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SPECIAL MESSAGE SECTION

PRODUCT SAFETY MARKINGS: Yamaha electronic
preducts will have either labels similar to the graphics shown
below or molded/stamped facsimiles of these graphics on the
enclosure. The explanation of these graphics appears on this
page. Please observe all cautions indicated on this page and
those indicated in the safety instrection section.

CAUTION

RISK QF ELECTRIC SHOCK
DO NOT OPEN

CAUTION: TO REDUCE THE RISK OF
ELECTRIC SHOCK, DO NOT REMOVE
COVER (OR BACK). NO USER-SERVICEABLE
PARTS INSIDE. REFER SERVICING TO
QUALIFIED SERVICE PERSONNEL

@ Explanation of Graphical Symbols

The exclamation point within the cquilateral
triangle is intended to alert the user to the
presence of important operating and mainte-
nance (servicing) instructions in the litera-
ture accompanying the product.

The lightning flash with arrowhead symbaol
within the cquilateral triangle is intended to
alert the user to the presence of uninsulated
“dangerous voltage” within the product's
enclosure that may be of sufficlent magni-
tude to constitute a risk of electrical shock.

IMPORTANT NOTICE: All Yamaha electronic products are
tested and approvend by an indcpendent safety testing labo-
ratory in order that you may be sure that when it is properly
installed and used in its normal and customnary manner, all
foreseeable risks have been eliminated. DO NOT modify this
unit or commission athers to do so unless specifically author-
ized by Yamaha, Product performance and/or safety standards
may be diminished. Claims filed under the expressed warranty
may be denied if the unit is/has been modified. Implicd
warranties may also be affected.

SPECFICATIONS SUBJECT TO CHANGE: The infor-
mation contained in this manual is believed to be correct at
the time of printing. However, Yamaha reserves the right to
change or modify any of the specificarions without notice or
obligation to update existing units.

ENVIRONMENTAL ISSUES: Yamaha strives 1o produce
products that are both user safe and environmentally friendly.
We sincerely believe that our products and the production

methods used to produce them, meet these goals. In keeping
with both the letter and the spirit of the law, we want you
10 be aware of the following:

Battery Notice: This product MAY contain a small non-
rechargeable battery which (if applicable) is soldered in
place. The average life span of this type of battery is
approximately five years, When replacement becomes
neccessary, contact a qualified service representative to
perform the replacement.

Warning: Do not astempt to recharge, disassemble, or
incinerate this type of battery. Keep alt batteries away from
children. Dispose of used batteries promptly and as regulated
by applicable laws. Note: In some areas, the servicer is
required by law to retwrn the defective parts. However, you
do have the opticn of having the servicer dispose of these
parts for you.

Disposal Notice: Should this product become damaged be-
yond repair, or for some reason its useful life is considered
to be at an end, please obscrve all locul, state, and federal
regulations that relate to the disposal of products that contain
lead, batieries, plastics, etc,

NOTICE: Service charges incurred due to lack of knowl-
edge relating to how a function or effcet works (when the
unit is operating as designed} are not covered by the manu-
facturer’s warranty, and are therefore the owners Iesponsi-
bility. Please study this manual carefully and consalt your
dealer before requesting service.

NAME PLATE LOCATION: The graphic below indicates
the location of the name plate. The model number, serial
numbcer, power requirements, etc., are located on this plate,
You should record the model number, scrial aunber, and the
date of purchase in the spaces provided below and retain this
manual as a permanent record of your purchase.

Mode!l

Serial No.

Purchase Date

This information on safety is provided 1o comply with U.S.A. laws, but should be observed by users in all countries.




IMPORTANT SAFETY INSTRUCTIONS

INFORMATION RELATING TO PERSONAL INJURY, ELECTRICAL SHOCK,
AND FIER HAZARD POSSIBILITIES HAS BEEN INCLUDED IN THIS LIST.

WARNING — When using any electrical or electronic prod-

1.

uct, basic precautions should always be followed. These
precautions include, but are not limited to, the following:

Read all Safety [nstrnctions, Installation Instructions, Spe-
cial Message Section items, and any Assembly Instructions
found in this manual BEFORE making any connectians,
including conneciion o the main supply.

Main Power Suplly Verifications: Yamaha products are
manutaciured specifically for the supply voltage in the
arca where they dre o be sold, I you should move, or if
any doubt exists about the supply voltage in your area,
please contact your dealer for supply voltage verification
and (1f applicable) instructions. The required supply voli-
age is printed on the name plate. For name plate locatien,
please refer fo the graphic found in the Special Message
Section of this manual.

This product may be equipped with a polarized plug (one
blide wider than the other). IF you are unable to insert the
Plug inte the vutlet, turn the plug over and try again. 11 the
problem persists, contact clectrician to have the obsolete
outlel replaced. Do NOT defeat the safery purpose of the
plug.

Some clectronic products wiilize external power supplies
or adapters. DO NOT connect this type of product to any
pawer supply or adapter other than e described in the
ewners manual, on the name plate, or specifically recom-
mended by Yamaha.

WARNING: Do not place this product or any other objects
on the power cord or place it in a position where anyone
could walk on. trip over, or rall anyilhing over power ar
connecting cords of any kind. The vse of an extension cord
is not recommended! If you must use an extension card,
the minimume wire size for a 25" cord (or less) 1s 18 AW,
NOTE: The smaller the AWG number, the lurger the
current handling capacity. For longer esxtension cords,
consult a local clectrician.

Ventilation: Electronic products, unless specifically de-
signed for enclosed installations, should be placed in
locations that do nor interfere with proper ventilation. If
instructions for enclosed instaliutions are not provided, it
must be assumed that unobstructed ventilation is required.

Temperature considerations: Electronic products should be
installed in locations that do not signiticantly coutribute to
their aperating emperature. Placement of this product
close to beat soutces such as; radiators, heat registers and
other devices that produce heat should be avoided.

8. This product was NOT designed for use in wet/damp
locations and should not be used near watsr or exposed to
rain. Examples of wet/damp locations are; near a swin-
ming pool, spa. tuh. sink, or wet basewment.

9. This product should be used only with the components
supplied or; a cart, rack, or stand that is recommended by
the manufacturer. If a cart, rack. or stand is used, please
observe all satety markings and instructions thar accom-
puny the accessory product,

10.7The power supply cord (plug) should be disconnected
from the outlet when electronic products are 1o be left
unused for extended periods of time. Cords should also be
disconnected when there is a high prabability of lightening
andfor electrical storm activity.

11.Care should be taken that ebjects do not fall and liguids
are not spilled inta the enclosure through any openings
that may exisi.

12 . Electricalfelectronic products should be serviced by a
qualified scrvice person when:

& The power supply cord has been damaged; or

b. Ohjects have fallen, been inserted, or liquids have been
spilled tnto the enclosure through openings; or

c. The product has been exposed to rain; or

d. The product does not operate, exhibits o marked change
in performance; or

e. The product has been dropped, or the enclosure of the
product has been damaged.

13.190 nat attemp to service 1his product beyond that de-
scribed in the wser-maintenance instructions. All other
servicing should be veferred 1o qualified service personnel.

14.This product, either alone or in combination with an
amplifier and headphones or speaker/s, may be capable of
producing sound levels that conld cause permanent hearing
loss. DO NOT aperate for a long period of time at 4 high
volume level or at a level that is uncomfortable. If you
experience uny hearing loss or ringing in the cars, you
should cousult un audiologist, IMPORTANT: The louder
the sound, the shorter the time period before damage
oceurs.

15.50me Yamaha praducts may have benches andfor acces-
sory mounting tixtures that are cither supplied as a part of
the product or as optional uccessories. Some of these items
are designed to be dealer assembled or installed. Please
make sure that benches are stable and any optional fixtures
(where upplicabic) are well sccured BEFORE using. Benches
supplicd by Yamaba are designed for seating only. No
other uses are recommended.

PLEASE KEEP THIS MANUAL
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FCC INFORMATION (U.S.A))

. IMPORTANT NOTICE: DO NOT MODIFY TIUS UNIT!

This product, when installed as indicated in the instructions contained in this manual. meets FCC requircnients.
Meadifications not expressly approved by Yamaha may void your authority, granted by the FCC. to use the product.

. IMPORTANT: When connecting this product to accessories and/or another product use only high quality shielded cables.

Cable/s supplied with this product MUST be used. Follow all installation instructions. Failure to follow instructions
could void your FCC authorization to use tliis product in the USA.

- NOTE: This product has been tested and found to comply with the requirements listed in FCC Regulatiens, Part 15 for

Class “B” digital devices. Compliance with these requirements provides a reasonable level of assurance that your use of
this product in a residential environment will not resull in harmiul interference with other electronic devices. This
equipment generales/uses radio frequencies and, if pot installed and used according 10 the instructions found in the users
manual, may cause interference harmful to the operation of other electronic devices. Compliance with FCC regulations
does not guarantee that interference will not occur in all installations. If this product is found to be the source of

interference, which can be determined by turning the unit “OFF” and “ON”, please try to eliminate the problem by using
one of the following measures:

Relocate either this product or (he deviee that is being affected by the interference.
Utilize power vullets that arc on different branch (circuit breaker or fuse) circuits or install AC line filter/s.

In the case of radio or TV interference, relocatefrentient the antenna, I the antenna lead -in is 300 ohm ribbon lead, change
the lead- in o co-axial type cable.

It these corrective measures do not produce satisfactory results, please contact the local retailer authorized to distribute
this type of product. Il you can not locate the appropriate retailer. please contact Yamala Cortparation of America,
Electronic Service Division, 6600 Orangethorpe Ave, Bucena Park, CA 90620

* This applies only to products distributed by YAMAHA CORPORATION OF AMERICA.




Dette aspparat overholder det paeldende EF-dircktiv
vedrprende radiosty;.

Cert apparcil est confonne aux prescriptions de la diree-
tive cormmnunaulaire 87/308/CEE.

Dicse Geriite cntsprechen  der LEG-Richtlinie
B2Z/A99EWG undfoder B7/308/BEWG,

This product complies with the radio frequency
inlerference reguirements of the Council Dircutive
82/499/CLC and/or 87/308/BLC.

Questo apparecchio & conforme al DVM12 aprile 1989
(Dnrettiva CEE/&7/30%) sully soppressione dei radio
disturbi.

Este producte estd de acuerdo con [os requisitos sobre
interferencias de radio freguencia fijados por el Consejo
Directive 87/308/CEL.,

YAMAHA CORPORATION

CANADA
THIS DIGITAL APPARATUS DOES NOT EXCEED THE
“CLASS B” LIMITS FOR BRADIO NQISE EMISSIONS
FROM DIGITAL APPARATUS SET QUT IN THE RADIO
INTERFERENCE REGULATION OF THE CANADIAN
DEFARTMENT OF COMMUNICATIONS.

LE PRESENT APPAREIL NUMERIQUE N'EMET PAS DE
BBUITS RADIOELECTRIQUES DEPASSANT LES LIMITES
AFPLICABLES AUX APPAREILS NUMERIQUES DE LA
“CLASSE B” PRESCRITES DANS LE REGLEMENT SUR LE
BROUNIL.LAGE HADIGELECTRIQUE EDMCTE PAR LE
MINISTERE DES COMMUNICATIONS DU CANADA.

* This applivs only to products distributed by YAMAHA

CANADA MUSIC LTH.

IMPORTANT NOTICE FOR THE UNITED KINGDOM

Connceting the Pluy and Cord

IMPORTANT
THE WIRES IN MAINS LEAD ARE COLOURED IN
ACCORDANCE WITH THE FOLLOWING CODIE:

Blue: NEUTRAL

Briown: 1.1VE

Ag the colours of the wires in the mains Tead of s Gpparatus
may nat correspond with the colowred maikings weniifying
the Llerminals in your pluy, proceed us folliws: The wive which
is coloured BLUL must be conmectad to e terminal which is
marked with the letler N or coluoured BLACK. The wire
which is colovred BROWN must be connected (o the toenni-
nal which s marked with the Tetter L or coloured RED.
Making sure that neither core is comwected ta the carth ler-
minal of the three pin plug.

Litiumbatterit
Bor endast bytas av servicepersonal,
Explosionsfara vid felaktig hantering.

VAROITUS!

Lithiumpariste, Rajdhdysvaara.
Pariston sau vaihtaa ainoastaan alan
amimattinies.

ADVARSEL!

Lithiurmnbatten!

Eksplosionstare. Udskiftning rma kun foretages
af en gagkyndig, -- og som beskrevet i
servicemanualen.




SY99 BASIC CONFIGURATION
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MIDI QUT

mode or MULTI mode. The sequencer is always in either SONG mode or PATTERN mode.

‘ II IIl II 5 KPYboard transmit - - Sequencer e
channal {1-16) ‘ o S a|

Tone generator

The 5Y99 s composed ol a tone generator, a sequencer. and a kevboard. The tone generutor is always in either VOICE

INTRODUCTORY SECTION
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HOW TO USE THE SEQUENCER

HOW TO EDIT A VOICE

REFERENCE SECTION
VOICE PLAY MODE

VOICE EDIT MODE

MULTI PLAY MODE

MULTI EDIT MODE

SONGMODE

PATTERN MODE

UTILITY MODE

APPENDIX




Thank vou for purchasing the Yamaha SY99 digial synthesiver. The SY99 represents o new gencration of
Yamaha synmhesizers featuring the new Realtime Convolution and Medulation (RCM) hyvbiid lone generation
system, which uses Advanced FM (AFM) tone generation and Advanced Wave Memory (AWM tone genera-
non in conjunciion with realiime digital filtering.

The SY9Y can function as up to 16 independent synthesizers with dyoamically allocated voices, and includes
an on-board 16-track 99-patiern sequencer which can contain ap ta ten songs at a e, 10 also features an en -
hanced effect system, zoned aftertouch, powertul master keyhoard Tinetions. @ MIDI dats recorder tunction, and
the ability to accept MIDI sample dumps.

To take Tull advantage of the SY9Y aud enjoy long and toubie-free use, please road ihis manual carclully,

How to use this manual This manual is divided mito three sections: an meraduciory section, a referency
section, and an appendix.

Iniroductory section: U'his scction contams the information you need 1o start
using your SYUY right away. (1 you we already tanuliar with the SY77. an
carlier member of the Yamaha SY series, you may wish o read How the
SYQU Jiffery fron e SY77 on page 308
e lnrroducing the SY99: Please be sure to read this section. o will eell you

how (o play the sounds, about the mann featres of the SY99. and aboui
hasic operiation.

e How to use the sequencer: This explains how 1o use the built in
sequencer w record your ewn songs, cach having az many as 10 parts,
with the SY9Y functioning as up to sisteen independent instrnments.

o How 1o oir o voice: Read this when vou wand o modify a voice or ereale
a completely new voce,

Reference section: This scction contains a lull explanation ol all the SYRY'
functions. Once vou have worked throsgh she introduciory section and are
comtortable with busic operation, glance through this scction ta ger an idea
of the SYY% s capabilities. Refer to the detarls when necessary.

Appendix: This section conrains technical mformation tat may be of Interest Lo
advanced users or programmers.

Conventions in this mannal [n order to present information as clearly as possible, the {ollowing conventions
are used in this manual.

e The names of Front pane! buttons and controis are set in smadl capital type;
c.g., press e Eve bution.

e ltalics are used muinly when referring o a section i this manual; c.e., for
detatls refer o AFM elemen job 50 AFM seasitivily.

& Most of the TCDs in the SY34 have a unigque Page Jump number 1o which you
can jump hy pressing JUMP and entermg the number, These numbers will be
prefixed by a "#7 sign: copl TUMP #3112,

& Functon nanes will he capitalized when they tirst occur or when necessary
for emphasis, but will be uncaptalized in subsequent occurrences: e.p.. adjust
the LEQ Speed .. after adjo<ting the LEG speed. .

e The begimning of cuch two-page subsection i the imrodnctory seotion con-
tains a short abstract or summary of the entite subseetion, prioted o bold
Lype.

& Three periods between two nambers are wsed w oindicate that 4 parameter
can be set o any value i this range: e Yelooity Seasitivity 27,477
Since some paramerers can be set o negabive values, thix avoids the possi-
bility of confusing a dash with a minus sign.




PRECAUTIONS

{ Location

Avoid placing the $Y99 in direct sunlight, or in locations where it will be subjected to temperature extremes,
moisture, excessive dust, or heavy vibration,

‘ Data backup

It 15 possible for data in internal mentory to be lost as a result of inappropriate operation or other reasons. We
recommend that you keep backups of important voice, multl, system, sequencer, sample, MDR data on a floppy
disk or memory card (MCD64). It is also possible for the data in a floppy disk or memory card to be lost as a
result of static electricity, magnetic fields, or other causes. For very important data it 1s always a good idea t
make double backups.

L Multl Play mode

If many multi-clement voices are played simultancously when in Multi Play mode, note timing may sometimes
be slightly delayed. [n such cases, select voices that use {ewer clements, or reduce the number of notes.

![_ Backup batte ry

The SY99 containg a backup battery which preserves settings such as for voice and multi data when the power
13 turned off. The life of this battery 1s approximately 5 years. However depending on the date of purchase, battery
life may be shorter than this.

if the backup battery runs low, a message “Change internal Battery!” will appear in the display when the
power Is turaied on. If the backup battery runs down completely, the voice and multi data will be lost, so when this
display appears, immediately store your data to a tloppy disk or memory card and contact the dealer where you
purchased the SY99 or your ncarby Yamaha scrvice cenier to have the battery replaced. Again, when the battery
is replaced, all internal voice data, multi data, and data contained in the MDR/sample RAM area will be lost, Be
sure to save the data to a floppy disk or memory card before having the battery replaced.

Thll‘d pa rty Software

Yamaha can not take any responsibility for software produced for this product by third-party manufacturers.
Please dircet any questions or comments about such software to the manufacturer or their agents.



CONTENTS

INTRODUCTORY SECTION

INTRODUCING TIEE SY99..cconinirinin 3 Realtime recording . 40
How 1o sctup and play e, 4 Puncli-nn recording ... 42
How 10 load and play the disk demo songs ... 6 SOME CAMING o e A4
How to record a song.. . RN . Using a song edit Jobo i, 46
About the SY99: RL‘V[ h} bttd wntht SIS . 10 Saving your sequence to disk. i 43
About the SY9%: AFM and AWM volces ... 12
About the SY99: pan, effects, and output............. 14 HOW TO EDIT A VOICE ...ovveciiircccnsnnennn 51
About the SY99: mnulti umbrid sequencing ... 16 What 15 a voice? 0 D2
Front panel: left side......in 18 What ix an AWM element? 54
Front panel: tight side ..o 20 The basics of M synthesis 36
Rear panel ..o 22 What 15 ann AFM element? 38
How to move ground: job directories....orionn. 24 The process of voice ediling oo 60
How 10 move around: the jump tunction............ 26 How voice edit mode is t‘}rganlzcd ........................ 62
How to enter data........ ..o, 28 Simple editing: reverb (Bffect) o 04
How 1o use the numeric key pad o 30 Simple editing: rone (Filter) ..., s 66

Simple editing: vibrato (LF ()} .............................. 08

HOW TO USE THE SEQUENCER.... .33 Simple edifing: using a contritler L )

How ihe sequencer controls the tone Simple editing: attack (BGY....L 72

il U] 1 T T U OO PO P PSSR ¥ | How to name and store your new voicc............ 74

Set up a MU 26 How 1o cdil a druim voIte e 70

Create rhythm patterns and edit the pattern How 1o create a split and layered voice. 78
LraCk 38

REFERENCE SECTION

VOICE PLAY MODE........... .. 83 Common data job ditectory ... 96

Voice select oo R6 1. Element level i 96

Voice (lirec[m‘y ................................................ 86 2. Blement delune . 47

Copy voice... .87 3. Element note shitto.o 97

Controller view . ETTTUUTTIUUIUPIORIE . ¥ 4. Element note lmil... . 98

Send bank \elu,l and program a,h:m% ............ 88 5. Element velocity [mit ..o, ]

Master conirol select ... PRI 36 6. Element dynamiv pan 9y

6.0 Dvoanue pun cdile o, (1

VOICE EDI'T MODE ...ocoiiiiecrcvevvensennan 9 0001 Copy pan data oo 101

COMPAFE i u3 6.1 Pilil SOUrCe o e LA

SLITe VOICE .o s v3 6.2 Pan EGovi e, 102

Blement onfolt . o 94 0.3 il T T1 e ee e 103

Element select ... 04 7. Quiput group select o 103

Voice Mode $C1eC i 95 ¥ Random plleh e 103

Common data.....oo e o D6 O, POrTAMEDIO L. et e e, 104




10, BIect S 104
13.0.1 Copy voice effeCt i, 105
13,1 Effect mode select ..vvvivicrncreenenn,, 106
10.2 Effect send ..o, 107
10.3 Effect | parameter.........cc.ccovvveeeerennn, 108
10.4 Effect 2 parameter............cccccceceneen, 122
10.5 Effect control.c e, 123
IE. Micro tuning sele...cvinnniinnnnn. 124
11.0 Micro tuning edit...oovover i, 125
11.0.1 Copy micro tuning c.......ocooevecovvenennn. 126
11.1 Micro tuning data........c.oooveevveccececeennn. 126
11.2 Micro tuning name.......cooooveevvveevnn... 127
[2. (F1) Controller set (Pitch bend) .......... 127
12. (F2) Controller set {Aflertouch).......... 127
12. {F3) Controller set (Modulation)......... 128
12. (F4) Controller set (Pan) .........ccc........ 130
12. (F5) Controtler set {Other) ..o, 130
13. Voice name.....ccoeeeee e, 131
15, Initialize voICe ..o, 132
16. Recall voice.... e 133
AFM elemcm data... . e 134
AFM element JOb dlreumry 134
Operator on/off |, . 133
AFM algorithm. ..o, 135
Copy element.......o.ccevciinniniies e, 135
Copy OPErator ......ooeivceccr e 136
L. (F1) AFM algorithm {(Form).................... 136
1. (F2) AFM algorithm (External input)..... 138
1. (F3) AFM algorithm (Input level)........... 139
2. AFM oscillator... . .. 139

3. (Fl) AFM opemtm EG
(Each operator)... SRR [

3. (F2) AFM operatm EG
(A1l OPEralors) cev v vesvcseceeeee e 143
4. (F1) AFM operator output (Each)........ 144
4. (F2) AFM operator output (All).............. 145
5. AFM sensitivity ... creremirrvinene e 1453
6. {F1) AFM LFO (Mdm) ......................... 146
6. {F2} AFM LFO (Sub).....ccovvvevrrer.n, 147
7. (F1} AFM pitch EG (Switch} ................. 148
7. (F2) AFM pitch EG (EG settings) ....... 148
B AFM filer o 149
8.0} Copy filter... . 150
8.1 Cutoff frcquem,y .................................... 150
8.2 Cutoff scaling .........c.oovvvvoeceeror e 152
8.3 Cutoff EG .. vt 133
15. Initialize AFM element T
16, Recall voice... . 155

AWM element dald

. 156

AWM element job dl]t,Cl(')I‘} ...................... 156
Copy element.., . e 156
2. AWM waveform set.. rerieereceneeen 157
2.0 Wavcform edu 160

2. (%) Initialize waveform........cocvevvvvvveivin, 161

2. (F7y Waveform name ..........ccoeevvrenveeenen. 161

2. (F8) Sample assign ........ ..1601

3. AWM EG oo, 163

4, AWM QUIPTL . e 165

5. AWM sensitivity... e 166

6. AWM LFO.. . ... 167

7. (F1) AWM pItCh EG (Data) cereeeenee 168

7. (F2) AWM pitch EG (EG settmgs)....‘.‘. 168

B AWMAIEr .o, 169

15. Initialize AWM element........ccooereeveen..n, 170

16. Recall vOice ...ovviveereececcieveeeeeeeee, 171

Drumm set data......oovoivvireeeiorie e 172

Drum set job directory ........coeiveeecvvnsrveienn 172

1. Voice volume.. ..o 172

2. Wave data Sel .o veeeesesereeeeen e 173

3, BIeCl Selaeiiiireeeeeeveeeeeee e 174

3.1 Effect mode select ..oooviveeieviriisinnn, 174

3.2 Effect send e 175

4. Controller sct . 176

5. VOICE NAME oot ieeeeeieeeee e e s ane 176

7. InHIalize VOICE. .. iiiiveeersveee e 177

8. Recall VOICR v e e 177

MULTI PLAY MODE ....coeeveirensacsaseesssosrone 179

Multt select.....ooocevcrrerenerinnne. Cerr 181

MUt directory .o e, 181

Copy Tuli.c e 182

Send bank select and program change ........... 182

Master control 5eleClucnieevesesersn. 183

MULTI EDIT MODE ....oovivicicienernesrsersonsans 185

Compare.... e 187

Store multl - .. 187

Multi edit JOb dm,ctory .................................. 187

l. Voice select .. .. ...188

2. Voice volumc .............................................. 189

3. VOICe IUNINE vt 190

4. Voice note shift.........coovcoovoveeecveeeeonerer 190

3. Voice Static Pan........occeimeiiinesvinencan 191

6. Voice oulput group select .......oveeveveeenennen, 191

T Effact S8t 192

7.1 Effect mode select ...ooovveeeeevriivvreivirnn, 193

7.2 Effect 8end oo eveiee 193

B, Multi BAME..ooiieceeeeeeeeeoeeee, 194

I5. Tnitialize mulll c..ooooovvieevieis e 194

16, Recall MUt o.ovvvvevvieee oo 195

SONG MODE ..o irreseecesesensessssesaos bibrrsarrene 197
Song mode (sequencer) and

Mului mode (tone generator).................... 198

How song mode is organized........................ 199

SONE DAY« ottt e 201



Song record L 203 30 Prl PUUCET e 2A3
Realtime recording. .o 204 4. Put chain pattern. ..., 244
Punchi-10 recordiltg . e 208 Pattermn sewup jobs o 245
Step reCording . oveveeienenienrreeeere e cereneene. 200 Transmil channel o 246

Sung edit .. T ROPRURORTRURIPPD: ) Clear pattern . . 247
Song Ldll (“mph} SO U RO OP R PPPRNOPINE. d o
Song edit (data s.,hdn%].....‘..,.....‘.........‘.”.‘..‘ 209 UTILITY MODE....ccmmnvnnnnneosne 249
song edit (data insert) .o 210 Systent wtihity o 232
Chalit PalleIml i eeneneeceneee e 212 [0 MASIEr WUNINE e 252

Song edit jobs 1. 214
1. Append SONT ..o 214

CUL SONE e overveiiee e ecreriveenre i seeevcsn oo 2153

COPY BONZ. .ttt iiriiieiiiniiieenieeeeieraneneeans 215 . Greeting MESSAEC. e 255

COpy track ... 216 Memory allocate....... 256

Clear SONE .o eseeneesreenies 217 7. Switch lock ... vt v 23T

Songedit jobs 2. 2R M[L)I utility .. SO RRURRRP fo

CQUANNIZE e 219 : Sn,mrlg 255

. Modily gate time..o e 219 2. Bulk dump ST SO UPURURIROTRURIUIIAE. o ¢

. Modify veloCHty . e 220 Card utility SO U UUUUSURRURRUIRP ¢ 1

Crescendo... . ,_1 1. Load fJ om dm n.ald et 202

Transpose........ocoveees e e S Save Lo data card 263

Thin out .o '3’)2 3. Formar data card o 263

Erase event ... 223 4. Load from wave card...L 264

NOte SRl e, 223 DISK WY oviieiice e e 2600

Move clock o 224 [ Disk status ... 208
10, Copy MeaSUre. oo 224 Farad from disk oo 266
I, Erase medsure ... 225 . Save o di\;k 2()%
2. Delete measure 228
13, Create MedsUre. o i, 220
14, Mix tracke oo, 226 Backup disk
15. Erase track .o 227 6. Rename lile

Song Setup JObs. . 228 7. Delete Il 2.’%
1. Receive event. e 228 B DSk save IWPe . 274
2. MIDI control.. e, 229 Sample utility .l 275
3. Accent level e, 229 1. Sample directory o 273
4 Clock/Beat e 229 Sample dump ... 270

Transmit chanmel ... 230 Load from chsk ... e 277

SONZ NAIME et 23 Save 1o disk oo 277

S01Z dIFCCLONY ooty e, 232 Initialize sample o, 278

MIDI data recorder ulilily .o 279

EIULPUL ceeeie e 250

Input o 23

Load from disk o 2432

‘5;1\‘(: to ISk 2 ’2

@ 1

O oS e 25-'1
Edit confirm. ..o 285

=

W 1

RS
&

—_—
I

I*

1

0 N OB W

e

'_uua[\g

I"'ommt diskETl

b

B

e

PATTERN MODE ....covmmirnsmenimssinien 233
How pattern mods is organized...........cocoeee. 235
Pattern play... eeretheeratnrseratres e rs e eenrrareanrraeeass B30
Pattern rewld v s 237
Pattern redlt;me record rrreeienraene 238
Pattern slep rt:u)rd 239 \f‘i.j\.i&] cotrol ntiliiy.. L 2
Pattern edit ... e 241 . Coniroller selecl.o i 284
Pattern edit JobS..oviviiiniinni 242 2‘ Transmiil GIREN e 28
L. Copy patiem. s, 242
2. Get PAMETR ivcconcirenrireeenorecaeriencnneneaennens 243

—

LA _.r_~. LI B




APPENDIX

Explanation ot the preset and internal voices....

L. 297

Internal ...

Preset multl Charl .o
Preset drom voice Jayouts....oovvcenencennnnione.

AFM algorithms..,

292
292
294

299
300

W32

[How the SY49 dlfirers from lhc SY’,’?
Using RCM hybrid synthesis....ooooviieeerannnee.

Using loaded samples 1o create a voice

Using the master contrel functions ...,

Using the MDR functions...oeeee oo
ErTor messages. . v s ir e

308
310
312
314
316
318

318

Datd card .o

Wave card...

Disk...

‘»equenccr dnd dlsplay e
Battery i
OLher i e
SAMPIE .o e
MDR it

Disk filename extensions .
Ahout the Standard MIDI
Expansion memory boards

318

e 319
. 319

319

320
320
320
321

L322

Fr]e Forrmr .............

SpPeCifiCAtIONS ociiiiiic e

INAEX o e

323
325
326
327









INTRODUCING THE SY99

This section will tell you how to play the sounds, introduce you to the main features of the

SYVY, and explain basic operation.
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How to set up and play

The first thing you will probably wani to do is play the veices (sounds} of your new SY9Y, Here's how to
select and play the SY99s voices:

Connections

Turn the power on

How to select and play
voices

Muake sure thal your ampfspeaker systew and the SYY9 are switched otf.
Connect the rear panel oulpot CGUTPHT 11102 ueks (1 /MONO and R) 1o the inputs
of your amp/speaker system. G il you are asing a set of stereo headphones,
plug them into the rear panel PHONES juck,

Turn down the SY99's two VOLUME shiders marked ouTruT | and 2, located ac
the far left. Then turn the power on by pressing the POWER switch located on the
rear puncl to your right. After displaying a greeting message for about 1wo sec-
onds, a display stmilar to the lollowing should appear. If the SY99 was in Voice
Play mode when the power was lust tmed off, the upper left of the 1.C1D will
read “VOICE™.

LDTCE sy - 8L At Trans. Cr= 1 fii_l.ﬁlﬁ.'-
I
AP 1 Roc ks LAFMEL L
FRERLLEL P S I A Ta e A
EED R Srade ]
Semnd fi=t Cii-1 Dir

If the upper line of thie display does not shew VOICE then press the VOICE but-
ton located at the upper felt of the front panel.

Make sure thai the volume of your amp/speaker system 15 turned down, and
turn ity power on. Sct the volume of your ampfspeaker system o an appropriute
level, and gpradually raise the SY99's oUTruT 1 and 2 shiders while playing the
keyhoard. If you don’t hear anything, re-check the connections, and muke sure
that your ump/speaker systein is functionng correctly.

What you hear when you play the keyboard is defined as a voice. The SY99 has
128 voices that are preset in permanent memory, and 64 others stored in
cditable imternad memory. The 604 internal memory locations can also be used to
store your own original voices or vorces loaded irom a card or disk (ihe 64 voices
originafly stored in the mternal mesmory are also provided on disk and can be
reloaded it erased™). Ao optional RKAM or ROM card can be inserted into the
VOICE card slot to provide 64 more vinces,

The preset volees are organtzed mio two locatons, PRESET T and PRESET

The original internal vowes can he re-doaded by louding the fille named
SINTVOICE" from the "Chick Corea” demo disk, Use the load procedure
described on page 0 selociisy “O02:Syvnih afl” Distead of “01:AlE data™ in step
. Each of these has fowr banks (A4 Djwith FO voiees in cach. The 1O shows
the ten-character vorce napw, and also telly vau which memory the voice is
from The number in puaresihieses mdicates whast number the voice would be if
yau started counting frove die heginning of the bank,




PRESET 1 (B4 voices)

UDICE=P1—REL<E] 3

Trans.Ch= | 43
1
I.RQC ks LAFMZ 1A
Pq-IR'I—'iLLEL, EFE].ZESE => 5t.Chorus
! FhesFey, Staas |
Sethe] [ Metr CTLFT TiF

13 68 oo o o

This indicates that you are in Voice Play mode.
Memory PRESET 1.

Bank A.

Votce number 17 of 16 in bank A.

Voice number =17 of 64 in Presct 1

The voice name is “AP Rocks"™.

ICDPO

You will learn about the other parts of the display later. For now, here’s how to
select voices:

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

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

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

PO

O Seloct the voics memory
8 Select the bank
o _

® Saisct he .\r0|ce
Notice that the voice does not actually change until you specify the number 1 16,
If you want to play a different voice in the same bank, simply specify a different
number 1-16. There’s no need to re-select the voice memory and the bank each
time.

Go ahead and try out cach of the preset and internal voices. When vou are
ready to learn more about the SY99, continuc reading,

FRESET 2 (B4 voices)

Bank A

# Banh B Bank Gank [ * Bank A& Bark B Hamk & Bank O
1 APRocks GP:Alaska BRTrmpSec ST +Cuncert 1 SCiHeretic FL ‘S1eals RAPicked Wi Tenor
2 AP ICrsRock SPiSawPad BRBigband |  STsGresta - n SC tAarofng PL azzGitr BASlapped WHiSaxSact
_-3 AP iConcet SPiSquare BRiJazzTmp BFl;Spitz-__ B 2 SCJupitar B PL iMylong BA Fingers WNiAle
4 AP iBtgLayr SPiElagant BR MJeTmp ME +BigNack T a 5C. HazWhap F1 1 ESting RA. Fratlas WNISop-ano
& ER765tage SPDgilad BRIFrHarns FCiSnepper | 5 SC:Plectar PLEK 125t BA. Cassic WNIClaring |
6 EP Classic SPiLashed BRIDfkHorn " FCManimeba | 5 SC:Guaiar Pl Echaast BAUprgh WHNPanPipe
[ 7 EPNiteHwk | SPiSweoper " BRiAzen 18 PC. vibas | T sCPusi PL:Casler BADXSIap ME «Fhaniom
] EP.Bolrose SPiFlash BR DaBu;bs PO MusicEx 3 SC:Tanje.n PL:SleLead BA. Anabass ME HthsMan
| g EFBollRng SPiHmsiPa BR:Splat BC Tahif | 9 SG-Gizmo PLiMockAT BAResaSyn ME «Emparor
10 EP:Dxizm SP. Skylane BR:Pumped FCCloche o SCHealing SL-5awLead BA FatSyn ME S laLonp
11 EPGrnDual SPlArpagyi BHSIgLayr PCiBalan | 11 SCiAngatic 50 EctoSaw BAMogus ME «Asia
BB EPNVoxLayr SPWecktar ST:.Cctaves PC:Barim 12 CH!Grasing SLbuke QRB.Jazzy ME Draams
13 KY iSmokey SP:Crysaal ST:Criothna SE!Slther |} 13 CH:ltopian 5LiSyne ORBockerB ME Galaxy
14 KY iGraClay SP{Twinks ST Aosin DR Kits 14 CH. Vespers | &l:Square ORDucp MElsis
15 KY Clawnl SIl:Polydar ST uanz DH Parc 15 |  CHMNebuk SL. PuisevwM OH}F'urpie' ME ZaZoid
15 KYResoClv | SPiwamlel STiizza OitMixed | § e ClkWitehes Sl yla ORBsivca ME +Thusian

Sa8 page 297 for internal veice fist



How to load and play the disk demo songs

The disk included with the SY99 contains demo songs which take advantage of its capabilities. Here’s how
to load and play the songs:

CAUTION

Load the demo song data 1. Inseri one of the demo disk into the disk drive, with the shutter going in first
from disk and the label lacing up. Push 1t gently in until it clicks into position.

2. Press UTILITY, and then press ¥4 (Disk) to get the following display. (If you

have been editing voice or multi data, the top line of the LCD will blink
“AUTO-STORE”. For details on Auto-Store, refer to page 74.)

UTILIT'YI CDILSK ZALE TYPE=SY992 214

1ck Dhility Bi
5 RS Backur Disk
Kot LOd rom Dis B Heriane File
@ sSave To_Disk Biilelete Fll@

J&-E“ St = i =
= ﬁhii Lar“lé i]ﬁ!%ﬁ"fm ﬁﬁE %7! ﬁ,r“ 5]

3. Press v once to move the cursor to 02:Load From Disk, and press ENTER to
get the foliowing display.

LIOJRD FROM DISK a1
H A& FPan 1131 Voiloe B1

SRRt AT MterTonind 1291 Multi

HiiSed ALI HZISed Sebiyf 1201 Seono

B3:Sun Setu BYISond & Phn ldiCard

BS:te & MIt  1d:lther sed

4. With the cursor located at 01:All Data, press ENTER to get a display like ihe
following. (The filename may he ditferent.)

LORD FPUH LISKE

Dat.a Tde = ALl Dats

p Rty Tl R 21
R L J—

HIe e s e

W4 mee——— A9 ————em

BEE o [ I —

A ¥ [T

5. Press ¥8 (Go). The display will ask “Are you sure”. Press YES if vou are
sure you want to Joad the data from disk. Loading data from disk will erase
any data which was previously held in the SY99's sequencer and internal
voice and MDR/Sample memories.

6. While the data is being read from izl the bottom line of the LCD will show
“Now executing”.




7. When the data is loaded, the SONG LED will light red, and a display like the
following will appear. Press RUN to begin the playback.

SONG PLAY oy

Measure=0a1 Time= 1.4 =128 Used=
Hext Song = QA2 Click
Hext Mode ‘Plau Click Beat 1/4
rFu Select= S ={internal
Mt Jobi Jobd stur T-Ch Hame Dir

To histen to the demo songs contained in another demo disk, repeat the above
procedure.

Note:

The voices contained in the SY99's internal memory are replaced by other
data when you load data from either of the demo song files. You can restore
the tmternal voices by lvading the file named “INTVOICE” from the “Chick
Corea” demo disk. To do this, use the load procedure described above,
selecting 02 :Synth all instead of 01:All data in Step 4.



How to record a song

The SY99 can function as 16 independent synthesizers, and also contains a built-in 16 track sequencer.
This allows you to create sixteen-part compositions without using any other equipment. This section will
explain the simplest way te record a multi-part song.

Clear the sequencer 1. Turn the 3Y99 power off, and all data in the sequencer memory will be
memory cleared.
Select a Multi It multi mode the SY99 can function as 16 independent synthesizers. The multi

seltings determine which voices are used,

2. Press MULTI to enter multi mode. The MULTI LED will light red and a dis-
play similar to the following will appear.

MULTIaY-@a1] Tranms.Ch= 1 32
Porular Tune

PARALLEL. EFFliRzu. Hzll
EFFZIER —> Rau 2
SErd Mty i

3. Prcss PRESET 1. then press a memory select button 1-16 to select one of the
16 preset Multis. A table of the preset Multis is given on page 299.

Prepare for recording 4. Press SONG. The SONG LED will light red.

5. Press RECORD 1o get the lollowing display.

[SONG_RECORD ooy

SOHGET Lerod ]
Measure=sshl Tims= 4.4 J=ivR Ussd= 9
Muantize =1-18 Click =C
Receive Ch=kbd Click Bﬁat i«-“4
i [ le] =internsl
RN Ster Frch O FRlc
Record the first track 6. DPress a program select key to select the track you wish to record. With the

default settings, the tracks of the sequencer will transmit on the channel of
the corresponding number, and will be played by the corresponding channel
of the multi you have selected. For example if you have selected Mulii
01 Popular Tune and wish to record the Picked Bass part, press 2. If you
se¢lect a channel for which the multi does not use a voice, there will be no
sound.

7. Press RUN. After a two-measure countdown, recording will begin, Play along
with the metronome to record the part. When you are finished, press STOP.
Press 14 to return to measure 1.




Record additional tracks 8. As desired, repeat steps 5, 6 and 7 to select and record additional tracks.

Note:

A more complete explanution of using the SY99 sequencer is given in the
Jollowing section How to use the sequencer, which explains how to sei up
your own Multi. create rhythm patterns, arrange the rhythm patterns in track
16 {the pattern track), record additional tracks, edit the song, name it, and
save the finished song to disk. Refer to page 48 for details regarding the
Save [).”'OCGdlﬁ'G. .




About the SY99: RCM hybrid synthesis

The SY99’s RCM hybrid Lone generation system fuses the realism of digital samples with the expressive
power of FM. It uses Advanced Wave Memory 2 (AWM2} and Advanced Frequency Modulation (AFM) in
conjunction with digital filters to allow a wide variety of sound creation techniques,

Advanced Wave Memory

2 (AWM2)

Advanced Frequency
Modulation (AFM)

Dynamic touch and control

The possibilities of RCM

hybrid synthesis
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AWMZ uses 16 bit lincar sample reproduction with proprietary Yamaha con-
volution technology (digital filtering) that allows you to emphasize or cut any
desired portion of the frequency spectrum with full realtime control.

In addition to advancing beyond the FM syuthesis capabilities of the DX7 and
previous Yamaha synthesizers, AFM allows you to filter and envelope any
AWM waveform and use the shaped waveform as part of an FM algorithm to
apply frequency modulation, creating partials that were not present in the origi-
nal AWM waveform. This modulated wavelormn can be processed by additional
digital tilicring,

One of the greatest advantages of RCM hybrid tone genetation is that it fuses
the realism of digital sampling with the cxpressive power of FM. Keyboard
dynamics and controllers can be used to control nearly any aspect of the sound,
allowing great musical expresiveness.

The SY99 allows a wide variety of synthesis techniques to be used, and digital
filtering is always provided for each AFM or AWM element. The following dia-
grams show how the RCM hybrid synthesis system can stmulate many of the
analog and digital synthesizers of the past.

€ 4 (5 L6

ARM || Awm r Awmh—] { AFM | AWM | ij——l

O Filter style “analog” synthesis: Single cycle AWM waveforms can be
cnveloped aud filicred to simuluie analog synthesizers. (Various sawtooth
and pulse waves are provided. and the SY99°s filters can be configured as
24dB/octave [ilters with resonance adjustable into oscillation.)




& Traditional FM: The AFM tone generator can be used alone to produce any
sound that the DX series was capable of, and much more.

& AWM sample playback: The AWM tone generator can be used to play back
high quality digital samples [rom internal AWM memory or an optional
waveform card.

@ AWM sample playback mixed with FM: The sounds of the AWM and AFM
tone generators can be layered,

® FM modulated by AWM: AWM digital samples can be used to modulate
one or more operators in an FM algorithm, {or very complex FM sounds,

® AWM sample playback + FM modulated by AWM: In a variation of @, the
original sound of the AWM sample can be mixed with thc complex AFM
sound.

For techniques which use both AWM and AFM (@ © ®) there are two addi-

tional possibilities.

e Both AFM and AWM can be uscd to creale sustaining sounds,

® The AFM and AWM tone generators can be used to create different com-
ponents of the sound. with short transient AWM waveforms used 1o create
an attack and the AFM tone generator used to create the sustain component
of the sound {or vice versa).

Since cach voice can use onc, two, or four AFM or AWM elements, these
synthesis strategies can be combined in complex ways.
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About the SY99: AFM and AWM voices

The SY99 produces sound using two proprietary Yamaha technologies; Advanced Frequency Modulation
(AFM) synthesis and Advanced Wave Memory 2 (AWM2). A special Drum Voice assigns a different AWM
percussion sound to each note of the keyboard.

AFM — Advanced
Frequency Modulation

AWM2 — Advanced
Wave Memory 2

A voice consists of one,
two, or four Elements

12

Frequency Modulation (FM) is a patenicd Yamaha technology for producing
complex und controllable musical sounds, and was first made famous by the DX7
synthesizer. The SY99's Advanced FM (AFM) takes FM synthesis to new
levels of realism, expression, and programmability.

Each of the six FM operators in the SY%9 can use one of 16 different wave-
forms, and be connected to each other in 45 basic algorithms (patterns). In addi-
tion, each operator has two inputs which can be modulated by feedback from any
other operator, from a noise generator, or from an AWM sample. Compared to
previous FM instruments, many parameters have a wider range of control, and
the SY99 envelope generators have six segments with looping.

AFM can produce sounds that change dramatically in response to your
playing, allowing a wide range of expressiveness.

Advanced Wave Memory 2 (AWM2) is a patented Yamaha technology for
storing and reproducing digital sound. The SY99 contains 4 Mwords (8 Mbytes)
of AWM samples in Read Only Memory (ROM). including piane, strings, choir,
and percussive sounds among many others. Optional cards can be inserted into
the front panel WAVEFORM slot to make additional sounds available. The sounds
arc sampled in 16-bit linear format with a maximum sampling frequency
of 48 kHz.

In addition to the AWM samples in ROM and in optional WAVEFORM cards,
you can load samples into the SY99 from any sampler that supports the MIDI
sample dump standard, or from a disx created by the Yamaha TX16W sampler.
These samples can be assigned across the keyboard to creale a waveform,
which can then be nsed in the same way as preset or card wavelorm data.

AWM sounds are high-quality digital recordings of actual instruments.

Each sound that you have been playing from the SY99’s keyboard is defined as
a voice, and consists of one, two, or four elements. (The drum voice explained
below s a special case.) Each of these elements is actually the equivalent of an
independent synthesizer; cither AFM or AWM.

An element can be sct to produce sound for only a specific range of the key-
board, or for a specific range of velocities. This allows you to create a voice
which producces ditferent sounds for different ranges of the keyboard, or for loudly
or sottly played notes.

Key Velocity
127 4

c2 G-8

Element 1: [ﬂ]]}:m Element 2: g Element 3: Element 4:

Key Pitch




Two realtime digital
filters for each element

AFM x AWM x Filtering =
the SY99

Play up to 16 AFM notes
and 16 AWM notes at
once

A Drum voice consists of
76 percussive sounds

The one, (wo, or tour elements in 4 voice can produce many types ol keyboard
split and layer effects.

On carlier Yumuha synthesizers such as the DX7-1, layers and splits were
credted by combining two or more Voices into @ “Performance™. This meant that
sometimes you played Voices and other timies you played Performances.
However on the SY99, layers and splits can be Included in a voice, so you can
sirnply scleet a voice and play without counsidering whether it contains layers or
splits.

Each AFM or AWM element in a voice includes two 12 dB/uctave realtime digi -
tal filters, each filter independently contrelled by its own cnvclope generator
(EG). One filter 15 fixed as a Low Pass Filler (LPF) and the other filter can be
used either as a LPF or a High Pass Filter (HPF). This allows you 1o use the
two In conjunction to create a 12 dB/octave Band Pass Filter (BPF) or a 24
dB/octave [LPF. Veterans of analog synthesizers will be happy to heur that the
ftiter resonance (or Q") can be adjusted all the way into filter osciilation.

Since a voice can consist of one, two, or four elements, a single voice can
use 2, 4 or § independent [iliers.

The SY99 can utilize most of the programming techniques of previous synthe-
sizers; FM, sample playback, and realtime filtering. This means that the SY%9
ran produce the sounds of the classic 24 dB/octave analog synthesizers of the
past, the M sounds of the DX serics, the sampled sounds of many of today’s
instruments ... and alse sounds thar have never been heard hefare.

The SY99 contains two tone generators; an AFM tone generator and an AWM
tone generator. The AFM tone generator can produce up o 16 simultaneous
notes of FM sound, and the AWM tone generator can produce up to 16 simul-
1aneous notes of digitally sampled sound.

Some voices consist of only one element, some of two elements, and others
of four clements. (The Voice modc sctting inside cach voice determines how
many elements are used.) The important thing to remember is that up to a total
of 16 notes of AFM sound and 16 notes of AWM sound can be sounding at any
time. If a voice plays two or more elements for a single key, the sound will be
more complex and richer, but you will be able to play fewer simultuneous notes.

[n addition to the “normal” voices cxplained above which consist of one, two, or
four elements, the SY9Y provides a special type of voice; the Drum voice,
A drum voice has no elements, but consists of a different AWM sample for each
of the 76 keys of the SY99 keyboard.,

A drum voice can be played from the keyboard just like & normal voice.
Usually you will use a sequencer to play a drum voice, providing drums and per-
cussion accompaniment. Either the SY99's imernal sequencer or an external
MIDI sequencer can be used to play a drum voice.

There is no distinction between normal voice memory and drum voice mem-
ory; elther type of votce can be stored in any of the voice memories.
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About the SY99: pan, effects, and output

Each of the one, two, or four elements in a voice has two independent digital filters, and is scat through its
own pan tabte. The SY%9 also has two built-in digital signal processing (DSP) effect systems which can be
controlled in realtime, and effect settings are stored as part of each voice. '

: : e | e Griip 1 N ] CUTPUT 114 +2
Elament 1 : Element dynamic pan !I'_"_> Dutput group select A Dut .
(AFK ar AWK 1 {preset 169, internal 1-32) | [off, grp1, grp2, both} % — weldry

| send 2_| (effect type 1-63)
A Dut 2
B wetdry

QUTPUT 2

Send salact
isend 1—4 on/off)

Send level
0. 127

Eftect 2
send 4 _leﬂect typs 1-G3)

mone audie ———=-*

—

stereo Audic

Dynamic pan table for
each element

Each clement in a normal volce is sent through a dynamic pan table (64 preset

and 32 user pan tables are provided) that deterruines how the sound will maove
between the left and right owtputs. Fach pan table has 1ts own EG, and also |
allows you 10 seleet 4 pan source (velocity, key note number, or LEOL Another
controller can be assigned to further bias the panning movenent.

Each of the 76 notes in a drum voice can be panned to o tixed position.

Two DSP effect units The SY99 contains two high quality DSP effect units. Each effeet unit cun pro-
duce 63 different effects, including reverb, delav, tone control. distortion, rotary
speaker, and ring modulator.

Effect types 1-29 are singfe clfects, in which the effect unit creates only one
etfect. Effect types 29-51 are cascade type effects, in which the cffect unit func-
tions as Llwo independent units connected 1n series. Effect tvpes 32-63 are dial
type effects, in which the effect unit lunctions us two independent umis con-
nected in parallel.

Each effect type has up to 10 paranicters which you can adjust.

Effect type = 1-29 (single type)
ex., 1. Rev Hall

Etfect {ype = J0-571 {cascade type)
ex., 29. kcho-»Hav

Effect type = 52-63 (gual type)
ex.. 51. Hal&Flaie

send 1 )-( T

Plate

send 1 send 1}

Rev Hall Echo

SN

Hev

send 2
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Two output groups

These two etfect units can be arranged in either serial or paraflel mode. (The
diagram at the beginning of this section shows the effect units arranged in
parailed mode.)

[EFFECT MOIE SELECT EL ¥ 213
Ser13 Effect 'r:-;ie = =2rial

MTREES Far]

Zendit A ll—!iﬂu:u.l

EZ Fl' EFE2
T| TV
[E}%L" Fan’

{Eant

© o © ) o
EFFECT MODE CELECT Et [IE 2173
Paral 1o [Tt Moj = Paralle
[ﬂﬂ’ ra I
CandlH T3 < oAy

E

- | pEEz " F
_CEE ol

Depending on the effect type (single, cascade, or dual), each effect unit is driven
by either one or two cffect sends. Depending on the cffect mode (serial or
parallel), the two effect units will be driven by a total of 1-4 effect sends. Each of
the one, two, or four elements in a normal voice {and each of the 76 AWM
sounds in a drum voice) has its own effect send level adjustment for each of the
four effect sends. Velocity and keyboard scaling can also be made to affect the
clfect send level, for example allowing you to apply a greater amount of reverb
(or other effect) for loudly (or softly) played notes, or for high or low notes. This
allows you to apply effects to a voice with great precision.

In addition, you can specify any two parameters of the two effect units to be
controlled from two assigned control sources (control change messages, after-
touch, velocity, key scaling, or the effect LFO).

All effect scitings are stored as part of each voice.

The stereo output from the dynamic pan table of cach element can be sent to
either or both of the two output groups, where it is mixed with the stereo outpart
from each cffcct unit. The output level of each effect and the “wet:dry” balance
for each output group can be set independently.

The final mix is sent from the two sterco pairs of rear panel jacks
OUTPUT 1/1+2 and QUTPUT 2.
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About the SY99: multi-timbral sequencing

In Multi mode, the SY99 acts as 16 synthesizers, each able to be controlled independently and produce its
own sound. The SY99’s built-in 16-track sequencer records and plays back musical data. Each track !-15
contains an independent musical performance; notes, pitch bends, controller movements, and program
changes. You can create 99 patterns and place them in track 16 (the pattern track). Using the sequencer
together with multi mode lets you use the SY99 to create sixteen-part compositions,

In Multi mode the SY99
is 16 independent
synthesizers

Use the sequencer to play
a multi

Three ways to record —
realtime, punch-in, and
step

16

In Voice mode, the SY39 plays a single voice m response to the notes you play
and the controllers (wheels, foot pedals, etc.} you move. However im Multi
mode, the SY39 acts as 16 completely independent synthesizers, cach sounding
a different voice and responding independently to notes and controller move-
ments.

To create multi-part compositions, you will play and record one part at a time
using the SY99 sequencer,

A sequencer 13 a device that records music, but instead of recording the
sound of a musical performance, a sequencer records the musical data; the pre-
cise timing of the keys you press, program changes, movements of the sustuin
pedal, foot contrallers, and wheels, etc. When this data is plaved back, the result
is exactly the same as il you were playing the keys and moving the controllers,
You can record Tracks (musical parts played by one instrurment) one at a time,
and then play back all the tracks together.

The SY99 sequencer has 16 tracks, and cach track plays the corresponding
channel of a Multi. {A multi can also be played by an external sequencer con -
nected to the MIDI IN terminal, and the sequencer can also transmit data from
MIDI OUT 1o control external synthesizers.) For example, you might select a
piano vaice for channel 1 and record the piano part on track 1, select a strings
voice tor channel 2 and record the strings part on track 2, and so on for all six-
teen tracks and voices.

SEQUENCER MULTI
Measure 1 .2 _E;ch channel in the muitf caﬁ ;.J-I.;):;diﬂarant volge
. 1 . . PIE_I_T.]__O. B
Track 2 ] o — Strings
Track 3 o N - Brass
Tracl; 16 {pattern t_r_ack) » Peorocussion _ N

The 5Y99 sequencer lets you record in three ways.

Realtime: In realtime recording, notes and controller movements are
recorded with the exact timing that you play them.

Punch-in: Punch-in recording is like realtime recording, except that the data
15 recorded only for the measures you specify. This is useful for fixing minor mis-
takes i an otherwise well-recorded track.

Step: Step recording allows you to enter notes and other data one step at a
time. This allows you 1o record complex musical phrases that would be impos-
sible for a human to play, and also can be used to edit individual notes that have
already been recorded.



Sequence editing johs

99 Patterns can be used in
a song

Pattern recording —
realtime or step

A wide variety of “sequence editing jobs™ are provided to allow you to modify
the musical data that has been recorded.
& Tracks can be moved forward or backward m Ume, mixed, or deleled.
& Measures can be copied, erased, deleted, or created.
# For specified measures you can quantize the data {adjust each note to a
specified timing precision}, lranspose it to a different pitch, adjust the
velocity (playing strength), or modify the gate time (note length).

In Pattern mode vou can create up o 99 patterns; short phrases one to thirty-
two measures fong. Then in Song Edit mode you can edit track 16 (the pattern
track), placing pattern numbers and repeat marks to determine which patterns
will be played as the song plays back. Patterns are especially suitable for
rhythm parts; since the same basic drum patiern may be repeated many times
during a song, you can record a single pattern and place it in the pattern frack
wherever you wanl il o play back. When song pluyback reaches that point, the
pattern will play back along with tracks 1-15.

Track 18 contains [ Fin Pin f Fto
pattern numbers | 01 n2 01

Playback result c .l:: J D J JJ

Pin.o1=) ) Pno2= L)

Patterns cun be created either by realtime recording or step recording.

Realtime recording: Since patterns are sometimes used for drum and per-
cussion parts, realtime pattern recording has features that make it easy tfor you
to build up complex drum parts. There is no need to play all the rthythm instru-
menis at once, When you record a patlern in realtime, the pattern will continue
repeating, and vou can add cach instrument one by one as the pattern repeats.

Step recording: When step recording a pattern, the LCD will graphically
indicate exactly where you are in the pattern. You can move back and forth,
entering notes on each subdivision of the beat to build up a pattern of any
complexity.

[PATTERN RECORD;rarrerios 3
Measure=81l Time= 4,4 =120 Used= &8
Leanath :fgﬂ Click =rec
Buantize =1-1¢5 Click Peat=]-4
S s D= b Lt ot =intarnal
E&ﬁl Step Job  Stup Clr
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Front panel: left side

In order to understand the rest of this manual and take full advantage of the SY99, you will need to know
the names and uses of the controls and other features of the front panel. This page explains the left side of

the front panel, including the L.CI),

Keyhoard:
The 76-note keyhoard of the SY99 is sensitive to
key-on velocity and to channel aftertouch.

Pitch and modulation wheels:

The PITCH wheel bends the pitch up or down, and
is spring-loaded to return Lo center position. The
MODULATION 1 wheel affects the sound as
specified by the voice parameters; usually con-
trolling the amount ol vibrato or tremolo. The
MODULATION 2 wheel also alfects the sound as
specified by the voice paramcters, but is center-
detented to help you return i to exactly center
position.

Disk drive:
The 3.5" 2DD floppy disk drive can economically
store large amounts of the various types of data
used by the SY99. The disk drive indicator LED
will light when the disk is being read or written,
Never attempt to vemove the disk while this
LED is it Daoing sa could damage the disk,
Ingert the disk with the label facing up, from
the end with the shutter. To remove the disk,
press the button at the lower right of the drive.

DATA card stat:
An optional RAM card (MCDG64) can be inserted
mto the DATA slat to store data for the SY9Ws
tone £enerator.

Waveform card slot;
An optional waveiorm ROM card can be inserted
nto the WAVEFORM slot to provide additional
AWM sounds.

Volume sliders:
These sliders regulate the output velume from
the two pairs ol stereo output on the rear panel.

Liquid Crystal Display (I.CD}:
The 240 x 64 pixel LCD 15 backlit for readability
cven in dark locations. Adjust the CONTRAST
contro! on the rear punel to suitl your viewing
angle.
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Mode select keys:
The functions ol the SY9Y arc divided into five
modes. Press one of these buttons to select the
mode, and the LED abave the button will light
red to indicate the selected mode.

The SY99’s Synthesizer is always in one of
two modes; Yoice mode or Multi mode, One of
the LEDs above these two keys will always be
lit (green, if neither Voice nor Multi mode is
seiected) to indicate which mode the synthesizer
is in.

The SY99's Sequencer i1s alwiys in one of
two modes; Song mode or Pattern mode. One of
the L.EDs above these two keys will always be
Iit (green, if neither Song nor Patterm mode is
sclected) to indicate which mode the sequencer
1S ite.

The Utility mode LLED is cither red {when
Utility mode is selected) or oft (when a diffcrent
mode is selected),

Kdit/Compare:
Press this button to edit the data of the currently
selected Voice, Multi, Sequencer Song, or
Sequencer Pattern. In voice edit or multi edit
mode, pressing this button allows vou to com-
pare the original data with the edited data.

Copy:
While editing, this bution is used to copy various
types ol data.

Effect Bypass:
At any time, pressing this button will allow you
to hear the sound without the DSP effects. The
red LED will Light to indicate that the etfects are
bypassed. To defcat cftect bypass, press the
button again,

Sequencer control;
The SY99 sequencer can be used at any time,
even while editing a voice or multl. The data
played or recorded will depend on whether the
sequencer Is in Song or Pattern mode.
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I : Meove to the beginning of the song

<] : Move back one measure (press and
hold to move backward continuously)

LOCATE : Move to a previously specified loca-
tion

[2x4 : Move forward one measure (press
and hold to move forward continu-
ously)

RECORD : Start recording (during recording,
LED lights red)

STOP : Stop playback or recording

RUN : Begin playback (blinks green on each
beat of the click, and blinks red to
indicate the first beat of the mea-
sure)

Shift:

While the SHIFT button is held down, the function
keys F1-F8 will act as F9-F16. Also, pressing the
JUMP key while SHIFT is held down will mark the

current page. Finaily, you can press one of the
program select keys 1-16 while holding the SHIFT
key to change the §Y99’s transmit channel.

Function keys:

In some jobs, the bottom line of the LCD will
display a function for F1-F8 (F9-F16 while the
Shift key is held down). These keys are used in
various ways, such as selecting menu items
shown in the function key display, moving the
cursor in the display, or executing a function
shown in the function key display.

Exit:
This key moves back to where you last were
before entering the level you are now in; i.e., it

moves back to the previous branch of the function
tree, '
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Front panel: right side

This page explains the front panel features to the right of the LCD.,
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Page >

These keys move 1o the next ar previous function
within the same level; Le., they move from hranch
to brunch of the “function tree”,

Jump/Mark:

The LE of cach function in the SY99 has a
“system page number”, which is displayed at
the upper right of cach 1.CD. If you know the
number of the page to which you want to jump;
press JUMP, use the numeric key pad to enter the
page number, press ENTER, and you will be
taken to the specified page. The page numbers
for each function are listed in the REFERENCE
section of this manual and on the supplied JOB
TABLE card.

You can press MARK while holding SHIFT to
mark the current page. A total of five pages can
be marked in this manner. To jump to onc of
these five pages, press JUMP followed by the
function key (1 1o Fs) which corresponds to the
desired pape.

Data entry slider, data entry wheel, —1/+1:

The duta entry slider, data entry wheel, and
1/+1 keys arc ull used to madify the data value
indicated by the cursor.

When you move the DATA ENTRY slider, the
data 15 directly set to the value corresponding to
the shder position.

The data entry wheel can be rotated freely in
cither direction, and will change the current data
value continuously. In job or voice directories it
will also move the cursor around the screen.

The ~1/+1 buttons will decrease/increase the
current data value in steps of one., (These but-
tons also act as “yes/no”™ or “onfoft™ for various
functions.)

The data cniry wheel and —1/+1 buttons can
also be used to select programs (veice or multi).

The slider, wheel, and -1/+1 will not neces-
sarily act in the same way for all functions.
Exceptions will be noted when each function is
explained.

Cursor keys:

Use these keys to move the cursor in the LCD to
select items or data. (Simply moving the cursor
will not modify ihe darta.)

Numeric key pad:

Use these keys to enter data as an absolute
number.
® o sefect u voice or multl

® afier pressing JUMP to specify the page to
which you want to jump

¢ to directly enter a value for the data indicated
by the cursor

® to directly select an item {rom a directory

When step recording sequencer data, the numeric

key pad is used to enter the note values printed

above each key. When specifying a voice name

ete., the numeric key pad enters the characters

printed below each key.

In general to enter a value, use keys 0-9 to
specily the value, press +/— to change the sign if
necessary, and press ENTER. In some cases,
ENTER is not necessary.

Memary source select:

When selecting a memory, press one of these
buttons to select the source; INTERNAL (internal
user memory}, CARD (card memory), and PRESET
I or 2 (internal ROM presel data). The LED
above cach hurton will light to indicate the
selected memory,

When in Voice Edit mode, these buttons are
also used to dircctly select elements |4,

Bank select;

When selecting a Voice program, press one of
these buttons to select the bank: A D. The LED
above cach button will light to indicate the
selected bank.

When in Voice Edit mode, these buttons are
also used to turn elements 1—4 anjo!T.

Program select:

These keys are normally uscd to select programs
{voice or muli). The sclected button will light
red. In addition, they have the following special
Uses.

Voice edit mode: While you are editing an
AFM element, buttons 1-6 select operators 1-6,
and buttons 9-14 turn operators 1—6 on/off.

Sequencer mode: Buttons 1-16 will mute/
unmute tracks 1-16 in the play modc or select
tracks for recording in the record mode. The
LEDs will light green to indicate tracks which
contuin data. Muted tracks which contain data
will blink green during playback. Tracks selected
for recording or editing will Jight red,

At any time, you can hold SHIFT and press a
program select button 1--16 to seleet the channel
on which the SY99 will transmit MIDI mes-
sages. This also determines which channel of a
Multi the keyboard will play.
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Rear panel

In order to connect the SY99 to other devices (an amp/speaker system, MIDI equipment, footswitches,
ete.), you will need to know the names and uses of the various items on the rear panel.
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MIDI IN, OUT, THRU:; Any MIDI device (sequencer, keyboard, WX7/11 wind controller, G10 guitar

controller, ete.) can be connected to MIDI IN to play the sounds of the SY99.
Data produced by the SY99 keyboard and the SY99 internal sequencer is
transmitted from MIDI OQUT. By connecting a tone generator module or synthe-
sizer to this terminal, you can play it from the $Y99 keyboard.
The data received at MIDI IN is re-transmitted unchanged from MIDI
THRU. Another MIDI device connected to this terminal will receive the same
MIDI data that the SY99 receives.

Confrast: This knob adjusts the contrast of the LCD. Adjust it to suit your viewing angle.
(At extreme setiings the display will not be readable.)

Breath: By connecting an optional BC1 or BC2 breath controller to this jack, you can
expressively control various aspects of a sound by blowing into the breath con-
troller. For example, a voice might be programmed so that the tone or volumne
changes in response to breath controller signals. (The effect will depend on the
breath control sensitivity parameter settings of each voice.)

Click volume: This knob adjusts the volume of the click (metronome) produced by the
sequencer.

Foot volume: An optional foot controller (FC7, FC9, etc.) can be connected here to regulate
the overall volume of the §Y99.

Foot controller: An optional foot controller (FC7, FC9, etc.) can be connected here to use in
realtime modulation of voice parameters assigned to the foot controller in Voice
Edit mode,
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Sustain:

Foot switch:

Phones:

Output 1/1+2 (L/MONO, R):

QOutput 2 (L, R):

Expansion slots:

Power switch:

Power cable:

An optional foot switch (FC4, FC5) can be connected here to act as a sustain
pedal.

An optional foot switch (FC4, FC5, etc,) can be connected here to perform the
function (hold on/off, portamento on/off, etc.) determined by the Assignable Foot
Swiich setting of Utility mode.

A pair of stereo headphones can be connected here to monitor the combined
stereo sounds of outputs 1 and 2,

If the OUTPUT 2 LR jacks are not plugged in, these jacks will output the com-
bined stereo signal from output group 1 and group 2. If the OUTPUT 2 LR Jacks
are plugged in, these jacks will output the sound from the group 1 stereo output.

If only the L/MONO jack is used, it will carry the combined output of L. and R.
(Use the L/MONO jack if your mixer/amp system has only one input.)

These jacks output the sound from the group 2 stereo output. If your mixer/amp
system has four or more inputs, using both the OUTPUT 1 and the OUTPUT 2 jacks
will allow you to treat the two output groups in different ways, perhaps by pan -
ning them to different locations, or processing them through different external
effect devices.

There are five expansion memory slots behind the YAMAHA 5Y99 logo plate.
You can install optional expansion memory boards (model SYEMBOS) in these
slots to expand the SY99’s MDR/sample memory area to a maximum of
3 Mbytes. For details, refer to Memory expansion boards in the appendix (page
325).

Press to tumn the power on or off. The front panel display will light when the
power is tumned on,

Plug the power cable into an AC outlet of the correct voltage.
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How to move around: job directories

The functions of the SY99 are organized into five main Modes and four editing modes. Some modes have a
Job Directory that shows the various jobs (functions) in the mode. Move to the desired function by selecting

a job from the job directory.

Five main modes (1)

Play modes and Edit

modes (2)

Select a job from the job

directory (3)

24

The SY9Y operates in five main modes. Press one of the {ive mode select but-
tons 10 enter the corresponding mode. (A red LED will light to indicate the
selected mode.)

Press to er‘lter where you can

VOICE Voice mode Select and ptay a Voice.

MULTI Mutti mode Select and play a Multi.

SONG Sang mode Flayback the song in sequencer memory.

