 | 80sPolySyn oo 96 | Bell Choir Sound Effects 38 Feed
51 0 0 | SynthStr.1 &7 0 0 | FenorSax 1 e 65 | Click Pad 103 1] 0 [ Echo Drops 121 0 0 | FretMoise 49 Doy
27 | Reso Str. 8 40 | BrethTenor - 66 | Analog Pad 3 8| Echo Pan 2 1 »-- | CutNoise 1 50 Gallop
8 35 | Synthstr.3 -— 41 | Soft Tenor o 67 | Squiare Pad 2 14 | Echo Pan 1 2 --- | StringSlap 51 Bird 2
1 64 [ OB Strings — 64 { TenorSax 2 92 0 0 | SpaceVoice 1 64 | Echo Bell 3 -+« | CutNoise 2 52 Kitty
aam 65 | 55 Str. 68 [1] 0 | Bari.Sax 1 64 | Heaven 4 65 | Big Panner 4 --- | DstCutMNoiz 53 Crowl
52 o 0§ Synthstr.2 69 o 0 [ Cboe 65 | Lite Pad 6 66 | WaterPiano 5 —— | Bass Shide 54 Haunted
53 [ 0 [ ChoirAahs) 70 [] 0| EnglishHm — 66 | Hopia - 67 | Creation & --- | PickScrape 55 Ghost
8 3 | St.Choir 71 [ 0 | Bassoon —- 67 | Cycle Pad -en 68 | Stardust 122 [¢] 0 [ BreathNoiz 56 Maou
32 16 | Choirsahs2 72 [i] 0 | Clarinet 93 [} 0 | Bowed Glass 3 69 | ResoPanner 1 --- | FiKeyClick 65 Telephonel
9 32 | MelloChoir 8 96 | BsClarinet - 64 | Glacier 104 [1] 0 | StarThemel 123 [ 0 | Seashore 66 Door-Creak
=== 40 | Choir 5tr. Fipe — 65 | Glass Pad 1 64 | StarTheme2 1 --- | Rain 67 Door-Slarn
- 64 | StringAahs 73 0 0| Piccolo 94 0 0 | Metal Pag -— 65 | Odyssey 2 === | Thunder 68 Scratch 1
-es 65 | Male Aahs 74 0 0 | Flute 1 64 | Tine Pad Ethnic 3 — [ Wind &9 Scratch 2
54 [ 0 | Voice Oohs ™75 [ 0 i Recorder . 2 65 | Panner Pad 105 0 G | sitar 1 4 --- | Stream 70 WindChimes
- 64 | Voice Doo 76 0 0 [ PanFiute 1 95 0 0 | Halo Pad 2 32 | Det.Sitar 3 - | Bubble 71 Telephone2
- 98 | Voice Hmn &4 | PanFlute 2 96 0 0 | Sweep Pad i 35 | Sitar 2 124 0 0| Bird 1 81 Car-Engine
55 0 0} Synvox [ 96 | Kawala 9 20 | Shwimnmer g 96 | Tambra 1 - [ Dog 82 Car-Stop
8 40 | Syn.Voice 77 Q 0 | BottleBlow 2 27 i Converge 16 97 § Tamboura 2 - | Gallop 83 Car-Pass
= 41 | Choral 78 0 0 | Shakuhachi 1 64 | Polar Pad 106 0 0 | Banga 3 - | Bird 2 84 Car-Crash
— 64 | AnaVoice 79 ] 0 | Whistle — &5 | Sweepy 1 28 | MutedBonjo 4 -~ | Kitty 85 Siren
56 0 0] Greh.Hit 1 80 0 0 | Ocarina 10 66 | Celestial 8 96 | Rabab 3 --- | Growl 86 Train
35 | Orch.Hit 2 Synth Lead Synth Effects 16 97 | Gopichant 125 [ 0 | Telephonel 87 Jetplane
8 64 | Impact Hit 81 0 0 | SquareWave 97 0 0 | Ice Rain 24 98 | Oud 1 --- | Telephone2 88 Starship
9 65 | Philly Hit 1 6 | Square 8 45 | Clavi Pad 107 0 0 | Sharmisen ] - | Door-Creak 89 BurstNoise
10 66 | Double Hit & 8 1 LM Square 1 64 | Harmo Rain 1 96 | Tsugary 3 -— | Door-Slam 90 Coaster
i 67 | BrassStab 7 18 | Hollowhini 2 65 | AfricaWood 108 0 01 Koto ) - | Scratch 1 91 Submarine
16 - | Lo Fi Rave 5 19 | Shmoog — 66 | Caribean 8 86 | FaishoKoto 5 = | WindChimes 97 Laughing
Brass 3 64 | Mellow FM 98 0 0 | Soundtrack 16 97 | Kanoon 7 - | Scratch 2 98 Screaming
57 0 G | Trumpet 1 4 65 | Soft Solo 2 27 | Prologue 109 0 ( | Kalimba 126 0 O | Helicopter 99 Punch
1 16 | Trumpet 2 8 66 | Sine Wave 1 &4 | Ancestral - 64 | BigKalimba 1 --- | Car-Engine 100 Heart Beat
24 17 | Bright Tp. 82 0 0 [ Saw Wave 8 65 | Rave 110 0 0] Bagpipe 2 == | Car-Stop 101 FootSteps
25 32 [ Warm Tp. ] & | Saw 95 ¢ 0 | Crystal 711 0 ~ 0| Fiddle 3 —j Car-Fass 102 | Applause 2
8 96 | FlugetHorn 3 8 | Thick Saw 12 | SynDrComp 112 0 0 Shanai 1 4 - | Car-Crash 113 MachineGun
58 0 0 | Trombone 1 7 18 [ LA Saw - 14 | Popgorn 1 64 { Shanai 2 5 -— | Siren 114 Lasergun
1 18 | Trombone 2 — 19 | Digi.Saw - 18 | Tiny Bell 3 96 | Pungi 3 «-- | Train 115 Explosion @
59 0 0| Tuba 1 4 20 | Big Lead 3 35 | RoundGlock 16 97 | Hichiriki 7 --- | Jetplane 16 Firework R
1 16 | Tuba 2 6 24 | HeavySynth 5 40 | GlockChime Percussive 8 -« | Starship 'g
60 0 O | Muted Tp.1 16 25 | WaspySynth [ 41 | ClearBells 113 0 0] TinkleBell g --- | BurstiNoise g
hoad 64 | Muted Tp.2 2 40 | Pulse Saw 16 42 | ChoralBell 8 96 | Bonang 127 0 0 [ Applause 1 o,
61 0 0] FrHom 1 8 41 | DoctorSolo 1 64 | Syn.Mallet 9 97 | Gender 1 - | Laughing <
8 ' 6 | FrHomSolo 5 45 | Velo Lead 2 65 | SHCrystat 10 98 | GamelaGong 2 -~ | Screaming
1 32| Fr.Hom 2 - 96 | Seg.Analeg 4 66 | Loud Glock 1 99 | St.Gamelan 3 --- | Punch
16 37 | Hoen Orch 83 1} 0 | synCakope 7 67 [ Xmas Bell 16 100 | RamaCymba! 4 - | Heart Beat
62 [} 0| Brass 1 1 64 | Vent Synth 8 58 | VibraBells — 101 | Asian Bell 5 — | Footsteps
— 14 | SfrzndBrs 2 65 | PurePanld. 9 69 | Digi Bells 114 0 0 | Agogo 6 --- t Applause 2
o 35 | To&Th Sec. 84 0 0| Chiffer Ld 17 70 J Air Bells ™ 8 96 | Atarigane 128 0 0} Gun Shat
16 39 | Brass Fall — 54 | Rubby 18 71 | Bell Harp 115 [¢] Q| SteelDrums 1 --- | MachineGun
8 40 | Brass 2 85 0 0| Charang 19 72 | Gamelimba: - 96 | Tablas 2 - [ Laser Gun
- 47 | HiBrass § 64 | Dist.Lead 100 0 0 [Atmosphere — 97 | Glass Perc 3 —- | Explosion
- 42 | Mellow Brs - 65 1 Wire Lead 1 18 | Warm Atmos — 98 | Thai Bell
63 [i] Q | Syr.Brass] 86 0 Q | Solo Vox 4 19 { HollowRels 116 0 0 | Woodblock
9 12 { QuackBrass 24 | Synth_Aahs 5 40 | Nylon+EP - 8 96 | Castanets
20 | RezoSynBrs e 64 | Vox Lead 2 64 [ Nylon Harp nz 0 0 | Taike
1 24 | Poly Brass 87 1] 0| 5th Saw 3 65 | Harpvox . 8 96 | Concert BD
8 27 | Syn.Brass3 L 1 35 | Big Fives 6 66 | AmbientPad 118 0 0§ Melo.Tom 1
- 32 [ Jump Brass 88 [] 0 | Bass&Lead — 67 | Flanet |- 8 64 | Melo.Tom 2
- 45 | AnaVeloBrs 1 16 [ Big & Raw 101 0 0 | Brightness’ 1 65 | Real Tom
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Appendices
r:CM Bank GM-b
Bank Select MSB=127, 1.SB=0 Bank Select MSB=56 or 57, L5B=0
PC Name PC Name PC Name PC Name
1 Piano 1 65 AcouBass 1 1 Piano 65 Soprano Sax
2 AcouPiano 66 | AcouBass 2 2 BritePiano 66 | Alto Sax
3 AcouPiano2 67 ElecBass 1 3 HammerPno 67 | Tenor Sax
4 DigiPiano 68 | ElecBass 2 4 HonkeyTonk 68 | Bari Sax
5 Elec.Piano 69 | SlapBass 3 5 NewTines 69 | Sweet Oboe
6 FunkyRoads 70 SlapBass 4 6 Digi Piano 70 EnglishHrn
7 Whiry 71 Fretless 1 7 Harpsicord 71 BasoonOboe
8 HonkyTonk 72 | Fretless 1 8 Clav 72 | Clarinet
9 Elec Org 1 73  |[Flutel 9 Celesta 73 | Piccolo
10 [Elec Org 2 74  |Fute 2 10t Glocken 74 | Flute
11 Elec Org 3 75 | Piccolo 1 11 Music Box 75 | Recorder
12 [Elec Org 4 76 | Piccolo 2 12 |Vibes 76 [PanFlute
13 |PipeOrg 1 77 | Recorder 13 | Marimba 77 {Bottle
14 Pipe Org 2 78 Pankfute 1 14 Xylophon 78 Shakuhachi
15 |Pipe Org 3 79 | Tenor Sax 15 | Tubular 79 | Whistle
16 | AccordionF 80 Bari.Sax 16 Santur 80 {Ocarina
17 |Harpsi1 81 Bari.Sax 17 | Full Organ 81 SquareWave
18 Harpsi 2 82 SopranoSax 18 Perc Organ 82 Saw Wave
19 | Harpsi 3 83 Clarinet 1 19 | BX-3 Organ 83 | SynCaliope
20 | Clavd 84 |Clarinet 2 20 | ChurchPipe 84 ! Syn Chiff
21 Clav.2 85 Oboe 21 Positive 85 | Charang
22 |Chav.3 86 | EnglishHm 22 |[Musette’ 86 | AirChorus
23 | Celesta 87 | Bassoon 23 Harmonica 87 | Rezzodths
24 | Celesta 2 88 |Harmonica 24 |Tango 88 [ Bass&Lead
25 | Syn.Brass5 89 [Trumpet 3 25 ClassicGtr 89 | Fantasia
26 | Syn.Brassé 90 | Trumpet 4 26 | A.Guitar 90 Warrn Pad
27 Syn.Brass7 a1 Trombone 3 27 JazzGuitar 91 Poly Pad
28 | Syn,Brass8 92 |[Trombone 4 28 CleanGtr 92 Ghost Pad
29 | SynthBass4 93 |FrHorn 3 29 | MuteGuitar 93 | BowedGlass
30 | SynthBass5 94 |FrHorn 4 30 | Over Drive 94 | Metal Pad
31 SynthBassé 95 |Tubal 31 DistGuitar 95 | Halo Pad
32 | SynthBass7 96 | Brs Sect 1 32 | RockMonics 96 | Sweep
33 Fantasy 97 Brs Sect 2 33 Jazz Bass 97 Ice Rain
34 Harmo Pan 98 |Vibe 1 34 Deep Bass 98 SoundTrack
35 | Chorale 99 |Vibe 2 35 Pick Bass 99 | Crystal
36 | Glasses 100 | SynMallet2 36 | Fretless 100 | Atmosphere
37 [ Soundtrack 101 [ Wind Bell 37 | SlapBassl 101 [ Brightness
38 | Atmosphere 102 | Glocken 38 | SlapBass2 102 | Goblin
39 | Warm Bell 103 | Tubular 39 | SynthBassi 103 | Echo Drop
40 | Funny Vox 104 | Xylophone 40 | SynthBass2 104 | Star Theme
41 Echo Bell 105 | Marimba 41 Violin 105 | Sitar
42  |lce Rain 106 | Koto 42 | Viola 106 | Banjo
43 Syn.Oboe 107 | Sho 43 Cello 107 | Shamisen
44 Echo Pan 108 | Shakuhachi 44 ContraBass 108 |Koto
45 | DoctorSolo 109 | Whistie 45 | TremoloStr 109 [ Kalimba
46 | SchoolDaze 110+ | Whistle 46 Pizzicato 110 | Scotland
47 | Bellsinger 111 | BottleBlow 47 |Harp 111 | Fiddle
48 | SquareWave 112 | Arabesque 48 | Timpani 112 | Shanai
49 ] 5trSect 1 113 [Timpani 49 Marcato 113 | Metal Bell
50 | StrSect2 114 | Melo.Tom 1 50 | SlowString 114 | Agogo
51 Str Sect 3 115 | Deep Snare 51 Analog Pad 115 | SteelDrums
52 | Pizzicato 116 | GiantDrums 52 | String Pad 116 | Woodblock
53 Violin 1 117 [ Synth Drum 53 Choir 117 | Taiko
54 | Violin 2 118 | Taike 54 | Doo Voice 118 |Tom
55 [Cello 1 119 | Taiko Bim 55 [Voices 779 [Synth Tom
56 |[Cello2 120 | Cymbal 56 | Orch Hit 120 | RevCymbal
57 | ContraBs.2 121 | Castanets 57 | Trumpet 121 | Fret Noise ‘
58 |Harp 2 122 | Triangle 58 | Trombone 122 | NoiseChiff
59 Harp 123 [ Orch.Hit 1 59 [Tuba 123 | Seashore
60 | Guitar 1 124 | Telephonei 60 | Muted Trpt 124 | Birds
61 Guitar 2 125 | Brid Tweet 61 FrenchHorn 125 | Telephone
62 | Nyin+Steel 126 | MalletLoop 62 | Brass 126 Helicopter;
63 Elec Gir 127 | FlyingToys 63 SynBrass1 127 | Stadium!!
64 Sitar 3 128 | Festivall 64 SynBrass2 128 | GunShot I
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Drumkit