PATTERN Pattern mode . Select and playback a pattern from sequsncer memory.

UTILITY Utility mode © Make overall settings for the SY99, manage disk and card
; data, etc.

While in voice, muly, song, or pattern mode, press EDIT 1o move 1o the corre -
sponding edit mode. For example Voice Edit mode is where you modify the sct-
tings that make up a voice, and Song Edit mode is where you modify the data
thal makes up a song. (There is no “utility edit”™ mode.)

Press o enter then press where you can
VQICE Voice mode EDIT Voice Edit mode
MULTI Mulli mode EDIT fMulti Edit mede
SONG Song mode EDIT Song Edit mode
PATTERN Pattern mode EDIT Pattern Edit mede

To leave an edit mode, simply re-select any of the five main modes {or press
EXIT trom the tap level of the edit mode to return to the main mode from which
you camc).

Whenever a mede or function is sub-divided into more than one job, there will be
a “job directory” that lists the various items or operations, For example, when
you enter Multi Edit mode, the following display will appear.

MULTI EDIT 428

al-@1 Forular Tuhne ai
G:St.— F’r.m M - 132 ===
tUolume  KiDutLs 0: ———— 143w
G Tuning !}"lEFfec’r N e 15: Initlz
HS) t HYE 27 ———m [Hclo
G 5}

This lists the various parameters that can be adjusted in Multi Edit mode;
1.Voice, 2.Volume, 3. Tuning, ete.

To select an item from a job directory, use the arrow keys to move the cur-
sor to the desired item and press ENTER. For example, if from the above display
you press v once to move the cursor to “2.Volume” and press ENTER. the fol-
lowing display will appear.




Function keys (4)

Move between jobs using
4w (page) (5)

To return to the job directory, press EXIT.

In most screens, you can press the function keys FI-F8 to move the cursor or
perform various operations. In the above display for “2.Volume”, pressing F1—Fg
will move the cursor to channels 1.-8 of the multi

Notice that an inverted “S” is displayed al the bottom right. This means
that the function keys will perform additional functions when pressed while hold-
ing the SHIFT key. While you press and hold the SIIFT key in this screen, function
keys F1 and F2 will switch the screen between channels 1-8 and chaancls 9-16
of the multi.

Suppose that you wanted to move from the “2.Volume” job to the “3.Tuning”
Job. You could press EXIT (o return to the joh directory, and then press 3 and
ENTER 10 move to “3.Tuning”, but there is a faster way.

To move between jobs of the same level (i.c., inside the same job directory),
use the PAGE <1 keys. For example if you are now in the “2.Volume” job,
pressing PAGE < would take you to the “1.Voice” job, and pressing PAGE
would take you to the “3.Tuning” job. When moving to a nearby job, this is
usually faster than returning to the job directory,

voicE || mutti . [ sona | [paTtERN] | uTiTy | @ Select 2 main moda
® Enter edit mode

Mlay ® Use the cursor or
|" EDIT l numeric keypad to select

:[ a pags, and press ENTER.
Multi edit
page _dire_ctory

Select a page

(I 2 ) 3 .
¥ | - .
voice ' | volume 1-8 P Volume 9-16 | [ Tuning1-8_ | Tuning 916 |
mo - T T= o am o
F1 F2 Ft F2
® Use <> PAGE 1o O LUse the function keys
move betwesn pages {or SHIFT + function keys}
of the same lavel. 1o move within multi-
- e screen pages.

25




How to move around: the jump function

If you already know the exact function you need to use, it is possible to jump directly to a specific page
number instead of working your way through the job directories. The jump function also allows you to mark
frequently used pages for easy jumping.

Jump to a specified page
number

26

It you need to move o a distani job, 11 may sometimes be necessary to press
EXIT several times, and then move down through two or more job directories. In
such cases, it 15 much faswer to jump directly to a specific page.

You may have noticed that most page displays have a unique three-digit
number in the upper right corner. This is the Display Page number. For example,
“Multi edit 2. Mults Volume” is page #402. If you frequently nced to adjust the
setungs of this page, remember this page number. Then, no matter where you
are, you can press JUMP, 4, @, 2, and ENTER to jump nstantly to that page.

1. Press sumpe.

PRAGE JUMP

Markl =
Jump to Pade Marks =
| ] Markd =
Markd =
Marks =
L_HT_ Mz ! Md M= HC T

2. Enter the three digat page number.

PAGE JUMP

1‘ Markl =
! Jume Lo Padae Mark? =
s Mar-ks =
Markg4 =
Marks =

ME M3 [RES ik MCTr

3. Press ENTER and you will jump 1o the specified page.

VOICE UOLUME 482
MUL_TIEI-&#1 Porular Tuns

Selec tF-d UgicesPL-H11C11> EPIGrnDual

E] (EX 0d B 5 iy a8

While you are becorning familiar with the SY99 it will probably be easier for you
to sclect the desired page while viewing a page directory. However as you gain
more experience, you may find it convenient to use the JUMP key to go directly
to frequently-used pages. The page numbers for each {unction are listed in the
REFERENCE section of this manual and on the supplied JOB TABLE card.




Mark frequently used
pages

Jump and the Auto-Store
function

Practiced programmers may even find the jump function a bit tiresome, since
each jump requires five keystrokes. You wilt be happy to know that there is a
solution to this, too: you can mark up to five frequently used pages for easy
access with just 4 couple of keystrokes,

. To mark a page, press JUMP while holding the SIIFT key down.

.UDICEHI —[a1cal s Tranz,Ch= 1 1jfEs

|
AP | Kocks 1EMH Polu
FERERLLEL EFF1:EQ -3 St.Ch?Pus

EFF2iFoy, St s50a

Send sty CLerl DIF

2. The page will be added to the menu of marked pages which appears when-

ever you press the JUMP key.

PAGE JUMP
Markl = @@
Jump _to FPade Marke =
| Markd =
larkS =
Ml MY HIT HE TS r

3. To jump to one of the marked pages, simply press the JUMFP key followed by
the function Key corresponding to the page you wish to jump to.

You will notice that newly marked pages are added to the function key menu in
sequence, from It to F5. Once marked pages have been assigned to each of
these five keys, however, new pages are added on a first inffirst out basis. This
means that whenever 4 page 1s marked, it 1s assigned to function key F5. At the
same tme, the page that was assigned to Fl becomes unmarked, and the other
marked pages {assigned to r2 through F3) shift up to take its place.

You can clear all of the marked pages at once by pressing JUMP folowed by
FR {Mclr).

Whenever you leave Multi Edit or Voice Bdit mode after modifying the data,
whether by pressing EXIT or by using the jump function, the Auto-Store message
will appear to ask vou whether you want to save your modifications. At this
point you must press F6 (Ret) to return to the edit mode, ¥7 (Quit) to quit with -
out storing the changes, or F§ (Stor) to store the data.
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How to enter data

To select a voice, adjust a parameter, or give a name to a newly created setting, you will need to enter
various types of data into the SY99. The ~1/+1 keys, data entry slider, and data entry dial provide various
ways to enter data. Use the data entry method that is most appropriate for cach situation. (page 30
explains how to use the numeric key pad.}

Select the data to enter

-1/+1 (nofyes)
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First, use the arrow keys <> Av to move the inverse cursor to the data you
want 10 modify.

OO0 mlele

i

OB WO

Move the cursor
on the LCD

Next you will modify the value using onc of the following; —1/+1 keys, data entry
wheel, data entry slider, ar the numeric key pad. The method you use will
depend on how you want to modify the data.

If you want 10 decrease or increase the existing data value one step at a time,
use the - 1/+1 keys. Each time you press the -1 or 11 key, the data will decrease
or increase one step. This method allows you to move in precise steps, butl can
take a long time when you need to make a major change in the value.

Some parameters consist of a “offfon” setting, and sometimes you will be
ashed to reply “nofycs” to a guestion (such as “Are you sure ?). In such
cases, press -1 to turn something off or to answer “no”, and press +i Lo turn
soinething on or to answer “yes”.
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[ Decrease/Increase -l
the data one step
atatime




Data entry wheel If you want to decrease or increase the existing data value by a significant
amount, use the data entry wheel. As you rotate the wheel to the right
{clockwise) the data will increase, and as you rotate the wheel to the left
(counter-clockwise) the data will decrease. The wheel rotates freely; it modifies
the data by its movement, not by its position. Like the —1/+1 keys, the data
entry wheel modifies the existing value, but is more suitable for making larger
continuous changes. In job or voice directories, the wheel can be used to select
Jobs and voices.

Decrease Increase

el

FELLdrennt
berrrrrreid

Data entry slider If you want to set a data value to some setting relative to the entire range of
that value (for example “maximum”, “minimum”, or “about 90% of maximum™),
use the data entry slider. When you move the slider, the data value is imme-
diately changed to correspond to the position of the slider. The range of the
slider will match the range of the parameter value. For example if the parameter
being modified has a value range of 0-127, pulling the slider fully towards you
will set a value of 0, and pushing the slider fully away from you will set a value
of 127. Setting the slider exactly in the middle of its range would set a value of
64.

Since the range of the slider always matches the range of the parameter you
are adjusting, there is no need to remember the range of the parameter; just
move the slider to the position that corresponds to the relative setting you want.

1 L'.‘-»-. 4 Ji }
OO0 (@&
- :
Range of | 0~99 | 0~7 | —50~+50 )
parameter
7 +50 = z wo o st
Pasition - E - )
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How to use the numeric key pad

The numeric key pad can be used to enter an absolute data values, as well as characters for a memory
name or disk file name.

How to enter absolute If you want to set a data value to some specitic number (for example 57" or

numerical data “12173, use the numeric key pad. Press one or more keys 09 to specify the
number, press the — key 1o change the sign if necessary (when entering a4 nega-
tive number), and press ENTGR. For example if you wanted 10 enier the number
“~187, you would press i, %, —, ENTER, If the data value has a three-place range
{such as 01277, there is no nead o add a zero n front.

PAGE . . .
I Foow
)OO D& E
YW vz’ [
N A L )
Blala
E E W POR #1Y
i D EE
- - =3 o L
- - - -
0 =

€ Press ENTER
@ Spacily the sign
@ GSpesify the number

In most displays, the first digil you enter from the numeric key pad wili be dis-
played blinking. When vou enter the second digit the number will be finalized.

How to enter character You will sometimes need to enter character data to specify a voice name, multi

data name, file name, etc. When the currently selected parameter requires that you
enter character data, the numeric key pad will act in a different way than usual.
To try this out, jump to the Voice Name page by pressing the following keys in
order; JUMP, 2, 2, 9, ENTER. The following display will appcar.
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Other uses of the numerie
key pad

This display is essentially the sume as for any other job that requires you o
enter character data, Press 11 {CIn) 1o clear the currently set name, and press F2
{Uppry or ¥2 (Lowr) 1o select uppercase or lowercase lerters.

Notice that below the ¢ key arc printed the characters A", *B”, and “C".
Press the 0 key, and the numeral “0” will appear. Press it again for the charac-
ter “A”, again for “B”, and again for “C”. Press it once more and “0” will
reappear. I[n this way, each time you press a key, the character indicated by the
cursor will alternate through the alphabetical characters printed below it and the
numeral printed on the key itself. (If you press another of the numeric keys, the
cycle will begin from the first character.) Notice that the third press of 8 1s an
apastrophe, that 9 gives you an asterisk, ampersand, and an undcrline character,
and that — enters a hyphen, slash. comnia, and period.

Other characters are available in addition to the characters entered using
the numeric key pad. These characters can be selected using the DATA ENTRY
slider or the —1 +1 keys. Moving the bata ENTRY slider will scroll through all
available characters i the lollowing order.

(Space) ' "# S G & T (yx 4, - JO~9
c=>7@ A~Z [\N12A “a-~z !l | )} ~ (Spacel

Use the <> keys to move the cursor, and enter characters for the desired name.
Pressing the ENTER (space) key will enter a blank and move the cursor to the
right.

In step recording mode, the numeric keys specify the note value printed above
cach key. Tor example key 1 will enter a4 whole note and key & will enter a 32nd
note. Details will be explained in the section on step recording,

in jobs where you are required to set parameters and execute, you will
exccule the specified job by pressing the ENTER button. Details will be
explained when necessary.
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HOW TO USE THE SEQUENCER

This section 1s a step by step explanation of how to create a song using the SY%9's built-in
sequencer. By using the sequencer in conjunction with Multi mode, you can create songs of

up to 16 independent parts.

Contents of this section

How the sequencer controls the tone generator.......

----------------

Set up a multi

Create rhythm patterns and edit the pattern track...

Realtime recording.....umveermrescrms

Punch-in recording

--------

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

SONE dItING eorsirresrisorsirssiesnosisssisisssnisasesrirarersrsassnanass
Using a song edit job ......

Saving your sequence to disk

----------------------------------

-----------------
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How the sequencer controls the tone generator

Although the SY99’s tone generator and sequencer are contained in the same unit, they are independent.
When the tone generator is in Multi mode, each channel of the multi can be played by a different track of
musical data from the sequencer.

The tone generator and The SY99 s divided into two sections; a tone generator which produces sound,
sequencer are and a sequencer which records and plays back data such as notes and controller
independent movements to control sound. The sequencer is completely independent of the

tone generator, and has its own set of control buttons. This allows you to start
or stop, record or playback at any time even while editing a voice or multi. It 1s
especially helpful to edit a voice while it is being played by a sequencer pattern,
or to make adjustments to the volume balance or pan scitings of a multi while
listening to the song playback.

The sequencer will record data ftom the SY99’s keyboard and also from
MIDI IN, and will play buck data to the SY99’s tone generator and also transmit
it trom MIDI QUT. The tone generator will produce sound in response to data
from the sequencer and also from MIDI IN,

MIDI IN
Keyboard : Sequencer |~ Tone generator |
MIDI OUT
How the sequencer Depending on whether the SONG or the PATTERN bution was last pressed, the
controls the fone sequencer will record and playback data either in Song mode or in Pattern mode.
generator Depending on whether the VOICE or the MULTI button was last pressed, the tone

generator will produce sound either in Veice mode or in Multi mode. This means
that the sequencer and tone generator can work together in four possible ways
as shown in the following table.

Sequencer Mode } SONG SONG PATTERN PATTERN
Transmits 16 channcl;s. "16 channers- -‘i-::hannel 1 channel
L \ 4 l
Tone generator Mode VOICE MULTI l YOICE MULTI
_Receiv;_ ---------- 1 chanﬁé! 16 channels 1 channai 16 channels

As you can see from the above table, the greatest musical complexity is pos-
sible when the sequencer is used in Song mode to play the tone generator in
Multi mode. However other combinations of sequencer and tone generator will
be useful when creating sequences, patterns, or voices. For example it is often
helpful 1o keep a sequencer Pattern playing while you edit a Drum Veice.
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Fifteen tracks + pattern
track + patterns = one
song

About this tutorial

Each track 1-15 contains an independent musical performance: notes, pitch
bends, controller movernent, and program changes. Track 16 is a dedicated
Pattern track. It contains patiemn numbers and repeat marks. When playback
comes 1o a pattern nuwmber, the specified pattern will be playved.

In the following pages of this section, we will be explaining the entire process of
creating g song; creating patterns and arranging them in the pattern frack,
recording other tracks, and editing. Finally we will save the completed song to
disk. Our procedure will be as follows.

1. Create a Multi by selecting a voice for each of the 16 channels, and making
settings for volume, pan, ctc. for each channel,

2. Enter Pattern mode and create several rhythm patterns.

3. Enter Seng mode and place these patterns in track 16 (the pattern track).

4. Record onc or more tracks in realtime.

5. Punch-in on a section of the track to fix a mistake.

6. Use song edit mode to correct and insert individual data events.

7. Use a song edit job to transpose specified measures.

8. Save the completed sequence to disk.

Note:

The outpur channel of the sequencer tracks can be changed if desired. allow-
ing you 1o use (wo or more tracks to control a single channel of the multi.
However (o keep this tutorial simple, we will select normal voices (piano,
hass, strings, etc.) for channels 1-15 of the multi and a drum voice for chamiel
16 of the multi. Tracks 1--15 of the sequencer will contain the music for the
normal voices, and track 16 will contain the patterns to play the drum voice.
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Set up a mulii

When the SY99’s tone generator is used in Muolti mode, it will {functiva as 16 independent synthesizers, This
allows each track of the sequencer to play a different sounad.

Start with an initialized
mult

Select a voice for each
channel of the multi

Make pan settings for the
multi

36

Since we will be creating s wong with more than one track, we will use the
SY99’s tone generator in multi mode so that it will {unction as 16 independent
synthesizers,

Press MULTI, thon press Bbre, While holding siir” press F7 (15) o select
the Initialize job.

INITIRLIJE MULTI

ARE YOU SURE 7

Yes or Mol

Press +1/¥vES, The display will show “Completed!™.

Press ¥ (U1 1o get the Voice Select display. Here you can specify the voice
that will be played by cach chiiel [-16 ot the multi. Move the cursor and use
the MEMORY, BANK, and mcinory select buttons 1-16 to select a voice for cach
channel.

In this example we will assume that vou have selected Multl number 1, and
assigned the {ollowing voices: P1-A03 Concert (4 grand piano) for channel 1; P2-
CO6 Upriglt (om acoustic bassy for chanpel 20 PHCI1S Quartz (a string section)
for chanuel A aoed P14 Kits (dramsy for channel 16. (Feel free to select
vedees for oiner liiameis oF dee et ss well) Turn off unused channels of the
muiti by pressing F2 (O30 The digpliav should appear as shown below:

STl SR S

T

Press TXUY oo ropin to the Mulid Edit job directory.

Press F5 (05 6 select 8§3:5t Pan. In this display you can muke pan settings for
cach channel of the vwhi. For tus cxample, we will pan the plano to the left, the
strings to the center, and the Bass to the nght. Since the drum voice has a dif-
ferent pan setting loo cach of the ¥ awiey, we will let the drum voice use its own
pan settings by setting i to "V (voice},

Make settings as shown in the following displays. To switch between the
displays for channels | 8 and chasnels 9- 16, hold SHIFT and press Fi (1-8) or F2
(9-16). The pan range is from 31 'l left) through O (center) to +31 (full right).
The asterisks show the approxomale pan position for cach channel. The “VC”
setting can be selected by panmong paes the —-31 setting.




Make effect settings for
the multi

Other settings in multi edit
mode

Save the newly created
multi

UOICE STRTIC PRN 403
MULTIBI-@!  INIT MULTI VOICE
Selected UoiceeP1l-AR3(B3 Y AF!Conneprd
At :ﬁ% ;__ﬁ;4ﬁﬁ__4 @S + b *
B2 + 4 L% LB+ 8 *
B3 + 4 —k L BF + 9 * t
+ 1 # L B3 o+ A * H
Iz 3 114 Us 1J5 oy S H
UDICE STﬂTIC PHH 482
NULTIEL-Gt IMIT MULTI UGICE
Selected UoicesP1-ABL(Al) APiRocks
a9 HIE H * DG - I * :
IH == Ry =
* 5 + *
12 + 2 RN Sas G t-S1» 0 .

Press EXIT to return to the Multi Edit job directory.

Press F7 (07) to select 07:Effect from the Multt Edit job directory and then press
F1 (01) to select O1:Effect Mode Select. With the initial settings the Effect Mode
will be off. Press +1/YES twice to set the effect mode to “parallel”.

EFFECT MODE SELECT 413
RN Effect MDQ = parallel
m 1 =113
Gandl-] il
EFF1
]' EEEo II—{TT.U.—L*ZE]
T {Fanf

With the initial settings, effeet type 1:Rev.Hall is selected for both effect units.
Press EXIT twice to return to the Multi Edit job directory.

To keep this example simple, we will leave the rest of the multi settings at their
initial values. After completing this tutorial, you can read about Multi edit in the
Reference section to learn more about sctting up a multi.

From the Multi Edit job directory press EXIT. Since you have modificd the data,
the top line of the display will blink **Auto-store multi™,

QUTD STORE MULTI  pPush Return-Quit-Store
IE] 1 F"_INI'!' MULTI UOICE

THTERNS L
liHx TS B:Standar BiBig Ban (3ikind Un
Kilerod' s XiBmerica 1N:Sound T [d:Trorica
GiBallade W:Combo J 11+ Orchatr 51Esnican
MiHouse W2 Hern 2:Raro4ue K:For

ket Uult Stor

Press F8 (Stor) and the multi will be stored into the currently selected multi
memory. Or, if you want to keep the previous data of that multi, use the memory
select buttons 1-16 to specify a different memory before you press F8 (Stor).

The bottom line of the display will ask “Are you sure?”, Press +1/YES and
the newly edited multi will be stored, and you will return to multi play mode,
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Create rhythm patterns and edit the pattern track

Pattern mode allows you to create short phrases of 1~32 measures. In Song mode, these patterns can be
placed in track 16 (the pattern track) of a song for use as rhythm parts or for phrases which appear

frequently.

Make settings for pattern
recording

Record the pattern
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Press PATTERN, then press RECORD to make the RECORD LED lipht. Make the
following settings.

PATTERNOI {we will record pattern 01)

Time = 4/ {the pattern will be in 4/4 iime)

Length = 01 ithe pattern will be one measure long}

Quantize = 1/16 {notes will be corrected o the nearest 1/16h
Receive Ch = kbd {notes will be recorded from the SY99 kevboard)
Click O (2 (the click will sound only while recording)

Click Beat = 14 {the click will sound on ¢ach guaster note)

Sync = internal (the SY99 will keep time (o its own internal clock)

Press Fl (Real) o select realtime recording. The LCD should now appear as
follows:

PATTERN RECORD:rarreana; 1

Measure=d1 Tims= 4,4 =128 Used= &

Lerdth =[EIJ Click =pErg

Ghrantize 16 £1ick Best=1r4

ﬁnr‘ﬁwn Ch=khd Sune =jinternal
Ster Job Suue Cle

When you enter pattern recording mode, the keyboard will transmit the channel
selected for track 16 (the pauern track) of the sequencer. With the default set-
tings this will be channcl 16, which will play the drum voice we selected for
channel 16 of the muln.

Before you begin recording, play the keyboard to locate the rhythm sounds
you will be using. Our first pattern will be a simple thythm backing of buss drum,
snare, and hi-hat.

Press RUN and pattern recording will begin, Keep time o the click and play
the bass drum part (the Al key) lor oue measure. The puattern will continue to
repeat from beginning to end, and you can hear the bass drum pattern just
recorded. Next, play the snarc notes (E2), and finally play the hi-hat notes (A2
and B2). Of course il is possible 1o record more than one note at a tfime, and as
you become more skilled you may wish to do so. You can delete any given note
from the pattern by pressing SHIFT while holding down the key of the unwanted
note, and allowing the pattern to run through the section vou wish to crase.

Press STOP and pattern recording will end. Notice that the upper right corner
of the LCD now shows PATTERNOTIw. The “w™ indicates that data has been
written into the pattern.




Record another pattern

Chain Pattern mode

Using repeat marks

Input the data for each
part

For the second pattern we will record a fill-in with tems (B1, C2, D2, F2) and
crash cymbal (C#3). Press RECORD to make the RECORD LED light, and move
the cursor to the upper right and select PATTERN(0Z2. Notice that there is ne
“w’ after the pattern number, since no data has bheen written into this pattern.
Press RUN and pattern recording will begin. Now you can record an appro-
priate fill-in pattern.
Press STOP and pattern recording will end.

Before recording the other tracks, we will place the previously recorded patterns
into track 16. Press SONG and then EDIT to enter song edit mode. Press program
select key 16 to select track 16 (the pattern track) for editing. While editing
track 16 you will be in Chain Pattern mode.

| CHRIN PATTERH

[Fi.r IE ] Srch Tord Tns Del

In this example, we will chain patterns so thai three measures of the basic
rhythim are followed by a fill-in, and make this four-measure chain repeat eight
tmes. Although is is possible to inpul all 32 parts (ihe {our-measure chain x 8
times), it 1s more elficient w use repeat marks. To do this we will input data for
each part as tollows.

Part 001 ; 1k
Part 002 : 01
Part 003 ; 01
Part 004 - (N
Part Q05 (2
Part 006 : :llx7

Move the cursor 1o the right and press F2 (Il1) 1o enter a repeat begin mark for
part 001, then press ENTER. The “Puart” display will advance to 002.
Select pattern “01w™ for Part 002, and press ENTER,

It the sume way ioput patiern 01 for parts 003 and 004, and pattern 02 for
part (O35,

For part 000, press F3 {:ll). Use —1 +3 to speeify X 77 so that the range of
parts between the hegin and cend repeat marks repeat 7 times. Be sure to press
ENTER to enter each part.

When you wre inished editing the chain of paiterns, press EXIT to return to
Song Play mode. Press RUN and you will hear the newly edited chain of patterns,
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Realtime recording

In realtime recording the notes you play will be recorded in the exact timing with which you play them.

Make settings for
realtime recording

Record the first track

Record additional tracks
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From the song play display press RECORD to enter song rccord mode and press
F1 (Real) to select realtime recording,.

If you have been following along with the previous pages of this section, the
various settings will be the same as you specified in Pattern recording.
However, for realtime recording a track, you may wish to turn off quantization.
Move the cursor to Quantize and press -1 several times to sclect “off”.

SONG RECORD .

S
Measure=Ddl Time= 4.4 ]
k

Ruantize Clic rec
Receiwve Ch= glick Beat=1-4

er Prc rlc

In song mode, the memory buttons 1-15 select the track to record. For this
example, press the select button { to make the track } LED light red. With the
default settings track 1 of the sequencer will transmit its data on channel ].
Since in this example you have selected a piano voice for channel 1 of the multi,
you will hear the piano voice when you play the keyboard.

To begin recording press RUN. The RUN LED will blink and after a two-
measure countdown recording will begin. Play the kevboard. As you record, the
Measure display will advance to show the number of the measure currently be -
ing recorded.

When you are finished recording the track, press STOP. You will return to
the song play display.

Press 1< to return to measure 1, and press RUN to hear the track vou just
recorded. Press STOP to stop playback.

To record additional tracks,
® press RECORD
® press a memory buiton 2-15 to select another track (LED lights red)
® and press RUN to record the track while listening to previously recorded
parts. Press STOP to stop pluvbuck.



In this way, record all the tracks of the song. As you record each track you will

hear the previously recorded tracks play back. The multi we created in the
beginning of this example uses the following voices,

Multi channel I Voice number Voice name
1 P1-A03 APiCongert
2 P2-C086 BAiUpright
3 ! P1-C15 STiQuartz
1
|
16 P1-D14 BR Kits

With the initial settings of the sequencer, tracks 1-16 will transmit their data on
channels 1-16 (this can be changed) and be received by chammels 1-16 (this
cannot be changed) of the multi. If you are following this cxample, record the
piano on track 1, bass on track 2, and strings on track 3,
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Punch-in recording

In punch-in recording the notes you play will be recorded in the exact timing with with you play them, but
onlty over the measures you specify. This is useful when yon wish to re-record only a specific section of a
previously recorded track.

When to use punch-in Suppose that while recording track 2, you made a few mistakes in measures 135

recording and 16. While it is possible to re-record the entire track, it is more efficient to
usc punch-in recording to re-tecord only the measures necessary. There is no
point in using punch-in recording on a track which contains no data.

Punch-in recording allows you to specify the measure at which recording will
begin and the measure at which recording will end. Measures before and after
this arca will not he affected.

The following diagram shows the result of punch-in recording.

e

Criginal dataiL

After N /

Puneh-in Punch-oul

New data recorded in punch-in mode

Specify the area of In this example we will assume that you wish to re-record mcasures 15 and 16
measures to re-record of track 2.

1. Press SONG to enter song play mode.

2. Press RECORD to cnler song record mode.

3. Press 3 {I'nch) to select punch-in recording,

4. Press the program select button 2 to select track 2 for recording,.

5. Specify “TFrom Meas =015 and “To Mecas =016".

SONG RECORD czonger ]

azure=0al Time= 4.4 =13 U=s
Fhum Meas =615 To Meas
Click
Click Beat

Sl

Auant.ize =0
Eeceive Ch=k

gy
G

1
-
N
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Re-record the specified
measures

Mave the cursor to Measure and select a point a few measures before 015. This
will give you a chance 1o get the feel of the section you are going to re-record.

To begin recording press RUN. The RUN LED will blink on the beats. Play
along with the original. When measure 15 is rcached, the original recording on
track 2 will disappear and your new playing will be recorded. When measure 16
cnds, the original recording of track 2 will reappear, but playback will continue.

Press STOP and you will return to the song play display.

43




Song editing

Song edit mode allows you to modify, insert, or delete individual events that have been recorded in tracks

1-15,

When to use song edit

Use Data Change mode to
modify the data

Use Data Insert mode to
insert new data
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As explained earlier, a sequencer records not the sownd of a musical perfor-
mance but the musical data. Notes, controller movements, program changes, und
other data are recorded as individual events, Song edit mode allows you to edit
individual events that have been recorded in tracks 1135,

In this example we will assume that the piano part in track 1 was perfect
except for onc F3 in the tenth measure that should have been an F#3.

From the song play mode or song record mode display, press EDIT, Press a
memory select button 1-15 to sclect the track to edit (track 1 in this example).

If you are in Dala Insert or Graph modes as explained below, press Fg
(Data) and then press F2 (Chng) to select data change mode. The following
display will appear.

SoNG BEDIT [SOHGAL  —————— -]
Mragure=aidl Time= 44 =10 Uoed= 24
w
11 i E N v S W _____[
=== Meaz. Bar ===
(515 B GBI I T 4.-4
_ ettt Time —==r—oomo———
Tths IM_UEI GEET EE.E_

In this mode you can view and edit data in numerical form. With the cursor
located at the measvre number, vse the dial or the -1 +1 keys to move through
the data in the track. The lower part of the display will show the location
{measure, beat, clock) and parameters of each data event.

SOMG FDIT LSOHGA]  —————— )
Heagare=ant Time= 474 J=128 lsed- 9z
% R N A N S |
_ o1 mf
BEL-01-00-% 45 9 40 /4
Trns WME D=

When you tind the data you wish to modify (in this example, the mistaken
note F3), move the cursor to Note and press +1 to change the F3 to F#3. Press
ENTER to finalize the change.

Song edit also allows you to nsert new data into the track. In this example we
will insert a pragram change at the beginning of measure 17 to change the voice
played by this track, Press F1 (Ins) to select data insert mode.

To specify the type of data to be inserted, press and hold SHIFT. Then press F2
(Prog) to msert a program change.

With the cursor at the far left, specify measure 17 as the location where the
program change will be inserted. Next, move the cursor to the value parameter
to the right and specily the data (program change number 000...127). For this
example, specily a program change of 3 to select P1-A06 EP:Classic.



Use Graph mode to view
notes

Playback the corrected
song

SOMG EDIT
Measuir;e=k

[}
I
—
—
-
=
i}

H
Jarm

817-81-38-35

Ine QI Greh EEE

Press ENTER to insert the program change data. In the same way, insert another
program change number 1 at the beginning of the track (measure 001-01-00/96)
so that the original voice P1-A03 APiConcert will be selected when the track
begins.

Press F2 (Chng) to return to data change mode. Move the dial to scroll
through the data and notice that the program change data has been inserted into
the track.

When you return to song play mode and playback this track, the piano voice
originally selected for this track will change to voice P1-A06 EP:Classic when
playback reaches meusurc 17.

Song edit Graph mode allows you to view notes as dots on a keyboard diagram.
Press F7 {Grph) to enter Graph mode. The following display will appeur.

SOMG EDIT SONGE] ]
Mezcure=016 Time= 4 J=1E

Hk-ﬂ——————+———+~+»+—————w+—+~~--——-—1

*
A W T
= lata

A horizontal line will be displayed with dots indicating the position of note data
in the measure. To select the measure, place the cursor on the measure number
and use the dial or -1 +1 keys. To move through the daia note by note, place the
cursor on the sume row as the downward pointing arrow and usc the dial or
-1+ keys. As you move, the keyboard diagram in the lower part of the L.CD will
indicate the notes at the currently selected 32nd note area. The notes will also
be played as you come to them.

Since the 76-note keyhoard is too large to be completely displayed in the
LCD, you may need to press ¥5 (Lkey) or F6 (Hkey) o view notes which have
been played in the very highest or lowest ranges.

Graph mode displays only note data, and does not allow you to modify the
data. However since it displays a diagram ol the keyboard, you may find it con-
venienl to use graph mode to find the note you wish to edit, and then press F§
(Data) 1o move 10 Data mode to change or insert data.

Press BXIT to leave song edit mode and retumn to song play mode. Press I« and
then RUN to playback the song. Check that the F3 note has been corrected to
F#3, and that the voice changes to program number 3 at measure 17.
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Using a song edit job

Song edit jobs allow you to make overall changes in specified measures of a track, and to copy, erase,
delete, insert, or apply other operations to entire measures

When to use a song edit
job

Select the song edit job

Set parameters and
execute the job

46

As explained in the previous section, song edit mode allows you to modify,
insert, or delete individual events of tracks 1-15. This gives you very precise
control over individual data events, but it is often useful to use a Seng Edit Job
to make overall changes that apply to all the data in one or more entire
measures.

Fifteen different sang edit jobs are provided, allowing you to modify the data
ol specified measures in various ways. You can copy, erase, delete, or insert
cntire measures. In this example, we will use 2 song edit job to transpose the
notes in measures 17-32 of track 3 an octave up.

From the song play display, press F4 (Job 2) to get the Song Edit Job display.

SONG EDIT JOBZ2 >

B Trangks BiMowClck 13: CreMeas

2 EiThinOut i Crylleas 19 MixTrak

1 ﬂ?:Er‘g\E\m} Il:ErsMeas 15 ErsTrok
H & =) =31

H La
G: Md fuila
i Cpase

Press Fs (035) to select the 05:Transps (transpose) job.

TEANSFOSE [SONGEl —————— 1 611
________________ B e
Tor Measzure = La=t Measure = @H1
——————————————— aramster ———————————e——

Interuval = +

Now we will specify the track to be affected, the area of measures, and the
amount by which the data will be transposed.
1. Press memory select buiton 3 to select track 3.
2. Set the Top Measure =017 and the Last Measure =032,
3. Set the Interval =+12 (one octave up).
After setting the parameters, press ENTER. The bottom line of the LCD will ask
“Are you surc 77, Press +1/YES and the job will be executed.
Press EXIT twice to leave song edit mode and return to song play mede.
Press RUN to playback the song, and notice that measures 17-32 of track 3
play an octave higher than measures 1 16,
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Saving your sequence to disk

You may be so pleased with the fruits of your recording etforts that you would like to keep it on hand for
playback in the future. Since all data is cleared from the SY99’s sequencer memory when the power is
turned off, you will want to save your song on a floppy disk.

In fact, it is a good idea to save your work periodically during the recording process, to prevent the
accidental loss of valuable data should power to the SY99 be cut off for some reasen.

Enter disk utility mode

Format a new disk

Select the type of data to
be saved
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Press U'TILITY to enter utility mode, make sure that a floppy disk of the correct
type (3.5" 2DD} iy nseried into the disk drive, and press F4 (Disk) to select
disk utility mode.

UTILITV (DISK SRUE TYPE=SY29) 816

Disk Ltility 81

] & | @53 Backur lisk

= BoiRename File

G;:Deletg File
i Al -

gZ2ilcad From D1
BZ:S%ave To_Disk
A5 2 Hin] . <

Before a disk can be used it must be formatted to accept SY99 data. If the disk
currenlly inserted into the disk drive has never before been used to store $Y99
data, you must formal it. Formatting the disk will erase all the data on the disk.
Be carelul not to accidentally format a disk which contains valuable data.

If the currently inserted disk has already been formatted, skip to the next
step.

To format the disk, select 04:Format Disk (Jump #818). The following dis-
play will appear,

FORMAT DISK 818

Pleazse insert a blark dizsk

[515)

To cxecute the formatting operation press F$ (Go). You will be asked “Are you
sure”. If you are, press YES,

While the disk is being formatted the display will show “xx% Formatted”.
When the number reaches 100% the display will show “**% Completed | *#%.
Press EXIT to return to the 2isk Utility job dircctory.

Select 03:Save To Disk and press ENTER. The disk drive will operate briefly,
and the following display will appear.

SAUE TYWPE=34%993
K bd4te= Free
&:MIDI File At
groUnthesizer H @7 lard
B3 Settuencer ALl
B4:1 Song
H5: Song ESEQ




Specify a filename

Save the data to disk

Seleet 03:Sequencer All, and press ENTER to get the following display.

SAVE TO DIsK CDISK SBUE TYPE=S493)
Data‘T%Pe = Seduencer A[l1

Ah:— NEW —% a1
£i— —% B7t— NEl] ~#
@35~ NEW — HSi— NEW —%
24— NEW —#* 891 - HEW ~*
B5:— NEW -~ 18- NEW —
A ¥ tams G

If files containing Sequencer All dala have already been saved on this disk, the
filenames will be displayed. Move the cursor in this arca to select a disk file to
which you want to save your newly recorded song. For this example, select any
filename of “— NEW —*",

Press F7 (Name). This allows you to give an cight characler name to the file.

SRUE TO DIsSK

¥
File Name = [- NEW —-%J

CIr 2% Lour Go

Press F1 (Cir) to clear the currently entered name. Then specify a filename, us-
ing the numeric keypad Lo enter characters. Each time you press one of the
numeric keys, the LCD will cycle through the number printed on the numcric key
and the three alphabetical characters printed below it. Press F2 (Uppr} te switch
© upper-cuse characters. Press F3 (Lowr) to switch to lower-case characters.

After you have cntered a name for the disk file press F8 (Go), The bottom line of
the display will ask “Arc you sure 7 If you are sure that you want to save the
data, press YES and the data will be saved to the specificd disk file.

Press any mode select button to leave this job.
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HOW TO EDIT A VOICE

This section explains how to edil an existing voice or create a new voice from scratch,
Althougl it is possible 10 enjoy the SY99 just by playing preset voices, we suggest that you
take some time o learn how to edit your own voices. It will take a bit of practice to create
the sounds you want. but as you become more experienced you will find that creating voices
s enjoyable und rewarding.

Contents of this section page

WHAL 15 0 YOICE? rorvrrvreirrirrersssrrnssssrrsssssnerssnssssssnsansasnens
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The hasics 0f FIM SYTIERCSIS vrvrerrerrrrsresmnressimrssmssemsssssassnssssssssssssssserssssssasssasasssssssanssassssess 30
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Simple editing: reverd (EHECE) v ieieneerccrcenncnniscsnsssscsnssessssiesenrnsnssans serasss sesssseress 64
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What is a voice?

Each normal voice consists of settings for one, two, or four AFM or AWM elements (Element data) and
settings which affect the entire voice (Commeon data). Each drum voice consists of a different AWM wave-
form for each of the SY99’s 76 keys.

The Voice Mode deter-
mines the number of
elements

A normal voice uses one,
two, or four elements

[ P

The SY99 contains a 16-note AFM tone generator and a 16-note AWM tone
generator. The Voice Mode setting determines how these tone generators are
used to create a Voice, and how many elements are used for each note you play.
Each voice uses one of these eleven voice modes,

Mode Element E1 E2 E3 E4
o1 1AFM mone AFM — — —
o2 2AFM mono AFM | AFM — —_
03 4AFM mono AFM | AFM | AFM | AFM
04 1AFM poly AFM — — —
05 2AFM poly AFM | AFM — —
06 1AWM poly AWM — — o
07 AWM poly AWM | AWM — —
08 4AWM paoly AWM | AWM | AWM | AWM
D9 1AFM & 1AWM poly | AFM | AWM — —
10 2AFM & 2AWM poly | AFM | AFM | AWM | AWM
11 Drum Set 76 AWM waveforms

Voices created using modes 1-10 consist of Common data that affects all ele-
ments, and Element data for one, two, or four elements,

Common data includes a complete set of Effect data for the four DSP units,
Controller data such as pitch bend and aftertouch assignments, and other data
such as microtuning table selection, random pitch fluctuation, and portamento
settings. Common data also contains settings such as element volume level,
detune, note shift, note limit, and velocity limit for each element.

Element data includes AFM or AWM data for one, two, or four AFM or
AWM celements. The voice mode will determine whether each element uses
AFM tone gencration or AWM tone generation, Details of AFM and AWM
element data are covered separately in following sections.

mano audio ————>

sterso atidio é
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A drum voice uses 76
AWM waveforms

Voices created using mode 11 will have a different AWM waveform assigned to
each of the 76 keys (E0-G0) of the SY99. Each key also has independent set-

tings for voluse, tuning, note shift, pan, etc.

This type of voice is most often used to arrange drums and percussion
sounds across the keyboard so that each key will produce a different percussive
sound. For example a bass drum might be assigned to C3, a snare to C#3, and a
cymbal to D3. Drum voices may be played from the kevboard in real time or
recorded from the keyboard into a sequencer frack. Details of how to edit drum

voices are given at the end of this section.

Key note number: ES
—wavelorm
—alternate

— note shift

— fing tune

mong audip ——>

sterego audio ._w_ﬁ_

,_E Static pan Cutput grouep select
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— >
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Send teval Bend select
taend 1-4 oniolf] q3
oo il
@ 5 Effect 2 |
‘send 4| {effect type 1--63)

!
L N Out2
wetdry

QUTPUT 2
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What is an AWM element?

An AWM element consists of four main blocks. The Waveform block plays back a sampled sound and
determines the pitch, the Filter block modifies the tone, the Amplifier block modifies the volume, and the
Pan block moves the sound between left and right outputs. Each block can be controlled in a variety of

ways.
Pitch B AT Filler Fitlet G Amp Voice PaM PAN
[geli} Whoel  PB. MO Cuotoll BlAT MOD Volurme Vel LFO BIi\S
A, [0.A] DA D.A][D.A D.A] DA D.A. VOICE COMMON
) ©
21
L]
LFQ *
LFO EG ®
FMD
AMS
o —
SWa tiroup 1
Grap ¢
Volos *
Viluinn
Elnerigni
o
' 'E!ﬂo
Lowj High cow| Higlh
Velotity .
NGTE &

SW1: Filler Control Source {F: 130 20 EGIEG-WA) H/H Sampie & Hold
SW2: Filer Contrel Sowrce {1 LEQ/EG 20 EG-YA] LS Leval Scaling
SW3 PAN Source (1) LFD 2 Velocity 3; Noty Number) % Senzilivily
SWd: Anle Velncity R Rate Soaling
BWE: Output Selenl [t Dapih
SWE: Oulpnt Select (OFF: OHF, UN Group 1:Group 2Hoihh £ Limid

BA Devce Aseign

Y Weleclty Senslilvity

Wavaform Filter Amplifier Pan
block block block block

Many different ways to
control sound
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The above diagram shows how the varicus blocks in an AWM element are
related, and how they can be controlled.

All interesting sounds are constantly changing. For instruments snch as piano,
the tonc and volume of each note changes in a predictable way over time. For
other instruments such as violin, the volume, tone, or pitch can be continuousty
and freely modified by the musician. The SY99 provides several ways to control
various aspects of the sound.
® Envelope Generator {EG): An EG preduces a fixed pattern of change over
time. For example to simulate the attack and decay of a piano, you would
set the volume EG to be loud when the note is first played and then grad-
ually diminish in volume,




The waveform block
determines the pitch and
basic tone

The filter block modifies
the tone

The amplifier block
modifies the volume

The pan block moves the
sound

¢ Note Number: The number of the note which is played can be used to
affeet various aspects of the sound. For example, high notes can be made
L decay more rapidly than low notes. Or, Jow notes cuan be made to
change in pitch, tone, or volume more than high notes.

¢ Key Velocity: The velocity (speed) with which yvou play each key can
atfect various aspects of the sound. For example, strongly and softly
played notes can differ in pitch, tone, or volume.

® Low Frequency Oscillator (LFOQ): The LEFO produces various patterns of
cyclical chapge. Vibrato is the result when the LIFO is applied to the
waveform block; wah-wah when applicd to the fitter block; and tremolo
when applicd to the amplitude block.

& Controllers: Controllers such as the pitch and modulation wheels, after-
touch, and optienul foot controllers can be used to control the sound in
various ways. Some coutrollers such as the pirch bend wheel can directly
determine the pitch. Other aspects of the sound can be controlled by the
controller you assign. For example you might assign Aftertouch so that
the amount of vibrato (LFO modulation to the Waveform block) is
imcreased as you press down on the keyhoard,

The basic sound of each AWM clement is produced by a waveform (a digitally
satnpled sound). The SY99 contains 267 different waveforms in internal ROM,
and an optional waveform card can be inserted into the WAVEFORM slot to pro-
vide additional wavelorms. Samples leaded from disk or via MIDI sampie dump
can be assigned 1o your own waveforms, and used in the same way as preset or
card waveforms,

The wavetorm block can be controlled in various ways to modity the pitch of
the sound. The pitch FEG can be used to give cach note a fixed pattern of pitch
change, and this pitch change can also be affected by the note number or by key
velocity. Vibrato (pitchr modulation) can be created using the LFO. and the
amount of vibrato can be regulated by a controller. The pitch can be controlled
directly using the pitch bend wheel andjor alteciouch.

The filter block can be controlled by various ways (o modify the rone of the sound.
Each note can be given a fixed putlern of wnal change by using the filter EG, and
this can be also affected by the vote number or key velocity. Wah-wal (filter
modulation) can be created using the LFO, and wah-wah depth can be regulated
by a controller. The tone can also be divectly affecied by a controller.

The amplifier block can be controlled in various ways 10 control the volume of the
sound. Each note can be given a fixed pattern of volume change by using the
amplifier EG, and this can also be affected by the note number or key velocity.
Tremolo (volume modulation) can be ereated nsing the LFO, and tremolo depth
can be regulated by o controller. The volume caun also be directly affected by a
controller.

The pan block can be conuolled in various ways to move the sound between left
and right outputs. Bach note can be given a fixed pattern of panning by using the
pan EG. and this panning can be further alleeted by either note number, key
velocity, or LFO,
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The basics of FM synthesis

FM synthesis is a patented Yamaha method for using Frequency Modulation (FM) to produce complex
waveforms that can be controlied in musically useful ways.

Interesting sounds have The sounds produced by most musical instruments have a very complex wave-
complex waveforms form, which is constantly changing,

Electronic instruments use an oscillator to produce a waveform. Unfor-
tunately, electronic oscillators are hest at producing simple and repetitive
waveforms. These waveforms sound “artificial” or “electronic”, and are not
very interesting Lo lislen to. A major concern of electronic musical instrument
design is to find a simple way to electronically produce a complex waveform and
be able to control it

Complex waveform
= interesting sound

Simple waveform
= boring sound

FM is a simple way to The advantage of M synthesis is that waveforms with very complicated
make a complex harmonic structure can be simply and economically created. and controlled in
waveform many diffcrent musically useful ways. In FM synthesis, one waveform is used to

modulate another waveform. Even if the two oniginal waveforms are simple, the
resuit can be a complex and interesting sound.

In the following diagram, the upper ascillator is called the Modulator and the
lower oscillator is called the Carrier. The complexity or brightness of the result-
ing waveform that we hear will depend on the output levei of the Modulator; i.c.,
as we Increase the modulation, the complexity or brighiness will increase.
Increasing the output levei of the Carricr will simply increase the volume.

Moculator "(\/ /\j f\),

Medulatar v .
Cutpul 1] 40 BO
Level —T— - *

Carrier FL/—\‘/ f\/ /\_/
ngzﬂi{:g f\/ /\/ /\\V

Interesting sounds change Many instruments have a characteristic pattern with which the sound changes

over time as time goes by. This “shape in time” s called the envelope. The following dia-
gram shows how a piano envelope dilfers from an organ envelope. A piano
begins loud and then gradually diminishes in volume and tonal complexity. An
organ howcver maintains the same volume und tone as long as the key is
pressed.
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An algorithm is an
arrangement of six
operators

How to change the tone
of an FM sound

Piane envelope Organ envelope

AN / )
/ [ Jlf \ﬁl
/ l / \
1 A i
Key On Key Cfl Key On Key Off

In synthesizers, a device called an Envelope Generator (EG} 1s used to produce
4 “shape in time” which can be used to control various aspects of the sound.

In Yamaha FM synthesizers, cach oscillator has its own Envelope Generator
(EG) to vary its output level over time. This package of oseillator and EG is
called an Operator.

The FM tone generator of the SY9Y9 uses six operators to produce sounds.
These six operators can be arranged in 45 different basic Algorithms {patterns
or combinations). Each operator acts cither as 4 modulator or carner depending
on its location in the algorithm. Only operators that appear at the botfom of an
algorithm are carifers.

For example algorithm 42 uses the six operators as three separate FM
pairs; operaters 2, 4, and 6 (the modulators) are modulaiing operators 1, 3, and 5
{the carriers). On the other hand, algorithm 6 has only onc carrier; operators 4,
5.and 6 are all modulating operator 3, which is modulating operator 2, which is
modulating operator 1.

4i|s ‘6

u
v

sound sound

Algarithm 42 Algorithm &

We fiave learned that the outpur level of a modulator operator determines how
complex or bright the resulting sound will be. This means that changing the cut-
put level of a modularor will affect the tone. The output of the carrier operator is
what we actually hear, so changing the output level of a carner will affect the
volume.

Before you begin editing an FM sound, check the algorithm 1o see how the
operators are arranged. Notice which operators are scting as carriers and which
are acting as modulators. Then you can adjust the output levels of the various
operators to modify the tone or volume,

Each operator has its own EG to vary the operator output level over time.
Adjusting the EG ol a modulator will modily how the tone will change over time,
Adjusting the EG of 4 carrier will modify how volume will change over time.
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What is an AFM element?

An AFM element consists of four main blocks. The FM block uses six operators to create a complex
sound and determines the pitch and basic tone, the Filter block modifies the tone, the Amplifier block modi-
fies the volume, and the Pan block moves the sound between left and right outputs. Each block can be con-

trolled in a variety of ways.

Bhzh 3] AT G Amp Ellter Filter VOWSE FAN
MOD Wheet PB. E.II.AS M?L‘I M(]}D Tl oft Volume Vol LF3 FAN
(DA ] C.A[EA]) [G.A] [©.A] DA D.A. VOICE COMMON
) w ] (5 (%J 5—5 1=
T -~ - I
LFO
LFO Eé—[ -] -] -]
D ARD FrD
'i'f 3 % ) . r
._§U§_ L s<§ LrO Med. Sens
| LEC
LFOEGj%) 5
P b
AWM > A< > r.:MP
ﬂa;ga | /JU
© Swa_}; )
FEE EG Lover "
te Voice
e Y » Volume
Welapily
HOTE « _
SW1 Fiter Canlrgl Sgurce (1: LFO 2 EG/EG VA) S/H Sample & Haold
FWa: Filler Coalrgl Source (1 LFOYEG 20 EG-vA) LS Lovel Scallng
5W3: PAN Sourge {1: LFQ 2; Yelocity 3: Nate Mumber) 5  Sonsifvity
SWd- Rale Volocily H  Aale Scaling
SWs: Dufput Select 4] D_apth
Il."T-f\ g:::ce Asbgh
W Waloclly Sansiilvity
] |1
FM Filter Amplifier Pan
block block hleck block
The above diagram shows how the various blocks in an AFM element are
related, and how they can be controlled.
Many different ways to As explained in the previous section “What is an AWM element”, an AFM
control sound element can be controlled in various ways using EG, note number, key velocity,

LFO, and controllers.

The FM block determines The basic sound of each AFM element is produced by six FM operators
pitch, tone, and volume arranged in an algorithm. The FM block can be controlled in various ways to
modify the pitch, tone, and volume of the sound.

® EGs of the six operators determine how the volume and tone will change
over time. Each operator EG can also be affected by the note number or
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The filter block modifies
the tone

The amplifier block
modifies the volume

The pan block moves the
sound

e Pitch EG delermines how each nole will change in pitch over time. This
pitch change can also be alfected by the note number or by key velocity.

® LFO signal can be used to create vibrato (by modulating operator pitch)
or tremolo (by modulating the output level of a carrier operator) or wah-
wah (by modulating the output level of a modulator operator), The amount
aof pitch modulation or amplitude modulation from the main L} can be
regulated by a controller. In addition, the FM block of an AFM element
contains a Sub LF( that can be used to modulate the pitch inde pendently
of the main LFO.

® The pitch of all operators can be controlled directly using the pitch bend
wheel and/or aftertouch.

¢ Ag indicated by the “"AWM” in the oval al the far left ol the diagram, an
AWM digital sample can be used to modulate an FM opcrator. This is
one of the most significant fearures of the SY99’s tone generation system.

The filter block can be controlled in various ways to modify the fone of the sound.
Each note can be given a fixed pattern of tonal change by using the filter EG. and
this can be also affected by the note number or key velocity. Wah-wah (filter
modulation} can be created using the LFO, and wali-wah depth can be regulated
by a controller. The tone can also be directly aliecied by a controller.

The filter blocks of AFM and AWM elements are identical.

The amplifier block can be controlled directly by an assigned controller. Since the
change 1 volume over time ol an AFM e¢lement is determined by the EGs of
carrier operators in the FM block, the amplifier block of an AFM element does
not have uts own EG.

The pan block can be controlled in various ways to move the sound berween left
and right outputs. Each note can be given a fixed patiern of panning by using the
pun EG, and this panning can be further aflected by either note number, key
velocity, or LFO.

The pan blocks of AFM and AWM elements are 1dentical.
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The process of voice editing

Editing a voice is a three-step process: select a voice, modify parameters as nccessary, and store the
edited voice. If you do not store the voice after editing it, the original voice will reappear and your edits will
be lost.

I. Select the voice te edit  The first step in the voice editing process is to select the voice you wish to edit.
Although 1t s possible to create a voice starting with the initialized data (a
voice where all parameters are sct 1o zero or some basic value), it is usually
more efficient to start with a voice that is similar to what you want, and edit it to
meet your requirements.

To select a voice, press VOICE to enter veice play mode. The vOICE LED will
light red. Select voice memory INTERNAL, CARD, PRESET 1, or PRESET 2. Then
scleet bank A, B, €, or I, Finally scleet 4 voice 1-16. The LCD will show the
selected voice name.

2. Edit parameters/ Now that you have selected a voice, press EDIT to edit it. The upper lelt of the
compare with the LCD will show “VOICE EDIT”. If “Mode” at the lower lefl is not displayed in
original voice inverse, press Fl to get the following display.

Origi‘nql data unchanged

UOICE EDIT Bimnfs - =
L EZ: 8l -
Pl—ﬂ@l(@l) PiRocks a3
P1AFM mons BS'EH M eoly 4
92 Z2AFM meno 96t LAKWM roly t2H ZH
B3I 4AFM mono BT ZANM PO%E 11 Drum Set.

ga: 1AFH PDlH 8t 4pWM oo
Modclem EZ

Notice that a small square 1s displayed at the left of the voice nunmiber. This indi-
cates thul the voice has not yet been edited. Press —1/+1 to modify the voice
mode parameter. (For now, don’t worry about what this parameter actually
does. Here we are simply learning the process of voice editing ) The voice data
has now been edited, and this is indicaled by a inverse “E” displayed at the [eft
of the volce number.

Data has beer: edited

DICE EDIT E1:QFM E3:8WM 29
EZ:AFM E4:RlWM
Pi H21¢P1> FHPIRocks MLE
131AFM mono BSIZ2AFM Poly 391 1AFME1AK
@j ZRFM mono PG IRNM roly H 1
B 4ﬂFM mong BTI2H roly rum Se
BEM Pold &5 4HNH polid
= Com E1 el - 2=

Note:

While editing, it is often useful to see and hear the original data. {This
Compare function is availuble in most editing screens, bur NOT in the screen
shown above, Move to another editing screen to try out the Compare func-
tien.) To remporarily bring back the original data, press FDiT (COMPARE).
Notice that a “C" is now displayed, indicating that you are in Compare
mode. While in compare mode you can view the various parameters, but will
not be able 1o modify them. To return to Edit mode, press EDIT (COMPARE)
once again, and the "C" will change back to an “E” .
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3.

Store the edited voice

When you have finished editing, you must store the voice if you want to keep i,
After you finish editing, exit voice edit mode by pressing EX(T or any mode se-
lectkey: VOICE, MULTIL SONG, PATTERN, or UTILITY. [f yvou have edited the voice
data 1n any way, the top line of the display will ask “AUTO-STORE VOICE" ?

Note:
Voices which use voice mode 3 (4AFM mono), 8 (4AWM poly), and 11)
(ZAFM&Z2AWM) occupy extra memory, and can be stored only in bank D. The
AUTO-STORE display for such voices will automatically show bank D, and
witl shew “Use bank D™ in the botfom Hne as a reminder.
Valces wiich use other voice modes can be stored i bank D as well,

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

Storing data will overwrite the data that previously occupied that memory,
so if you do not want to overwrite the original data, use INTERNAL or CARD to
specily the voice memory, select a bank A-D., snd select the voice memory 1-16
in which vou wanf to store vour newly edited voice.

Procedure:
When: you exit editing mode and LCD blinks “AUTO-STORE VOICE”
Specily:  the memory into which you wish to store the voice.
To return:  to edit mode and continue editing without storing, press ¥6 (Ret).
Toquit: editing and return to voice play mode without storing the edited
data. press 7 (Quit). You will exit voice edit mode, and the bottom
line of the LCD will show “Store cancelled I until you press
another button.

Yo store: the data press F2 (Stor). The bottom line will ask “Are you sure ?
{(Yes or Noi". If you are sure vou want to store the edited voice.
press 1 31YES and the bhottorn line of the LCD will show “Store
completed”. I vou decide not to store, press —1/N0 and the bottom
line of the LCD will show “Store cancelied”.
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How voice edit mode is organized

The parameters of a voice are organized into two or more Job Directories, depending on the voice mode.
Each job directory lists several groups of parameters. Select a job from the job directory, and edil the

parameters in each job.

Normal voice

| F1] (Mode)

Specify the
Yaoice Mode

. TAFM mono

. 2AFM mono

. 4AFM meno

. TAFM poly

. 2AFM poly

. TAWM poly

. 2AVWM poly

. 4AWM poly

- 1AFM&T AWM poly
. 2AFMEZAWM poly
. Drum set

SR I NI G A CRE

JETI—
-

Drum voice
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It & voice mode of 1-10 is selected, the voice will consist of 1. 2, or 4 ¢lements.
Each element will be either an AF'M element or an AWM element, depending on
the selected voice mode.

Yeice parameters will be organized mto the following job directones. Press
a [unction key FI Fé ta see the joh dircctories, and select the job vou want (o
edit.

[F2 (Com) F3|(E)  F4I(ED) |F5 (E3) |F6 (E9)
Common data edit AFM element edit AWM alement adil
job directary job directory OR  jobdirectary
1. Element lavel 1. AFM algorithm 1.
2. Element detune 2. AFM oscillator 2. AWM waveform set
3. Element note shift a. AFM EG 3. AWMEG
4. Element note limit 4. AFM operatar output 4. AWM output
5. Element velocity limit 5. AFM sensilivity 5. AWM sensifivity
6. Elemsam dynamic pan 6. AFM LFO 6. AWMLFO
7. Gulput group select 7. AFM pitch EG 7. AWM pitch EG
8. Randam pitch 8. AFM filter 8. AWM flilter
9. Portamerto
10, Effect set
11. Micro tuning set
12, Controller set
13. Voice name
15, Inflialize voice 15, Initialize AFM element 15. Initialize AWM slement
16. Recall voice 16, Recall AFM slement t16. Recall AWM element

If voice mode 11 has been selected, the voice will consist of 76 AWM wave -
forms, with a different waveform assigned to cach key of the SY99’s keyboard.
Voice parameters will be organized to the following job directories. Press a
function key FI1-T2 to see the job directories, und select the job you want 1o edit.

_F1! (Mode) | F2 {Com)
Specily the Drum Set edit
Voice Mode job directory
1. 1tAFM mono 1. Voice volume
2. 2AFM morie 2. Wave dala set
3. 4AFM mong 3. Effectset
4. TAFM poly 4. Controller set
5. 2AFM poly 5. Name
8. 1AWM poly
7. 2AWM poly 7. Initialice
8. 4AWM poly 8. Recall
9. 1AFM&1AWM poly
10. SAFM&ZAWM poly
11, Drum set



How to select a job

Suppose that vou are editing a normal voice and want to edit the Note Shiit set-
tings for each element. Press F2 to select the Voice Common data job directory.

UDICE EDI Ei BFM £3: - 281
THMM Edr -
dtPL-HE1 (@1l AP {Rocks az
fArElembwl 5 L'1L1rr:1t tPorta 13t Name
2 El-=-mII+ I E1-=-mP.=m 1ﬂ=EFf-=c+ 4 ———
: ‘ 11?_|rj]cn;~Tuhe I Ilez

Notice that the note shift parameter is job 03. Use the cursor keys or press 0
then 3 on the numeric key pad to move the inverse cursor to “03.NtShift”. Then
press ENTER and vou will enter the Element Note Shift job.

ELEMENT MOTE SHIFT T
HGTCEPL AR CALS AP iRooke - B 264
Elementl AFM = CHE . " ;
Eiomentl ohl C R ¥ :
W EC

To retum 1o the Job direclory, press EXIT.

You can use the <= (PAGE) keys 10 move to other jobs in the same direc -
tory. For exampie from the note shill job, pressing < would take you to job
02.Element Detune, and pressing > would take you to job 04.Note Limit.
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Simple editing: reverb (Effect)

The effect units allow you to add a variety of effects such as chorus, flanging, echo, delay, reverb, pitch
change, rotary speaker, and ring modalator, etc. Adjusting the effect is an easy way to change the overall

character of a voice.

Sclect a voice and enter
edit mode

Select the effect modes

Select the effect type for
effect 1
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Press VOICE and select a voice.

So that it will be casy 1o hear the result of this

editing example (and the editing examples in the following sections), select any
bright. sustained voice. The voice names und parameter settings shown in the
[.CDs in this and following sections are for purpose of cxample, and do not
necessarily correspond Lo any factory preset data.

Press BREIT W enter voice

edit miode. Press F2 to select the voice edit

Conunon data job directory, and press the numeric keys | then ¢ or use the
arrow heys 1o select “10.Effect”. Press ENTER and the Effect parameter job

directory will appear.

PEFFECT SET EL s 212
fUSICERT -DE1 43y  STxConcert

BliEfiect Mode S al

BZIiEttect Ser

BItEffect 1 Parameter

B4:iEffact 2 Faramster

HEStE ffant, Cantrnl

kbl M. £ 4 £}

First we will be selecting the effect mode and elfect types. Press Fl to select

01 Tect Mode Selear™

The 8Y99 containg iwo effect units, which can be connected either in serial or
parallel. Use the - 41 keys to select the effect mode. The LCD will graphically
indicate how the signal flows from the etfect sends into the effect units, and then
combined with the dry {unprocessed) sound from the sterco output groups. If
ol i 1s selected the elfect units will not be used.

B T O -
sl BSSW

TR { ] IR
@End— | ErE2 rﬁﬁT‘A‘J
T FarF

EFFEST MODE SELECT
3 Ef

5

feot Mode = Farallel

413

HE Fard

TS

1
— &}
|

The sound trom ihe effect sends 1-4 @ 1s sent to the effect units @ and mixed
& with the dry sterco sound [Tonn e output groups,
For this example, scleet “parallel” mode.

Press the cursor key > once to

move the cursor o the “EFF1" area. The LCID

will show the currently selected effect type above the graphic. You can select
one of the 63 ctfect types for cach of the SY99's two effect units. You will want
(o Wy out tie various settings later; for naw, set this to “1:Rev.Hall™.




Adjust the wet:dry

balance

Adjust parameters for

effect 1

Bypass the effect to hear
the unprocessed sound

Press the cursor key b key twice to move the cursor to the “Qutl” area. The
LCD will show *“Qutl wet:dry =" above the graphic, followed by a ratio indicat-
ing the balance between effect and unprocessed sound that is output by the
vaice selected. The first number indicates the amount of effect sound that is out -
put; the second indicates the amount of unprocessed sound which the effect
sound is mixed with. Use the DATA ENTRY slider or the data entry wheel to
change this value ta 10(:0, and notice how the sound changes. (Actually you will
still hear some dry sound from Oulput 2.)

In order to make the resuit of the following edits obvious, leave the wet:dry
setting at 0:100.

Press the PAGE 1> key twice to get the following display.
If the lowest parameter numbers are not showing, press Fl1 () to scroll up.

EFFECT 1 PRARAMETER F}% 214
Parallel EFFL Tdle = 41iRew. 1

tReverk Time = =T
AZiHidh = U E]
B3:0iffusion = 4
B4t Initial Delay = a.a m=
Q51 Fey No]sw = 0,1 m=

(& B

Here you can edit the parameters of effect |. With the cursor located at the value
for “O1:Reverb Time” (initially 2.6 seconds), increase the value while playing
the keyboard. Notice that longer reverb times give the impression of a larger
more reverberant hall.

You may wish to adjust some of the other parumeters of the effect. The
number of parameters will depend on the effect type. “O1:Rev.Hull” has ten
parameters. To adjust the other parameters, press F2 (V) to get the following
display.

}EFFECT 1 PRRAMETER EL Lﬁ_ 215
Farallel EFFL TYre = B81liReuw. Hal1

gntDersity =

GriER<Rev Balance = rg

B2 Low Gain = S
9 Hidgh G:ln = +85  ofE
1R [ = Thtoushk

F Y

When finished, press EXIT twice to return to the voice edit Common data job
directory.,

Whether you are in play mode or edit mode, you can press the EF BYPASS switch
at any time to bypass the effect units. When you press EF BYPASS the LED will
light, and you can hear the sound without the effect. Press it once again, and the
LED will go out and the effect will be applicd once again.

While the cffect 1s bypassed, the volume wilf be compensated so that you
will hear at least —12dB of direct sound.
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Simple editing: tone (Filter)

Each element in a voice has two filters which can be used to make overall adjustments in lone. A filter can
be controlled in various ways. Controlling a filter by key-on velocity is a simple way to make a voice
respond expressively to your kevboard playing.

What is a filter In electronic musical instruments, a filter removes a specified range of fre-
quencies from the sound, and allows the rest to pass throngh. For example if the
high frequencies are removed and the low frequencies allowed to pass through,
the sound will be made darker. This type of filier is called a Low Pass Filter
(LPF). The frequency at which the filter begins to affect the sound is called the
Cutoff Frequency.

Low Pass Filter {LPF}

Yolume Volume
A . = Culoll frequency

‘ \ ‘ ! » Frequency I > Frequency

High frequencies ara removed
Low frequencies are ailowed to pass

Original sound
Each of the one, two, or four elements in a normal voice contains two fillers,
which can be controlled independently. One filter is fixed as a Low Pass Filter
(LPF). The other filter cun be used enther as a LPF or as a High Pass Filter
(HPF); i.c., a filter that allows only high frequencies to pass, resulting in a thin -

ner tone.
Turn off unwanted Each normal voice consists of one, two, or four clements, and each element has
elements its own set of two filters. If the voice you are editing ¢ontains two or four ele-

ments, it may be helpful 1o listen to only one element as you adjust its filters. To
the right of the voice name displayed in the voice edit job directory is a list of the
elements used by the currently sclected voice.

This voice uses two elements

GICE EDIT El:@AFM EZ: - 221
EZiFkM E4: -
oPL-HAICHL) HP I Rocks a3
MiElemLol BrUILimit B Portz {3: Name
ITZ ElamDtn m:ElemF‘an MEftfect MHi ————-
iHLS 1+ fiouwtSel NiFcrTune 198 Initls
l':l!l! . i Randon  2iCntrlie eiRecg] ]
M Com El EZ

The voice selected in the abave display uses two elements. Press GL 2 (the
bank B bulton} Lo tum off element 2. Now you will hear only element 1. Press L
2 once again and it will be turned on. You can turn each element onfoff at any
time while editing.

Specify the type of filter Press F3 to select the voice edit Element 1 job directory, select 08:Filter, and
and the cutoff frequency press ENTER.
Filter paraincters are divided inte three jobs. Press FI to select 01:Cuatoff
Frequency.
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Other ways to control the
filter

CUTOFF FRERUENCY P I(%ﬁ%]; 249
UOICEeP1-0A01¢B1> APiRocks HFMD

| e | Futof$ Fred | el

Filter] | @E? I 15. 4T kHz (1237 \Eu‘—UH

Filterz 19.47TkHz (1242 |EG-UH

Resonance = 1 Uelacitd Sens = -3

LEO Contoff Seng = +2

Sz HI

Set both filters 1 and 2 to LPF and 9.510 kHz, and set Velocity Sens = +7. Play
notes on the keyboard, softly and then strongly. Notice that as the keyboard is
played more strongly, the tone is brighter. This is because the velocity sensi-
tivity setting of +7 allows the key velocity to increase the cutolT {requency of the
filter.

Increasing the Resonance setting will boost the frequeucies at the cutoft
point, making the effect of the lilter more noticeable.

Valuma Valume

4

Volume

A

Freguency
The culolt frequency is
lower for softly played
netes = dark tone

2 ¢ Resonance

Frequency Frequency
The cutatt frequency is
higher for strongly played

notes — bright lone

Fezonance adds a hoost or
peak at the cutoff point

The SY9% provides many ways to control the [ilier i addition o key velocity.

EG: Euach ol the two {ilters has its own mndependent EG, which can be be
used to give each note a fixed pattern of tonal change, such as the characteristic
“whaaa' of 4 brass instrument.

Note Number: The note number can affect the rate at which each filter EG
changes the wone, andfor alfect the width of the change in tone. For example high
notes cant be made 1o change 1 lone more rapidly than low notes, or low notes
can be made to change i tone more thare high notes.

Key velocily: Key veloeity can be used o affeet the amount of tonal change
produced by cuch filter BG. For example strongly played notes can be made to
have a greater change in tone.

LFO: Wah-wah {cvclical wone change) occurs when the LFO is applied to
the filter block.

Cantrollers: A specified controtler (such ax modulation wheel or foot con-
troiler) can be used to adjust the depth of the wah-wah (Filter Modulation)
caused by the LIO.

For examuple o assign MODULATION 2 1o filter depth, you must

. go to Systemn Ultility, 3. Conprollers (JUMP #303) and make sure that

controller number 13 s assigned to MODULATION 2.

2. oo o Voice Common Job 12.Controlicr Sct (Jump #2263 and press T3
(Mod)
3. sclect controller number 13 to affect filter depth

4. go to element filrer page (for an AFM etement JUMP #2490, for an AWM

element JUMP #263), assign Filier to be controbled by LFO,

adjust LFQ cutoff sensitivity for the amount of control you wish,

6. 1f the LFO has already been assigned to affect filter cutoff, you may wish
to decrease the LFOQ F.Mod Depth (for an AEM element JUMP #244, for
an AWM element 1UMP #201).

J]

Or, a device can be used 1o directly control the {ilter EG, for example allowing
you o use a controller to continuously adjust the tone during a note.
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Simple editing: vibrato (LFO)

The LFO preduces a repeating pattern of change. Vibrato is created by applying the LFO to the piteh.

What is an LFQ

Adjust the LFO

Other LFO parameters —
Speed and Wave

Increase the modulation
sensitivity for an AWM
element
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A Low Frequency Oscillator (LFO) is a device that produces a wavelorm at a
slow speed (low frequency). This slowly repeating waveform can be applied to
various aspects ol the sound to cause repeating patterns of change. When (he
i.FO is applied to the pitch, vibrato is the resull. When the LFQ is applied to the
filter, wah-wuh is the result. When the LFO is applied to the volume, tremolo is
the result.

In this example we will use the LFO to add vibrato to the sound. Move to the
Voice Edit job directory, and press ¥3 to get the Element 1 job dircctory. If ele-
ment 115 AWM, select jub 06:LFO. If element [ is AFM, select job 06:LFO and
press El to select the Main LFO.

AFM LFO oF E%ﬂﬁé 244
UOICE-Pi-AB1C(ALlY APFIRocks <HEMD
Main LFO
Wave = IRETRICEEN A Mod Depth = 5]
A P Moo Depth = 2@
Skeed = 17 F Mod Depth = )
2lad = B Init Phase = &
Sub ML

The Main LFOs of AWM and AFM elements are the same. (AFM elements
have a Sub LFO which we will not be using in this example:)

Increase the P Mod Depih sctiing (Pitch Modulation Depth) while playing a
note, and you will hear vibrato, If you do not hear any change when you increase
the LFO P Mod Depth, you may need to increase the Piich Modulation Sensi-
tivity (PMS) as explained in the lust two paragraphs below.

To regulate the speed of vibrato, move the cursor to Speed and adjust the valuc
over a range of 0-99. Extremely high scttings will resull in a buzzing sound, and
cxtremely low settings will result in a very slow pitch change,

To modify the shape of the vibrato, move the cursor to Wave and select a
different LFOQ wavclorm. The selected L.FO waveform will be graphically shown
in the line below.

Before you proceed to the next section of this example, set P Mod Depth
o 0.

Press EXIT to return to the Element 1 job dircctory, and select 05:Sensity
(sensitivily}.

AWM SENSITIUITY ‘ 268
VOICEePL~-CB2¢34Y ER:BidBand(E1l-/RRWM)
Velogity Seng = N

Rate Uel Switch = on

Ank Moy Sens = +7

FPitch iMod Sens = 2




Pitch Mod Sense (pitch modulation sensicivity) determines how sensitive the
pitch will be 1o modulation from the LFO,

Increasce the modulation Press X0 to return to the Element 1 job directory and select 05:Sensity
sensitivity for an AFM (sensitivity).
element
HEM SENSTTIVLITY OF g%%ﬁE? 243
VOICEePL-A81 A1y AP IRooks -1 "HFM>
L gp2| OFZ] nPd) Opsl QP
TETSSITa] ~ [ o [T+ | + +3 [ +5
Rate Uel] aoff| off| on on on or
AModSens 5] 5] & @
[l el ST 1 1 5] 5| [ 14
& Rate HMTs  FHG AT

PModSens (pitch modulation sensitivity) is adjustable independently for each
operator over 4 range of 0 7. To create normal vibrato, all operators must be
pitch modulated cqually by the LFO. [ncrease the PModSens equatly for all
operators. (If the LFO affects the pitch of some operators more than others, the
Liarmonic structure of the sound will vary, which can be an interesting effect in its
own righi
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Simple editing: using a controller

Many acoustic instruments allow the musician to modify the volumne, tone, or pitch while a note is being
played. The 5Y99's controllers can be assigned to continuously affect various aspects of the sound for
musically expressive control,

Control makes musical On instruments such as piano or organ, there is little thar the musician can do to
expressiveness possible modify the sound cnce the note has been played. However on instruments such
as wind, brass, or sirings, the volume, tone, or pitch can be continuousty and
freely modilicd even while wound is being produced. The SY09 s Controllers
(pitch and modulaiion wheels, aftertouch, optional foot controllers, ete.) can be
used to control various aspects ol the sound over the duration of & note. This
aliows the SY99 10 be played with the musical expressiveness of an acoustic

instrument.
Assign a controller to In the voice edit job deciory, press F2 to get the Common data job directory und
regulate vibrato select 12:Cntrilr (contreller). In dus example, press I3 (Mod) o get the LIFO

modulation controller assignment job.

CONTROLLER SET EL ¥ 225
UDICEEPL-ABLIB]1 Y AFPiRocks
Modulation De-:'f;:hmml el N . e
= [N f, R [=1Am] -
1tc !bj [ZI5H Hru:!lll;ﬁ 10t

Amplituda 5 off

= A 111

Hitr el Fan DLAr

Move the cursor 10 the Pich row. Set Depih to its maximom value of 127 and
the MIDT Controller Number to 001 Modulanon. With this scuting, the
MODULATION | wheel will regulate the depth of pich modulation over s Tull
range. Move the MODULATION 1 wheel and notice that vibrato deepens as vou
move the wheel forward. You will proebably Jind that when the wheel is [ully for-
ward, the effect ts too extreme to be musically uselul. Decrease the Depth set-
ting so that the full range of the wheel is musically uscful.

In this example. you assigned the MODULATION 1 wheel to control pitch
modulation, but any other controller could have heen used instead. It s also
possible to assian two or more parameters to be regulated by the same

controller.
Adjust the pitch bend The rricu wheel Tocated at the left of the keyvboard always controls the pitch. Tts
range function cannot be reassigned, bul you can adjust its range. Press F1(PBY 1o gel

the following display.

S 1. 225
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Use zoned aftertouch

Other controller
assignments

With the scitings as shown in the display, the PITCH wheel will bend the pitch
up or dowit by two half sieps. Modify the Piich Bend Wheel value in the display,
and move the PITCH wheel up and down to hear how the pitch is affected.

Nate: The acvion of tie PRCH wheel may be imodified nying the Zoned Aftertouch
setfings, described below. This allenws for rather sophisticated usage of the
PITCH HJ:{/{*!.

The keyboard of the SY90 g sensitive to aftertouch (pressura on the keyboard
after a note is played}, A single aftertouch value is produced tor the entire key-
board; not independently {or cach note. However, the 8Y99's Zoned Aftertouch
parameler allows you 1o restrict the effect of uftertouch o a specified zone
(area) of the keyboard, or even to the single highest or lowest note currently
being pressed.

Press 12 {Afr) to get a display like the following.

CONTROLLER SET EL ¥ 276
VDICEEPL-RA1 A1y AR IRocks
After Towok

z_fihﬁ"d ﬂftmﬂ Touct Moda

t.or
o3

il

Eorad Rapde

AoEL I ¥ I-l'_[au Eﬁ%?mx =

As shown an the display. set Zoned after Touch Mode (o “top”. and After
Touch Pitch Bend Range 10 7427 Now play and hold a chord, und press [inmly
down on the keyvhoard Notice that only the op note of the chord rises in pitch.

in this c&anm'-‘__ arertouct iy aflfecedng the pich bend. However just as you
assigned vibaie shiccgudd by the MODULATION | wheel, you can also assign
vibrato {or any u[her px-mnuicr} io be alfected by alteriouch. [n this case, zoned
altertouch wondd ailow vou to apply vibrato 1o just the top note of 4 chord when
yvou press dowen on thie kevboaed, Since the melody Tine 15 usually the highest in
pitch, soned aftertonch can e vsed to make the meledy stand out expressively
from the other notos boiie playved.

Othier settings of Yoned Alter Touch Mode allow aflertouch to alfect all
notes, the bottom noie, notes shove o split point, or nofes below a split point.

3 (Pany altows you to make assign controllers 1o yegulate panning (sterco
posttion), and +5 (CGthes adlows you w miake controller assignments for various
other parameiers.

Except {or ptteh boened, o different controller can be assigned 1o each
paraneter. It is also possible te assign the same controtler to affect two or more
parameters,
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Simple editing: attack (EG)

The Envelope Generator (EG) determines how a sound attacks (heging) and decays (ends).

What is an envelope

gencrator

Adjusting the attack of an
AWM element

Adjusting the attack of an

AFM element
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Most instruments have a characteristic pattern in which the velume or tone
changes over fime. In electronic instruments, this is derermined by the envelope
generator (EG). The BEG produces a lixed pattern of change over time. For
exarmple 1o simulate the attack and decay of a plano, you would set the volume
EG o be foud when the note 1s first played and then gradually diminish in vol-
wme. The EGs of the SY99 ullow you o specily 4 change over timic by settings
Levels and Rates. The Tevels are volume levels, and the rates determines the
speed of change that teads to the next level.

In this example, we will be adjusting enly R1 {rate 1} 10 change the attack of
the sound.

AWM element EGs are shghtly different from AFM element EGs. If you are
editing an AWM clement, continue to the next section “Adjusting the attack of
an AWM eclement”. If vou are editing an AFM element, skip to the last section
“Adjusting the attack of an AFM element™.

[For an AWM clement, the amplifier block EG determines how the volume of
cach note will chunge over time. From the AWM element | job directory, select
O3:EG. I the Mede 15 set 1o “held”, change it to Yattack™.

HWM EG _ ) 2545
UOICEeP1-~C16048) STiPizza C(EL1-HbMM3
o= 5 [ Sexll] RLI=63

R2= A |LZ2=53
R3=16 L3=&3
Rg= 11
ER=ZT REZ=+3
a8 <L >

Maove the cursor to R (rate 1) and decrease the value while repeatedly playing
notes, Notice that as R decreases, the atlack becomes slower.

For un AFM element, the combined effeci of the operator £EGs determines the
way he element’s volume and tone change over time. From the AFM element |
job dircctory, scleet O3:EG. Press B2 (Ally and then press F3 (OnR) (key-on
rates}

AFM OPERATOR EG 0P 233

ONTnE=FLoAal By AP |Rocke DT, 25
R REEEES&RFEE SEAET ko R 4

3 R4 RS 3 RS

£1-Ge-fa-Re-Ral WL BL B2 B3 RE Ro

5121 16 12 +3|5 8435322 13 +7

3 4 Pe 15 15 +4 328 7 5 +n

‘ﬁIﬁ?] Orl E-of AT™




The EGs ol carrier operators determine how the volume will change over time,
and the EGs of modulator operators delermine how the tone will change over
time. To see which operators are acting as carriers, press F§ (Alg) to get a
graphic display of the algorithm. The operators in the bottom row are acting as
carriers.

AFM RLGORITHM 274
Aldgorithm = E¥ .

(2] [4]

BUREE

In the algorithm used by this AFM element, operators 1 and 4 are the carriers.
Press EXIT to return to the AFM operator EG display.
Move the cursor to R1 {rate 1) of the carrier operator{s), and decrease the
vilue while playing. Notice that as R1 decreases, the attack becomes slower.
Depending on how the modulator operators are being used, it may be neces-
sary 1o decrease R for modulator operators as well,
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How to name and store your new voice

If you have followed along with the last Five “Simiple editing” sections, the veice is now probably quite dif-
ferent than when you first selected if. Even it the voice sounds rather strange, give it 2 new name and store
it as explained in this section.

Enier a 10-character From the voice cdit Common dala job directory, sefect T3:Name,
voice name

ICE MHME
URICE=PL-AB1ca10

-

*
AP Racks ]

Clr s Lowr

Press F1 {Clr) 1o clear the currently set voice name, and use the numeric key pad
to enter the characters primed below euch key. Press F2 to select uppercase
characters and press Fioto select lowercase characters. Use <k 10 move the
CUTsOT.

For example 1o enter the voice name “New 1™, use - to move the cursor 10
the beginming of the line, and press the following buttons; F2 to sclect uppercase,
4 three times 1o cnier “N7, -, 63 (0 select lowercase, [ three times o enter "¢,
>, 7 three times to enter “w™, = and 1 once to enter “ 17,

Store the edited voice When vou have finmished enfering the volce name, press the mode select key
VOICE o exil o the vowe edit Commaon job directory. Since the voice data has
been edited, the top line of the display will blink “AUTO STORE VOICE”?

AUTO-STORE LOLCE  rfuch BetuarnsQuit - Store
QPL-HB8148] » Hew lcice
IMTERFNAL Ba _ !E_l
HP I.E MIERPIBell 131KEY Soo
Rt

:EF:DMis MikY | Cra
HiEF I GrnD 15 kY I Clau
RepPiltoml iKY Basn

Fet  ait Stor

Note:
Vaices which wse voice mode 3 (4AFM nonol, 8 (AWM poly). and [
(2AFME2AWM ) occupy extrea meviory, and can be stared anly in bank 1. The
AUTO-STORE display for such voices will autometically show bank D, and
blink “Use hank D7 in the bottom line as a reminder.
Voices which wse aiher volce modes can by stored in bank {3 as well,

The LCT will show the first seven charucters of the voice names in the currently
selecred bank of voices. The volce nane displayved in inverse indicates the voice
memory into which the edited data will be stored.

Storing data will overwrite the data that previously occupied that memory,
so 1 you do not wanl to overwrite the original data, use INTERNAL or CARD 1o
specity the voice memory, select a bank A-D, and select the vewee memory 116
in wlnch vou want to store vour newly edited voice.
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For example to store your new voice in Intemal memory bank € memory
nwmber 16, press INTERMAL, then € then 6.

BUTO-STORE WCQICE Push Return sAuit- Store
GP1-HB1 (81> Now Uoice
IHTEPNHL Bank _©

tER I Trme BEiBRIFrHo WiBR:1SP1a 131 5T Chor
m ER:Bi4R k:ERIDrkH WiER:Pumpe 4iSTiRo=s1
(G: BR i Jazz WWiEBRiAzen HIBERISLAL 15:ST i Guar

MiBRE, . Myte B3R5 DaBn ST 0nts =
et Ul or

The voice wil be stored into his memary

Press P8 (Stor), and the bottom line will ask “Arc you sure ? (Yes or No)". If
you are sure vou want to store the edited voice, press +1;YES and the bottom
line of the L.CD will show "Store completed”. If you decide not to store, press
—1/mty and the bottom line of the LCD will show “Store cancelled”.

You will then relum to voice play mode.

WOICE-L -C15¢48) Trans.Ch= 1 188

New Uolce imrmeiaum
FRRALLEL EFFI EQ -» 54.Chorus

+“f’»=-
Sture comPleted !
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How 1o edit a drum voice

A drum voice is a special type of vuice which plays a different AWM wave on each key of the SYY99's 76-
note keyboard. This is normally used to assign drums and percussion sounds to the keyboard when
creating rhythm accompaniments.

Set the voice mode to
Drum Voice

Drum voice parameters

Wave Data Set — select
a wave for each key

76

In the top levet of voice edit mode, press TI (Mode) to get the voice mode job
and select 11:Drum Set,

UDICE EDIT - Drum Set - 209

GPi-A81(A1Y HPEIRocks 11
@l:1AFM mono SREM Pald B9t 1AFME AWM
82: 2AFM mono P1AWM Fold 16 2AFMEZEKWM
a3 4AFM mono t2EHM PolyY (BRI
Ag: JRAFM 1ol PAAWE Eolu

Lom

Mxivie]
:i:lﬂll.".l‘\l’_ﬂ

Press F2 (Com) to gel the voice common data job directory. All drum voice
parameters are contained in this job directory.

UOICE EDIT - pumsgee - 7

GP1-pA1<@1» AP IRoncks a1
di:llaoice Uolume Bo: Name
iWave Hata Se L
83 EFFect Set. BTiInitialize
ti~m]]let Set A :iFerall
ore

As when editing a nornmal voice, a drum voice allows you to sct the overall vol-
ume of the voice (01:Voice volume). make settings for the NDSP effecr units
(03:Effect Set). specity the controller which will regulate the volume of the voice
04:Controller Set), and assign a name (05:Drum Set Name).

A drum voice differs from other voices mainly in the second patiuncter job,
{2:Wave Data Set.

From the voice common data Job directory, select 02:Wave Data Ser.

BUE DRATR SET 274
DICEEPiwﬂﬂlcal) AP IEocks  (Irum Setl
Key Mobte MNumber ¢ C 1
Nave form :
Lewel
Hlternats
futlut Grooe hoth S+3f1c Pan

|K=Tin K= Prel Prez Card Inir

= + i
=+ &
= + K

1T

This job is where you specify the AWM wave played by each key, Adjustments
for ievel, pan, ete. can also be made independently for cach key.

Press the €1 key or use F1 {(K-Dn) and ¥2 (K-Up) to select C1 (two octaves
below the €3 mark on the SY99 keyboard). Move the cursor 10 Wavelorm and
select preset wave number 86 BD 1 (bass drum),

'WAUE DATR SET 574
UOICEEP1-ARA1CE1Y AP{Rocks (Drum Set)
Ked Hote MNumber ¢ C 1

Wawe form = W_
Level 127 ote SNt [

+
Rliernate off Fine Tune + 8
Autegt Gregpe L':r‘-th Static Fan + @
F-Tin k- Frel Pre: Card inbr

IR
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Alternate On/O#T

Other wave data settings

Name and store your new

drum voice

Next select note C#1 and specify preset wave number 94 SD I (snare drum).

WELE DRTA SET 274
VQICERPL-AE1 <A1 AP Rocks  (Drum Seto
foed Mote Mumber @ C#H1
Hauve form = W
Lewel = 127 Qe Snltt = + o
F!ltﬁr*;‘uahﬂ- = o?f F}he Tune = + 4@

R = ot = 4

In this way, make the following settings for notes Cl-F#! to create the stmple
seven-msteument drumn set shown in the table below. For notes F oand F# sel
Alternate to “on'.

Mate Weave no. Wave name Alternate
o : 86 BO 1 off
C# S 34 . o I ”
D i 104 : Tom 1 I off
D#1 1G5 i Tom 2 i uff
Ei 118 R_lcle off
1 112 HH mld" - ____;);1__ |
Fit1 114 HH open ohn

Play notes Cl-F41 (o play your new drum set. Notice thut when you play F#l
{hi-hat open) and then quickly play FI (hi-hat mid), the open hi-hat will stop
sounding when the closed sound begins. It is impossible for a real hi-hat to pro -
duce closed and open sounds at the same time, and this s the reason that we
set these two waves to Allernate on. When two or more waves are set to alter-
nate on, the last-played wave will wke priority and the previously plaved wave
will be turned off.

The volyine of cach note is adjusted by Level. The tuning of each note 1s
adjusted in hall steps by Note Shilt and finely by Fine Tune. The stereo position
of cach note 15 determined by Static Pan.

e Voire edit mode, Drum sel data section explains the details of these
and other parameters.

As explained in the previous section, give your newly created drum voice a name
aud store 1t inte memory. The previous section of this manual How to use the
sequencer has shown how 1o use the sequencer to play a drum voice along with
other parts in a song.

Note: Drum voices may De stored in any of the four banks A through D. However,
sinee these voices confain a large vefume of data. anly the dara for nores CI
to Cty will be saved if a drim voice is stored in banks A, B, or C. Store drum
voices in bank D if you wish to save the data for the full range of notes from
Ed o G6.
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How to create a split and layered voice

Each normal veice consists of one, two, or four elements. By restricting each element to a specified range
of the keyboard or a specified range of velocity values, you can create a split and/or layered voice.

Copy elements into the
current voice

Initialize the voice
common data

Set the voice mode to
10:2AFM&2AWM

78

In this cxumple, we will create a four-element voice by copying element data
from other voices, and then setting the voice common parameters Element Note
Limit and Element Velocity Limit so that cach voice plays only in the range we
specify.

Elemeat 1: AFM brass (from P1-C06 DrkHowm) for notes above C3, sounded by
velocitics above 80

Element 2: AI'M strings (from P2-C11 StgLayr) for notes above C3, sounded by
velocities up to 79

Element 3: AWM piano (from P1-A01 Rocks) across the entire keyboard, all
velocities

Flement 4: AWM bass (from P2.C0O6 Upright) for notes up to C3, all velocities

127 R R TIFLE
e S

Key veiocity »

-
1 @ ,__ - ¥ "‘\__ 5 _)z,:IJ il ""‘/"—/"—/z,:/zl"

We will begin by initializing the voice common data. (The data of each element
will be overwritien by the elements we copy into the voice.) Sclect a non-drum
voice. From the top level of voice edit mode, press ¥2 (Com), select job
I5:Initlz., and press ENTER. Press YES in responsce to the “Arc you sure?”
display.

In this example we will create a {our-clement voice containing 1wo AFM ele-
ments and two AWM elements. In the top level of voice edit mode, press Fl
(Mode) to get the voice mode job, and select voice mode 10:2AFM&2 AWM.

Yl 2843
UOICE EDIT Bfh EhiH
EP1-Qu1 Al e
gl iAFM mono &
BZ32AFM mong
3 4AFM mono
1 5 1 ol
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Copy an element into
element 1

Copy other elements into
elements 24

In the top level of voice edit mode, press T3 (E1) to select the AFM element
edit job directory, select 1:Algrthm, and press ENTER. (The Copy element func-
tion is availabie only while in AFM element jobs 1. 2, &, or 7.) Press COPY {o get
the following display.

o+

nof

I
rs
ldU
s

=

{Bell 13:KY
EP Dxis MaKY
SEP I GrmD SrEN
2t EP"'n L sy

[T It
=z

B

|
4'

Here you can select the voice from which 1o copy the element. In this example,
select P1-C06 DrkHorn. Then press £2 (Elem) to get the following display.

COPY ELEMENT
Element Ho,

Sour‘r_‘-? . Uoice! PA-CHG IR

KFM  EZsAlWM EZ: -
Elemernt Ho. = H

Ta=EE ] o1 Go

Select
EE ! Dr-kHorn
E4: -

Here you can specify which element of the selected voice will be copied into the
voice you are currently editing, AFM elements can be copied only into an AF'M
clement, and AWM clements can be copied only into an AWM clement. Since
element 1 of DrkHorn is the only AFM element it contains, this is the only pos -
sible selection. Press F8 (Go), and then confirm YES to execute the copy element
operation. The bottom Hoe will show “Completed!” Press EXIT to exit the copy
element display.

The clement select buttons are located at the upper right of the front pancl. In
voice play mode they are used to seleet internal, card, or preset voices. In voice
edit mode they are used to move between elements 1--<4. Press element select
button EL 2 to move to element 2. You will still be in the AFM algoritium editing
display, but the EL 2 LED will be lit to indicate that element 2 is selected for
editing.

Press COPY to get the Copy Element display, and select PI-CI11 Stglayr
element 1 to be copied into element 2 of your new voice.

[ COPY ELEMENT
Element Ho. Selach

Source Molce!PL-Cl11<4Z> ERIStLalLayr
E1tAFM  E2YAMHM E_“: - Ed4: -~
Elemernt Ho. = [
SPATIINF 1 =) Ho

Press F8 (Go) to execute the copy element operation, and then press EXIT to
teturn to the editing display.

In the same way, press element select button EL 3 to select element 3, and
copy PI-AQ01 Rocks element 2 into element 3 of your new voice.

Then press element select button El 4 (o select element 4, and copy P2-C06
Upright element 2 into clement 4 of your new voice.

Your new voice now consists of four elements: AFM brass, AFM strings,
AWM piano, and AWM bass. Play the keyboard, and notice that cach note
sounds all four elements.
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Assign key limits to each
element

Assign velocity Hmiis to
each element

Name and store your new
split/layer voice

Other possibilities

a0

Press EXIT once to return to the top level of voice edit mode, and press F2 (Com)
ta get the voice comman daia job directory. Select job 04:Ntl.imit {note limit)
and press ENTER to get the Element Note Limit display. Make settings so that
the display looks like the following,

ELEMENT NOTE LIMIT EL ¥Rt 285
VOICEBPL-ABLCALl> APIRocks
QL High

Element] BFM CHS (e
Element2 8FH C#3 G g
E emen%g EHE 9 -2 G s

ement. — c 3 |
13 B ESD l‘g‘EIL Kbd

Play the keyboard and notice that the brass and strings will sound only for C#3
and above, and the bass only for C3 and below,

Press the PAGE > key once to get the Element Velocity Limit display. Make set-
tings so that the display looks like the following.

ELEMENT UELDCITY LIMIT EL pEsg 286
WOICEBF1I-RA1<EL) AP iRocks
Lot Hioh
Eiement.i #HEH =15 127
Elementz 8FM H
Elementd GHM 1 21
_E_P oy [ 1 127
L = |3

Play the keyboard and notice that the notes C#3 and above will sound cither
brass or strings depending on how strongly you play.

Using the procedure explained on page 74, give your newly created voice a name
and store it into memory.

You may wish to adjust the volume of each clement (press PAGE < four times to
get the Element leve! display, or JUMP #202).

The Element note limit setung in the above example creales abrupt
changes; e.g., the bass plays at full volume on C3 and not at all on CH#3. Tf you
wish to makc gradual keyboard crossfades between clements, set the output
level scaling for each element. Refer to 4 AFM operator outpur (JUMP #241) and
4. AWM owtput (JUMP #259).

The Element velocity limit setting in the above example allows playing
dynamics to create sudden change, If you wish to create gradual velocity cross -
fades between elements, set the velocity sensitivity parameters of each element
to opposite scttings (positive or negative values). See the velocity sensitivity
parameters in SAFM sensitivity (JUMP #243), 8.1 Cutoff frequency (JUMP
#249), und S AWM sensitivity (JUMP #260).

The Utility mode setting Velocity set (TUMP #802) allows you to specify
how the SY99 kevboard transmits velocity. When using velocity crossfades, you
may wish to select Velocity curve 6 or 7. This will produce exponential crossfad-
ing which may sound more effective than the normal lincar velocity curve,
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VOICE PLAY MODE
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VOICE PLAY MODE

VOICE PLAY MODE

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

Select voices from preset, internal, or card memory.

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

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

View the contreller assignments for the currenily selected voice.

Send a program change to an extemal device.
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VOICE PLAY MODE

Voice select

JUMP #100

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

UoICEs] N Trans,Ch= 1 4§

“oo
|
S F*C oncert sumonnm
Ei. EFFl} EIE‘['— > "‘fnmhon 1 I

wi,.J_wHJ_LHTT T.I__ SFT TR

ook

S

+in

+ ) T 1

T 0ONOO0 O 0 ™ O h ® 0O

@ VOICE indicates that you are in Voice Play
mode.

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

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

& Voice number in individual bank (1-16): This
indicates the number of the voice in the bank.

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

@ Transmit channel (1-16): This indicates the
transmit channel you selected in MIDF Uriliry
1. Setting (JUMP #807). The SY99 kevboard will
transmit data from MIDI OUT on this channel,
except when a master conirel setup is sclected.
You can also set the transmit channel at any
time by holding SHIFT and pressing a voice select
kev 1-16.

© Voice name: The voice name is displayed in
large characters.
Voice mode: This indicates the type and number
of elements used by this voice. For details refer

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

@ Effect settings: This area displays the effect
mode (OFF, SERIAL, or PARALILEL), and the
effect type for each of the two effect units. For
details refer to Veice edit, Common dara
10.Effect set, page 104.

@ Press F1 to send bank select and program
change messages via MIDIL. Refer to the [ollow-
ing section Send bank select and pragram change
(page 88).

@ Press Fo6 to jump to the master control select
display. Refer to the following section Master
control select (page 89).

@ Press ¥7 to view the controller assignments for
the currently selected voice. Refer to the follow-
ing sectiont Controlier view (page 87).

B Press F§ to view the voice directory. Refer to
Voice directory, below.

To select a voice use the following procedure, The
voice will not actually change until you specify the
voice number 1-16. If you want o play a dillerem
voice 1n the same bank, simply specily a differcnt
number 1-16.

1. Select the voice memory: INTERNAL, CARD {only
it acard is inserted into the DATA slot), PRESET
1, or PRESET 2. The selected LED will blink.

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

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

Voice directory

JUMP #101
Summary: This function allows you select voices IIIHWLEEHBER%CTERE; i3]
while viewing a directory of the sixteen voices in 11495 ST+Concer b %u
the currently selected voice bank. Ul | E% i ﬁ';?p w: P';'Tal'l 1’: %E‘E}_ L
Procedure: t, [_:F‘E:.U 1be DlF: Fe
: «F{aM g o = H
From: voice play mode (JUMF #100) | —Bﬂu 'L'?‘ggr“*“a:{
Select: 8 (Din) (JUMP #1G1)

Specify: one of the displayed voices
Toquit: and return to the voice play display
press EXIT.
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@ The first seven characters of each ten-character
voice name will be displayed. When vou select a




different voice memory (internal, card, preset 1,
or preset 23 and voice bank (A-D) the sixteen
voices in the newly selected bank will be dis-
played. In addition to the usual methods of
selecting a voice, you can also use the arrow
keys to select a vaice. When the vaice directory
15 displayed, pressing a memory select button or
bank select button will immediately select a
voice.

VOICE PLAY MODE

B Pressing FI-F8 (01)~(08) will select a voice 1-8
from the displayed voice bank. Helding SHIFT and
pressing F1 -F& (09)-(16) will select a voice 9-
16 from the displayed voice bank.

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

Copy voice

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

Procedure:

From: wvoice play mode
Press: COPY
Specify:  the destination to which the voice will
be copied.
To execute; the copy operation press F& (Go).
To quit:  without executing press EXIT.

(JumMP #100)

coPyY UOICE
ol D109y ST*Concsrt
IHTERHRL Bank A %l
HEPIT6S5L WiPLIRock 131KY1Smo
HRETLaR iERPiClas MiEP:DXis WikEYICral
@:BP.Cﬁnc WMeegPitite NIEPIGrnD 1hirEYIClaw
MroP st BiEPiRely 120 EF Uasl Tﬁ:l{‘r‘:PEso
0

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

After specifving the copy destination press Fs
{Go). You will be asked “Are you surc?” If you arc
sure you want to copy the voice, press YES and the
data will be copied. To quit without copying press
NO.

Controller view

JUMP #102

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

Procedure:

From: voice play mode (JUMP #1000}
Select:  F7 (Cul) (JUMP #102)
To quit: and return to voice play mode press

LXIT.

COMTEOLLER LITE i
Fltlh bend HbeeltRande= 2
Bille N

IR
Pan Eiaseoff
EG EBizs :toff
E Mo lupe Toff
EF& Farliors

@ The left side of each column displays the param-
eter which 1s being contrelled. The actual effect
that a contrelier will have on the parameter 1o
which it 15 assigned will depend on the depth
that is specified for each controller assignment
as explained in Voice Common job 12, Controller
{page 127).

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

In cascs where the controlier has been assigned
but will have no effect {(such as when the control
range 1s ), an inverse “X” will be displayed.
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VOICE PLAY MODE

134

L

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

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

® The bottom line displays the two effect parame-

ters which have been selected for realtime con-
trol, and the controller which is affecting each
effect parameter.

Controller abbreviations: The following abbrevia-

tions will be displayed to indicated commonly-
used control sources

MW1 Modulation Wheel

MW?2  Assignable Modulation Wheel

BC Breath Controller

VOL  Volume

FC Foot Controller

DE Data Entry Slider

SUS Sustain Switch

FS Assignable Foot Switch
AFT  Aftertouch

VEL  Velocity

SCL.  Scaling

LFO  Effeci LFO

This function only allows you to view the controller
assignments. To edit them, refer to Veice Common
Job I2. Controller (page 127), and Voice Common job
10.5 Effect control (page 123).

Send bank select and program change

Summary: While in voice play mode you can

transmit bank select and program change mes-
sages from MIDI OQUT without affecting the
SY99’s own tone generator. This allows you to
switch a tone generator module connected o the
S5Y59 MIDI OUT to another memory without
changing the 8Y99’s own memory selection.
{An identical function is available in multi play
mode.)

Procedure:

From: voice play mode
Select: F! (Send)
Specify: a bank sclect number (1-16,384) and
a program change number (1-128).

(JUMP #100)

To transmit: the bank select and program change
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messages press ENTER.
To quit: withoul sending a bank sclect or pro-
gram change message, press EXIT.

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

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

3. Press ENTER and the specified bank select and

program change messages will be transmitted
on the keyboard transmit channel (Kyb Trans
Ch) specified in MIDI Uiliry job I Serring (JUMP
#807).

I, for the program change, you enter a number
below 1 1t will be transmitted as 1. If you enter a
number above 128, it will be transmitted as 128,
In addition to the program change message
transmitted by this function, a program change
message will be transmitted every time you
select a 8Y99 voice or multi unless Program
Change has been tumed oft using MIDI unility
job 1. Setting, page 258,

Remark: Refer to the MID{ Dara Formal booklet

for detuils regarding the use of MIDI bank sclect
numbers.

Note: If a master control setup is activated, the

transmit filter for tha:r setup may prevent the
sending of bank select and program change mes-
sages using this function. Refer to the explana-
tion of the Master control utility on page 2584 for
Jurther details,




VOICE PLAY MOQDE

Master control select

Summary: While the Y99 15 in voice play mode,
you can juriip to the master control select display
(JUMP #832) by pressing a single function key.
‘This feature makes it easy to use the MIDI
muster control function while playing the SY99.

Procedure:

From: voeice play mode
Select: Fa (Mstr)

(JUMP #100)

The controller select display will appear, just as if
you had pressed JTUMP, entered 832 using the
numeric keypad, and then pressed ENTER. This
display can be used to send a varicty of control in-
formation to MIDI instruments connected to the
SY99.

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

VOICE EDIT MODE

This section explains the details of all voice edit parameters.

Contents of this section page
VGICe MOAE SEIECE ottt s s s st srs s ss s s as s ravat e 95
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VOICE EDIT MODE

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

Normal voice (voice modes 1-10)

[F1] (Mode)

Specify the
Voice Mode

. 1AFM mono

. 2AFM mono

. 4AFM mono

. TAFM poly

. 2AFM poly

. TAWM poly

. 2AWM poly

. 4AWM poly

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

= QDo oMLt A& Why =

JE—

| F2| {Com)

Common data adit
job directory

Moo~ ko~

b bk
L8 = o

—_
o n

. Element lavel

. Element detune

. Element note shift

. Etement note limit

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

. Handom pitch

. Portamento

. Effect set

. Micro tuning sel

. Gontrolier set

. Voice hame

. Initialize voice
. Recall voice

Drum voice (voice mode 113

[F1] (Mode)

Specily the
Voice Mode

- 1AFM mono

. 2AFM mono

. 4AFM mong

. 1AFM poly

. 2AFM poly

. TAWM poly

. 2AWM poly

. 4AWM poly

. TAFM&TAWM paiy
. 2AFME2AWM poly
. Drum set

= PO b DR =

k. ma
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_F2! (Com)

Drum Set edil
job directory

Qo

M

Voice volume
Wave data set
Effect set
Controller set
MNamg

[nitialize
Hecall

[Fa] &1

AFM element edit

job directory

- 3dm P W =

15,
16.

. AFM algorithm

. AFM oscillator

. AFMEG

. AFM operator output
. AFM sensitivity

. AFMLFO

. AFM pitch EG

. AFM filter

Initialize AFM elament
FRecall AFM element

OR

[Fa](E2) |Fs (E3) [F6|(E4)

AWM element edi!
job directory

15.
16.

CONEm OO

. AWM wavaiorm set
. AWM EG

. AWM output

. AWM sensitivity

. AWM LFG

. AWM pitch EG

. AWM filter

Initialize AWM element
Recall AWM element




VOICE EDIT MODE

Compare

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

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

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

Note:

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

® [f the Voice Mode has been changed, the Com-
pare function will not be available.

o While comparing, it is not possible to modify
parameter values. {However there ure some
exceptions.)

® [fyou compare while editing a card voice, a card
errar will cancel compare after displaying an
Error message.

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

Store voice

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

AUTO-STORE URICE kush ReturnsGuit-Slore
GBI -DE1¢49) ST*Concer
IHTEPNQL BankﬁDﬁ oo ,@1
BePCSnale BIPCITahi 13:SE1S11t
& b *l e~ 4 PE}Harl MWEE:Clos DR Kits
PE ik :P; Eala 150Dk
i { 1 PCrEeri i DR

Note 1:

Four-element voices, fe., voices using voice
mode 3 (4AFM mono), 8 (4AWM poly), or 1)
(ZAFM&ZAWM) occupy exira memory, and
can be stored only in bank D. The AUTO-
STORE display for such voices will auto mati-
cally show bank D, ard blink “Use bank D” in
the bottom line as a reminder.

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

Drum voices may be stored in any of the four
banks A through D. However, since these
voices contain a large volume of data, only the
data for notes C1 to Cé will be saved if a drum
voice is stored in banks A, B, or C. Store drum
voices in bank D if you wish to save the data for
the full range of notes from EQ to GO,

Note 2.
When storing a voive which uses an AWM
waveform card, make sure that the correct card
is inserted when you store, since the waveform
card 1D number is stored as part of the voice,

The LCD will show the first seven characters of the
voice names 1n the currently selected bank of voices.
The voice name displayed in inverse indicates the
voice memary inte which the cdited data will be
stored.

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

Press F8 {(Stor), and the bottom line will ask

“Are you sure ? {Yes or No)”.

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

4, You will then return to voice play mode or the
jump destination.

b
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Element on/off

When editing a voice which uses (wo or more cle-
ments, it is oflen useful to hear only the element be-
ing edited. At any time while editing a normal voice,
pressing the CLEMENT ON/OEF buttons located at
the upper right of the front panel will tum individual
clements off/on. When editing voice common data,
the number of clements used by the voice will be
shown in the upper right corner of the display.
Elements that are on will be displayed in inverse. In
addition the LEDs above the ELEMENT ONJ/OFF
burtons will light if the element is on and be dark-
ened when the clement is turned off. In the following
L.CD, elernent 2 has been tumed off, and will not be
heard.

Elerient 2 has been turied cff.

ELEMENT LEUEL L Mg 2687z
UOICEaT -131C4%) ST#Corcert

Total Unice Wolume = -

El 2 AFM R E4 AMM

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

When you move to the Voice Mode Select dis-
piay. the element on/off sertings will automatically
be cancelled.

Element select

At any time while editing the element data of a nor-
mal voice, you can use the GLEMENT SELECT but-
tons located at the upper right of the front panel to
sclect an elenient 10 edit. This is often faster than
returning to the top level of voice edit mode and
pressing F3-F6 to select the job dircctory of a dif-
ferent element.

94

When editing Voice Common data, Drum Set
data, or wavetorms, the ELEMENT SELECT buttons
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Voice mode select

Summary: The voice mode sciting determines
whether a voice will consist of one, two, or four
AWM or AFM elements (modes 1--10), or 76
AWM waves {(mode 113,

Procedure:

From; the top level of voice edit mode
(TuMe #200, #201, #230, #256)
Press: F1 (Mode) to get the {ollowing display.
(JUMP #200)
Specify: the desired voice mode.

UOICE EDIT exaimesiin =

-DA1(43y ST+Concert _ 11&
42 1 AFME Gl

P 1AFM mono 95 2HFM Poly @
120FM mono B&1HEWM rald
TAREM mono BT ZRWM eoly
: oly A3 v4nl

2 om £

= AT Tl
(] N

@ This area shows the number (1, 2, or 4) and type
(AWM or AFM) of elements in the selected
voice mode.

® Move the cursor 1o the desired voice mode 1-11.
The selected voice mode will hecome effective
immediately.

01: 1TAFM mono: 'The voice consists of one
AFM element,

02: 2ZAFM mono: The voice consists of two
AFM elements.

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

(4: I AFM poly: The voice consists of one AFM
element.

(3: 2AFM poly: The voice consists of two AFM
elements,

06: 1AWM poly: The voice consists of one
AWM element.

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

08: 4AWM poly: The voice consists of lour
AWM celements. (Sce note)

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

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

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

Mono modes (1-3): Voices which use modes -3
are monophonic. Only one note can be produced
al a time. If a nofe is played while the previous
note 1y still sounding, the previous note will be
cut off. Mono mode is useful when simulating in-
struments that naturally produce only one note
af a time. Mono mode also allows you to use a
special type of portamento; fingered portamento.
For details refer to Veice Common
9. Portamento (page 104).

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

Drum Set mode (11): Drum set voices use only the
AWM tone generator, and up to 16 AWM sam-
ples can be sounded simultaneously.

Note: Four-element vaoices (modes 3, 8, and 10) can
he stored only in bank D .

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

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

COMMON DATA

Common data job directory

JUmMe #201

Summary: ‘FThis job directory shows the jobs con-
taining data that affects all elements in the
VOICE.

Procedure:

From: the top level ol voice edit mode

When: editing u nonnul voice
Press: £z (Comj)

Select: the desired job

{JUMF #20}}

UDICE EDI E1:0FM _EZ: Rl 241
E2:AFM| E4: AWM
eI -NIEB1(49) ST#*Concert 18
orElemlw]l BiUlLimit P:Porta ﬁ MNarme
Q:Elemltn BiElemPan —————
m.NtShlf t MilutSel criune ﬁ Initlix
+ H dom u Gntrlir 18tEecall
o e EZ ES E
2] 1]

@ ‘[his area shows the number (1, 2, or 4) and type
(AWM or AFM) of e]ements in the selected
voice mode.

® Move the cursor in this area to select a job:

O1: Clembivl (Element level): Total voice vol-
ume, and element level]

(2; ElemDin (Etement detune}: I'ine tuning for
each element

03: NiShft (Element note shift); Transpose each
element

(4 NiLimt (Element note lmit): Range of notes
thut play each element

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

{6: ElemPan (Clement dynamic pan}: Dynamic
paaning table for each element

U7 Outsel (Quiput group selecth: Output group
for cach clement

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

09: Porta (Portamentoy: Portamento made and
time

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

11: Mer'lune (Micro wning): Micro tuning select
for entire voice, and micro tuning on/off Tor
each element.

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

13: Narne (Voice nume); Fen character  voice
narne

15 Toutlz ddmitialize voice); Initialize the voice
commeon dala being edited

16: Recall (Recall voice): Recall all data
{common and element) of the previously
cdited voice

COMMON DATA

1. Element level

JUME #202

Summary: Adjust the overall volume of the entire

voice, and the volume of individual elernents 1-4.

Procedure:

From: voice common job directory  (JUMP #2011 )
Select: job 01:Elem/ vl {IUMP #2002)
Specify: the total voice volume and the levels of

euch element
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ELEMENT LEUVEL EL iRE) 262
LWOICEeY -DEtlcdan ST#Cancert
Total Ugice VUolume =
E1 AFM E2 AFM

-

)
©® Total voice volume (0...127): This determines
the overall volume of the entire voice.




@ Element level (0...127) EI-FE4: These deter-
mine the volume level of each element. Press F2,
F4, F6, F$ to move the cursor to elements B4,
The level of cach clement is displayed as a ver-
tical bar graph.

® Pressing F1 will move the cursor to Total Voice
Volume, Pressing T2, F4, T6, 8 will move the
cursor to elements 1-4,

VOICE EDIT MODE

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

COMMON DATA

2. Element detune

JUmMP #203

Summary: Adjust the fine tuning of individual ele-
ments 4.
Procedure:
From: voice common job directory  {JUMP #201)
Sclect: job 0U2:ElemDin (JUMP #203)
Specify: the tuning of cach element

ELEMENT DETUNE EL g 2893
WOICEeI -DB@1{49) ST#Concert
Element.l HFM = 4 h : *®
Elemants AFM = = —\ s+ !
Elem=nt3 AWM = + & H * H
st 4 = + 44 | H P H
E2 B3 E4
) Y

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

the pitch, and positive scttings will raisc the
pitch. The tuning of each element is indicated
graphically by the position of the asterisk on 4
horizontal scale.

B Pressing Fi--F4 will move the cursor to elements

1-4.

Remarks: I you are crealing a voice that plays two
or more elements for a single note, slightly de-
tuning the elements will create a natural chorus
effect, giving a richer quality to the sound.

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

COMMON DATA

3. Element note shift

JUMP #204

Summary: Transpose the pitch of individual ele -
ments 1-4.
Procedure:
From: voice common job directory  (JUMP #201)
Select: job 03:NtShtt {IUMP #204)
Specify: the transposition of each element

ELEMENT MOTE SHIFT EL ks 2
LOICE=Y -DBLC4%y STwCoroert He
Elemsntl AFM = DT : :
Elemsrt? AFM = + U§| — :
Elenerll WM = + & % # H

= h i T

‘-‘Ejﬂlmnrﬁ.% Al = _+ 0
= B E4

2] L1

@ Note Shift (-64...463) E1-E4: When this is set
to 0, the element will play the correct pitch for
the key that was pressed. This setting adjusis
the pitch in semitone increments. For example if
set to —12 the pitch will be one octave lower
than normal, and if set to +24 the pitch will be
two octaves higher than normal.

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

Remarks: The note shift setting can be useful when
yvou need play notes that are beyond the range of
the SY99°s 76-note keybeard. For voices which
play two or more elements for each key, note
shift can be used to create automatic parallel
harmony.
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COMMON DATA

4. Element note limit

JUMP #205

Summary: Specify the range of notes that will play
cach clement.
Procedure:
From: veice commeon job direclory  (JUME #201)
Select: job (:NtLimt {JUMF #2035}
Specily: the note range for each element

ELEMENT MOTE LLIMIT EL IsE! 285
UQICE=TI -DB1(49)  ST#Concert
[=1n] quh
tlementl HENM b
Element2 AFM -Z | G 2_
Elament? AWM C -2 G g
l%ﬁm.enm 21 gl L - G 2
| B2 EZ E4 Kbd
a L) 1]

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

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

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

Remarks: After moving the cursor 10 the pararcter
you want 1o set, you can modify the data in the
usuul way or press F§ (Kbd) and then press a
key of the SY99's keyboard te enter a note.
(The notes of the SY99 kevboard are EO-G6O.)

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

This parameter can be used 1o create key-
beard split effects where different elements are
played by different keyboard areas. For cxample
in a two-element voice where element | is a

bass sound and clement 2 s a plano sound, sct
clement 1 {0 Low=C1 and High==B2 and sct ¢le-
ment 2 o Low-C3 and High-C5. With these
settings, notes below middle € will play bass
(element 1) and notes above middle C will play
piang {element 2.

Elemoeal 1 Elemoent 2 i
Bass Piano

B2 wY L3

It 15 possible to set the low limit above 1the high
lirnit. In this case, the element will be plaved by
notes above the low limit and below the high
limit. The following diagram shows the keyboard
range that would play an element set to Low=C4
and High=C2.

High — (2 Low = C4

¥

LAR A

bl

Note: Thiv note linit senting will be ignored if the
voice mode is mong (veice mode 1:IAFM maono,
2.28FM mono, and 3:4AFM mona).

COMMON DATA

5. Element velocity limit

Summary: Specify the range of key-on velocities
that will play each element.
Procedure:

From: voice commen job directory  (Jump #2071
Select: jub 05:VILimit (JUMP #2003
Specily: the range ol velocities for which the ele-

ment will sound
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©® Low Velocity Limit (1...127): This is the lowest
key-on velocily for which the element will sound.

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

® Press F1-F4 to move the cursor to elements 1-4,

Remarks: If you want to play an element over the
full range of key velocitics, leave this parameter
set at Low=1 and High=127. This parameter can
be used to make strongly played notes play dif-
ferent elements than softly played notes. For
example in a two-clement voice where element 1
is a piano sound and clement 2 is a brass sound,
set element | 10 Low=1 and High=100 and sct
clement 2 to Low=101 and High=127. With
these settings, soft notes will play the piano
(element 1)} and strong notes will play brass
{element 2}. If desired, you could overlap the
velocity limits of the elements, or use more than
two clements.

VOICE EDIT MODE

Key valocity 127 - Element 2 i
g Brass l
100 |
Element 1 |
Piano
PRP 1

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

Key velotity i

pRp

COMMON DATA

6. Element dynamic pan

JUMP #207

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

Procedure:

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

clement
ELEMEMNT DYHAMIC PRN EL ¥kt 287
VUOICEeT -DE1(49y ST#*Concert
Titd = P Selant

Element.l HFN P
Element2 AFM - at
ElementdI RAM - 1 Center

anzntd AL P- 1 Center
I;. = £ =5

a Q @

@ Dynamic Pan Select (11...32, C1...32, P1...64):
This specifies the dynamic pan data that will
move the stereo position of this element over
time. The number and name of the selected pan
data will be displayed. For an Internal voice,
select a pan data memory from Internal or Pre-
set. For a card voice, select a pan data memory
from Card or Presel.

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

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

Remarks: Each Dynamic Pan memory contains the

following data.

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

¢ EG settings which determine panning move-
ment over time

® 3 Pan Name

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

99




VOICE EDIT MODE

Preset Dynamic Pan data

# Narme Crescription
1 | Centar fixed at center
2 | Right 6 fixed full right
3 | Right 5
4 | Right 4
5 | Right 3
6 | Right 2
7 | Right 1 fixed slightly right
g8 | Laeft & fixed full left
9 | Left5
10 | Left 4
11 | Left 3
12 | Left 2
13 | Left1 fixed slightly left
14 | L>R slow slowly move L—R
15 | L=R move L—R
16 | L=R fast quickly move L—R
17 | ReL slow slowly move R—L
18 | R=L move R—l
18 | Rl fast quickly move R—L
20 | C»A slow slowly move C—R
21 C>R meve C—H
22 C-Riast quickiy move C—R
23 | C—R slow pause at center then slowly move G—R
24 1 G R pause at center then move C—H
25 C »Rfast pause at center then guickly move C—R
26 C»L slow slowly move C—L
27 CsL move Gl
28  Cslfast guickly mava C—L
29 C-L slaw pause at center then slowly move C-»L
30, Col pause al center then move C—L
31 | C-»L fast pause at center then guickly mave C—L
32 ! L<=R slow start at L then slowly mave between LR
33 | Le>R start at L then move between LR
34 ! L<xR narrow start at L then maove [narrowly) between LR
35 ! Le-Rfasl starl al L then move guickly between LR

Descriplian

# Name
36 | RexL slow
37 | Rexl

38 | R<sbL narrow
3% | R<xL fast

40 | C=RexL slw
41 | C=Real 880

42 | CoReal
43 | CxRexl fat
44 | C—=Rexl sl
45 | C—Re=l.

46 | CoR<lis
47 | Cole>R slw
48 | ColexR s&n

48 | Csl<=R

50 | Cole»Afst

51 | C—ole=Rsl
52 | C—l=»A

53 | Col<=Ris
54 | LFO MWheel

55 | LFO wide
56 | Note wide
57 | Note narrw
58 | Notew+EG n

5% | Noten+EG w
60 | Vel wide

61 | Vel narrow
82 | Vel weEG n

63 | R&L 1
64 | R&L 2

slart at R then slewly move between RL
start at R then move between RL

start at R then move narrowly batween BL
start ai R then move quickly between RL
stari at C then move slowly between RL
start at C then move slowly and narrowly
between RL

starl at C then move between RL

start al C then move guickly between RL
pause at © then move slowly between HL
pause at C then move between RL

pause at C then mowve quickly belwsen RL
start at C then move slowly between LR
starf at C then move slowly and narrowly
hetween LR

start at G then move between LR

start at C then move guickly between LR
pause at C then move siowly between LR
pause al C lhen move between LR

pause at C then move quickiy between LR
contreller regulates the width {initially 0}
of LFO panning

broad panning by LFO

broad panning by note number

narrow panning by note number

broad panning by note number + narrow
LA movemeant

narrow panning by nate numier + broad
LR movemant

broad panning by key velocity

narrow panning by key velocity

broad panning by key velocity + narrow
LR movement

variation of repeated LR movemant
vartation of repeated LR movement

COMMON DATA / ELEMENT DYNAMIC PAN

6.0 Dynamic pan edit

Summary: This function allows you to edit the cur-
rently selected Dynamic Pan data.
Procedure:
From: Voice Common job 06.ElemPan
(yUMP #207)
When: an Internal dynamic pan memory is
selected
Press: F8 (Edit)
Select: the Dynamic Pan parameter yvou wish o
cdit

Editing is poessible only when an Internal pan mem-
ory is selected. If you want to edit one of the preset
pan memories, press COPY to copy it to an Internal
pan memory as explained in the following section
6.0.1 Copy Pan Data.
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e e L

@ The name and number of the currently selccted

Dynamic Pan data are displayed.

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

0l: Pan Source: Select a countrol source
(velocity, note aumber, or LFO) 1o altect
dynanic panning. (See 6.1 Pan Source)

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

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

@ Pressing F1-T3 will select the corresponding job.
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COMBMON DATA / ELEMENT DYRAMIC PAN

6.0.1 Copy pan data

Summary: This {unction copies dynamic pan data
(rom anether memory nte an Internal pan daca
mMemory.

Procedure:

When: editing dynamic pan data

Press: COPY {o get the Tollowing display.
Specily: the source and destination pan,
To copy: the pan data press K8,

To quit: without copying press EXIT.

[FOPY FPAN DATA
rSource Pan SRl - 5 Right 5 |
I- 1 CHL<R

et ination Pan

Source Pan: Select the dynamic pan data to copy.
Destinaticn Pan: Select the dynamic pan data
(aternal 1-32) into which to copy the Source
Parn data.

®  After selecting Source Pan and Destination Pan,
press Fe (Go) to copy the data. You will be
asked “Are vou sure?”. Pruss YES and the data
will he copied.

0
(2]

Remarks: Only Internal Pan Data memories can be
cdited. If you want to edit one of the preset pan
(ables. use this function to copy il inlo an Inter-
il pan memory.

COMMON DATA / ELEMENT DYMNAMIC PAN

6.1 Pan source

Summary: This determines how the dynamic pan-
ning will be affected: cither by Velaocity, or Note
Number, or [.FCO.

Procedure:

From: Dynamic Pan Edit job dircctory
Scleet: 01:Pan Source
Specify: the pan source and depth

PAH SOURCE
PRM:X— I Risht 3

FPan Source
Source Depth

n

LFO
il

Gl pa

2] 0

© Pan Source (Velocily, Koy Note Number, LFO)Y;
Seleci the coutrol source which will affect
dynamic panning. When velocity 1s selected, the
strength at which each note is played will atfect
panning. When note number is sclected, notes
above midille C will be panned increasingly righr,
and notes below middle C will be panned in-
creasingly left. When LFO is selected, the LFO
ol the element will continuously pan the sound.

® Source Depth ({1...127): This dctermines how
much the selected Pan Source will uffect pan-
mng. When this iy set to 0, the selected pan

source will have no effcet. When this is set to
127, the selected pan source will pan the ele-
ment from full left to full right.

Pan source = Velocity

Left Center Right
Ko e =
pRR ftf

Pan source = Key note number

Left Canter Right
Ty
A Ch

Pan source = LFD
Back and forth over fime

| eft Cent_e?’. Right

Pan sourge = LFO

Remarks: Dynamic panning is controlied by wwo
factors working together; the Pan Source and the
Pan EG. Refer to the diagram in 6.2 Pan EG for
an example ot this.
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COMMON DATA / ELEMENT DYNAMIC PAN

6.2

Pan EG

Summary: Specify how the element will be panned

over time, statting when each note is played.

Procedure:

From: Dynamic Pan Edit job directory

©

Select: (32:Pan EG.
Press: FI (Rate) to set pan EG rates.
Press: F2 (Lvl} to set pan EG levels,
PAM EG ‘
AT Tseaan” 2 HT=
x 2 ~HT=H%
El=o5 RRl= g
Off2 Ri= @-r-RR:= @
RE2= @
Fa= o
= Lol |5
-] @
PAN EG _——— -1
PRI 7 Risnt 5 L&
X, 2ok 1- =
B BTN
0f£3 ] L2=+27 RLz=+Z7
[i=i5f ol pes
=+ ZLF=%
Fate maw : 7
o ® o o

@

The aumber and name ot the currently seleciod
Dynamic Pan data are displheyed.

This indicates the displayed sepment and ranec
of the EG graphic display. To chunge the range,
hold SHIFT and press BLovo (x L8255, < [ 220,
x30). To shift the EG graphic display 1o a dit-

ferent scgment, hold SHIFT and press 177 or F8 1o
select Segl-Sep4, Rell.

The pan EG 15 graphically displuyed.

Press F1 (Rate} to set EG rates. Press B2 (Tl

to set BEG levels,

HT (Keyon Delay Time 63,0 When this by sl
to 0, the pan EG will begin immediately alter
key is pressed. For higher settings, there wntl be
an increasingly longer delay before the pan EG
begins.

R1--R4, RRI-RR2 (Kevon Rates, Release Rates
0...63); Keyon Rates 1-4 and Releuse Rates 1
2 determine the speed of the pan BG. Higher
settings result in faster change, Roefer to
diagram below,

LO-L4, RL1-2 (Keyon Levels, Release Levels
-32...432): Keyon levels 04 and Release
Levels 1 2 determine the panning direction and
distance of the pan EG. Negative seltings move
left, and positive settinps move richt. Refer 1o
the following diagram,

the
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SLP (Loop Point §1-.54%
segment from wlich the EG will continue looping
i key renmains depressed after the EG o bas
come to the end. Refer to the Tollowing diagram.

This speciiies the

Lot A f.oop Poinl = 54
4 3 !
L |/__{_;“ 7\
W
S '[\ Az
Coanides 7 + T -&\-“— /—‘} T
| ! 4 } o ]
/ ' ! i \"_'T'«[-: l/ i
__X lor 0 qkd T
1 ! ! ! | ! ! !
Yoo I ! | . ! [
b R B B o
SR By R B2 Ll iR
F 3 Fy
LR Foamy of’
Lefi A Lowp Puoint = 153
! [ L3 [
-l
k. 1Ir._q__ v/’/:\.. /';\\ )1|
WA
Ly i {0y -
Center T e e A Time
;o : i \K I \‘\/ I \ K4 /:
;oo LY YA
e LiE : A4 | ot |ri| lir I
I ! ' I I
S T | vl
; ; : i | | |
Riaht 1y Lk R A= Rt Ra-Ha Lo "R g
A I ) J F
Key o0 R Koy off
When vou press a key. the sound will be output af

the pan posttion of 1O, When the specified hold nime
(HT} hus clapsed. the pan position will change

the rate of R1 to
reaches L1, it will change o the

[eved LI When the pan position

rate of R2 e the

pasitton of L2, When the pan postGon reaches 1.2t
wiil change wt the rate of R3 1o the posinion of 1.3,

W

iowilb clanae

hen the pan position reacles 15,

the rate of R4 to the position of L. When the paa
position reaches L4, the EG will begin Tooping [rom

th

e specified segment (in the ahove diagram,

SLP=S3).

When vou release the Key, the pan position will

change at ihe rate of RRI to the posiion of RILL

When the pan position reaches R,

il

Remarks: Held Time (HT) s a time setling,

1 owill change
the rate of RR2 o the positivn of RL2,

Pl
the various Rates wre speed. Hicher sctiings fo
Hold Tinwe will resudi oo jonger delay belore the
pant BEG begins, hui higher settings tor Rates wiil
result i faster change, The fnal resalr ol Lhe
Pan EG will depend on the Pan Source settings.
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COMMON DATA / ELEMENT DYNAMIC PAN

6.3 Pan name

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

FHN NAME

»

EEi‘E‘lhft. = ]
Clr (3d8 Towr
) ) [ [

Enter a ten-character name for the Pan data.

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

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

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

2 & ©e

Methods of entering character data are ex-

plained in How to enter character data, on page
30.

COMMON DATA

7. Output group select

JUMP #208

Summary: Specify the output group for each ele -
ment,
Procedure:
From: voice common job directory  {JUMP #201)
Select: job 07:0utSel (JumP #208)
Specify: the output group for each clement

OUTPUT BEDU SELECT EL [EexE Z83
VOICE=Y -D@1¢d9)> ST*Concart
Elementl AFM = {7
Element.2 AFM = both
Element3 HNM = both
enentd AWM = hoth
|2 £ E4

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

stereo signal is sent to the corresponding output
channel.

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

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

COMMON DATA

8. Random pitch

JUMP #209

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

FENDOM PITCH EL kg 289
LOICE=E —-DO1¢(43) ST+Concert

Random Pitch Depth = [
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@ Random Piich Depth (0. _.7): For a setting of 0,
key will produce the sume piich each time it is
pressed. For settings ol 1...7, a key will produce
a random deviation in pitch, Higher settings re-
sult in greater deviation from the standard key
pitch.

Remarks: This pacameter 18 helpful when simulat-
ing instruments which have a naturally varying
pitch.

The random pitch deviation 1s applied sepa-
rately to cach element in the voice, meaning that
pitch differences may appear befween efements,

COMMON DATA

9. Portamento

JUMP #210

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

Procedure:

From: voice common job directory  (TUMP #201)
Select: job 09:Porta {IUMP #2100
Specify: the portamento mode and time

FORTAMENTLD EL kL] 2149
VOICE=T -DAa1¢49) ST+Concert
Partamento Mode = follow
Fortamento Time = 5
* t ame prte!l 4 " = to
ode |

e o

@ Portamento Mode: I the currently selected voice
mode is pelyphonic {voice medes 4—10). the por-
tamento moede is tixed at Follow mode. If the
currently selected voice mode is nionophonic
{voice modes 1-3), the portamento mode can be
set either o Fingered or Fulitime.

Fingered portamento: Portamento is applied oaly
if you press a note hefore releasing the previous
one: Le., when you play legato.
Full Time portamento: Portamento is applied
berween all notes.

& Portamento Time (0...127): This determines the
time of the pitch glide between notes, Higher
seftings result in a longer (slower) glide.

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

As noted 1n the display, portamento applies
only to AFM clements. It will have voe effect on
voices which use only AWM clements (voice
modes 6-8). I a4 voice uses both AFM and
AWM clements (voice modes 9 and 14, porta-
mento will apply only 10 the AFM elements in
the voice.

COMMON DATA

10. Eftect set

JUMP #2712

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

Procedure:

From: voice commaon job directory  {JUMP #201)
Select: job 10:Eftect (JUMP #212)
Select: the effect parameter you wish 1o edit

104

EFFECT SET L Hekt! 212
UDICE-T -T@i1¢d9y ST*+Corncert
Ml:sk+tect PMod ] 21
Heiettect o—en
AZiEffe 1P
dd:tEffact 2 Paramster
aoiEffect Conmtro
vl ] [ 5! (5}
[} 12]

© Move the cursor in this area 10 select a job.

01: Effect Mode Select: Specity how the two
effect units are vounecled. the effect type,
effect vutput level, and wet:dry balance.
Refer o JO.f Effecr Mode Select.




(2: Effect Send: Specify how the sound of each
element of the voice will be sent to the effect
units. Refer lo /0.2 Effect Send.

Effect 1 Parameter: Make settings for effect
unit |. Refer to 1.3 Effect I Parameter,
Ftffect 2 Parameter: Make settings for effect
unit 2. These parameters are exactly the
same as for Effect 1. Refer to /0.3 Effect !

(3

Od:

VOICE EDIT MODE

05: Effect Control: Specity how effect param -
cters will be affected by control change mes-
sages, aftertouch, velocity, key scaling, and
[.LFO. Refer 1o 10.5 Effect Control.

@ Pressing Fi1—F5 will select the corresponding job.

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

Parameter.
SRR L L
2,3{ e
o Grawp! TIOUTPUT 11+2
Element i s Elerment dynamic pan Cutput group select Out 1 :;
(AFM or AWM) [preset 1 &8, intemat 1-32) |- oft, grp1, arp2, bathy L0 2 wet:dry
1] ST . ‘...._..._____ [
___________________________________ e Edewt e
e 2| ieffect type 1-63) -
ST e : — QUTPUT 2
Cut 2
Send level Send setect _.l__ N F——
Lo ) . ) wetidry
0..127)  tisend 1— on/of) e
send3 e
: Effect 2
send ‘1:; (effect type 1--63)
meng audio - e —

SILreG Audio ﬁ

Etfect type = 1-29 (single type)
ax., 1. Rev Hall

Effect type = 30-51 {cascade type)
ex., 30. Echo—Hev

Effect type = 52-63 (dual type)
ax., 52 Hall&Plate

. send i
_send 1 ,_‘ Rev Hail é send 1 Echo { Rov __._; —send v, Hall :.‘:>
l . L . send 2 ? Plate kﬂ
COMMON DATA / EFFECT SET .
10.0.1 Copy voice effect
Summary: This function copies Effect data from COPY EFFECT
another voice into the effect data of the currently u%?ﬁgcf :ﬁé‘f%n Pocks a
edited voice. Ut & R EIEP I TESt BIPL IRock 13:KY) Smok
WP Lrer BiEFIClas WIEFPIIMis MKV ICrsC
Procedure: [ﬂJ:F{Pig_ohc miEPiMite NEPIGrnD f5iKYiC1a
When: editing Effect data {jobs 10.0-10.5) g iibe Belr TGEP ond Yt Y IRSR0
Press: COPY 1o get the following display. (-" Py
Speciy: the voice from which to copy the effect
dara © Use the voice memory buttons, bank button A—
To copy: the data press 18 (Go) D. and vaice select buttons 1-16 to sclect a
To quit: without copying press EXIT source voice from which to copy the Effect data.
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@ Press F§ (Go) and you will be asked "Are you
sure?”. I you are sure you want w copy the
effect data, press YES and the cllect data will be
copied from the selected voice 1o the voice being
edited.

Note: The effect send settings (see 10.2 Eftcct send)

will not be copied.

COMMON DATA / LEFECE SkT

10.1 Effect mode select

JUMP #213

Summary: Specify the cticet mode o deicrnine how
the two effect units are conpected, i ={tect
type for each unit, effect output levels, und the
volume balance between processad amd unpro-
cessed sound.

Procedure:
From: Effect Set job dircetory fIUMP #212)
Select: 01:Eftect Mode Select {IUME #2130

Specify: the etfect mode, clfcet typos. amd effent
levels, and wetdry balunce.

EFFECI NOLE SELELT EL Az i
D 5 st Mee = e i
=) ] [NITR
| EFFl I R
Eend™ : { g T
o o '
[E};'Ezj—n_'_—_f _—:r‘—lﬂ‘ M B
0 ) © %) & @
EFFECT MOUE SELELT EL RE 2L
corla Effect H'Jrr o = Safial
II!HI“ .1 A T |
[zendli- —= - - DLl
leeeal W Pepez. ™ i
[GF 2 i i’ J
o

© Effect Mode (off, scrial, parailel): This deter
mines how the two eficer umts will be con-
nected. The eftect mode will be  saphically
shown in the display,

When the Effect Mode 15 set to Off, the
effect units will not be used. No effect processed
sound will be added to the sound sem te cutpat
groups 1 and 2 from the two sterco proups.

When the Effect Mode is sct to Seriai, the
audio signal from the sends (one, two, or three,
depending on the type of effect selected for cach
effect unit) will be sent o the two offect uniis us
shown in the display. The output of effect o will
be sent through effect 2; ic., ihe cifect wiits will
be connecled in “series”.
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Whaen the Effect Mode is sct (o Paratlel, the
audio signal from the sends (one, two, Lhree, or
four, depending on the type of effect sclected for
each effect unit) will be sent to the two effect
units as shown in the display.