rDrm Bank Select MSB=61, LSB=Ignored

PC 12 9 17 25
<Drumkit Select> 0 STANDARD 1 ROOM 2 POWER 3 ELECTRONIC
No. Sample Name Excl No. Sample Name Excl No. Sample Name Excl No. Sample Name Exct
T OFF OFF — OFF pr— FF
29 | RollSnarel OFF 29 | Roll5narel OFF 26 | RollSnarel QFF 29 | RollSnarel OFF
Di 321 | FingerSnap OFF 121 | FingerSnap OFF 121 | FingerSnap OFF 121 | FingerSnap OFF
-iq 152 | Zap 1 OFF 152 [Zap 1 OFF 152 | Zap1 OFF 152 | Zap1 OFF
E1 278 | Gun Shot1 OFF 278 | Gun Shot 1 OFf 278 | Gun Shot 1 QFF 278 3§ Gun Shot 1 OFF
Ft ] 154 | Scratch Hi 7 354 | Scratch Hi 7 154 | Scratch Hi 7 155 | Seraich Lo 7
_m 155 | Scratch Lo 7 155 | Scratch Lo 7 155 | Sceatch Lo 7 154 | Scrach Hi 7
Gt 290 | StickHit 2 QFF 290 | stickHit 2 OFF 290 | StickHit 2 QFF 290 | StickHit 2 OFF
122 | Smap OFF 122 | Snap QFF 122 | Snap OFF 122 | Snap QFF
Al I 284 | Metronomel QFF 284 | Metronomel QFF 284 | Metronome! OFF 284 | Metronomel QFF
_m 215 {Tubular 3 OFF 215 | Tubular 3 QFF 215 | Tubular 3 OFF 215 | Tubular 3 OFf
B1 286 | Thick Kick OFF 2 | Ambi.Kick OFF ¢ | Metal Kick QFF 10 | Dance Kick OFF
cz [ 287 | Tigk:Kick OFF 2 | Arobi.Kick QFF 7 | Gated Kick QOFF 14 | Syn Kick 4 OFF
_mﬁw SideStick2 OFF 291 | SideStick2 OFf 291 | SideStick2 OFF 291 | SideStick2 OFF
b2 288 | BigRock SD QFF 27 | Gated$nare OFF 27 | GatedSnare OFF 68 | QilDrum OFF
-—m 130 | Hand Claps OFF 130 | Hand Claps OFF 130 ] Hand Claps OFF 130 [ Hand Claps OFF
E2 289 | FullRoomSD OFF 25 | Ambi.Snare OFF 26 | Rock Snare OFF 27 | CatedSnare OFF
F2 | 65 [Tom2lo OFF 65 | Tom 2 Lo QFF 67 | ProcessTom QFF 69 | SynTem1 OFF
293 | Close HH 2 1 293 iClose HH 2 1 293 | Close HH 2 1 293 |Close HH 2 1
G2 I 65 [Tom2lo OFF 65 |Tom 2 Lo OFF 67 | ProgessTom OFF 69 | synTorn 1 QFF
_qz% Pedal HH 2 1 294 | Pedal HH 2 3 794 | Pedal HH 2 1 294 | Pedal HH 2 1
A2 65 [Tom2Lo QFF 55 [Tom 2 Lo OFF 67 | ProcessTom QFF 69 [ SynTom 1 OFF
ﬂ 295 |Open HH 2 1 795 | Open HH 2 1 295 | OpenHB 2 [ 205 | Open BH 2 1
B2 63 | Tom 2Hi QFF 63 | Tom 2 Hi QFF 67 ! ProcessTom OFF 69 1 Syn Tom 1 QFF
[c3 ] &2 |TomzZHi OFF 63 | Tom 2 Hi OFF €7 | Processtom OFF 69 | Syn Tom 1 OFF
_q 292 | CrashCyrn 2 OFF 292 | CrashCym 2 OFF 292 | CrashCym 2 QFF 292 | CrashCym 2 OFF
D3 63 | Tom 2 Hi QFF 63 | Tom 2 Hi QFF 67 | ProcessTom QFF 69 | SynTom 1 QFF
ﬂ60 Ride Cym 2 OFF 60 | Ride {ym 2 OFF 60 | Ride Cym 2 OFF 60 | Ride Cym 2 QFF
E3 45 | China Cym QOFF 45 | China Cym OFF 45 | China Cym OFF 180 | Rev.Cymbal OFF
F3 |58 |RideCup OFF 58 | Ride Cup OFF 58 | Ride Cup OFF 58 | Ride Cup OFF
300 | Tambourin2 QFF 300 | Tarmbourin2 QFF 300 [ Tambourin OFF 300 | Tambouwrin2 OFF
ﬂ 47 | Splash Cym OFF 47 | Spiash Cym OFF 47 § Splash Cym OFF 47 | Splash Cym OFF
108 | Cowbell QFF 108 | Cowbell OFF 108 | Cowbell QFF 108 | Cowbell OFF
A3 292 | CrashCym 2 OFF 262 | CrashCym 2 OFF 292 | CrashCym 2 QFF 292 | CrashCym 2 OFF
123 | viblaslap QFF 123 | Viblaslap OFF 123 | Viblaslap OFF 123 | viblastap QFF
B3 60 | Ride Cym 2 QFF 60 |Ride Cym 2 OFF 60 | Ride Cym 2 OFF 60 | Ride Cym 2 OFF
'ca 1 79 1 HiBongo OFF 79 | Hi Bongo OFF 79 | Hi Bongo OFF 79 | Hi Bongo OFF
78 |io8ongo QFF 78 | Lo Bonge OQFF 78 | Lo Bongo OFF 78 | Lo Bonge OQFF
b4 298 | MtslpConga OFF 298 | MtSIpConga QFF 298 | MtSipConga OFF 298 | mMislpConga OFF
296 | OpenCongaH QFF 296 | OpenCongaH QK¢ 296 § OpenCongaH OFF 296 | OpenCongaH OFF
E4 297 | OpenCongal QFF 297 | OpenCongal. OFF 267 | OpenCongal OFF 257 | OpenCongal OFF
7 il Hi Timbai OFF 111 | Hi Timbal QFF 111 | Hi Timbat OFF 111 | Hi Timbal QFF
112 | Lo Timbat OFF 112 | Lo Timbal OFF 112 | Lo Timbal QFF 112 | Lo Timbal OFF
G4 I 302 [Agogo 2 OFF 302 jAgogo 2 OFF 302 | Agogo 2 OFF 202 | Agogo 2 CFF
—m 302 |Agogo2 QOFF 302 |Agogo 2 OFF 302 | Agoge 2 OQFF 302 |Agogo2 QFF
Ad 97 | Cabasa OFF 97 | Cabasa OFF 97 | Cabasa OFfF 97 | Cabasa QFF
'—q 299 | Maracas 2 OFF 299 | Maracas 2 OFF 299 | Maracas 2 OFF 299 | Maracas 2 QOFF
B4 128 | Whistle $ 2 128 | Whistle 5 2 128 | Whistle § 2 128 | Whistle 5 2
G5 | 126 | Whistle L 2 129 | whistle L 2 129 | Whistie L 2 129 | Whistle L. 2
__ﬁ 124 | Guiro 5 3 124 | Guiro 8 3 124 | Guiro § 3 124 | Guiro § 3
Ds 125 | QuiroL 3 125 ¢ Guiro L 3 125 ] Guiro L 3 125 | Guire L 3
—@ 117 | Claves OFF 117 | Claves CFF 117 | Claves OFF 117 | Claves OFF
ES 116 | WoeodBlockL OFF 116 | WoodBlockL OfF 116 | WoodBlockL OFF 116 | WoadBlockL OFF
s | 116 | WoodBlockL OFF 116 | waodBlockL QFF 116 | WoodBlockL QFF 116 | WoodBlockL OFF
94 | Mute Cuica 4 94 | Mute Cuica 4 94 { Mute Cuica 4 94§ Mute Cuica 4
Gs ‘ 95 | Open Cuica 4 95 | Open Cuica 4 95 | Open Cyica 4 95 | Open Cuica 4
ﬂt 04 | MuteTriang 5 104 | MuteTriang 5 104 | MuteTriang 5 104 | MuteTriang 5
A5 195 | OpeaTriang 5 105 | OpenTriang 5 105 | CpenTriang 5 105 | Opentriang 5
—q 97 | Cabasa OFF 97 | Cabasa QFF 97 | Cabasa OFF 97 | Cabasa OFF
BS 301 | SleighBell QFF 301 | SieighBell QFF 301 | SleighBell OFF 301 | SleighBell OFF
c§ | 102 | MarcTreel QFF 102 | MarcTree 1 OFF 102 | MorcTree 1 OFF 102 | MarcTree 1 OFf
_@»303 Castanet 5 QOFF 303 | Castanet S OFF 303 | Castanet$ OFF 303 | Castanet S OFF
06 77 | Taiko Lo 6 77 | Taiko Lo 6 77 | Tako Lo 6 77 | Taiko Lo [
—m 77 | Taike Lo 6 77 | Taiko Lo & 77 | Taiko Lo 6 77 | Taiko Lo 6
E& e QFF rrv— QFF e OFF ———en QOFF
3 | - OFF P OFF e OFF — CFF
= OFF il OFF wmrns OFF — QFF
T | neman OFF |  [eeee OFF s QFF QFF
—m - OFF —-- QFF - OFF OFF
A6 - OFF —-- OFF e OFF - QFF
ﬂ ——nm QFF —-. QFF —-- OFF —— OFF
B& P OFF e QFF rane OFF —mmmen QFF
c7 | e OFF — CFF = OFF -— OFF
- OFF S OFF — OFF weeme OFF
ﬂ - OFF . OFF . OFF e OFF
e OFF +aranr QFF warmen OF fF preaee OFf
ﬂ e OfF s OFF e OFF e OFF
2 | —ae QFF OFF o OFF e QFF
- QFF QFF QFf aeee OFF
G7 e OfF | feme- OFF OFF — QFF
e OFF - OFF OFF - OFF
:-g; [ OFF j— OFF — OFF [ OFF
—m [~ QFF - QFF — O | e OFf
B7 o OFF e OFF - OFF o OFF
(7] e OFF e OFF | peee OFF — OFF
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rDrm  Bank Select MSB=61, LSB=Ignored

PC 26 27 33 41
<Drumkit Select> 4 ANALOG 5 DANCE 6 )AZZ 7 BRUSH
No. Sample Name Excl No. Sample Name Excl Ne. Sample Name Excl No. Sample Name Excl
¢ — o ] OFF | | OFF — OFF
29 | RollSnarel OFF 29 | RollSnarel OFF 29 | RoliSnarel QFF 29 | RoliSnarel OFF
[1]] 121 | FingerSnap QFF t21 | FingerSnap OFF 121 | FingerSnap QFF 121 | FingerSnap CFF
D 152 | Zap1 OFF 152 | Zap1 OFF 152 |Zap1 QFF 152 | Zap1 OFF
Et 278 | Gun Shot 1 QFF 278 | Gun Shot 1 OFF 278 | Gun Shot 1 OFF 278 | Gun Shot1 CFF
Fi 155 1 Scratch Lo 7 155 | Scrasch Lo 7 154 | Scratch Hi 7 154 ] Scratch Hi 7
# 154 | Scratch Hi |7 154 | Serateh Hi 7 185 | Scratck Lo 7 155 | Scrateh Lo 7
G1 299 i StickMit 2 OFF 290 | StickHit 2 OFF 290 | StickMit 2 OFF 290 | StickHit 2 OFF
—m 122 | Snzp OFF 122 | Snap OFF 122 | Snap QFF 122 | Snap OFF
Al 284 | Metrenomel OFF 284 | Metronomel GFF 284 | Metronomel OFF 284 | Metronomel GFF
Al 215 | Tubular 3 OFF 215 | Tubular 3 OFF 215 | Tubular 3 QFF 215 | Tubular 3 OFF
B1 13 | SynKick 3 OFF 11| Syn Kick 1 OFF 5 | ory Kick OFF 5 | Dry Kick OFF
c2 13 | Syn Kick 3 OFf 10 | Dance Kick OFF 4 | Punch Kick QFF 4 | Punch Kick CFF
# 42 | SynRim QOFF 291 | SideStick2 OFF 291 | SideStick2 QFF 291 | SideStick2 QFF
D2 31 { SynSnare 1 OFF 27 | GatedSnare QFF 23 | Dry Snare OFF 37 | Brush Tap QFF
130 | Hand Claps QFF 130 [ Hand Claps OFF 130 | Hand Claps OFF 36 | Brush Slap OFF
E2 32 | SynSnare 2 QFF 25 | Ambi.Snare CFF 22 | LightSnare OFF 38 | BrushSwish CFF
F2 | 7 |SynTom2 Lo OFF 69 | Syn Tom 1 QFF 65 [Tom2 Lo QFF 73 | Brush Tom CFF
55 | CloseSynHH 1 55 | CloseSynHH i 293 [Close HH 2 1 52 | Close HH 1
G2 71 | SynTom2 Lo QFF 69 | SynTom 1 QFF &5 |Tom2Llo QFF 73 | Brush Tom OFF
55 | CloseSynHH 1 55 | CloseSynHi ¥ 294 | Pedal HH 2 1 54 | Pedal HH 1
A2 | 71 | SynTom2 Lo OFF 69 | SynTom 1 OFF 65 |Tom2Lo QFF 73 [ Brush Tom OFF
56 § OpenSyn HH 1 56 | OpenSyn HH 1 295 | OpenHH 2 1 53 | OpenHH 1
B2 70 | SynTom2 Hi OFE 69 | SynTom 1 OFF 63 | Tom 2 Hi QFF 73 | Brush Tom: OFF
©3 | 70 {SynTom2Hi OFF 69 | Syn Tomn 1 CFF 63 |[Tom2Hi OFF 73 | Brush Tem OFF
ﬂ 56 | OpenSyn HH OFF 292 | CrashCym 2 CFF 292 | CrashCym 2 OFF 292 | CrashCym 2 QFF
D3 70 | SynTom2 Hi QFF €9 | SynTom 1 OFF 63 [Tom 2 Hi OFF 73 | Brush Tom OFF
—m 60 | Ride Cym 2 OFF 60 | Ride Cym 2 OFF 60 | Ride Cym 2 CFF 60 | Ride Cym 2 OFF
E3 45 | China Cym QFF 180 | Rev.Cymbal OFF 45 | China Cym QFF 45 | China Cym OFF
F3 |58 [Ride Cup OFF 58 | Ride Cup OFF 58 | Ride Cup CFF 58 | Ride Cup OFF
m 300 | Tambourin2 OFF 300 | Tambourin2 CFF 300 | Tambourin2 OFF 300 | Tambourin2 OF¢
G3 47 | splash Cym OFF 47 | Splash Cym OFF 47 | Splash Cym OFF 47 | Splash Cym OFF
109 | SynCowbell OFF 108 | Cowbell OFF 108 | Cowbell CFF 108 | Cowbell OF§
A3 I 392 | CrashCym 2 OFF 292 | CrashCym 2 OFF 43 | Crash Cym CFF 292 | CrashCym 2 OFF
123 | Viblaslap QOFF 123 | Viblaslap OFF 123 | viblastap OFF 123 | Viblaslap OFF
83 60 | Ride Cym 2 OFF 60 | Ride Cym 2 OFF 60 | Ride Cym 2 OFF 60 | Ride Cym 2 OFF
¢4 | 79 |HiBongo OFF 79 | Hi Bongo OFF 79 | HiBongo OFF 7% | HiBange QFF
78 | Lo Bongo OFF 78 | Le Bongo QFF 78 | Lo Bongo OFF 78 | Lo Bongo OFf
[:7] | 70 | SynTom2 Hi OFF 208 | MiSipConga QFF 298 | MiSipConga COFF 298 | MiSipConga QFF
—-m 70 | $ynTom2 Hi OFF 296 | OpenCongatd QFF 256 | OpenCongaH OFF 296 | OpenCongald OFF
E4 70 | SynToma Hi QFF 267 | GpenCongal OFF 297 | OpenCongal OFF 297 | OpenCongal OFF
Ea | 111 | HiTimbal QFF 111 | Hi Timbal OFF 111 | Hi Timbat OFF 111 | Hi Timbal QFF
_m 112 | Lo Timbal OFF 112 | Lo Timbal QF¢ 112 } Lo Timbal QFF 112 { Lo Timbal OFF
G4 302 | Agogo 2 OFF 302 | Agoge 2 QFfF 302 | Agogo 2 QF 302 |} Agogo 2 OFF
302 | Agogo 2 QFF 302 | Agoge 2 OFF 302 | Agoge 2 OFF 302 | Agogo 2 OFF
Ad | 97 { Cabasa OFF 97 | Cabasa OFF 97 | Cabasa QFF 97 | Cabasa OFF
A 98 | SynMaracas OFF 299 | Maracas 2 OFF 299 | Maracas 2 OFF 299 | Maracas 2 QFF
B4 128 | whistle § 2 128 | Whistle § 2 128 | Whistle § 2 128 | Whistle § 2
C5 129 | Whistle L 2 129 ] Whistle L 2 129 | Whistle L 2 129 | Whistle L 2
4 124 | Guire S 3 124 | Guiro 5 3 124 | Guiro 5 3 124 | Guiro § 3
b5 125 | Guirol 3 125 i GuiroL 3 125 [ GuiroL 3 125 | Guiro L 3
ﬂ 118 | Syn Claves OFF 117 1 Claves OFF 117 | Claves QFF 117 | Claves OFF
ES 116 | WoodBlockL OFF 116 | WoodBlockL OFF 116 | WoodBlockL QFF 116 | WoodBlockl, OFF
F5 ] 116 | WoodBlockL OFF 116 | WoodBlockL OFF 3116 | WeodBlockl OFF 116 | WoodBlockL QFF
Iﬂ 94 | Mute Cuica 4 94 | Mute Cuika 4 94 | Mute Cuica 4 94 | Mute Cuica 4
G5 95 | Open Cuica 4 24 | Mute Cuica 4 25 | Open Cuica 4 ©5 | Open Cuica 4
104 | MuteTriang 5 25 | Tubular 3 5 104 | MuteTriang 5 104 | MuteTriang 5
AS I 105 | OpenTrang 5 215 | Tubular 3 5 105 | Cpentriang 5 105 | OpenTriang B
—m 97 | Cabasa OFF 97 | Cabasa OFF 97 | Cabasa OFF 97 | Cabasa CFF
BS 301 | SleighBell OFF 301 | SleighBell QFF 301 ] SleighBell OFF 301 [ SleighBell OFF
c6 | 102 | MarcTree 3 QFF 102 | Marciree 1 QFF 102 | MarcTree 1 QFF 102 [MarcTree 1 QFF
_q 303 | Castanet§ OFF 303 | Castanet S OFF 303 | Castanet S OFF 303 | Castanet 5 OFF
D6 77 | Taiko Lo [ 77 | Taiko Lo 6 77 | Taiko Lo & 77 | Taiko Lo 5
77 | Taiko Lo 6 77 | Taiko Lo 6 77 | Taiko Lo & 77 | Taiko Lo 6
E6 I -—-- OFF - COFF - OFF —- QFF
Fe | = OFF OFF " OFF e OFF
m ———— QFF OFF - OFF OFF
G6 e OFF OFF e CFF OFF
QFF OFF e QFF OFF
A6 I OFF — OFF . CFF — OFF
—m OFF ——ane OFF wermes OFF e OFF
B& OFF o OFF Rt QF¢ - QFF
c7 | QFF s OFF —evanm QOFF —mann QFF
_m —enere OFF e QFt - OFF ranmer OFF
p? P QFF P OFF OFF weren OFF
—m — OFF —wamen OFF QFF e OFF
E7 OFF QFF OFF JE— OFF
=2 ! CFF OFF QFF e QFF
lﬂ OFF OFF QOFF e QFF
a7 OFF OFF mesren OFF P OFF
OfFF | = i--e OFF —anne OFF [ OFF
ﬂ QFF e OFF e ' OFF -erne ,| QFF
Ak e QFF e OFF —emeee OFF wmnan 1| OFF
BY —-- OFF e OFF —menn OFF —- OFF
Cc8 —eeen OFF -—- QFF | ] e OFF er-ee OFF
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rDrm  Bank Select MSB=61, LSB=Ignored