Eftect 1 Type. Effect 2 Type (1...63): These
determine the type of effect for each of the two
effect units, A list of the 63 ettects and their
parameters is given in the following section /0.3
Pftect | oparameler (page T08),

EHFI/EFF2 Outpat leve!l 1, 2 (0...100%): These
determine the output level ol each effect. The
level 15 indicated us a number and also as a bar
graph. If a dual-type effect (52-63) is selected,
the output level can be set independently for
cach effect. At a setting of 0% the cffect unit will
output ni sound, and at a setling of {00% the
output of the clfect unit will be at {ull volume,
Fifect 2 Mix Level (0...100%): This will appear
only if the Fffece Mode is set to Scrial. Tt deter-
mives the wsount of Effect 2 that is added to the
effect chain,

Outt/OwZ  wetidry (100:0...0:100): These
determuneg the mix berween the processed (wel)
and vpprocessed (drys sounds for cach output |
and 2. When set to 100:0, only the processed
sound from the effect unit will be heard. When
sel o 0:100, only the unprocessed sound from
the dynamic pan will be heard.

If the wetidry balance 1s sct to 100:0, the
sound from the sterco pan will not be heard,
meaning thal the element dynamic pan settings
wil) have no effect.




Single type effects
01. Rev Hall
02. Rev Room |
03. Rev Roomn 2
(d. Rev Room 3
05. Rev Stage 1
00, Rev Siage 2
07. Rev Plawe

08, Rev White Room
0. Rey Tunnet

10. Rov Canvon

11. Rev Basement

12, Early Reiflection |
13. Early Reflection 2
14, Gale Rev
15. Reverse

16. Delay LR
17, Delay LCR
18. Stereo Echo

19. Pitch Change |
2. Pitch Change 2
21, Pitch Chauge 3

e e
22, Aural Exciter®#

23. EG Flange

24, BEG Chorus

25. 120G Symphonic

26, LG Phasing

27, Rolary SP

28. Ring Modulator

29. 1. Filter (Wah)
Cascade type effects

30. Echo > Rev

31. Delay L.R — Rev

32. Flange — Rev

40
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. Chorus - Rev

Sympho — Rev
Phase — Rev

. Aural Exciter®* — Rev

Dist - Rev

st —» DIy LR
Dist — St.Echo
EQ --> Rev 1 (Hall)

t. EQ} — Rev 2 (Room)
2. EQ — Delay LR

EQ — StEcho
EQ — St.Flange
EQ — St.Chorus
EQ — Symphonic

. EQ — St.Phasing
. St.Flange — Delay LR
. St.Chorus — Delay LR

Symphonic — Delay LR

. St.Phasing -+ Declay LR

Dual type effects

52

53.
54,
55,
56.
57
58.
59,
60,
61.
62.
63.

Halt & Plate

Echo & Rev

Delay & Rev

St.Flange & St.Chorus
St.Flange & Symphonic
Symphonic & St.Chorus
St Flange & Rev
51.Chorus & Rev
Symphonic & Rev
St.Flange & Delay LR
St.Chorus & Deluy LR
Symphonic & Delay IR

Aural Fxciter ® is a registered trademark and is
manufactured under

license from APHEX

Systems Lid.

COMMON DATA 7 LFFECT SET

10.2 Effect send

JUMP #219

Sutnnniry: Specify how the sound from each element
of the voice will sent to each of the one, two,

threc, or four effect sends.
Procedure:
From: Effect Sct job directory
Select: job O2:Effect Send

(TUMP #212)
{JUMP #219)

Specity: the effect send settings for each element

a

EL IR 219

FEECT SEND

QICE=I -Dai(49)  STxConcert _

- Send Selilevs] |U=] Seps|Scaling
el:HFT ? -5 -] 1gr +H +y
E2:AFM -3 =~ 127 +d +@
E3:RMML 1 - 3 -1 127 +4d +3
EﬁEBuF = n =] 127 +4 +H

Y EX R4
1]

ol
-4
og

(=8
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O Send Sel (send select 1-4): Specify whether or
not to send the sound from the element to each
effect send 1-4. The number of effect sends
available will depend on the effect mode and the
effect type. Non-existent sends will be indicated
by a dash (), and cannot be selected. In the
above display, effect sends 1 and 2 are available.
If an effect send is turned on, its number witl be
displayed, and the sound of the element will be
sent 1o that effect send. If an effect send i1s
turncd off, a period (.} will be displayed, and the
sound of the element will not be sent to that
effect send. In the above display, element 1 is
being sent to effect sends | and 3 only.

® Level (0...127): Specafy how much sound will be
sent from the clement 1o the effect unit,

® Vel Sens ( 7...47): Specify haw key velocity
will affect the effect send level of the element,
For positive settings {(+...+7}, mare sound will
he sent to the cffcet unit for strongly played
notes. For negative sctings (—1...=7). less
sound will be sent to the effect unit for strongly
plaved aotes.

@ Scaling (~7...+7): Specity how key position will
affect the effect send level of the element, For
positive setiings {(+1...+7), higher notes will
send more sound to the effect unit. For negative
scettings (~-k... 7), higher notes will send less
sound to the effect unit.

@ Pressing FI- £4 will move the cursor to clements
1-4.

COMMON DATA / EFFECT SET

10.3 Effect 1 parameter

JUMP #214

Summary: Set ¢ilect parameters for the effect type
selected for effect |. This explanation also
applics to effect 1.

Procedure:

From: Effect St job directory (JUMP #212)
Select: job 03:Effect 1 Paramicter (Jume #214)
Specify: parameter settings for the sclected effect.

EFFECT 1 PARRMETER EL pesf 14
Fat=xlle]l EFF1 TulPe = 45:ED ~» SumbPhonic
Hilllow Freduerncy

82iLow Gain = g dE
B3iMid Freduerncd = 2.8 kHz
A4iMid Gzin = Zié dE
SiHidh Fredusncd = 1o, b KH=
—
12} L]
@ The number and type of effect parameters will

depend on the selected Bffect Type. Refer to the
following effect parameter 1ables. Parameter
numbers which do net exist for the sclecred ef-
fect type will be displayed as a dash (—).

® Press Fi or F2 to move between effect param-
eters 1-5 and elfect parameters 6-10.

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

Delay Time: the delay before the processed sound is
heard

Density: the densily of reverberation

Diffusion: the spatial spread of the reverberant
sound

Feedback Delay (FB Dclay Time): the interval
between repeated cchoes

Feedback Gain: the volume ratto of each echo to the
previous one (negative settings will invert the
phase}

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

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

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

High Gaim: boost or cut of the high frequencies

HPF (high-pass filter): frequencics above this set-
ting will be atlowed to pass

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

Low Gain: boost or cut of the low frequencies

LPI (low-pass filter}: frequencies below this set-
ting will be allowed to pass

PM Depth: the amount of pitch modulation

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




Modulation Deptli: the amount of modulation
(f'hmging, chorusing, cte.)

Modulalion Frequency: the speed of madulation
(flanging, chorusing, er¢.)

Pitch: the amount of pitch change in semi-tones

Reverb Time: the time during which the level of the
reverb sound will decrease by 60 dI3

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

Room 3, 5:Rev Stage 1, 6:Rev Stage 2, 7:Rey
Plate

No. Parameter Name Range
i _1_?-._.hé.verb Time 2.2 . 300 sec
2 Hagn L O_
_3_ Difiusion mO o 1
. 4 Irienal Delay - 0.1 ... 2000 ms

5 Rev Dolav .1 .. 2000 ms

f Darsity d..4
7 ZH/Hev Balance 0 ... 160 4%
8 Low Cain —-12 ... +12dB
g High Gair -12 ... +12 dB
10 LP= ST 38 Kz, Paru

DEECT - ER

SOUND

i REV
™~

‘NIDLY REV DLY

lnitiad Deliv: This parameter sets the time delay
bclore the carty retlections begin,

Rey Deluy: Thes purameter sets the delay between
the beginning ol the carly reflections and the
begmning of the reverh.

ER/Reyv Balance: This determings the level balance
between carly reflections und reverb, At a set-
ting of % only the reverh will he heard. At a
setiing of 1004, only the early reflections will be
heurd.

VOICE EDIT MODE

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

No. Parameter hame Range
. 1 Reverh Time 0.3 .. 300 sec
2 High 01 ..1.0 B
3 Diffusion 0..10 _
4 Initial Delay o 0.1 .._‘2(}0.0 ms
5 Width 0.5..302m
5 Height 0.5...302m
et o ’mz m e e e
8  Wall vary 0.3 N
4 HPF Thru, 32 ... 1030 Kz
10 LPF t .. 18 kHz, Thra

Width, Height, Depth: These paramcters deterniine

the size of the simulated reom in unity of weters.

Wall Vary: This parameter determines the irreou-
3 ! g

larity of the wall surfaces. At a setting of O, the
wulls will be perfectly segular. Higher settings
will simulate more irregular walls, creating more

complex reverberation.

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

Mo, Paramater Name Rango
. S-Hall. L-Hall, Random,
1 Type * Raverse. Plate, Spring
2 FReom Size St 200
3 ' L.l'v'ene.ss. ’ I & 10 T
__4-.““_.[.)-”}-[151'0[’!. - 0..10
3 - Initias Delay 0.0 .. 4000 mém_
& ER Number 119 “
7 Feedback Delay 2.1 éOU_O ms
§  Feedback Gain eo e |
9 . RPF o ¢ Thru, 32 ... 1090':2_
10 ~ LPF ” ' 1. 16 kHz, Tﬁru ]

Room Size: This purameter

the simulated room m
setungs will result in a

determines the size of
arbitrary units. Iligher
larger room with more

space between rellections,

Liveness: This paramcter detcrmines how early re-

flections will decay. Higher settings will result in

a more live sound.

LR Number: This parameter determines the number

of carly reflections that will oceur,
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14:Gate Reverb, 15; Reverse Gate

These three form a repeated pattern to create

feadback.
No. Paramater Name Range —
1 | Type Type A, Type B i >
FE1 OLY | FB1DLY FB1DLY (‘—"—A—‘\
2 Room Size 0.1 ... 200 F-------t ——;r——————y -\- ———————————— |
3 | Liveness 0..18
LRC K C c LR o
4 | Diffusion 0..10 I
5 | Initial Delay 0.1 ... 400.0 ms Leh DLY |
& | ER Numb 1.9 FLen DLy
umoer
7 | Feedback Delay 0.1 ... BOD.O ms Cch DLY
8 Feedback Gain ~09 . +89 %
9 | HPF Thu, 32 ... 1000 Hz The following diagram shows how the pattern of the
10 | LPF 16 KHz, Thr two/three_: delayed sounds (Lc‘h Del.ay Time, Rch
Delay Time, Center Delay Time) is repeated at
intervals of the feedback time values FB1 and FB2.
L6:Delay L,R
No Parameter Name Range FBI FEB1 FB1
DLY DLY DLY
1 Lch Delay Time 0.1 ... 1360.0 ms | FB1
2 | Rch Delay Time 0.1 ... 1360.0 ms ‘ oL
il -
2 W 5 -
4 | FB1 Delay Time 0.1 ... 1360.0 ms . SRty
- - DIREGT LAC
5 FB2 Delay Time 0.1 ... 1360,0 ms SJGEAL FB2OLY FB2DLY
6 | F8 Gain ~99 ... +99 % I FB2
7 | FB1 High Control c1...1.0 ‘ 1
8 | FB2 High Control 01 ...1.0 | ‘ 1 ‘ —
. - i L o
9 | HPF Thru, 32 ... 1000 Hz DREGT LRG
10 } LPF .. 16 kHz, Thru SIGNAL
i17:Delay L,.C,R
FBI FB HIGH No Parameter Name Range
1 | Lch Delay Time 0.1 ... 1360.0 ms
Lch :
—1 Joen 2 Reh Belay Time a1 - 1260.0 ms
HPF LPF Rech 3 | Center Delay Time 0.1 ... 13600 ms
4 | FB1 Detay Time 0.1 ... 1380.0 ms
"l"ll-gesl))e ldeliyR progra_rn;; Er(;VIdel7aDd1ual Ldglay 5 . FB2 Delay Time 01 . 10600 ms
(16.Delay L,R) or triple delay (17.Delay L.C,R) 6 | FBGain 99 ... 499 %
with two feedback loops. The following diagram
. 7 | FB1 High Control 01 .10
shows the pattern created by the two/three delay :
times, and the effect of FB1. 8 | FB2 High Gontrol 1 01..10
9 HPF ¢ Thru, 32 ... 1000 Hz
10 | LPF .. 16 kHz, Thiu
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18:Stereo Echo 20:Pitch Change 2
No. Pararmeler Name Range No. Parameter Name Range
1 | Leh Init Dly Time 0.1 ... 686.0 ms 1 | L Pitch 24 .. +24
2 Leh FB Delay Time 0.1 ... 6B0.0 ms 2 L. Fine 10 .. +100
3 | Leh FB Gain - -89 ... +89 % 3 | L Delay 0.1 ... 650.0 ms
4 | Rch InitDly Time | 0.1 ... 580.0 ms 4 | LFBGan 99 ... +39 %
N 5 Rech FB Dalay Time 0.1 .. 680.0 ms mms R Pitch —24 ... +é4
6 | Rch FB Gain -89 ... +09 % & | A Fine —100 ... +100
7 | Len FB High con. 01 ... 1.0 7 | R Delay 01 .. 6500 ms
g | Rch FB High con. 01 .10 8 | RFBGain 99 ... +33 %
g | HPF Thru, 32 ... 1000 Hz 9 | — -
10 | LPF 1 .. 16 kHz, Thru 10 : — —
Leh FB High D—F-T—{ L DLY, PITCH }—’—o L
____1, L !
| Roh FB; High LF.B.
HPF LPF JWW g —T—{ A DLY, PITCH —l—o R
R F.!B.

This effect type provides two indcpendent delays
with independent feedback.

This effect type provides two indcpendent pitch

19:Pitch Change 1

changes, each with delay and feedback. The sound

of each pitch change is sent independently from the
No. Parameter Name Range left and Tight outputs.
1 1 Piich 24 ... +24
2 | 1 Fine ~100 ... +100 21:Pitch Change 3
3 | 1 Dselay 0.1 ... 650.0 ms No. Parameter Name Range
4 1 FB Gain -98 ... +99 % 1 1 Pitch —-24 ... +24
5 |1 Level 6. 100 % 2 | 1 Fine —-100 ... +100
3 2 Pitch =24 ... +24 3 q Dglay 0.1 ... 1300.0 ms
7 | 2 Fine -=100 ... +100 4 | 2 Pitch —24 ... +24
8 | 2 Delay 0.1 ... 650.0 ms 5 | 2 Fine —100 ... +100
8 | 2FBGain -89 ... +99 % § | 2 Delay 0.1 ... 1300.0 ms B
10 | 2 Level 0..100 % 7 | 3 Pitch 24 .., +24
8 | 3 Fine ~100 ... +100
o—-—o—{ 1 DLY, PITCH ;—]—?—ro L 9 | 3 Delay 0.1 ... 1300.0 ms
<] L on 10 | — -
~1FB. ‘
2DLY, PITCH -
| g —_—]1 DLY, PITCH
~2FB. — L

This effect type provides two independent pitch R :
changes, each with delay and feedback. The sound ?BIF:\F-;IjTCH ]j
of both pitch changes is combined into both the left :

and right outputs.

—

&

o)

111



VOICE EDIT MODE

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

outputs.

22: Aural Exciter®*

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

3 Mix Level 0..100 %
4 Datay Tima 0.1 ... 650 ms
5 J— —_

& —_ J—

7 — —_

8 | — —

9 | — —

10 | — —

This effect adds new harmonics to a sound to make

it “‘stand out” in the mix.

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

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

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

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

¥ Aural Exciter® s a registered trademark and is
manufactured under license from APHEX
Svstems Lid.

23:EG Flange

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

EG Target: This determines which parameter will be
controlled by the envelope. If “M.Freq” is
selected, the envelope will increase and then
decrease the modulation frequency over time. If
“M.Dep” is selected, the envelope will increase
and then decrease the modulation depth over
time. Attack Time, Attack Level, Release Time:
These parameters determine the shape of the
envelope. This envelope is re-started each time
a note 1s played, and will go through its full con-
tour regardless of whether the note is held or
released.

Modulation Frequency
or
Modulation Depth

AtackTime . Release Time

Time
24:EG Chorus
Ne, Parameter Name Range
1 Attack Time 2.0 ... 22000 ms
2 Attack Lavel 0..100 %
3 | Release Time 2.0 ... 22000 ms
4 | EG Target ©:M.Freq, 1:M.Dep
5 Low Gain -12 ... +12 dB
6 | High Gain -12 ... +12 dB
7 | Chorus Mod. Freq. 0.05 ... 40 Hz
8 | Chorus PM Depth 0 .. 100 %
9 { Chorus AM Depth 0. 100%
10 | — _—

Ne. Paramater Name Range
1 Aftack Time 2.0 ... 22000 ms
2 | Attack Level 0..100%

3 | Release Time 2.0 ... 22000 ms

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

& | High Gain 12 ... +12 dB

7 | Modulation Freq. 0.05 ... 40 Hz

8 | Medulation Depth 0 ... 100 %,

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




25:E( Symphonic

Nao. Parameler MName Hangg
1 Altack Tlmc . 2.0 ... 22000 m;
;_Ea; vam S e 160 "
3 i Release Tune . 2.0 ... 22000 ms
4 i EGHWI'”arget 5 M Freq 1 M Dep
5 L.O-w G';:m - -tz ... +12 dB ]
3 H:qh Galn ” —12. .__”+12 .
7_ Mudulatlon I;réq“ o ' 0.05 ... 40.0 Hz
B Modulation Depth ] ._.“100 %
___é.. i . . — _—
BTy -

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

26:E(; Phase

No. Parame‘er Name Hangb
——-;—3 Att.am Time . J" 2&000 ms ]
N 2 Attack L.t-e\..«'ei" - ID ]
i .3 Fielea“e_fr_l-r-ﬂc_ ."_-_3__0_ 22000 ms o

4 | EG Targoet o 0:M. I-req__?l.';a'_lnl.’.l_ep ]
.5. ._E)_W_._C.\.dm_._._.__ _ . j1£__+ ;2;”3__
| 6 [Higncan 2 w2d8
7 | Modulation FTeL]I." &C-,‘\:):":a ao Hz
8 ” Maodulation Depth \"G 1JO Yo . _
) -9 Modulc;_l-lgn_“bplay_m_m:_ _5_6;1\; _
10 — _

This effect provides a Phasing effect whose modula-
tion frequency or modulation depth can be controlled
over time by a simple envclope. For details, reler 1o
23.EG Flange (page 112).
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27:Roiary Speaker

| No. | _ Parameter Name ... Range

1| Mid Speed L 005 40 Hz ]

Ll Bépm kA .. o0 AN
[ | Transition Tlm_em_m"m > . 22000 ms

4 | UMH Speed Diff. ”6'63_'_5_3}5]{' ]
5 Switch LMH OLow, 1:Mid, 2High |
6 Low Gan BN IETIRPYT ]
7 HighGan |12 i12dB

o — R
e T e -
s R — -

This etfect simulates o rotary speaker that can be
made wr change smooihly between high, mid and
low speeds. By assigning a controller to atfect
parameter 5 {Switch 1./M/11Y of this effect, you can
switch between slow and fast rotor speeds as you
play.

Mid Speed: This determines the mid rotor speed.

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

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

Switch L/M/1: This switch is used to select low,
mid, or high rotor speed. It may be aseful musi-
cally 10 assign a controfler 1o altect this param-
cler.

28:Ring Modulator

No. Paramptpr Name ~Range
X 1 Wave PM Depth 100 % ]
2 | Wave PM Frq C 005 40.0 Hz
kN "Li}av;f}}l@' Depth | 0..100% |
5 __L_OWGam ;12 "
.“6 : High Galn - 1‘ 12 ;1_?d8—_
..,_is____:_. ey ———— ]
9_____ . B e |
0 — - )
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This etfect modifies the inpul waveform by muliply-

ing it with & smne wave. The pitch and amplitude

characteristics of this sine wave may be altered

frecly.

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

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

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

Wave AM Frq.: This determines the deprh of sine
wave amplitude modulation requency.

20:D. Filter {Wah)

Mo Parameter Mame
Tilter 1rej.

, Filler 1 Q

I . —_———

1
2
3 Filter 1 G{Jii.;

l Filter 2 &

MiFcehae > Rew

No. | Paramaior Mome Fanne
1 E(_hol r‘h D.F:[:’iy 01 200 ms
2 .‘""I.':'-::ho Lo =2 G—é'.r.w . R T2 L P
3 L:[..:hORL:h_Seic_.v | B B0 ma
4 | Ecno Reh EB Gain ' Y93 %
_5 i Revern Time o ::'I Do 13{‘._.-.'_‘. s
- ' Haw High DL
3 T F\';-;J EF{Reu Bzlance 0100 %
6 Rov Mix Leve o100 %
170 PE T 95 kb T

Thix eflect type provides an ccho elffect which is

then fed into a reverb effect. For details refer to

I8 5tereo Bcho (page 111 and 1.Rev Hall (page

10w

Rev Mix Level: This determines the proportion be-
tween ccho and reverb sound. At a setting of
088, only the ceho sonnd will he heard, At a set-
tng of 100%. only the reverbh sound will be
neurd,

31:Delay 1.,k — Rev

‘This eflect applies a wah-wah effect to the input

sound using two filters, Filter |15 a4 presence filter,

Filter 2 15 « band pass filier (BPE).

Filter Fig. Tins deternnees the frequencies of
Filters 1 and 2.

Filter 1 Q0 This determines he width characteristic
of Filter 1.

Filter I Gain: This deterrnpes ihe pain of Fileer

Filter 2 QQ: "T'his deterrnnes the width characteristic
of Filwer 2.
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N, Paramete Nase Range
N i Dy Leh Delay : 01 £40.0 ms
2 L‘l; Hch_Dolay l Cob o 8400 ms
3 DlyFBGan  as s v,
4 owEBHGh o1 1o
5 Revero Time D3 860 wee
4 - Tev Hligh S 13 U
_?_Eo—v ER/Rav Bo ance I G300
. 8 “Fh-w Mi.s; l.—wp o L_TEO S
F;_M_HPI- - Thee, 32 1000 s
1-5 LPF . 1 ... 15 kHz, 'Thfuﬂ

Thiy elfect type provides an delay etfect which is

then fed jute @ reverh effeet. For derals refer 1o

Jo.Delay LR tpage 110 and T.Rev Hall tpage 1097,

Rev Mix Level: Phrs determines the proportion be -
tween deday and reverb sound. At o sctting of
(%, only the delay sound will be heard, AL set-
ting of 100%., oniy thic reverb sonnd will be
heard,



32:Flange > Rev

NG, ? Param:—':ter MName Range
1 WMedulation Freq. 0058 .40 Hz ]
2 Modulation Depih 0. 106%
3 Modulwion Delay 0.1 .. 1006 ms
4 I‘u‘lod. FB G;iin ..”-{;-TQ_'B?__“ T
T Teved Tme | wa . moses ]
& _T”F{ev qunm_ P R I .
7 | Fev il Ceimy 1. 2000 ms
B I Rov Mix Lovel | f) 1(53 %
. . ,-||:r . I.. _____ﬁ_[;ﬂ_qH? R
o ee D iekHeTeu

This cffect type provides a flange effect whicl s
then fed into o reverb eltect. For deratls refer to
23.EG Flange {page 112) and L.Rev Hall (page
1097,

Rev Mix Level: This determines the proportion be-

tween flange and reverb souwnd. At a scuting ol

0%, only the flange sound will be heard. At a
setting ol 100%. only the reverb sound will be
heard.

33:Chorus — Rey

No. P.ir.amerﬁr Nde Range

1 ! ( Imru% Mm’ H&eq. : 0.05 40 Mz

; Lhoruo P [“ :2th l 0. 100 %

3 Charus /\I‘u’l Dep.h , 0 100

5 | Reverb Tnm i 0.3 ... 30.0 sec

e Rev I1c,h 04 .10

7 va Inmal Dnlm, 0_1 EUD G ms

n Rev Mix Lewvel 0. . 1{30 Yo

9 HPFF Thru, 32 ... 1'}u1" H’
10 | LPF I 16 Kbz, Thrg

This effeet type provides a chorus effect which 15
then t'cd into a reverb eltec. For details refer 1o
24 LG Chorus {page 1123 and 1L.Rev Hall (page
10

Rev Mix Level: This deternuues the proportion be -

tweeo chorus and reverls sound. At a setting of

D%. only the chorus sound will be heard. At a
setting of 1004, only the reverh sound will be
heard,

VOICE EDIT MODE

J4:Sympo > Rev

M. Parameter Nirmis f Range
1 Modulation F-_'cq, 005, 40 Hi.,________
_ 2 N‘odulailon Dapth 0 ... 100 %_ ]

3 —— o J—
s |~ - ]
5 RBeverb Time“ i G.3 .. 30.0 sec

& | Rev High D P

?’ Rev Initial Delay A EDOO”ms o
) Hev Mix Level o : 0. 100 % i
9 . HPF iIThu 32 "16[‘,0 Hz

10 LFF - P 1€ kHz, Thru h

This effect type provides a symphonic effect which s
then fed into a teverb effect, For details refer to
25.EG Symphonic (page 113} and |.Rev Hall (page
109).

Rev Mix Level: Thos deternmaes the proportion be-
tween symphonic and reverb sound. At a setting
of (%, only the symphonic sxound will be heard
At a setting of 100%, only the reverb sound will
be heard.

35:Phascr — Rev

NG, Purarricler T\uim(‘ P\ang_.c:- N B
1 B __ifﬂn_:_r_nula.mn Freg. ;7’)5 - 400 _Hz
2 Moduiutécn I'Jupm B S I N I
3 I Maduiation Deay 0L 50 ms
1 L
= Rwub T|mv o 3 L 330 s2c

6 Rev High et 10

7 Hev Initial Dc!ay | 03 2 0 me o]
8 FP" Mlx LPVP} I[ 0 TOD o

)

i

g HPF ' lhru a2 ‘IUulJI/_'
i¢ - LPF P 36 kHz, Thru

This eftect type provides o phase effect which iy

then led mto z reverb effect. For detatls ceter to

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

Rev Mix Level: This determines the proportion be-
tween phase and reverb sound. At a setting of
(3%, only the phase sound will be heard. At a
setting of 1004, only the reverb sound will be
heard.

11b
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36:Aural Exc — Rev (Aural Exciter®*)

No. Paramgter Name Range
1 Ex. HPF” 500 Hz ... 16 kHz
_.2 Ex. Enhance o 0 ... 100 %
3 Ex. Mix Levsl 0 .. 100 or./o
4 Reverb Time 03 ... 30.0 sec
5 | Rev High ) 01..10 .
6 Rewv DiffIJsion 0 10
i 7 | Rev Initial Delay G.1...400.0 ms
8 Hev Mix Levei 0 ... 100 %
9 | HPF . Tr_wru, 32 ... 1000 Hz N
10 | LPF \ 1. -16 kHz, Thru

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

38:Dist — Diy LR

This effect type provides an exciter effect which is
then fed into a reverb effect. For details refer to
22.Aural Exciter (page 112) and 1.Rev Hall (pagc
109}.

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

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

37:Dist > Rev

Na. Parameter Name Range
1 Distortion Level a 100§—__
2 | Middle Freque“r"];_—“ 315 Hz .. 83 kH_z_ ]
I_____B___Mrd Ga_in =12 .. +12 dB _
| 4 | Treble Gain 12 ... +12dB
5 | Reverb Time 0.3 ..300 sec
& | Rev Hfgh o 0.1 1.0
7 | Rev Initial Defay 0.1 400.0 ms
8 Rev Mix Lavef .0 100 % -
B g HPF . Thru, 32 ... 1000 Hz
10 | LPF 1 ... 16 kHz, Thru

This effect type provides a distortion effect which is

then fed into a reverb cffect. For details of the

reverb parameters, refer to 1.Rev Hall (page 109).

Distortion T.evel: This determines the degree of dis-
lortion. At higher settings, the sound will he
strongly distorted.
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Ng. Parameter Name Range

1 Distortion Level R 0. 100 %

.2 Middle Fréqueﬁcy 315 Hz ... 8.3 kHz

3 | Mid Gain =12 .0 412 dB ]
4 | Treble Gain ) -12 .. -+-12 dB

5 Dty Leh Delay a1 136@.0 ms

B Dly Heh Delay 0.1 ... 1360.0 ms

7 - DiyFB Ga{n -39 L +459 %

B 8. Delay Mix Lovet n 160 ”-/o

9 : HPF o 82 000 B2 |
10 LPF. i . 1. .16 kHz, Thru

This effect type provides a distortion effect which is

then fed mto a delay effect. For details refer to

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

Delay Mix Level: This determines the proportion
between distortion and delay sound. At a setting
of 0%, only the distortion sound wilt be heard. At
a setting of 1009, only the delay sound will be
heard.

39:Dist — Echo

No. Parame_ter Name Range

1 Distertion Level 0 ... 100 %
B .2 Middle Frequency__ 35 Hz ... é.a kHz -

3 | Mid Gain G2 4dzds
4 | Treble Gain -12 ... ;12 dB
5 | Echo Lch-Dela.y. o 0.1 .. 680.0 ms N
6 Echo Rch Delay . 0.1.. B580.0 ms

- 7 Echo FB (Gain I -99 ... +9% % _.
8 . Echo Mix Level 0.. 100 % -
9 HPF . Thru, 32 ... 1000 Hz

10 | LPF “ . 1 ... 16 kHz, 'I'hru”-

This effect type provides a distortion effect which is
then fed into a stereo ccho effect. For details refer to
36.Dist -»Rev above and 18.Stereo Fcha (page
L)




Echo Mix Level: This detcrmines the proportion be-
tween distortion and echo sound. At a setting of
0%, only the distortion sound will be heard. At a
setting of 100%, only the echo sound will be

heard.

40:EQ — Rev 1, 41:EQ — Rev 2

43:EQ} — Echo

VOICE EDIT MODE

Ne. | Parametier Name Range
1 | Low Freguency 32 Hz ... 2.0 kHz
2 | LowGan 12 ... +12 dB ]
3 | Middle Frequency 315 Hz ... 8.3 kHz
4 | Mid Gain T
5 | High .Frequency 500 Hz ... 16 kHz
6 .High Gain 12 . 112 dB
7 Eché l;ch Delay 0.1 ... 680.0 ms
8 | Echo Rch Celay 01 ... 680.0 ms N
9 | Echo FB Gain -99 ... 499 %
10 Ecﬁo Mix Level ”0 W 100 %

E No. Parametsr Name Range

1 Low Frequenc.y 32 Mz ... 2.0 kHz o
2 | Low Gain 2. 412dB
3 Middie Freguency ”315 Hz ... 83 kMz
4 Mid Gain . =12 . +12 dB

5 | High Frequency 500 Hz ... 16 kHz
& | High Gain 12 .. +12dB

7 Reverb Time 0.3 ... 30.0 goc )
8 | Rev Initial Delay P 0.1 . 400.0 ms

9 - Rev ERJRev..Balance 'I 0 .. 100 %
10 | Rev Mix Level 0..100 %

These effect types provide a three-band sweepable
cqualizer which is then fed into a reverb effeet. For
details refer to 1.Hall Rev (page 109).

42:EQ - Dly L,R

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

For details refer to 18.Stereo Echo (page 111).

44:EQ — Flange

Ne. Parameter Name Range
- 1 Low Frequency 32 Hz ... 2.0 kHz ]
2 | Low Gain —12 .. +12 dB N
3 . Middle Freﬁuency 315 Hz- .. 8.3 kHz
B 4 Mid Gain =12 ... 12 dB_ N
5 High Frequency - 5006 Hz ... 18 kl-l.z
[ 6 | High Gain 12 .. +12 dB ]
7 | Modulation Freq. 0.05 ... 40,0 Hz
8 Modulatilan Depth 8. 100 % :
9 Mod. FB Gain 0 ...89 %
10 | Flange Mix Level a..100 % ]

___!\lo. Parameter Name Range
1 Low Frequency 32 Hz ... 20 kHz
2 | Low Gain -12 ... +12 dB
3 | Middle Freguency _ 5315 Hz ... 6.3 kHz )
4 | Mid Gain 2. s12d8
5 _ High Frequency 500 Hz ... 16 kHz
5 | High Gain -t2 ... +12 dB
7 Bly Leh Delay 0.1 ... 1360.0 ms
8 Dly Rcﬁ Dalay 0,1. .. 1380.0 ms
9 | DiyFB Gaiﬁ . -89 ... +99 %
10 Délay Mix Level 0...100 %

This eftect type provides a three-band swecpable
equalizer which is then fed into a delay effect. For
details refer to 16.Dclay L,R (page 110).

This effcct type provides a three-band sweepable
equalizer which is then fed into a flange effect. For
details refer to 23.EG Flange (page 112).
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45:E(Q) — Chorus

47:EQ) — Phaser

No. Farameter Name Range
1 Low FYEQL.I;.‘.HHC)’ 32 Hz ... 2.0kHz
2 Low Gain o -12 ,.-..-+12 dB
3 | Middle Frequency 315Hz . 6.3 kHz |
_: Mid Gain o —12 ... +12. {-iB
5 High Frequgr-\"cy 500 Hz ... 16 kHz
& | High Gain -12 .. +12 dB o
7 Chorus Mod Freq. .(-)_.DS ... 40.0 Hz -
8 Chorus PM Deptrr 0. 100 %
"wé Chorus At Depth- . ... 100 %
.10 . Chur_us Mix Level 0100 %

This effect type provides a three-band sweepable
equalizer which is then ted into a chorus effect. For
details refer to 24.EG Chorus (page 112).

46:EQ — Symphonic

No. Parameier Name Range
1 I;ou-v .Frequency 32Hz ... 2.0kHz
2 | Low Gain o -12 ... +12 dB
3 | Middle Frequancy 315 Mz .. 6.3 kHz
4 | Mid G-a]n C—12 .."....+12 dB
5 High Frec.q"u.;zncy ' l')[J() Hz .. 16 kHz
& | High Gain 12 .. 41248 ]
_._?:..I..]”.I\.;‘Iodulation Freq_ 0.05 400 Hz
8 | Modulation Depth g.. 100 %
g Modulation Delay 0.1..50ms
10  Phase Mix Level _ ... 100 %

No. ! Parameter Name

1 | Low Frequency

32 Hz ... 2.0 kHz

2 Low Gain
3 - Middle Freguency

IMEHz .63 kHz

-12 .. +12 dB

4 Mid gs_lin

5 High Frequency

12 ... 412 4B
500 Hz ... 16 kHez

T

& . High Gain
7 Modulation Freq.

005 ... 40.0 Hz

-12 .. +12 dB

8 Modulation Depth

g | ..

0. 100 %

10 | Sympho Mix Level

0. 100 %

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

48:5t.Flange — Delay LR

Delay Lch Delay

9..89%
01 ... 800.0 ms

| No. ___ Parameter Name . __Range
1 . I._f:ﬁodulatiorl Freq. . 005_ 40.0 Hz O
2 : Modulali_%:u_q Depth 0..100 %
3 | Medulation Delay 01 .. 1:'}0.0_;15

3 4 Mod. Fé Gain S

< Delay Rch Delay

0.1 ... 800.Q0 ms

7 | Delay FB1 Delay

8 Delay FB2 Dalay

0.1 .. 800.0 ms

01 ... 800.0 ms

g Oelay FB Gain

-89 .. 499 %

This effect type provides @ three-band sweepable
eqqualizer which is then fed into a symphounic effect.

Lor details refer to 25.EG Symphonic (page 113).
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10 | Delay Mix Lovel

0. 100 %

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

110)
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51:5t.Phasing — Delay LR

Mo, Parameter Name

i Maodulation Freg.

Modulatiors Depth

0.05 ... 400 Hz

o100 %

i Delay ieh Delay

Modulation Delay 0.1 .. 580 ms

01 ... 800.Cc ms

& | Delay Rch Delay
.

Delay FB1 Delay

01 ... 8000 ms

2.1 ... 800.0 mis

Delay FB2 Delay

49:5t.Chorus — Delay LR
No. Parameter Name Range
1 Medulation Frers, 0.05..400 Hz o
2 ChoruéhF’M Depth I C'. 100 %
| 5 | Chorus AM Depth 0. 100 %
. ) Sl e .
5 | Delay I_éh .Dolay .d 0.4 ... BOO.C ms N
& Delay Rch Délay .0.1 800.(}';13
| 7 Delay 131 Deiay . G‘I ... 800.C ms
8 | Delay FB2 Delay 0.1 ... 800.0 ms
4 | Delay FB C-a-aiﬂ -99 .. +9§ h o
10 Lelay Mix Level | 0..160 %

This eftect type provides a chorus clfeet which is
then fed inte a stereo delay. For details refer to
24.EG Chorus (page 1125 and [6.Delay [L,R (page

IO

50:8ymphonic — Delay L,R

No. Parameter Mame Range
1 Modulation Freg. 0.05 ... 40.0 Hz
2 " Modulation Depth

oo 100 %

o Delay Lch Oelay

6 | Deiay Rcn Delay

7 Delay FB1 Delay

1 80G.0 ms

3.1 .. 800.0 ms

0.1 ... 8000 ms

8 Delay FB2 Delay

0.1 . 800.0 ms

9 Delay FB Gain

-89 ... +09 %

10 | Delay Mix Level

G100 %

=1
9 Detay FB Gain

0.1 ... 800.0 ms

99 .. w89 %

16 | Delay Mix Level

0 ... 100 %

This effect tvpe provides a phaser effect which is
then fed into a stereo delay. For details refer to
26.EG Phase (page 113} and 16.Delay LR (page

EL)

Dual type effects
S52:Hall & Plate

No. Parameter Name

1 : Hall Reverb Time

2 hallkigh
3 Hall Difusion
4 Hal il Delay

Range

c1 .o 1.0
¢ ... 10

01 ... 2000 ms
1 ... 16 kHz, Thro

4
5 | Hall LPF
6

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

(page 110}

Plate Reverk Timé 0.3 .. 300 sec
7 _-Plate High . o U1 .. 1.0
“.'t:'.)_"._.f;|:—'ﬂi;}mhiffu5i0ﬂ ) 0_.... -10 .
9 F;Jate Iritar Delay . 0.1 200.0 ms
10 | Plats LFE 1. 16 kHz, Thru

This effect provides plate reverb and hall reverb in
parallel. For details of the parameters, refer to

I .Rev Hall {page 10G).

119



VOICE EDIT MODE

53:Echo & Rev

No. Parameter Name

i Range

55:Flange & Chorus

Echo Lch Delay Time

0.1 ... 320.0 ms

____2 Echo Rch Delay Time - 0.1 ... 320.0 ms
3 | Echo FB Gain | -99 . +99 %
4 Reverb Time 0.3 ... 30.0 sec
5 Rev High 01 ... 1.0
6 Rev Diffusion 0..10
7 Rev Initial Delay 0.1 ... 100.0 ms ]
8 Rev EFIH;IEIVI Bélance 0. 100 %
g Rev _P;IPF Thru, 32 ... 1000 Hz
10 | Rev LPF 1. 16 kHz, Thru

Mo, Parameter Name Range
1 Flg Mod. Freq. (.08 ... 400 Hz
2 Flg Mod. Depth 0 ... 100 %

3 Flg Mod. Delay 0.1 .. 100.0 ms
4 Flg Mod. FBGam 0...98%
. ..5 B . —
[ Chorus Mod. Freq. 005 .. 400 Hz
7 Ghorus PM Depth 0 ... 100 %
8 Cherus AM Depth 0...100 %
9 | — —
T B e

This cffect provides echo and reverb in parallel. For
details refer to 18.Stereo Echo (page 111) and

1.Rev Hall (page 109}.

54:Delay & Rev

Ng, Parametar Name

Range

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

24 EG Chorus (page 112).

56:Flange & Sympho

Dly Lch Delay Time

-

0.1 ... 640.0 ms

2 Dly Rch Delay Time C.1 ... 640.0 ms
. 3 Dly FB Gain o . =99 .. -+Q;E-§;_°/’o_
' 4 - -heverb Time 0.3 ... 30.0 sec
| S hev High 01 ...1.0
6 Hév Diffusion 0...10
7 Rev Initial Delay “ . 0.1 100.0 ms
g8 | Rev ER/Rev Béfance G ... .10.0 ‘.J/;,_“._
2 | Rev HPF B Thru, 32 ... 1000 Hz
10 | Rev LPF 1. 16 kHz, Thry

This effcct provides delay and reverb in parallel, For
details refer to 16.Delay L.R (page 110) and 1.Rev

Hall (page 109).
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Ne. Parameter Name Range
1 Flg Mod. Freq. 0.05 ... 40.0 Hz
2 Fig Mod. Deapth 4 ...100 %

3 1 Flg Mod. Delay g1 ... 100.0 ms

4 | Flg Mod. FB Gain 0..93%

5 — J —

€& | Sym Mod. Freq. 1 0_05;- _._._.40,0 Hz h
i ; Sym Mod. Depth O..100 %

g | — _
L e =

10 | - -

This effect provides flange and symphonic in par-

allel. For details refer to 23.EG Flange (page 112)
and 25.EG Symphonic (page 113).




57:Sympho & Chorus

59:Chorus & Rev

VOICE EDIT MODE

No. Parameter Name Range
1 S__y__m Mod, Freq. 0.05 ... 40.0 Hz
2 Sym Mod. Depthm. .. 100 %

_4 B -

5 | — R
§ | Chorus Mod. Freq. 0.05 ... 40.0 Hz
7 | Chorus PM Depth E0 .. 100 %
8 | Chorus AM Depth L 0. 100 %
9 | — L

10 | — —

This effect provides chorus and symphonic¢ in par-

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

58:Flange & Rev

No. \ Parameier Name Range
1 i Chorus Mod. Freg. 0.05 ... 400 Hz
2 [ oo b oo e
3 | Charus A\ Depth 0. 100 %
" S —
5 | Reverb Time 0.3 ... 30.0 sec
& | Rev High 0.1 1.0
B _;_ Dmu;on“ — 0 __15 _
B s"_""TE}}}?aTE;E;J ___________ 01 .. 2000 ms
§ | HPF Thru, 32 ... 1000 Hz
10 LPF 1 ... 16 kHz, Thru

This effect provides chorus and reverb in parallel.
For details refer 10 24.EG Chorus {page 112) and

1.Rev Hall (page 109).

600:Sympho & Rev

No. Parameter Name Range
r ' Modufation Freq. 0.05 ... 40.0 Hz
2 —_I\;'I_odulalion Dep{ﬁ 0...100 %
3 Modulation De.l-:ay ‘ 0.1 10(;_0_m_s_ _
4 r_Vlod. FB Gain 0..9%%
| 5 ‘ Fl_everb Tim_e 03 .. B0.0.sé.cm N
__B Rev Hrgh 01 ...1.0
7 '__Diffusicn . VIR 1]
8 ‘ Initial Delay o 01 ... 200.0 ms T
5 HPF Tho, 321000 Hz
10 LPF ) 118 kHz, Thru

No. Farameter Naime ' Range
1 Maodulation Freq. 0.05 ... 40.0 Hz
2 Modulation Depth 0 ... 100 %
T e
T - e oo
_5“ “l;ieverb Time 0.3 ... 30.0 sec
& | Rev High 0.1..10
7 Diffusion 0. 10
5 Initial Delay OTM2{;C;EI—ms_ B
9 i HPF Thru, 32 ... 1000 Hz o
10 | LPF 1 ... 16 kHz, Th

This cfleet provides [lange and reverb in parallel.

For details refer to 23.EG Flange (page 112) and

1.Rev Hull (page 104},

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

No. Paramsetsr Name Range

1 Modulation Freq. 0.05 ... 40.0 Hz

2 Modulation Depth “ D o100 % ]
'3 | Modulation Delay P01 ... 100.0 ms o

4 Meod. FB Gai.n :D 99 Yo

5 | Deiay Loh Delay | 0.1 ... 8000 ms

6 | Delay Reh Detay L 0.1 ... 800.0 ms

7 Celay FB1 Delay 01 . 800.0 ms

B Delay FB2 Delay .1 ... BOG.O ms i |

g3 | Delay FB Gain -99 ... +88 % ]
10 | LPF 1 ... 16 kHz, Thru )

This effcet provides tlange and delay in parallel. For
details refer to 23.EG Flange (page 112) and

l6.Delay LR (page [ 1),

62:Chorus & DIy L,R

No. Parameter Name | Range
“1 Chorus Mod. Freq. : 0.05 ... 40.0 Hz
.2 : C?worus PW Depth 0 .. 100 %
Chorus AM Depth g N

Delay Rch Delay

3

4

5 | Delay Lch Delay

- -
‘7

Delay FB1 Delay .

G.1 ... 800.0 ms
0.1 ... 8000 ms
4.1 ... 800.0 ms

Delay FB2 Delay

8
o Delay FB Gain
O | LPF

1 ... 16 kHz, Thru

This effect provides chorus and delay in paralicl. For
details refer to 24.EG Chorus (page 112) and

16.Delay 1..R (page 1103

63:5ympho & DIy LR

No. Parameter Narme Rangse
”1 Mo;j.u_lation Freq. 0.05 ... 40.0 Hz N
2 | Modulation Depth 0. 100 %
..3 o —
4 | — _
5 Delﬁ}(_ L_?h Delay 0.1 ... 800(;ms
5 Delay Rch Delayﬂ 0.1 ... 80RO ms
7 Delay FB1 Delay 0.1 ... 800.0 ms
B | Delay FB2 Delay 0.1 ... BOD.0 ms
9 | Delay FB Gain 89 .. 498 % o
10 | LPF 1...16 kHz, Thru -

This effect provides symphonic and delay in parallel.
For details refer to 25.EG Symphonic (page 113)
and 6. Dclay LR (page 110).

COMMON DATA / EFFECT SET

10.4 Effect 2 parameter

JUMP #2186

Summary: Specify cffect parameters for the effect
type selected for Effect 2.

Procedure:

From: Effect Set job directory
Sclect: job (4:Effect 2 Parameter

{JUMP #212)
(JUMP #216)

Specify: parameter settings lor the selected effect.
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Remark: Effect selection and parumeter settings
for Effect 2 are made in the same manner as
those for Effect 1. Please refer to the explanation
in the preceding section, /0.3 Effect I parameter

(page 108).
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COMMON DATA 7 EFFECT SET

10.5 Effect control

JUMP #218

Summary: Speeify how two selected parameters
of the effect unit will be controlied in realtime.
Procedure:
From: Effect Set job directory (JuMT #212)
Select: job 05:Effect Control {JUMP #218)
Specify: the parameters to he controlied and the
controller for each

5 21
—¥ Sdmbhonic
Hall

fl

i s

i H|F7

_ : G| a3

i o=trigpAle - Dr=on Jil= BOPhE e
Cntd LrD )

8] 0 06 @ o

@ Param (sce below): Select any two of the ful-
lowing cffect parameters to be controlled. The
setected controller will affect .. EF1 Parl-10: a
parameter 1 10 of cffect unit 1.

EF1 Level1/2: the effect level 1 or 2 of effect unit
L.

EF2 Mix Level: the amount of Effect 2 that is
present in the effect chain. {(This parameter is
meaningtul only when the Effect Mode is Serial.)
EE2 Parl-10: a parameter |- 10 of effect unit 2.
2 Level 1/2: the effect level | or 2 of effect unit
2.

Out1/2 wid: the wet:diy balance of output | or 2.
Cntl MIN: the percentage of a parameter’s full
range that will result when a controller moves to
its minimum position {scc ).

Cntl MAX: the percentage of a parameter’s full
range that will result when a controller moves 1o
its maximum position (sce @).

LFO Wave: the waveform ot the Effcct LFO
(see @),

LFO Spd: Control the speed of the Effect LFO
(see @).

[.LFO Dly: Control the delay time of the Effect
LFOQ (see ©).

LFO Phs: Control the initial phase of the Eftect
LFO {scc @),

A Cul# & Device (D01...120, Aftertouch, Velocity.
Key Scale, LFO): Select the control source
which will aftect the selected etfect param-
eter.001 Modulation ... 120 Non-Assign; This
control change message will affect the eflect

parameter selected in @. (Control numbers G00
and 032 are reserved tor the Bank Sclect mes-
sage, and are not available.) For more details on
controtlers, refer to Common data 12.(F2)
Controller set (Modulation).

Aftertouch: Pressing down on the keybeard after
playing a note will aifect the ctfect parameter
selected in @.

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

Key Scale: The keyboard position of the most
recently played note will affect the effect param -
cter sclected in @, If “Mi” @ is below “Ma”
O higher notes will resull in a higher parameter
setting.

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

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

Ma (0...99): When the controller is at maximum
position (e.g., the modulation wheel is moved
fully away from you, the maximum aftertouch
pressure 15 being applied, etc.), the parameter
will be sct to this percentage of its maximum
value.

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

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

The initial phase parameter determines the
point of the LEO wavetorm from which the LFO
will begin each time a key is pressed. When this
1s set Lo “free”, the Effect LFO will not be re-
started for each note.

Ths Effect LFO is independent of the 1.FO
which provides the “modulation” for some effect
types. For example, you could even use this
LElfect LEO to modulate the modulation trc-
quency of a chorus effect.

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

trol 1, Control 2, or LEQ area.

Remark: The assignment of some effect parame-

ters to recaltime contrel can result in noise.
Should this happen, try modifying the settings.

COMMON DATA

11. Micro tuning set

JUMP #221

Summary: Sclect a micro tuning for the entire voice,

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

Procedure:

Select: job 11:McrTune

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

Specify: the micro tuning, and e¢lement micro tun-

ing onfoff

MI
ug
%
E
E
E

CRO TUMIMIY SET EL HEkE) 221
ICEsI_-D81(43) ST#Concert,

icro Tuning Select = [
lement.l BFM
}ement2 AFM

ementI AWM
ameett
| ta 4

ott

off
aff |
off }

o nl

® ) 0
Micro Tuning Select (I-1. -2, C-1, C-2, P-1...
P-64): Select a micro tuning to be used by the
voice. 64 micro tuning mewmories are preset in-
side the 8Y99 (see the following remarks). Two
of your own micro tunings can he stored in
Internal memory, and a card can accommodate
ancther two micro tunings. Internal voices can-
not use card micro tunings, nor can card volces
use internal micro tunings,
Elemcnt 14 (off, on): When this is turned on,
the element will use the micro tuning selected by
Micro Tuming Select, When this is turned off, the
element will use equal temperament scale in-
stead of the selected micro tuning.
Pressing #1 (Sel} will move the cursor to Micro
Tining Select. Pressing IF2—F5 will move the cur-
sor to Element 14,
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Remarks: As with Pan data, Micro Tuning data is

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

The sixty-four micro tunings preset inside
the SY939 are as follows.

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

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

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

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




50 Werckmeister: Andreas Werckelster, 4
contemporary of Bach, designied this tuning so
that keyboard instruments could be played in
any key. Each key has a unigue character.

51 Kirnberger: Johan Philipp Kirnberber was
also concerned with tempering the scale 16 allow
performances in any key.

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

53 1/4 shifted equal: This is the normal equal
teimpered scale shifted up 30 cents.

54 1/4 tone: Twenty-tfour equaliy spuced noles
per octave. (Play twenty-four notes 1o move onge
octave.}

55 1/8 tone: Forty-cight cqually spaced noles
per octave. (Play forty-eight notes to move one
octave. )

56 JustAdjust: This is a special wning used 1o
make fine adjustments in the pitch of an AWM
wavetorm.

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

VOICE EDIT MODE

538 Log Fqaal: A variation of conventional equal
(emperament.

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

60 Harmonic A: The white keys will play the
harmonic series beginning on A. and the hlack
kevs will play the harmontc series beginning on
E.

61 Reverse: The conventional equal tempered
scale is inverted.

62 I'ar East: The black keys and white keys
will cach play a dillerent vastern scale.

63 Blue: The whitc keys will play the blues
scale. The black keys add a blue {lavor

64 Question-1: Play the white keys consccu-
tively upwards starting rom €2,

Play the black kevs consceutively upwards
starting trom C#1.

Editing: To edit the currently selected Internal micro
tunmg, press Ky (BEdit). Preset or Card micro
tunings cannot be edited. If you want to edit a
preset or card nUCro tuntng, you niust Nirst copy it
to an internal micro wning memory.

COMMON DATA / MICRO TUNNG SET

11.0 Micro tuning edit

JUMP #222
Summary: This tunction allows vou 1o edit the cur- MICRO_TUNING EDI 222
rently selected Micro Tuning dala. I- i a1

Procedure:
From: Voice Common job 1 1. Micro Tuning Set
(JUMP #221)
When: an Internal micro tuning is selected
Press: F& (Edip (JUMP #222)
Scleet: the micro tuning data you wish 1o edit

Editing 1s possible only when an Internal micro tus-
ing memory is selected. [ you want to edit a Preset
or Card micro tuning memory, press COPY (o copy it
1o an Internal micro tuning memory as cxplained in
the tollowing section 77.0.1 Copy Micre Tuning
Data.

[at.3
daifMicro Tunind Name

1] T8z

® o 3
The number and name of the currently selected
Micro Tuning data are displayed.
& Move the cursor in this area to select a job, and
press ENTER.
01: Micro Tuning Data: Edit the tuning for each
note of the scale. See 1.1 Micro Tuning
Data
(2: Micro Tuning Name: Assign a ten-charvacter
name to the micro tuning data. Sec 11.2
Micro Tuning Name.
@ Pressing ©1oor #2 will select the corresponding

Job.

125




VOICE EDIT MODE

COMMON DATA / MICRO TUNING SET

11.0.1 Copy micro tuning

Summary: This [unction copies micro tuning data
[rom another memory inte an Internal micro tun-
ing memory.,

Procedure:

When: ediling micro tuning data
(JUMP #223, #224)
Press: COPY to get the tollowing display.
Select: the micro tuning copy source and destina-
tion
To copy: the data press 17y
To quit: without copying press EXIT

COPY MICRQ TUNING

Source Tuninga = | = or U |
Destination Tuning = I- 2 Blue
| I_ilc-
) 0 ©

Q@ Source Tuning (I-, 1-2, C-1, C-2, P-l.. . P-64):
Select the micro wning data to copy. C-1 and -2
(card) can be sclected only i o VOICE card s

® Destination Tuning (I-1, 1-21: Select the micro
luning (internal 1 or 2) wito which o copy the
Source Tuning data.

®© After selecling Source ‘Funing and Destination
Tuning, press F& (Goj to copy the data. Yoo will
be asked “Are you sure?”, Press YES and the
data will be copied.

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

COMMON DATA / MICRO TLNING SET

11.1 Micro tuning data

JUMP H#223

Summary: Ldit the tuning for each note of the
selected micro tuning data.
Procedure:
From: Micro Tuning Edit job
cdirectory
Sclect: O1:Micro Tuning Data
Specify: the tuning tor cach note

(JUMP #2722

(IUMP #223)

MICRD TUNIMNG DHTR 223
Tuning:I- 1 Far East
[
| =L -2 | 0#-2
Cozres =ﬁt!
? | ire =;+ [ 939)' g
=T R=1F '
o 0 © 60 e )
@ The number and name of the micro tuning data
being cdited are displayed.
@ The previous note and its absolute tuning value,
® The note whose tuning you are editing.
@ Coarse Tuning (C#-1...G8): With the cursor

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

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

@
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edited nole i fine steps of 71875 cents, The
absolute tuning value displayed in parentheses

indicates the number of these steps starting
from O steps al C# 2. The lowest setting of this
pararucter will be either —43 ar 42 depending on
the Course Tuning value.

The next note name and its absolute tuning
value.

@ Pressing 1 (K-Dn) or F2 (K-Up) will mave 1o
the previous or next vote. You wan also play a
note on the keyboard to sclect & note ar any
time.

Remarks: First use Fi (K-Dn) and 2 (K-Up) w

select the note you wanl 1o cdil. You can also
use the SY99 keyboard to select the note. The
currently edied note will appear in the center of
the display. with the previous note shown at left
and the next note shown at right.
Next ~sef the Coarse and Tune wning for the
selected note. I you adjust Fine Tuning bevond
the range of 12, the Coarse Tuning will he
moved up or down as approprade.
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11.2 Micro tuning name

JUMP #224

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

{(JUMP #222)

MICRED TUWIMNG HNRAME 224

CIrm MEEW Lowr

2] L3 1) AL

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

To clear the currently emdcred name press Fl
(Clo).

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

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

@ & ® ©

Remarks: Mecthods of cntering character data are
cxplained in How to enter character data, on
page 30,

COMMOMN DATA

12. (K1) Controller set (Pitch bend)

JUMPE ¥225

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

ONTROLLER SET EL B¥sf 225
OICERE -D@1:49) ST+Concert
Pit.ch Bernd Wheel

Pitch Bend Rande = B

I
i

O Piich Bend Range (0...12): This determines the
range {0...12 half steps) over which the PITCH
wheel will affect the pitch. When this is sct to
12, the PricH wheel will move the pitch one oc-
tave up or down. When this 1s set to 0, the
PITCH wheel will have no eftect.

® To make controller settings for Aftertouch,
Modulation, Pan, or Other, press F2, F3, F4, or
F5. Refer to sections 12.(1°2), 12.(F3), 12.(F4),
or 12{F2).

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

COMMON DATA

12. (F2) Controller set (Aftertouch)

JUMP #2786
Summary: Specify how aftertouch will affect the BH?E{EE%LE%H?EEM STHC tEL HEXE 276
. . . . — I, o = G e .
pitch and any other parameters to which it is ﬁétgrdTa%+E,+ ' T oo Jh :
ASS1ENCC algl=] er Touch Mode
assigned. SP1it Foint. = 0 A
Procedure: - AL r'i:!:rLu_,h Pitch Iwr;d Fgr e = +-Q )J
From: Common Data job directory  (JUMP #201) = : j
Select: job 12:Ctrlir - —
.| . (1) & 80

Press: F2 (Aftr)
Specify: the aftertouch moede, split peint, and hend
range
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Q@ Zoned Afier Touch Mode tall, top. bottam, split
hi, split lo): This setting determines which notes
of the voice will be aifected by aftertouch, Note
that this includes aftertouch pitch bend set in @
und also any Medulation, Pan, or Other param-
eter controlled by aftertouch. Tor example, if vou
have assigned pitch modulation to be affected by
aftertouch, pressure on the heybourd will in-
creuse the pitch modulation only for the note(s)
determined by ihis Zoned After Touch Mode
setting. Refer to the tollowing sections 12.(F3)-
12.(F5).

Al Aftertouch will afteet all noies of the voice.

Top: Afltertouch will affect only the hughest of the
cirrently plaved notes.

Bottom: Aftertouch will affect only the lowest of
the currenily played notes.

Split hic Aftertouch will affect only notes at or
above the split point specified in @

Split lo: Aftertouch will affect only notes below
the split point specilied in 8,

& Split Point (C-2...G8): This determine the split
point tor Zoned Afier Touch Mode scitings of
“sphit hi™ or “split lo”. If the ZYoned After Touch
Mode 15 set to “all™, “top”, or “hottom, this
Split Point setiing will have no effect.

® After Touch Pitch Bend Range (-12.,.+12% This
determines how aflertouch will affect the pitch.
Pressing strongly down on the kevboard after
playing a note will move the pitch down one oc-
tave (for a setting of =12} or up one octave (for a
setting of +12).

& To make controller scttings for Pitch Bend,
Modulation, Pan, or Other, press FI, T3, 154, or
s Refer 1o sections 12.(F13, 12.4F3), 12.(F4},
or 12.(F5).

Keyboard: When the cursor 1s located at Split
Powt, you can press F8 (Kbd) and then press a
note to sel the split point.

COMMON DATA

12. (F3) Controller set (Modulation)

JUMP #226

Summary: Specify the controtler device that will add
vibrato (pitch modulation), tremalo (amplitude
modulation), and wah-wal (fifter modulation).

Procedure:

From: Cemmon Data job dircctory  (1UMP #201)
Seicct: job 12:Cullr
Press: 173 (Mod) (ILMP H226)
Specity: the  controller and  depth  for each
parameter

[CONTROLLER SET EL Ev&E 226
USICEEE ~DR1(43) STeConcert
Modulation Deketh

Deptb  MID] Ctel Ho, # Dewire
Fitch | = Wl ModuTlation
Hmiel1tode ik off
i =4 - o f £
5 HfLe Harn Uthe |
(53 a8 B 4]

O Pich Modulation Depth (0...127): This setting
determines the range over which the specified
device will add vibrato (plich modulation). For a
setting ol 127, the selected conuoller will be
able to add the maximum amount of vibratw. For
a setting of (0, the sclected controller will not be
able 1o add vibrato.
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O Amplitude Modulation Depth (0...127% This
setung determines the range over which the
specified device will add tremolo (amiplitude
modulatien). Details are the same as in @.

® Filter Modulation Depth (0...127): This setting
determines the range over which the specified
device will add wah-wah (filler modulation).
Details ave the same as in €.

A MIDI Ctrl No. & Device (1.,,120, After Touch):
These settings determine the controller devices
that will add Pitch modulation, Amphiude modu-
fution, and Fitrer modulation. The sclected MIDI
control number (1., 1207 ix displayed at left, and
the function which s defined {or that number is
displayed at right. Control nunibers O and 32 are
reserved for the Bank Select message. and can-
not be selected here,

© To make controller scttings for Pitch Bend,
Aftertouch, Pan, or Other, press FI. F3, F4, or Fs.
Refer to sections 12.(F1), 12.4F3), 12.{Fd) or
P2.(05).




Remarks: As shown by the following diagram, the

controllers selected here will be able to add
pitch, amplitude, and filter modulation in addition
to the piich, amplitude, and filter modulation
specified by the PModDepth, AModDepth, and
FModDepth settings of each element LFO. The
effect of the resulting modulation will depend on
the sensitivity settings of each element.

VOICE EDIT MODE

Assignable controllers: In addition to these five

controtlers which have fixed functions, the SY99
has the following two assignable controllers.
With the factory settings, the MODULATION 2
wheel is assigned MIDI control aumber 13, and
the FODT SWITCH ik assigned control number 65,
The control number transmitted by these
controllers can be changed by the setring in
Utility mode System Utility 3. Controllers (JUMP

(el 3yvad LFD) #80‘%]
¥ ¥ ¥ o
st | salectond st The MODULATION 2 wheel located at the left of
contre Bet eomrller rerirmler . e .
I ' , | Voles Gomman daia the kevboard (initially set to transmit control
mfm . e #226) number 013:Non-ussigned)
B Mlaxto: Nbeecatlit o Flllnr. eafularian . .
wo | o DopinG 127 ,“‘““_',f‘"ff'_l ®  An optional foor switch connected to the rear
LE] B . - . .
e panel FOOT SWITCH jack (nitially set to transmit
oot ] control number 0635:Portamento Switch)
uuwo2esy ' p- .
v pr MIDI controllers: The specified MIDI Cirl No.&
C; P+ (D) . - . - .
°m°1--2-‘ e J I— Device applies both to the built-m controllers of
TG ) [T Al the SY9% and (o incoming MIDI control data re-
er A I o ART I Pttt P I B biioniuiad ceived at MIDI IN. For example if you have
— = e oy | AW slemen gala specified that Amplitude Modulution Depth be
AV P LA ; o 5. AWM scrsitivi . . . .
Pt Moz, | i oo | [ SRR ey regulated by 001:Modulation Wheel, it will be
Samwholly S _\‘.y)lsl Mty =T ... 47 |50d GE = LECH 8.1 QJ]O"TN}QUE“CY i)

LUMPEZRS

Fixed controilers: The conirol numbers transmitted

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

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

002: An optional breath controller connected 1o
the rear panel BREATH jack

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

006: Data entry slider

007: Toot volume

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

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

regulated by incoming MIDI Control Change 001
messages in addition to movements of the
SY99's own MODULATION 1 wheel.

The official MIDI stundard does not defing
the purpose of all of the MIBDI Control Change
messages 1120, If the sclecied control number
has not been defined, the LCD will show “Non-
assigned no.”. You can use these control num-
bers just like any other control number. For
example you might assign an assignable con-
rolter (see Litility mode System Utility
3. Controllers, page 254} 1o one of these num-
bers, and then sclect thal control number to
regulate Pitch Modulation depth, “Non-assigned
no.” simply means that there 1s no official agree-
ment as {0 the use of that control number.
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COMMON DATA

12. (F4) Controller set (Pan)

JUMP #227

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

Procedure:

From: Voice Common job directory (JUMp #201)
Seleet: jeb 12:Cullr
Press: B4 (Pan) (rumae #227)
Specify: the controller and  depth for cach
piaraneier

CONTROLLER SET Bi st 22T
UOICEGRI -D1¢45%) STxConcert
Farn Dontral .

| De= hIMIDI Ctr]l Mo, & Tewjice

Par LFO ‘ J aft
Pan Eias ? off
FL AL "Mod TR ULhr

o Y ®

@ Pan LFO Depth (0...127): This delermines the
range over which the specifled comtroller will
reguiale the depth ol the Pan LFO. When (his i
set to 127, the selected controller will regulate
LFO panning over the full range from no 1.FO
panning to waximum LFEO panning, When this is
sel to 0, the selected coatroller will have no ef-
tect on LFO panniag.

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

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

@ To make controlicr scitings for Pitch Bead.
Aftertouch, Modulation, or Oiher, press 11, 12,
F3, or P53 Refer o sections 120 (Hy, 12, (F2).
12, (F3), or 12, (k3

MIDI Ctrl Nuo. & Device: For details refer to /2.
(F3) Controfier set (Moduioation).

Remarks: Since the MODULATION 2 wheel is
detented at the center posiion. it ix especially
useful for controlling pan. Since the MODULATION
2 wheel iy assignable, to use it you must select
the M1 Crrl No. to which it has been assigned,
Check the Urility mode  System Uriliey
3 Controlfers (JUMP #803) settings (o see the
MIDI Control Number 1o which the assignable
wheel has been set. For cxample if the
asstgnable wheel has been set 10 its initial set-
ting of MIDI Control Number {3, you would
select “013:Non-assigned no.” for the Pan Bius
control number in order 1o use WHELL 2 [0 con-
trol pannimng.

Note: When a voice is used in Mulii Play mode,
these Pan Conirol yeitings will be effective onfy
i the Static Pan s set 1o Veolice., Refer to Mulil
Lodin 5. Viree static pan (JEMP 08, #409),

COMMON DATA

12. (FS) Controller set (Other)

JUMP #2228

Summary: Specily controller devices that will regu- SOM [IEDLLER %519) ST EL MRl 223
late the volume, the EG bias and the Cutotf Fre- Lﬂéfuﬁé, Eg biac, & Eff?gﬁ’“pumw Frw:-or_
quency of the filters in each clement ol the voice. UsTls Li:kgj- e Ll :

i wiimit 5 f
Procedure: EfbIaslizrbhh { i F

: : g I f 2T = S s 1 Mp e !

From: Vowe Commion job {(JUMP #201) E-E:D|+£EI€{3+F}-41J Lﬁ;}“l [?l‘ R

directory P o0 o P

Select: job 12:Curllr

Press: £ (Othr) CILMD #228)

specify: the controtler and  depth for each
parameter
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O VollowLimit (Volume Low Limit 0...127): This
determines the Jowest volume that can be set by
the specitied controller. For example when thiy
15 ol to 86 the controller will reduce the volume




no lower than 0. When this is set to 0, the con-
troller can reduce the volume to sileoce, When
this 15 set 1o 127, the controller will have no
effect on the volume. In addition 1o the controller
specified here, the volume can alwuys be con-
trolled over its full rtange by an optional foot con-
troller connected to the rear panel VOILLME jack.

@B EGbhiasDepth (Eg Bias Depth 0...127) This
deiermines the range over which the specified
controller will control the FG bias. The result of
controlling EG Bias for au AFM element will
depend on the AModSens seuing for each oper-
ator. If AModSens is set for carrier operators,
the controller assigned 10 EG Bias will affect the
volume of an AFM element. If AModSens is set
for modulator operators, the controfler assigned
to EG Bias will affect the tone of an ATM ele-
ment. For detals refer o Vaice AFM Element
Job 5. Sensizivity {(page 145). For an AWM
element, this setting wilt aftect the Volume.

® Cutol1Depth (Iilter Cutoff Depth 0...127): This
determines w range over which the specified
controller will increase the cutoff frequency
specificd for the filters of cach clement. Higher
settings will allow the controller to brighten the
tone. If the (lter culoff frequencies are already at
maximuim, ihis will have noe effect.