PC 49 50 51 57
<Prumkit Select> 8 ORCHESTRA 9 ETHNIC 10 KICK&SNARE 11 SFX
No. Sample Name Excl No. ‘Sample Name Excl No. Sample Name Excl No, Sample Name Excl
1 — OFF — OFF OFF OFF ]
H 29 | Roll$rarel OFF 121 | FingerSnap OFF OFF OFF
D1 121 | FingerSnap OFF 300 | Tambourin2 OFF —anaee = T OFF
—m 293 | Close RH 2 [ 303 | Castanet$ OFF [— CEF | | OFF
E1 294 { Pedal HH 2 1 292 | CrashCym 2 OfFF | |- OFF Dol QOFF
F1 | 295 |OpenHHZ 1 29 | RollSnarel OFF OFF amoeeer OFF
_q 60 | Ride Cym 2 OFF 21| Soft Snare OFF OFF | e OFF
G1 290 | StickHit 2 OFF 49 | Orch Cym QOFF OFF 155 | Scratch Lo 1
-ﬂ 122 | Snap OFF 15 | Orch B.Drm QFF OFF 154 | Scratch Hi 1
Al 284 | Metronomel QOFF 301 | SleighBell OFF OFF 136 | GtCutNoisl OFF
—q 215 | Tubutar 3 OFF 102 | MarcTree 1 OFF OFF 137 | GtCutNois2 OFF
B1 6 | Real Kick OFF 103 | MarcTree 2 QOFF - OFF 139 | Chic2 OFF
cz | 15 |OrchB.Dm OFF 77 | Taiko Lo OFF e OFF 138 | Chic1 QOFF
_@ 291 | SideStick2 OFF 41 [ Side Stick OFF rerear OFF 140§ Bass Stide OFF
pz 21 | Soft Snare OFF 81 | Tsuzumi OFF I, OFF 134 ) Gt Scratch OFF
-—m 303 | Castanet S OFF 214 | Tubular 2 QF 1 |- OFF 152 §Zap1 OFF
E2 21 | Soft Snare OFF 1317 | Claves OFF 4 | Punch Kick OFF 278 § Gun Shot 1 OFF
Fz | 75 | Timpani OFF 40 | Stick Hit QOFF 4 | Real Kick OFF 154 | Scrateh Hi 7
_m 75 | Yimpani QFF 81 | Tsuzumi OFF 286 | Thick Kick QFF 155 | Scratch Lo 7
G2 75 | Timpani QFF 61 | Tom 1 Hi OFF 286 | Thick Kick OFF 40 1 Stick Hit OFF
—@ 75 | Tirnpani OFF 41 | Side Stick OFF 287 | Tight Kick OFF 122 {5nap OFF
A2 75 | Timpani QFF 218 | Gong Lo OFF & | Real Kick QFF 284 | Metronome) OFF
—m 75 | Tirmpani QFF 218 [Geng Lo OFF 4| Punch Kick OFF 215 [Tubular 3 OFF
B2 75 | Tiropani OFF 217 | Gong Hi OFfF 6 | Real Kick OFF 135 | Gir Slide OFF
es |75 | Tinpani OFF 208 | Gamelan 1 OFF 5 | Dry Kick OFF 136 | GiGutNois1 OFF
ﬂ 75 | Tinpani OFF 208 | Metal Bell OFF 15 | Orch B.Dem QFF 137 | GtCutNois2 OFF
D3 75 | Timpani QFF 209 | Gamelan 1 QFf 2 | AmbiKick OFF 141 | StringSlap QFF
75 | Timpani QFF 21 | Udu 1 2 | Ambi.Kick OFF 121 | FingerSnap QFF
ﬂ 75 | Timpani QFF 91 | Udu 1 7 | Gated Kick OFF 258 | LaughingV OFF
F3 |75 [Timpani QFF 110 | R-Tumbal OFF 9 | Metal Kick OFF 259 | Screarn OFF
_@ 300 | Tambourin2 OFF 112 | Lo Timbat QFF 14 | SynKick4 QFF 260 | Punch QFF
G3 47 | Splash Cym OFF 112 | Lo Timbat OFF 10 | Dance Kick OFF 261 | Hart Beat QFF
108 | Cowbell OFF 100 | Tambourine QFF 12 | Syn Kick 2 OFF 263 | Footstep 2 QFF
ﬂ 292 | CrashCym 2 OFF 89 | Tabla 2 7 13 | Syn Kick 3 OFF 262 | Footstep 1 OFF
ﬂ 123 | Viblaslap OFF 85 | Jabla 1 7 13 | syn Kick 3 OFF 264 | Applause 1 OFF
B3 4% | Orch Cym CFF 90 | Tabla 3 7 11 | Syn Kick 1 OFF 268 | Door Creak OFF
'ca |75 | HiBongo OFF 87 |Baya2 3 16 | Snare OFF 269 | Door Slam OFF
_@ 78 | Lo Bongo OFF 86 | 8ayal 8 20 | PicloSnare OFt 159 | Scratch c OFF
D4 298 | MtSlpConga QFF 6% 1 Tom 1 Hi QFF 18 | Snare 3 OFF 103 | MarcTree 2 CFF
—m 296 | OpenCongaH OFF 61 | Tom 1 Hi OFF 24 | TightSnare OFF 270 | Car Engine OFF
E4 297 | OpenCongal OFF 96 § Maracas OFF 16 | Snare 1 OFF 271 | Car Stop OFF
Fa | 111 | HiTenbal OFF 92 { Djembe OFF 289 | FultRoomSD OFF 272 | Car Pass OFF
112 | Lo Timbal OFF 112 | Lo Fimbal QFF 23 | Dry Snare OFF 273 | Car Crash OFF
1Ga E 302 | Agogo 2 QFF 112 | Lo Timbal QFF 22 | LlightSnare QFF 275 | Siten QFF
_ﬂ 302 | Agogo 2 OFF 113 [ Timbales OFF 27 | GatedSnare OFF 276 | Train OFF
Ad 97 | Cabasa OFF 11 | Hi Tenbal OFF 25 | Ambi.Snare OFF 227 | WhiteNoise OFF
—q 299 | Maracas 2 OFF 108 | Cowbell OFF 288 | BigRack 5D QFF 277 | Helicopter QFF
B4 128 | Whistle § 2 79 | HiBongo OFF 26 | Rock Snare QFF 228 | Jetstar OFF
cs ] 129 [Whistlet 2 78 | ko Bengo OFF 27 | GatedSnare OFF 279 | Gun Shot 2 QOFF
_@ 124 | Guire S 2 298 | mtSipConga OFF 27 | GatedSnare OFF 280 [ MachineCun OFF
D5 125 | Guiro L 3 296 | DpenCongaH QFF 25 | Ambi.Snare OFF 281 | Laser Gun OFF
ﬂ 117 | Claves OFF 85 [ Mute Conga OFF 28 | Powe:Snare OFF 282 | Explosion QFF
ES 116 | WoodBlockt OFF 83 | Slap Conga OFF 27 | CatedSnare QFF 254 | Dog OFF
Fs | 116 | WoodBlocki OFF 257 | OpenCangal OFF 17 | Snare 2 OFF 356 | Gallop OFf
54§ Mute Cuica 4 82 | Open Conga CFF 65 | QilDrum OFF 251 | Bird 1 OFF
G5 95 1 Open Cuica 4 100 | Tambouring OFF 32 | SynSmare 2 OFF 244 | Rain OFF
ﬂ 104 | MuteTriang 5 82 | Open Conga OFF 31 | SynSnare 1 OFF 245 | Thunder OFF
AS 105 | OpenTriang 5 77 | Taiko Lo 2 31 | SynSnare 1 OFF 246 | wind OFF
—m 97 | Cabasa OFF 77 | Taiko Lo 2 32 ] SynSnare 2 OFF 248 | Seashore V QFF
BS 301 | SleighBel OFF 79 | Bi Bongo OFF 32 | SynSnare 2 OFF 249 | Streamn QFF
c6 | 102 | MarcTree 1 OFF 302 [Agoge 2 OFF 37 | Brush Tap OFF 250 | Bubble OFF
_@ 303 | Castanet $ OFF 302 | Agogo 2 QFF 37 {Brush Tap OFF 253 | Kitty OFF
D6 77 | Taiko Lo 6 98 | SynMaracas QFF 36 | Brush Slap OFF 252 [gid2 QFF
77 | Taike Lo 6 129 | Whistle L 3 36 | Brush Slap OFF 255 | Growl 2 OFF
Eé I 264 | Applause 1 OFF 128 | Whistle L 3 36 | Brush Slap OFF 225 | Stadium OFF
F6 1 e CFF 94 | Mute Cuica 4 38 | BrushSwish OFF 266 | Telephonel OFF
@ P QFF 95 | Open Cuica 4 38 | BrushSwish QFF 267 | Tetephone2 OFF
Gé& QFF 104 | MuteTriang 5 39 | Brushswir) QFF rnaman QFF
ﬂ GFF 105 | OpenTriang 5 e QFE maenn OFF
A6 OFF 124 | Guiro § & = QFF s QFF
ﬂ OFF 125 [ Quiro L [ wrmrmn OFF e QFF
B6 OFF 97 | Cabasa OFF wmaner OFF -—— OFF
c? | OFF 97 j Cabasa QFF wnennn OFF wmevee OFF
- OFF 117 ! Claves OFF ———— OFF et OFF
D7 | e OFF 116 | WoodBlockL OFF —— OFF woeaee OFF
—iﬂ e QFF 116 | WoodBiockL OFF OFF e OFF
E7 e QFF OFF OFF e QFF
7| [— OFF OFF OFF [ OFF
q OFF OFF e QFF ramies OFF
G7 QFF QFF maren OFF | - OFF
OFF e OFF rren off | |- OFF
AT OFF v OFF weemee OFF | [~ OFF
—m - OFF wmermn OFF eenne OFF een OFF
BY OFF o OFF [ OFF — OFF
T o OFF - OFF pa OFF s OFF
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rDrm Bank Select M5B=61, LSB=Ignored

PC 128
<Drumkit Select> 12C/M
No. Sample Name Excl
T OFF___|
OFF
™ OFF
—m ------ OFF
EY [ {ee OFF
1| - OFF
My | e OFF
Gl f weener OFF
OFF
At | OFF
-m OFfF
B1 OFF
2| FF
41 | Side Stick OFF
D2 16 | Snare 1 OFF
131 [ Syn Claps QFf
E2 I 69 | SynTom 1 QFF
Fz 1 62 [Tom]lo OFF
lzq 52 | Close HH 1
G2 62 | Tom1Le OFF
—q 53 | Open HH OFF
A2 62 [Tom 1 Lo OFF
—m 53 | Open HH 1
B2 62 [Tom1to OFF
¢z [ 61 |Tom1Hi OFF
43 | Crash Cym OFF
D3 61 | Tom 1 Hi OFF
57 | Ride Edge QFF
E3 e QFF
3| - OFf
100 | Tambourine OFF
G3 ——- OFF
ﬂ‘m& Cowbell OFF
A3 wrrnan OFF
—m —mees OFF
B3 e QFF
c4 | 79 |HiBongo QFF
—ﬂ* 73 | toBongo OFF
D4 84 | Palm Conga OFF
ﬂ §2 | Open Conga OFF
E4 82 | Open Conga OFF
Fa. | 111 | Hitimbat OFF
112 | Lo Timbal OFF
G4 I 107 | Agogo QFF
._m 107 [ Agogo QFF
Ad 97 | Cabasa OFF
96 | Maracas OFF
B4 128 | Whistle S OFF
c5 | 129 [Whistiei QFF
m 123 | Viblasiap OFF
D5 0 | Fat Kick CFF
117 | Claves OFF
ES | 258 | Laughing V OFF
F5 | 259 | Scream OFF
m 260 | Punch QFfF
G5 261 | Hart Beat QFF
ﬂjs Footstep 2 OFF
As 262 | Footstep 1 QFF
264 | Applause 1 OFF
B85 | 268 | Door Creak OFF
c6 | 469 {Door Slam QFF
m 155 | Scratch Lo QFF
[+ 102 | MarcTree } QFF
—Eq 270 | Cor Engine OFF
ES 271 | Car Stop OFF
F6 | _272 | CarPass OFF
a 273 | Car Crash QFF
G6 275 | Sirent QFF
276 | Train QFF
AS 227 | WhiteNoise OFF
—m 277 | Helicopter OFF
B6 228 | Jetstar OFF
c7 | 279 jGunshot2 OFF
280 | MachineGun OFF
p7 281 | Laser Gun QFF
—m 282 | txplosion OFF
E? 254 | Dog OFF
F7 | 236 {Callop OFF
_m 251 | Bird 1 OFF
G7 244 | Rain OFF
245 | Thunder OFF
A7 l 246 | Wind QFF
Al 248 | Seashore V OFF
B7 249 Stream OFF
cs 250 | Bubble OFF

el
o
o

yDr2 Bank Select MSB=127, LSB=Ignored (after XG System ON)

PC 1,2 9
<Drumkit Select> 13 Standard 14 Room
No, Sample Name Excl No. Sample Name Exel
co [ = OFF e OFF
MY 77 | Teke Lo 3 77 | Taiko Lo 3
Do 77 | Taiko Lo 3 77 | Taiko Lo 3
—Eﬂi 153 | Zap2 OFF 153 | Zap 2 OFF
EQ 113 [ Timbaies OFF 113 | Timbales OFF
Fo | 158 [Scratchb 4 158 [ Scratch b 4
L JZTY 158 |scrachb 4 158 | Scratch b 4
Go 121 | FingerSnap OFf 121 | FingerSnap QFF
—-ﬁ 122 | Snap OFF 122_| $nap OFF
AD 285 | Metronome2 OFF 285 | Metronome2 OFF
—mJ 215§ Tubular 3 OFF 215 | Tubuiar 3 OFF
Bo | 108 | Cowbell OFF 108 | Cowbell OFF
c1 108 | Cowbell OFF 108 | Cowbell OFF
_Eﬂ 37 | Brush Tap OFF 37 | Brush Tap OFF
o1 [ 39 [ BrushSwirl OFF 38 | BrushSwirt OFF
—T) 36 |Brush siap OFF 36 | Brush Slap OFF
E1 | 39 [ BrushSwir OFF 39 | Brush$wirl OFF
F1 | 2% |RollSnarel OFF 29 ] RoflSnarel OFF
LGB 179 | Castanet OFF 119_| Castanet OFF
Gi 21 | Soft Snare CFF 21 | Soft Snare OFF
—ﬁ 40_| stick Hit GFF 40| Stick Hit OFF
A1 |1 [Rockxick GFF T | Rock Kick OFF
P 24 | TightSnare OFF 24 | TightSnare OFF
B1 | 6 |RealKick OFF 6 | Real Kick OFF
c2 | 0 [FatKick OFf 6 [ Real Kick OFF
.ﬂ 41| side Stick OFF 41_{ Side Stick GFF
D2 16 1 Snare 1 OFF 16 | Smare 1 CFF
—~ETEL 131 | syn Claps OFF 731 | syn Claps CFF
E2 | 22 |lghtSnare OFF 22 | LightSnare OFF
F2 | 62 |Tomlio OFF 67 | ProcessT om OFf
_Eq 52 | Close HH i 52 | Close HH ]
G2 62 [Tom1 Lo OFF 67 | ProcessTom QFF
—@ 54 | Pedal HE 1 54 [ Pedal HH 1
A2 62 {Tom1le QF¢ 67 1 ProcessTom OFF
ﬂ 53 | Open HK 1 53 ] Open HE 1
B2 61 [Tom 1 Hi OFF 67 | ProcessTom QFF
c3 | 61 [Tem1Hi OFF 67 | ProcessTom OFF
._Iﬂ 43 | Crash Cym OFF 43 | Crash Cym QFF
D3 61 | Tom 1 Hi OFF 67 | ProcessTom OFF
—Eq 57 | Ride Edge OFF 57 | Ride Edge OFF
E3 4% [ China Cym OFF 45 | China Cym OFF
F3 | 58 [RideCup QOFF 58 |Ride Cup | OFF
_Eq 100 ] Tambourine OFF 100 | Tambourine OFF
G3 47 | Splash Cym QFF 47 | Splash Cym OFF
ﬂ 108 | Cowbell QOFF 108 | Cowbell OFF
A3 43 | Crash Cym OFF 43 | Crash Cym QFF
—@ 123 | Viblasiap OFF 123 | Viblaslap OFF
B3 57 | Ride Edge QFF 57 i Ride Edge OFF
'ca | 79 | HiBongo OFF 79 | Hi Bongo OFF
_m1 78 | Lo Bongo OFF 78 | Lo Bongo OFF
273 85 | Mute Conga CFF 85 | Mute Conga OFF
—m 82 | Open Conga OFF 82 | Open Conga OFF
E4 82 | Open Conga OFF 82 | Open Conga QFF
Fa_ | 111 | Hi Timbal OFf 711 | Hi Tambal OFF
_q 112 ¢ Lo Timbal OFF 112 | Lo Timbal GFE
G4 107 | Agogo OFF 107 | Agoge OFF
—m 107 | Agoge OFF 107 | Agogo OFF
Ad 98 | SynMaracas QFF 98 | SynMaracas OFF
ﬂ 96 | Maracas OFF 96 | Maracas QFF
B4 129 [ Whistle L OFF 125 | Whistle L OFF
C5 | 129 |Whistle b OFF 129 | Whistle L OFF
124 | Guiro § OFF 124 | Guiro § OFF
D5 125 | Guiro L OFF 135 | Guiro L OFF
—@ 117 | Claves OFF 117_| Claves OFF
E5 115 | WoodBlockM OFF 115 | WoodBlockM OFF
F5 | 115 | WoodBlockM CFF 115 | WoodBlockM OFF
_ﬁ 94_| hute Cuica OFF 53 | Mute Cuica OFF
GS 95 | Open Cuica QFF 25 | Open Cuica QFE
ﬂ 104 | MuteTriang 2 104 | MuteTriang f2
A5 105 | OpenTsiang 2 105 | OpenTriang 2
ﬂ 57 | Cabasa OFF 97 | Cabasa [ oFF
BS 101 | JingleBell OFF 101 | JingleBell QFF
cs | 102 | Marciree 1 OFf 102 | MarcTree 1 OFF
OFF OFF
D6 OFF OFF
ofF | j-— OFF
EB I OFF i | OFF
6 | OFF p—— OFF
_ma OFf e | ofF
G6 [ OFF [ OFF
—q ------ OFF | oFf
A waaeee ] OFF . OFF
AL OFF \| OFF
BS OFF OFF
7 OFF — OFF

yDr2 Bank Select MSB=127, LSB=Ignored (after XG System ON})

PC 17 25 26 33
<Drumkit Select> 15 Rock 16 Electro 17 Analog 18 jazz
No. Sample Name Excl Nao. Sample Name Exel Ne. Sample Name Excl No. Sample Name Exel
co | |— OFF — OFF — OFF, OFF |
40 77 | Taiko Lo 3 77 | Taiko 1o 3 77 | Taiko Lo 3 77 | Taiko Lo 3
Do [ 77 | Taiko Lo 3 77 | Taiko Lo 3 77 | Taiko Lo 3 77 | Taiko Lo 3
""m 153 | Zap 2 OFF 153 | Zap2 OFF 153 | Zap 2 CFF 153 [Zap 2 QFF
E0 ] 113 | Timbales OFF 113 | Tambales OFF 113 | Tirmbales OFF 113 | Timbales OFF
Fo 158 i Scratchb 4 158 | Scratch b 4 158 | Scrateh b 4 158 | Scratch b 4
_.ﬁ 158 | Scratchb 4 158 | Scratch by 4 158 | Scratch b 4 158 | Scratchb 4
a0 | 121 }FingerSnap QFF 121 | FingerSnap OFF 121 | FingerSnap OFF 121 | FingerSnap QFF
—m 122 | Snap QOFF 122 § Snap QFF 122 | Snap OFF 122 | Snap OFF
A0 285 | Metronome2 QFF 283 | Metronome2 QFF 285 | Metronome2 OFF 285 | Metronomel OFF
"m 215 | Tubular 3 OFF 215 | Tubular 2 OFF 215 | Tubular 3 OFF 215 | Tubular 3 QFF
| BG | 108 | Cowbell OFF 108 | Cowbell OFF 108 | Cowbell OFF 108 | Cowbell OFF
- cit | 108 |Cowbell OFF 108 | Cowbell OFF 108 { Cowbell QFF 108 | Cowbell QFF
foTIR 37 | Brush Tap OFF 37 | Brush Tap OFF 37 | Brush Tap OFF 37 | Brush Tap OFF
D1 | 39 | BrushSwirl OFF 39 | BrushSwirl OFF 39 | BrushSwirl OFF 39 | BrushSwirl OFF
—% 36 | Brush stap OFF 36 | Brush Slap OFF 36 | Brush Slap OFF 36 | Brush Slap OFF
E1 39 | BrushSwirl OFF 180 | Rev.Cymbal OFF 180 | Rev.Cymbal OF¢ 39 § Broshswirl CQFF
F1 | 29 |RollSnarel QFF 29 | Roll$narel OFF 29 | Rollsnarel OFF 29 1 RollSnarel OFF
_.m 119 | Castanet QFF 153 |Zap 2 OFF 153 |Zap 2 OFF 119 | Castanet QFF
! Gt | 28 |PowerSnare OFF 26 | Rock Spare QFF 28 | PowerShare OFF 21 | Soft Snare QFF
LRl 45" | stiek Hit OFF 4G_| Stick Hit OFF 40 | Stick Hit OFF 40 | Stick Hit OFF
Al | 8 | ProcesKick OFF 5 | Dry Kick OFF 0 | Fat Kick OFF 1 | Rock Kick OFF
—m 24 | Tight$nare OFF 24 | TightSnare OFF 24 | TightSnare QFF 24 | TightSnare QFF
B1 6 | Real Kick OFF 10 | Dance Kick OFF 1 | SynKick E QFF 6 | Real Kick OFF
cz | 2 | Ambi.Xick QFF 2 | Ambi.Kick OFF 1t | SynKick1 QFF 1 | Rock Kick OFF
_@ 41 | Side Stick OQFF 41 | Side Stick OFF 42 | Syn Rim OFF 41 | Side Stick OFF
D2 26 | Rock Snare QFF 28 | PowerSnare OFF 31 | SynSnare 1 CFF 16 | Snare 1 QFF
ﬂ 131 ; Syn Claps QFF 131 | Syn Claps QFF 131 | 3yn Claps OFF 131 | Syn Claps OFF
E2 27 | GatedSnare QFF 28 | PowerSnare QOFF 32 | Synsnare 2 OFF 22 | Light$nare OFF
ga | 67 |ProcessTom QFF 59 | SynTom 1 QFF 71 1 Synfomz Lo OFF 62 |Tom 1 Lo OFF
_ﬂ 52 | Close HH 7 52 | Close HH 1 55 | CloseSynHH i $2 | Close HH 1
G2 67 | ProcessTom OFF 68 | SynTom 1 OFF 71 ] SynTom2 Lo OFF 62 |Tem1 Lo QOFF
ﬂ 54 | Pedal HH 1 54 [ Pedal HH 1 55 | CloseSynHi 1 54 | Pedal HH 1
AZ 67 | ProcessTom OFF 69 | SynTem1 OFF 71 | SynTom2 Lo OFF 62 [Tom 1t Lo OFF
—m 53 [OpenHH 1 53 | Open HY 1 36 | OpenSyn HH [ 53 ] Ogen HH 1
B2 67 | ProcessTom OFF 69 | SynTom 1 OFF 71 | SynTom2 Lo OFfF 61 jiom1t Hi OFF
Cs | 67 | ProcessTom OFF 69 | SynTom 1 OFF 71 | SynTom2 ko OFF 61 [JomiHi OFF
_m 43 | Crash Cym OFF 43| Crash Cym QFF 43 | Crash Cym OFF 43 | Crash Cym OFF
D3 67 | ProcessTom OFF 69 | Syn Tom 1 OFF 71 | SynTemz2 Lo OQFF 61 [Tom 1Hi OFF
ﬂ 57 | Ride Edge QFF 57 | Ride Edge QFF 57 | Ride Edge OFF 57 | Ride Edge OFF
E3 45 | China Cym OFF 45 | Chirna Cym OFF 45 | China Cym QFF 4% | China {ym QFF
Fa | 58 |Ride Cup OFF 58 | Ride Cup OFF 58 | Ride Cup QFF 58 | Ride Cup OFF
_m 100 | Tambourine OFF 100 | Tambourine OFF 100 | Tambourine OFF 100 | Tambaurine QFF
G3 47 | Splash Cym QFF 47 ] Splash Cym QFF 47 | $plash Cym OFF 47 | Splash Cym OFF
.m 108 | Cowbell OFF 108 | Cowbell QOFF 109 | SynCowbell OFF 108 | Cowbell OFF
A3 43 { Crash Cym OFF 43 | Crash Cym OFF 43 | Crash Cym OFF 43 | Crash Cym OFF
123 | viblasltap OFF 123 | Viblaslap OFF 123 | viblaslap OFF 123 | Viblaslap OFF
B3 57 | Ride Edge OFF 57 | Ride Edge QFF 57 | Ride Edge QFF 57 | Ride £dge OQFF
c4 |79 [HiBongo QFF 79 | Hi Bongo OFF 79 | Hi Bongo QFF 79 | HiBongo OFF
_@ 78 | Lo Bongo OFF 78 | Lo Bongo OFF 78 | Lo Bongo OFF 78" | Lo Bongo OFF
D4 85 | Mute Conga OFF 85 | Mute Conga QFF 70 | SynTom2 Hi OFF 85 | Mute Conga CFF
—m 82 | Open Conga OFF 82 | Open Conga OFF 70 | SynTom2 Hi OFF 82 | Open Conga OFF
E4 82 | Open Conga QFF 82 | Open Conga QFF 7¢ | SynTom2 Hi OFF 82 | Qpen Conga CFF
F4 | 1i1 | HiTimbal OFF 1t1 | Hi Timbal QFF 111 | Hi Timbal OFf 1%#1 | Hi Tiembal QOFF
_m 112 | Lo Timbal OFF 112 | Lo Timbal OFF 112 | Lo Timbal OFF 112 | 1o Timbal OFF
G3 107 | Agogo OFF 107 | Agogo CFF 107 | Agogo QFF 107 | Agogo QFF
_.m 107 [ Agogo OFF 107 | Agogo OFF 107 | Agogo OFF 107 [Agogo OFF
Ad 98§ | SynMaracas QFF 98 | SynMaracas OFF 98 | SynMaracas OFF 98 | SynMaracas QFF
-‘m 96 § Maracas OEF 96 | Maragas OFF 98 | SynMaracas OFF 96 | Maracas OFF
B4 129 | Whistie L OFF 129 |whistleL OFF 129 | Whistle L OFF 129 | Whistle L OFF
cs | 129 [WhistleL OFF 329 | Whistle L OFF 129 | Whistle L OFF 129 | Whistle L OFF
124 | Guiro § OFF 124 | Guiro S OFF 124 | Guire S OFF 124 | Guiro § OFF
D5 125 | Cuiro L QFF 125 | Guirp L OFF 125 | GuiroL OFF 125 [ Quiro L OFF
—m 117 | Claves OFF 117 | Claves OFF 118 | Syn Claves QFF 117 | Claves OFF
ES 115 | WoodBlockM OFF 115 | WoodBlockh OFF 115 | WoodBlockM QFF 115 | WoodBlockM CFF
F5 | 115 [ WoodBlockM OFF 115 | WoodBlockM OFF 115 | WoodBleckM OFF 115 | WoocdBlockh CFF
_q 94| Mute Cuica OFF - 158 | Scratch b OFF 158 | Scratch b OFF 54§ hMute Cuica CFF
G5 95 | Open Cuica OFF 158 | Scratch b QFF 158 { Scratchb OFF 95 | Open Cuica QFF
ﬂ 104 | MuteTriang 2 104 | MuteTriang 2 104 | MuteTriang 2 104 | MuteTriang 2
A5 105 | OpenTriang 2 105 | QpenTriang 2 105 | OpenTriang 2 105 | OpenTriang 2
ﬂ 97 | Cabasa OFF 97 | Cabasa OFF 97 | Cabasa OFF §7 | Cabasa OFF
BS 101 | fingleBel OFF 101 ] lingleBell OFF 101 | lingleBel OFF 101 | JingleBell QFF
ce | 102 [MarcTree 1 QOFF 102 | MarcTree 1 OFF 102 | MarcTree 1 QFF 102 | MarcTree 1 OFF
_m e OFF — OF¢ — OFF - OFF
ve |t OFF - OFF e CFF oated OFF
—m e QFF OFF OFF e QFF
E6 wamusn OFF OFF OFF [ OFF
¥6 | ane OFF OFF OFF [ OFF
_@ OFF J— OFF —- OFF [ OFF
[<1] OFF e OFF - QOFF OFF
-ﬂ OFF o OFF e QFF OFF
A& OFF R OFF P OFF OFF
AHG —— OFF wrmmn QFF P OF¢ OFF
BE6 ———— QFF amees OFF = OFF OFF
c7 anad OFF wmenee OFF cmmeee OFF e OFF
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yDr2 Bank Select MSB=127, LSB=Ignored (after XG System ON) yDr1Bank Select MSB=126, LSB=Ignored

PC 4 49 1 2
<Drumkit Select> 19 Brush 20 Classic 21 5FX 1 22 SFX 2
No. Sample Name Excl No. Sample Name Excl No. Sample Name Excl No. Sample Name Excl
Co — orr T OFF OFF. OFF
s0 EEN RS 3 77 | Taiko Lo 3 OFF OFF
po [ 77 [Takolo 3 77 | Taiko Lo 3 OFF OFF
153 |Zap 2 OFF 353 |Zap2 OFF OFF OFF
E0 | 113 |Timbales OFF 113 | Timbales OFF OFF OFF
ro | 158 |Scratchb 4 158 | Seratchb 4 OFF OFF
,_m 158 | Scratchb ] 158 | Scratch b 4 OFF OFF
Go 121 | FingerSnap QOFF 121  FingerSnap OFF OFF — OFF
=G0 IR OFF 122 ] Snap OF | i OFF OFF
Ao | 285 [Metronome? OFF 285 3 Metronome2 QFF | [ e OFF P QFF
—m 215 | Tubular 3 OFF 215 | Tubular 3 OFF  §| [ OFF OFF
B0 108 [ Cowbell OFF 108 § Cowbelf OFF - CFF OFF
ci | 108 [Cowbell OFF 108 | Cowbell OFF o CFF OFF
._w 37 | Brush Tap OFF 37 ! Brush Tap OFF OFF OFF
p1 [ 39 [BrushSwir QFF 39 | BrushSwirl QFF OFF OFF
—LI %5 | Erush Shap OFF 36_{ Brush Skep OFF OFF OFF
Et | 329 [ BrushSwirl OFF 39 I Brush$wirl QFF OFF OFF
1 | 29 |RolSnarel OFF 29 1 RollSnarel OFF CFF aneene OFF
|30 119 | Castanet OFF 119" | Castanet OFF CFF = OFF
G1 36 | Brush Stap OQFF 21| Soft Snare OFF ——- OFF J— OFF
40 | Stick Hit OFF 40 | Stick Hit OFF i CFF i OFF -
a1 |1 [RockKick OFF 11 Rock Kick OFF e GFF e OFF
X 24 [TightSnare OFF 24| TightSnare OFF f— OFF f— OFF
Bl | 6 |RealkKick OFF 15§ Orch B.Drm OFF e OFF [— OFF
€z | 4 |PunchKick OFF 15 3 Orch B.Dmn OFF 157 | GtCutNois2 OFF 267 | Telephone2 OFF
_@ 41 [ Side Stick OFF 41} Side Stick OFF 136 | GtCutNois] GFF 268 | Door Creak OFF
2 36 | Brush Slap OFF 21 | Soft Snare OFF 138 | Chic1 OFF 26% | Door Slam OFF
ﬂ 131 | Syn Claps OFF 131 1 Syn Claps OFF 141 | StringSlp OFF 156 | ScratchDbl OFF
E2 37 | Brush Tap OFF 21§ Soft Snare OFF 140 | Bass Slide QFF 158 | Scratch b OFF
Ez | 73 |BrxhTom OFF 62 }Tom1Le OFF 134 | Gt Seratch QFF 102 | MarcTree 1 OFF
_q 52 | Close HR 1 52 Close HH 1 p— OFF 267 | Felephone? OFF
G2 73 | Brush Tom OFF 62 | Tom1 ko OFF A GFF . OFF
-ﬂ 54 [ Pedal HH 1 54 | Pedal BH 1 o OFF — OFF
A2 73 | Brush Tom OFF 62 |Tom1Lo QFF [ OFF e OFF
ﬂ 53 [ Open HH 1 53 [ OpenHH 1 OFF OFF
B2 73 | Brush Tom OFF 61 | Tom 1 Hi OFF CFF OFF
Fczs | 73 | Brush Tom OFF 61 | Tom 1 Hi OFF — OFF OFF
43 | Crash Cym OFF 39 [ Greh &ym OFF — OFF [— OFF
D3 I 73 | Brush Tom OFF 61 | Tom 1 Hi OFF e OFF f— OFF
ﬂ 57 | Ride Edge OFF 49 | Orch Cym R OFF [ OFF
E3 45 | China Cym QFF 45 | China Cym QFF 285 | Metronome2 QFF 270 | Car Engine OFF
3 1 58 |RideCup OFF 58 | Ride Cup OFF s OFF 271 | Car Stop OFF
_m 100 _| Tambourine OFF 100 | Tambourine OFF - OFF 272 _| Car Pass OFF
G3 47 { Splash Cym OFF 47 | Splash Cym QFF avunan OFF 273 | Car Crash QFF
_@ 108 | Cowbell OFF 108 | Cowbell OFF — CFF 275 | siren OFF
A3 43 | Crash Cym OFF 49 | Orch Cym OFF OFF 276 | Train QOFF
ﬂ 125 | Viblastap OFF 123 | Viblaslap OFF - OFF 228 | Jetstar OFF
B3 57 | Ride Edge QFF 49 | Orch Cym OFF OFF 277 | Helicopter OFF
C4a 1§ 79 | HiBongo OFF 79 | Hi Bongo OFF —— OFF 283 | HandDrill OFF
Ty 78 [LoBongo OFF 78 | Lo Bonge OFF p— OFF 133 [ MetalHitLo OFF
pa |85 | MuteConga OFF 25 | Mute Conga QFF enere OFF 274 | GlassBreak OFF
D#4 82 | Open Conga OFF 82 | Open Conga OFf [ OFF e CFF
E4 82 | Open Conga QFF 82 | Open Conga OFF asaan OFF - OFF
E4 111 | Ri Timbal OFF 111 | Hi Timbal OFF OFF . OFF
112 | Lo Timbal QFF 112 | Lo Jimbal OFF OFF pan CFF
G4 197 | Agogo QFF 107 | Agogo OFF QFF — OCFF
ﬂ 107 | Agogo OFF 107 | Agoge OFF 244 OFF 258 | Laughing V QFF
Ad 98 | synMaracas CFF 98 | Synidaracas CFF 245 | Thunder OFF 259 [ Scream OFF
—m 96 | Maracas OFF 96 | Maracas CFF 246 | Wind OFF 260 | Punch OFF
B4 129 | Whistie &, OFF 129 | Whistle L OFF 249 | Stream QFF 261 | Hart Beal OFF
c5 | 129 [WhistfeL OFF 25 | Whistle L OFF 250 [ Bubble OFF 262 ] Footstep 1 GFF
_m 124 [ Guiro S OFF 124 | Guire S OFF 247 | Seashore OFF 265 | Applause 2 QFF
DS 125 [ Guiro L OFF 125 | Guiro L, OFF . OFF o OFF
O# 117 | Claves OFF 117 | Claves QFF — OFF —=- OFF
33 115 | WoodBlockM COFF 115 | WoodBlockM OFF — OFF J— OFF
F5 115§ WoodBlockM OFF 115 | WoodBlockM OFF —m OFF [ OFF
Y 94 i Mute Cuica OFF 94 | Mute Cuica OFF amm OFF anrase QFF
[ §5 { Qpen Cuica OFF 95 | Open Cuica OFF ——- QOFF e OFF
ﬂ 104 | MuteTriang 2 104 | MuteTriang 2 e OFF [ OFF
A5 105 | OpenTriang 2 105 | OpenTriang 2 [ QOFF ——— OFF
ﬂ 97 | Cabasa OFF 97 | Cabasa OFF = OFF meeee OFF
B5S 101 | jingleBell OFF 101 | jingleBell QFF et OFF ———e— QFF
6 | 102 | MarcTree 1 OFF 102 | MarcTree 1 OFF 754 | Dog OFF 280 | MachineGun OFF
_@ e OFF o OFF 256_§ Gallop OFF 281_| Laser Gun OFF
D6 OFF [a— OFF 252 | Bird 2 OFF 282 | Explosion OFF
—m OFF [ OFF 253 | Kitty OFF 279 | Gun Shot 2 OFF
E6 OFF e OFF 255 | Growl 2 OFF e OFF
6 | OFF wases OFF 251 | Bird 1 QFF J— OFF
_@ OFF —— CFF 174 | Mankey 2 OFF J— OFF
G6 - OFF [— OFF 172 | Growl 1 OFF — OFF
ﬂ —— QOFF J— OFF — OFF - JoFf
AB it OFF [ OFF . OFF i, |OFF
A6 OFF J— OFF OFF T | OFF
B6 OFF — OFF OFF OFF
C7 OFF j— OFF o OFF OFF
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kDrm Bank Select MSB=62, LSB=Ignored