@ MIDI Cirl Mo, & Device (0...120, Aftertouch):
These settings determinge which controllers will
regulate cach parameter,

VOICE EDIT MODE

@ To make controller settings for Pitch Bend,
Modulation, or Pan, press Fi, F2, or F3. Refer to
sections 12, (F1y, 12, (F2), or 12, (F3).

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

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

e Continuously control the filter cutoff: If the
Control Source of a filter is set to LF(Q then
the coniroller assigned to CutoftDepth can be
used to continuousty control the cutoff fre-
quency even while a note s sounding,

e Control the filter cutoff at key-on: It the Con-
trol Source of a filter is set to BG or EG-VA
then the controller assigned to CutoffDepth
will be used only at the instant the note Is
played; i.c., afler playing 4 note you can move
the controller without affecting the sound.
This can be used to give different filter cutofTs
to individual notes as you play them.

COMMON DATA

13. Voice name

JUMP #229

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

Procedure:

From: Voice Common job
directory
Select: job 13:Nume
Specfy: the voiee name

(JTUMP #201)

{TUMP #229)

VDICE MWAME 229
VOICEOL -Tgid4s)
| v
i [ET+loncert]
} 1 I ';:l': T oL
} ! t
2] 3] 0 1]

Enter a ten-character name for the voice.

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

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

To switch to lower-cuse characlers press F3
(Lowr}.

@ & o

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

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

Procedure:

From: Voice Common job
directory
Seleci: job 15:Inu

To exccute: initialization press YHES

To quit: without initializing press NO

(Jump #2010}

INITIALIZE UQICE

ARE YOU SURE 7

tYes or Nol

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

If you are sure you want to initialize the voice
duta, press YES and the voice common data of the
voice being cdited will be set to the values shown
betow. If you decide not 1o initialize, press NO,

This funcrion initializes only Voice Common data.
Other initialize functions are provided lor initializing
AFM Element or AWM Element data. Refer to
Voice AFM Element 15. [nitialize (page 154) or
Voice AWM Element 15, Initialize (page 170).

Initialized settings for Voice Common Data
01 Elemem Levels

Yoice Volume
Element level

127
127 (all elements)

1l

02 Element Detune
Element detune = 40 (all clements)

03 Element Note Shift
Shift = 30 {(all elements)
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04

06

07

08

(19

10

Element Note Limit

Low Limit = (-2 (all elements)

High Limit = G§ (all clements)
5 Element Velocity Limit

Low Limit = 1

High Limit = 127

Element Dynamic Pan

Element Preset 1-01 “Center” (all elements)
(Pan Source = velocity, Source Depth = 0,

Pan EG; HT=0, RI1-RR2=63, LO-RL?=0,
SLP=S1

Qutput Sclect

Qutput Group = Both (all elemenis)

Kandom Pitch
Random Pitch Depth =

Portamento

Mode = Follow (poly)/ Fingered
{mono)

Speed =0

Effect Set

Effect Mode = off

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

Output Level = 100% (both effect units)

Effect 2 Mix Level = 1004

wet:dry = 50:30 (both effect units)

Control Parameter = EFF1 parl

(both clfect units)
= off (both effect units)
Control MIN = (1% (both effect unity)
Control MAX 99% (both effect units)
Effect LFO Wave = triangle
Effect ILFO Speed = 65
Effect LFO Delay Time = 0

Control Device

It

Effect LFO Initial Phase = free
Elfect send select = all on {all elements)
Effect send level = 127

(both effect units)
= 0 (both effect units)
= 0 (both effect units)

Effect send vel sense
Effect send level scale




L1 Micro Tuning Set
Preset-01 Equal Temperament
Element = ofl (all elements}

t2 Controller Set

Pitch Bend Wheel Depth = 2
Zoned Afiertouch Mode = all
Zoned Aftertouch Split Point = (7
Afterrouch Prich Bend Depth = ¢
Pitch Moedulation Depth = 64
Pitch Modulation Device = 1
Amplitude Modulation Depth = 64
Amplitude Modulaiion Device = 12
Tilter Modulation Depth = 0
Filter Modulation Device = 1

VOICE EDIT MODE

Pan LFO Depth = 64
Pan LFO Device = 13
Pan Rias Depth = 0
Pan Bias Device = [{}
Volume Low Lmil = 0
Volume Low Device = 14
EG Bias Depth = 0
EG Bius Device = 2
Filier Cutoft Frequency Depth = 0
Filter Cutoff Frequency Device = 12

i3 Name Voice
Name = INIT VOICE

COMMCN DATA

16. Recall

voice

Summary: Recall the previously edited voice data.
Procedure:
Fromt:  Voice Common job
directory
Seleet: job 1&6:Recall
Torecall: the data press YES
To quit:  without recalling press NO

(JUMP #201)

RECALL WOICE

ARE YOU SURE 7

Ve ar Moo

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

It you are sure you want 1o recall, press YES and
the previously edited voice data will be recalled into
the cditing buffer. If you decide nat to recall, press
NO.

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

AFM ELEMENT DATA

AFM element job directory

JUMP #230

Summary: This job directory shows the editing jobs
for an AFM element.

Procedure:
From: voice edit mode {JUMP #200 or #201)
When: editing a normal voice that contains AFM

elements
Select: an AFM element F3-F6 {JUMP #230)
(E1-E4).
UDICE EDIT 1iRFM E3: Al 238
2IAFM| E4 AWM
~DA1(49) ST*Concert a1
B:Sensity (B 132
s0sclltr)BiILFO 103 4z
W EG i PitehEG e = Belnit]
cde Com : q :
2] 1]

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

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

01:Algrthm (AFM algorithm):

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

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

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

02:0sclltr (AFM oscillator): The frequency pro-
duced by each operator can either be fixed or
made to change according to the note played.

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

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

086:LFO (AFM LFO):
Fl; The Main LFO is used to create tremolo
(amplitude modulation), vibrato (pitch modula-
tion}, or wah-wah (filter modulation).
F2; The Sub LFQ is used to create vibrato {pitch
modulation).

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

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

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

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

Operator on/off

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

Procedure:

From: any job in the AFM job directory

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

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

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

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

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

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

AFM ELEMENT DATA

AFM

algorithm

JUMP #234

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

Procedure:

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

AFM ALGORITHM 234

s

To return 1o the previous display, press EXIT.

Algorithm = E¥

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

AFM ELEMENT DATA

Copy element

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

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

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

CoPY ELEMENT
Source Uopice Select
A —RE2{B8Z) [P!Cr=Rock %2
MiRocks  MIEP] 765t M:PLIRock 13:KY!Sma
§ BIEP:Clas WEEP:DXis WIKYCrel
e tbione RIEP:Nite Q:EPIGPHD HikYiClay
o iE Hy =) H ! A 1
=
) [

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

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

Destination Element Number: Specify the element
1-4 of the sclected Source Voice which you want
Lo copy inte the currently edited element. The
type (AWM or AFM) of the selected element
will be disptayed in the Element Type line
above. The selected source element must be the

same 1ype as the currently edited element. If
not, the botiom line will show “Element type
mismatch!™

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

AFM ELEMENT DATA

Copy operator

Summary: While editing the parameters for oper-
ator EG or Output, you can copy 3G and Qutput
data from one operator tw another

Procedure:

From: AFM element job 3 or 4
(Jump #236 242)
Press: COPY
Select: the data type, source operator, and
destination operator
To execute: the copy operation press E8 (Go)

CORY OPERHTOR

Data Tuyrps = LUTPU
%ggz?ﬁation z Hg ?_
L3z
L) 5 O

© Data Type: Select one of the following types of
data to be copied.
FEG&OUTPUT: Envelope generwior, output level
and scaling
EG: Envelope peneraton
OUTPUT: Output level and scaling
Source: The specified data will be copied from
this operator.
Destination: The specified data will be copied 10
this operator.

Remarks: 1t is often the case that many or all oper-
ators in a voice have similar settings, especially
for EG parameters. In such cases you can save
lime by setling the average EG for the volce on
onc vperator, and then copying it to the others.

AFM ELEMENT DATA

1. (K1) AFM algorithm (Form)

JUMFP #231

Summary: Select the Algorithm and specify feed-
back routings between operators.
Procedure:
From: AFM Element job directory  (JUMP #230)
Select: job 01:Algrthm., and press  (JUMP #231)
1 (Form)
Specify: the algorithm number, and feedback
sources and destinations

HEM _ALGORTITHM op i I31

UOTCEBI -DB1C¢49) ST#+Corncert Bl -AFM)
Alaorithm Humbepr = 42,

—L S L=t QF] OFFIAPY OP4 OFS (OFg
FET [T UFs e use use use Ini
FEZ21| DP¢ s g use 1nl o oinmd off
FEI: 0P vee inl ing off u=me aff
= <ty lThel Hld

12} 13 4] (13
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QO Algorithm Number (1...45): Select the algorithm
1o determine the “arrangement” of the six oper -
ators in an AFM element. Refer to the chart of
the 45 algorithins on page 302. When you
change the Algorithm, the Src @ and Dst @
settings explained below and the external input
settings explained in the following section will
be initialized.

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

& Src1 3 (0OP1...0P6): Select the source of feed-
back for the three feedback routings. Any oper-
ator can be selected as the source of feedback.
In some algorithms, onc or more feedback
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sources may be fixed by the choice of algorithn, Feedvack sellings

and canmnul be changed. 1o such cuses, an “F7 FBE  SRC

DST OPt OP2 OP3 OP4 OPS OPB

5 isplaved afte o (e Y3

will be dlsplfiyc,d after the Sourcc‘ (e.g.. OFP: f} FBI OPaF off  use IN2  off  off use
and the Destination operator explained in €3 will FB2 - OPS off  use off off  off int
be displayed i uppercase characters {e.g., IN1). FB3 OPS off in2  off off off in2

6 Dt OP1...0OP6 tinl, in21: Select the destination
of each feedback source. ach feedback source

can be sent o as many destinations as you like, Resuiting connections
Each operator has two mputs, and an operator
can be selected as a feedback destination only i
at least one of its Inputs 1s free. It moakes no dif- B
ference whether inl ur in? is used, but remember Lo
that the input levels of each operator are set q_i
independently for inl and in2. Refer to the ___L,._
follow g seetion 1.3 Algorithn Input. ' l ¥

W both inputs of an operator are already used l'_}_ 2
by the algorithun connection, -7 will be dis- ;o

played. I beth inputs are already used because
of a feedback assignment, “use” will be dig-

’ ‘ ) ‘ Remarks: In previous Yamaha 6-operator FM syn-
played. I the algocithi has a fixed feedbuack

) o ) thesizers, you had a chioice of 32 algorithiny each
loop, the teedback destination operaior will be of which included one feedback foop. The SY99
displayed 11 uppercase characters {e.g., IN1j.
The cursor cannol be moved o the Dst osetting
tor such operators.

provides broader possibilitics with 45 algo-
e, and three feedback loops that can be
sent o mors duin one operator. In addivon,
operators can be wmodulated by external

Having thice selectable ieedback sources which can . .
# waveforms.

be sent we any or afl other operators altows you to
connect the aperalory in very complex ways. The
following diagrumns show how the operators would
be connected for algorithm 40 when feedback
sources and desiinations are sel as shown in the
following table. Thin lincs indicate the connections
defined by the algorithm, and hesvy fines indicate
the feedback connections, Whetlier a connection be-
tween two operators is the result of the algorithm or

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

T : ' duced -3.010 dB, in a three-carrier algorithm

the result of leedback routing has no mfluence oo the ~8.278 dB. in a four-carrier algorithm -9.783 dB,

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

Algorithm 40 L six—c;‘lrricr algorithm -Il4.299 dB. '
6 I vou use a carrier operator as a feedbuck
: source, be aware that cven if the output level of
the carrier operatnr s the same, the actual out-

c put {and therefore 1the amount of feedback pro-

— duced by the carrier operator) will depend on the

aumber of carriers in the algorithm.
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Free Algorithm: By sending exclusive messages
from a computer with the appropriate software to
the SY99, it is possible to select a *free algo-
rithm” in which all algorithm routings can be
specified arbitrarily.

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

It is not possible to select or edit the free
algorithm from the SY9% itself. This display will
never appear unless you are programming the
SYS9 from a personal computer with editing
software that takes advantage of this capability.

AFM ELEMENT DATA

1. (F2) AFM algorithm (External input)

JUMP #232

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

Procedure:

From: AFM Element job directory (JUMP #230)

Select: job 01:Algrthm,, and press  (JUMP #232)
F2 (Extn)

Specify: noise and/for AWM input for each
operator

AFM AL GORI THM QoF !%ﬁﬁ 232
UOICEEI -D#1(49) STx*Concert(El1 /HFM)

Molse use use use use o

AWM use ind2 use o© use off
Fors Tnet ZLE
o o

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

& AWM (off, inl, in2): If the voice contains both
AFM and AWM elements (ie., if the voice mode
is either 3 1AFM&IAWM or
10:2AFM&2AWM), an AWM waveform can be
received at any free operator input to modulate
the operator.

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

Elemeant 1 {AFM})

= FM |~ Filter [— Amp [|—{ Pan

Element 2 (AWM)

Wave [~ Fiter — Amp T Pan

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

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

1. (F3) AFM algorithm (Input level)

JUMP #233

Summary: Set input levels Inl and In2 for each
operator.
Procedure:
From: AFM Element job directory (JUMP #230)
Select: job O1:Algrthm. and press  (JUMP #233)
F3 (Inpt)
Spexify: the input level for each operator input

arM_ ALGORIT
UOICERY -L9

Il Src
Level—| 9 7 %) l; 5] T
¢ In2 Src (|[FE®6 AWM FB®»2 off FEx¥4 off
: Loyl 3 i - T -~
[Form Extry H1g

HM opP 233
1¢49> ST#Concert.(E1<BEM

o o

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

@ 1Inl Level, In2 Level (0...7): Adjust the input
level of Inl and In2 for each operator.
If an operator input is not used, the Src will dis-
play “off” and the “Level will display “~". The
cursor cannot be moved to the Level setting for
such operators.

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

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

AFM ELEMENT DATA

2. AFM oscillator

JUMP #2335

Summary: Set frequency-related parameters for
each operator.

Procedure:
From: AFM Element job directory (JUMP #230)
Select: job 02:Osclltr (JUMP #235)

AFM _DSCILLBTOR cP *%ﬁ% 235
QS%CEEI -081C49) ST+Concert ZHEM)

Fred Mode = E.!‘_E hlave form = 1
Coarse = 1. B Y
Fine— haze S4Ync = on
Datums = + A Init Pha=e = E;_E

bE]
1] Q® o O 60 [

© Operator (1-6): This displays the operator being
edited. To move to another operator, use the
OPERATOR SELECT buttons OP!...OP6.

® Freq Mode (fixed, ratio): When “fixed” is
selected the operator will produce the same
pitch regardless of what note is played. When
“ratio” is selected the operator pitch will
depend on the note that is played

® Coarse/Fine (0 Hz...9762 Hz in Fixed Fre-
quency mode, 0.5...61.69 in Ratio Frequency

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

® Detune (—15...+15): The pitch of each operator
can be adjusted in fine steps of 1.171875 cents.

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

® Phase Sync (on, off): When phase sync is on,
the selected waveform will be re-started each
time a key is pressed.
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@ Init Phase (0...127): This determines the initial I
phase position from which the selected wave- \
form will be re-started when phase sync is on. 0
The init phase range of 0...127 corresponds to a 3 !
range of 0...360 degree starting phase. This set- -1
ting is effective only when Phase Sync is on. ;]
I

V:_\ —> Time The —100dB level is exceeded by even harmonics up
l : v 1o the 392nd harmonic.

Phase 0° 90" 180° 2700 aso® +1 /\
I | I

Selting | L
0 32 64 96 127

Waveform: The sixteen waveforms that can be -1
produced by each operator are not modeled after ,il
any “real” instrument but are mathematical e

transformations of sinewaves. The following

chart shows the harmonic content of each illltittin :

. . The —1064B leve! is exceeded by odd harmonics up
waveform. The amplitude of each harmonic to the 113th harmonic.
partial is given as a percentage of the funda-

mental. : 1

+1 Y
/\ 5
0 -1

-1 I“|Il||..

J The —100dB level iz exceeded by the 2nd harmonic,

and &l ndd harmonics.
+1
.f\
IRy
I\ o
2| \/
-1

J.:.I kT Ith ﬁ***k&llllll.

The —100dB tevel is exceeded by harmanics up
to the 130th harmanic. {4th terms do not exist)

Jhdiliss

The —100dB level is exceeded by odd hasmonics up
lo the G5th harmonic.

140




The —100dB tcvel is exceaded by all harmonics except
{4n-2) terms which do nol exist.

8

_1h

Wdbdy ey

The ~100dB levelis exceeded by the 4ih harmonic,
and odd harmonics up 10 the 89th harmanic.

”WY_“

The -1004B revei is excerded by even harmorics up lo the

H12th harmenic, and odd harmonics up 1o the 73rd harmonic.

i

]

Thc —IODdB level is exceedad by
all harmonics up to the 270th harmanic.

L I|

| |i i )

il -,|||I|"|I. IR T ]

The —100dB {evel is exceaded by
harmonics up 1o the 651k harmonic.

VOICE EDIT MODE

The -100dB level is axcaeded by even harmonlcs up to the
310th harmonic, and odd harmonics up to the 48th harmonic.

The —100d2 level is exceeded by the 21nd harmenic,
and odd numbered harmonics up to the 63rd harmaonic,

HH BRI
The —‘IGOdB Ievel is exceeded by harmonics up 1o the

105th harmanic. [4th terms do nat exist]
L

The —100dS tevel is exceeded by
all harmonics up to the 300Lh harmonic.

The »«100dﬂ level is exceaded by
harmonics up to the 31st harmanic,
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AFM ELEMENT DATA

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

JUMP #236

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

Procedure:

From: AFM Element job directory (JUMP #230)
Select: job 03:EG and press F1 (Each)
EG rates press F3 (Rate) (JUMP #236)
EG levels press F4 (Lvl) {(JUMP #237)

Specify: envelope parameters for the selected
operator

opP g%ﬁi@ 235
ga?T*Concer B/H M3

=

R1=6H RRI1=1T
R2=53, RR2=

63
e
nllgﬁﬁ
o e o 8 o 00
AFM GPERNTOR EG oP 237
VOICERI ~DB1<43) ST*Concert ZHEMD
P 4 Ex 11[Seci] LB= @A
bre L1=63—RL1= @
L2=53] RLZ= @
Liz23 s paem
ate ) Hl9
o0

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

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

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

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

® HT (Keyon Delay Time 63...0): When this is set
to O, the operator EG will begin immediately
after a key is pressed. For higher settings, there
will be an increasingly longer delay before the
operator EG begins,
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® RI1-R4, RR1-RR2 (Keyon Rates, Release Rates
0...63): Keyon Rates 14 and Release Rates 1—
2 determine the speed of the operator EG.
Higher settings result in faster change.

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

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

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

Rates and Levels: When you press a key, the
operator output will be at the level of L0O. When
the specified hold time (HT) has elapsed, the
level will change at the rate of R1 to level L1.
When the level reaches L1, it will change at the
rate of R2 to the level of L2. When the level
reaches L2, it will change at the rate of R3 to the
level of L3. When the level reaches L3, it will
change at the rate of R4 to the level of L4. When
the level reaches RL1, the EG will begin looping
from the specified segment.

When you release the key, the level will
change at the rate of RR1 to the level of RLI1.
When the level reaches RL1, it will change at
the rate of RR2 to the level of RL2.

Remember that Hold Time (HT) is a time
setting, but the various Raies are speed set-
tings. Higher settings for Hold Time will result
i a longer delay before the operator EG begins,
but higher settings for Rates will result in faster
change.




L3

Lz

L4

! )
|

) I 1

| |

I I :

i : ]

i

1 1 :

P! : |
1 |

;HT]—H1—'—H24~R3 Ral lHFH'RRE-——) Time

Key on Key off

Segment Loop Point: The SLP setting determines
the Level from which the EG will loop. If you
continue holding a note after Level 4 is reached,
when SLP is setto ...

SLP=S1 the level will change 1.4 - L1 - L2 —»
[35L4—->L1 ...

SLP=82 the level will change L4 — L2 — L3 —
4 —12—..

SLP=83 the level will change L4 - L3 — 14 -
L3 —...

SLP=84 the level will remain at L4

The following diagram shows how EG levels would
change when SLP=53

VOICE EDIT MODE

Cutput

RL2

|
|
[ . !
: RATPAAR2~—> Tima

t 1
LHTLR1~R2 - R3—R4

Rate Scaling: On most acoustic instruments, high
notes have a naturally shorter attack and decay.
This can be simulated by setting rate scaling to
a positive value (+1...4+7). The following dia-
gram shows how higher notes will have faster
rates (shorter EGs). Negative settings will
have the opposite effect.

L LS
/N S

AFM ELEMENT DATA

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

JUMP #238
Summary: Make operator EG settings for all oper- AFM OPERATOR EG w
ators while viewing the data for all operator EGs UEéEgn L;Eg% 4E)LO§I*CgTﬁE"t M>
in a single screen. La 1 {2 LE

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

HEM OPERRTOR EG w
VOICEBI -DE1c¢49) ST*ConcerL M
Kedon Rates % Fate Scaling

HI Bl R2 RY Pd RS

L

1 ——2 A4 B K-S

21 B 68 €363 63 +Hi5 3T 30 6 21 +2

= 2] w2lR] B &8 A3 63 B3 +A

Each uml] K=of Hld
o o o

EG !Eﬁﬁ
49> ST*Conoert Ma
& Level
EL R
.3
b 63 5]
=%

R
i
B W -
= %] 2]
A _a
19

H

m] wehodun Nl g

é?ac’ ] Dni% Uril.

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

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

® RS (Rate Scaling —7...+7): Rate Scaling deter-
mines how the key position will affect the oper-
ator EG rates.
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@ L0O-L4 (Keyon Levels 0...63): These determine
the levels to which the operator EG will move
while a key is being pressed.

@ LP (Segment Loop Point S1...54): This specifies
the segment from which the EG will continue
looping if a key remains depressed after the EG
has arrived at level 14.

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

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

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

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

AFM ELEMENT DATA

4. (F1) AFM operator output (Each)

JUMP #241

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

Procedure:

From: AFM Element job directory (JUMP #2303
Select: job 04:Output and press (JUMP #2413
F1 (Each)
Specify: the output level and scaling for the
selected operator

RAFM OFERATOR OUTFUT GP [i%:ﬂﬁ 241
UDICEEPL-HB1 (81> APIRocks AHEM Y
OFP 1 Cutkut Levzl = G HoteOf foat
EFIIE & + o5
EBPZIPE 1 + 2B
fealg 2| 1 ad
EacHILDP ' aTd
Q 2]
© Output Level (0...127): The output level of the
operator

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

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

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

e Offset (—127...4+127) determines the output
level adjustment for each of the four points
specified by Note.

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

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

R

Each oftset is added to the overall operator out-
put level of 80. For example the offset at break
point 1 (E1) 1s —4, so the resulting operator out-
put level at EL1 is 76. The resulting operator out-
put level is fimited to the range of 0...127.
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AFM ELEMENT DATA

4. (F2) AFM operator output (All)

JUMP #242

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

Procedure:

From: AFM Element job directory (JUMP #230)
Select: job 04:0utput and press (JUMP #242)
F2 (All)
Specify: the output level of each operator

(GFM_OPERATOR OUTPUT oP 247
UDICERT -DB1¢43)  ST*ConcertCELerEMy
Qutrut Leue; n =

< Z 3 [}

Each EINl | AT

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

Remarks: Reler to 4. (FF1) AFM operator output
for details.

Note: In algorithms with two or more carriers, some
Velocity Sensitivity setiings may cause distor-
tion. In this cuse, reduce carrier levels.

AFM ELEMENT DATA

5. AFM sensitivity

JUMP #243

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

Procedure:

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

FEM SENSITIUITY - oF i 24%
UDICERI -DB1c42) STxConcert(El-HEMY
OFP1] QP2 OPZ| OP4! OFS| NP&
rYelocitui +3 +1 +3 +3 |41
H-Rate Uel| om nly! on on N on
—AlMadSens g % % % d g
El b= 1A ]
ate WIS PIIS H19
8600 = & '

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

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

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

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

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

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

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

PModSens determines the sensitivity of each
operator to PMD from the Main LFO.
Independently of this, the pitch of an AFM element
can also be affected by the Sub LFO. Refer to

jundelayed LFD)
. ¢ 1
i salecied selected salecied
| contraller ! canloler conlro Ier Venee Comimon data
) b 12.{F2) Gomrollers sat
[JurP #2253
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[ DopihD ... 1277 ""05"“"‘ . Captho .. i27
-0 AEM element data
4 [ + ; = &.0F4) AFK LFC (Maing
.. — [JLP #744)
Fich Arrplinide H Fillzr
Modhikaton Hedulligwh Mceulalen
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) k.
PFM Ol A Gpetaion AFHA u er \ AF I element dala
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0.(F2) AFM LFO (Sub) (JUMP #245). P 249]
In this AFM sensitivity display. the OPERATOR
SELECT buttons cannot be used to select operators.
AFM ELEMENT DATA .
| 6. (F1) AFM LFO (Main) .

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

Procedure:

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

AEM_LFA oP 244
VWIICERI -081¢43>  ST*Concert(Ci~HrM)
Main LFQ 2
Wave = (TSERMCICEEN & Mod Derth = A
~ —F Mod Depth = §
Skeed-= 64 rF Mod Dapth = 5]
=la4 = A Inl, Phase = 5]
SUb RIS
1] a € (ST X7 0

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

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

modulation begins.

@ Init Phase (0...99): Tnitial Phase determines the

peint of the waveform from which the LFO will
begin when a key is pressed. The LFO wave-
form always starts over again from this initial
phase point when cach note is played. An initial
phase setting of 0...99 corresponds to a phase of
0...360 degrees.

A Mod Depth (00...127): Amplitude Modulation
Depth determines how much the LFO will affect
the output level (amplitude) of the operators.
For this setting to have an effect, the
AModSens (amplitude modulation sensitivity)
of an vperator must be set above 0. Refer to 5.
AFM sensitivity.



® P Mod Depth (0...127): Picch Modulation Depth
determines how much the LIFQ will affect the
pitch of the operators. For this setting to have
an cftect, the PModSeus (pitch modulation
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Refer to 5. AFM sensitiviry. W
@ F Mod Depth (0...127): Filter Modulation e

Depth determines how much the LFQ will aflect F — L me: iﬂﬁ?ﬁf‘wm

the cutoff frequency of the filter, For this sctting o Ariins ‘ [ _" ! ’

to have an cftect, the Cirl setting of a filter must l' i aai Ly il el )

be sct to “LFO”, and the LI'G Cutoff Sens set- ;@mvh' gﬂl’rﬁmﬁi . :ggga:'f" APM g

ting must not be 0. Refer to 8.1 Cutoff frequency. foo opa {i“,.";"f‘.;‘:rﬁ.;f f,‘;'.‘%ﬁ”":ﬁ__(_,ij/ ;f‘éﬁﬁ,‘,‘;‘t’w oy

[P #243)
AFM ELEMENT DATA _
(F2) AFM LFO (Sub) JUMP #0245

Summary: The Sub L.FO s corpletely independent
of the Main LFG, but can be used only to create
vibrato {pitch modulation). This will apply
equally 10 all operators, and is not affected by
pitch modulation sensitivity.

Procedure:

From: AI'M Element job directory  {JUMP #230)
Select: job 06:1.FO and press {JumMPp #245)
F2 {Sub)
Specify: paramelers for the sub LFO

AFM LFO OF WEAZEE 245
LOICERI —-TA1<49y ST+Concert TEIZQFM:
Sub LFO 'F=:-rn Pitoh

Mode = B ~Sheer] =I5
Wave = mungl |T1 me = 2}
A P Mo DF'P* o= It
Hair N [=}E=
a 1] (34 (53

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

B Wuve (triangzle, saw dawn, square, sample&
hold): The wave produced by the Sub LEO.

® Speed (0...99): The speed of the LFO modula-
tion. Higher settings result in faster modulation.
The speed of the sample&hold wave will be
taster than the other waves,

@ Time (0...99): The time length used for Sub LFO
delay or decay.

® P Mod Depth {0...127): The depth of pirch
modulation produced by the Sub LFO.

Wave: The following four waveforms can be
sclected tfor the Sub LIFO.

Griangle Saw Down
> e
Sf‘uare Sampledicid
H
.
- T . - ___......\ ‘ i Timo
v .

Mode and Time: The mode and time settings work
together to determiine how the Sub LFQ will
begin or end. When Mode=delay the Sub LFO
will begin after the time delay specified by €
Time. When Mode=decay the Sub LFO will
affect the sound beginning immediately from
when the key is pressed, but will gradually die
out after the time delay specified by @ Time.

Mol = oy

%;;23( / WA

_____ \/_k

-

Kity nn
Wade - Lalay

X V-

T

‘( VoI
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AFM ELEMENT DATA

7.(F1) AFM pitch EG (Switch)

JUMP #246

Summary: The pitch change over time created by
the pitch EG can be switched on/off for each
operator. To sct the shape of the pitch EG, see
7. (I2) AFM pitch EG (FG settings).

Procedure:

From: AFM Element job directory (JUMP #23()
Select: job 07:PitchEG and press (JUMP #246)
IF1 (Sw)
Specify: pitch LG switches, scaling, and range

) 000

@ PEG Sw {off, oni: When the Puch EG Switch is
“off” for an operator, it will not be affected by
the pitch EG,

6 Rate Scaling (-7...+7): Pitch EG Rale Scaling
determines how pitch EG rates will change
according 1o the note played. When this 1s set 1o

L...+7. the pitch EG will be faster for Migher
notes. When this is set to —1...—7, the pitch EG
will be slower for higher notes. When this is set
10 0, the pitch EG wiil be the same rate for all
notes.

& Velocity Sw (off, on): When this is on, strongly
played notes will cause the pitch EG to change
over a greater range.

® Range (1/2 oct, 1 oct, 2 oct, & oct): This deter-
mines the maximur range of the AFM pitch EG,
from 1/2 octave to § octaves.

P

EG Sw: When using the Pitch EG to make the
pitch of a sound change over time, yvou will nor-
mally turn the PEG switch on for ¢!t operators, If
the pitch of a modulator operator changes while
the pitch of another operator it is modulating re-
mains conslunt (or vice versa), the cw-
rier:modulator ratio will shilt during the duration
of the sound. changing the overtone structure.
This can be an interesting eifceet in its own right.

Rate Scaling: This setting determines how Pitch

EG Rales (the speed of pitch change) will be
affected by the key number of euach note. The
following diagram shows the resull when Pitch
EG Rarte Scaling is set to +7. Notice that high
notes have a shorter piich EG (faster EG rates)
than lower notes.

<. WA MIMARAMRL.
N o
- -
Velocity Sw (velocity switch): When this 1s “on”,

strongly played notes will causc the pitch EG to
change over a greater range.

AFM ELEMENT DATA

7.(F2) AFM pitch EG (EG settings)

Summary: The pitch EG creates a fixed shape of
piich change over lime for each note. To switch
the pitch EG on/off for cach operator, see 7. (FI)
AFM pitch EG (Switch).

Procedure:

From: AFM Element job directory (JUMP #230)
Select: job 07:PiichEG and press  (JUMP #247)
F2 (EG)
Specify: pitch EG parameters
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JUMP #247
AFM FITCH EG 747
DOTCERT CIBT (49>  STaConcort DI

(% 1105411 Loz + 2

4.7 RI1=34 [i= + &

ofey Roces  [22.4 8
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@ This indicates the time length shown by the
graphic display. To change this, hold SHIFT and
press F1—T6 (x1, x2. x5, x10, x20, x50). The
exact length of time wilt depend on the range.
When the pitch EG range is [ octave, the
araphic display will cover approximately 0.5 sec-
ands at *x1" and approximately 5 seconds at
“x507.

& This indicates the EG segment (“segl 3" or

“rel1™) from which the pitch EG graphic display

begins. If the EG is w00 long to be [ully shown in

the LCI, hold SHIFT and press F7 or F8 to move
the pitch EG graphic display to a different
segment.

The pitch EG is graphically displayed.

R1 R3, RR1 (0...63): Kevon Rates 1-3 and the

Release Rate determine the speed of the pitch

EG, Higher settings result in faster change. A

rate o 63 will muke the pitch jump instamily 10

the next level.

© L0O-L3, RL (-64...+63): Keyon Levels 0-3 and
the Release Level determine the levels of the
pitch EG. Positive settings raise the pitch and
negative settings lower the pitch.

e

VOICE EDIT MODE

Rates and Levels: When you press a key, the
pitch will begin at the level of LO, and will
change at the rate of R1 1o level L1, When the
level reaches 1.1, the pitch will change at the
rate of RZ to the level of L2, When the pitch
reaches L2, it will change at the rate of R3 1o the
level of L3 and will stay at L3 as long as the key
18 pressed.

When the key is released, the pitch will
change at the rate of RR to the level of RL,

High {+) 63 A

Marmal pitch / | \/ \%r‘rime
I 1
|
o ! !
: I
|

RL

Low {—) 84 v :
—R1——R2 R3
A F Y
Key on Kay off

[

iR

Note: Even if the AFM pitch EG and e AWM pitch
EG have identical Rate settings, there will be
slight differences in the timing of the pitch
chenge.

AFM FLEMENT DATA

8. AFM filter

JUNMD #248

Summary: The two filiers of each clement can be
used to control the tone in various ways.
Procedure:
From: AFM Element job directory  (JUMP #23())
Select: job O8:Filter {JUMP #248)
Specily: the desired job and press ENTER

HFM FILTER oF L%ﬂl% b} 245
UATCERL ~D@ic4%y  ST+Concert (EI-AFM) .
B3
AliCutods Frevuencd
B2 Cutaff Scaling
Pyl 5} (=g I' HIw
) o

©@ Move the cursor in this area to select a job and
press ENTER to move to the selected job.
01: Cutoff Frequency: Make overall settings for
the filters.
02: Cutolf Scaling: Specily how cach filter will be
adjusted across the keyboard.
03: Cuteff EG: Specify how each filter will
change over time.
& Pressing F1-F3 will select the comresponding job. .
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AFM ELEMENT JATA ¢ AFM FILTER

8.0 Copy filter

Summary: Any time while editing a filter, you can

copy the data trom one (ilier to the other filter,

Procedure:

Ta execule:

From: 8.1 Cutoff Frequency
8.2 Cutof? Scaling
8.3 Cutoff EG
COPY

the copy dircction {1 —=2 or 2 >1)
the copy operation press 118 (Go)
without copving press EXIT

(JUMP #249)
(JUMP #2500
(JUMP #3532-#355)
Press:
Select:

To quit:

{COPY FILTER

i
1

I Cobkdy Direction = KIS

Specify whether to copy the data from filter 1 10 filcr
201 »2y or from filter 2 to filter T {2 1), Press By
(Go) and the data will be copied. 1 vou decide not w
copy the data, press EXIT to exil without copying.

The filter type (HPF/LPETHRUY will not be

copied.

AFM ELEMENT DATA / AFM FILTER

8.1 Cutoff frequency

JUMP ®#249

Summary: Euch filter can be set to a ditferent type.

cutoff frequency, aud control source. Overull
resonance, velocity sensitivity, and LI'G Cutoff
Sensitivity can also be specified,

Procedure:

From: AFM Element job

Select: 01:Cutoft Frequency
Specify: parameters for filters 1 and 2

CrUMP #248)
directory 8. AFM filter
(TUMP #249)

CUTQFF FREQUEMNCY
UOICERT -Dald49>

aF !%{;qﬁ 249
ST;fI:fr:ur“ua:er*tt, “H Mg+

“ = 22 =
= iz 0 28 B
Resonakhcd =| @ Uslopitd Sens = +!1--—
LED Tutod § Sews = 47
o S9nc g
006 © o 800

© Filter | Type (Thru, LPE, HPF): Filter [ can be

used either as a Low Pass Filter (LPFy or as 4
High Pass Filter (HPF)., When “Thru™ is
selected the filter will have no elfoct.

Filter 2 Type (Thru, LPF): Filter 2 can be uscd
only as a4 LPF.

Cutoft Freq (HPF = O H» bEo6 kg
(O..114y; LPF — O Hz ... 2243 kHz (0,127
The cutoll frequency of each [ilter cuan be
adjusted independently. The number 0., 127
displayed in parentheses indicates the daw
value input when astng the numenc keypad.
Note that the highest HPF setting is 11.66 kl1z,
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A Cirl (EG, LFO, EG-VA)Y Fach aof the two Tilers

can be controlled in a difTerent way, For details,
see the explunations below tor Cod — 16 Cd —
LE7Q, Crrd = £6-VA,

Resonance  (0...99): settings  of
resonauce will result in & more pronaunced peak
of emplusis @ the cutott frequency. Thix setting
will apply to both filrers | and 2.

Velocity Sens (- 7...47 1 This determines how
the cutoff frequency of both filers will be alTected
by Kev-on velocity, For positive settings
{(+1...+7) the cutoff frequency will increase s
you play more strongly, resolting in o brighter
sound. For negative settings (- 1..-7) the cutoff
frequency will decrease as vou play more
strongly, resulting in a darker sound,

LFO Cutoff Sens (=7...47) Thiy determines
how Filter Modulation rom the Many LEO will
affect the filrers, This setting alse determines
how sensitive the filters will be 1o the controller
agsigned to Filter Bias in Vaice compion dara
I2.(F3) Controller setr (Other) (JUMP #2253
{page 1307, Negaitve setungs will reverse the
effect of the assigned controller.

Sync: Fhis 1s not a parameter, but a convenicence
that allows you Lo adjnst both 1illers ooether,
When you pross 15
will be inverted. and afl adjusimens vou make
io either Titer 1 or filter 2 will be awomatically

Higher

thyne s the “Syne™ display




set for the same parameter of the other filier.
This is useful when you are using the two filters
in tandent 10 act as a steep 24 dB/octave filter or
as a 12 dBfoctave band pass filter. See the
following explanation dvpe and Curoff Freg.
Press F6 once again to cancel filter syne editing
mode,

Type and Cutoff Freg: Filter 1 can be used enther

as a Low Pass Filter (LPF) or as a High Pasy
Filter {HPF), und hiter 2 can be used only as a
LPF.

When set to T.PF, filters 1 and 2 will allow
sound lower than the cutoff frequency to pass
unchanged, und will diminish the sound above
the cuteft frequency, When set to HPE, filter 1
will illow sound higher than the cutoll Irequency
to puss, and will dinminish (he sound below the
cutoff frequency.

Low Fass Filten (L PE) Figh Pass Filter (HP)

lLeve: Lovel
“, A
i
2> —- >

Froavuency Freguency

By setting fier 1w HPE and hHlter 2 1o LPF,
yvou can create a Band Pass Filter it passes
only a centrul band of frequencices.

HPE LP RPAF
{Filter1} (Fittersa? {result)

Each of the SY99'y fifters has a slope of
12 dB/octave. This means that if the cutofl
frequency of an LPEF is [ kHz. frequencies at
2 kHz will be reduced by 12.dB and frequencies
at 4 kilz will be reduced by 24 dB. [f vou sel
both [ilters 1 and 2 1o LPF, set both 1o the same
cutoff lrequency, and sct both filter EGs 1o the
same way, the result will be the equivalent of a
single 24 dB/octave filter. The filter copy function
explained in 8.0 Copy filier 1s 1 quick way to give
both filters the same settings.

VOICE £DIT MODE

Y

12 dBoclave 12 dB/oclave 24 dB/octave
(Fillert} iFiller2) jresult)

24 dBfoctave filtering creates a sharp cutoff
which is quite obvious, while 12 dB/octave filler-
ing 15 a more subtle effect. Analog synthesizers
ol the past have vsed both types. |2 dB/octave
{iltering was considered cspecially suitable for
strings, and 24 dB/octave filtering wus com-
monly used for brass or synth bass sounds.

Resonance: Resonance lowers the level of sound

befow the cutoff frequency, creating an inereased
peik of emphasis. (This may reduce the overall
volume.} High settings of resonance will make
changes 1n cutoff frequency quite casy lo nolice.
When the two filters are being used n tandem
as a Band Pass Filter (.., when filter 1 15 set to
HPIY, resonance will have no effect.

e

Fesonance = 0 Resanance = 20

Extremely high settings of filer resonance will
make the filter oscillate so that it produces a
pilch of 1ts own. This s a technique often used
on analog synthesizers of the past.

Ctrl = LFO: When Crrl is ser to LEQ, the Tilter will

be controlied both by the Main LFO and by the
controller which has been assigned to Filter
Cutoff Depth. {Refer to Vwoice common data
12.(F4) Caonrolier set (Pan). page 130} Key
veloeity will shift the cutoff frequency.
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Ctrl = LFO

Filter Modulation Nepth
{Commen 12, (F2) Controllers set
{Piteh bendy)

Filter Moduiation Depth

Fiter Cuiof! Benth
12. [F4) Canrellers set

[AFM element 5. LFO {Main)) {Qther
~LFO Gutoft |
o Sansitivity =7, -7 L
(E0) {“or both filtars) direct of'set
L. L | S S biag]
- J

Ctrl = EG: When Curl is set to EG, the [ilter will be
controtled by 1ty own itlter EG as explained in

the following section &.4

Fifter £G L IF Velocity

Filter Modulat or Depth

Sense 15 set to 4 value other than 8, key velocity
will shift the overadl olfset of the EG. The posi-
tion of the controllers assigned to Filter Modu-
lation Depth and Filter Cutoff Depth will be
sampled at the beginning of the note (key on).

but will have no effect during the note,

Ctrl = EG-VA: When Crirl 15 set 1o EG-VA (EG

voice attack), the filter will be controlled by its
own filter BG as explained in the following sec-
tionn 8.3 Filrer KGLIE Velocity Sense is set 1o 4
vilue other than 0, key velocity will modify LI
flevel I} and R1 {rate 1} of the iller EG.

Ctrlz EG ar Ctrl = EG - YA
Fiter Mcdutation Deptr:

[Conimon 12, {F2) Contrallers set
{Piteh ben)
Fiter Cutoff Dept~

{AFM elemurt 5 _FC 12, (F43 Contrella-s set

{Main); [Dther)

! S P

{ [ Lrocutor :

— Sensitivty 7. -7 wieeo
iLFoy {far hoth fiters! {0 rect offset

R 1 e ee— bias‘}

Naote: When Cirl=LG or Cirl=EG-VA, the effect of

the controfler on the cutoff frequency will be fived
when the note s played. Moving the controfler
after playing the note will hve no effect.

AFM ELEMENT DATA 7 AFM FILTER

8.2 Cutoff scaling

JUMP #250

Summary: The cutoft frequency of cach filter can be
adjusted across the kevboard.

Procedure;
From: AFM clement jub
directory 8. AFM fll
Select: 02:Cutoff Scaling

filter 1 press F1 (Flt])

filter 2 press 12 (Fil

(UMD #248)
ler

{ITUMP #25(0)
£2) (JUMP #251)

Specify: filter scaling parameters

CUTOFE SCAL TNG 0P IpEEE 250

UOICERPI~AB1(H1) AP IRocks e

~LPF COF = 2.047kH=( 507 Mok [1F fed

| TFIE L T - -3

! BPZ(E 2 | o+ 10

] A
] ¥ +

: FI112 s8ne Khd [RTS

0 o o

@ This indicaies the type of the lilter being edited,

and its cutoff frequency. Th

e cutoff frequency can

be medificd from this job. but 1o modify the type

ol filter you must use job §.

[ Filter cuioff

® BP1 4 (Break Point): Note (C-2...G-8) and OFff-

set (~127...+127) of each Break Point determine
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how the cutol requency level of the filter will
vary across the kevboard. When the cursor is
located ar note, you can press 177 (Khdy and
press a Key 1o enter the new note sciting.

& Sync: Press 6 Lo turn filter syne editing mode on

or off. For details, refer to & Syne on page 150,

Break Point: The filter cute{l frequency can be

made to vary depending on the note that is
played. Ou most acoustic instruments, noics
ditfer in tone depending on the range in which
Uwey are played,

Use the four break points to speeify how the
filter cutoff frequency will be adjusted across the
keyboard. Oifset { 127...+127) determines how
the cutoff frequency will be adjusted at each of
the four points specified by Note (C-2...G-8).

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




The following diagram shows how the filter
cutoff frequency would be adjusted across the
keyboard for the values in the LCD above,

ere BPe = 410 BPE =17 BPa- 4

Oloceen #’!J-M"d"dﬁ-—_hf'
BREE :

~127 . .._.._.___;__.___ __,_ e

|

SRR

B B2 ) G AE
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The offset at each break point is added to the cutoff
trequency of 80. For example the offset at break
point | (El) is —4, so the resulting cutoff frequency
at E1 is 76. The resulting cutoff frequency is limited
to the range of 0...127.

AFM ELEMENT DATA f AFM FILTER

8.3 Cutoff EG

JUMP #252

Summary: The cutoff frequency of each filter can be
moved over time by its own EG to make the
tone change.

Procedure:

From: AFM elementi job directory  (JUMP #248)
8. AFM filter
Select: 03:Cutoff EG
filter 1 rates press
F1 (Fli1), ¥3 (Rate)
filter 1 levels press
F1 (Flt]), ¥4 (Lvl)
filter 2 rates press
F2 (Flt2), F3 (Rate)
filier 2 levels press
F2 (Fl2), 74 (Lvl)
Specify: filter EG parameters

(JUMP #252}
(JTUMP #253)
{IUMP #254)

{TUMP #255)

CUTOFF Ei3 uF o 52
LAOICEBY -D8lcdl) ST+Concert bl HEMD
[z 1][5ed1] o1detr  BR1=1
+H - i=s  FR1=18
: T FAE RRAZH
J | "R3= 4
R4=23 ——FI=+1
7R O ={EToY Al B
9 o O o o
CUTOFF _EG aR 436 253
VOICERYT -DAlc43>  ST4Concerht SHEM
Lx 11[Sedl] () =
H { 1=+32 FL1=-2A
[Z=+15| RL2=~39
Z=+15
= L4=+15
L2 Hate 2Hdnc Hid
0 ) o

@ This indicates whether you are editing the EG of

filter | or 2.

This indicates the displayed segment and range

of the EG graphic display. To change the display

range, hold SHIFT and press Fl-F6 (x1, x2, x5,
x10, x20, x30). To shift the display to a different
segment, hold SHIFT and press F7 or F8

{Segl...Segd, Rell).

The filter EG is graphically displayed.

R1-R4, RR1-RR2 (Kevon Rates, Release Rates

0...63): Keyon Rates 14 and Release Rates 1

2 determine the speed of the filter EG. Higher

settings result in faster change.

@ RS (Rate Scaling -7...+7): Rate Scaling allows
the filter EG rates 1o be increased or decreased
depending on the key that is playved. For positive
settings the EG rates will increase as you play
higher notes, resulting in shorter envelopes. For
negative setfings the EG rates will decrease as
you play higher notes, resulting in longer
envelopes.,

® LO-L4, RLI-2 (Keyon ievels, Release Levels
—64.,.+63);. Kevon Levels 0—4 and Release
Levels 1-2 determine how the filter EG will in-
crease or decrease the cutofl frequency specified
for the filter.

@ Sync: Press F6 to turn filter sync editing mode on
or off. For details, refer to ® Sync on page 150.

oD

Rates and Levels: The levels of the filter EG do
not directly determine the cutoff frequency of the
filter, but rather adjust the filter cutof{ frequency
you set in §.7 Filter cutoff.
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When a note is played, the filter cutoff’ will
be adjusted by the amount of L0, and will change
at the rate of R1 to level LI. When the level
reaches L1, it will change at the rate of R2 to the
level of L2. When the level reaches L2, it will
change at the rate of R3 to the level of L3. When
the level reaches 1.3, it will change at the rate of
R4 10 the devel of L4, The filter cutoff frequency
will remain at the level of L4 as long as you con-
tinue pressing the key.

When you release the key, the filter cutoff
frequency will change at the rate of RRI1 to the
level of RL1. When the level reaches R1.1, it will
change at the raie of RR2 to the level of RL2.

Dol dresnery

oA 1 /,D'\‘\
H .- |
=
: |
q S ! \\ I
o — - T T o> Time
h . i U T Tl A
l._-a_‘(__D. L \ A
. B . r ;
! ZI LA
i 1 |
L St ‘5= iR
HT~FR1—32—53+-34 -— BRTRAE
i A
by o Koy ol

Rate Scaling: On most acoustic instruments, high
notes have a naturally shorter attack and decay.
This can be simulated by setting ratc scaling to
a positive value (+1...47). The following dia-
gram shows how higher notes will have faster
rates {shorter EGs). Negative settings will
have the opposite effect.

folud ot UL
/. M

High
notes

Low
nolas
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15. Initialize AFM element

Summary: Initialize the AFM clement data being
edited to a sct of basic values.
Procedure:
From: AI'M Element job
directory
Select: job 15:Initlz
To execute: the initialize operation press YES
‘To quit:  without executing press NO or EXIT

(JUMP #230)

INITIRLIZE AFM ELEMENT

ARE YOU SURE 7

Yes o Nol

This function sets all AI‘M element data values to
the minimum or simplest possible settings. When
creating your own new voices it is usually best to
begin by editing an existing voice. Howcever if you
want to start from scratch, this Initialize function
can be helpful.
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If you are sure you want to initialize the AFM
element data, press YES. The AFM clement data
being edited will be set to the values shown below,
It you decide not to initialize, press NO or EXIT.

This function initializes only AFM element data.
Other initialize functions are provided for initializing
Voice Common data and AWM element data. Refer
to Voice Common 15 (page 132). Initialize voice or
AWM element {5 Initialize AWM element (page
170}

Initialized settings for AFM clement data
01 Algorithm Set

Algorithm number = 30

Feedback 1 = none {{ree)
Feedback 2 = none {free)
Feedback 3 = none (free)

[l

Input Level 1 7 (operator 1-5)
Input Level 1 = {} (operator 6)
Input Leve] 2 = 0 (all operators)
Noise = Off {all operators)

AWM Wave = Off (all operators)




02 Operator Oscillitor (ulb operators)

Ireg. Mode = Ratio
liree] = {.(¢)
LCretune = ={)
Wuveform = | {~xine)
Phase Svne = On
Init Phase = )

03 Operator BG Gl operators)
Keyon Hold Time =0
Keyon Rites 1-4 = 063
Keyaolt Rates 1-2 = 63
Rate Scaling = H)
Reyon Level O = ()
Kevon Levels 1-4 = 63
Kevoff Levels 1-2 =0
Loop Point - 54

04 Operator Output

Output Level

Quiput Level

Break Point 1 Note
Break Pomt 2 Note
Break Poun 3 Nuole
Break Poimnt 4 Note
Break Poun Levels

Kevon Velocity Sens
Ruate Velocity Switch
ANMS
BMS
06 LTFO
Mamn LFO
Wave
Speed
Delay Time

= 127 (operator 1}

= 0 {operators 2-0)

w (]

= (32

=I4

= {6

= {) ihreak points 1-4)

3 Operator Sensitivity (all operators)

= 1]
= off
= {]

B
=3

= triangle
= 35

=}

AMD, PMD, FMD = 0

Imt Phase

=0

Sub 1.FO
Moaode
Wave
Speed
"l
PMD
07 Pitch EG
Operator On/OAT
Rate Scaling
Velocity Switch
Runge
Keyon Rates 1 3
Keyoft Rate 1
Keyon Levels 1-3
Keyofl Level 1
08 Tilter
Resonance
Cutott Mod Sens

Keyon Velocity Sens

VOICE EDIT MODE

delay
trinngle
80

0

{

on (all operators)
sl

0
=0
H

5% following data 1s same for both filters %%

Filter Type

Filter Control
CulofT Frequency
Break Poun 1 Nole
Break Point 2 Nole
Break Pomt 3 Note
Break Point 4 Note
Break Point Offset
Keyon Rates 1-4
Keyoff Rates 1 -2
Rare Scaling
Keyon Levels 04
Keyotf Levels 1-2

thru

= LFO
- 127

i
G2
k4
Ca
(BP I 43
63
63
H)
Hi
0
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16. Recall voice

Summary: Recall all data of the previously edited

volce.
Procedure:
Fron: AFM Element job
dircetory
Scleet: jub I6:Recall voice
To exccute: the recall operation press YES
Toguit:

wiilioul execuling press NG or EXIT.

(1P #2340

Note: This operation recalls all voice data. not jusi
AFM element data. and is alse availahie while
editing Comman data, AWM Elemenr data, or
Do Ser data, For details refer to Voice Con-
vien f0. Recall voice. page 133,
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AWM element data

AWM ELEMENT DATA

AWM element job directory

JUMP #256

Summary: This directory shows the jobs which edit
AWM element data.
Procedure:
From: voice edit mode {TUMP #200 or #201)
When: editing a normal voice that contains
AWM clements
Select: an AWM element Fi—Fs
(E1-E4)

(JUMP #256)

UOICE EDIT E%iﬁ?ﬁ‘ﬁﬁ Ginit
o] -D&1d49) ST#Concert az
RN el e
GF P2 PiLchEG|1if ———— TiInitlz
M2 0 S Filter |10 ————— £ B
oce Lom iz

o (1]

@ This area shows the number (F1-E4) and type
(AFM or AWM) of elements in the selected
voice mode.

& Move the cursor in this area to sclect a job and
press ENTER 1o go 10 the selected job.

02:WaveSet (AWM waveform set):; Select an
AWM sampled waveform and specify the pitch
at which it will sound.

tMEG (AWM EG): The AWM Amplitude EG
determines how the volume of each note witl
change over time.

04: Output (AWM output): The output level of an
AWM element can be adjusted across the key-
board.

05:5ensitv (AWM sensitivity): Key-on velocity can
affect the velume or the speed of attack and de-
cay. The control signal from the AWM LFO can
credate vibrato, tremolo, or wah-wah.

06:LFO (AWM LFO): The AWM e¢lement LFFO
creates a cyclically chunging control signul that
can be used for tremolo, vibrato, or wah-wah.

07:PitchEG (AWM pitch E{): The pitch of each
note can be made 1o change n a fixed way over
time.

08:Filter (AWM filter): The tone of an AWM ele-
ment can be made to change in a fixed way over
time, or can be controlled by a controller or the
LFQ.

15:Initlz (Initialize AWM element): When you are
creating a voice from scralch, it is sometimes
convenient to set all AWM ¢lement data to the
basic or minimum values,

16:Recall (Recall voice): All dala of the previously
edited voice can be recalled.

AWM ELEMENT DATA

Copy element

Summary: While editing any AWM parameier
(except for 8. AWM filter). you can copy data
from an AWM element of another voice into the
AWM element you are now cditing.
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Procedure:
From: AWM element job 2,3, 4,5, 6,017
Press: COPY
Press: F1 (Src) and select the sowrce voice
Press: F2 (Clem) and select the source ele-
ment
To exceute:  the copy oparation press Fs (Go),




® This copy operation is identical to the operation
explained in AFM element data, Copy element
(page 135). Please refer to that section for
details.

® This copy operation is possible only while inside
one of the AWM editing jobs. It is not available
from the AWM job directory.

VOICE EDIT MODE

® Pressing COPY while editing 8. AWM filter will

access the Copy Filier operation. For details,
refer to AFM element data, 8.0 Copy filter, page
150.

AWM ELEMENT DATA

2. AWM waveform set

JUMP #257

Summary: Sclect an AWM waveform and specify
the pitch at which it will sound.

Procedure:
From: AWM Element job directory {JUMP #256)
Select: job 02:WaveSet (JuMP #257)
Specify: the waveform and frequency
AWM WAUEFORM SET 257
VOICESI -DB1{4%) ST*Concert (EI AWM
Wave farm = s ]

Fredquericd Mode = rorma
Freduencyd Fine = + ———I

Frel Prel Card ITntr HFF

[
) ® 0 o

AWM WAVEFDRM SET 237
VOICERL -PRicd49) ST+Concerit E3I/RKM>
Have form Frsetl 31 Strinds?
Freduencd Made
FredtuencY Fine
Fixed pote

L TR

+
C3

[

o @

@ Waveform: Select an AWM waveform from
internal preset memory (Prel, Pre2), a wave-
form card (Card), a wavcform consisting of user-
loaded samples {Intr), or the wavefonm produced
by the ouiput of the AFM elemcnt (AFM).
When the cursor is located at Waveform, you
can press a function key FI-F5 (o select the
waveform type. For details, refer o the following
explanations of Waveform=.

@ Frequency Moede (normal, fixed): When this is
set to “normal”, cach note of the keyboard will
play the selected waveform at a different pitch.
When this is set to “fixed”, the waveform will
be played back at the pitch specified by @ Note
Number regardless of which note was played.

® Frequency Fine (—64...+63): This is a fine
adjustment of the waveform pitch.

@ Note Number (C-2...G8): This setting will

appear only if frequency mode @ has been set to
“fixed”. This setting determines the pitch at
which the selected waveform will be played
back. When the cursor is located at Note Num-
ber, you can press F8 (Kbd) and then press a
key to specify the note number.

When the cursor is located at Waveform @, you
can press a function key F1-F5 to sclect the
wavelorm type. Pressing FI-F3 will select Pre-
sct |, Preset 2, or Card wavelorms. If the con-
tents of a waveform card have been loaded into
sample memory by the Card utility 4.Load from
wave cqrd operation (page 264), or if you have
crecated waveforms from samples that were
loaded into sample memory {rom disk or via
MIDI sample dump, pressing kK4 (Intr) will
select these waveforms. If the voice mode is
09:1AFM&1AWM  or 10:2AFM&2AWM,
pressing Fs (AFM) will select the waveform
produced by the output of the AFM element. For
details, refer to the following explanations of
Waveform=.

Waveform = Preset 1/2: The 8 Mbytes (4

Mwords) of preset wavelorms in internal ROM
are organized as fallows,

157




VOICE EDIT MODE

Preset 1
No. WaveForm No. WaveForm No. WaveForm No. WaueForm
[ 1 . F’I'{no S &1 (\e|es_[d__ ] 7a | EG Harrmi 1 | Ej_ qi( [N o
“_2_’ Emt_ ) 4.‘. Harpsi o ac 119 (_,hc ke
[ é“_'_;l‘:.dule.'l:r;q - 4 Pipe_a _W_v_ - a '!26_- (,Iapo P
4 | MuteTp 2 [ 43 | AnigBre 82 12f  Clpsz
5 .Hmn o 44 r\ﬂul.éBrsz | 83 1022 Cowbe-l.l-fmm
] é_m_l;lqul ----- i 4_5 ".Anqurs T [ .8-1 D EG F’i.u.k.-‘l- 1-23 ; Cowhe. |3 B
[ 7| Trombone 46 | Pad 1 ] [ Esewe b [r2e [ hamom
8 Tuba 47 ¢+ Pad 2 36 BDA 12% S‘mm:r
9 | Brass 48 . AnlgBass 87 @D2 176 | Irgrsnap
10| BreFal 49 UFrissyn g ECa o 227 | AnlgPerc
11| Tenort 50 . Chows 8s | Bo4 28 | NoisoPre
___1 2__ .—T;;JTL o __5% -m. _L __QC BD 5 i 2[—3 Scratch )
13 | ko Sax | 52| Chous R 51 | BOG o 130 | Agogoe N
44 | Baitone | | 53 fopia ] | ez s07 1 |13 Bermbas
15 - Sopran"o. o . 54 Cho.i.r“____ o 9.3 BD & 1 32 Bonge
186 Tpﬁoro 55 o OohChoir 34 SD 1 ) 133 I“Jb'i"i I
_‘l? . Flute o 56 V be g5 | SD 2 ) 1_J4 CCCT
18 | Clasnet | 57 Marimba N 96 | sD3 1o | Ggatlisp |
—K;ugl_c_colo ..... 58  Tubular 9? SD-4 13 i Cga Lo i
20 | Recd Wy 59 Xylopron 98 | 8D 5 57 | cgaloSlp
_?1 B']qoon GO . Clockan S ég SD e _1_"% : Clave .
22 Recorder 61| SteelDrm 100 €D 7 139 Guio 1
23 MtF{cc;dW:!_"__— - 62 ‘d.ﬂdij_:_.“_“ 151 . SN & o 14{} ! Guirc 2 ]
'M;)_z;_mn tE—‘ ] €3 1__;-:_I_Lglrn.sen | ;'3_2_ bD__ . __1_4:1 B M_ir_m as |
."2_5__ ‘Jlolln T 534 :(o_ro 103 I SD SIdF‘ S _1 .4-2 . .93 roII
2¢ | Cello G5 Harp - 104 - Tom 1 ] _15 Tabc; }:h
_M-_E_'_?__ ComraBS- - 66 oltar - 105 | Tom 2 o _‘Id:t Tab a |_Cl .
28 | Pizz - 6? ! E Baes 1 108 'I'Dm ‘1_ ) TL—5 ) Iemple _________
29 | SectPizz &8 EBéssa o 107 | fom 4 146 | Timbaled -
Jo Strings{ B 69 E.Bass 3 o : -r,_) = 5 o __1 4? _—1|_r1“|-oan,n_.
ﬁ g‘tll"lqd-é ............. _x_O_ ThmpBass" e i Tom 6 - B HE S Til'npﬁri o
_’3:’__- STrIngsL. 7 1" S apPasI‘a HF foot :49 Whisle
33 StringsR 72 | Fretless | MR gt V50
34 Organt 72 | woodBase 112 | HH mig a1 '
[ 25 Organz 74 | Guseal 113 | AH beavy 152 '
[ 26 EPwut 1| 75 Gilion 114 | HH open 1830 Toms Wy
_____ 3 7"_ _E P.Wv-é-__“ o 76 Tzstrm_q ) | _:l 15 HHE!AH;QHMM 1 54- _E;_mb"llwuf .
_3 B | Clawvi ‘I ------------ o __?_'“E_G_ég{ it 6-.“i HHopAnrg 14 *)m Drums Wy ]
3e | Claviz [ 75 EG Hambk <17 | Crash
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Preset 2
No. WaveFarm No. WaveForm No. WaveForm No. Waveform
1 Siars Np 29 | Typist 57 | Digivoxe 85 | stwit 20
2 EPNp 30 | BellAing i 58 | Digivoxs Cge | swffer i
3 | vibe Np 31 | Seqlatin 59 | Digivoxs &7 | Swif 2z )
4 | DmpPiano 32 | EleMagic | 50 | Digivexs | Tos | swites
b | Bottie 1 [ 53| vox Bet 61 | Pluse 10 1 se | Stftza
5 | Bottle 2 54 | Mellow T 52 | Pluse 25 90 | Swifzs
7 | Botte 3 35 | Bigsyn L 63 | Pluse 50 a1 | swites
8 | Tubo 36 BigSyn R 54 | Tri a2 s o7 )
ol voega | | 37 voxGrace 65 | Digiwild 93 Stwif 28
10 | Vocal Ba 38 Gry Rall 6 | Stuff 1 94 Suwit2s
11 | Sax tran 39 Voices 67 | Suff 2 95 Swif 30
12 | Bowtran 40 AnlgSawd ) 68 | Stoff 3 96 Stuft 31
13| Blub ' ' 41 AnlgSaw2 63 | suita a7 Swfaz
T T s ars DL o
15 | Bamooo 43 | C3 Sar 71 Stuff & 49, Swii 34
e 1 [ e e
17 | Digi Ak 45 | Digital2 [ 73 suwie (01 - St 25
18 | TempRa | | 46 | Digitaz 74 swire | {102 ! swar
19 ¢ Giri a7 | Digitald 75 - Suit 1o 103 L oswas
20 Water 48 | Digitals 76 Stuf 41 104 | Stufi 29
24 Stvam 40 | Digitaié /i | st 12 105 | Stuft 40
22 | Narow 50 | Digitai7 78 | Stuff 12 | 196 | st a1
23 | Airy 51 | Digitals . 79 | swf 14 107 | Swiaz ]
24 | Styroll 52 | Digitals 80 | Swif1s 108 | Swifaz |
25 | Noise "53| Digiio gt | swif1e 109 | Swi4a
26 | Bell Mix 54 Digitl11 52 | Swif 17 110 | Stuff 45 o
27 | Haaa 55  Digiti2 83 | Swf 18 s | swttae
28 | OhAtack 56 DigiVoxd B4 | Stff 1¢ 42§ Swif 47
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AWK ELEMENT DATA

2.0 Waveform edit

Summary: Using these functions. vou can edit the
samples that have been loaded into the internal
sample memory, and assign them as waveforms,

Procedure:

When: internal waveforms have been sclected by
pressing F4 from wavetorm set
(JUMP #257)
Press: Fa (Edit).
Select: a waveform to edit,
Specity: the first and last samples used by the
wavelform.

Tocleur: the sample assienments for the wave-

form. press Fs (Init).

To rename: the wavetorm, press F7 (Name).

To edit: sample data, press 18 (Smpl).

WRVEFORM EDIT

a1
Waveform name From To
g P 0 H1 g%
2 e, Wave 3 5
@3z INT+HAVE -+ i
t IHTHHAVE —
& ¥ Thiis |- Hame SmP1—
0 o 0 o @ )

Q@ This arca displays ithe names and oumbers of
internal waveforms (1-64), Move the cursor or
use the numeric kevs 1o seleer a waveform,
It necessary, press EF1or 12 (o seroll the display.

® Move the cursor 1o the “From” column to spec-
ify the first sample used by the selected wave-
form.

© Move the cursor to the “To™ column to specity
the first sample used by the selected waveform.,
(The samples used by a waveform must be con-
secutive.)

@ To initialize the currently selected waveform,
press F7 (Init). For detalls reler to the following
section fnirialize waveform.

@ To rename the currently selected waveform,
press F7 (Nuwme). For details refer to the follow-
ing section Wavefors name.

® To cdit samples or change the sample ass1gn-
ment for the currently selected waveform, press
F& (Smpl). Reler 10 the following section Sample
asSivn.
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To copy samples: Samples may be copied within the

sample memory using the sample utlity function
(JUMP &327) described in Swmple wutifiry
I Sample directory, page 275

1 load samples: To load samples via MIDI sample

dump, simply connect the MIDI QUT of the
transmitting device to the MIDI IN of the SY99.
and make the transmifting device transniit a
sample dump. The SY99 can receive sample
dumps at any time, regardless ol the mode 0 is
in.

To load sample data trom a floppy disk, usc
the operation described in Semiple wriliny 3 Locad
Jrom disk, page 277, To load wavetorm data from
a waveform card, usc the operation described in
Card uiility 4 Load from wave card, page 264,
Samples from disks and waveform cards may be
edited; keep 11 mind, however, that sample data
loaded to the SY99 from waveform cards and
copy-protected disks cannot be saved to disk or
output via MIDI sample dump.

Befare samples can be used in an AWM
element. they must be assigned to a waveform,
Refer to the following section Sample assign.

Remarks: When referring to thiy and the following

sections, keep in mind the difference between
samples and waveforms:

A sample 1s a prece of digitally recorded
sound. You can load up o 99 user samples from
disk or via MIDI sample dump, and adjust the
pitch, volume, and loop mode of each sample. (It
is not possible to edit the samples of a preset or
card waveform.)

A wavetorm consists of one or more samples
assigned across the keyboard. You can create
64 user waveforms by specifving a range of
samples 10 assign to the waveform, the key
range sounded by cach sample, and the key at
which each sample will sound its original
recorded pitch. (Tt is not possible to cdil preset
or card wavelorms.) Refer to the following sec-
tion 2. (F&; Sample assign,
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AWM ELEMENT DATA 7 WAVEFORM EDIT

2. (F5) Initialize waveform

Summary: You can initialize the currently sclected
waveform using this function,
Procedure:
Fronu: Wavelorn edit
Press: F7 {Name)
To execute:  initialization press YES.
To quit:  without initializing press NO.

INITIALIZE WRUEFORM

ARE YOU SURE 7

(Mes ar Nal

This function nitializes all sample assisnments
for the currently selected wavetorm,

If you arc sure you want to initiubize the wave-
form., press YES.

When a wavetorm s initialized, it s renamed
CINT-WAVE™ automatically. Dashes are displayed
in the “From™ and “l'o” columng for mitialized
wavelorms when the Wavetorm edit function 1s
selected.

Remark: This function initializes the settings for a
single waveform only. It does not 1mtialize the
SY99's imternal sample memory. To initialize
sample memory, use the mitialize sample proce-
dure described i Sample wutility ddnitiaiize
sample. page 278,

AWM ELEMENT DATA 7 WAVEFORM EDIT

2. (F7) Waveform name

Summary: You cun use this function to change the
names of internal waveforms.
Procedure:
From: Waveform edit
Press: 17 (Name)
Specify:  the waveform name.

WHUEFORM HAME

IS
(M4 Pianol

[STACEL oW

2] L] o L1

@ Enpter an eight-character name for the waveform.

# to clear the currently cotcred name press Fl
{Clr).

& To switch to upper-case Jetters press +2 (Uppr).