PC 1~16, 57~64, 75~128 1724 25, 27-32 26
<Drumkit Select> 23 K-GM Kit 24 Power Kit 25 Dance Kit 26 Analog Kit
No, Sample Name Excl Ne. Sample Name Excl No. Sample Name Excl No. Sample Name Exel
co eeeree OFF g OFF OFF prmmn orr
40 J— OFF e QFF OFF QFF
fls] siene OFF QFf OFF QFF
—mﬁ OFF OFF OFF OFF
E0  § OFF QFF e OFF QFF
0 OFF OFF OFF QFF
_ﬁ OFF wreese OFF OFF o OFF
Go | OFF s OFF OFF [ OFF
o G0 | f— OFF o [ OFF —— OFF
Al i ----- OFF e CFF raanes OFF = QFF
gy A0 | — OFF [ offF | [— OFF werere OFF
g0 | e OFF — OFF | |- OFF arsesn OFF
c1 i 1 | Rock Kick OFF Z | Ambi.Kick QFF 3 | Crisp Kick OFF 13 | SynKick 3 OFF
_m 1 | Reck Kick OFF 2 | Ambi.Kick QFF 3 | Crisp Kick QFF 13 | SynKick 3 OFF
D1 1 | Rock Kick OFF 2 | Ambi.Kick OFF 3 | Crisp Kick OFF 13 | SynKick 3 QFF
D 1 | Reck Kick OFF 2 | Ambi.Kick OFF 3 | Crisp Kick QFF 13 | SynKick 3 QOFF
€1 1 | Rock Kick OFF 2 | Ambi.Kick OFF 3 | Crisp Kick OFF 13 | Syn Kick 3 QFF
F 18 | Snare 3 OFF 26 | Rock Snare QFF 20 | PicloSnare OFF 32 | SynSnare 2 QFF
8 53 | Open HH 1 53 | Open HH 1 53 | Open HH 1 56 | OpenSyn HH 1
G1 | 0 [Fatkick OFF 7 | Gated Kick OFF 12 | SynKick 2 OFF 10 | Dance Kick OFF
113 | Timbales OFF 113 | Timbales OFF 41 | Side Stick QFF 113 | Timbales QFF
Al 16 | $nare 1 5 24 | TightSnare QFF 24 | TightSnare OFF 25 | Ambi.Snare OFF
29 | RollSnarel 4 177 | Rev.Sparel QFF 177 | Rev.Snargl OFF 177 | Rev.Snarel OFF
Bl [ 6 [RealKick OFF 7 | Gated Kick QOFF 2 | Ambi.Kick OFF 3 | Crisp Kick OFF
cz | 8 | ProcesKick OFF 9 | Metal Kick OFF 10 | Dance Kick QOFF 11 | $yn Kick1 QFF
_@ 41 | Side Stick CFF 41 | Side Stick QFF 41 | Side Stick OFF 42 | Syn Rim QFF
D2 26 | Rock Snare OFF 28 | PowerSnare OFF 32 | SynSnare 2 OFF 31 | SynSnare 1 QFF
ﬂ 130 | Hand Claps OFF 130 | Hand Claps OFF 130 | Hand Claps QFF 131 | Syn Claps OFF
E2 22 | LightSnare OFF 27 | Gated$nare OFF 25 | Arnbi.5nare QOFF 22 | LightSnare QOFF
g2 | 62 |Tom1llo OFF 67 | ProcessTom OFF 67 | ProcessTom QFF 71 | SynTom2 Lo QFF
_@ 51 | Tae HH 1 51 [ Tite HH i 57 [Tite HH 1 55 | CloseSynHH 1
G2 62 |Tom1Lo OFF 67 | ProcessTom OFF 67 | ProcessTom OFF 71 | SynTemz Lo QFF
ﬂ 54 | Pedal HH 1 54 | Pedal HH 1 54 | Pedal HH 1 55 | CloseSynHH 1
A2 62 |Tom 1 Lo OFF 67 | ProcessTom QFF &7 | ProcessTom OFF 71 | SynTom2 Lo QFF
—@ 53 | Open HH 1 53 | Open HH 1 53 | Open HH [ 56 | Opensyn HH 1
B2 61 | Tom 1 Hi OFF 67 | ProcessTom OFF &7 | ProcessTom OFF 71 | SynTorn2 Lo OFF
6z | 61 |tom1H: OFF 67 | ProcessTm OFF €7 | ProcessTom OFF 71| Syntomz Lo OFF
_@ 43 | Crash Cym OFF 43 | Crash Cym OFF 43 | Crash Cym OFF 56 | OpenSyn HH OFF
D3 61 |Tom 1 Hi QFF &7 | ProcessTem QFF 67 | ProcessTom OFF 71 | SynTom2 Lo OFF
ﬂ 57 | Ride Edge OFF 57 | Ride Edge QFF 57 | Ride Edge OFF 57 | Ride Edge OFF
E3 45 | China Cym OFF 45 | China Cym OFF 45 | China Cym QFF 45 | China Cym OFF
3 | 38 | Ride Cup OFF 58 | Ride Cup G5F 58 | Ride Cup OFF 38 | Ride Cup OFF
. m 100 | Tambouring QFF 100 | Tambourine OFF 100 | Tambourine OFF 100 | Tambourine QFF
G3 47 | Splash Cym QFF 47 | Splash Cym OFF 47 | Splash Cym: OFF 47 | Splash Cym OFF
—m 108 | Cowbell OFF 168 | Cowbell OFF 108 | Cowbell QFf 109 | SynCowhelt CFF
Az 43 | Crash Cym OFF 43 | Crask Cym OFF 43 | Crash Cym OFF 43 | Crash Cym QFF
A 123 | Viblaslap OFF 123 | Viblaslap OFF 123 | Viblaslap OFF 123 | viblastap OFF
B3 59 |Ride Cym 1 OFF 59 | Ride Cym 1 OFF 57 | Ride Edge OFF 59 |Ride Cym OFF
C4 79 | Hi Bongo OFF 79 | Hi Bongo OFF 79 | Hi Bongoe OFF 79 | Hi Bonge OFF
" 78 | Lo Bonge OFF 78 | Lo Bonge OFF 78 | Lo Bongo OFFf 78 | Lo Bongo OFF
D4 85 | Mute Conga QFF 85 | Mute Conga CFF 85 § Mute Conga QFF 70 | SynTom2 Hi OFF
ﬂ 82 | Open Conga OFF 82 | Gpen Conga OFF 82 | Open Conga OFF 7¢ | SyaTom2 Hi OFF
E4 82 | Open Conga OFF 82 | Open Conga OFF 82 | Open Conga OFF 70 | SynTom2 Hi OFF
Fa | 11 {HiTimbal OFF 111 | Hi Timbal QFF 111 | Hi Tinbal CQFF 131 | Hi Timbal OFF
112 | Lo Timbal. OFF 112 | Lo Timbal OFF 112 1 Lo Timbal QFF 112 | Lo Timbal OFF
Ga | 107 | Agege QFF 107 | Agogo OFF 107 § Agoge OFF 107 | Agogo OFF
_@ 107 | Agego OFF 107 } Agogo OFF 107 | Agege OFF 107 | Agogo OFF
Ad 97 | Cabasa QFF 97 | Cabasa OFF 97 | Cabasa OFF 97 | Cabasa OFF
96 | Maracas QFF 96 | Maracas OFF 96 | Maracas OFF 98 | SynMaracas OFF
B4 | 128 | Whistle § 2 128 | Whistte $ 2 125 | whistie S 2 128 | Whistle 3 2
cs | 128 |WhistleL 2 129 | Whistle L 2 129 | Whistie L 2 125 | Whistle & 2
124 | Guire S 3 124 | Guiro 5 3 124 | Guiro 3 3 124 | Guire § 3
D5 | 125 | Guiro L 3 125 | Quiro L 3 125 | Guiro L 3 25 | Guiro L 3
—m 117 | Claves OFF 1317 | Claves OFF 117 | Claves OFF 118 | 5yn Claves OFF
E5 115 | WoodBlockM OFF 115 | WoodBlockM COFfF 115 | WoodBlocki OFF 115 | WoodBlockM OFF
F5 | 116 | WoodBlockl OFF 116 | WeedBlockt OFF 116 | WoodBlockL OFF 116 | WoodBlockL OFF
94 | Mute Cuica 4 94 | Mute Cuica 4 94 | Mute Cuica 4 94 | Mute Cuica 4
G5 I 95 | Open Cuica 4 95 | Open Cuica 4 95 | Open Cuica 4 95 | Open Cuica 4
ﬂ 104 | MuteTriang 5 104 | MuteTriang 5 104 | MuteTriang 5 104 | MuteTriang 5
AS 105 | QpenTriang 5 105 | OpenTriang 5 105 | Opentriang 5 105 | OpenTriang 5
ﬂ 57 | Cabasa OFF 97 [ Cabasa OFF 97 | Cabasa OFF 97 | Cabasa OFF
B5 101 | JingleBell OFF 101 | JingleBell QFF 101 | JingleBelk QFF i01 | JingleBelt OFF
c6 ] 102 | MarcTree 1 OFF 102 [ MarcTree 1 OFF 102 | MarcTree 1 OFf 102 [ MarcTree 1 OFF
_@ 119 [ Castanet OFF 119 | Castanet OFF 119 | Castanet OFF 119 | Castanet OFF
D6 41 | Side Stick OFF 41 | side Stick OFF 41 | Side Stick OFF 41 | Side Stick OFF
77 | Taiko Lo OFF 77 | Taike Lo OFF 77 | Taiko Lo OFF 77 | Taiko Lo OFF
=] I srene OFF —— QFF [e— OFF Jo— OFF
F | —anas OFF J— OFF e OFF QFF
- OFF weme OFF — OFF OFF
GB I [— OFF pr— OFF — OFF OFF
QFF —— OFF e OFF rearee OFF
ﬂ OFF OFF e OFF OFF
A | e OFF OFF —— ofFF { [ OFF
B6 — OFF OFF — OFF — OFF
c7 —oee OFF rmme OFF -—eee OFF aearee OFF
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kDrm Bank Select MSB=62, LSB=Ignored

PC 33~40 41-48 49-56 65~72
<Drumkit Select> 27 Jazz Kit 28 Brush Kit 29 Orch Kit 30 Perc Kit
Ne Sample Name Ex¢l No. Sample Name Excl Neo. Sample Name Exct No. Sample Name Exel
Cc1 2 | Crisp Kick OE 3 | Grisp Kick OFF 51 | Tate MM OFF 79 [ HiBongo OFf
- 3 | Crisp Kick OFF 3 | Crisp Kick QFF 51 | Tite HH OFF #9 | HiBongo OFF
o1 3 | Crisp Kick OFF 3 | Crisp Kick QFF 51 | Tite HH QFF 79 | HiBonge OFF
'—Iq 3 | Crisp Kick QFF 3 | Crisp Kick QFF 51 | Tite HH 1 79 | HiBonge OFfF
E1 3 1 Crisp Kick OF¢ 3 | Crisp Kick QFF 54 | Pedal HH 1 79 | HiBonge OFF
F1 | 19 |Snared QFF 121 | FingerSnap OFF 53 | Open HH 1 78 | LoBengo OFF
23] 53 | Open Hi 1 53 [ OpenHH 1 57_[Ride Edge OFF 100 [ Tambourine OFF
Gl | 2 | Ambi.Kick OFF 2 | Ambi.Kick QFF & | Real Kick OFF 107 | Agogo OFF
113 | Timbales QFF 113 | Timbales OFF 6 & Real Kick OFF 33 | VocalSnr i OFF
Al | 30 | RollSnare2 & 36 | Brush Slap 3 & Real Kick QFF 107 | Agogo OFF
29 | RellSnarel ] 29 | Rollsnarel 6 & ] Real Kick QFF 80 | Stap Bongo OFF
B1 | 4 | Punch Kick OFF 4 | Punch Kick QOFF 6 | Real Kick OFF 116 | WeodBlockL OFF
cz | 1 | Rock Kick OFF 1 | Rock Kick QFF 7% | Timpani OFF 117 | Claves QFF
_m 41 | Side Stick OFF 41 | Side Stick OFF 41 | Side Stick QOFF 115 | WeodBlockM QFF
D2 21 | Soft Snare OFF 37 | Brush Tap QFF 30 | Roll$nare2 OFF 108 | Cowbell QFF
—@ 130 | Hang Claps OFF 36 | Brush Slap QFF 119 | Castanet OFF 114 | WoodBlockH QFF
E2 17 | Smare 2 OFF 38 | Brush$wish OFF 30 | RollSnare2 OFF 119 | Castanet QFF
F2 | 62 |Tomilo OFF 72 | Brush Tom OFF 75 | Timpani OFF §7 {Baya 2 OFF
a 51 | Tite HH 1 51 | Tite HH t 75 | Timpani OFF 97 { Cabasa OFF
G2 62 [Tom1lo OFF 73 | Brush Tom OFF 75 | Timpani QFF 86 {Bayal QFF
54 | Pedal HH 1 54 | Pedal HH 3 75 | Timpani OFF 96 { Maracas OFF
A2 I 62 |Tom1to OFF 73 | Brush Tom QFF 75 | Timpani OFF &7 {Baya2 QFF
ﬂ 53 | Open HH 1 53 | Open HE t 75 | Timpani QFF 97 | Cabasa QFF
B2 61 |Tem1Hi OFF 73 | Brush Tom QFF 75 | Timpani OFF 99 | Tabla 3 1
¢z | 61 [Tom1Hi OFF 73 | Brush Tom OFF 75 | Timpani OFF 89 | Tabla 2 1
m 43 | Crash {ym OFF 43 | Crash Cym OFF 75 | Timpani OFF 123 [ viblaslap OFF
D3 61 | Tom 1 Hi OFF 73 | Brush Tom OFF 75 | Timpani OFF 88 |[Tabla1 1
ﬂ 60 { Ride Cym 2 QFF 60 | Ride Cym 2 OFF 75 | Timpani QFF 104 | MuteTriang 3
E3 45 { China Cym QFF 45} China Cym OFF 75 | Timpani QFF 66 |Tom2LloV OFF
Fz | 5% [RideCym?1 OFF 59§ Ride Cym 1 OFF 75 | Timpani OFF 105 [ OpenTriang 3
Iﬂ 1043 | Tambouring QFF 100 i Tambourine OFF 100 | Tambouring OFF 124 | Guire § 2
G3 47 | Splash Cym QFF 47 | Splash Cym OFF 47 | Splash Cym QFF 101 | JingleBeli OFF
108 | Cowbell OFF 108 | Cowbell OFF 108 | Cowbeli OFF 125 | Guiro L F
A3 | 43 | Crash Cym QFF 43 | Crash Cym OFF 43 | Crash Cym OFF 102 | MarcTeee 1 OFF
ﬂ 123 | Viblaslap OFF 123 | viblaslap OFF 123 | Viblaslap CFF 229 | Thing OFF
B3 57 | Ride Edge OFF 57 | Ride Edge QFF 49 | Orch Cym OFF 96 | Maracas OFF
c4 | 79 [HiBongo OFF 79 | Hi Bongo QFF 79 | Hi Bongo CFF 130 | Hand Claps OFF
_m 78 | Lo Bongo CFF 78 | Lo Bonge OFf 78 | Le Bonge OFF 131 | Syn Claps OFF
D4 85 | Mute Conga CFF 85 | Mute Conga OFF 85 | Mute Conga OFF 155 | Scratch Lo OFF
—m 82 | Open Conga OFF 82 | Open Conga QFF 82 | OpenConga OFF 154 | Scratch Hi OFF
E4 82 | Open Conga OFF 82 | Open Conga OFF 82 | Gpen Conga OFF 156 | ScratchDbl OFF
F4 { 111 | HiTimbal CFF 111 | Hi Timbak QFF 1t1 | H Timbal OFF 128 | Whistle 5 4
112 | Lo Timbal OFF 112 | Lo Timbal COFF 132 | Lo Timbal QFF 12% | Whistle & 4
Gd | 107 [ Agogo OFF 107 | Agoge OFF 107 | Agego OFF 83 | slap Conga OFF
-ﬂ 107 | Agoge OFF 107 [ Agego QFF 107 | Agogo OFF 85 | Mute Conga OFF
Ad 97 | Cabasa OFF 97 | Cabasa QFF 97 | Cabasa QFF 82 | Open Conga QFF
Y 96 | Maracas OFf 96 | Maracas QFF 96 | Maracas OFF 82 | Cpen Conga QFF
B84 128 | Whistle $ 2 128 | Whistle 5 2 128 | Whistle 3 2 94 | Mute Cuica OFF
C5 129 | Whistle L 2 129 | Whistle L 2 129 | Whistle L 2 95 | Open Cuica QFF
A t24 | Guiro S 3 124 | Guiro § 3 124 | Guito § 3 313 | Timbales QFF
bs 125 | GuiroL 3 125 | Guiro L 3 125 | Guiro L 3 110 | R-Timbal OFF
ﬂ 117 | Claves QFF 117 | Claves OFF 117 | Claves OFF 111 | Hi¥imbal OFF
ES 115 | WoodBlockM QFF 115 | WoodBlockiM OFF 115 | WoodBlockM OFF 112 | Lo Timbal OFfF
F5 | 116 | WoodBlockL QFF 116 | WoodBlockL OFF 116 | WoodBlogkl OFF 118 | Syn Claves OFF
m 94 | Mute Cuica 4 4 | Mute Cuica 4 94 | Mute Cuica 4 109 | SynCowbell OFF
Gs @5 | Open Cuica 4 95 | Open Cuica 4 95§ Open Cuica 4 121 | FingerSnap OFF
ﬂ 104 | MuteTriang 5 104 | MuteTriang 5 104 { MuteTriang 5 76 | Taiko Hi OFF
AS 105 | OpenTriang 5 105 | Openftriang 5 105 | OpenTriang 5 77 | Tako Lo OFF
27 | Cabasa OFF 97 | Cabasa QFF 97 | Cabasa OFF 153 jZap2 QFF
B5 l 101 | JingleBelt QFF 101 | JingleBell CFF 101 | jingleBell QFF 29 ] RollSnarel 5
6 | 102 | Marciree 1 OFF 102 | MarcTree OFF 102 | Marciree 1 OFF 30 | RollSnare2 5
_q 119 | Castanet OFF 119 | Castanet OFF 119 | Castanet OFF 49 | Orch Cym 6
[+7] 41 | Side Stick QFF 43 | Side Stick OFF 41 | Side Stick QFF 49 | Orch Cym 6
—m 77 | Taiko Lo OFF 77 | Taiko Lo OFF 77 | Taiko Lo OFF 142 | Orch Hit QFF
E6 e OFF . OFF —oeean CFF 142 | Orch Hit QFF
s | - GFF s OFF p— CFF 142 | Orch Hit OFF
Iﬂ e CFF e OFF e OFF 142 | Orch Hit OFF
G6 e OFF e OFF s CFF 142 | Orch Hit OFF
—m o OFF - OFF OFF 142 | Orch Hit OFF
A ey OFF OFF OFF 142 | Orch Hit OFF
‘m =rwer OFF QFF OFF 142 | Orch Hit CFF
BS OFF ameeee QFF OFF 142 | Orch Hit QFF
cr | OFF — OFF ———ne OFF 142 | Orch Hit OFF
_m OFF wrrenr OFF ~ OFF 142 | Orch Hit OFF
D7 =——me QFF maana QFF et OFF 142 | Orch Hit QFF
—m e QFF e OFF - QFF 142 | Qrch Hit OFF
E7 e OF | |- OFF rasn OFF 142 | Orch Hit : OFF
F | ——-—- OFF e OFF araar OFF 142 | Orch Hit OFF
----- OFF e QFF QFF 142 | Orch Hit OFF
G7 I P OFf e OFF OFF 142 | Orch Hit OFF
-—m OFF QFF OFfF 142 [ Orch Hit OFF
A7 men CFF OFF OFF 142 | Orch Hit y o | OFF
A OFF OFF OFF e OFF
B7 OFF e OFF s OFF o OFF
s OFF —— OFF e OFF o OFF

—le
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PrgA:09 Street Kit PrgU:09 Techno Kit
PC PrgB:69 Total Kit PrgB:09 ProdycrKit PrgA:69 [KrazyKit] Prgu:69 [Combo Kit}
<Drumkit Select> 31 Total Kit 32 ProducrKit 33 Krazy Kit 34 Combo Kit
No. Sample Name Exct No. Sample Name Excl No. Sample Name Excl No. Sample Name Exel
3 49 | Orch Cym OFF 4 { Punch Kick OFF 172 Y Growl 1 OFF 49 | Qrch Cym QFF
g 49 | Or¢ch Cym OFF 4 | Punch Kick OFF 172 [ Growl 1 OFF 49 | Orch Cym QFF
Di | 49 |CrehCym OFF 4 | Punch Kick OFF 172 | Growl 1 OFF 49 | Orch Cym OFF
—m_ 4% | Orch Cym QFF 4 | Punch Kick OFF 172 | Growl 1 OFF 49 | Orch Cym OFF
El N 49 | OrchCym OFF 4 | Punch Kick OFF 172 | Grow] 1 OFF 49 1 Qreh Cym OFF
F1  § 49 | OrchCym OFF 4 | Punch Kick QFF 172 | Growii QFF 49 | Orch Cym OFF
_m 49 | Ozch Cym OFF 4 [ PunchKick CFF 172 | Growt 1 OFF 48§ Orch Cym OFF
Gi 4% | Orch Cym QFF 4 | Punch Kick OFF 172 | Growt 1 OFF 49 | Orch Cym OFF
ﬂw Orch Cym OFF 4| Punch Kick OFF 172 | Growl 1 OFF 49 | Orch Cym OFF
Al 4% | Orch Cym QFF 4 | Punch Kick OFF 172 | Growl 1 OFF 49 | Orch Cym OFF
_m 43 | Orch Cym QFF 4 | Punch Kick OFF 172 | Growl 1 OFF 4% | Orch Cym OFF
B1 49 | Orch Cym QFF 4 | Punch Kick OFF 172 | Growl 1 OFF 49 | Orch Cym OFF
cz | Q | Fat Kick OFF 4 | Punch Kick OFF 0 | Fat Kick QOFF 0 | Fat Kick OFF
__% & | Real Kick OFF 3 [ Crisp Kick OFF 163 | BOOFN 1 1| Rock Kick OfF
D2 2 | Ambi.Kick OFF 0 | FatKick QFF 17 | Snare 2 OFF 2 | Ambi.Kick OFF
-m 13 | SynKick 3 OFF 6 | Real Kick QFF 169 | POOM 1 13 | SynKick 3 QFF
E2 7 | Gated Kick OFF 1 | Rock Kick OFF 167 | COUGH 1 7 | Gated Kick QFF
F2 | 20 |PicloSnare OFF 2| Ambi.Kick OFF 162 | BISS 1 20 | PictoSnare OFF
_m 211 Soft Snare OFF 7 ] Gated Kick OFF 126 | Puil 1 OFF 21 | Soft Snare OFF
G2 27§ GatedSnare OFF 9 | Metal Kick OFF 168 ] ISSH 1 27 | GatedSnare QFF
—Q 31 [ SynSnare 1 OFF 8 | ProcesKick OFF 161 § Drop OFF 31 | SynSnare 1 OFF
A2 16 | Snare i OFF 10 | Dance Kick OFF 166 1 COOSH 1 16 | Snare i OFF
A# 41 | Side Stick OFF 13 | SynKick 3 QFF 127 | Pull 2 OFF 41 | Side Stick OFF
B2 26 | Rock Snare OFF 11 | SynKick t QFF 165 | CHLACK | 1 26 | Rock Snare OFF
c3 62 |Tem1 Lo OFF 12 | $ynKick 2 QFF 164 | BOOGETA 1 62 |Tom1 Lo OFF
" 67 | ProcessTom OFF 66 [TomzloVv QFF 274 | GlassBreak OFF 67 | ProcessTom OFF
D3 62 [Tom1 Lo QFF 16 | Spare 1 QFF 274 | GlassBreak OFF 62 |Tom1 Lo OFF
—@ 67 | ProcessTom OFF 21 | Soft Snare OFF 274 | GlassBreak QFF 67 | ProcessTom OFF
E3 61 | Tom 1 Hi OFF 17 | Snare 2 OFF 172 | Growi 1 OFF 62 ]Tom1 Lo OFF
a1 51 | Tite HH 1 20 | Ficlosnare OFF 172 | Growi ) OFF St | Ve HH 1
_@ 55 | CloseSyniiH 3 19 | Snare 4 OFF 160 | Sword OFF 67 | ProcessTom QFF
G3 51 | Tite HH 1 18 | Snare 3 OFF 160 | Sword OFF 52 | Close HH 1
-ﬂ 56 | OpenSya HH 3 22 | LightSnare OFF 35 | Fist 2 67 | ProcessTom OFF
A3 53 | OpenHH 1 27 | GatedSnare OFF 35 | Fist 3 53 | Open HH 1
—m 100 | Tambourine OFF 24 | TightSnare OFF 238 | TronUp 2 100 | Tambouwrine OFF
B2 54 | Pedal HH 1 28 | PowerSnare OFF 238 | Tron Up 3 54 | Pedal HH 1
?4_| 43 | Crash Cym QFF 25 | Ambi.Snare OFF 23 | CorkPop QFF 43 | Crash Cym OFF
_q 43 | Crash Cym OFF 177 | Rev.5naret OFF %3 | CorkPop QFF 43 | Crash Cym OFF
D4 57 | Ride Edge OFF 26 | Rock Snare OFF 283 | HandDrill OFF 57 | Ride Edge OFF
=17y 58 |Ride Cup OFF 29 | RoliSnarel 4 283 | HandDril OFF 58 | Ride Cup OFF
E4 98 | SynMaracas OFF 30 [ Rollénare2 4 170 | Uhbh! OFF 98 | SynMaracas OFF
[ 97 | Cabasa ' OFF 41 | Side Stick QFF 170 | Uhhh! QFF 97 | Cabasa CFF
130 { Hand Claps QOFF 31 | SynsSnare 1 OFF 177 | Samurail OFF 130 | Hand Claps OFF
G4 78 {LoBongo QFF 32 | SynSnare 2 OFF 171 | Samurail OFF 78 | Lo Bongo OFF
80 { $lap Bongo OFF 278 | Gun Shot 1 OFF 228 { Jetstar OFF 80 | Slap Bongo QFF
Ad 72 | HiBongo QOFF 33 ] vocalSnrl OFF 228 | Jetstar OFF 79 | HiBongo = OFF
—m 108§ Cowbell QFF 38 { BrushSwish OFf 219 MouthHarp1 4 108 | Cowbell OFF
B4 82 | Open Conga QFF 39 | BrushSwirl 1 221 | MouthHarp2 4 82 | Open Conga OFF
cs 182 | Open Conga OFF 37 | Brush Tap 1 220 | MouthHrpiA a &2 | Open Gonga QFF
_ﬁ 112 [ Lo Timbal OFF 36 | Brush $lap 1 227 | WhiteNoise QFF 112 | Lo Timbal OFF
BS 104 | MuteTriang 4 51 | Tite HH 2 278 | Gun Shot 1 OFF 104 | MuteTriang 2
D4 111 | Hi Timbal OFF 53 | Open HH 2 152 | Zap1 OFF 111 | Hi Timbal OFF
ES 105 | OpenTriang 4 54 | Pedal HH 2 153 | Zap 2 OFF 105 | OpenTriang 2
3 154 | Scrateh Hi 2 55 | CloseSynHH 3 173 [ Menkey 1 OFf 59 | Rige Cym 1 OFF
4 155 | Scratch Lo 2 56 | CpenSyn HH 3 174 | Monkey 2 QFF 60 | Ride Cym 2 OFF
G 156 | ScratchDbl 2 43 | Crash Cym QFF 133 | MetalHitLo OFF 45 | China Cym OFF
.ﬂ 177 | Rev.Snarel 5 47 | splash Cym OFF 132 | MetalHitHi QFF 177 | Rev.Snarel 3
A5 25 | Ambi,Snare 5 45 | China Cym OFF 134 | Gt Seratch OFF 25 | Ambi.Snare 3
—m 2% | ReliSnarel 6 57 | Ride Edge OQFF 218 | Gong Lo OFF 29 | Rellsnarel 4 w
BS 30 | RollSnare2 6 58 | Ride Cup OFF 234 | Cast Rolt 5 30 |RollSnare2 4 8
c6 [ 211 {Pole OFF 59 | Ride Cym 1 QFF 11% | Castanet 5 47 | Splash Cym OFF 0
_@ 32 | SynSnare 2 QOFF 60 | Ride Cym 2 OFF 68 | CilDrum QFF 40 | Stick Hit. OFF =
DS 131 | Syn Claps QOFF 62 |Tom 1 Lo OFF 72 | SolidHit OFF 13t { Syn Claps OFF 8_
ﬂ 118 | $yn Claves OFF 62 |Tom1 lo OFF 229 | Thing OFF 118 | Syn Craves QFF O
E6 71_{SynTomz Lo CFF 61 [Tom1Hi CFF 212 | FingCymbat OFF 71 i SynTom2 Lo QFF <
F& |71 |SynTom2Llo OFF 67 | ProcessTom OFF 159 | Scratch ¢ [ 71 | SynTom2 Lo OFF
Syn Rirn QOFF 67 | ProcessTom QFF 157 | Scratcha [ 42 | Syn Rim OFF
Syn Tom 1 QFF 71 | SynTom2 Lo QFF 158 | Scratch b & 99 | Sagat QFF
Syn Tom 1 OFF 70 | SynTom2 Hi QFF 154 | Scratch Hi & 229 | Thing OFF
Syn Tom 1 QFF 69 | SynTom 1 QFF 155 | Scratch to 6 102 [ MarcTree 1 QFF
—m 69 [ Syn Tom1 OFF 69 [ SynTom 1 OFF 156 | ScratchDbf 3 102 [ MarcTree 1 OFF
B6 69 | SynTom 1 OFF 73 | Brush Tom QFF 142 | Orch Hit OFF 102 | MarcTree 1 OFF
Cc7 | 102 | MarcTree 1 QFF 73 | Brush Tom QFF 142 | Oreh Hit OFF 102 | MarcTree 1 OFF
_m e OFF e OFF OFF — OFF
o7 — OFF o OFF OFF - OFF
e OFF e OFF OFF e OFF
E7 ceeees OFF i OFF OFF [ OFF
=2 | [ OFF [ OFF [ OFF J—. OFF
p— OFF — OFF J— OFF i OFF
ﬂ —— OFF po OFF po OFF p— OFF
- OFF [ OFF p— OFF CFF
ﬂ J— OFF i OFF OFF OFF
A e OFF wemree OFF OFF OFF
B7 -—— QFF e OFF OFF OFF
[ e OFF e OFF OFfF OFF
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PC

PrgA:39 VeloGated

PrgC:69 Zulu Kit

PrgC:09 Modern Kit

PrgU:32 ODRaveKit

<Drumkit Select> 35 Zulu Kit 36 Modern Kit 37 User Kit 1 38 UserKit 2

No. Sample Name Excl No. Sample Narme Exel No. sample Name Excl [y Mo. | Sample Name | Excl

3] 3| Crisp Kick OFF Z_ | AMDLKick OFF 1| Syn Kick 1 OFF Bass shide | OFF |
3 | Crisp Kick OFF 2 | Ambi.Kick OFF 11 | Syn Kick 1 OFF Gt Scratch OFF
D1 | 3 |CrispKick CFF 2 | Ambi.Kick OFF 11 [ Syn Kick 1 OFF G Shde OFF
D 3 | Crisp Kick OFF 2 | Ambi.Kick OFF 11 | Syn Kick 1 OFF Hand Claps QOFF
Ef 3 | Crisp Kick CFF 2 | Ambi.Kick OFF 11 | SynKick1 OFF Syn Claps OFF
F1 3 | Crisp Kick OFF 26 | Rock Snare OFF 11 | Syn Kick 1 OFF Zap1 OFF
3 | Crisp Kick OFF o | Fat Kick OFF 11 | Syn Kick 1 OFF Zap 2 OFF
&1 3 | Crisp Kick OFF 32 | synsnare 2 OFF 71| Syn Kick 1 OFF Scratch Hi OFF
3 | Crisp Kick OFF 77 | Syn Kick 1 GFF 11| Syn Kick 1 OFF Scratchlo | | OFF
Al 3] Crisp Kick OFF 24 | TightSnare OFF 11| Syn Kick 1 OFF ScratchDol [ OFF
ﬂ 3 | Crisp Kick OFF 77 | Rev.snarel OFF T1 | Syn Kick 1 OFF Scratch a OFF
B 3| Crisp Kick OFF T2 5 Kick 3 OFF TV | Syn Kick 1 OFF Scratch b OFF
= |3 | Crip Kk OFF T [ Rock Kick OFF T1 | Syn Riek 1 OFF Seratch ¢ O
_ﬂ T | Syn Kick 1 OFF A [ Side Sk OFF 7 | Ambi.Kik OFF g:gﬁ:::':; gii
D2 Z | Ambi.Kick OFF 278 | Gun Shot 1 OFF 13 | Syn Kick 3 OFF BrenH - oFF
ﬂ 7 | Gated Kick OFF 13¢ | Hand Claps QFF 7 | Gated Kick OFF impactHiE SFF
E2 16 | Dance Kick QFF 25 | Ambi.Snare QOFF 10 | Dance Kick OFF Rave HitL DEF
Fz2 | 6 [RealKick QFF 67 | ProcessTomn QFF & | Real Kick QFF ImpactHith O
_q 13 | Syn Kick 3 OFF 51 | Tite HH 1 12 | Syn Kick 2 OFF e FiCR OFF
G2 32 | SynSnare 2 QFF 67 | ProcessTom QFF 32 | SynSnare 2 OFF Philly Hit OFF
—@ 28 | PowarSnare OFF 54 | Pedal HH 1 28 | PowerSnare OFF Sword SFF
A2 31 | SynSnare 1 OFF 67 | ProcessTom QFF 31 [ SynSnare QFF Drop OFF
ﬂ 21 | Soft Snare QFf 53 | Open RH 1 21 | Soft Snare OFF BISS OFF
B2 24 | TightSnare QFF 67 | ProcessTom OFF 24 | TightSnare OFF SOOFN QFF
c3 | 22 |LlightSmare QFF 67 | ProcessTom OFF 22 ] LightSnare QFF BOOGETA OFF
_m 25 [ AmbiSnare OFF 43 | Crash Cym OFF 25 { Ambi.Snare OFF CHLACK OFf
D3 17 | Snare 2 QOFF 67 | ProcessTom QOFF 17 { Snare 2 OFF COOSH OFF
ﬂ 278 | Gun Shot 1 OFF 57 | Ride Edge OFF 278 | Gun Shot 1 OFF COUGH OFF
E3 131 | Syn Claps QOFF 43 | Crash Cym QFF 131 1 3$yn Claps OFF I15SH QF¢
F3 | 108 | Cowbell QFF 58 | Ride Cup OFF 108 | Cowbell OFF POOM OFF
_m 51 | Tite HH 1 100 | Tambourine OFF 51 | Tite HH 1 Uhhh! OFF
G3 55 | CloseSynHH 2 47 | Splash Cym OFF 55 ] CloseSynHH 2 Samurail OFf
_@ 54 | Pedal HH 1 108 | Cowbelt OFF 54 ] Pedal HH 1 Rain OFf
A3 56 | OpenSyn HH H 43 | Crash Cym OFF 56 ] OpenSyn HH 2 Thunder OFF
) 53 |OpenHH 1 123 | Viblaslap OFF 53 | Open HH 1 Wind OFF
B3 105 | OpenTriang OFF 59 | Ride Cym 1 OFF 105 { Openlriang OFF Seashare OFF
Cs 43 | Crash Cym OFF 79 | Hi Bongo OFF 43 | Crash Cym OFF SeashoreV | OFF
el 47 | Splash Cym OFF 78 | Lo Bongo OFF 27| Splash Cym OFF Stream OFF
pa ] 105 |Openrang OFF 85 | hute Conga OFF 705 | Opentriang oFF Bubble Off
_mJ 00 | Tambourine OFF 82 | Open Conga OFF 00| Tambaurine OFF Bird 1 OFF
£t ] 104 | MuteTriang OFF 82 | Open Conga OFF 104 ] MuteTiang OFF Sird 2 OFt
f4 { 82 |OpenConga OFF 111 | Hi Timbal QFF 82 | Open Conga OFF gmy gi:
_m 82 | Open Conga OFF 112 | Lo Timbal OFF 82 § Open Conga OFF M‘;ik T o
G4 83 | Siap Conga QFF 107 | Agego OFF 33 { Slap Conga OFF Monk:yy Z oFF
ﬂ 83 | Slap Conga QFF 107 | Agege QFF 83 { Slap Conga OFF Growl 1 OFF
Ad 85 | Mute Conga OFF 97 | Cabasa OFF 85 { Mute Conga QFF Crowl 2 OFF
ﬂ 85 | Mute Conga OFF 96 | Maracas OFF 85 | Mute Conga QOFF Callop OFF
B4 84 | Palm Conga OFF 128 | Whistle 5 2 84 | Palm Conga OFF Taughing OFF
C5 78 | Lo Bonge QFF 129 | Whistle L 2 78 |ioBongo OFF Taughing V OFE
_m 187 [ Log Drum 1 QFF 124 [Guire S 3 109 | SynCowbell OFF Serearn OFF
DS 188 | Log Drum 2 OFF 125 | Quiro b 3 20 | Siap Bongo OFF Punch OFF
—m 189 [ Log Drum 3 OFF 117 | Claves OFF 118 | Syn Claves OFF Hart Boat OFF
E5 19¢ | Log Drum 4 OFF 115 | woodBlockiM OFF %8 § SynMaracas OFF Footstep 1 OFF
5 | 226 | BrushNoise OFF 62 |Tom 1 Lo OFF 154 3 Scrateh Hi OFF Footstep 2 OFF
_a 121 | FingerSnap QFFf 51 | Tite HH 4 121 | FingerSnap OFF Applause 1 OFF
G5 162 | BISS QFF 62 |Tom1lo OFF 155 | Scratch Lo OFF Applause 2 OFF
_@ 163 | BOOFN QFF 33 | Open HH 4 135 | Gtr Slide OFF Telephonel OFF
A5 164 | BOOGETA OFF 61 | Tom 1 Hi OFF 136 | ScratchDbl OFF Telephone2 | OFF
'—m 165 | CHLACK OFF 50| OrchCym LP 4 107 | Agogo OFF Door Creak | OFF
BG 173 | Monkey 1 QFF 101 | JingleBek OFF 156 | ScratchDhbd OFF Door Slam OFF
b6 | 94 | Mute Cuica OFF 102 | MarcTree 1 OFF 94 | Mute Cuica OFF CarEngine | OFF
_m 95 [ Open Cuica CFF 105 | OpenTriang B 95 | Open Cuica OFF Car Stop OFF
be 220 | MoathHrpl1A OFF 105 | OpenTriang 3 152 | Zap 1 OFF Car Pass OFF
—m 221 | MouthHarp2 OFF 104 | MuteTriang 5 153 | Zap 2 OFF Car Crash OFF
ES 222_| MouthHrp2A OFF p—— OFF 730 [ Hand Claps OFF GlassBreak | OFF
o | 243 | Mailstloop OFF o OFF 211 | Pole OFF Siren OF
_q 736 | Waterphone OFF p— OFF 162 | MareTree 1 OFF Train OFt
a6 | 233 | Malletioop OFF po— OFF &5 | synTom 1 OFF Helicopter | OFF
_m 102 | MarcTree 1 oFF — OFF & [ SynTom 1 OFF GunsShotl | OFF
A 221_| MouthHarp2 OFF —— OFF 69 | SynTom 1 OFF ;”"hs.hc"cz gii
ﬂ 135 | Gtr Shide OFF = OFF €9 { SynTom 1 OFF La:; E‘jn =il =
BS 135 | Gtr Slide OFF J— QFF 69 | Syn Tom 1 OFF Expiosan T ToF
€7 | 242 |lung Gliss OFF [ OFF 69 | Syn Tom 1 OFF TandBril - OFF
_q ------ OFF o OFF 32 [ SynSnare 2 OFF Thing oFF
D7 OFF OFF 32 | SynSnare 2 OFF i Roll OFF
—m OFF - OFF 32 | SynSnare 2 OFF Tlicker 1 OFF
E7 | | - OFF seeeen OFF 32 | SynSnare 2 OFF Lore OFF
= | - OFF e OFF 32 | SynSnare 2 OFF Waterphone OFF
_q ----- OFF — OFF 32 [ SynSnare 2 OFF Crickets . OFF
G7 o OFF ——en QFF 32 | SynSnare 2 OFF Fron Up OFF
_Eq - OFF - OFF 32 | SynSnare 2 OFF Flute FX OFF
a7 | I = OFF - OFF 32 | SynSnare 2 OFF Flutter | . OFF
A QFF — OFF 32 [ SynSnare 2 OFF Harp Up * OFF
B7 OFF - QFF 32 | Synsnare 2 OFF Jung Giss QFF
cs — OFF -~ QFF 32 | SynSnare 2 OFF Malietloop OFF

-

Appendices
Multisample 67 | G.GuitarLp 136 | SlapBass3 205 [ S.5axLP 274 [ JeULPNT
68 | RGuitart 137 | SynthBasst 206 | BagPipe 275 | BrushSwirl