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

Remarks: Methods ot entering character data are
explained in How to enter character data, page
30,

AWM ELEMENT DATA / WAVEFORM EDIT

2. (F8) Sample assign

Summary: Here you can odit the original key, key

range, volume, pitch. and loop scilings lor cach

sample.
Frocedure:
From: waveform edn
Press: 1% (Smpl)

Sclect: one ol the samples assigned (o the

currently selected waveform.

Specity: the original, fow key, and high key
assignments for the selected sample.
To rename: the sample, press B7 (Name).
To edit: the volume, pitch and loop sctiings Tor
the sample, press K.
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SHMFLE HZS1GM

Wavefors @ Bl M4 Piarg _ ai
Oridiag]l  Low keg  High kel
-2 CH-2 Bl
‘1 anol - 3 l; Z E\-: 4
FldﬂnHl (IS C o o e
™ ¥ Mame DBl llatz
0 & o o

@ This arca displays the names and numbers of
the samples that are contained in the SY99's
imternal sample memory. Move the cursor or use
the numerie keys to scleet o sample. It neces-
sary, press T1or 12w seroll the display.

8 To cdit the original key and key range assign-
ments of a sample, move the cursor o one of the
colimns labelled “Original,” “Low key,” and
“High key.” For details, refer to the following
Serenyprle avsiga explanation.

8 ‘o rename the selected sample press  Eo
(Numweh., Por detaids, refer to flow 1o enter char-
acter data, page 30,

B To edit the currently selecied sample press P8
(Darta). For detalls refer o the {ollowing section,
Scanple edit.

Sample assign: After selecling a sample, move the
cursor to one of the columns lubelled “Original,”
“Low key,” aod “High key” to edit the key
range and original pitch key assignmoents of each
sample in the wavelorm. The "Kbhd” Jabel will
appear lor funcoon key £3, as shown below:

| SAMPLE ASZ1GHN

i MWavefornm * B8] M4 FPiano . Ei
. Oridingl Low ked Higkh ked
boEl: Fianolow C#-2 I
poERs FianoMad [ oy I 4

i L__,'= FiamcoH1 Cl3Z IE: 5 o=

‘ A ¥ = ”dnu—' |H=91 IlthIs

o 6 © © 6 0 0 o

© This arca displays the names and numbers of

the samples that are contained in the SY99’y
internal sample memaory.

B Original (C-2...G83 The samnple will be played
back at its original recorded pitch ar this key.

® Low key (C#-2...GX): This is the lowest key of
the range tor which this sample will be played
hack.

@ Iligh key (C#-2...G8): This is the highest key of
the range lor which this sample will be played
back. Note thai the high key oi a sample iy al-
ways one key below the Tow key of the next
sample. 10 is not pussible o overlap samples in
a wavetorm or Lo leave giaps between them.
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@ If five or more samples have been assigned to
the currently selected waveivrm, use F1 {A) or
12 (¥) to scroil the display through the samples
in the waveforni.

@ To set a paramcter in @, @, or @, you can
press ¥7 and then press a note to enter if as the
new setting.

@ To rename lhe selected sample press 16
{Name). For details, refer to How to enter char-
acter data, page 30,

© To edit the currently selected sample press F3
{Data). For details refer to the following section,
Sample edit.

When vou finish making key assignments for
a sumple, press EXIT to return to the Waveform
assign display.

Sample edit: After selecting a sample, press F§
(Edit) 1o set the pitch, volume, ioop type, and
loop mode of the sample. A display similar to the
following will appear:

SAMPLE DATH

A—Samle 1 _Pianolow (lobitil3.7kHzD

| —Liolume = 127

1 Pitohe- e o+ 5]

] R o watrd Look

! Mode| * Hoema

; ' flame Hein NEPE
NG 00806 L) o

Q@ T[his arca displays the number and name of the

sample. If the sumple is not copy-protected, its

resolution and sampling cate will be displayed
here as well.

Velume (+0...+127): Adjust the sample volume.

Pitch (=5376...+5376): Adjust the pitch of the

sample. (The runge in which the pitch can he

adjusted may be smaller for certain samples. )

@ Loop type. One of the following four loop types
may be sclected: forward once, forward loop,
backward once, or backward loop. Specify the
direction (Torward or backwurd) in which the
sample will be played buck, and whether the
sample will play once (*...once™} or continue
looping as long as a key is pressed (... loop™).

@




© Loop mode. This parameter will appear on the

display only 1 a =...loop” mode was selected in

A I “normal” Tooping is sclected, the sample

will play back continuously in the specified

dircction. 1 “alter” looping 1s selected, the

sample will play back alternately forward and
backwuid.

For a sample of “ubc™, the loop type and

muode seltings would produce the following

resulls:
Forward unly: [ abc
Backward only: ': cha -
_}_:_cn_r_\.;ard Ié:b'a'[normah): ‘ abcabcabca'.'._ ___________________
_ng\;gtraoop [}mrmah: ' ¢hachachac. .. )
Farward loop {alter): abE*_c_baabr‘C_ha_ﬁ
Backward loop [al.tu.r). i cbaabcchaabe. .

VOICE EDIT MODE

® To rename the selected sample press Fe
(Name). For details, refer to How to enter char-
acter data, page 3.

@ Lo return to Swmiple assign 1w change the hey
assignments for the currently selected sample,
press F7 (Asgn). For details refer to the preced-
ing section, Sanple avsign.

When vou fimish editing sample data, press EXIT
1o return to the Waveform assign display.

Remark: Some samples loaded {from  external
devices may produce noise when played using
the SY99, Try changing the parameter setfings
of such samples using the externat devices.

AWK El EMENT DATA

3. AWM EG

JUMP #258

Summary: This determines how the volume of an
AWM element will change vver uinc.
Procedure:
Trom: AWM lilemeni job direciory (JUMP #256)
Select: job 03:EG. {JUMP #258}
Specify: volume EG parameters

Ml EG 2o
LOTCERT ;

s =

LZ2=53
1 'LI=5%
Fl=4+2
A
L1 ao (7]

© LG Mode (Mode = hold, attack): This sciting

determines whether the first segment of the

AWM EG will begin from fevel (b (attack mode)

or from maxinum level (heid mode).

The AWM EG s graphically displayed.

This indicates the time range of the EG graphic

displavy =17 displays the shortest tnue with

the greatest detail. 'e change the time range.
press Fi-Fo (x1, x2, x5, x10, x20, x505.

O This indicates the segment from which the EG s
displaved. Teo begin the praphic display from a
difteient seament, press U7 or F§ to select
Segl. . Segs or Rell,

@ 1lold Tihne or Rate 1 (HT=53. .0 or R1=0...63):
I the EG Mode rsoset to Uhold™ thas will deter-

e ®

mine the Hold Time for which the level of the
waveform is held al maximum. A setting of
HT=63 results in the longest time. [F the LEG
Maode i ser o “attack™ this will determine Rate
1 of the BG. A RI sefting of 63 results i the
Fastest attack.

® Keyon Rate 24, Release Rate (R2-R4 — 0. .63,
RR — 0...63) These settings determine the
speed of the operator EG. Higher values result
in faster change.

@ Rute Scaling (RS = -7...+47) Rate Scaling
allows the operator FG rates 1o be nereased or
decrcased depending on the key that 1s plaved.
For nositive setrings the BG rates will increase
as you play higher notes, resulting m shorter
envelopes. For negative settings the EG rates
will decrease a< you play higher notes, resulting
in longer envelopes.

@ Keyon Levels 2-3 (L2-L3 = 0...63): Thesc
determine the levels of the AWM EG. There 15
no L1 setting since the AWM EG cither begins
from () and moves toward maximum levet (in
attack made), or begins at maximum level and
stays there until the hold time hus elapsed (hold
made), Ner is there a 1.4 setring since the level
of the AWM EG immediately begins o move
toward O after reaching L3, It you want the
sound to continue sustaining as long as you
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press a key. sct R4 1o 0. However some AWM
waveforms natrally decay to zero, so setting
R4 to 0 will not make these wavetorms sustain.

Rates and Levels: The AWM EG will function in
two ways depending on the Mode setting.

Mode = aflack

Fey an Key ojt
In normal mode the AWM EG level will begin
from  and rise at the rate of R1 to maximum
level, When maximum level is reached 1t will
move at the raie of R2 to level 1.2, When level
L2 is reached it will move at the rate of R3 1o
level L3, When level L3 1s reached it will begin
moving at the rate of R4 1o 0. (If rate R4 is 0, the
sound will move at an infinitely slow rate toward
zero, ve. 1o will sustain at level L3 as long as
the key is pressed.)
When you release the key, the level will
move at the rate of RR to a level ol (.

Mede = hiold

A
M L1

1
|
‘I |
| |
1 |
1 |
— E e il ———— Time

|
|
|
|
1 |
| 1
| |
| |
1 |

L p7--lpgal ng Lan!
A A
Key an Kay o'

In hold mode the AWM EG level will hegin at
maximum and stay there for the duration of the
speeified hold time 1IT. When the hold time has
elapsed, the level will change at the rate of R2 to
level 1.2, The rest of the EG is the same as for
normal mode.

Using the AWM EG in hold mode 1s cspe-
cially effective when vou are using an AWM
waveform which includes a definite attack.
Keeping the level at maximum tor a while allows
the natural attack of the AWM sample to be
heard. Afrer the natural sampled attack is over
the AWM waveform will continue sustaining,
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and vou can use the remaining AWM EG
parameters to create an appropriate decay and
release.

Rate 4 and Release Rate: Rate 4 (R4) and
Release Rate (RR) can be used in conjunction to
create a variety of AWM EG shapes.

& If R4 is greater than 0 and you conunue holding a
note, after the level reaches L3 1t wall decrease
at the rate R4 and will move o 0 even though
you continue holding the note.

Yoline

t1

/:\Lz =3
q T ;

| |
L P P

L ap—Llpul o g

A A
Key cn Key el

N — -

e If R4=0 and vou continue holding a note, after
the level reaches L3 it will stay at L3 as long as
vou hold the note. When you relcase the note,
the level will decrease at the rate of RR to a
level of 0.

Volume
L
NP S
! - | 1,
| I | 1
. 1 & . P )Tirne
i—AR—anLm-- y L
F Y
Key on Key off

& After reaching L3 the level will decrease ar the
rate R4, but when you release the note the level
will begin decreasing at the riate RR.

Voiume

Time

Key on ey oif




Rate Scaling: On most acoustic instruments, high

notes have o naturatly shorter attack and decay.
This can be simulated bv ";cttinﬂ rate scaling 1o
a positive value (+1...+7). The lollowing dia-
gramt shows how highu notes will have faster
rates (shorter EGs). Negative settings will
huve the opposite effect.

Low
notes

VOICE EDIT MODE

IR S

Hiah
noles
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4. AWM output

JUMP #2509

Summary: The output level of an AWM alement can

be adjusted across the keyboard,

Procedure:

Select: job 04:0utput.

Tron: AWM Element job directory (Jump #236)
{(TUMP #259)

Specity: the output level sealing

[ Am
1]

ELv

QLITFUT
CEBPi -A&lcBl) AR Rocks (E“/HHMA

O

itz
Fu

F}
P
P

tlllb
MHMLP b
212080

Pmmm:
Bubd

Aalnalazkes
Ho G

1]

&

2] a

Break Pomt (4 (BP1-4): Note (C-2.,.G%) and
Offset { 127..+127) of cach break point deter-
mine how the level specitied in Vaice common
duta, 1. Element level (JuMp $202) (page 96)
will he adjusted across the keyboard, When the
cursor 15 located at note, you cun press 17 (Kbd)
and press a key 10 enter i1 as the new note set-
ting.

The keybourd level scaling is graphically dis-
played.

Break Point: The AWM ocutput level can be ad-

Justed according to the note that is played. On
must acoustic instruments, notes differ in vol -
ume and tone depending on the range in which
they are played. For example, the low notes of a
piano are louder than the high notes.

Lse the four break points to specify how the
AWM output level will be adjusted across the
kevboard. Offset (127, +127) determines the
output fevel adjustaent for each of the four
points specified by the note {C-2...GR).

The four note settings must be in ascending
order. Tt 1s not possible to set a break point to a
nele lower or higher than the note settings of the
neighhoring hreak points.

The following diagram shows how the AWM
output level woold be adjusted across the key-
board for the settings shown in the above LCD.

O 3o 4
Bp=—20 __ BPO=l sP--ao0

P .

(LN

1 34 n5S

D BR1= 4B

1

Each offset 15 added 1o the element level (80 in
this example}. For example the offset at break
point ! (ED s -4, so the resulting element level
at Tl is 76. The resulting element level is
limited (e the range of 0,127,
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5. AWM sensitivity

JUMP #2860

Summary: These settings determine how the AWM
element will be affected by key-on velocity and

by the LFO.
Procedure;

From: AWM Element job directory (JUMP #296)

Select: job 05:Sensitv

(JUMP #260)

Specify: sensitivity to velocity and modulation

Akt SENSITIUETY
UDICERI -Da1{49>

268
STxConcert, (E3-HWMD

Uelocity Sens = DR

Rate Uel Switeh = on—

me Mod Sens = 40—

FPitch Mod Sens = 3~!
0060

@ Velocity Sensitivity (=7...+7): This determines

how the output level of the AWM element will
be affected by key-on velocity. For positive set-
tings (+1...+7) the output level will increase as
you play more strongly. For negative settings
(-1...=7) the output level will decrease as you
play more strongly. For negative settings to
have an effect the element level must be
lowered.

Rate Velocity Switch (on, off): When the Rate
Velocity switch is on, key-on velocity will affect
the AWM EG attack rate (R1}. The effect will
depend on the Velocity Sensitivity setting.
Velocity = +1...+7: If Rate Velocity is on,
strongly plaved notes will cause the AWM R1
to increase, resulting in a faster attack. For the
strongest possible velocity, the EG attack will
change at the speed specified by the EG R1 set-
ting.

Velocity =—1...—7: If Rate Velocity is on,
strongly played notes will cause the AWM R1
to decrease, resulting in a slower attack.

When the Rate Velocity switch is off, the AWM
EG attack rate will not be affected by key-on
velocity.

Amplitude Modulation Sensitivity (Amp Mod
Sens = ~7...+7): Amplitude Modulation Sensi-
tivity determines how greatly the output level of
the AWM clement will be affected by Amplitude
Modulation from the LFO. Increasingly higher
positive settings (+1...+7) will allow the LFO
to have a greater effect.
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Negative settings {~1...—7) are effective only for
EG Bias. When Amplitude Modulation Sensi -
tivity is set to a negative value, the controller
assigned o EG Bias by the setting in Voice
common data, 12, (F4) Controller set (JUMP
#228) (page 130) will decrease the amplitude of
the AWM element, and the LFQ will have no
effect. For example, two AWM clements in a
voice might be given opposite Amplitude Modu-
lation Sensitivity settings, so that the controller
assigned to EGbiasDepth would crossfade be-
tween the two elements.

Pitch Modulation Sensitivity (Pitch Mod Sens =
0...7): Pitch Modulation Sensitivity determines
how greatly the pitch of the AWM element will
be affected by Pitch Medulation from the LFO.

Amplitude Modulation Sensitivity and Pitch

Modulation Sensitivity: These settings deter-
mine the sensitivity of the AWM element to the
Amplitude Modulation Depth (AMD) and/or
Pitch Modulation Depth (PMD) produced by the
AWM element LFO. If the LFO scttings for
AMD andfor PMD are set to O, these settings
will have no cffect.

{undelayad LFO}
) ated |
Vedce Commaon data
l J' i [ 42{F2: Contraflers asl
[JUMP #2Z2E)
Amplllic .
Pitsh Modulatien Feet Motlulaticn
Medulatlen
Pepthd ., 127 l o 0. 127 Dopmnd .. 127
Wave,
Spead,
Inl phsser
[ |
Dlay
T {delayed LFO) AWM slement dala
* + - & AWM LFG
fLMe 261
Pitch Amptmgs ! Kmr_
Dogsh o .. 127 Dopih e 127 | Caphd _.. 127
J ¢ k4 J’ b I

o AN AN Fileer AWM glomart data
Phch kadulation Ampiitudy Modulion gz‘?dg‘;‘“ — 5. AWM sensliivity
Senaltvity 0 ... 7 NSanaldviry -7 ... +7 et ?fm * {IUMF REE0)

8.1 CutoHl Iraquency
LIUMP ¥265)
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6. AWM LFO

JUMP #261

Summary: The AWM element LFO creates a cycli-
cally changing control signal that can be used to
create tremole (Amplitude modulation), vibrato
{pitch modulation), and wah-wah (filter modu-
lation),

Procedure:

From: AWM Element job directory (JUMP #256)
Select: job 06:LFO (JUMP #261)
Specify: the LFO parameters

AlM LFO 261
UOICEEI -DB1¢49) ST#Concert<EI AWM
Have = Mod Jepth = A
A F Mod Depth =—12
Speed = 53 F Mod Depth = —@
fielzd = 36 . | Inil Phase = lla
1] il
o8 0 O 80 ©

Q Wave (triangle, saw down, saw up, square,
sine, sample&hold): This selects the wave
(shape of modulation) produced by the AWM
LFO. The selected wave is graphically displayed
in the LCD. When sample&hold is selected, the
LFO will produce a control signal whose level
will change randomly at intervals of time deter-
mined by the Speed setting.

® Speed (0...99): The speed of the LFO modula-
tion. Higher settings result in faster modulation.
Al u setting of 0, one cycle will be approximately
34 seconds.

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

©® Amplitude Modulation Depth (0...127): This
determines how greatly the LFO will affect the
output level (amplitude) of the operators.

® Pitch Modulation Depth (0...127); This deter-
mines how greatly the LFO will affect the pitch
of the operators.

® Filter Modulation Depth (0...127): This deter-
mines how greatly the LFO will affeci the cutoff
frequency of the filter.

@ Initial Phase (0...99): This determines the point
of the LFO waveform from which the LFQ will
starl each time a key is pressed.

Wave, Speed, Delay, Initial Phase: Detailed
explanations and diagrams of these parameters
are given in AFM element job 6.1 LFQ (Main)
(page 146).

Amplitude Modulation Depth and Pitch Moduls -
tion Depth: For these setting to have an effect,
the AModSens (amplitude modulation sensi-
tivity) or PModSens (pitch modulation sensi-
tivity) of the AWM element must be set above
0. Make these settings in AWM element job
5. AWM sensitivity (JUMP #260).

Filter Modulation Depth: For this setting to have
an effect, the Ctrl setting of a filter must be set
to “LFO”, and the LFO Cutoff Sens setting
must not be 0. Make these settings in AWM ele-
ment data, 8.1 Cutoff frequency (JUMP #265),

furidelayed LFOY

sakected selewed N
Voice Commen data
i [~ 12{F2) Coramllare set
(UMP 226}
o Moduiat F'IIMMI.!
i oanluxo ey "‘“"‘;W'I‘ﬂ I psoeno. 1:;

AWH alement data
J« - B AWM LFO

J' LRLUMP #2613
Pizh Amptitycy Filwer
Maclaon Modylalion Madulation
DOepth 0., 127 Dopthd .., 127 Oapth ... 127

I
AivM Siler AWM alamant data
Aot Modkiaton :gﬂm"_? s 5. AWM sanshiviy
e Ty (JUMP #260)

8.1 CuioH frequency
{IUMR 726 5)
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7. (F1) AWM pitch EG (Data)

JUMP #2862

Summary: The pitch chunge over tme created by
the pitch EG can be aftected by key-on velociy
and the speed of pitch change can be adjusted
across the kevboard. To set the shape ot the
pitch BEG, see 7. (F2) AWM miteh F0 (8,

Procedure:

From: AWM Element job directory (JUMP #2350}
Select: jub 07:PitchEG and pross {IUME #2072)
[l (Dara)
Specify: piteh EG scaling, velocity, and range

AWM PITCH EG
VOICEBY -Diicady  ST+Concert (EI-AMNMD

b
ol

Rate Scalin® = Qi— - —
Uaelooity Sw = a+fd - —.
PEG Rande = 2 oot
EG
3] a 0

© Ruate Scaling (--7...+7): Pitch CG Rate Scaling
determies how pitch EG rates will change
according to the note played. When his s set 1o
+1...+7, the piich EG will be faster for higher
notes. When this s sat o -1, -7, the pitch BG
wil] be slower for higher notes, When ibis 15 set
o (1, the pitch EG o will be the same ate for all
notes.

O Velocity Swtoll, on): When this is on, strongly
pliyed notes will change in pitch more than
softly played notes.

& Runge (1/2 oct, 1 oct, 2 oct): "This determines
the maximum range of the AWM puch BEG, (rom
B2 octave 1o 2 octaves. (Note that the 8 octave
range ol the AI'M pitch EG 1y not available for
the AWM pilch EG.)

Rate Scaling: 'ty sctung determines how Pich
LG Rates (the speed of pitch change) will be
affected by the key number of each note. The
lollowing diagrain shows the resull when Plch
EG Rate Scaling is set to 47, Notice that high
notes have a shorter pitch GG (taster EG rates)
than lower notes.

ATRA S MR )

I./ .._\ S _.)! ._-.-;.,&I e

O /

Veloeity Sw (veloeity switch}: When this 1s on,
strongty played notes will change i piteh wore
thai softly played notes,

low
noteo

Higt:
nales

AWM ELEMENT DATA

7. (K2) AWM pitch EG (EG settings)

JUMP #263
Summary: The pitch EG creates o tised shape of HIMEPITCHYEI:'J o F'_M . ‘e - 253
pitch change over time for each note. To adjust 'jE';E?E [Eg‘ji {497 ST*boncar EJ/|FI['_I:; + i}
speed of pitch change across the kevhoard, see H e 9 ? EA: t;: i t}é : H
TAFT AWM piicit EG (Datu), Fa= A L3I= + B
Procedure: TaT JLFF: A _fl= + E
. . . Ao § g Y I - — . : |
From: AWM Element job directory (JUMP #250; g ® o o P

Select: jobh 07:PitchEC and press (TUMP #2634
2 (EG)

Specify: pitch EG parameers

168

Q@ This indicates the tGme length shown by the
graphic displty. To change this, hold SHIET and
press Fl-Fo (x0, x2, =5, 100 220, x38), ‘The
exact length of time will depend on the range.
When the pitch BG range 15 1 octave, the
graphic display will cover upproximately 0.3 sec-
onds at s 17 and approximately 5 sceonds at
“a507,



& This indicates the EG scgment (“segl-3" or

“rel1”} from which the piteh EG graphic display

begins. If the EG is too long to be fully shown in

the LCD, hold SHIFT and press 177 or F$ to change

the segment from which the display begins.

The pitch EG is graphically displayed.

RI1-R3, RR1 (0...63): Keyon Rates 1-3 and the

Release Rate determine the speed of the pitch

EG. Higher seilings result in faster change. A

rate of 63 will jump mmediately to the following

level.

® 1013, RL (-64.. +63): Keyon Levels (-3 and
the Release Level determine the levels of the
pitch EG. Positive settings raise the pitch and
negative settings lower the pitch.

-

VOICE EDIT MODE

Rates and Levels: When you press a key, the
pitch will begim at the level of L0, and will
change at the rate of R1 to fevel L1. When the
level reaches 1.1, the pitch will change at the
rate of R2 to the level of L2. When the pitch
reaches 1.2, it will change at the rate of R3 to the
level of L3 and will stay at [.3 as long as the key
is pressed.

When the key is released, the pitch will
change at the rate of RR to the level of RL.

FHagh 123 63 T
/s L3
MO el e e b T A > Time
/ ‘\
Vl ) (
. )] -
: R,
ST ‘ | :
L v R T = -
a A
Koy on by off

Note: Even if the AWM pitch EG and the AFM pitch
EG have identical Rate setfings, there will be
stight differences in the timing of the pirch
change.

AWM ELEMENT DATA

8. AWM filter

JUMP #264

Summary: The two filters of cach element can be
used to control the 1one in various ways.
Procedure:

From: AWM Element job directory {JUMP #256)
Select: job 08:Filter (JUMD #264)
Specify: the desired filter cdit job and press

ENTER

L=

STHConcert CEXAHM>
[

=
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g
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4
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[Wnl g B
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1 M
— 3
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e

|

L
pre

[5)

=
i

2] 0
@ Move the cursor in this area to select a job and
press ENTER to move to the selected job.

OL: Cutoft Frequency: Make overall setiings for
the Tilters. (JUMP #265)
(2: Cutoft Scaling: Specify how each filter will be
adjusted across the keyboard. (JUMP #266,
#267)
U3 Cutoll” EG: Specify how cach filter will
change over time, (JUMP #268, #2608, #270,
#271)
B Dressing Fi—F3 will select the corresponding job.

Note: Filter settings for an AWM element are
exacty the s us for an AFM element. For de -
tuils, refer 1o AFM element job 8. AFM filter, on
pages 149-153,
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15. Initialize AWM element

Summary: Initialize the AWM Element data being 04 AWM Ouiput
edited to a sel of basic values. Break Point 1 Note = (]
Procedure: Break Point 2 Note = (2
From: AWM Llement job (JUMP #250) Break Point 3 Note = B4
Break Poimnt & Note = €6
Scleet: job 15:1nitlz BP1-4 Offset = H}

To exccute:  the initialize operation press YFS

. . . o 05 AWM Sensilivily
To quit:  without initializing press NO or EXIT

Velocity Sens = M
- Rate Velocity Switch = ofl

INITIRLIZE FHkM ELEMEMT AMS -0
PMS = 3

ARE YOU SURE 7

{H AWM LIFO

tYes or Mo Wave — Triangale
Speed = 065
. . Delay Time =10
This f}lqutu';n sety 'all AWM cl(fu'm.m dulm values o AMD. PMD. FMD = 0
the minimum or simplest ;.)ussl‘blc.‘ setings. When Init Phase -0
creating your own new voices it is usually best to
begin by editing an existing voice. Iowever if vou 07 AWM Pitch EG
want to start from scratch, it is often useful o star Rale Scaling =
from an intialized settiug rather than having 10 re- Velocity Switch = ofl
set all the parameters. Range - 3 ovtaves
If you are sure you want Lo initialive the AWM Keyon Rates 1.3 - 63
element data, press YES. The AWM clement data Keyon Levels 0.3 = =
being edited will be set o the values shown below. Keyotf Rute | = 03
If you decide not to initialize, press NO. Keyolt Level | = 10
This function initializes only AWM clement data, 0% AWM Filter
Other initialize tunctions are provided for initializing Bisonance =0
Voice Common data and AFM elemant data, Reter Cutofl Mod Sens — 1
to Veice Common 15 fnitialize (page 132) and AFM Keyon Velocity Sens = )
Liemenr 15 Inirialize {page 154). #EE folowing data iy same for both filtery %
Filter Type = thru
Initialized settings for AWM Element data Filter Contro = LFO
02 AWM Wavetorm Select Cutoff Frequency = 127
Waveform = |'resct 63 Break Point 1 Note =
(triangle wave) Break Point 2 Note = (2
Frequency Mode = norntl Break Point 3 Note = E4
Fixed Mode Noic # = (43 Break Point 4 Note = (h
Frequency Fine = H) Break Porng Offses = {0 (BP 1)
03 AWM Amplitude EG Revon Rares 11 = 2;
Modce = norma K?,}fit‘{ R‘?IL'\ = - «
Keyon Rates 1,2.3 = 03 Rate Scapr_lg _ =10
” Kevon Levels -4 = H)
Keyon Rate 4 ~ 0 K'c‘.‘vnff Levels 1-2 = 10
Kevolf Rate 1 = 03 - ) .
Rate Sculing = +)
Keyon Level 2,3 = 03
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16. Recall voice

Summary: Recall all dara of the previously edited

yUICE,

Procedure:
IFriome:

Select:
T execute:
To quit:

AWM Element job (IUIME #256)
directory

Job T6:Recall

the recall operation press YGS
without executing press NO or EXIT.

Note: This operation recalls all voice data, nor just
AWM element dara, and Iy also available while
editing Common darta, AFM clement data, or
Drum Set dara. For details refer to Voice com-
men data, 10, Recall voice,
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Drum set data

DRUM SET DATA

Drum set job directory

JUMP #272

Summary: This job dircctory shows the jobs con- 01: Voice Volume: Adjust the overall volume of
taining data for a drum voice. the entire drum voice.

Procedure: 02: Wave Data Set: Select a wavelorm for each
From: vaice edit mode (JUNP #2000 key of the SY9%'s 76-note kevboard, and
When: the Voice Mode is set to 1 :Drum Set specity wning and pan for ¢ach.

Select: the drum set job directory  (JUMP #272) 03: Effect Set: Specify how the effect units are
F2 {(Com) connected, how the seund from each note of

the drum voice is sent to the effect units,

UO I CE ED I T - Iews Set —— 272 parameter settings for each effect unil, and

I ~-DECEE) DR Mixed ' T T, how the cffcet parameters are controlled in
APOEROCCONE oot : realtime

'33 EF?Eﬁﬁlf::: Cet g;ggé;ﬁ’l iz M: Controller Set; The overall volunie of a drum

l Tode = set voice can be adjusted using u specified
® Py controller.

03 Name: Specify a ten-character name for the

Phis area indicates that “Drum Set™ is the voice being cdited.

selected voice mode. ‘ 07: Initiatize: Initialize the drum set data being
Move lh.c.gursor ar this area to se}ccl a Job and edited to the basic or minimum setrings.
press LNTER 1o go to the selected job. 08: Recall: Recall the previously edited voice

into the editing hufter,

DRUM SET DATA

1. Voice volume R

Summary: Adjust the overall volume of the entire UDICE VOLUME i 273
dr VOICE=I -D1&6d54) DR Mixed <{Drum Setl
runi voice.
Proced :
ocedure , , » Uoice Uolume=
From: drum set job directory LM i272)
Select: 01:Voice Volume (JUMP #273)
Spectfy: the volume of the entire druni set '

L1

© Voice Volume (0...127): This determines the
overall volume of the entire deum veoice.
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2. Wave data set

JUMP #274

Summary: Select a wavelorm for each key of the

SYY9's 76-note keyboard, and specity tuning
and pan for cach.

Procedure:

Select: 02:Wave Data Set
Specily: parameters for each key note number

From: drum set job directory {JuMPp #272)

{IUMP #274)

WEVE DATH SET ) 274
UDICE=Y -Madad4Y IR Mixed (Drum S=t0
—— k=g Mote MNumbsr @ E A
’ -——hWave form = ia
[ i} Lewesl = 128 —Hao shitt = — &
1 Hlternats = off Fine Tune = +24-—
Dt gt | Grogle-= oty Static Popgs +50
F=Dn kK-e Frel FreX Lard Trter
066 4] 5} (6] 18] 7]

© Kcy Note Number (E0...G6): Press a key on the

SYY9 keyboard to select a key note number, and
it will be displayed here. (It is not possible to
move the cursor here.) You can also press Fl
(K-Dnj or ¥2 (K-Up} 1o select key note numbers.
Wavelorm (Preset 1: 1...155, Preset 2: 1...112):
Select the AWM sample that will be played by
the corresponding Key Note Number., A list ol
the preset waveforms is given in AWM element
data, 2. AWM Waveform Ser (page 157).
(Internal and card wavetforms may also be
selected. The SY9Y9 may contain a maximum of
64 internal waveforms. The number of
waveforms available on a waveform card will
vary with ihe card being used.)

Level (0...127): This delermines the volume of
the waveform.

Alternate {on, off): When this is “on™ for two or
more Key note numbers, the last-played key will
take priority and the waveform of the pre viously
plaved key will be turned off.

Output Group (olf, grpi, grp2, both): Sclect the
output group from which the waveform selected
for this key note number will be outpul.

Note Shilt { 48...436 in half steps): Adjust the
tuning of the waveform n half steps.

Iine Tuning (—64...463 in units of 1.171875
cents): Adjust the tuning of the waveform in fine
steps.

Statie Pan (-31...43] = Left.. Right): Specity
the stereo position tor cach key note number.

Use the following two steps to make settings &~
for each note of the keyboard. Repeat the two steps
4% necessary.

k.

o]

Press a key on the 3YY%Y kevboard to select u
key note number. The selected key note number
will be displayed in @.

Make scttings @—@ for the selected key note
number.

Alternate: It two or more waveforms would sound

unnatural il they were played at the same me,
sclect alternate “on”™ for each of these wave-
forms. For example it is impossible for a real
drum set to sound the closed hi-tiat aud open hi-
hat at the same time. By selecting alternate
“on” for the two key note numbers that play the
closed hi-hat and open hi-hat waveforms. playing
the closed hi-hat will make the open hi-hat stop,
and vice versa.

There 15 only one alternate group for the
entire drum voice; i.e., it is not possible (o
specify two or more pairs of Key nole numbers to
play alternately. You may seclect alternate “on”
for as many key note numbers as you like but
they will all be in the sume alternate group, and
only one of them will sound at any time.

Static Pan: The stereo position of the waveform

played by each key note number 1s deterniined
by the static pan setting. The “dynamic” pan of
AFM or AWM element can be moved over lime
by an EG or LFQ, but the “static” pan for cach
key note number of a drum voice cannot be
maved over time.

When using a drum set veice in a Muli,
these static pan settings will be used if the multi
static pan 1s sel 1o “VC7 {voice). Refer to Mulri
edir, 5. Voice static pun, page 191,

Output Group: The sterco signal from the static pan

of each key note number is sent to output group
I, 2, or both. If output group ix sel “off” the
waveform for that key note nuraber will not he
heard, The diagram in the tollowing section 3.2
Effect send shows how the Output Group sct-
ting is part of the signal flow in a drom voice.
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3. Effect set

JUMP #2112

Summary: Specify how the effect units are con-
nected, how the sound from cach note of the
drum voice Is sent to the effect units, parameters
for cach effect unit, and how the effect param-
elers are cantrolled in reattime.

Procedure:

From: drum set job directory
Select: job 03:Etlect Set
Select: the effect job you wish to edit

(JUMP #272)
(uMP #2120

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

O1: Effect Mode Select: Specify how the two
ellect units are connected, the effect type,
and volume balance. This is exactly the
same as for a normal voice. Refer to Conmnon
Data job (0.1 Effect Mode Setect, page 106.

02 Effect Send: Specify how the sound of each
clement of the voice will be sent 1o the effect
units, Refer to the following seciion Diwmn
sol dute 3.2 Effect Send.

03 Effect 1 Parameter: Make settings for cltect
unit 1, This is exactly the same as for a nor-
mal voice. Refer 10 Common Data joh 103
Effect | Parameter, page 108,

{d: Effect 2 Parameter: Make scttings for effect
unit 2. These paramelers are exactly the
same as for Effect 1. Reter o Common Data
Job 103 Effect { Pavamerer, page 108,

03: Effect Control: Specify how eflect param -
cters will be affected by control change mes-
sages. This iy exactly the same as for a
normal voice. Refer to Common Data jofr 10,5
Effect Controf, page 123,

B Pressing FI-F5 will select the carresponding job,

Note: Drum voice effect settings differ from normal
vaice effect sertings onfy in job 2 Iffect Send, A
normal voice alfows vow to specity the effec
send level for cach of the one, mwo, o four ele-
ments. A drunt voice allows vou io specify the
effect send lovel for eacl of the 76 kevs.

3.1 Effect mode select

JUMP #2173

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

Procedure:

From: Effect Set job directory

Scleet: (1:Effect Mode Select (TUMP #213)
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(JUME #212)

Specify: the elfeel mode, effect types, and cllect
levels, and wetudry balance.

Remarks: This function is exactly the same as that
described for normal voices. For details, refer 1o
Common Duty job 10.1 Ejjeci Mode Select, page
106.
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DRUM SET DATA ¢ EFFECT SET

3.2 Effect send

<UMP #2200

summary: Specify how the sound from each key of

the drum voice will be sent 1o each of the one,
two, three, or {our cliect sends.

Procedure:
From: Bffect Set job directory (TUMP #212)
When: the voice mode is “Drum”
Select: job ()2:Eftect Send (JUMP #220))
Specify: the cffect send seltings [or each ol the 76
keys
EFFECT SENT 220
UOICEeY ~D160E54r DR Mixed (Drum Set)
- Sapnd Sel | Lews el Sapyes
GROIGUI e 2 !il -3 =] 111 R
H S:Cabaza -3 -| tim +3
A#I: Shaker 1 -3 ~| 1ug +5
E Silkhistle 1 -3 -1 127 +£
F-De k=L [ [
e 0 a o o

© 'This arca displuys the key names (EO G6), and

- Key rote number; L)6

the waeveform assigned to each note. {To set the
wavelorm tor each key, see Drum yet data
2 Wave duta ser. page 157.) To select a key note
number, you can press a key on the SY99 key-
board or press 11 {K-Di) and 72 (K-Up).

Send Sel (send select 1-4): Specify whether or
not 1o send the sound from the key to each effect
send 104 'The number ot effect sends availuble
will depend on the effect mode and the coffect
type. Non-existeni sends will be mdicated by a
dash (=), and cannot be selected. Tn the ubove
display, effect sends 1 and 2 are available.

It an effect send s tumed on, 105 number will
be displayed, and the sound ol the waveform
assigned to that key will be sent to that elfect
send. If an effect send 15 turned off, a period (L)
will be displayed, and the sound of the wavelorm
assigned to that key will nat be sent 1o that
cffect send. In the above display, C3 (SD1) s
being sent to effect send 1 only, and CH#3 (Toml)
15 being sent to effect seads 1 and 3.

Level {0-127y Specily how much sound will he
sent {rormn the element to the effect unit.

Vel Sens (=747 Specify how key velocity
will affect the effect send level of the elewnent.
For positive scttings (+1...+7), more sound will
be sent to the effect unit for strongly played
notes. For negative settings ( 1., 7},
sound will be sent to the effect unit for strongly
pPlayed notes.

You can scroll through the 76 keys E0-GOG by
pressing FI (K -Dn} or 72 (K-Up), or by pressing
a key on the SY99 kevboard.

bess

Remark: The following diagram shows the signai

flow for a drum voice.

; S _T e e e G__mup 1 + e e O TRUT 1/ 42
. | Stalic pan [ Output group select Gt 1
! Key note number: EG e e e b Group 2 4\%)
D waveform ! (=31 . 431} jofl, grpt, grp2, both) o RO 2 wetidry
i - alternate i l |
- note shift ; .
) S ;
! fne tune . send 1 Effect 4 h
_________________________________ - I_§§_r_1<j£)_ (etfect typa 1-63} {
- ; : autpuT 2
Out 2
I Send level Send select ;7 webdry :)
mono audio —-c - | {send 14 onioft) S :
send 3 § /T
i Efec’ 2 s
stereo audio :> [send 4| (effect tyoe 1—63Li
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4. Controller set

JUMP #275

Summary: The overall volume of a drum sct voice
can be adjusied using a specitied controller.
Procedure:
Frem: drum set job dircctory (JUMP #272)
Select: 04:Controtler Sct (JUMP #2753}
Specify: the minimum level and controller tor drum
voice volume

CONMTROLLER SET ) =TS
UOICEeI D154y DR Mixes £0rum Setl

Ll K nd-3

[ L)
Uallowbimit]

O Device (MIDE Control #): Select o controiler
number 1--120 or aftertouch, For exumple when
“001 Modutation™ is selected, the MODULATION
1 wheel will regulate the volume of the drum
voice. For a detailed explanation of coniroller
numbers, refer to Voice Common joh 12, (F2)
Controlfers, page 127,

& Vol Low Limit (Valve 0...127): This determines
the lowest volume that can be set hy the
sclected controller. For example when this is set
to 80, the Jowest position of the controller will
set the volume of the drum voice to 8. When
this is set to ) the lowest position of the con-
troller will reduce the volume of the drum voice
to silence. When this s set to 127 the controlier
will have no effect on the volume.

Remarks: In addition to the coutroller specified
here, the volume of the entire SY99 can always
be controlled over itz full range by an optional
fool controller connected to the rear panel VOL.-
UME jack.

DRUM SET DATA

5. Voice name

JUMp #229

Summary: Specify « ten character name for the
voice being edited. In voice play mode this voice
name will be displayed in large characters.

Procedure:

From: drum set job directory
Select: 05:Drum Set Name
Speeify: the drum voice name

(IUMP #272)
{JUMP #2293

UDICE MAME
VOICE=TI -Di&(5d>

]
ti
wu

¥
(IR Mixed 1

Clr Urer el
e 0
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@ Enter a ten-character name for the drum voice.

& To clear the currently entered name press I
(Clr). To swiich 10 upper-case characters press
Fz (Uppr). To swich to lower-case charucters
press F3 {Lowr).

For a detailled explanation ot how (0 coler character
data. refer to How to enter character duta.
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7. Initialize voice

Summary: Initadize the drom <et data being edited
to the basic or minmimuny settings.
Praocedure:
Frome:  drum set job divectory
Select: O7:Intiialize
To execute:  the inttialize operation press YES
Toguit without executing press NO or EXIT

(UM #271)

INITIALIZE UDICE

ARE YOU SURE 7

Ces or Noo

This funcuion sets all drum set data to the basic or
minimum settings. 1f you are creating an entirely
new voice. using this initizlizve function may be
fuster than resctting all the parameters by hand.

[ you are sure you want to initialize the drum set
data press YES and the data will be set w the values
shown below. 11" vou decide not to initialize, press
INCY

This function nitializes only Drum Set data,
Other imitiadize functions are provided for initializing
Vaice Coammon data, AFM Element data, or AWM
Element data.

Initialized settings for Drum Set data

01 Voice volume
Voe volume = 27

02 Wave data set (for cach Key Note Numnber)

Level = 127

Waveform = preset 1 86 BDI
Note shift = )

Fine tuning = {

Alternate = off

Ourput group — boh

Static pan = ()

03 EHect set
#EE same as normal voice jaiial data except for
Effect Send ##% (for each Key Note Number)
Effect send sel = allon
Effect send level = 127
Effect send velotity sense = 0

04 Controller set
Yolwme Low Linar = ()
Pevice ~- {4

03 Drum set name
Namic = NI VOO

DRUM SET DATA

8. Recall voice

Summary: Recall all data of the previously edited
voice.
Procedure:
From: drum set job divectory
Select: U8:Recall
To exceure: the recall operation press YES
Toquit: without exeouting press NO or EXILL

(JUMP #271)

RECHLL WOICE

ARE YOU SURE 7

(YYo= ar Nol

If after editing o voice you exit volce ¢dit mode
without storing, the edited voice data will be lost. In
such cases you can use this lunction o recalt the
previously cdited daia inro the editing bulter.

Note: This operation recalls vaoice data. not just
Prum Voice data, and iy alse available wihile
editing Commaon dara, AFM Elenient data. or
AWM Flemene duta. For decails refer 1o Yoice
Common 16 Recall voice, page 133,
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MULTI PLAY MODE

Multi mode allows the 8Y99 10 [unction as sixteen completely independent synihesizers.
Do mudtd play mode you cun do the fellowing things.

Select multis from preset, internal, or card memory.

View a dircctory of the 16 multis in an internal, card, or preset memory.
Copy the currently selected mulii to any internal or card memory,

Send a MIDE program change message to an external device.
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Multi mode allows the SY9% to function as sixteen completely independent synthesizers, cach being con-
trolled en its own MIDI channel. Since the keyboard of the SY99 transmits only on one MIDI channel at a
time, multi mode is meaningful only when you are using a sequencer (either the SY99’¢ built-in sequencer or
an ¢xternal MIDI sequencer) Lo send two or more channels of MIDI data to the SY99's tone generator,

Note: If a muldii containg many two-element or four-clement voices, the response to Natc-on nicssages may become
u: o . el .

stightly slower, [ this is a problem, either reduce the number of voices in the mudii, or select volces which use
Jewer elements.
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Multi select

JUumMe #300

Press MULTI to enter multt play mode. The following
LCDy will appear.

MULTI=T-g1

PorPular Tune

PARALIEL EFF1:Reu. Hall
EFFZiE |~ Feay
EAETaTE ] ) Mstr D]J. r

Trans.Ch= 1 384
%
!

e
9 6 0 © ® oD

mode.

Multi memory (I, C, P): This indicutes the multi
memory; Internal. Curd, or Preset. Preser mem-
ory contains only a single bank of 16 Multis. It
makes no difference whether you press PRESET
I or PRESET 2,

Multi number (1-16): This indicates the number
of the muoala.

Transmit channel {(1-16): This indicates the
MIDI transmit channel you selected in MID!
Utitity 1. Channel ser. The 8Y99 keyboard will
transuiil {rom MIDI OUT on this channel, and
will play the corresponding channel of the Multi.
You can also change the (ransmit channel at any
time by holding SHIFT and pressing a program
sclect button 1-16,

& The Multl bame is displayed in large characters,

°
© MULTI: This indicates thai you are in Multi Play
(2]

@

® Effect settings: This area displays the effect
mode (OFF, SERIAL, or PARALLEL), and the
eflect type for each of the two etfect units, For
detads refer to Mulri edit, 7 Lffect ser, page
192,

@ Press Floto send bank sclect and program
change messages via MIDI. Refer to the fotliow -
ing section Send bank select and program change.

@ Press Fo to jump to the master control select
display. Press £ 1o Reler ta the following sec-
tion Muster contrad select.

@ Press 1% 1o view the mulni directory. Refer to the
following section Malli directory.

To select & multi use the tollowing procedure. The
multi does nat actually change until you specify the
number 1-16. I you want 1o play a different multi
from the swe muiti memory, simply specity a dif-
ferent number |- 16.

I, Select the mult: memory; INTERNAL. CARD (only
if a card 1s inserted into the DATA slot), PRESET,
The selected LED will blink.

2. Select a multi 1-16. The selected LED will light,
and the LCD display will <how the newly se-
tected mulil name.

Multi directory

JUMP #301

Summary: While in multi play mode you can press
FB (Diry o view u direcrory of the sixteen multis
in the currently selecied multi memory. The fol-
lowing display will appear,

MULTI DIRECTORY RI5h
INTERMAL

1-81 Pornlar Tune ) 5]
1H Gt Standar BLEBiy Ban 13ilind Un
Lorumky T BiHmerica MiSound T 14 Trorica
G Rallade WiCombo J Hi0rchstr 15iEsnican
i Hoy s - i a hifn

[ - S

O The first seven characters of each twenty-
character mulit name will be displaycd. When
you sclect a different multi memory (internal,

card, or preset) the sixteen multis in the newly
sclected memory will be displayed. In addition to
the usual methods of selecling a multi. you can
also use the arrow keys to select a mubti. When
the multt directory is displaycd, pressing a
memory select button will immediately select a
rulty.

@ Pressing <18 (013—(08) will select a multi 1-8
from the displayed multi directory. Holding SHIFr
and pressing FI-F (09)-(16) will select o muli
9-10.

T return o the mults play display with the name af

the selected mult displayed in large characters
press EXIT.
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Copy

multi

Summary: Anytime in multi play mode you can capy
the currently sclected multi to another maulti
memory.

Procedure:

From: multi play mode
Press: Copy
Specify: the destination to which the multi will
be copied.
To execute: the copy operation press F8 (Go).
To quit:  without execufing press EXIT.

(JUMP #3K0 #3010)

COPY MULTI

oI-B1 Pokular Tuns

INTERNAL . [0
fi:Potslar 6:Standar @IRid Ban ilind Un

0o:Hmerica i Sound T W Trokica

thallade MiCombo J 1:0rchstr 15iEenican

M:Hoyze ®:L Horr 1RiBarodue leiFork
6 [

g

The names of the sixicen mulus in Internal or Card
micmiory are displaved as explamed in Maltd Direc-
tory. Fress INTERNAL or CARD, and press a memory
select button 1-16 1o specity the copy destination,

After specttving the copy destination press Fg
(Go). You will be asked “Are you sure?” IF vou are
sure you want W copy the muoltl, press vLS and the
data will be copled. To quit without copying press
NP

Note: 1f vou copy o nwlddd from internal memory o
vard micnery, @l Eternal voice nundiers sed by

et andid Wi Be converred inro caed voice nnm -

sy dnphe seme way, 1f vess copy o el from
card mesary te internal memenry afl cavd voice
awmbery wxed by chat mudid witl he converted fnto

Secriedd voioe dsnbers.,

Send bank select and program change

Summary: While moraslic play mosde vou o teains
mit bank select und progras change ingssages
from MIDI OUT without affecting the 3Y99;
own tone generator, This allows you o swilch a
tone generator module connected 1o the SY9Y
MIDI OUT to another memory without changing
the SY%99's awn memory selection. (An identical
function s availabic in voice play mode.}

Procedure:

From:  multi play mode
Sclect: 1 {Send)
Specify:  a bank select number (1-16,384) and
a program change number (F-17231
Tao transmit:  the bank select and program chang:
messages press ENTRR.
Toquit:  without sending a bank sclect or pro-
gram change message, press BXTT,

RARLE RS 4]
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1. Use the waimenic key pad to cuter o number be-

tween | oand 16,384, then press ENTER 10 move

the curser 1o the program change item. (Fo seind

4 progras chanpe message bol we bank select

EssdRe. sinpy press LNTER.

Use the numieric hey pad o enter a number be

tween 1 oovid 128

3. Press xR and the specificd bank seleet and
progrant change messages will be fransmitted

ot e (hevboard trsinng channet (Kyb Trans
Chy specified in MIDT Vline job [ .Setiing (1L MP
HROT.

it, for the program change . you enfer i num-
her beiow 1ot will be trresmntted as 1.0 you
enter g nwnber above 178, 711 will be transoitied
e i

I addition o die program change message
transmitted by this function. a program chunge
message wilt be transnutted every time you se-
fect o SYU) wonce or muin unless Program
Cinvirge e boon surned oif sing M wiliny
dob D Rerting, pape 258




Remark: Refer to the MID{ Dara Formar booklet
for details regarding the use of MIDI bank select
numbers,

MULTI PLAY MODE

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

Master control select

Summary: While the SY99 is in multi play mode,
¥ou can jump to the master controt select display
(JUMP #832) by pressing a single function key.
This feature makes it easy to use the MIDI
masier contrel function while playing the SY99.

Procedure:

From: multi play mode
Select: Fe (Msir)

(JuMP #300)

The controller select display will appear, just
as if you had pressed JIUMP, entered 832 using the
numeric keypad, and then pressed GCNTER. This
display can be used to send a variety of control in-
formation to MIDI instruments connected to the
SY499,

If you perform ltve using the $Y99, you will prob-
ably want to use the master control function often
while playing the SY99’s keyboard. You will prob-
ably find the master conirol function especially con-
venient because it is available with the press of a
single button,
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MULTI EDIT MODE

This secticn explains the details of all Multi Edit parameters.
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From multi play mode press EDIT to enter multi edit mode. Unlike voice edit mode, multi edit mode has only
a single job directory.

You can use the SEQUENCER control keys to playback sequencer song or scquencer pattern data while
editing a multi. It is especially helpful to play a sequencer song back while editing a multi, since you will be
able to hear the effect your modifications are having on each of the voices. For example you can edit multi
parameters to modify the “mix”, or even edit a voice, all while the song is playing.
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Compare

When you are in edit mode but have have not yet
modified the data, a small square [ is displayed at
the left of the multi number to indicate that the voice
has not yet been edited. If the data 15 edited in any
way, this will change to a inverse “E”.

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

Note: While comparing, EXIT, mode select, page,
cursor, JUMP, COPY, and some of FI-F§& will not
Sfunction.

Store multi

When you press EXIT or use the JUMP button to exit
Multi Edit mode after editing thie data, the top fine of
the display will ask “AUTO-STORE MULTI?”

AUTO-STORE MLULTI Push FEeturnsBuit-Store
GI-81 Porular Tune

INTERMNAL Hl
' BiStandar W:Big Ban 3kind

s k- ®iAmerica IfrSound T 14z Tr*nPlca

Gz Eallade %I? Combo J }1 orchste 153 E=nican

== [ ks [ =]
= L.Ll or

The LCD will show the first seven characters of the
multi names in the currently selected internal or card
multt memory. The mult name displayed in inverse
indicates the mutti memory into which the edited
data will be stored.

1. Use INTERNAL or CARD to specify the mult
memory, and select the multi memory 1-16 in
which you want to store your newly edited multi.

Press FR {Stor}, and the bottom line will ask

“Are you sure ! (Yes or Noy™.

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

4. You will then return to multi play mede or the
jump destination.

[

Multi edit job directory

JUMP #400

Summary: The parameters of Multi Edit mode are
divided :nto the jobs shown in this job directory.
Procedure:
From: multi play mode {IumMP #300)
Select: EDIT (JUMP #400})
Specify: the desired multi edit job and press

ENTER.
MULTI EDIT 98
TﬂI—Bl F'-:-F'ulag Turi- . a1
alume : :
m:Tuning
Miohift
=B T

@ This area shows the number and name of the
selected multi.

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

@ Pressing F1—F8 will select the corresponding job
1-8. Helding SHIFT and pressing F7 or F8 will
sclect job 15 or 16.

01: Voice (Voice Select): A multi consist of six-
teen voices which are controlled by MIDI
channels 1--16. A different voice can be se-
lected for each of the sixteen channels in the
mulfti.
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(2: Volune (Voice Yotume): The volume of the
valce played by cach channel ot the multi can
be adjusted.

(3. Tuning (Voice Tunig): The fine tuning of the
voice played by each channe! of the multi can
be adjusted in steps of 11718875 cents.

B Shift (Voice Note Shift): The pitch ol the
voice played by each chuinel of the multi can
be adjusted in hali’ steps.

05: St-Pan i Volce Static Pany: A fixed sterco
position can be specitied Tor the voice played
by cach channel ol the mulli, or 4 voice can
Use s owi pan selings,

6: OutSel (Vaice Output Group Selecty: Each
vaice plaved by the multi can he sent from
output group L andfor 2.

07: Litect {Effcel Sety: Specity how the effect
units are connecied, how the sound from
each voice of the mulli is sent 1o the effect
units, parameters for each effect unit, and
how the effect parameters are controlled in
realtime.

08: Name (Multt Name): The multi being edited
can be given a twenty-character name, In
mulii play mode this name will be displayed
in lurge characters,

iy (Inmabize Multi): The muld datn being
cdited cun be nitislized to a set of standard
values.

16 Recaull (Recall Multi): 'The previeusly edited

mulit data can be recalled for additional
editing,

,_.
h

1. Voice select

JUMP #4071

summury: A multi consists of sixicen voices which
are controlled by MIDT channels 1--16. A dilter
ent volce ean be selected For eachi of the sixteen
channely in the i,

Procedure:
From: auhi job dircctory CJCMP #4000
Select: jub 01:Voice LR #4010

Specify: the vowee tor each channel of the ot

LATCE SELECT 401
MI_TIel=-3]1 Porular Tune _
celectod ”ulanPi—Q 1oily EPIGraloal
! cho s BROELYE 13 [off]
St Teno W Dadfd
AL [ ol 15T DE Ferc
SRRt B =Om] T -0 | O a1
; EflY
3] 4]

@ This displays the number and name of the muld
you we cditing.

@ This displays the number and natie of the voice
where the cursor 1s lacated.

& Move the cursor in this aren and select a voice
Tor cach of the sisteen channeis in e multi, This
arca displays only the first <scven characters of
the sclected voice name. but the voice number
and name are fully displayed in @. Fuch channel
of the mulil can use uny voice from internal, card,
or presel memories, or cad be sel o oan o™
volee, See O Voice below far details,
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A mulil in card memory can use only card or
preset voices. A multi in internal memory can
use only internal or preset voices.

If a selected voice cantains an AWM cle-
ment which uses data trom a4 waveiorm card, the
card must be inserted mto the WAVEFORM
stot for the voice 10 sound properly. If a different
card is inserted, a diamond-shaped mark will
appear in place of the voice number I1--16, and
the voice will sound strange. (Each AWM
wavelorm card has o unigque [D number which is
stored as part of the data for an AWM element.)
To edit the voice selected by the cursor, press F$
(Edit}). You will enter voice edit mode, Details
are the some as explained 1 Voice edit mode,
but when you press EXIT 1o exit voice edit mode
you will return w this Mulel edir 7. Voice select

Job.

Since the effect vnit settings in multl mode
are determined by Mulii edit 7 Effect set (JUMP
#412) and are shared by all the voices of the
multi, you will not be able to maodify the Effect
Maodc, the Effcet Parumeters, or the Effect Con-
trol scttings. You can adjust the Elfect Send
setungs of the voice, but for these settings o be
effective in a mulii, the Multy edir 7 2 Effect send
must be set to “VC for that voice,




When you select [0:Effect from the Voice
Edit Common data job directory, vou will go
directty to the Effect Scnd job. Other effect
parameters cannot be accessed when editing a
voice from inside a multi.

You can also edit the Element Dynamic Pan
settings of the voice, but for these settings to be
ctfective in a multi, Multi edit 5. Voice static pan
setting must be set to “VC” for that voice.

Since the SY99's sequencer can be used at any time
even while editing a voice or multi, you can use this
function to edit one of the voices in a mulii while
that mulli is heing played from the sequencer. This
capability 1s very useful, since it allows you 1o edit a
voice while it is being played in a musical conicxt
with other instruments.

Off Voice: Each channel of the mulli can use any
voice from internal, card, or preset memories, or
ciun be turned off. When turned off, the muti will
not play a voice in response to data on that
channel.

This allows you to play an extemal MIDI
tone generator from certain channels of the
SY99’s buiit-in sequencer without sounding the
SY9Y's own tone generator for those channels.

If you set the output level of an unwanted
channel of the multi to G (see Multi edir 2. Voice

MULTI EDIT MOBDE

volume) it will not be heard, but will still use the
SY99’s tone generator whenever notes on that
MIDI channel are received, and will therefore
reduce the simultaneous notes available for the
other voices. This is why vou should turn un-
needed channels of the multi “off™.

To turn a channel off, move the cursor to the
corresponding veice and press F2 (Off). To re-
tore the previous voice selection for a channel,
move the cursor to the corresponding voice and
press F! (On).

Remarks: In multi play mode the SY99 keyboard
will normally play only the channel of the multi
which matches the Kevhoard MIDI Transmit
Channel setting made in MIDIE wtility 1. Channel
set, However in multi edit mode, the SY99 key -
board will play the voice where the cursor is
located in this Voice Select job. This will remain
in effect as long as you are in multi edit mode.

A slight detay may occur in the sounding of
some notes when a large number of notes are
played simultaneously {either manually or in
response 1o MIDI note on messages) using
four-element voices. T'o avoid this delay in such
cases, you may wish to substitute voices using
fewer elements, or reduce the number of notes
being played simultancously.

2. Voice volume

JUMP #402

Summary: Set the volume of the voice played by
cach channel of the multi.
Procedure:
From: multi job dircctory
Select: job 02:Volume
Specily: the volume for eich channel
for channels 1-8 press

(JUMP #400)

(JUMP #402)

Fi {1-8)
for channcls 916 press (JUMP #403)
[2 (9-16)
WOICE VOLIDME 4852
MILTIeI-H1 Porular Tune
selected UoilcerP1-A11011> EF}Grnlual
Al a2 B3 ] B 86 aT ag

O Selected Voice: This displays the number and
name of the voice played by the multi channel
where the cursor is located.

& Voice Volume (0...127): Set the volume for each
voice playved by the sixteen channels of the
multi. The volume for each voice is displayed as
a vertical bar graph.

@® Pregs FI-F8 to move the cursor to voices 1-8 or
9-16. Select the role of the function keys by
pressing SHIFT+F1 (1-8} or SHIFT+I2 (9—16).
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3. Voice tuning

JUMP #404

Summary: Adjust the fine tuning of the voice
played by each channel of the multi.
Procedure:
From: multi job directory
Select: job 03:Tuning
Specify: the tuning for each channel

{JumMP #400)

for channels 1--8 press {JUMP #404)
Fl (1-8)

for channels 9-16 press (JUMP #4035)
F2 (9-16)

UNIMNG 4054

T
I-81 Forular Tune
edIUoHcgﬂP —$1 11> EP|GrnIual

W {))
+ 44
Jaloaleslend
*|* *J*

5 Ug U7 US®

O Selected Voice: This displays the number and
name of the voice played by the multi channel
where the cursor is located.

) o 0

@ Voice Tuning (-63...+63 in steps of 1.1718875
cents): Set the tuning for each voice played by
the sixteen channels of the multi. The tuning for
each voice is displayved as a horizontal bar
graph.

@ Press F1-F8 to move the cursor to voices 1-8 or
9—16. Select the role of the function keys by
pressing SHIFT+F1 (1-8) ar SHIFT+F2 (9-16).

Note: The actual pitch at which a voice will sound is
affected hy many other factors; System utility
settings I. Master tuning, Voice common data
2. Element detune, 3.Element note shift,
11. Micro tuning, AFM element duta 2. AFM
oscillator, 7. AFM pitch EG, and AWM element
data 2. AWM waveform set, 7. AWM piich EG.

4. Voice note shift

JUMP #406

Summary: Adjust the note shift (transposition) of
the voice played by each channel of the multi.
Procedure:
From: multi job directory
Select: job 04:Shift
Specify: the note shift for each channel

(Jump #400)

for chanmels 1-8 press (yuMp #406)
F1 {1-8)
for channels 9-16 press {(TUMP #407)
F2 (9-16)
UDICE NOTE SHIFT 485
MULTI=I-B1 Pokular Tune
Selected UniceeP1-R11C11Y EP!{GrnDual
il * L RS + 8 *
@2 +]4d * L BS54+ @ &
B3 +'d * L A7 + @ *
Fid 4 * = 1 T = I * H
t?l:lI U2 O3 UF U5 U5 Ur US B
o o Py

190

© Sclected Voice: This displays the number and
name of the voice played by the multi channel
where the cursor is locaied.

® Voice Note Shift (—64...+63 in semitone steps):
Set the note shift (transposition) for each voice
played by the sixteen channels of the mulii. The
note shift setting for each voice is displayed as a
horizontal bar graph.

® Press F1-F8 to move the cursor to voices 1-8 or
9-16. Select the role of the function keys by
pressing SHIFT+F1 {1--8) or SHIFT+F2 (9-16).

Note: This setting determines how note numbers re-
cetved from the keyboard or MIDI IN are
sounded, and has no effect on the data trans-
mitted from MIDI QUT.
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5. Voice static pan

JUMP #408

Summary: Specify the stereo position for the voice
played by each channel of the multi.
Procedure:
From: multi job directory
Select: job 05:8t-Pan
Specify: the static pan position for each channel

{JUMP #40(})

for channels 1-8 press (JUMP #408)
F1 (1-8)
for channels 9-16 press (JUMP #409)
F2 (9-16)
UDICE STRTIC PAM 4EE
MULTI=I-B 1 Porular Tune
%?1i?ﬁtedlu _ID?"PZI.—EJIééIIL)JCEPEGI"‘HDL.I!.EI .
2 + B | Ikt eg oc :
g3 wo |t g7 g T
ﬁi ot [P je uc 4+
|05 U U4 5 Vo Ur Uz B
o 0 ©

@ Selected Voice: This displays the number and
name of the voice played by the multi channel
where the cursor is located.

A Voice Stalic Pan (VC or =31...+31 = left...
right}: Set the static pan position tor cach voice
played by the sixteen channets of the multi. The
static pan setiing for each voice is displayed us
a horizontal bar graph.

It is also possible to sclect “V, when the
voice will use its own dynamic pan settines.
Refer to Common data 6.Efement dynamic pan
(Jump #207), page 99. If “VC” is not selected,
the dynamec pan settings of the vuice will be ig-
nored and the static pan setting you specify here
will be used. It “VC" is not selected for a drum
voice, all the drum sounds will be panned to the
same pan position ~31...+31 vou specify here.

® Press F1-F§ to move the cursor to voices 1-8 or
9-16. Select the rele of the function keys by
pressing SHIFT+FL {1 8) or SHIFT+FZ (9 16).

6. Voice output group select

JUMP #410

Summary: FEach voice can be sent from either or
both output groups.
Procedure:
From: multi job directory
Select: job 06:0utSel
Specify: the output group for each channel
for channels 1-8 press (JUMP #410)
SHIFT + F1 (1-8)
for channels 9-16 press
SHIFT + F2 (9-16)

(JUMP #400)

(JUMP #411)

LUOICE QUTPUT GROUFP SELECT 4i@
MULTIal~B1-PokFular Tune
Selected UoigeoP1-A11C11) ERIGrnlual
g1 Qutplut = |2 95 QutPut = hoth
B2 Outreut, = bha A Nutrut. = both
23 Hutpu} = both a7 Quitrut = hath
1 = .

HE Dttt

=

L) 2] 3]

© Sclected Voice: This displays the number and

name of the voice played by the multi channel
where the cursor is located.

@ Output (off, grpl, grp2, both): Each voice played

by a multi is independently panned by the set-

ting of Multi edit 5. Veice static pan, and sent

from either or both output groups 1| and 2. For
normal voices, this sciting takes priority over
the voice’s oulput group sening in Common darq
7.Qutput group seleer (page 103). Drum voices
use their own outpul group settings for each
necte, as explained below.

The signal from cach output group will be
combined with the signal from each effect unic as
specified by the “wet:dry” settings in Mulfi edit
7.1 Effect mode select (JUMP #413). Refer to the
diagram on page 192.

Multi edit settings cannot specify the output
group for a multi channel that plays a drum veice,
and the cursor cannot be moved to these voices.
The display will show “Ouiput = drum”, and the
drum voice data will determine which output
group is used by each drum sound, Refer to
Drunt set data, 2. Wave data set (JUMP #274),
page 157.

® Press FI-F8 to move the cursor to voices 1-8 or
9-16, Select the role of the function keys by
pressing SHIFT+FL (1-8) or SHIFT+F2 {9-16).
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7. Effect set

JUump #412

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

Procedure:

From: multi job directory {TUMP #400)
Select: job 07:Effect Sel {TUMP #4112}
Select: the effect parameters you wish to edit

(3: Effect | Parameter: Make settings for effect
unit 1. This is exactly the same as for voice
editing. Refer to Commaon Data joh 103
Effect I Parameter, page 108,

(4: Effect 2 Parameter: Make settings for effect
unit 2, These parameters are exactly the
same as [or Ellcet 1. Refer to Common Data
Job 103 Effect | Parameier, page 108.

05: Ellect Control: Specify how effect param -
cters will be wlfected by control change mes-

EFFECT SET 412
MJLT]a

I-i1 PoPular Tune
ttec ode bHelaot
feot Sen

ffect 1 Farametsr
ffect. 2 Parameter
Effoot, Cmptrol

al

He Mo w4 5

sages. This 1s cxactly the same as for voice
editing. Reler 10 Common Dara job 10.5
Effect Control, page 123.

@ Pressing F1-F5 will select the corresponding job.

i
I
) o

QO Move the cursor in this area and press ENTER L0
select a job.

Ol

02

Effcct Mode Select: Specify how the two
cffect units are connected. the cflect tvpe,
and volumc balance. This s W'u‘lly the
same a5 for voice editing, Refer to Commiori
Data joby 1O Fffecy Mode Select, page 106.
Effect Send: Specify how the sound of cach
voice of the multi will be sent w the offcct
units. Refer 1o the {ollowing section 7.2

Effect Send.

Nate: Multi effect setrings differ from voice effect
setrfngy ondy (n joh 2 Effect Send. A normal voice
allows you to specify the effect send fevel for
cuch of the one, two, or four elements. A drum
volce alfows yvou 1o spectfy the effect send level
Jor each of the 76 keyvs, However in nudii mode.
you can either specify a sead level for each volce,
or specify that the veice's own effect send set-
tings be used,

16,__ R T S
1 _..._._.___.___'.' q ‘: . —‘ . .
>‘Mu]’u edit N g"“\!{“ Bt e Muli it OUTPUT 17142
— oice output group
| 5. Voice static pan : ) .' 7.1 Effect mode select :L’
B | vCorataan - select T Outt wet:d
S R ! iot. grp1, grp2, both) | - ult watdry

1. Voice selec

Multi edit et 15
— R i

V[t edit
_)l 7.2 Effect send
! {"Voice" or level and
salect)

LI Nl N
send g)l Effest 1 i —————
B - o QUTPUT 2
Mutti edit
7.1 Effect mode select :}
Owt2 wet:dry

sangd 3

sendd

senge | Eflect2 im—m AP

mono audig —--—-»

stereo audio =T ,/
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7.1 Effect mode select

JUMP #413

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

Procedure:

From: Effect Set job directory
Select: 01:Effect Mode Select

(TUMP #412)
{JUMP #413)

Specify: the effect mode, effect types, and cffect
levels. and wei:dry balance.

Remarks: This function is exactly the same as that
described for Yoice edit mode. For details, refer
o Common Data job 10.1 Effect mode select,
page 106.

7.2 Effect send

JUMP #418

Summary: Specify how the sound from the voice
played by each channel of the multi will be sent
tc each of the one, two, three, or four effect
sends.