0 | APianol 69 |FGEriLP 138 | SynBassiLP 207 [Tuba 276 | Thing

1 | A.Pianolw 70 | EGuitarlV 139 | SynthBass2 208 | TubalP 277 | ThingNT

2 | APiano1LP 71 | FGuitar2 140 | SynBassZLP 209 | Hoarn 278 | MarcTreel

3 [APiano2 72 | A.GtrHarm 141 | SynthBass3 210 | BrightHorn 279 | MrcTreeNT

4 [ APianozw 73 | E.Guitar] 142 | RezBass1 211 | FlugelHorn 280 | MarcTreelV

5 [ MiPiano 74 | E.Guitr1v 143 [RezBass2 212 | Trombonel 281 | MrcTrelVNT

6 | M1Pianow 75 | E.Guitar2 144 | RezBass3 213 [ TromboneZ2 282 | MarcTree2

7 ! GrandEP 76 | E.Guitar3 145 [RezBass3LP 214 [Trumpet 283 | MrcTree2NT

8 {E.Pianol 77 | MuteGuitar 146 | MiniBass 215 [ TrumpetlP 284 | MarcTree2V

9 | E.Pianolw 78 | FunkyGtr 147 | HouseBass 216 | MuteTP 285 | MrcTre2VNT

10 iE.Pianol1LP 79 | FunkyGtrv 148 | FMBass 217 | MuteTPLP 286 | TriRedl

11 |E.Piano2 80 |E.GtrHarm 149 [ FMBasstP 218 |[Brassl 287 | TriRolINT

12 i EPiano2w 81 |E.GtrHramV 150 | BassSlide 219 | Brass1LP 288 | TriRollV

13 | E.Piano2LP 82 | DistGuitar 151 [ StringSlap 220 | Brass2 289 | TriRollVNT

14 | SoftEP 83 | DistGtrLP 152 [ Kalimba 221 |Brass2LP 290 | Clicker

15 | SoftEPLP B4 | DistGuiteV 153 | MusicBox 222 | BrassFall 291 | ClickerNT

16 |HardEP 85 | OverDrive 154 | MusicBoxLP 223 | StringEns. 292 | CastRoll

17 | HardEPw 86 | OverDrvLP 155 [ LogDrum 224 | SteEns. V1 293 | CastRolINT

18 | HardEPLP 87 | OverDivF4 156 | Marimba 225 | StrEns.V2 294 {lore

19 | StagetP 88 | MuteDstGtr 157 | Marimbaw 226 | StrEns.V3 295 {LoreNT

20 | StageEPw 89 | MtDstGtrv 158 | Xylophone 227 | AnaStrings 296 | Waterphone

21 | PianoPad1 90 | DstGtrHarm 159 | SynMallet 228 | AnaStr.vi 297 | Crickets1

22 | PianoPad2 91 | PowerChord 160 | Vibe 229 | AnaStr.v2 298 | CricktsTNT

23 [Clav 92 | PowerChdV 161 | Vibew 230 | Anadtr.v3 299 | Crickets2

24 | Clavw 93 | OverDvChrd 162 | Celesta 231 |PWM 300 [ CricktsZNT

25 |[ClaviP 94 | PowerGtr 163 | Glocken1 232 [Violin 301 | MagicBeli

26 | Harpsicord 95 | PowerGtry 164 | Glocken2 233 | Viola 302 [TronUp

27 | Harpsicdw 96 | GtScratch 165 | BrightBell 234 | Cello 303 | TronUpLP

28 | HarpsicdlP 97 | GirSlide 166 | B.BellLP 235 | CellolP 304 | TronUpNT

29 | PercOrganl 98 | GtCutNoisl 167 | MetalBell 236 | CBs.&Cello 305 | FluteFX

30 | PercOrglLP 99 | GtCutNois2 168 | M.BellLP 237 | Pizzicato 306 | FluteFXLP

31 {PercOrgan2 . 100 [ Chict 169 | Gamelan 238 | Voice 307 | Flutter

32 | PercOrg2LP 101 | Chic2 170 | Pole 239 | Choir 308 | Flutterl.P

33 |Organl 102 | Stick 171 | PolelP 240 | SoftChoir 309 |HarpUp

34 |OrganiLP 103 | Sitarl 172 | Tubular 2471 | AirVox 310 | HarpUpLP

35 | Organ2 104 ; Sitar2 173 | ChurchBell 242 | DooVoice 317 | JungCliss

36 |Organ2lP 105 | Sitar2LP 174 i fingCymbal 243 | DooVoicetP 312 | JungGlisLP

37 | Organ3 106 | Tambura 175 | FingCymbNT 244 [ SynVox 313 | MailetLoop

38 | Organ4d 107 | TamburalP 176 jGong 245 | SynvoxLP 314 | MalletLpNT

39 | Organ5 108 | Santur 177 | GongtP 246 § GlassVox 315 | Boogeta

40 [ Organé 109 | Bouzouki 178 | SplitDrum 247 | WhitePad 316 | Sporing

41 i Organ6lP 110 | BouzoukiLP 179 | SpiitBell 248 | EtherBell 317 | Rattle

42 |VoxOrganl 1171 | Mandelin 180 | Flute 249 | E.BelILP 318 | Kava

43 |VoxOrgan2 — 112 | Banjo 181 | TinFlute 250 | Ghostly 319 | Feverl

44 | voxOrgan3 113 | Shamisen 182 | TinFlutelP 251 [ MegaPad 320 | Fever2

45 | RotaryOrgl 114 | Koto 183 | PanFiute 252 | SynthPad 321 | Scratchar

46 |RotarylLlP 115 [Uood 184 | PanflutelP 253 | SynthPadA 322 | Zappers1

47 | RotaryOrg2 116 |Harp 185 | Shakuhachi 254 | Spectrum 323 | Zappers2

48 | SuperBX-3 117 | Ukulele 186 | ShakhachiV 255 | Spectrum2 324 |Bugs

49 | SuperBX3LP 118 [ MandlinTrm 187 | ShakhachlP 256 | WaveSweep 325 | Surfy

50 | Dist.Crgan 119 [ A.Bassl 188 |Bottle 257 | WaveSweepA 326 | SleighBell

51 |[Dist.OrgLP 120 ; A.Bass1LP 189 | Recorder 258 | WaveSweepB 327 | Sagatty

52 |PipeQrgant 121 jA.Bass2 190 | Ocarina 259 | MouthHarp1 328 | SagattyNT

53 |PipeOrgiLP 122 |A.Bass2LP 191 [ Oboe 260 | MouthHrplA 329 | ElecBeat

54 | PipeOrgan2 123 | E.Bassl 192 | EnglishHrn 261 | MouthHarp2 330 |Idiing

55 |PipeCrg2i?P 124 |E.Bass1LP 193 {Eng.HornlLP 262 | MouthHrp2A 3371 | EthnicBeat

56 | PipeOrgan3 125 | E.Bass2 194 i BasoonOboe 263 | MouthHarps 332 |Tap-A

57 |PipeQrg3LP 126 | E.Bass2LP 195 | BsonOboelP 264 | ChromRes 333 |Tap-B

58 | CheeseOrg 127 | PickBass1 196 | Clarinet 265 | WahFuzz 334 |Tap-C

59 | Musette 128 | PicBass1LP 197 | ClarinetLP 266 | Applause 335 |Minila

60 | MusetteV 129 | PickBass2 198 | Bari.Sax 267 {Stadium 336 | Digitall

61 |Bandneon 130 | PickBass3 199 | Bari.SaxLP 268 | BrushNoise 337 |VS102

62 | BandneonlP 131 |Fretless 200 | TenorSax 269 | BruNoiseNT 338 | VS48

63 | Accordion 132 | FretiessLP 201 [T.SaxLP 270 [ WhiteNoise 339 |VS52

64 | AcordionlP 133 | SlapBass1 202 | AltoSax 271 [ WhiteNGINT 340 | VS58

65 | Harmonica 134 | SlapBass2 203 | A.SaxLP 272 | Jetstar 341 | VS71

66 | G.Guitar 135 | SipBass2LP 204 | SopranoSax 273 | JetstarkP 342 |VS72
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Appendices

Appendices
343 [Vs88 412 { MuteConga 481 | Monkeyl 550 |P.Pad 3 LP
344 | V589 413 | Baya 482 | Monkey2 551 | Clav 2
345 113-35 414 |Tablal 483 | Rain 552 |Clav 2w
346 [ DWGSCrganl 415 | Tabla2 484 | Thunder 553 |Clav 2LP
347 | DWGSOrgan2 416 | Djembe 485 | Wind 554 | Organ 7
348 | DWGSE.P. 417 | Maracas 486 | Seashore 555 1Organ 7 LP
349 | Saw 418 | SynMaracas 487 | SeashoreV 556 | Crgan 8
350 | Square 419 j SynMarcsNT 488 |} Stream 557 [Organ 8 LP
351 | Ramp 420 | Cabasa 489 | Bubble 558 |DWGSEP 2
352 | Pulse25% 421 | CabasalNT 490 | Bird1 559 | DWGS EP 3
353 |Pulse8% 422 |Sagat 491 | Bird2 560 [DWCS EP 4
354 [ Pulsed4% 423 | SagatNT 492 | Kitty 561 F DWGSEP 5
355 | SynSine 424 | Tambouring 493 | Dog 562 {DWGSEP 6
356 | Sine 425 1 JingleBell 494 | Grow!2
357 | OrchHit 426 | MuteTriang 495 | Gallop
358 | ImpactHitL 427 | OpenTriang 496 | Laughing
359 | ImpactHitR 428 | Agego 497 | LaughingV
360 | RaveHitL 429 | CowBell 498 | Scream
361 |RaveHitR 430 | Timbale 499 | Punch
362 | PhillyHit 431 ' WoodBlockl 500 | HartBeat
363 | PowerSnare 432 | WoodBlock2 501 | Footstepl
364 | SynSnare 433 | WoodBlock3 502 | Footstep2
365 | SnareRI/Ht 434 | Claves 503 | Telephonel
366 | Fist 435 | SynClaves 504 | Telephone2
367 | StickHit 436 | Castanet 505 | DoorCreak
368 | SideStick 437 | CastanetNT 506 § DoorSlam
369 | SideStikNT 438 | CastanetV 507 {Carkngine
370 | TimbleSide 439 | FingerSnap 508 | CarEnginLP
371 | TimblSidNT 440 | FingSnapNT 509 | CarStop
372 |indust 441 | Snap 510 | CarPass
373 | TaikoHit 442 | SnapNT 511 [ CarCrash
374 | SynRim 443 | Drop 512 | Siren
375 | SynRimiNT 444 | CorkPop 513 |Train
376 | Click 445 | Vibraslap 514 | Helicopter
377 | CrashCym 446 | Guiro 515 | GunShot2
378 | CrashCymLP 447 | GuiroLP 516 | MachineGun
379 | CrashLPNT 448 | HandClap 517 | LaserGun
380 | ChinaCym 449 | HandClapNT 518 | Explosion
381 | ChinalCymkLP 450 | GunShotl 519 | DKt
382 | SplashCym 451 | GlassBreak 520 |DJKit2
383 | OrchCrash 452 | MetalHit 521 | Scratches
384 | TiteHH 453 {Pullt 522 [ OrchPerc
385 [ TiteHHNT 454 [PUllINT 523 {Loopey
386 | OpenHH 455 | Puli2 524 | ClockWorks
387 | CloseSynHH 456 | PUullZNT 525 | Musicaloop
388 | OpenSynHH 457 | HandDrill 526 | Manimals
389 |BellRide 458 | HandDrilNT 527 | DownlLo
390 | PingRide 459 |Zapl 528 |St.Piano L
391 } OrchB.Drm 460 | Zap2 529 | St.Piano R
392 [Tom1 461 | FretZapl 530 | A.Piano 3
393 [Tom2ZHi 462 | FretZap2 531 |A.Piano 3w
394 | Tomllo 463 1 ScratchHi 532 | Grand EP 2
395 | ProccesTom 464 | ScratcHINT 533 | Grand EP2w
396 {OilDrum 465 | Scratchlo 534 |E.Piano 3
397 [ SynTom1 466 | ScratcLoNT 535 | E.Piano 3w
398 | SynTom2 467 | ScratchDbl 536 | E.Piano3LP
399 | VocalSnare 468 | ScratDbINT 537 |Stage EP 2
400 | SolidHit 469 | Scratcha 538 [ Stage EP2w
401 | SteelDrum 470 | Rev.Kick 539 | StageEP2LP
402 | SteelDrmLP 471 |Rev.ConBD 540 [Dyno EP 1
403 | Timapni 472 | RevSnarel 541 | Dyno EP 1w
404 | TimpanilP 473 |Rev.Snare2 542 [DynoEP1 1P
405 | Taike 474 | Rev.3nare3 543 [Dyno EP 2
406 | Tsuzumi 475 |Rev.Cymbal 544 | Dyno EP 2w
407 | LowBongo 476 |Rev.Tom1 545 [DynoEP2 LP
408 | SlapBongo 477 | Rev.Tom2 546 | Wurly EP
409 | OpenConga 478 | Samurai! 547 |Wurly EPw R
410 | SlapConga 479 | Growll 548 | WurlyEP LP
411 jPalmConga 480 | GrowlINT 549 | PianoPad 3
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Drumsumple 67 |ProcessTom 136 [ GtCutNoisl 205 | Glocken2 274 | GlassBreak
68 | GilDrum 137 | GtCutNoise 206 | Glocken3 275 | Siren
0 | FatKick 69 | SynTom1 138 [ Chicl 207 | BrightBell 276 | Train
1 [ RockKick 70 | SynTom2Hi 139 | Chic2 208 | MetalBell 277 | Helicopter
2 | Ambi.Kick 71 | SynTom2lo 140 | BassSlide 209 | Gamelan1 278 | GunShotl
3 | CrispKick 72 | SolidHit 141 | StringSlap 210 | Gamelan2 279 jGunShot2
4 | PunchKick 73 | BrushTom 142 | OrchHit 211 | Pole 280 | MachineGun
5 | DryKick 74 | BrushTomV 143 |impactHitl 212 | FingCymbal 281 | LaserGun
6 | RealKick 75 {Timpani 144 | ImpactHitR 213 | Tubular] 282 | Explosion
7 | GatedKick 76 | TaikoHi 145 | RaveHitL 214 | Tubular2 283 | HandDrill
8 | ProcesKick 77 | TaikoLo 146 | RaveHitR 215 | Tubular3 284 | Metronome
9 | MetalKick 78 |LoBongo 147 | PhillyHit 216 | ChurchBell 285 | Metronome2
10 | DanceKick 79 | HiBongo 148 | BrassFalll 217 | GongHi 286 | Thick Kick
11 | SynKickl 80 | SlapBongo 149 | BrassFall2 218 | Gonglo 287 | Tight Kick
12 | SynKick2 81 | Tsuzumi 150 {PBrassFall3 219 [ MouthHarpl 288 | BigRock SD
13 | SynKick3 82 | OpenConga 151 | BrassFall4 220 | MouthHrplA 289 | FullRoomsD
14 | SynKick4 83 |[SiapConga 152 | Zapi 221 | MouthHarp2 290 | StickHit 2
15 | OrchB.Drm 84 |PalmConga 153 | Zap2 222 | MouthHrp2A 291 | SideStick2
16 |Snarel 85 |MuteConga 154 | ScratchHi 223 | Spectrum1 292 | CrashCym 2
17 | Snare2 86 | Bayal 155 | Scratchlo 224 | Spectrum2 293 | Close HH 2
18 | Snare3 87 |BayaZ 156 | ScratchDbl 225 | Stadium 294 {Pedal HH 2
19 | Snared 88 | Tablal 157 §Scratcha 226 | BrushNoise 295 |Open HH 2
20 |PicloSnare 89 |Tabla2 158 | Scratchb 227 | WhiteNoise 296 | OpenCongaH
21 |SoftSnare 90 |Tabla3 159 [Scratchc 228 | Jetstar 297 | OpenCongak
22 |LightSnare 91 | Udu 160 | Sword 229 | Thing 298 | MtSIpConga
23 | DrySnare 92 | Djembe 161 |Drop 230 | TriRoll 299 | Maracas 2
24 | TightSnare 93 [ CorkPop 162 | BISS 231 | Clickerl 300 | TambourinZ
25 [Ambi.Snare 94 | MuteCuica 163 | BOOFN 232 | Clicker2 301 [ SleighBell
26 | RockSnare 95 | OpenCuica 164 | BOOGETA 233 | Clicker3 302 | Agogo 2
27 | GatedSnare 96 |Maracas 165 | CHLACK 234 | CastRoll 303 | Castanet S
28 |PowerSnare 97 | Cabasa 166 | COOSH 235 | Lore
29 | RollSnarel 98 | SynMaracas 167 | COUGH 236 | Waterphone *The sounds processed
30 [RollSnare2 99 | Sagat 168 [155H 237 [ Crickets by INFINITY™,
31 | SynSnarel 100 | Tambourine 169 | POOM 238 | TronUp :
32 | SynSnare2 101 ]jingleBell 170 |Uhhh! 239 | FluteFX
33 |Vocalsnrl 102 | MarcTreel 171 | Samwurail 240 | Flutter
34 |VocalSnr2 103 [MarcTree2 172 | Growl177? 2471 | HarpUp
35 |Fist 104 | MuteTriang 173 [ Monkeyl 242 | JungGliss
36 |BrushSiap 105 | OpenTriang 174 | Monkey2 243 | MalletLoop !o’o\lpsla:v]u!\n-!ng-s;{.@
37 |BrushTap 106 | Flexatone 175 |Rev.Kick 244 |Rain
38 | BrushSwish 107 |Agoge 176 |Rev.ConBD 245 | Thunder
39 jBrushSwirl 108 | Cowbell 177 [Rev.Snarel 246 | Wind
40 [ StickHit 109 | SynCowbell 178 | Rev.Snare2 247 | Seashore
41 | SideStick 110 | R-Timbal 179 | Rev.Snare3 248 | SeashoreV
42 |SynRim 1117 | HiTimbal 180 §Rev.Cymbal 249 | Stream
43 |CrashCym — 112 {LoTimbal 181 {Rev.Tom1 250 | Bubble
44 | CrashlLP 113 | Timbales 182 [Rev.Tom2 251 §Bird]
45 [ ChinaCym 114 | WoodBlockH 183 |Kalimbal 252 | Bird2
46 | ChinalP 115 | WoodBlockM 184 | Kalimba2 253 | Kitty 8
47 | SplashCym 116 | WoodBlockl 185 | MusicBox1 254 | Dog M
43 | SplashLP 777 | Claves 786 | MusicBox2 355 [Growi2 e
45 |OrchCym 118 | SynClaves 187 [LogDrumi 256 | Gallop o
50 [OrchCymlLP 119 | Castanet 188 | LogDrum2 257 | Laughing 2‘
51 |TiteHH 120 | CastanetV 189 |LlogDrum3 258 | LaughingV
52 |CloseHH 121 | FingerSnap 190 j LogDrum4 259 | Scream
53 |OpenHH 122 | Snap 191 {LogDrums5 260 | Punch
54 | PedalHH 123 |Viblastap 192 [ Marimbai 261 |HartBeat
55 | CloseSynHH 124 | Guiros 193 [ Marimba2 262 | Footstepl
56 | OpenSynHH 125 | Guirol 194 | Marimba3 263 | Footstep2
57 |[Ridekdge 126 | Pulll 195 | Marimba4 264 | Applausel
58 |RideCup 127 |Pull2 196 | Xylofont 265 | Applause2
59 |RideCym!1 128 | WhistleS 197 | Xylofon2 266 | Telephonel
60 |RideCym2 129 | WhistleL 198 | Xylofon3 267 | Telephone2
61 |Tom1Hi 130 | HandClaps 199 |Vibel 268 | DoorCreak
62 [Tomilo 131 | SynClaps 200 |Vibe2 269 | DoorSlam
63 | Tom2Hi 132 | MetalHitHi 207 |Vibe3 270 | CarEngine
64 | Tom2HIV 133 | MetalHitlo 202 [Vvibed 271 }CarStop
65 |Tom2lo 134 [ GiScratch 203 | Celeste 272 | CarPass
66 | Torn2loV 135 | Gtrélide 204 [ Glocken1 273 |CarCrash
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Troubleshooting

Nothing appears in the LCD when | press the
POWER switch!

s [s the AC/AC power supply connected?

No sound!

* . Are the amp, mixer, and/or headphones connected
correctly?

(Can you hear the demo playback? If you can, con-
nections are correct.)

» Is the power of your amp and mixer turned on, and
are they set correctly?

o Is the [VOLUME] knob of the N1R raised?

* Are you playing notes which do not produce sound
due to split settings?

(Combination p.44}

o If the single-channel layer/split function is on and
the Lower part produces no sound, are you receiv-
ing data on the MIDI channel of the Upper part?
Also, check whether the Global mode <Single-chan-
nel Layer/Split> setting is on (p.77).

Notes are stuck!

» Is the arpeggiator <Latch/Key Sync> set to LATCH
or L&K.57
- (Try setting this parameter OFF, or stopping the
arpeggiator.} (p.15, p.41)

Sound or operation is not what | edited!

» Did you execute the Write operation after editing?

(p.35)
If you used the realtime controllers to edit, you must
write the performance. (p.23)

» Was the program sound selected by a performance
or combination sound edited subsequently?

Can't control vic MIDI!

+ Are the MIDI cables or special cable connected cor-
rectly?

When playing the N1R from an external
device

* Have you made settings so that MIDI data is being
received on the channel which the transmitting
device is sending? (p.71)

+ Is the Global mede <MIDI Channel To Port> param-
eter set to the channel you wish to use (A or B)?
(p.78)

o Is the Global mode <MIDI Filter> set appropriately?
{p.78)

« If you aze playing a combination sound, has the
Combination Edit mode <Receive Note On> param-
eter been turned OFF? (p.44)

Are any other combination sound parameters set
incorrectly?

118

Can‘t conirol or hear when connected to a
computer!

* Is the special cable connected correctly?

_e Is the Global mode <BPS Select> setting appropriate

for your computer? (p.7, p.8, p.76)

+ Onyour computer, have you specified the MIDI port
of the MIDI interface to which the N1R is connected,
or the port of the Korg MIDI Driver?

» Are the amp, mixer and/or headphones connected
correctly?

Can't write program sounds etc.}

+ Is the Global mode <Write Protect> setting turned
on? {p.35)

The drums i specified do not sound when |

play the keyboard!

¢ Has the Global mode <Master Key Shift> been set to
other than 00? (p.76)

¢ Has the Program Edit mode <Octave Select> been
set to other than 87 (p.47)

Can't use MIDI program changes to select pro-
gram sounds or combination sounds!

+ Has the Global mode <MIDI Filter> PRG item been
set to X? {p.78)

» Does the bank of the sound (program or combina-
tion) you are attempting to select match the MIDI
bank select message you transmitted?

Can't select VDF2 or VDA2 parameters!

» Make sure that the <Oscillator Mode> of the cur-
rently selected program is set to DOUBLE. (p.46)

GM compatible song data does not playback
correctly!
*» [s the song data GM compatible?

* Has the Multi Part been initialized for GM? (p.32,
p-71}
» Are the Global mode settings correct?

« If the volume or pan are incorrect, are the filters of
the Korg MIDI Driver blocking this data?

Arpeggiator does not play correctly!

¢ If <Clock Source> in the Global mode is set either to
MIDI or PCIE are MIDI clock messages being prop-
erly transmitted from the external device? |

« Is the clock source set to "Internal™?

[64-voice Music Synthesizer] . JULY 1998
NIR MIDI Implementation Chart ;
version: 1.0
Function Transmitted Recognized Remarks
Default 1-16 i-16 Memorized
Basic Channel
Changed 1-16 1-16
Default 3
Mode Messages X X
Altered EhE R EANVANR RN
Note X 0-127
Number: True Voice [P — =127
Note On X O 9, V=1-127
Velocity
Note Off X X
Polyphonic (Key) X (o]
Aftertouch
Monophenic (Channel) X o]
Pitch Bend X 0
0,32 0 0 Bank Select (MSB, LSB)
.57 (o} 0 Modulation, Portamento Time, Volume
8,10, 11,12 o 0 Balance, Panpot, Expression, Effect Control 1
6,38 X o] Data Entry {MSB, LSB)
16, 17,65 o] O General Purpose Controller 1, 2, Portamento
Control 64, 66, 67 X O Damper Pedal (Hold 1), Sostenuto, Soft
Change 71,72,73,75 o] o] Harmonic, EG Times (Release, Attack, Decay)
74,84 X (o] Brightness, Portamento Contro!
91,93 o] o} C send, D send
92,95 X (o] Effect Switch 1, 2
. 96, 97 X 0 Data Increment, Decrement
98, 99, 100, 101 X o} NRPN (LSB, MSB), RPN (LSB, MSB)
120, 121 X (0] All Sound Off, Reset All Controllers
Program o0-127 oo-—127
Change Variable Hange RNk R AR 0-127
System Exciusive Q (o)
Soﬁg Position X X
System -
Common Song Select X X
Tune X X
System Clock O 0 "
Real Time Command o o *
Local On/Oft X o
Aux All Notes Off X o]
Messages Active Sense e} e}
Reset X X
Notes
*1: When Clock Source is Internal, transmitted and not received. (However, Continue is not transmitted). In the case of MID} or PCIF,
the opposite applies.

Mode 1:0MNI ON, POLY
Mode 3:0MNI OFF, POLY

Mode 2:0MNI ON, MONO
Mode 4:OMNI OFF, MONG

O:Yes
X:No

Consult your local Korg distributor for more infomation on MIDI IMPLEMENTATION.
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M

Specifications

N1R

Type

Al-squared synthesis system (full digital processing)

Tone generator section

64 voices, 64 oscillators (single mode}
32 voices, 64 oscillators (double mode)

Waveform memory PCM 18M Byte
Effect section Two digital multi-effect units
Number of effects 48 effects

Number of programs

1269 (100 user, 1169 preset)

Number of combinations

402 (100 user, 302 preset)

Number of drumkits

39 (2 user, 37 preset)

Arpegugiator

20 types, 40-240 (BPM)

Qutputs

1/UMONO, 2/R, 3, 4

Headphone jack

Stereo phone jack

MID| connectors

IN, OUT, THRU

Communication connector

TO HOST

Display 144 x 40 full dot LCD (with two-color backlight)
Power supply AC 9V ACIAC power supply

Power consumption AC 9V 1.7A (Max)

Dimensions 482(W) x 263.4(D) x 45(H) mm (19" x 10.4" % 1.8")
Weight 2.5kg (5.5 1bs.)

Included items

ACIAC power supply

Specifications and appearance are subject to change without notic

'...............'...........

Options

AG-001B IBM-PC connection kit (connection cable, “Korg MIDI Driver” software)
AG-002B Macintosh connection kit {connection cable,

MIDI cables
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e for product improvement.

“Korg MIDI Driver” software)
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Index

A
Active Sensing 89
Aftertouch 60, 86
-Curve 78
-Pitch Bend Range 56
-Pitch LFO Intensity 48, 74
-Pitch LFO Speed 48, 74
Receive- 44
-VDA 56,74
-VDF 56
-VDFLFO 56,74
All Note Off 89
All Sound Off 89

Amp 28
Arpeggiator 15, 41
Setting 23

Synchronizing 89
ARPEGGIATOR1 41
ARPEGGIATOR2 42
Arpeggio

-Gate 42

Octave 41

-Out 77

~Pattern 15

-Sort 42

-Speed 41

-Step Base 42

-Swing 42

-Switch 41

-Types 41

-Velocity 42

-Zone 42
ASSIGN 14 14
Assign Mode 57
ATTACK 14,40
Attack Level 14

Pitch EG- 49

VDA EG- 54

VDF EG- 51
Attack Time 14

EG- 72

Pitch EG- 49,73

Relative- 58

VDA EG- 54

VDF EG- 51
AutoPan 68

B

BALANCE 13,14

Bank 20,38
-Number 71
Select 18
Timbre 43

Bank Map Type 77

Bank names and their contents 20

Bend Wheel VDF 56

BNDWHL 73

BPS Select 8, 36,76

Bypass 16,39

C
C Send Level 31, 33, 59
Drumkit 57
Multi 71
Program sound 29, 55
Timbre 43
Caf 73
Chorus 65
Chorus-Delay 68
Clock Source 76, 89
Color
-Intensity 50
Part 75
Relative- 58
-Velocity Sensitivity 50
Combination
Sound 12, 24, 86

Combination Edit mode 24, 43

COMBINATION EFFECT
PARALLEL 69
SERIAL 68

Computer 7, 17

Concert Hall 64

Control 27
Section 29,55

Control knob 38, 40

Cross Delay 64

Crossover Chorus 65

Crossover Flanger 66

CUTOFF 14

Cutoff Frequency
Effect 68, 70
Part 76
Performance 14, 40
Program sound 50
Relative 58

D
D Send Level 31, 33,59 -
Drumkit 57
Mulg 72
Programsound 29, 55
Timbre 43
Damper 13
-Assign 39
Data Dump 89
Delay Start 47
Delay/Chorus 69
Delay/Distortion 69
Delay/Flanger 69
Delay/Hall Reverb &9
Delay/Overdrive 69
Delay/Phaser 70
Delay/Room Reverb 69
Delay/Rotary Speaker 70
Demo 9, 34
DISP 17
Distortion 67
DOQUBLE 27, 46
Drum program 18
Drumkit 47
-Select 47
Tuning 88
Drumkit Edit mode 31, 57
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DRUMS 27,31,46
Drumsample 31,32
-Level 57
Select 57
Dry Plate 64
Dual Mono Delay 65
Dynamic Modulation Source 60, 87

E
Early Reflection 64
Edit Menu 20, 22, 24, 26, 30, 38
Editing 16
EFFECT 14
Effect 17,21,89
-Balance 60
-Bank 30, 3%, 45, 55
Bypass 16,39
Combination sound 25, 30, 45
Dynamic Modulation 14, 40, 87
-Dynamic Modulation Intensity 60
-Dynamic Modulation Source 60
Multi mode 33
Number 45,55
off 87
on 87
Output Level 60
Panpot 60
-Parameter 62-70
Performance 23, 39
_Placement 30,59
-Program 39
Program sound 29, 30
-Rename 61
Save 31,35
Send 31,40, 43,55,58,71,87
Switch 60
~Thru Switch 39
-Type 59,64
Effect Edit mode 30, 59
EG
-Attack Time 72
-Decay Time 72
-Release Time 72
Enhancer 67
Ensemble Hall 64
Exciter 67
Exclusive Channel 18,77, 86
Exclusive Group 57
Expression 17,71, 87

F
Factory preset 36, 79
Filter 28
Fine Tune 47
Instrument 57
Part 75
Timbre 43
Flanger 66
Flanger-Delay 68
Tx (Effect) 27,55
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G

Global mode 34,76
GLOBAL-CONTROL 77
GLOBAL-MASTER 76

GM System On 30, 32, 34,79, 89
GS Reset 32,79,94

H

Hall 64
BARDWARE 76
Harmonic Chorus 66

|

IBM PC (compatible) 7

Initialize 79

Inquiry Message 89

Installing into a rack &

Instrument 31, 57

Intensity
Aftertouch Pitch LFO- 48
Color- 50
Effect Dynamic Modulation- 60
Modulation Wheel Pitch LFO- 48
Pitch EG- 49
Pitch EG Velocity Sensitivity 49
Pitch LFO- 48
VDA Keyboard Tracking- 53
VDA LFO- 53
VDFEG- 52
VDF EG Velocity Sensitivity 52
VDE Keyboard Tracking- 50
VDELFO- 51

K

Key Shift 17,71

Key Transpose 47

Keyboard Tracking 29, 50, 53

KNOB-ASSIGN 40

Korg MIDI Driver 82
Macintosh 84
Windows 3.1 83
Windows 95 82

L
Large Room 64
LATCH/KSYNC 15,41
Layered 25
LCD
Backlight 78
-Contrast 76
LFORate 74
Live Stage 64
Low Pass Filters 28
Lower Part 22
-Number 39
LPF 28

M

Macintosh 8

Master Balance 39, 89
Master Key Shift 76
Master Tune 76
Master Volume 39, 89

Appendices

MBPrm 75
MIDI channel 7, 17, 86
MID] Channel To Port 78
MIDI File Translator 85
MIDI Filter 78, 90
MIDI keyboard 7
MIDITOPORT 78
MOD2 14
Mod2 73
Mod.3 73
Mode 20
Modulation Wheel
-Pitch LFO Intensity 48
-Pitch LFO Speed 48
-VDF 56
MODWHL 73
MONO DELAY/MODULATED DELAY 49
Mono/Poly
Part 75
Program sound 55
Multimode 17,32,71
Multisample 27
-Select 47
Multi-Tap Delay 65

N

NOEFFECT 64
Note
off 86
on 86
Note Window Bottom
Part 75
Timbre 44
Note Window Top
Part 75
Timbre 44
NRPN 88

o

OCTAVE 15
Qctave Select 47 .
QOSC (Oscillator) 26, 46
Oscillator 28
-Level 47
-Mode 46
-Panpot 55
Overdrive 67

p
PAf 73
PANPOT 14
Panpot 17,87

Instrument 57

Oscillator- 55

Part 71

Timbre 43
Panpot/Cutput Level 60
PARA.1 (Parallel 1) 30, 59
PARA.2 (Parallel 2) 30, 59
PARA.3 (Parallel 3) 30, 59
PARA.S (Parallel sub) 30, 59
Parallel

-1 placement 59

-2 placement 59

-3 placement 59
Connected effects 30
-sub placement 59
Parametric EQ 68
Part 17,38
Common 21
-Edit 72
-Mode 75
Parameter 21
PART EDIT 72
Part Edit mode 34,72
PARTEG 72
PARTFILT/WIN 75
PART Mod 73
PART OTHERS 75
PART SCALETUNE 73
PC Exchange 85
PC Interface To Port 77,95
Performance 12,21, 86
List 91
-Number 12,18
Octave 39
-Select 18,38
Performance BEdit mode 22, 39
Performance Play mode 12, 21, 38
PERFORM-COMMON 39
Pitch Bend 87
-Range 16,73, 88
FITCHEG 49
Pitch EG 26
-Attack Level 49
-Attack Time 49,73
-Decay Time 49
-Intensity 49
-Intensity Velocity Sensitivity 49
-Release Level 49,73
-Release Time 49,73
-Start Level 49,73
-Time Velocity Sensitivity 49
PITCHLFO 48
Pitch LFO 26
-Delay 48
-Depth 74
-Fade-in Time 48
-Frequency 48
-Intensity 48
-Waveform 48
Pitch Slope 47
PORTA.TIME 14
Portamento 13
Portamento Switch
Part 75
Program sound 55
Portamento Time
Part 76
Performance 13
Program sound 55
Positional crossfade 29
Preset Drumkit 31
PRESET/INIT 79
PROG TOPORT 78
Program
-Change To Port 78
-Edit 27,46
-Number 71
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-Number Select 43

-Rename 56

-select 38

Sound 26, 86
Program Edit mode 26, 46

Q
Quadrature Chorus 65

R

Realtime Controller 14
Assign 22

Receive
-Aftertouch 44
-Color 78
-Control Change 44
-Damper 44
-MIDI channel 71
-Note Off Switch 58
Note On 44
-Note On Switch 58
-Pitch Bend 44
-Portamento 45
Switch 78

Relative
-Attack Time 58
-C Send Level 58
-Color 58
-Cutoff 58
-D Send Level 58
-Decay Time 58

RELEASE 14

Release Time 87

Rename 27, 35, 56
Combination 45
Effect- 61
Program 56

Reset Al Controllers 89

Resonance Filter 70

REVERB 64

Room 64

Rotary Speaker 68

RPN 88

RX.SWITCH 78

S
Save 35
Combination sound 26
Drumkit 32
Effect 31
Global mode 34
Multi mode 33
Part Edit mode 34
Performance 23
Program sound 29
Scale (temperament) 90, 95
Scale Tuning 73
SERLS (Serial sub) 30, 59
SERIAL 30, 59
Serial Interface Cable 8
Serial Placement 59
Serial Sub Placerment 59
serial-Connected Effects 3¢
SINGLE 27,46
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Single Effects 30
Single-channel -
-Layer 13
-Layer/Split 13,77
Split 13
SMF 85
Sort 15
Sound Bank
List 91
Multi 17
Performance 12
SPEED 15
Split 25
Point 13, 22, 40
Spring Reverb 64
Stereo Delay 64
Stereo Phaser 67
Sustain pedal 86
Symphonic Ensemble 66
System exclusive 89

T
Tonal quality changes over time 28
Tone 87
Transpose 16, 17
Instrument 57
Key- 47
Timbre 43
Transposing 88
Tremolo 68
Tuning 16,76, 88
TYPE 15

U

Universal System Exclusive 89
Upper Part 22

-Number 39
User drumkit 31

A
VDA (Variable Digital Amplifier) 27, 53
-Amplifier 74
-Keyboard Tracking EG Time 53
-Keyboard Tracking EG Time Switch & Polarity 53
-Keyboard Tracking Intensity 53
-Keyboard Tracking Key 53
-Keyboard Tracking Mode 53
-Section 28
VDAEG 14,27, 54
-Amplitude Velocity Sensitivity 54
-Attack Level 54
-Attack Time 40, 54,72
-Break Point 54
-Decay Time 40, 54, 72
-Release Time 40, 54, 72
-Slope Time 54
-Sustain Level 54
-Time Velocity Sensitivity 54
-Time Velocity Sensitivity Switch & Polarity 54
VDALFO 27,53 .
-Delay 53 3
-Depth 74 .
-Fade-in Time 53 .
-Frequency 53

-intensity 53
-Waveform 53
VDF (Variable Digital Filter) 26, 50
Cutoff 40,73
-Cutoff Frequency 50
-Keyboard Tracking EG Time 50
-Keyboard Tracking EG Time Switch & Polarity 50
-Keyboard Tracking Intensity 50
-Keyboard Tracking Key 50
-Keyboard Tracking Mode 50
-Section 28
VDFEG 27,51
-Attack Level 51
-Attack Time 40, 51,72
-Break Point 51
-Decay Time 51
-Intensity 52
-Intensity Velocity Sensitivity 52
-Release Level 52
-Release Time 40, 52,72
-Slope Time 51
-Sustain Level 52
-Time Velocity Sensitivity 52
-Time Velocity Sensitivity Switch & Polarity 52
VDFLFO 26, 51
-Delay 51
-Depth 74
-Fade-in Time 51
-Frequency 51
-Intensity 51
-Waveform 51
Velocity Curve 77
Velocity Sensitivity
-Depth 76
-Offset 76
Velocity Switch 25
Velocity Window Bottom
Oscillator 47
Part 75
Timbre 44
Velocity Window Top
Oscillator 47
Part 75
Timbre 44
Vibrato 28, 87
Voice 33
Voice Name List 96
Volume 9,17,40,71,87
Part 71
Timbre 43
Volume changes over time 28

w

Wet Plate 64
Write Protect 35,78

X
XG System On 32,79,93
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