Procedurc:

From: Effect Sct job directory (JUMP #412)

Select: job 02:Effect Send (IUMP #418)

Specify: the effect send scitings for each of the 16
channels in the multi

EFFECT SENTD 319

MULTI=I-81 Parwlar Tures
Soupee  |Demd Sal il aue]

HIVEP T GrntiuaT Eﬂﬁ]@ I - =7 157
g2 BA Picked [TTRE A 1 -3 - 45
PILAP I SLal zdr oL ltl i - 3 | 127
SEHG N T is multi 1 -3 -1 177

) R N e O ] J'

(1] ? @ (3] 4]

© This area displays the voice selected for each
channel of the multi. The screen can display the
settings for four voices at a time. To make set-
tings for other voices, press Tl {1—4)-F4 (13—
16).

@ Source (voice, multi): If this is set to “voice”,
the voice will usc its own effect send settings as
specified in Veoice common, 102 Effect send
(page 107) for a normal voice or in 3.2 Effecr
send (pgge 174) for a drum voice. A dash {-)
will be displayed for the Send Sel ® and Level
@ parameters, and these cannot be set. If you
wish to have detailed control over the cffect
send levels for this channel of the multi, you
should set this Source parameter to “voice”.

If this is set to “multi”, vou will be able to
specify an overall effect send level @ for the
entire voice. This effect send level will apply to

all elements t-4 of a normal voice, or all 76 keys
of a drum voice. You can also enable or disable
the effect sends 1-4 as explained in @. Setting
the Source paramcter to “multi” is more con ve-
nient when you need 1o adjust the effect send
levels of several channels in the multi, but does
not allow as detaited control us the “voice”
setting.

Effect send velocity sensitivity and scaling
are available for voices as specificd by the indi -
vidual voice settings, regardless of whether the
effect scnd source is set to “voice” or “multi”.

® Send Sel (send select [-4): If the Source has

been set to “multi”, you can specify whether or
not te send the sound from the voice to cach
effect send 1-4, The number of effect sends
available will depend on the cffect mode and the
effect type. Eftect sends which are not available
will be indicated by a dash (), and cannat be
selected. In the above display, effect sends 1
and 2 are available,

It an effect send is turned on, its number (1-
4) will be displayed, and the sound from the
voice will be sent to that effect send. If an effect
send is turned off, a period (.) will be displayed,
and the sound of the voice will not be sent to
that effect send.

@ Level (0-127): If the Source ® has been set to
“mulli”, you can specify how much sound will be
sent from the voice to the effect unit. This valuc
applies to all the effect sends that are enabled in
Send Sel ©.

@ You can press F1 (143, 2 {5-8), £3 (9 12), F4

{13-16) to switch the display 10 other voices of
the multi.
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8. Multi name

JUMP #422

Summary: The multi being edited can be given a
twenty-character name. In multi play mode, this
multt name will be displayed in large characters.

Procedure:

From: multi job directory
Select: job (08:Name
Specity: the name for the mulii

CHUNDP #400)
(JUMP #422)

PULTL
TI

HHME 22
ML -3

el
a b

*
{(Forular Tuna J

LiIr TPerr TH=le

a L1

©Q Eater a twenty-character name for the multi.

® To clear the currently entered name press Fl
{CIr). To switch 10 upper-case characters press
F2 (Uppry. To swiich to lower case characters
press Fi (Lowr),

Remarks: Metheds of entering character data are
explained in How 1o enrer character dara, on
page 30.

15. Initialize multi

Summary: The multi data being edited can be
inttialized to @ set of standard values,
Procedure:
From: sl job directory
Select: job [3:initlz
To execute: the initialize operaiion pross YES.
Toquit: withouot exccuting press NO or EXIT.

CIUME #4060}

INITIALIZE MULTI

ARE YOU SURE 7

THea or Mo

This function sets all malti data values to the mini-
mum or simplest possible settings, When vou are
creating a new multi it s often convenient (o starl
with the initial sclings.

If you are sure you want to initiabize the muli
data, press YES and the data of the multi being
edited will be set to the values shown below. If vou
decide not o initalize, press NO.
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Initialized settings for Multi data

01 Voice sclect
Preset 1 AOL{() GrandPiano (all channels)

{12 Voice volume
Yolunic = 127 {maximum} (all channels)

03 Voice tuning
Tuning = +0 (all channels)

04 Yoice note shift
Note Shift = +0 {all channels)

05 Voice static pan
Pan = £ (= center) (all channels)

06 Voice nutput group sclect
Output = hoth (all channels)

07 Effect set

FEF same as normal voice minal data except for
Effcct Send *#+

(for each channel)

Effect send source = mulii

Effect send select = all on

Effect send level = 127

08 Multr pame
Name = INIT MULTI VOICE
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16. Recall multi

Summary: The previously edited Multi data can be If after editing a muld you exit multi edit mode with-
recalled for additional editing. out storing, the cdited multi data will be lost, In
Procedure: such cases, you can use this function to recall the

From: mult job directory (JUMP #400) previously edited multi data mto the editing bufter.
Select: job 16:Recall I vou arc sure you want to recall, press YES and
To execute: the recall operation press YES, the previously edited mulu data will be recalled into
To quit:  without executing press NO or EXIT, the editing buffer. If you decide not to recall, press

NO.

RECBLL MULTI

ARE YOU SURE 7

(Yez or Na?
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SONG MODE

SONG MODE

Song mode allows you to create sangs with up to 16 tracks, with each track containing an
independent musical part. These tracks can be edited in different ways, and the musical data
of each track can be transmitied on its own MIDI channel to piay a ditferent voice m a Multi
or an external synthesizer,

Contents of this section page
Song play ..eerececeeerennne OV PSP RVRTTUSPUPPUROURPI.. | |
Song edit jobs 1 vrvneriieieeienseiiens wrnrnsnsnestssssvsnrassssnerssssessiens 214

50NE editvuiiiiiiicaearererree e iaeninen

et s e s s s e b bt bt sk san nraemna SO RUNUR. 3 ¢

Song edit jobs 2 ..viivininenn.

e eer e tr e e mRs s e Ea AL d e res rera s ERO b Eesmbe st e sratans rerenen 228

Song setup jobs cviiecrrrrrennnn.
TranSmit ChANIEL..........e ettt s esne e s e aresstasesss s seeeeeeeeseeseeneens. 230
Song name.............. S er e s s b o et ek SR b4 b e badrema e ae bbb e rban s snens st srtnstsetenneaneromes D]

SONG IFECLOTY cuurverrmriverirsesinisessirersesesnerssssssssrersssssesssmsesnmsessseaseseeseoesesssnsseessessasnsssessossosmonnes. 333
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In Song mode you can use the SY99’s sequencer to record and play back up to ten songs, each of which can
consist of up to 16 tracks. Tracks 1 through 15 each can contain an independent musical part extending the
entire length of the song. Track 16 is a special Pattern track which consists of patiern numbers and repeat
marks which specify how the patterns created in Pattern mode (page 233) will be played back along with
the othet tracks.

All data from the sequencer will be transmitted to the internal tone generator and also transmitted
from MIDI OUT. This allows you to play external synthesizers or tone generators from the SY99’s
sequencer.

Song mode (sequencer) and Multi mode (tone generator)

The greatest musical complexity is possible when the sequencer is in Song moede, transmitting 16 channels
of musical data, and the tone generator is in Multi mode, functioning as 16 indepenent synthesizers,

By default, sequencer tracks 1-16 are set to transmit on the corresponding channels 1-16. However,
you can change this using the Transmit channel function described on page 230.

A Multi consists of a voice selection and other settings for each of 16 channels, If you want to use a
sequencer track to play only an external tone generator via MIDI OUT, you must select an ““off™ voice for
the corresponding channel of the mulii,

The following diagram shows an example of how the sequencer in Song mode can control the tone
generator in Multi mode. Sequencer track 1 is transmitting on channel 2, and will play the “Strings” voice
which has been selected for channel 2 of the multi. Sequencer track 2 is transmitting on channel 3, but since
channel 3 of the multi is set to the “off" voice, track 2 will not play the multi.

Regardless of the settings of the Multi, the data of all sequencer tracks is always transmitted from
MIDI OUT, and can be used to play external tone generators.

Sequencar Tone generator
{song mode) {multi mode}
Track Quiput ch. Ch. Voice
1 2 1 [ - AOS Brass
2 3 o 2 I- D16 Strings
3 16 3 [et]
16 7 16 1-B814 Piano
MiDI OUT

Note: The 5Y99 sequencer will also record MIDI data received from MIDI IN, in addition to the data from its own
keyboard and controllers. However, system exclusive messages longer than 32 bytes cannot be recorded.
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How song mode is organized

Song edit playing...
EDIT_ [sTOP] [RUN
SONG PLAY C&Dl 3
Measure=80% Time= 4.9 =iy Zed= “
Next Song =off Click =red

Next Mode =stop Cl1ck Beoat= 1/4
EP Select=aff =internal
TR Job1l JobZ btuP T-Ch Hamz [ir

[Fz] Fa;umuplﬂrﬁamm

v
Mute ‘
Song edit S;f‘g Song directery
jobs seiup Song name
johs
Transmit channel

Song Edit Job Directory 1

SONG EDIT JOB1 632

giiAPrend Sond BoiClear Song
@az2:iCut Sony
@3 Cord Sondg

2] 5 (234 [5] B

01:Append Song
02:Cut Song
03:Copy Song
04:Copy Track
05:Clear Song

racarding...

SONG RECORD CsoNoa1 Leroy 1

Measure=alzl Time= 44 =188 Used= 9%

RECORD Auantize =1/16 £1i =rec

c1 1cl< Eeat=1-4

Receive Ch=kbd !
=internal

SteR Pnd F'lc

[e1] (2] [Fa] [F4] [es] [Fel [Fz] [Fe]

Realtime/Step Overdub/Replace

Punch onsoff

Song Setup Job Directory 2

SONG EDIT JOBZ 58%

ai

W :TransPs BiMouClek Bilrelleas
tha BiThindut 1:CrdMess [iMNixIrek

. Md fullel Er"sEvht. I1_Ersﬂﬁas 15:Er=Trck

(1:Quantiz  Quantize
02:MdiGate Modify gate time
03:MdfyVel Modify velocity
04:Cresc Crescendo
05:Transps  Transpose
06:ThinQut  Thin out
7.ErsEvnt Erase event
08:NtShift Note shift
09:MovClck Move clock
10:CpyMeas Copy measure
11:ErsMeas FErase measure
12:DetMeas Delete measure
13:CreMeas Cregate measure
14:MixTrck  Mix track
15:ErsTrck  Erase track
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Song Setup job directory

Song Namc

SONG SETUP 622
DINTDT Controf

A3:fccent Level
d4:Clock-Beat
[z} U %4 2!

SONG NAME

*
[Lerod ]

01:Receive Event
02:MIDI Control
03:Accent Level
04:Clock/Beat

200

Lir WEds Lol




SONG MODE

Song play

Summary: This is where you will playback the song.

You can also make scttings for the metronome
and synchronization.

Procedure:

From: any modc

Press: SONG 10 enter song play mode. The soNG

LED will light red.

SONG PLAY

Measure=801 Time= 4.4

FHext. Sond
Next focde

FEG Salant

p— e |

Cligk L =g
Dliak beat=14 |

Sy '

o

Mute ?

F— .
I Jobd Ztup TiCh Nape Dip

1htegnal--

0

2

) 0ee © o
Song (1...10): This shows the number of the
currently selected song. The naine assigned to
the song is displayed aiter the song numbher.
Measure (001...999): This determines the mea-
sure {from which the song will begin play back.
You can madify this by moving the cursor here
and specifying the mcasure, or by using the se-
quencer lucation butions (<1, <<, LOCATE, or B).
Time (1/4...32/16): This displays the time signa-
ture you specified in song record mode. This
cannat be modified in song play mode.

J (30...250% This determines the tempo in
UArter notes per minute.

Uised (0. 1060%): This displays the amount of
uscd scquencer memory.,

Next Seng (1...10, Orf)y: This determines the
number of the song which is 0 be selected when
the current song is done playing. If a next song
15 selected, the SY99 wall automatically sct
wselt up tor the new song when the current song
18 finished. Also, the Mute (unction will be
turned off und all tracks uscd in the new song
will be turned on at this time. A setting of “Off”
for Next Song means that the SY99 will remain
set up for the currently sclected song when it is
fmished playing.

The Next Song item only determines
whether the SY99 will set up for another song;
whether the next song will play automaticatly is
determined by the Next Mode setting, below,

Next Maode (Stop, Play)y: This determines
whether the <ong selected using the Next Song
item will play automatically when the current
song is finished playing. Set this item 1o “Play™
o chain play One or moere songs.
PRG Select (on, offy: This determunes whether a
progrumn change message will be execuied cach
time the currenti song 15 sclected, When this
tieim is turned on, the currently selected voice or
multt will be registered for automatic selection
whenever the current song is selected, whethier
as a next song, by MIDI song select, or
manually. (The S§Y99 will automatically change
to Voice or Multt mode, as appropriate. when
this selection s made) When this itlem is sct to
“ott.” the selection of the song will not atfect the
tone generator seiting.
Click tofl, rec, rec/play, adways): This deter-
mines when the click {metronome} will scund.

oft: The metronome will not sound.

rec: The metronoie will sound only during

recording,

rec/play: The metronome will sound during

recording or plavbhack.

always: 'The mevronome will sound constantly,
Chek Beat (14, /6, 18, V12, 1716, 1/24) This
determinegs the beat on which the click will
sound.
Syne (internal, MIDD: This determines the tim-
g source which will control the sequencer.
Normally vou will leave this set to mternal so
that the SY99's own clock will determine the
wempo.

If vou are using an external MIDI sequencer

and want the SY997s sequencer o play in
synehronization with it, set this to MIDI so that
MIDI clock messages received at MIDI IN will
determine the tempo.
Pressing #1 {(Mute) will mute all tracks so that
you will hear no sound even during playback.
Notes which are already sounding when you
press Il owill continue sounding for their original
duration. Press F1oonce apgain to un-mute the
trucks.
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Press 3 (Jobl) to move o Song Edir Job
Directory 1. Refer o the following seotie, Song
edit jobs 1.

Press F4 (Job2) to move to Song it Tob
Directory 2. Refer to the following sceizon, Song
edit johs 2.

Press Fs (Stup) to move to the Scaip Setup ob
dircctory. (Song setup jobs v used to make
settings common to all songs) Refer 1o the
following section, Song seing edit jobs,

Press B6 (T-Ch) to view ar change the transmiit
channel settings for tracks 1 ibrough 16. Refesr 1o
the following section, Transmit channel.

Press F7 (Name) to change the name of the cur-
rently sclected song. Refer fo the following sev -
tion, Song name .

Press 18 (Dir) to view a dircctory of ihe songs
contained in the SY99°s memory, Refer 1 gl
following section, Somg Jirestor .

Seleet tracks for playback: Use the sinie
memory select butlons to seiect the fracks fop
playback. Each track LED will light green to
mdicate a track which containy data. Pressing a
button will alternately turn the irack on {ihe
LED is 1it) or muted (the LER is blinking). You
can also press 171 (Mute) to inuie all the rracks.

Track1 Track3 Tracks Trach?
Track2 Trackd . Tracks J Tmlrr.ka

[ ] l_i_"i L. fl_"[ [
N T L S I R I

| i .
Tracki0 I Track1Z ‘ Tiagkts l Track e
Trackd Trackid Track13 Track+s

Start and stop playback: Press RUN and the SOy
will begin playback from the porar specified by
the measure setting. To stop plavback pross
STOP.

During playback: During playback vou can move
the cursor to modify the tempo, click, ¢lick bear,
Next Song, Next Mode, and PGM Select
settings.

Locate: Any time while in song play mode (even

during playback), you cun hold sUil‘r and press
LOCATE to mark the carrent micasuie While the
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sequenect iy stopped, yvou can press LOCATE to
Instantly move w this measure.

In addition 1o LOCATE, the following keys can be
used while the scquencer is stopped to move
backwards and forwards in the song.

1!4] Move 1o the beginning of the song

:

Move backward one measurc (continue
pressing le move rapidly)

LOCATE Move to a previously set location

!t»bl Move forward one measure {continue
pressing 1o move rapidly)

Song edit: Any time in song play mode while the
styquencer is not playing hack, you can press
EDIT to edit the song. For details refer to Song
Edit Mode .

Simultaneous note capacity: The SY99 sequencer
can playbuck up to 32 notes at once. During
playback, any new notes which would cxceed
this number will be ignored.

Timing priovity: Since track 16 (the pattern track)
wiil often be wsed to play rhythm parts, highest
priogity 1s given to playing it on time. Timing
priority is then given to tracks 1, 2, ... 15,

Cursor position: When recording begins, the cursor
will automatically move to the tempo setting,
allowing you to adjust the tempo even while you
record.

When recording is stopped, the cursor will
automaucally move to Song No.

Chain songs: Songs that arc chained using the Next
Song and Next Mode parameters are played
back-to-back with no pause in between. A
program change message placed at the head of a
song using the PGM Sclect setting can therefore
causc the sound from the preceding song in the
chain to cut off abruptly. To aveid this problem,
you can place an empty raeasure or two at the
beginning of the “next song”, to let the notes
from the previous song die off before the program
change is executed. Tt is pot necessary to
mtroduce such a time lag if the PGM Select set-
ting is turned off,
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Song record

Swuamary: This s where you qake scthings in
preparation for recording a song. You can specify
the mode and type of recording, set the time sig -
mature, and make other scitings as in the Song
PMay display.

Procedure:

Frome song play display press RECORE, The
RECORD LED will Tight.
Specily: the recording mode wund nake recording
seltings.
o start: recording press RUN.
Fastop: recoiding piess 3T0P,

The sony record deiplay wibl dilfer aecording 1o

whether or not punch in recording bas  been

selected.

If Realtime or Slep recording hus been sclected

SDNG RECDRD [SOMNGET) Lerold ]

Neasure#?lm Time= 4s4 -J=188 Used= B
Guantize =1-1d4— Click P
Fe=c H")H Lh ki Clidk Beatyl g __
| E@IHT—;- o 10e ER;T::- rinternal
o ) 6 ® O 'S Ay

Megsure={als ﬂ TlmE— 4.4 _‘ 180
From Meas = T Mea
Moantize =]/16 : Folick

Click EBeat=1,4

Sl =internal -‘
= :iil

Raceius Ch=kbd

@ The nusber and name ot the currently selected
song are displayed here.

A Meusure (001...999% This determines the mea-
sure from which the song will begin playback.
You cun medity this by moving the cursor here
and specifying the measure, or by using the se-
yuencer focation buttons (i<, <), LOCATE, or ).

& Time {61 084, O 16/08, 01-32/16) Thiy
deterniines the Ume signature of measures that
will be recorded. (A song may contain measures
of diftorire: rinwe siontures.)

o ik O & O @

o

5]

J (30...250); This determines the tempo in
quatter notes per minute.
[ised (0...100%}): This displays the amount of
scquencer memory already used, Since recording
and cditing operations require some memory for
processing, it may not always be possible to
continue recording until this displays 100%.
Quantize (olf, 1432, 1724, i/16, /12, 1/8, 1/4,
[/2): This determines the timing accuracy to
which 1the notes you play will be corrected.
When quantization is turned off the notes you
play will be recorded at the exaci timing they
occur. When a quanidization of 1/32...1/2 1s
selected, all notes you play will be moved to the
nearest Liming at the specified interval.
Receive Channel {1-16, ommi, kbd): This deter-
mines the channel that will be recorded by the
segjuencer.

}-16: The scquencer will record only the data

received on the specified channel from MIDI

IN.

omni: The sequencer will record all data of any

channel from MID] IN,

kbd: The scquencer will record the notes

played on the SY99 keyboard, regardless of

the Xhd Transmit channel setting.
Click (off, ree, rec/play, always): This deter-
mines when the click (metronome) will sound.

off: The metronome will not sound.

rec: The metronome will sound only during

recording.

rec/play: The metronome will sound during

recording or playback.

always: The metronome will sound constantly.
Click Beat (1/4, 1/6, 1/8, 1/12, 1/16, 1/24}: This
determines the beal on which the click will
sound.
Syne (internal, MIDI): This determines the tim-
mg souwrce which will control the sequencer.
Normally vou will leave this sct to internal so
that the SY99's own clock will determine the
tempa.
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If you are using an external MIDI sequencer
and want the SY99's sequencer to play in
synchronization with it, set this to MIDI so that
MIDI clock messages received at MIDI IN will
determme the tempo.

D Recording mode (Real, Step, Pnch): Press FiIR2
or F3 to select the recording maode.

Realtime recording (press F1): Notes will be
recorded at the exact time you play them.

Step recording (press F2): Notes will be
recorded one by one with the specified time
value, regardless of the actual timing with which
you play.

Punch-in recording (press F3): The same as
realtime recording except that recording will take
place only over the measures specified by @®
From Meas and To Meas.

® Overdub/Replace (Over, Rple): This determines
how newly recorded data will be added to the
track.

Overdub recording: 1f you select averdub
recording by pressing K4, notes you record will
be added 1o the data already in the track. The
track will then contain both the old and new
data. Il step recording has been sclected in @,
overdub recording will automatically he selected.
In punch record mode, overdub recording can not
be selected.

Replace recording: 1f you sclect replace
recording by pressing F3, notes yvou record will
replace the data previously to the track. The
track will contain only the new data, and the old
data will be lost. If step recording has been
selected i @, replace recording cannot be
selected.

® Prom Meas (001...999), To Meas (001...999):

If F3 (Pnch) has been pressed to select punch-in
recording, you will be able to specify the range of
measurcs over which recording will take place.

Recording procedure:

L.

6.

If necessary, specify the measure at which
rccording will begin, and modify the settings for
time, tempo, quantize, receive channel, click,
click beat, and sync,

Specify the recording mode; rcaltime (F1), step
{ F2}, or punch-in (F3).

If you specified punch-in recording in step 2, sct
the beginning (From Meas) and end (To Meas)
of the recorded arca.

Specify overdub (F4) or replace (Fs).

Press a memory select button 1-15 to select the
track on which to record. The LED of the
selected track will light red. The LEDs of tracks
which already contain data are lit green.

Press RUN and recording will begin. The record -
ing display will depend on the recording mode
selected in step 2. For details see the following
sections; Realtime Recording, Punch-in Record-
ing, and Step Recording,

When vou are finished recording press STOP and
you will return to the song play display.

Song edit: Any time while in song record mode

(except while recording) you can press EDIT to
edit the song. For details refer to Song Edir
Mode.

SONG RECORD

Realtime recording

Summary: In realiime recording the notes you play
will be recorded 1n the exact timing with which
you play them

Procedore;

From: song record display
Press: Fi1 (Realb) to select realtime recording
To begin: recording press RUN, The RUN LED
will blink 10 the tfempo.
To stop: recording and return to the song play
display press STOP.
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MeazureSEH Time= 4-4 1 lzed= 9%
Busntize =1-16 —LCligk =rec
Receive Ch=kbd -Click Beat=1-4
[ SUnn sinternal
Y Stler Pnch W RPlC
L1] 006 ] (3]

@ Measure ((01...999): As you record this will

advance to show the number of the measure cur-
rently being recorded.




® J(30...250): While recording you can move the
cursor here to modify the tempo.
® Used (0...100%): As you record this will in-
crease to show the amount of sequencer memory
that has been used.
® Click (off, rec, rec/play, always): Whilc recording
you can move the cursor hiere and specify when
the click (metronome?) will sound.
off: The metronome will not sound.
rec: The metronome will sound only during
recording.
rec/play: The metronome will sound during
recording or playback.
always: The metronome will sound constuntly.

SONG MODE

® Click Beat (1/4, 1/6, 1/, 1/12, 1/16, 1/24): While
recording you can move the cursor here and
specify the beat on which the click will sound.
While recording or playing back, the RUN LED
will blink green on cach beat and blink red on the
first beat of each measure.

Remarks: While recording you can medify the sct-
tings for tempo, click, and click beat. To modify
the other parameters you must return to the
song record display.

SONG RECORD

Punch-in recording

Summary: In punch-in recording the notes you play
will be recorded in the exact timing at which you
play them, but only over the measures you
specify.

Procedure:

From: song record display
Press: K3 (Pnch) to select punch-in recording
Specify: the mcusures over which recording
will take place.
To begin: rccording select the track to be
recorded and press RUN. The RUN
LED will blink to the tempo.
To stop: recording and return to the song play
display press STOP.

SONG RECORD .. (SOMGET Lercy ]
MeasureldlTime 4.4 1oihg Usoi2? o
From Meas =8yl —— —lo Meds | =081
Buanlize =1A418 { --Click =rec
Rece|we Ch=khd rQlick _Bea*|;=1r’;1
b4 Dl =
Fea 1 TTter ey Ohar g R
o 8 0O 6 o

© Measure (001...999): As you record this will
advance to show the number of the measure cur-
rently being recorded,

@ | (30...250): While recording you can move the
cursor here to modify the tempo.

® Used (0...100%): As vou record this will in-
crease to show the amount of sequencer memory
that has been used.

@ From Measure (001...999): When the beginning

of this measure s reached, recording will begin.
The notes you play will replace the previous
data in the track.

@ To Measure (001...999): When the end of this
measure Is reached recording will end, but the
song will continue playing back.

® Click (off, rec, rec/play, always): While recording
you can move the cursor here and specify when
the click (metronome) will sound.

off: The metronome will not sound.

rce: The metronome will sound only during

recording.

ree/play: The metronome will sound during

recording or playback.

always: The metronome will sound constantly.

© Click Beat (1/4, 1/6, 1/8, 1/12, 1/16, 1/24): While

recording you can move the cursor here and
specity the beat on which the click will sound.

Remarks: While recording you can modify the set-
tings for tcmpo, click, and click beat. To modify
the other parameters you must return to the
song record display.

It is a good idea to set the location to a few
measures before the punch-in point specified by
From Measurc. This will give you a chance to
get the feel of the section you are going to re-
record.

When the punch-out point specitied by To
Measure is reached, playback will continue.

205




SONG MODE

SONG RECORD

Step recording

Summary: i song step record maode, notes will he

reccorded one by onc with the speeified tme
value, regardless of the actual tdming at which
you play, This mukes 1t possible 1o input very
complex passages which would be difficult to
play in realtime,

Procedure:

To begin:

From: sony record dispiay

5 aSteps o seleet siep recording.
recordiey, specity the track Lo b
recorded and press RUN. The RN
LED will hght green.

data as explained wn the Reowrding
Procedure below.

Press:

Record:

To stopr reeonding amd elurm o the soog play

display prass 1o

SONG STEF RECORD
Measure=@AE Time= 4-4

CSONGa1 1
I=128- Used= | 1%

|
Hgel (Hogd Hood iHiocd D

e
0
2]

@

&

&

Iy

e o

6 o b0

Measure (006,999 To move to another o
sure, pluce the cursor bere and modify the data.

Time (01 0874, (11 16/0%, G1-732716% The time
signature 1. only dioleves, and cannot be
moditiod.

g The tenipn 1s only displayed, and has no oifect
n step recording.

Used (... 100% 3 This displavs ihe ampount of
sequencer manary aircady used.

This area wdicises the currently selected note
value. Al any tme o sicp recording you can use
the numeric keypad 1o enter note values, You
can also move the cursor o this area and imodify
the note values. 11 possibic, dic note values o
this arca will be displayed us graphic symbois
for a whole note, quarter note, ctc. Otherwise
the note value will displayed us a number of
ctocks (1/384th notes).

When the cursor iy located in this arga you can
move backwards and Torwards treugh the data
i timie. 1 the current measure is tonger than {our
quarter notes {e.g., a nme signature of 108, a
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number wilt e displaved Diore 1o indcade the
sectnt of Uk measure oow hoine displaved.
The measure bar represents one moasaree, and
vertical divisions reprosent ong beat, A dor will
be dispiiyed onothe bar to ndicats o 320d nole
area wineh contiims dota,

As vou move backward or forvrd through the
data [ iliac, win arnow pointing dewnwiid will
move i 32nd aote steps 1o indicae the current
posiion e measure.

If the currently selected 32nd note area contams
dta, the notes o ihat area will be displayed on
the kevboard diegram,

To  scleat
Subsequently cotered notes will be given the

ait aveeit waduel, puons OB,
selected accent wvalue, Witli the inmital scllings,
Accl=24, Acel=56, Acc3=8%, and Accd—120. To
change the accent vadue asstoned to FI=T4 refor
t0o Song serap jolr S0 Accen leved,

Foodelete aft data my the 320d nore arca where
the cursor s tocated, press £5 (Dell The cursor
lacation will not change.

This function. Fa (BDel) depends on the current
aote Tengthe 3 the cucrently selecied pote Tength
i 1/4 dhen data al the tocation 1/ pote previous
Lo the current positton will be deleted. The cur

sor witl move back 1/ note.

Node duraticui: o specily ow long the note will be

held i rciation to s note value hold 811010 and
press - U3 To orecord normal noles wihich
sound for 80% of then note values press FI
iNorm}. To record staccao noies which sound
for 30% ol therr note values press F2 (Stac). To
record shumred notes which sound {or Y9% of their
note value press 17 (Slar).

Numeric keypad:

Note value (numeric keys [-8); Use the numeric
keys 1-8% to specify rhe note value to be
recorded. Pressing each key will sclect the note
value printed above it, from a whole note (key 1)
to a 16th note iplet (key $). This alse deter-
mings the step time by which the cursor will
automatically wdvance after gach note has been
entered.




Dat (numerie key 9): To dot the current note
value press numeric key 9. The current note
value will he extended by 50%.

Tie (numeric key "="): To extend the duration of
the previously entered note, press TIE. The dura-
tion of the note will be extended by the current
note vatue, and the cursor will advance
accordingly.

Rest {(numeric key () To advance onc step
without entering dula press REST.

Recording procedure:

Lnter notes: Each timie you press and release a
key it will be recorded, and the position will
move ahead one step as specified by the step
time. The note will not be entered until all keys

have been ieleased. This allows you to enter

more than one note at the same location by
pressing more than one note betore releasing the
first.

SONG MODE

Scro¥ through the data: When the cursor is
located at @ vou can also use the cursor kevs
4 1o move back and forth in the track and enter
notes wherever you like. When you come to note
data, 1t will be displayed on the keyboard dia-
gram below and sounded on the synthesizer.

To stop recordmg: When you are f{inished
recording the song press STOP. You will reiurn
to the song play display, where you can press
RUN and hear the song you just recorded.
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Song edit

Summary: bnosong cdit mode you can edit individual
events that have been recordzd i ttacks {15,
Procedure:
From: song mode when the SONG LED s hiored
Press: LDI
Select: the track to edit
Edit: the data as explained m the Tolluwing
sections.
Toexu: song cdit maode and renarn o song play
mode press B

The somg odic display wall 5 o cording o
whether goiphie o data edimge ans been selected,
and whelher tracks B oI5 or drackh 16 has been
selected.

I graphic edning has been seicewed trucks 1-15)

SOMG EDIT CSOMGRL Lerod 1

Measure=BBi Time= 44 =180 Used= 9%

P A e S e ot SR P SRR S|
[ AR

Il data editing has been selected (racks 1--15)

It track 16 has been selected for editing

CHAIM PHTTERN
TPart [WoE = PATTERMGIw
Pty T T¥ o Lotd Ins Del

Sclect the track to edit: Press a memory select
button 1-16 Lo select the track to edit. Tracks 1-
15 conlain sequence duta and track 16 contains
pattern data.

Song graphic editing {tracks 1-15): To select
graphie cditing when o track 1-15 1y selected,
press 17 (Grphy. A horizontal line will be dis-
playved with dotx indicatng the position of nore
data in the measure. A kevhoard diagram below
will indicate the notes at the currently selected
321 note area. For details refer to the following
section Song cdit {graphic mode).

Song data editing (tracks 1-15): To select datu
editing when a track 1-15 is selecred. press FR
(Data). The display will show the type and
numcrical values for cach cvent, Data editing is
divided intoe twoe modes; iasert and change. For
details refer 1o the Tollowing sections Sony edir

SOMG EDIT LSFHDHI Leros 1 letdils ‘ ns
Measure=ata Tins= 4.4 J=lad Uged= 9 (dettcr inyert) and Song edil (data changel.
e e e o e ] Chain pattern editing (track 16} When track 16 s
A10-02-45-95 3 *E, 1 ~T‘ sciceted, the display will show the pattern num-
Aok m S et mnide L o her asstgned 1o cach part. Tor details refer 1o
Tns  Wias Del GrEh N e e ‘p‘_ S
the following section Chein pattern.
SONG EDIT

Song edit (graph)

Summary: [n sony cditing graph siode, the notes in
the selected track 1-15 will be graphically dis-
played on a keyboard diagrany. Data can only be
viewed, not edited in grapin mode.

Procedure:

From: song mode when the sonG LED Is it red
Press: £DIT

Select: atrack b LS

Press: 7 iGrap).

View: the data as eaplwned below,
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Yoext song edit mode and return to song play
mode press EXTIL

SONG EDIT CE0MNGEL Lerod ]
Measuzezaﬁl Time= 3#3 =188 Used= 9%




O Measure (001...999): This indicates the mua-
sure that is displayed. You can move the cursor
here and select another measure, or use the
sequencer location keys I<, <<, LOCATE, or >,

@ You can use the dial, -1 +1, or the slider to move
within the step area in 32nd note increments by
placing the cursor here. As you come 1o note
data, it will be displayed on the keyboard dia-
gram below and sounded by the synthesizer,

@ If the currently selected 32nd note step contains
note data, the notes will be displayed on this
keyboard diagram.

SONG MODE

@ The keybourd diagram in @ above may be dis-
played in either of two ranges. Press F1 (LKey)
to view the keyboard from EG to BS. Press K2
(HKey) to view the keyboard from C1 to G6.

Select the track to view: While m song edit graph
mode you can press a memory select button 1-
15 to select the track to view. I you select track
16 the display will be as explained in the follow-
ing section, Chain pattern,

Remarks: Graph edit mode only displays the data
in the track. To edit data you must use either
data change mode or data insert mode.

SONG EDIT

Song edit (data change)

Summary: In song editing data change mode, all
data in the selected track 1-15 will be displuyed
numerically. You can change the values of exist-
ing data, or delete the currently displayed data.

Procedure:

From: song mode when the $ONG LED is lit
red
Press: EDIT
Select: atrack 113
Press: Fx (Data) and then press F2 (Chng).
Select: the data you wish to edit
Specify: the data paramcters and location.
To change: the data press ENTER
Toexit: song edit mode and return to song play
mode press EXIT,

SOMG EDIT ) L
Meazsure=091 Time= 4

‘ % _______ j - Me|~
|

apl-—a1-60.9¢6

I0HGAL Lerad ]
#& =180 Used=" 9x

]

. Bar ===

=)

Irs Tel . Grich LEE¥T
I E:X: € @0 © o0 2

@ Song Name: This displays the name of the song.

8 Measure (001...999): To move to another mca-
sure in the track, place the cursor here and
modify the data.

® Time (01-08/4, 01-16/08, 01-32/16): This dis-
plays the time signature of the current measure
in the track.

® | Tempo is only displayed, and has no effect in
song edil mode.

Used (0...100%): This displays the amount of
sequencer memory alrcady used.

@ When the cursor is located in this area you can
use -1 +1 or the dial to move backward and for-
ward through the data in time. If the current
measure 1s longer than four quarter notes (e.g., a
time signature of 10/8), a number will be dis-
played here o indicate the section of the mea-
sure now being displaycd.

© The horizontal line represenits one measure, and
vertical divisions represent one beat. A dot will
be displayed o the bar o indicate a 32nd note
area which coriaing data.

© As you move hackwasd or forward through the
data in time, an arrow pointling downward will
move 11 32nd note sieps Lo indicate the current
positien n the measure.

© This area numerically shows the data at the cur-
sor location. Mave the cursor to the data you
wish to modify, modify the data, and press
ENTER.

@ To delete the currently displayed data press F3
{Del).

i To move to Inscrt mode press Ft (Ins).

Move through the data: As mentioned above,
when the cursor is located at @ you can use
-1 +1 or the dial to move backwards and for-
wards through the data. You can also move
through the data regardless of the location of the
cursor by holding SHIPT and using -1 +i or the
dial.
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Change the location of the data: In addition to the
data values for cach type of data, you can also
modify the location {(measure, beat, clock) to
move the data in time.

Change the data values: The following section
Song edit (data insert} explains the values
which can be modified for each type of data.
After modifying the data values and/or location,
be sure to press ENTER if you wish to finalize
the change.

Top/end of Track: To indicate the beginning or end
of the track, the display will show “Top of
Track”™ or “End of Track”. This data cannot be
changed.

Measure marks: When o moasure mark
(“Meas Bar’™y is displayed, yon can move the
cursor to the time signature and modify it, If you
modify the time signature of a measure, the
location of all subsequent measure marks will be
affected.

This will not affect the musical data in the
tracks., However it will determine how the
metronome 1s sounded when playing back or
recording. It may also be useful in the following
situation.

Most song edit jobs (pages 214 1o 227)
require vou to specify the area to he affected in
measures. If you want to use a song edit job on
an area which is not bounded by the existing
measure marks, you can edit a measure mark to
a suifable time signature (such as 1/16) so that
the measure marks now delimit the area where
you want to use the song edit job.

SONG EDIT

Song edit (data

insert)

Summary: In song cditing data inscrt mode, you can
insert any type of data into any location m the
selected track 1 15,

Procedure:
From: song mode (when the SONG LED is lit
red)
Press: IEDIT

Select: atrack 1 15
Press: K8 (Data) and then press F1 (Ing).
Specify:  the type, parameters, and location of
the daia you wish to insert.

To insert: the data press ENTER. It is not
necessary (o press ENTER if you enter
data via the numeric keys.

To exit: song edil mode and return Lo song play
mode press EXIT,

SOMG EDIT. ‘ [SONGAL Lerod 3
Measuiezuﬁi Timpe= 4-4 J1=1980 Used= 9
axr—-—"—~—+$——-— S O S 1
C 3 ] m
W01 28196 !“6? o B | 48 Us?
——+Hotet-Ster—rhata——Ue] -
Ins g ! “SLAFR Ty
o o0 0 6 8 © 00 )
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Measure ((X}1...999): To move to another mea-
sure in the track, place the cursor here and
modify the data.

Time (01-08/4, 01-16/08, 01-32/16): This dis-
plays the time signature of the measure in the
track being cdited.

® ) Tempo is only displayed, and has no effect in

step record mode.

Used (0...100%): This displays the amount of
sequencer memory already used.

When the cursor is located in this area you c¢an
move backwards and forwards through the data
in time {except in the Insert mode). If the current
measure is longer than four quarter notes {e.g., a
time signature of 10/8), a number will be
displayed here to indicate the section of the
measure now being displayed.

The measure bar represents one measure, and
vertical divisions represent one beat. A dot will
be displayed on the bar to indicate a 32nd note
area which contains data.




@ This area numerically shows the data that will
be inserted at the cursor location. To specify the
type of data to be inserted, hold SHIFT and press
F1-F¢ {0 enter one of the types of data explained
below. Move the cursor and modify the param-
eters as desired, and press ENTER to insert the
data at the current location.

® To move to Change mode press F2 (Chng).

@ To move to Graph mode press F7 (Grph}.

Note: The following display will appear, and you
can move the cursor to specify the following
data; location (“001-01-00/96", etc.), note num-
ber (Note 0...127), gate time (Gate 1...8188) in
multtples of 4, and note-on velocity (Velocity
1...127).

Gate time is displayed as the number of
clocks (1/96th of a beat) that the note will be
held, but can be specified only in multiples of 4.

Step time (Step 0...9999) is displayed to
indicate the time until the next event, but cannot
be edited.

SOMG EDIT ) [SONGAL Lerod ]
Measu:e=@91 Time= 4-4 J=188 Used= 9%
Bly—- + 4 o ———— |
c3 mf
vt ] B % BRI E P =T Hé? "wt,eg___ﬁ_a?e U64
T T - —_— ===l S -——
Ins WEAE = CArR

Program change: To enter program change data
hold SHIFT and press F2 (Prog). The following
display will appear, and you can move the cursor
to specify the the program change number
{Value 0...127). A program change of 0 will
select the first program; AQ1 in the case of the
SY99. The setting for MIDI Utility 1.Setting
(JuMp #807) will determine how program
changes are received. For details, see page 238.

SONG EDIT [SONGH1 Letod 1
Measure=081 Time= 4.4 =108 U=zed= 9%
) + + + I
=== Prod9ram Chande ===
1714 (Gl Tl 5 P u %]
——————— ﬁ Y S ————— T ——
otz r emP

Pitch bend: To enter pitch bend data held SHIFT and
press F3 (PB). The following display will appear,
and you can move the cursor to specify the pitch
bend data (Value -8192...8191).

SONG MODE

SOMG EDIT C
Mea5u29=@@1 Time= 4

Bl +

=== Pitch Bend
< B

Control change: To enter control change data hold
SHIFT and press F4 (Ctrl). The following display
will appear, and you can move the cursor to
specify the control change number (Control
0...127) and control change data (Value
0...127). Control change number 123 cannot be
selected.

SONG EDIT . LSOMNGE1 Lerou ]
Neasu¢e=@@1 Time= 4-94 J=108 Uzed= 323

alt
1757 =Rl 1 g

_____ +. - _
NoLe Froo  FE [RAgl B[ |ernr°

e Coﬁtrol Chénge ===
2] : A

After touch: To enter after touch data hold SHIFT
and press F5 (AT). The following display will
appear, and you can move the cursor to specify
the aftertouch data (Value 0...127).

SOMG EDIT CSOHGE] Lerod 1
Measu:e=@@1 Time= 4-4 J=188 Used= 9%
a1t + ¢ |
=== After Touch ===
EEX-23-00. 36 %]
_______ g s
Hote Prog FE Ul u‘TE'mF?

Relative tempo: To enter relative tempo data hold
SHIFT and press F6 (Temp). The following dis-
play will appear, and you can move the cursor 1o
specify the relative tempo change data (Value
[(%...200%).

SONG EDIT i [SONGBL Lerod ]
MeasuEe=B@1 Time= 4-4 |=10d Used= 93X

ait t + + j

' === Ralatiuve Temeo === '
EEX-A3-8E- 96 B %

Mote Prod FE LCilrl

When playback reaches relative tempo data, the
playback tempo will change by the specified per-
centage. Relative tempo data will have an effect
only if the SY99 sequencer is synchronized to its
own internal clock. Refer to Song Setup job 2.MIDI
Control.
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SONG EDIT

Chain pattern

Summary: Track 16 of the sequencer contains pat-
tern numbers and repeat data. Chain pattern
allows you to arrange the pattern and repeat
data in this track.

Procedure:
From: song mode {when the sONG LED is lit
red)
Press: EDIT

Select: irack 1o
Specity: the pattern played by each part, and
search, copy, msert, or delete parts.
To enter: the specified dat for cach part press
ENTECR.
Toexit: chain paitern mode and return 1o song
play press EXIT.

CHRIN FATTERM

Sreoh Lapd Tns Del

o o ) o @ @

@ Track 16 can consist of up 10 999 Parts. When
the cursor is located at Part, select an existing
part Q01-999. It 1s not possible to select a part
which contains nu data. When you press ENTER
to enter the specitied data tor a part, this number
will automaticatly advance (0 the next part.

® Each part in track 16 can be cither a pattern
number, a begin repeat marck (Ii;), or an end re-
peat mark (). Witk the cursor located here,
specify the data that will vccupy the selected
part. To specify a patticrn press Fr (P and
specify the patiern number 01-99. To cnter 4
begin repeat mark press £2 (1), Ta enter an end
repeat mark press F3 (:lI) and specify the num-
ber of times 10 repeat. When you press ENTER
to cnicr the specified data for each part, the part
number wiil automatically advance.

& To search for the next occurrence of a begin re-
peat, end repeat, or specified pattern nwnber,
press F3 (Srch)y. Details are given below.

@ T'o copy a specified range of parts to another
range of parts, press Fo (Copy). Details are
given below.
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B To insert 1 new part into the track, press F7
(Ins). Details are given below.

® To delete a specificd part rom the track, press
F8 (Del}. Details are given helow.

Repeat marks: The parts surrounded by repeat
begin and repeat end marks will repeat for the
specified number of times, For example, il rack
16 consists of the following data, it will repear
pattern 01 tor 200 1imes.

Part 001 = ||

Pazl 002 - "ATTERNOIw
Parl Q03 L RPATTEANC W
Part 004 )] x99

Repeat marks can be nested it desired. For
exampie, the data in the diagrum below will play
parts ds follows: (02, 12, 05, 12,03, 12, 07] x 3.

205 B[ 07
1x2 1 a7 xz

dog ] es [

Part FE}B& o2 | o003 | vea |
I
.

Search: To search for the next accurrence of a begin
reped, end repeat, or specificd pattern number,
press Fs (Sreh). The lower Hines of the display
will change as follows.

CHAIM FATTEEN

Search forward [EEEIE0EETE
Ftr TF ol £ 7 Hamy Cord Ins D=l

1. Specity the data vou wish to search lor. To
search for a specific pattern press 1911 (Ptn) and
speeily the number 1--99 Jor which you arce
searching. Te search for the next begin repeat
mark press B2 (ll:). To search lor the next end
repeat mark press F3 £,

2. Specify the direction m which you want to
search. Each timnc you press F4 {«3) the display
will alternate  between  “forward™  and
“backward”,

3. Tu begin searching press ENTER. To cancel

without searching press EXIT.



Copy part: To copy a specified range of parts to
another range of parts, press ¥6 (Copy). The
lower lines of the display will change as follows.

TCHAIN FATTERN

Troch M =

1. Specify the copy source as “From Part” and “To
Part”.

2. Specify the copy destination as “Destination
Part™,

3. To copy the specified parts press ENTER. To
cancel without copying press EXIT. For ¢xample
if you have specified “From Part=002", “To
Part=003", and “Destination Part=005", the
contents of track 16 will change as follows.

Before -
Part [ 001 | 002 | 003 | 004 | 005 | ooe | co7 | oca

Pattem | 05 | 11 | 12 |13 |02 [ o1 | o1 |01

After N
Part | 001 | 002 | 003 | 004 | 005 | 006 | 007 | gos

Patorn| 05 | 11 [ 12 [ 18 |11 ] 12 | o1 |o1

Insert part: To insert a new part into the track,
press F7 (Ins). The lower lines of the display
will change as follows.

CHRIN FRTTERHN

Fart 6801 = PATTERNALW
Ingert Part = [EEK

Srch Cord el U=l

. Specify the number of the part to be inserted.

2, To insert the specified part press ENTER. To
cancel without inserting press EXIT. When a part
is inserted the following parts will be moved to
make room for il. For example if you have speci -
fied “Insert Part=003" the contents of track 16
will change as follows.

SONG MODE

Before .. _. .. .
Part oo ooz | 003 D04 | 005 | D06 | 007 | OOB
Pattern| 05 1 12 13 | o2 a1 oo

After . L e e

Fart 0G1 4 002 | 003 | 004 00 | 006 | Co7 |00
Pattern} 05 1 ks 12 i3 6z o1 01

Delete part: To delete a specified part from the
track, press E8 (Del). The lower lines of the
display will change as follows.

CHRIN PRTTERN

Srch Leard 1hs eI

1. Specify the number of the part to be deleted.

To delete the specified pari press ENTER. To
cancel without deleting press EXIT. When a part
18 deleted the following parts will be moved to
fili the gap. For example if you have specified
“Delete Part=003" the contents of track 16 will
change as follows.

I~

Befare i . . e
Pan !001 b o0z | 003 | 0G4 | 005 | po6 | 007 | 008

Patlen 05 11 [ 12 | 13 |02 | o1 | o1 |o1
After [ e
Part | 001 002 | 003 | oo4 [aos | 006 | 007
Pattern | 05 | 11 | 13 | 02 | 01 [ o1 | o

Note: The pattern data is shared by all of the songs.
This can lead to problems if you use the same
pattern for more than one song. Say, for example,
you are using Pattern 01 in both Song | and Song
2. If you change the pattern while editing Song 2,
you may find that these changes will not Song 1
at all.

For this reason it is best to avoid using pat-
terns in more than one song. If vou have created a
pattern for one song which you would like to use
in another, it is best to use the copy pattern
function to copy the pattern to another number.
You may then use the copied pattern in the new
song.
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Song edit jobs 1

JUMp #600

Summary: The first song edit job directory contains
operations which allow you manipulate data for
entire tracks and songs.

Procedure:

From: song play mode
Press: F3 (Jobl}
Sclect: the desired song edit joh

CIUMP HOOD)

SONG EDIT JOB1 oo

H5:Clear San

L

Move the cursor in this area and press GNTER (0
select the specified job.

8 Pressing Fi—Fs will select the corresponding job.

(1 Append Song: Append one song to the end
of another.

(2: Cut Song: Cut a song in two.

03: Copy Song: Make a copy of a song.

(d: Copy Track: Copy a track from one song to
another.

U5 Clear Song: Erase all data for one song or all
50ngS.

SONG EDIT JOBS 1

1. Append song

JUMP #601

Summary: This operation is used to append onc
song 1o the end of another.
Procedure:

From: song edit job dircctory 1 (JuMp #60()
Seleci: Ol:Append Song. (Jump #6013
Specify: the song to be appended, and the song
to which it 1s to be appended.
To execute: press ENTER.
Toyguit: without execuling, press EXIT.
RFFEND SOMNG L
e e SOUPrSE — o — s
Sand = B2 [Eravment. ]
———————————— — Destiration -———-—-mem————
Son = Lﬁ,u-"[Lerﬂ‘:ﬂd

08

@ Source (1...10): Specify the song 1o be
appended. This song will be cleared as 4 resuls
of the append operation.

@ Destination (1...10): Specify the song 1o which
the song 1n (1) 15 to be appended.

Remarks: When the source song is appended (o
the destination song, the tempo, transmit chan-
nels, next sang, next mode, and song name for
the destination song will remain valid for the

214

combined whole. Any repeat end marks in the
destination song which do not have correspond -
ing repeat begin marks will be removed [rom the
destination song during the append process.

The two songs will play back-to-back, with
onc cxeeption: if Track 16 ol the destination song
is shorier 1than the other tracks. ‘Irack 16 of the
source song will be moved forward in time and
attached directly 10 the end of the destination
Track 16. As a result, the pauvern data for the
sourcc song will begin playing before the rest of
the destmarion song has cnded. To avoid this
problem, check to be sure that Track 16 of the
destination song is the same length as the rest
of the tracks. I it is not, you may wish to pad the
track with blank patterns.

Errors: An attempt to append a song will result in

an error under any of the following conditions:

® When there is not sufficient scequencer
memory o perform the append operation.

e Whoen the same song is specified as both the
source and destination.

® When the combined putiern cham exceeds
the maximum nontbor of pars,
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SONG EDIT OBS 1

2. Cut song

JUMP #602

Summary: This operation allows you to cut a song
in two, creating two shorter songs from one long
song.

Procedure:

From: song edit job directory 1  (JUMP #600)
Select: (02:Cut Song (JUMP #5602)
Specity: the song to be cut, the measure at

which it is to be cut, and the song
number to which the cut portion is to
be copied.

To execute: press ENTER,

To quit: without executing, press EXIT.

CUT S0MG =150
———————————————— Source ————— e
Sond =ral [Lerod
Mezsure = B2
—————————— ro—— Degtination -—————r———u—o
Sond = EF ——————

00 o

@ Source (1...10): Specify the song to be cut.

@ Measure (1...999): Specify the measure at
which the song in @ is to be cut. This measure
and all measures following it will be cut from the
source song and copied to the destination song
location,

® Destination (1...10): Specify the song number to
which the cut portion is 10 be moved.

Remarks: The cut song operation cuts the specified

measure and all following measures from the
source song and moves them to the destination
song. The tempo, iransmit channels, next song,
next mode, and song name for the destination
song will be the same as those set for the
source song,.

If the destination song is already occupied by
song data, this data will be erased by the cut
operation. Before executing the cut song opera-
tion, always check to be certain that the desti-
nation song does not contain data you wish to
keep.

Errors: An attempt to cut a song will result in an

error under any of the following conditions:

® When there is not sufficient sequencer
memory to perform the cut operation.

® When the same song is specified as both the
source and destination.

® When the song cannot be cut at the specified
measure. The measure specification is sub-
ject to the following limitations: @ It should
not be located afier the end of the song data.
@ Tt should not be located within a pattern;
that is, the specified measure should always
be the {irst measure of a pattern. ® It should
not be located within a loop (i.e., between
repeat marks) in the pattern chain.

SONG EDIT JOBS 1

3. Copy song

JUMP #603
Summary: This operation allows you to make a COPY Z0MG a3
copyofasong. | SOUPEE ——mmm——mm
. Sond =rd1 [Lerg4 1
PrOCEdure‘ L . ___E _______ e Deggiﬂatiﬂh _____________
From: song edit job directory 1 (JUMP #600) Sond =| BB [ e 1
Select: 03:Copy Song (JUMP #603)
Specify: the song to be copied, and the song PpS

number te which it is to be copied.
To execute: press ENTER.
To quit:  without executing, press BXIT.

© Source (1...10): Specily the song to be copied.
® Destination (1...10): Specify the song number to
which the song in @ is to be copied.
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Remarks: All song data will be copied from the
source to the destination. The tempo, transmit
channels, next song, next mode, and song name
for the destination song will be the same as
those for the source song.

If the destination song is already occupied by
song data, this data will be erased by the copy
operation. Before executing the copy song oper-
ation, always check to be certain that the desti-
nation song does not contain data you wish to
keep.

Errors: An attempt to copy a song will result in an
error under any of the following conditions:
® When there is not sufficient sequencer
memory to perform the copy operation.
e When the same song is specified as both the
source and destination.

SONG EDIT JOBS 1

4. Copy track

JUMP #6004

Summary: This operation allows you to copy a track
from one song to another.
Procedure:
From: song edit job directory 1 (JUMP #600)
Select: 04:Copy Track (JUMP #604)
Specify: the song from which a track is to be
copied, and the song to which it is to
be copied.
Press: a track select button 1-16 to select a
rack to copy.
To execute: press ENTER.
To quit: without executing, press EXIT,

COFY TEACK ey
SoUree —————m———————
Song =1 [Lerod b
_________ :F"—— Ilestination
gong = EF [Fradment.]
.‘
00

© Sourcc (1...10): Specify the song from which the
sclected track is to be copied.

@ Destination (1...10): Specify the song to which
the selected track is to be copied.

216

Remarks: All song data for the selected track will
be copied from the source to the destination, A
song may become longer as a result of the copy
track operation, if the track copied is longer than
the destination song. However, the measure
table of the destination song will not be changed
as a result of the operation.

If the selected track of the destination song
is already occupied by song data, this data will
be erased by the copy operation. Before execut-
ing the copy track operation, always check to be
certain that the selected track of the destination
song does not contain data you wish to keep.

Errors: An attempt 1o copy a track will result in an
error under any of the following conditions:
® When there is not sufficient sequencer
memory to perform the copy operation.
¢ When the same song is specified as both the
source and destination.
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SONG EDIT JOBS 1

5. Clear song

JUMP #605

Summary: This operation allows you to clear one
song or all songs from the SY99’s sequencer

memory.
Procedure:
From: song edit job directory 1 (JUMP #600)
Select: 05:Clear Song {JUMP #605)
Specify: whether to clear one song or all songs.
If one song is chosen, specify the song
to be cleared.
To execute: press ENTER.
To quit: without executing, press EXIT,
CLERR SONG €685
Sond = ¥ [Fradment.]
mﬁ)) Precs EWTER <5
ATT
e o )

© Song (1.
specify th
@ To clear
specify th

Ay If you have pressed £1 (One),
e song to be cleared.

a single song, press F1 (One) and
e song.

® To clear all songs, press F2 (All).

Remarks: This operation clears all song data for
the & specified song or all songs from the
SY99's sequencer memory. In addition, the
song’s settings are initialized as follows:

The song’s measure table is initialized to 4/4.
The tempo is set to 120.

The transmit channels are assigned to their
equivalent tracks. (Track 1 to channel 1,
Track 2 to channel 2, ete.)

The Next Song item is set to “Off.”

The Next Mode item is set to “Stop.”

The name is *“ —--- "

if you clear one song or all songs, the data will
be lost forever. There is no way of recalling a
song that has been cleared from memory.
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Song edit jobs 2

JUMP #8086

Summary: The second song edit job direciory con -

tains various operations which allow you to edit
the data in specified measures of tracks 1-15 in
various ways. To select the track to which the
operation will apply, press a track select button
1-15. Some operations (jobs 10, 12, 13, and 15}
allow you to select two or more tracks. These
edit jobs can be used only on tracks 1-15. Track
16 contains Part data, not scquence data.

Procedure:

From: song play mode
Press: F4 (Job2)
Sclect: the desired song edit job

(JUMP #606)

SONG EDIT JOBZ2 see

25
B2 Transes BiMowClck 13:CreMeas

%:ﬁgflm%e k& ThinOut MiCPYMeas WiMixTrck

3

:pdf‘%Uel (]?:Er*gEk_.!n:, 1:Ersheas 52 ErsTrek
: = : : e
2] L2 )3 K

L1 2]

Move the cursor in this area and press ENTER to
select the specified job.

Pressing Fi—F8 will select the corresponding job
I--8. Holding SHIFT and pressing F1—F7 will select
the corresponding job 9-15.

Ol: Quantiz (Quantize): Adjust the timing of
each event in the specified measures of the
selected track to the nearest interval of the
specified value,

02: MdfGate (Modify gate time): Modify the
gate times (dwrations) of all notes in
specified measures of the sclected track.

03: MdfyVel (Modify velocity): Modify the note-
on velocity values for all note events in
specified measures of the selected track.

04: Cresc (Crescendo): Create a gradual change
in note-on velocity over the specified mea-
sures of the selected track to create an effect
of crescendo or diminuendo.
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05

10:

11;

12:

13:

14:

15:

: Transps (Transpose): Transpose all notes in
specified measures of the sclected track by a
specified interval.

: ThinQut (Thin out): Conserve sequencer
memory by deleting approximately every
other occurrence of a specified type of con-
tinuous controller from specified measures of
the selected track.

: ErsEvnt (Erase event): Erase all data of a

specified type from specified mcasures of the

selected track.

NtShift (Note shift): Shift all notes of a

specified note number in the selected track

to another note number.

MovClck (Move clock); Move cvents in the

specified measures of the selected wack

forwards or backward in time.

CpyMeas (Copy measure): Copy a specified

range of measures in the selected track(s)

o another location in the same track.

ErsMeas (Erase measure): Erase all data

from specified measures of the track, leaving

the measures cmpty.

DelMeas (Delete measure): Delete the

specified measures from the selected

track(s), and move the following measures
up to fill the gap.

CreMeas (Create measure): Insert empty

measures of the specified time signature into

the selected irack(s) over the specified
range of measures.

MixTrck (Mix track): Combinc the data of

specified measures from a specified track

with the data of another track.

FrsTrck (Erasc track): Erase all data from

the selected track(s).
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SONG EDIT JOBS 2

1. Quantize

JUMP #607

Summary: Ths operation adjusts the timing of cach
event i the specificd measures of the (rack o
the nearest imervil of 1the specified value. This
can be used (0 move maceurately plaved notes
precisely onto the beat

Procedure:

From: song cdit job Jirectory 2 {rume #606)
Select: 01:Quantz, {JuMP #607)
Specify: the arca of track micasures you wish to
guantize and set the parameiers.
Press: o track select button 1-15 1o select a
truck.
To execute:  the operation press ENTER.
Toquit: without exconting pross BEXIT

GUANTIZE [SOMNGHEL Lerod ToRAT
e =T e ——————
Tor Mezsure = B91 ~Last, Measure = 1B
F—————f ———————— _F'ar{afyet.erﬂ e

| QU_-BHTLZE‘ = 132 Plhate Time = off

) ® o o

@ Top Measure (0019993 Specily the lirst mea-
swie 10 b affected.

B Last Measure [001...999) Specify the  last
measure to be affected.

® Quantize {1/2, /40 18, 1712, 1/16, 124, 1/32)
Specify the timing interval to which the notes
will be quantized. For example 1f the shortest
note value should be a [6th note, speciiy 16, 1
the music contains triplets, you should use a
yuantizadion ol 1/12, or 1724,

6 Gaie Time {on, oft): Specify whether or not the
gale time {duration of the noiey should be quan-
tized, If you set this “on”, the gate ume of cach
pote will also be adjusted to the nedrest quan-
tize value you specity.

Quantize: The following diagram shows how a track
recorded in realtime und played with inaccurate
timing would change as a result of quantizing at
104 and at 1/08.

- oo P R
e L Ll L L (] Mote-on timing of eriginal data
L L - )
‘ When quantized at 1/04
.._.__ J— . |
- | | [ ] When quantized at 1/08
l - Measure 1 N

Guate time: The [ollowing diagram shows how the
Gate Time scuiing will affect the quantized
results.

l.__ || i‘ Ll Ll Notz-on fiming of original data
T— Ti | iTI | TI 7 When quantized at 1/04,

(Gate Time = oif
... tha note length remains
ihe same

o T hd When guantized at 1/04,
N N i Gate Time = on
... the note length is guantized

L= Note length 16 a quarter note
._

L Note-an timing

SONG EDIT JOBS 2

2. Modify gate time

JUMP #608

Summary: This operation modifies the gate times
(durations) of «ll notes in specitied measures of
the selected track. Gate times can be modified
by a ratio ar by an absolute valuc.

Procedure:

From: song edit job directory 2 (JUMP #606)
Select; (02:MafGaie {JUnMP #605;

Specify: the area of track measures for which
you wish to modify gate time and set
the parameters.

Press: a track select button 1 -15 to select a
rrack.
To execute: the operation press ENTER.
To quit:  withoul excecuting press EXTT.
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MODIFY GRTE TIME [S0HGBL Lerod 1 e

———————————————— Arey ———————
—Tole Meazure = @831 —Last Measure = 212
—— FParfamator ————-—-—-———mu
Rate = NS Jffeet = + B
| T
o o & o

@ Top Measure (001...999% Specify the first mea-
sure to be affected.

& Last Measure (001...999): Specify the last
measure 1o be affected.

® Rate (000%...200%): All gate times will he
muliiplied by the specified percentuge. A rate of
100% will result in no change. A rate of 200%
will make all gate times twice as long. A rate of
0% will set a gate time of 1,

B Offset (—99...499): The specified offset will be
added to all gaie times,

Remarks: Each note cvent in a track has a gate
time which determines the duration of the note.
The gate time is indicated in units of a 1/384th
note (1/96th of a quarter note), and has a range
of 0-8188. The modify gate time operation will
not increase or decrease the gate time beyond
these values.

Rate and Offset: These two setiings can be used
separately or together. First the value is
multiplied by the rate, and then the offset is
added. The tollowing diagram shows how Rate
settings modify the gate time by the specified
percentage.

& 4 *— [ Criginal data

When Rate = 50% the
nata length will be
reduced by half

T T ~— JWhenHate=1SG%the
L | | Lt 1 1 notelength will be

increased 1.5 times

The tollowing diagram shows how Offset settings

add the specified value to the original gate time.

T Ll b | .] | [ Criginal data
': L When Qffset = +20
Y YT

T—[ N T‘ .I_I | When Oftset = —20

® If you want only 1o add an absolute value to each
gate time, leave rate at 100% so it will have no
effect.

o If you want only to multiply cach gate time by the
same percentage, then leave offset at O so it will
have no effect.

e [ the resulting gate time is O, the note may be in-
audible.

® The gate time 15 always a multiple of 4.

SONG EDI JOBS 2

3. Modify velocity

JUMP #B09

Summary: This operation modifies the note-on
velocity values for all note events in specified
measures of the selected rack.

Procedure:

From: song edit jub directory 2 (JUMP #606)
Select: 03:MdfVel (JUMP #609)
Specily: the area of track measures for which

you wish to modify velocity and set
the parameters.

Press: a track select button 1--13 o select a

track.

To execute: the operation press ENTER.,

Toquit:  without cxecuting press EXIT.
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—Tok Meazure = 891 Labt Measure = QRS

jmo e e Fanameter ~—e=m——e————m——
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Top Measure (001...999): Specify the first mea-
sure Lo be affected.

A Last Measure (001...999): Specify the last
measure 1o be affected,




8 Rate (000%...200%): All notc-on velocity values
will be multiplied around the central value of 64
by the specified percentage. A rate of 100% will
result in no change. A rate of 200% will move all
velocity values further away from 64; i.e., expand
the dynamic range. A rate of % will set all
velocities to the central value of 64 ie., com-
press the dynamic range.

O Offset (—99...4+99): The specified offset will be
added to all note-on velocity values.

Remarks: Each note cvent in a track has a note-on
velocity which determines the force with which
the note 15 played. The velocity has a range of |
127. This modify velocity operation cannot in-
crease or decrease the velocity bevond these
values.

SONG MODE

Rate and Offset;: These two settings can be used
separately or together. First the value 15 multi-
plied by the specified rate, and then the offset is
added.

¢ I you want only to add an absolute value to each
velocity. leave rate at 100% so it will have no
effect.

e If vou want only to modify each velocity arcund
the central value of 64, then leave offset at O so 11
will have no effect.

SONG EDIT JOBS 2

4. Crescendo

JUMP #G10

Summary: This operation creates a gradual change
in notc-on velocily over the specified measures
of the sclected track to create an cffect of
crescendo or diminuetido.

Procedure:

From: song cdit job directory 2 (JUMP #606}
Select: 04:Cresc (JUMP #6100}
Specity:  the area of track measures over which
you wish to create a crescendo, and
specify the range.
Press: a track select button [-15 to select a
track.
To execute: the aperation press ENTER.
To quit: without executing press EXIT,

CREZCENID [S0MGHL Leraod 1618

———————————————— Ares ———————————— e
rTor Measure = 831 —Last Measuwre = @18
TLTToTTTTTo o Fanameter —ooom oo

o o )

@ Top Measure (D01...999): Specify the first mea-
sure 1o be alfected.

® Last Measure (001...999): Specify the last
measure (0 be alfected.

® Range (-99...+99): Starting at the beginning of
the Iirst measure you specify, note-on velocity
will gradually be modified unzil the increase or
decrcase specilied by the range is reached at the

end of the last measurc. Scttings of +1...+99
will result in a crescendo. Settings of —1...-99
will result in a diminuendo.

Remarks: Each note event in a track has a note-on
velocity which indicates the force with which the
note is played. The velocity value of each note is
limited to a range of 1-127, and the velocity
values resulting from this operation will not ex-
ceed these limits.

If a voice has not been programmed with
velocity sensitivity, the velocity value of the
note-on miessage will have no effect on the
sound.

Range: This specifies the final change in velocity
which will be reached at the end of the crescendo
or diminuendo. The following diagram shows the
result of the Range setting,

*J\;TJT]?ITITITITI/!Oﬂgmalda!a

Measure Measure Measure Measure
1 2 3 4

L l l When the Crescendo
T T + aperator is executed with
| :

[ 1] | i || | | Do TOpMeaSUre=001

Last Measure = 003
Range = +50
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SONG EDIT JOBS 2

5. Transpose

JUMP #G11

Summary: This operation transposcs all notes in
specified measures of the track by a specified
inferval.

Procedure:

From: song edit job dircctory 2 (JUMP #606)
Select: 05:Transps (UM #611)
Specify: the area of track measures which you

wish to transpose and set the inlerval.

Press: a track select button 1-15 to sclect a

track.

To executc: the operation press ENTER,

To quit:  without executing prass EXIT.

TRAKSPOSE [SONGEL Leroy 1 &l
———————————————— Aresz --— —_——

—Tok Measure = @81, Last Measure = [EJ[g

T Parfameter ————-w————mae
Intgrual = 4+ A '

o o )

@ Top Measure (001...999): Specify the first mea-
sure to be affected.
Last Measure (001...999): Specify the last
measure 0 be affected.
Interval {-99...499): The note number of ull
notes will be transposed by the specificd inter-
val. Settings of +1...499 will transpose up-
wards, and setiings of - 1... 99 will transpose
downwards. The note nurmber 1 limited to a
range of O (C-2) to 127 (G¥), and the nole nunm-
hers resulting from this operation will not exceed
these limils.

SONG EDIT JOBS 2

6. Thin out

JUMP #6612

Summary: This operation conserves scquencer
memory by deleting approximately every other
occurrence of a specified type of continuous con:
troller from specified measures of the track.

Procedure:

From: song edit job directory 2 (JUMP #0606)
Select: 00:ThinOut (JUMP #612)
Specify: the area of track measures which you

wish to thin out and specify the type of
data to be thinned out.

Press: a track sclect button 1-15 to select a

track.

To execute: the opcration press ENTER,

Toquit: without exccuting press EXIT.

THIN OUT

| rRfter Touch =
Fitch EBend—= oty
Ctri.Chande|= off
06 o o )
@ Top Measure (001...999): Specify the first mea-

sure to be affected.

Last Measure (001...999): Specily the last
measure to be affected.

After Touch (en, offy: When this is set “on™,
channel aftertouch data will be thinned out.
{Polyphonic aftertouch is not received or
rccorded by the SY99.)

Pitch Bend (on, oft): When this is set “on™.
pitch bend data will be thiined out.

Control Change (on, off): When this is st “on”,
all continuous control change data will he
thinned ount. Switch-type controllers such as
sustain onfoff will not be affected.

Remarks: You may thin out more thun one type of
data at once,

When you move a continuous controller
slowly, many messages with closely spaced
dara will be transmitted. You can usually delete
half of them without any sudible difference. TIf you
are running low on sequencer memory, thinning
out some continuous data can help. Repeating
the thin out operation several times will even-
twally produce rough changes in controller daty,
which can be an inferesting eftect in itselt.
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SONG EDIT JOBS 2

7. Erase event

JUMP #613

Summary: This operation erases all data of a speci-
fied type from specified measures of the track.
Procedure:
From: song edit job directory 2 (FUMP #606)
Select: 07:ErsEvnt (JUMP #613)
Specify: the area of track measures from which
you wish to erase data, and specify
the type of data to be erased.
Press: a track select button 1-15 to select a
track.
To execuic: the operation press ENTER.
To quit: without executing press EXIT.

ERASE EVENT [S0MGRL Lerod 1l 513
———————————————— Areg ——————————— e —
Tok Measure = @2l -Last Measure = Q85
- - Farameter —————=—ww—————
After Touch = EEM FS¥s.Exclusive = off
Fitoch Berd | = off
Ctr-l, Chandal = of f
o o o

@ Top Measure ({01...999): Specify the first mea-
sure to be affected.

® Last Measure (001...999); Specify the last
measure to be affected.

® Parameter {(Aftertouch, Pitch Bend, Control
Change, System Exclusive): Set this to “on” for
each type of data you wish to erase.

When you press ENTER all data of the specilied
types will be erased from the specified range of
measures.

SONG EDIT JOBS 2

8. Note shift

JUMP #6114

Summary: This operation shifts all notes of a speci-
fied note number to another note number.
Procedure:

From: song edit job directory 2 (JUMP #6006}
Select: 08:NtShift (JUMP #614)
Specify: the area of track measures for which

you shift notes, and specify the original
and new note numbers,

Press: a track sclect button 1-15 to select a

track.
To execute: the operation press ENTER.
To quit: without exccuting press EXIT.

MOTE SHIFT [SOMGAL Leraod 1 Fi4
-— - HArea -

Tar Measure = BR1 | Lasf Measure = @@g9

——————————————— Faranet gp =smm—e—m— o

Mote = D 1 (BEB3——To

0 © o0

Top Measure (001...999): Specify the first mea-
sure to be affected.

Last Measure (001...999): Specify the last
mecasure to be affected.

Note (C-2...G8 = 000...127): Specify the origi-
nal note number.

To (C-2...G8 = 000...127): Specify the new note

number.

e @ ® @

When you press ENTER all notes of the number
specified by “Note” will be shifted to the note num-
ber specified by “To”.

Remarks: This operation 1s often useful when con-
trolling a drum machine from the SY99’s
sequencer. Most drum machines play specific
sounds for each note. For example, shifting all
D#2 notes to F#2 might change all snare hits to
hi-hat hits. Consult the instrument/note table for
your drum machine.
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SONG EDIT JOBS 2

9. Move clock

JUMP #6135

Summary: This operation moves the specified mea-
sures of the track forward or backward in time.

Procedure:
From:
Select:

Specify:
Press:

To execute:

To quit;

song edit job directory 2 (JUMP #606)
09:MovClck (JUMP #615)
the track which you wish to move in
time and set the number of clocks by
which to move it.

a track select button 1-15 to select a
track.

the operation press ENTER.

without executing press EXIT.

MOVE CLOCK

FTOP Measure = 881

[SOHGEL Lerot 1 815

Birres ———— e
Last Measurs = 812
arameter ———ree—m—————

Q Q__. —
o4 —

Area (001...999): The measures beginning with

the specificd Top Measwre and ending with the
specified Last Measure will be moved in Llime.

® Clock (-99...4+99): Specify the number of clocks
(units of 1/96th of a quarter note) by which the
track is to be moved. Positive settings will move
the track forward in time so that it plays later.
Negative settings will move the track backward
in time so that it plays earlier.

Remarks: It is often effective to use clock move to
compensate for voices that have a slow attack.
For example strings often have a slower attack
than other voices, and will appear to be lagging
behind the other voices even if the note on mes-
sages are actually simultancous. In such cases
you can use this Move Clock operation to move
the strings track earlier in time so that the string
voices begin playing a bit before than the other
voices to improve the perceived timing,

SCNG EDIT JOBS 2

10. Copy measure

Summary: This operation copies a specified range of
measures in one or more tracks to another loca-
tion in the same track.

Procedure:
From:
Select:
Specify:

Press:

To execute:

To guit:
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song edit job dircctory 2 (JUMP #606)
10:CpyMeas (JUMP #016)
the area of source measures from
which you wish to copy, the destina-
tion measure to which the data will be
copied, and the number of times that
the data will be copied.

on¢ or more track select buttons 1-13
to sclect the tracks.

the operation press ENTER.

without executing press EXIT.

JUMP #6186
COFY MEASURE [SONGAL Leroy ] 616
- = SauprCe s
it ToR Measure = BAl Last Meagure = ©US8
—————————————— Destinat.ion
‘ EJDP Measure = (5
| rz—m————— === FParameier —————————m-
| Cepd = 1 times

00 ©

O Source (001...999). The measures beginning
with the specified Top Measure and ending with
the specified Last Measure will be copied.

® Destination (001...999): The data will be copied
into the same track starting at the specified Top
Mcasure.

® Copy (1...99): The specified source measures
will be copied as many times as specified here.



Example: For track data us shown in the following
diagram,

Measures: 1 2 3 4 5 6 7 8 8
[alBiclo E[F[aln] 1]

using the Copy Measure operation with seltings
of “Source = 002...004”, “Destination=006",
and “Copy=1" would chunge the track data us
follows,

SONG MODE

Measures12345678

[a[e]cloeT8 clo Lﬂ

-~ Once—

It “Copy=27, the track data would change as
follows.

Measures; 1 2 3 4 5 6 7 8 9 10 11
laiB. c]p[E]slc|p[B'clD
Once — Twice —

SONG EDIT JOBS 2

11. Erase measure

JUMP #617

Summary: This operation erascs all data from
specificd measures of onc or more selected
tracks, leaving the measures empty.

Procedure:

From: song edit job directory 2 (JUMP #6003
Select: 11:ErsMeas (JUMP #617)
Specity: the area of track measures which you
wish to erase,
Press: a track select button [-15 to select a
track.
To execute: the operation press ENTER.
Toquit:  without executing press EXIT.

ERRSE MEASURE

[S0HGE1 Leroy 1 617
Tob Measure = @31 . Last Messare — G
|

O Area (001...999): The measurcs beginning with
the specified Top Measure and ending with the
specified Last Measure will be erased.

Example: For track data as shown in the foliowing
diagram,

Measures: 1 2 3 4 5 6 7 8 9
[alslcIplelFle[H] 1]

using the FErase Measure operation with set-
tings of “Area = (02...004” would change the
truck data as shown in the following diagram.

Measures: 1 2 3 4 5 § 7 8 g

(Al T [ |elealulT]

_No data-]

SONG EDIT JOBS 2

12. Delete measure

JUMP #8618

Summary: This operation deletes the specified
measurcs from one or more selected tracks, and
moves the following measures up to fill the gap,

Procedure:

From: song edit job directory 2 (JUMP #606)
Select: 12:DetMeas {JUMP #618)
Specify: the area of measures which you wish

to delete.

Press: one or more track select buttons 1-15

1o selecr the tracks.

‘To cxecute: the operation press ENTER.
To quit:  withoul executing press EXIT.

DELETE MEASURE CSONGEL Lerou 1 &18
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@ Avrea (001...999): The measures beginning with
the spectticd Top Measure and ending with the

specilied Last Measure will be deleted.

Example: For track data as shown in the following
diagram,

Measures: 1 2 3 4 5 6 7 8 9

using the Delete Mceasure operation with set-
tings ol "Arcn = 002...004” would change the
track data as tollows.

Measures: 1 2

345 6
[AlE|Fla

SONG EDIT JOBS 2

13. Create measure

JUMP #619

Summary: This operation inserts empty measures
ol the specified time signature into one or more
selected tracks over the specified range of mea-
sures. The following measures will be pushed
back to make room,

Procedure:

From: seng edit job directory 2 (JUMP #600)
Select:  13:CreMeas (JUMP #619)
Specily: 1he area ol measures to be created and
set the time signature,
Press: one or more track select buttons 1--15
o select the tracks.
To execute: the operation press ENTER.
To quii:  withoot executing press EXIT,

ERASE TRALCE [SOMGAL Leroy 1 821

O Areu (001...999): New measures beginning with
the specified Top Measure and ending with the
specified Last Measure will be created and
mserted.

@ Time (1-8/4, 1-16/8, 1-32/16); Specily lhe time
signature of the measures you wish to creale.

Example: For track data as shawn m the following
diagram,

Measures: 1 2 3 4 5 6 7 8 9

Track  [A[B.cin[E[F[alH 1]

using the Create Meusure operation with sci-
tings of “Area = 002...004” would change the
track data as follows,

Measures: 1 2 3 4 5 6 7 & § 1011 12

tack [ | | | clple|Fla[H]1]

S0ONG EDIT JOBS »

14. Mix track

JUMP #6820

Summary: This operation combines the data of
specified measures from a specified track with
the data of another track.

Procedure;

From: song ¢dit job dircctory 2 (JUMP #6006
Select:  14:MixTrek {TUMP #620)
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Specify: the source track and the measures
whiich you wish 1o mix into the desti-
nation track, and specify the destina-
tion track.

To execute: the operation press ENTER.

Toquir:  without executing press EXIT.




CREATE MERSURE [50NGA1 Lerod 1 619
———————————————— Hrea —--—-— ———= -
Top Meazure = AB1  |Last Measure = (5K

————————————— P Farameter —————————=f-—-

@ Source (Track 01...15, Measures 001...999):
Specify the source truck and area of measurcs,

& Destination (Track 01...15): Specify the desti-
narion track into which the measures specified
by @ will he mixed,

SONG MODE

Measures: 1 2 3 4 5 6 7 8 9
Track1 [A[B]c]D EJF GlH|I

Track2 a|ble|dleft]g n[i

using the Mix Track operation with settings of
“Source Track = 017, “Source Measures =
002...0047, and “Destination Track = 02" would
change the data as follows.

Measures: 1 2 3 4 5 6 7 8 9
Track 1 [A[Blc|p]E[FiG][H 1]

Example: For track data as shown in the following Track? |a|blecl|d]e ‘ flglhli.
diagram, o Blc|p| | i
. LA R L g
SONG ERIT JOBS 2 N
15. Erase track .
Summary: This operation crases all data from the MIkx TRACK [SONGRAT Lerod 1 e
speetfied wackitsy, COUPOE — e —
’ : JTrack = ai
Procedure: o o MToP Messure = 891 Last Measure = 156
From: song edit job direcrory 2 (Jump #6036y ||m————=2IT2. 2o Deztipmgtion ——————————mo
Select: 15:ErsTrek {TUMP #621) Track = [
. ]
Press: one or more (rack select buttons 1-16 o >

to select the tracks,
‘To cxecute: the operation press ENTER.
Toquit: without cxeculing press EXIT.

There are no parameters 1o set Tor this operation.
Use the memory select 1-16 buttons to specily the
track(s) to be erased. The LEDs of selectad track
will Tight red. When you press ENTER the data will
be erased from the sclecied tracks.
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Song setup jobs

JUMP #622

Summary: Song sctup parameters affect the overall
functioning of the sequencer.
Procedure:
From: song play mode or song record mode
Press: Fs {Stup) (JUMP #622)
Select: the desired song setup job.

SONG SETUP -

a1

Ld |

2] 1]

@ Move the cursor in this area and press ENTER to
select the specified job.

@ Pressing F1-F4 will sclect the corresponding job

4.

0l: Receive Event: To conserve sequencer
memory, you can specify that unwanted
types of data not be recarded.

02: MIDI Control: Specify whether the SY99's
sequencer will be controlled by its own tim-
ing source or by an external sequencer.,

03: Accent Level: Specify the accent level for
each of the four function keys F1--F4 used 1o
specify the accent of a note in song step
record mode.

04: Clock/Beat: Set the number of clocks per
beat that will be displayed in editing.

SONG SETUP JOBS

1. Receive event

JUMP #8623

Summary: You can specify that unwanted types of
data not be recorded, so as to conserve
SEQUENCET MEMOTY.

Procedure:

From: song setup job directory (JUMP #622)
Select: 01:Receive Event (JUMP #623)
Specify: reception on/off for each type of data.
Toexit: io the song setup job directory press

EXIT.

RECEIVE EVENT 623
Ualocit'd = Hfter Tou;ﬁ“_ = GF;:
Ctrl.Chande = gn Syus.Exclusive = an

rFitch Bend = on

‘PFOQ.CHQHQE =0 |

) o X 6 3

@ Velocity (on, off): Specify whether the velocity
value of note-on messages will be recerded by
the sequencer. When this is set “off”, all notes
will be recorded with a velocity of 64 regardless
of their original velocity.

@ Control Change (on, off): Specify whether or not
control change messages will be recorded by the
Sequencer.
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@ Pitch Bend (on, off): Specify whether or not pitch
bend messages will be recorded by the
sequencer.

@ Program Change {on, off): Specify whether or not
program change messages will be recorded by
the sequencer.

® After Touch (on, off): Specify whether or not
after touch messages will be recorded by the
Sequencer.

® System Exclusive (on, off); Specify whether or
not system exclusive messages will be recorded
by the sequencer. The S5Y99 sequencer can not
record systern exclusive messages which are
longer than 32 bytes.

Remarks: In order to conserve sequencer memory,
turn off reception for types of data that do not
affect the voices you are using. For example if
the voices have not been programmed with
aftertouch sensitivity, tum aftertouch reception
off so that the sequencer memory does not fill up
with unnecessary data.
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SONG SETUP JOBS

2. MIDI control

JUMP #624

Summary: Specify whether the SY99’s sequencer
will be controlied by its own timing source or by
an external scquencer.

Procedure:

From: song setup job directory
Seleet: 02:MIDI Centrol
Specify: MIDI Control on or off.
Toexit: to the song sctup job directory press
EXIT.

(JUMP #622)
(JUMP #624)

MIDI COMTROL 624

MILI Confrol = 08

0

© MIDI Control (on, offy: Normally you will leave
this set “off” so that the SY99 sequencer will
be controlled by its own timing clock and the
front panel sequencer control buttons.

H you want to use an external sequencer
connected to the SY99's MIDI IN to control the
SY99 sequencer, set this “on™ so that the SY99
sequencer will be controlled by MIDI start, con-
tinue, stop, song peosition peinter, and song
select messages, and the tempo will be deter-
mined by MIDI clock messages.

Remarks: When MIDI control is on, the SY99
sequencer will not run unless MIDI clock mes-
sages are being received,

SONG SETUP JOBS

3. Accent level

JUMP #B525

Summary: Specify the accent level for each of the
four function keys F1-F4 used to specify the
accent of a note in song step record mode.

Pracedure:

From: song setup job dircctory
Select: 03:Accent Level
Specify: each of the four accent levels.
Toexit: to the song setup job directory press
FXIT.

(JUMP #622)
(JUMP #625)

HCCENT LEMEL 625

Hoocantd

© Accent 1 - Accent 4 (1...127): These determine
the accent levels that will be selected when a
function key Fi1-F4 {Accl Aced) is pressed
while 1 song step record mode,

SONG SETUP JOBS

4. Clock/Beat

JUMP #8628

Summary: Set the number of clocks per beat that
will be displayed in editing.
Procedure:
From: seng setup job directory
Select: 04:Clock/Beat

(JUMP #622)
(JUMP #626)

CLOCE-EEAT B2G

RQuantize = EE

@ Quantize (1/6, 1/8, 1/12, 1/16, 1/24, 1/32, 1/48,
1/64, 1/96). Specify the time value of one dis-
played beat.

‘This scts the number of clocks per beat that will be

displayed in editing. This has no etfect on the time
signature, but is simply a convenience for editing.
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Transmit channel

Summary: Specify the MIDI channel on which cach
track of the sequencer will transmit jts data.
Procedure:

From:
Press:
Specify:

To exit:

230

song play mode

F6 {T-ch) (IUMP w627
the MIDI] transmission channcl for cuch
Irack.

10 song play mode, press EXIT.

TRANSMIT CHANNEL I

i

NE RS

D Tracks |Gl 46 Specity the chaonel 116 an
which cach trock will tansnal data Trom MDY
Oy
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Song name
JUMP #628
Summary: Each song in the SY99’s sequencer @ Enter an eight-character name for the sequencer
memory can be given an eight-character name, song.
which will be displayed in song play or song M To clear the currently entered name press F1
record mode., (Clr),
Procedure: ® To switch to upper-case characters press F2
From: song play or song record mode {(Uppr).
Press: 7 (Name) (JUMP #628) @ To switch to lower-casc characters press F3
Specify: the song name. (Lowr).

To exit: to song play mode, press EXIT.

L Remarks: Methods of entering character data arc
SOHG HAME explained in How to enter character data, page
30.
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Song directory

JUMP #629

This function allows you select songs while viewing © The names of the songs wilil be displayed in this
a directory of the songs currently held in the SY99's area. You can select a song by inputting a num-
SEqUENCer Memory. her from one 1o ten, by pressing the correspond-
ing function keys (FI1-F8, or SHi¥'t' + F1, F2), or by

Procedure: moving the cursor to the desired song and
From: song play mode pressing ENTER. (If the cursor is moved using
Select: B8 (Dir) (JUMP #629) INC, DEC, the data entry slider or the data
Specity: one of the displayed songs entry wheel, it is not necessary to press

To exit: to song play mode, press EXIT. ENTER.)

® Pressing FI-F8 will select the corresponding

SUNL DIRECTORY B song 1-8. Holding SHIFT and pressing F1 or F2
5 BEt ————-- a1 will select song 9 or 10, respectively.
g DIETRES Ars =

M3 —————e HE: —r—m——

Bl ————— Aot e

Ah) ————— 1 ———

[ a1 B [EXS S P e e b g!

o 2]
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PATTERN MODE

Pattern meode allows you to record and play back patterns of 1 to 32 measures. These pat-
terny can be edited n various ways, and a different pattern can be placed in each Part of
rrack 14 (the pattern track) 1o play frequently repeating phrases or rhythim patlerns.

Condeais of this section page
PRILETR DIAY oo res st sesrienre st s e s sa s s sstse 1000 1000000 memibbmmrvansmnsnansens resrirressressnrenranese 230
PAlBRITL FRCON M rriieici it ictseesnenscrree s s ressvssese st vessresneabrass reres s snssssasassnsassnsstesnsssnssmssnsnssesss 33T
PALELNE L JODS et s sas e asanrst s nenssnarsesesssaesenessesressaraoes SHE
FRLET SPTUP JOMS e e ressrers s seran s ssss sasbassassbe s mnenn b sessenesasseresnenesnene 2D
Fransmit CRANNCL......cvevvrar e sreresimmsss s resssssassases Vreresesssbrs bra e bntrn et rmraenerenern 246

CIBAT PRIERTM ciiririseesmsresnrsers it ssae s s ser e s ses s smssre s tassmsamesmsassansansansentesernsesnvonsvansrasnsnassasens DHF
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FPATTERN MODE

In pattern mode you can record and play back patterns of 1 to 32 measures. Editing functions in song mode
allow you to place these patlerns in track 16 (the pattern track). Since the same pattern can be placed in
more than onc part of track L6, you can save time and sequencer memory by creating a paitern for each
frequently appearing motif and assigning it tu the appropriate location every time you want it fo playback.

Patterns are often used to play a drum-type voice from track 16 of the sequencer, as shown in the fol-
lowing diagram,

Since the transmission channel of each sequencer track can be modified, make sure that track 16 is
transmitting its data on a channel that will be received by the voice in the multi which you want the patterns
to be played by.

Pattern data may be recorded when the SY99 is in Voice mode. However, this data will not be played
when the SY99 is in Voice mode unless the voice receive channel is set to the pattern track’s transmit
channel {(usually channel 16) or “cmn™ (which means the voice will play data received on afl channels},
Refer to the explanation of the voice receive channel sefting on page 258.

SEQUENGFR AULTI
Track
1 e ! - T T e TR |
2 D e - | chz l. P1-G15 Euar‘lz ,
: : : . R e :
15 L L ‘ ‘ > [ ch_1bj ‘
(Pary) i z: 3 | 4 s 8 ]
16 (Pailern) | 1M04 oo TNgs | s | PiNzz | | [on16] ProDis | Mixed

For details of how to place parts in track 16, refer to Seng edit, Chain pattern, page 212.
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PATTERN MODE

How pattern mode is organized

Paltjern adit playing...
A
[EDIT] [STOP] [RUN]

PATTERN PLAY irawmume;

Mzasure=A1 Time= 44 J=law Dood= LEX

Lendth =41 Click sSreo
Click Beat=1-3
SUe =jipnternal

Job Stur T-Ch Clr

[F1) [F2] [F3l [F4]| [F5] [Fe] [ F7] { F8]

Transmit Channai

Pattern Setup
Pattern Edit Jobs

Pattern Edit job directory

Langth

racording...
A

[RUN]

'PATTERN RECORD:

Measure=91 Time= 4-4 [=184

: =H1 Llick T
Quzntize =l-1& f‘llok Bna‘t. 1/4
emiz] e s kg oAt el =imternal

sher Job o StupR Llr

[F1l [F2][ea] (Fa] [Fs) [Fe] [F7] LF8l

Realtime/Slep

Clear Pattern

CLERR PATTERN _ Til

Pattern = EHX

hd Press FHTEE €4
HIT

PATTERN EDIT JOB 7:?
@3:Put Pattern

R4:Put Chain Pattern

5] (54 =K 5L

01:Copy Pattern
02:Get Pattern
03:Put Pattern
04:Put Chain Pattern
Pattern Setup job directory

PATTERN SETUP TZj

: ontro
BX:Hccent Lewvel
: ZRast

] & <3

01:Receive Event
02:MIDI Control
03:Accent Level
04:Clock/Beat
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PATTERN MODE

Pattern play

Summary: In pattem play mode you cuan select and

playback any pattern 01-99. You can also make
sertings for the click (metromame) and synchiro -
nizafion,

Procedure:

To start:
To stop:

Press: PATTERN to enter pattern play mode. The
PATTERN LED will light red.

the paitern to playback,

playback press RUN.

playback press §TOP.

Select:;

PATTERN PLAY

Meazsure=ll - Times 4.9

¢ © @ @

Pattern (1...99: This selects the patterm to
playback.
Mceasure (001...032%: This determines the mea -
sure from which the pattern will begin plavbuck.
Mave the cursor here and specity the measure,
or use the scquencer localion buttons (<, <,
LOCATE. or B>}
Tune (1/4...32/16): This displays the time signa-
ture for this pattern as you specified in pattern
record mode. This cannot be modificd in pattern
play mode.
o (3002507 This dotesmines the tempe in
quarter noies per minmie,
Used (0. 100%k This displays the amount of
used sequencer memory.
Lengih 61,320 This displays the tengih of the
pattern,
Click (off, ree, ree/play. alwaysy: This deter-
mines when the click Gimetronome’ will sound.
off: The metronome will 1ol sound.
rec: The metronome will sound onty during
recording.
rec/play; The metronome will sound during
recording or playback.
always: The metronome will soand constantly.
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Lenath =1 | — - Cliegk =rec
i1 Click Best=1-4
] —Sunn zinbtettasl
C Job Shae ToUR Ce
2] HOEOO HO o [ e O
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®

Click Beat (1/4, 1/6, 1/8, 1/12, 1/16, 1/24): This
determines the beat on which the click will
saund.

Syne (internal, MIDI): 'This determines the tim-
ing sourec which will control the scquencer.
Normally you will leave this sct to internal so
thar the SY99s own clock will determine the
tempo.

If you are using un external MIDI scquencer
and wuant the SY99’s sequencer o play in
synchronization with it, set this to MIDI so that
MIDI clock messages received at MIDI IN will
determine the tempo.

Press Fs (Job) to move to the Pattern Edit job
directory. Refer to the following scction, Partern
edit johs.

Press F6 (Stup) to move to the Pattern Setup job
directory. Refer to the following section, Sung
setupr edit jobs.,

Press 7 (1-Ch} 10 view or change the transmit
channel settings for tracks 1 through 16. Refer to
the following section, Transmit channel.

Press #8 (Clr) 1o clear a selected pattern or all
parterns. Reler to the following section, Clear
patiernin,

Start and stop playback: Press RUN and the pat -

tern will begin playback from the point specified
hy the measure setting. Press STOP and play-
back will stop.

During playback: During playvback you can select

another pattern, and modify the wempo, click, and
chek beal settings,

Patterns which contain no data cannot be
selected. When you change the pattern number
during playbuck, the currently playing parttern
will finish before the newly selected pattern
begins.

Pattern edit: Any time while 1 pattern play mode

you can press EDIL to edit the pattern. For
details refer to Partern edit. page 241,
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Pattern record

Summary:

In puttern record mode you can make
setlings i preparation o recording a partern.
You can specily edher realtime or step record-
ing, set the timig signatwe and length of ihe pat-
terin, wand ke other settings for elick and svne
as i the Pattern Play display,

Procedure:
From:  pattern plav dispray
Fress: RUECORD and the RECORD LED will
light.
Sclect: the recording mode,
To begin: recording press RUN.
Toend: recording press STOP.

PATTERN (O, 99y

wish to record.

Sclect the pattern you

Muasnee (81,32 This «determines the mea-
sure from which the patiern will begin playback.
You can modify this by moving the cursor here
and specifying the micasure, or by using the se-
queneer location buttons (1<t <<, LOCATE, or ),

Time G108, 01 06/08 01 32/16): This
deternines the tlime signature of the patlern 1o
be recorded. It can be maodified onfy for patterns
which have got vel been recorded.

J (30,2500 This deteemines the fempo 1
quarter notes per minute.

Used (00 100 This displays the amount of
unused seguencer NNy,

Length {1...32%: "This indicates the length ol the
pattern, It can be medilicd only if the pattera has
not vet been recorded.

Quantize (off, 1320 1724, 1716, 1712, 178, /4,
12y This determines the thming acouracy Lo
which the notes vou play will be corrected.
Whet quantization 1y turned oft the notes you
play will be recorded ar the esact uming they
occur. Whuen o quantizagion of 132172 ix
selected, wll nows vou play will e moved o the
nearest timing ot the specified micrval,

©

@

=)

IRecerve Channel (116, omual, kbdj: This deter-
mines the source of dala that will be recorded by
the sequencer. Normally you will set this 1o

“kbd™ so that data from the SY9Y's keyboard
witl be recorded.

U vou want to record data from an external
MIDT device on g specific channel, set tns o 1-
16 so that data received at MIDL IN on the
specitied chaunel will be recorded.

U vou want o record data front an
MID? device on all channels thenr set this 1o
“omuiT so that al) data received ar MIDU IN will
be recorded.

Chick {olf, rec, alwavsi: This deter-
mines when the click {metronome) will sound.
utt: The metronome will not sound.
ree: The metronome will sound only during
recording.

exrernal

rec/play,

The merronome will sound during
recording or playhack.

always: 'The metronome will sound constantly.
Click Beat 1/, 16, /8, /12, 116, 124 This
determines the beat on which the chick will
sound.

Svie (internal, MIDE: This determines the tim
ing source which will control the sequencer. Nor-
mally vou will leave this set 1o internal so that
the S5Y99%s own clock will determine the tempo.

If you are using an extermd MID] sequencer
and want the SY99s sequencer to play in
synchronization with it, sct this to MIDI so that
MIDH clock messages received at MIDT IN will
determine the tempo.

Recording made (Real, Step): Press Ftoor 172 1o
select the recording mode.

Realtinw recording fpress FLy Notes will be
recorded at the exact time you play themy,

Step recording fpress T2 Notes will he
recorded one by one with the speciiied time
vaJue, regardless of the actual tinung at which
you play,

rec/play:
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PATTERN MODE

Pattern recording procedaire:

I Sefect the palters (o record,

2000 dbe selected pativen as ol yvet been
recorded. specity the time signature and [ength.

3. Make setting for wenipo. quantize, reeeive chn
nel, click, click beat, and sync.

4 Speaity the recording mode; renltime (B or step

RS

Press RUN and pattern recording will begm. The

LA

recording display will depend on the recarding

PATTERN RECORD

viode sefeciod dnostep 20 Foy oty see e Dol
lowing seotion Farers roaidinge 1ococd or pei-
fern step iccord,

6. When vou are Gnished recording press STOP and
yiii will vetunn o the pattein play display

Pattern edils Any fiime while in patiern record moda
vou can press EDIT e edit the patieris For de -
tails refer ta Pattern edit mode.

Pattern realtime record

Summary: In realtime recording the potes you plav
will be recorded in the exact tming at whicii vou
play them, Newly recorded potes witl he addaed
1o the previows duia m the paid-aa

Procedure:

From: pattern record display
Press: FIiReal) 1o selecet seultime recording.
Tobegwe: recording press 80N, The rRus LED
will blink at fempo.
Tostops ecordme snd return ro the song play
displuy press 5T0p.

PATTERN RECCORD:;

Meazure=A1 Time= 4.4 =100

Lerndtih =M1 --onlick
Quantiize =1-1 Ciilmk He
.'F--“..-‘-"]_Lu- e }\}_u_i Jr e -]_“‘f sl
e . S ATTS I AT
o o0 a 3]

@ Measwre (01,321 As you record this will ad-
vance to show the curreitly recorded aensure
cumber of the pattern.

J 30,250y While recording you can meve the
cursor here 1o modify the winpo.

Lsed (0. 10075 A you recard thes will in-
crease 1o show the atount of sequencer memory
thar has been used.

O Click (off, vee, ree/play. alwaysy While reconling
you cinl inove the cursey liere and speeify when
the click fmetronome) will sound.

off: The mietroneme will not sournid,

rec: The metronome will sound only during
recording.

rec/play: The metrenome will sound during
recording or phn back

always: The metroncme will sond constantly,
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& Click Beat (1/4, 1o, 1/3, 112, 1716, 1/24): While
recording you can mwove the cursor here and
spucily the beal on which the click whil sound.

Remarks: Wihnle recording you can modify the sct-
ungs Tor tempo, click, and click beat, ‘T'o nodily
the other parametess you must return 1o the pat-
toin record display.

Unlike sonyg readtune recording, patiemn real-
tme recordimg gives you no choice of overdub or
replace recording odes, Pattern recording s
atways ) overdub mode, meaning that newly
recorded notes wall e oadded to the previous
dali 1n e patlern,

ln readtitne paitern recording the patern will
conlisiue 1o repeal from beginning e end uniil
you press SO, This allows vou to build up
complex shythimie parts one note at a tine.

—
-

deteter During realiime recurding

Fax)

Vot ¢an
delete wny mivew wote from the patteta by
pressiig sHF T while holding down ihie key ol the
urwatiled et

Allive the puthern 1o run toough the section
vou wish 1o erase.

Important: Patiern data may be recarded when the
SY99 a5 in Voice mode. However, this data will
not be plaved wheo the SYO20 is in Voice made
undess the voree wevive chiannel s set o Uik
pattern track™s transmit channed (osually chan-
nel 16 o “omn™ fwhich mewns the voice will
play data recoved om o all chansels), Reler to the
explination of the voice recetve channel setting
on page 238,
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PATTERN RECORD

Pattern step record

Sumniary: [n step recording the notes you play will
be recorded at intervals of the specified step,
regardlexs of 1he actual exact timing with which
vou play them. Newly recorded notes will be
added to the previous data in the partern,

Procedure:

Fron:
Press:
Tu begin:

the paticrn record display

2 (Step) 1o select step recording.
recording press RUN. The RuN LED
will light green.

recording and rerurn to the song play
display press $§TOP,

Ta stap:

PRTTERMN STEP RECORDLPATTERMAL :
J=128 ilzed= :IZ.'»'.'

teasure=tl Time= 4/1’4 i

g A

J

:
|

i LM

O O

! ]
|&g;__1 Hocd Hged Hood, Del

£
ETeT (RS ARacl

6 66 ne ond  ¢6 & &

Q@ Pattern (01.99): Select the pattern to record.

& Measure (01...32): To move to ancther measure
in the pattemn. place the cursor here and modify
the datd.

®© Time (O1--08/4, O1--16/0%, 01-32/167: The time
stgnature is only displayed and cannot be
modidied,

J: The tempo is only displayed and caunot be
woditied.

Used (0...100%3: This displuays the amount of
sequencer memory alrcady used.

This area indicates the currently selected note
value, Al any time 1 step recording vou can use
the nuwmeric keypud o enter note values. You
can also move the cursor 1o this area and modify
the note values. If possible, the note vafues in
this area will be displaved s graphic symbols
for a whale note, quarter note, ete. Otherwise
the note value will displayed as a namber of
clocks ¢1/384th notes).

@ When the cursor is located o this arca you can
move backwards and forwards through the data
m ume. It the current measure is longer than four
quarter notes fe.g a time signature of 10481, a
number will be displayed here to indicaie the
seetion of the measure now being displayed.

o

@ This bar represents one measure, and vertieal
divisions represent one beat. A dot will be dis -
plaved on the bar 1o indicate a 32nd note area
which contains data.

@ As vou move hackward or forward ihrough the
data in time. an arow poiding downward will
maove 10 32od note steps w indicate the current
position in the measure.

@ I the currently selected 32nd note arca contains
data, the notes in that area will be displayed on
the keyboard diagran,

M To accenl  value, press  Fi-d
Subsequenily enrered noies will be given the
selected accent value. To change the accent

select  an

vidue assigned o P11 veder Lo Patiern serap
Job 4 wccent fevel

B To delete all data in the 32nd note avea where
the cursor is Iocated. press 15 (Del). The cursor
focation will not change.

® To delete all data in the 32nd noic area belore
the cursor, press 1o (BDeld, The cursor will
move back one 32nd note,

Note duration: To specily how long the note will be
held in relation to ity note value hold SHERT andd
press Fi-Fi To recerd normal notes which
sound for 0% of their note values press 171
(Norm}. To record staccato notes which sound
for 50% ot heir note values press 12 (Stue). To
record slurred notes which sound for 99% ot thew
note value press T3 (Slur).

Numeric keypad:

& Note value (nemernie keyvs 148 Use the
numeric keys 18 1o specify the note value to
be recorded. Pressing each key will select the
note value printed above it, frout a whole note
(key 1) to o Bith nate triplet (key 8). This also
determmes the step ume by which the cursor
will automatically advance aftee cach note has
been entered.

& Dot (uwmneric key 930 To dot the current note
vilue press numeric key 90 The current nate
valuz will be exiended by 309,
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FPATTERN MODE

¢ Tie (numeric key ™ 7y Vo exiend hie cduation

of the previously entercd note. press T8 The
duration of the note will be exiended by (he
current note value, aod the cursor will advance
decordingly.

Rest (nurneric key 9 To advance one step
without cutering dala press REST.

Recording procedure:
e Entering notes: Each time vou pross !

240

leane u key 1 will be recorded, and Hhe pos
ton will woeve alead one sep as vpeetied by
the step time. The note will ned e cntered
until 2F keys have heen seteascd, This allows

you to enter more e one nots at the saine

locatinn by prossing more than one note
hefore releasing the irst,

Move through the datia: When the cursor is
located at @ vou can abso use the cursor keys
<t move back and farth i the pattern, und
enter notes wherever you like. When vou
come 1o nele data, owill be displayved on the
keyvboard diagram helow and sounded on the
synthesizer.

To stop recording: When vou are [inished
recording the patiern press S1T0P. You will re-
oy e the pattern play display. where you can
press RUN and hedar the pattern you Just
recorded,




PATTERN MODE

Pattern edit

Summary: This is where vou edit individual events
that have been recorded in a pattern,
Procedure:
trom: pattern play or pattern record mode
Press: BT,
Toexit: edit mode and return to partern play mode
press FXIT.

The pattern ¢dit display will diffcr according 1o
whether graph or data editing has been sclected.

Pattern graph editing: To select sraphic editing
press F7o(Grphh. The display will show o o
zontal bar 1o mndicate the position w the mea-
stre, and a keyboard diugram 1w indicate the
notes that have been recorded at cach step.

PATTERN EDIT CERTTERNG L1 ]
Measure=H] Time= 4,4 =188 (ged= 16%
Hid—td—d—f—wd b g g |
| j Tt
Ke = HKE"J v lat 5

Pattern graph editing ts exuetly the same  as
song gruph editing, except that the pattern nun -
ber is displayed tstead of the song name. und
that the maximunt measure number is 32 insread
of 999, For delails, please refer to Song edis
(graph) on page 208,

Pattern data editing: To select «lata cdiling press
Fe (Data). The display will show the tvpe and
nienerical values for cach event. Data editing is
divided into two modes; graph mode and data
mode. In dat mode vou con cither Change or
Insert data. When you enter dat mode. change
witl automatically selected.

PRTTERN EDIT (FATTERNG1W]

Measureazgl *Time: 4.4 =188 Used= 16)
gl b e o e l
GH ,E mt
a3l -a1-72.-35 2 2 & T3
o —o=Not p-=Et s -Gt o-=lin] ——
Trs™ WS Tel arFh N

Patioin edata cditme ds oxactly the same as song
Juta edlning . exeept that e st number s
displaved stead of i sone wame, and that the
LENIMUM fueasiie gumber is 32 instead of 999,
For detants, please vefer o Sony edi (daia in-
sevey on page 2H) or Sorg odir (duta changey on
page 200
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Pattern edit jobs

JUMP #700

Summary: Pattern edit jobs allow you to copy a pat-
tern to another pattern, copy data from a irack
into a pattern, copy data from a pattern into a
track, or copy the pattern data of all parts into a
track.

Procedure:

From: the pattern play or pattern record display
Press: F5 (Job).

PATTERN EDIT JOB ?i

i e attern
B3:Put Pattern }‘
e [ t‘ru,nr*n

) )

@ Move the cursor in this area and press ENTER to
select the specified job.

M Pressing Fi—F4 will select the corresponding job
14,

01: Copy Pattern: Copy a pattern to another
pattern.

(02: Get Pattern: Copy data from specified mea-
sures of a track into a pattern,

(3: Put Pattern: Copy data from a pattern into
specified measures of a track.

04: Put Chain Pattern: Copy the pattern data of
all parts into a specilied track 1-15.

PATTERN EDIT JOBS

1. Copy pattern

JUMP #701

Summary: This operation copies a pattern to
another pattern. This is useful when you want to
create a new patiern that is similar to an already
existing paltern.

Procedure:

From: the pattern edit job
directory
Select: 01:Copy Pattern (JUMP #701)
Specify: the Source pattern and the Destination
patlern.
To execute: the operation press ENTER.
To quit: without executing press EXIT.

(JuMPp #700)

COPY PATTERN Tai
Sourcea
—Fattern = Biuw i i
Destination
Pattern =
o o
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© Source pattern (01...99): Specify the pattern you
wish to copy.

@ Destination pattern (01...99): Specify the pat-
tern into which you wish to copy the source pat-
tem. The previous data in the destination pat-
tern will be lost.

Example: For seriings of Source = pattern 3, Desti-
nation = pattern 5, the result would be as
follows,

Before After
Measure Measure
Pattern 3 [A[B[C] Pattern 3 [A [E[C]

Pattern 5 [X[Y][Z Pattern 5 [ATB[C]
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PATTERN EBHT JOBS

2. Get pattern

JUMP #702

Summary: Copy data from specified weasures of a
track 1 15 into @ pattern.
Procedure;
From: the pattern edit job
directory
Select: 02:Get Pattern, {IumMpe #7012)
Specily: the source track wd the mcasures
from which o copy the datd, and
specify the destination pattern o
which 1o copy the data,
To exceute: the operation press LNTER.
Toquit: without exceuting pross EXIT,

(TP #7003

GET PETTERM TBZ
——————————————————— DU D e e e e e e e

Last Mezsure = g
tinatios ——————————m

b1 L)
=

@ Source (Track 01...15, Top Mcasure O01.., 32,
Last Measure 001,323 Specity the track and
measures from whicl to copy the data. Since the

maximum lengih of a paiternt is 32 measures, the
last measure can be no more than 32 measures
after than the 1op measure. Also, it is not pos-
sible to select measures which contain differing
time signatures.

& Dostination (Pattern 01...99): Specify the pat-
tern imo which the data will be copicd.

The previous data o the destination pattern will be

lost,

Example: For settings of “Source = track 2 mea-
sures 223, Destination = pattern 57, the vesult
woukd he as tollows.

Rafore

Measure 1 2 3 4 5 G 7 8
Track2 [AIBICIDIEIFIG H .
Patlermn &

2o
b

After
Measue 1 2 3_4 56 'FI8_ 9 ..
Track2 iAlBIC|DIE[F|GiH]TI..

Pattern s B[GC]

PATTERN EZ0IT JCBS

3. Put pattern

JunE #703

Summary: Copy data from a pattern into specilicd
meisures of a wack.
Procedure:
From: the paitern edit jobh (Iuspe #7000
directory
Scleet: 03 Put Patiern. (HUMP #7073
Specity: the sonrce paftern, and  specify 1he
destination track  and  measure  at
which (o copy the dJata Ivom ihe
pattern,
Tocsveute:  the operation press ENTER,
Toquits withont exevuting press EXIT

FUT FATTERN ﬂ TS

1515
Paramster ——-———————m———

L1

Source (Pattern 31,99} Specify the patiern
from which the data will be copicd.
Destination  (Truck 01,15, Top Measwre
001 ...32) Speeity the track and measures 1o
which the data will be copied,

© Put (1...99): Specify the number of tmes that
the dara will be copied from the pattern.

Example: For settings of “Source — pattern 3,
RDesunation = track 2, measure 4, Put Time = 27
the result would be as follows.

Refore
Measure 1 2 3 4 B 7 8 9 ..
Track2 [Z[Z2]2]2Z Z]z Z]ZiZ]...

o

i~

Pattern 5 [A{B]

Adter
Measure 1 2 3 4 5 67 8 9 .

Track2 [Z]Z[ZIA|BIATBIZ 7).
Pattern 5 [A_B |
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EATTERN EDIT JOBS

4. Put chain pattern

Jume #704

Summary: Copy the data of all patterns used by
track 16 (the pattern track) into a specified track
1-{5.

Procedure:

From: the pattern edit job
directory
Sclect: 04:Put Chain Pattern
Specify: the destination track

To exccute: the operation press ENTER.

To quit: without executing press EXIT.

(JuMPe #700)

(JumMe #704)

PUT CHARIN PATTEEM Tadg

—————————————— Dest.inztion —————=——=——=—=
Track = EF
0
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Q@ Destination (1rack 01...15): Specify the track 1o
which the data will be copied. The previous dala
in the destination track will be lost.

Remarks: [f the anount of data is large, some time
may be required for the data to be copied. Since
this operation copies the actual data of each pat-
tern as many times as it s used in a patiern, the
resulting destination track will occupy more
memory than the original pattern data.
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Pattern setup jobs

JUMP #7085

Summary: Setup parameters affect the overal] func- 02: MIDI Control; Specify. whether the $Y99's

tioning of the sequencer. sequencer will be controlled by its own tim-
Procedure: ing source or by un external sequencer.

From: the pattern play or pattern record display (3: Accent Level: Specify the accent level for

Press: £6 (Stup}) {(JUMP #705) each ol the four function keys ¥1-F4 used to

Select: the desired pattern setup job speaify the accent of 4 note in song step

recerd mode.

PQTTERN SETUP TES (4: Clock/Beat: Set the number of clocks per

a1 beat that will be displayed in editing.
3' Note: These setup parameters can also be set from
3t P! J
< S o T Song Play mode. The result is exactly the same
é ' e whether you set them from Pattern or from Song

mode. For details, refer to the Song setup jobs.
@ Move the cursor in this arca and press ENTER 1o
select the specified job.
® Pressing Fi-14 will select the carresponding job
1-4.

OL: Recelve Event: To conserve sequencer

memory, you can specify that unwanted
types of data not be recarded.
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Transmit channel

JUMP #710

Suminary: Specify the MIDI channel on which each
track of the sequencer wili transmit s data.
Procedure:
From: pattern play mode
Press: 17 (T-ch) (fUMP #71()
Specify: the MIDI transmission channel for each
track.,
To exit: to pattern play mode, press EXIT.

CTRANSMIT CHANMEL T16
Tr.G1M Tr.65= S Tr.g9= 2 Tr.13=13
Tr.82= 2 Tr.@E= 6 TJTr.ig=1l8 Tr,id4=14
Tr.03= 3 Tr.@7= 7 Troli=11 Tr.i8=1%
Tr.@d= 4 Tr.@5= & Tr.12=12 Tr.le=1£

{
0
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© Tracks 1-16 (1..16): Specify the channel 1-16 on
which cuch track will transmit data trom MIDI
OUT.

Note: The transmit channel assignments can also be
changed from song play mode. The result is ex
uctly whether vou select this function from
Patrern or from Song mode.

The transmit channel used to transmit pai-
ern data can be changed by changing the sertinge
Jor Track 16,




PATTERN MODE

Clear pattern

JUMP #7711
Summary: All data can be cleared from any speci- @ Patern (01...99): It you have pressed Fi (One),
fied paitern or fron: all patterns 01 99. specify the paticrn to he cleared.
Procedurc: @ To clear a single pattern press Fi {(One) and
Fram: pattern play mode specily the pattern.
Press: F& (i) {JUMP #71 1) © ‘o clear all patterns press F2 (All).
Specily:  whether to clear a single pattero or all
patterns. Remarks: If you clear one pattern or all patterns,
To execute: the operation press ENTER, the data will be fost forever. There s no way of
Toquit: withour exccuting press EXIT. recalling a pattern that has been cleared from
Memiory.
]T:LERR PRTTERN 11
Pattern = EHE
Fo FPrecz ENTEE 44
Ons SE3
e © o
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UTILITY MODE

UTILITY MODE

In utility mode you can make settings that affect the SY99's overall system, make settings
for MIDI transmission and reception, transmit bulk data via MIDI, save or load SY99 data
on card or disk, load and store sample data, store MIDI bulk data from another device, or
use the SY99 as a MIDI master controller.

Contents of this section page
System utility , 252
MIDI utility .oovovvsersrsvnnresssnnssnionsnensons werisserinaranabaans 258
Card utility....orrirecien - Cemearsnemanrisarasy s saasaas R RS an R PR e R aeE 262
IHSK ULIIIEY wtcisiiiiriisieinieacieraca e sesrrasmcsrreasenrressersrsssesrasirersntensresresassssessenasesent snssesnsssansssnsrans vere 265
Sample utility ...connenn ehebabeiiie e b bR bbb O RS sS A RO R RS RSB RTA RS RS R S RSO RRSS 275
MIDI data reCOrUer BULLY ..ot ctieeecctrrectssssesssreesss rrsssbrsnsssrresarsrtseerabrnssssrtarer 279
Master control RHLLY ...ccveerererneniemisraerarssrenaas 284
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UTILITY MODE

In Utility mode you can make settings that affect the
SY99's overall systcm, make settings for MIDI
transmission and reception, transfer data to and
from a card, transfer data to and from a disk, load
and store sample data, store MIDI bulk data re-
ceived from another device, and usc the SY99 as a
MIDI master controller. The functions of the utility
mode are divided inlo seven job directories. When
you press UTILITY the last-selected of these direc-
tories will appear. Select a job directory by pressing
F1-F7.

System Ultility job directory

UTILITY e

Sustem Jtility B&
a1:Macter Tuning @351 Orestin
H2illelocitd Set
3:Con}rgller5
14 :

I ﬂ
=
113

01:Master Tuning: The overall tuning of the SY99
can be adjusted both in half steps and l-cent
(approximately) steps.

02:Velocity Set: The SY99 kevboard and intcrnal
tone generator can be sct to respond to your
playing velocily in various ways.

03:Controllers: The MODULATION 2 wheel and an
optional footswitch connected to the FOOT
SWITCH jack will transmit data using the MIDJ
control number you specify. Also, the controller
hold function can be set to prevent the resetting
of modulation and other parameters affected by
controllers.

04:Edit Confirm: The “Are you sure?” message that
appears when you store, recall, or initialize data
can be turned on/otf.

(05:Greeting Message: Edit the two-line message
that is briefly displayed when the SY99 power 1is
turned on.

06:Memory Allocate: Specify how much of the MDR/
sample RAM will be used by the MDR.

07:8witch Lock: Lock the switches on the SY99
front panel.
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MIDI Utility job directory

UTILITY =

MIDI Lt ilited 2]
s Bu LT
sYs QM Tard Ticsk Swmrel MOR HMstre

Ol:Setting: The SY99 will receive and transmit
MID data as determined by the MIDI channels
and settings specified here.

02:Bulk Dump: Various types of SY99 data can be
transmitted via MIDI to another SY99 or other
device.

Card Utility job directory

UT I L I TH} (DATH CARD TYPE=----) 212

Card Utilitﬁ a1
1 -
ave o _idata Car
@o-FDrmdt Dat? Card

(-
l'.'15 s ok sLr

01:Load From Data Card: Syathesizer duta cun be
loaded from a DATA card (RAM card or ROM
card).

02:Save To Data Card: Synthesizer data can be
saved to a RAM DATA card.

03:Format Data Cuard: Before you use a new
MCD64 RAM card, you must use this operation
to format it.

04:Load From Wave Card: Waveform data can be
loaded from a WAVEFORM card.



Disk Utilily job directory

UTII_ITHJ (DISK SAUE TYFE=5Y39) Bib

Diap 1Jtiliftyd a1
X

[

[N

ATl
LAt
ey

Vo L
cw
i
—
Q
o]
-
=
ol o

i

01:Disk Status: This allows you to check the num-
ber of disk files of cach type and the remaining
free arca on the disk.

02:Load From Disk: Synthesizer, sequencer, or card
data can be loaded from disk.

(3:Save To Disk: Synthesizer, sequencer, or card
data can be saved to disk.

04:Format Disk: Before a newly purchased disk can
b used i must be Jormatted,

05:Backup Disk: Use this operation 1o make backup
disks for important data.

06:Rename File: An already existing disk file can be
given a different name,

07:Delete File: An unwanted file can be deleted
from disk,

U8:Disk Save Type: This sctting allows you 1o write
disk fifes in SY77 “All Duta™, or “Synthesizer
Al “Sequencer AN format.

Sample Utility job directory

UTILITY 528

Samele bilitd ) ) }i’.‘_l
5 3 ! gE:Initialize Samele
Az ZAmMPLe Dume

B3 _oad From Disk

R T D=k

ok 1 Caed Uik B MOE HMstr 5]

01:Sample Dir; This allows the display, copying, and
deleting of sumple data,

Q2:Sampic Dump: Qutput sumples and waveforms
from the 8Y99 by MIDI{ sample dump; also, out-
put sumple dump requests.

(3:Load From Disk: Load sample data from disk.

04:Save To Disk: Save sample data to disk.

O5:Initialize Sample: Initialize the SY99’s sample
memory.

UTILITY MODE

MIDI Data Recorder utility

UTILITY 538

MIDI Tista Recorder Utility a1
JH1 @3:Inttialize MIR

£ IniFy
B3tLoad From Disk
HdiSogue To =k

O1:Output: This operation transmits MIDI bulk data
from §Y99 MDR memory 1o an external device.

02:Input: This operation receives MIDI bulk data
from an cxternal device into SY99 MDR
memory.

03:Load From Disk: This operation loads a file of
MIDI bhulk data from disk into the SY99 MDR
memaory.

(4:Save To Disk: This operation saves MIDI bulk
data from SY99 MDR memory to a disk file.

05:Initialize MDR: This operation initializes the
SY9% MDR memory.

Master Control

UTILITY

g3l
Master Contral ai

5]

01:Controller Select: Select one MIDI master con-
trol setups, and edit setup paramclers,

02:Transmit Filter: Specify which types of data will
be transmitted on which channels when the
SY99 is in master contrel mode.
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System utility

JUMP #800

Summary: System utility settings affect the entire
SY99 system.
Procedure:
From: MIDI utility
Card utility
Disk utility
Sample utility
MDR utility

(JUMP #806)
(JUMP #812)
(JUMP #816)
(JUMP #R26)
(JUMP #83(h

Master control (JUMP #831)
Press: F1 (Sys) (TUMP #800)
Select: the desired system utility job and press

ENTER.
UTILITY e
Sdstenm Ubilitd a1
g M5 Greetind Messaae

2%
MXileiooity oa pEs Penord Allocat.e

BiiContrallers BTiSwitch Look
A4:Edit confitm
QL iMidl Card Dickl Smel Ok HMsir E
1]

@ Move the cursor in this area to select one of the
following jobs and then press ENTER.
01: Master Tuning: The overall tuning of the
SY99 can be adjusted both in half steps and
l-cent (approximately) steps.

02: Velocity Set: The SY99 keyboard and inter-
nal tone generator can be set to respond to
your playing velocity in various ways

(03: Contrellers: The MODULATION 2 wheel and
an optional footswitch connected to the FOOT
SWITCH jack will transmit data using the
MIDI control number you specily. Also, the
controller hold function can be set to prevent
the resetting of modulation and other param-
eters affected by controllers.

(4: Edit Confirm: The “Are you sure?” mecssage
that appears when you store, recall, or ini-
tialize data can be turned on/off.

05: Greeting Message: The two-line message
that is briefly displayed when the SY99
power 15 turred on can be edited.

06: Memory Allocate: Specify how much of the
MDR/sample RAM will be used by the
MDR.

(7. Switch Lock: Lock the switches on the SY99
front panel.

® To move 1o a different utility mode press F2—F7.
To select a job from the currently displayved job
directory, hold SHIFT and press a function key.

SYSTEM UTILITY

1. Master tuning

JUMP #801

Summary: The overall tuning of the SY99 can be ad-
justed both in half steps and fine tuning.
Procedure:
From: system utility job directory  (JUMP #800)
Select: Ol:Master Tuning (JUMP #801)
Specify: the overall tuning in half steps and fine
steps

MASTER TUNIHG =15 )

]

r—N-;nte Shift
Fine Turin9

i

(B Fine

0 2]

@ Note Shift (-64...+63): This adjusts the pitch of
the of the cntire SY99 in half steps.
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@ Fine Tuning (-64...+63):; This adjusts the pitch
of the entire SY99 in steps of 1.171875 cents.

Remarks: To adjust the pitch of only specific
voices, refer ta Voice Common job 2. Element
Detune and 3. Note Shifr (page 97).

This setting affects only the SY99's internal
tone generator. It has no effect on the note num-
bers transmitted from MIDI OUT.

Certain voices using AWM waveforms may
fail 1o sound properly if the note shifi value is
raised too high. Should this happen, try lowering
the note shift value an octave. (The same
phenomenon can occur when a voice is played at
high pitch. This may be due to the element de-
tune and note shift settings mentioned above.)




UTILITY MODE

SYSTEM UTILITY

2. Velocity set

Summary: The SY99 keyboard can be sct 1o 1e-
spond 10 vour playing velocity in various ways.
Procedure:
From: system utility job directory  (JUMP #800)
Select: 02:Velocity Set (TUMP #302)
Specify: the fixed velocity value und the velocity
curve

VELOCITY SET =T

Fived Uelooity
Valocity Curwve

¥ {hnormal o

Curt™ ]

0 )

Q@ Fixed Velocity (oft, 1...127); When this is set
“off”, the SYY9 tone generator will respond to
your playing velocity according to the velocity
curve specified in . When this is set to a value
0...127, all notes will be given the same spect-
fied veloeity value regardiess of yvour plaving
velaeity.

2] Velocity Curve (0.7 This determines the way

in which the 5Y99 tone gencrator will respond to
yvour playing velocity as shown in the following
diagrams,
Velocity curves 6 (cross-1) and 7 (cross-2)
allow you w crossfade between two voices us-
g key velocity. Set one voice to positive key
velocity sensitivity and the other to negative key
velocity sensitivity, Refer to 4AFM element data
5. AFM seasitivity (OOume #243) and AWM ele-
ment data 4. AWM sensitivity (JUMP #260),

FIXED VELOGITY =1-127 FIXED VELOCITY = Gt

OutputT—-—~ —_—— Qutpul
TFixeri value

‘ h¥ .
Key veiocity

>
Key welgcity

JumpP #802
0. Narmali
Output
Key velocily -
1. Soft — 1 2. Soft-2
. T
-
Cutput e Outpurt
P -

Key velocity _Key velocity

- - - is the Normal velocity curve

3. Easy

4 »

~

Output | o

i e - is the Normal

K; velocity curve

P -
Key welouily

4. Wide

- - - is the Normal
velocity curve

Key velocity

5. Hard
-
Qulpul e '
i - - - is the Normal
- velocty curve
-~
Key velocity
6. Cross — 1 7.Cross -2
-~
Qutput Cutput i
~
P
-~
-
Key velocity Key velocity

- - - i3 The Normal velocity curve
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Remarks: When playing the sound of an instrument
such as organ or harpsichord that normally does
not respond to key velocity, it may be effective
to use a fixed velocity value. A similar result
could be achieved by setting all velocity sensi-
tivity parameters of the voice to 0. In fact this is
preferable since it will leave all other voices at
their normal velocity settings.

The velocity curve setting affects only the
SY99’s internal tone generator, and will be
effective for notes received from MIDI IN as
well as notes played on the SY99 keyboard.
This setting has ne effect on the note messages
transmitted from MIDI OUT.

SYSTEM UTILITY

3. Controllers

JUMP #803

Summary: The MODULATION 2 wheel and an op-
tional footswitch connected to the FOOT SWITCH
Jjack will transmit data using the MIDI conirol
number you specify. Also, the coniroller hold
function can be set to prevent the resetting of
modulation and other parameters affected by
controllers,

Procedure:

From: systemn utility job directory {JUMP #800)

Select: 03:Controllers (JuMP #803)

Specify: the MIDI control number for each
assignable controller

CONTROLLERS 803

]
Hsslﬂnabla Nheel
troller Hold = off
Wh1l H

If you want to assign the MODULATION 2
wheel or the FOOT SWITCH to control external
MIDI equipment and not affect the SY99’s tone
generator, use a MIDI control number that is not
used in Voice Common job 12. Controllers (JUMP
#226, #2217, #228). Refer to the MIDI implemen-
tation chart in the manuals for your other devices
to learn how each device reacts fo incoming
MIDI control data. The official MIDI standard
defines the use of the following control change
messages.

Control change numbers 000 and 032 are
used by the Bank Select message, and cannot be
selected.

© Assignable Foot Switch (1...120): An optional
foot switch connected to the rear panel FOOT
SWITCH jack will transmit countrol messages
of the type you specify here.

@ Assignable Wheel (1...120): The MODULATION 2
whee] located at the left of the SY99 keyboard
will transmit control messages of the type you
specify here,

® Press F1 (Foot) or F2 (Whl) to move the cursor
o @ or 6.

Remarks: The settings in Voice Common job
12. Controllers (JUMP #226, #227, #228) deter-
mine the type of control message by which each
parameter will be controlled. If you want to use
an assignable controller to control the SY99's
voices, make sure that the MID! control number
you assign matches the MIDI control number
selected for the parameter you want to control,
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Continucus type On/off type
081 | Moduiation whesl 064 | Sustain
042 | Breath controllar 085 | Portamento
034 | Foot controller 066 | Sostenuto
005 | Portamanto time 067 | Soft pedal
006 | Data sniry 069 | Hold 2
007 | Main volume 091 | Ex effect depth
008 | Balance control 082 | Tramolo depth
010 | Panpot 093 | Chorus depth
011 | Expression 094 | Celaste dapth

095 | Phaser depth




Normally, modulation and other parameters
affected by the movement of controllers (excepl tor
main volume} are reset when a program change 1s
executed. You can preveut the resetung of these
parameters by setting the controller hold function to
“on”. When this sertunyg is made, all paramecter
values are maintained regardless of their controlicr
assignmenis. For cxample, if pitch modulation 1is
apphicd 1 one voice using MODULATION 1, the same
amount of pitch medulation will be applied to the
next voice that is selected so long as pitch
modulation is enabled for that voice. (Note thal

UTIilTY MODE

pitch modutation need mnot bhe assigned 1o
MODULATION 1 — or any other comtiolter, for thai
matter — for the controiter hold function (o take
cliect.}

Mawn volume, modulation, and all other param-
eters affected by the movement of controllers will be
reset when the SY997s mode is changed from Mult]
to Voice mode (or vice versal, or hy the execution of
a program change in Multi mode, even if the
contreller hold function 1s turmed on.

SYSTEM UTILITY

4, Edit confirm

JUmMP #804

Summary: The “Arc you sure?” message that ap -
pears when you store, recall, or initialize data
can be wmed onfoft.

Procedure:

From: system uiiliy joh directory  (1UMP #8{H)

Select: 04:Edit Confirm {IuMpP #8045

Specify: whether or not the confirm messape will
appear

EDIT COMFIRM Er

Edit. Confirm = [l

@ Edit Confirm (on, off): When this is on vou will
he asked “Are you sure?” whenever an opera-
tion that erases or replaces data is aboul to be
performed. When this 1s off the operation will be
executed without asking for confirmation.

Remarks: Unul you are familiu with the SY99 we
recommiend that vou leave this on.

SYSTEM UTILITY

5. Greeting message

JUMP #3805

Sumnmary: Edit the nwo-line message that 15 briefly
displuved when the SY99 power is tumed on.
Procedure:
From: system utility Job directory  (JUMp #800)
Select: O5:Greeting Message (JoMP #805)
Specily: the greeting message

GREETING MEZSRGE =35
+— .
Line 1 = [ Cprazte POUR sound !l
Lire 2 = [ e DT m oreadd
Tl MR Lo
) i

@ Lnter the 1wo-line x 20 character greetny
nessuge,

@ To clear the currently entered message press Fl
(Clr). (If you clear the grecting message, the
greeting message box will not appear when the
SY99's power 1s turned on.) To switch 1o upper-
case characters press F2 (Uppr). To switch to
lowcer-case characters press 113 (Lowr),

Remarks: Mecthods of enering character data are

cxplained in How ro enier duta of Introdecing the
SYo9,
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SYSTEM UTILITY

6. Memory allocate

JUump #820

Summary: Speci{y how the SY99°s 512 Kbytes of
internal MDR/sample RAM will be allocated for
use by MDR data, and how much will be used
for sample data.

Procedure:
From: system utility job (JUMP #800)
dircctory
Select: 06:Memory Allocale (JUMP #820)

Specify: how much memory o allocate to MDR
data and sample data.
To execute: memory allocation press F§ (Go)
To quit:  without cxeccuting press EXIT

MEMORY RALLCOCHRTE o2a
All Memory = 512 Kb4te
Sample = 512 K Uoed = 445 K
HOR = H: v— lsed = 3 K
init Go—
) o ®

© With the cursor located al the MDR memory
value, adjust the allocation for that type of mem-
ary in 4-Kbyte steps. {The minimum value which
can be allocated to MDR menory Kbytes is 8
Kbyies.) The Sample memory value s
automatically adjusted so that the rtotal will
always be 512 Kbyies,

By pressing F4 (Init) you can clear the memory
and assign all 312 Kbytes to sample memory.

& After you make settings in @, you must press
F8 (Go) for the settings 1o take effect. If you in-
crease the sumple memory allocation and press
F§ (Go), the existing sample data will be pre-
scrved. The sume will be truc if you decrease
sample memory, but leave cnough memory to
hold the samples carrently contained by the
SY99. However, if you attempt to decreasc the
sample memory arca to a value insufficient to
hold the samples currently contained by the
SY99, an crror message will appear informing
vou that the change cannot be executed as de-
sired. In such a case, you will have to initialize
the saumple RAM arca before attempting to de-
crease its volume,
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MDR Memory: The MDR function lets you use the

SY99's disk to save and load bulk data from
other devices. Refer to MIDI Data Recorder
Utility, page 279.

Sample Memory: Sample data can be received at

any time via MiDI from another device. Sample
data can also be loaded from disk as explaincd in
Sample Utility, 3.Load from disk, page 277.
These samples can be assigned to a waveform,
and used in the same way as preset and card
AWM waveforms. Refer to AWM element data,
2.0 Waveform edit, page 160.

Expansion RAM: The size of the MDR/sample

memory area can be expanded (o a maximum of
3 Mbytes using optional expansion memory
boards, model SYEMBOS5, However, even when
the §Y99's MDR/sample memory has been
increased in this manncr, the amount of this area
which can be allocated to MDR use is limited to
a maximum of 512 Kbytes.

For details regarding memory cxpansion,
refer to Expansion memory bhoards in the
appendix (page 325).
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SYSTEM UTILITY

7. Switch lock

Summary: Lock the front panel switches of the
SYY9 to keep them from being operated un-

mtentionally.
Procedure:
From: system utility job (JUMP #800)
directory
Select: 07:Switch Lock
Tolock: the front panel switches press YES

To quit:
To unlock:

withouot locking press NO or EXIT
the front panel switches press
SHIFT+EXIT

SWITCH LOCK

ARE YOU SURE 7?7

(ves ar Mol

This function locks the front panel switches on the
SY99. This may be convenient when you wish to
place books or sheet music on the SY99 front panel,
and do not want memories to he changed acciden-
tally. To unlock the front panel switches, simultane-
ously press the SHIFT and EXIT buttons or tum off
the power once, and you will return to the System
Utility job directory.
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MIDI utility

JUMP #806

Summary: MIDI utility settings determine how
MIDI data is transmitted and received.
Procedure:
From: System utility
Card utility
Disk utility
Sample utility
MDR utility

{JUMP #B00)
(JUMP #812)
(JUMP #816)
(JUMP #826)
(JUMP #830)

Master control {JUMP #831)
Press: F2 (MIDI) (JUMP #806)
Select: the desired MIDI utility job and press

ENTER.
TILITY 586
MIDI [tilitw 21
< B, wmp
Sds  [WHIE Card DEsKE SmPl PUR Fetr—
i

o a

© Move the cursor in this area to select one of the
following jobs and then press ENTER.

01: Setting: The SY99 will receive and transmit
MIDI data as determined by the MIDI chan-
nels and settings specified here.

02: Bulk Dump: Various types of SY99 data can
be transmitted via MIDI to another SY99 or
other device.

© To move to a different utility mode press F1 or

F3-F7. To select a job from the currently dis-

played job directory, hold SHIFT and press a

function key.

MIDI UTILITY

1.

Setting

JUMP #807

Summary: The SY99 will receive and transmit
MIDI data as determined by the MIDI channels
and scttings specified here.

Procedure:

From: MIDI utility job directory (JUMP #806)
Select: 01:Setting (JUMP #807)
Specify: MIDI transmit and receive channels and

scttings

SETTING a7

Kbd,Trans Ch = Prodram Chande= on—

Uoige Recy Ch = Device Number = all
Local joncoff = on | Bulk)Protect. = on
Mote grn off = alll Pattern Prot = on

~Lh Loal Note Frod|Ded Bulk Firn

600 é 6 o6 o

O Keyboard Transmit Channel (1...16): This
determines the channel on which data will be
transmitted from MIDI OUT when you play the
keyboard or move the various controllers. In
multi mode, this also determines which of the
sixteen voices will be played by the keyboard.

258

® Voice Receive Channel (1...16, omni): This
determines the channel on which the SY99 can
be played when in voice play mode. When
“omni” is selected the SY99 will respond to any
channel. In multi play mode, bank select mes-
sages and effect control messages will be re-
ceived on this channel.

® Local on/off (off, on}: This determines whether or
not the SY99 keyboard will play the SY$9 tone
generator, Usually vou will leave this on so that
the SY99 keyboard will play the SY99 tone
generator.

When set off, the SY99 tone generator will
produce sound only in response to messages
from MIDI IN, but messages will be transmitted
from MIDI OUT when you play the keyboard or
move the various controllers,

Data from the SY99’s internal sequencer
will always be sent to the tone generator re-
gardless of the Local on/off setting.




@ Note on/off (all, odd, even): When set to “all”,

©

the SY99 (one generator will produce sound mn
response to all notes received at MIDI IN.
When sct to “odd™ or “even”, the SY99 tone
generator will respond only to odd or even notes.
This affects only the notes received at MIDI IN,
and will have no effect on the notes played by
the SY99 keyboard.

Program Change (off, on): This determines what
the 3Y99 does when a program changs message
is received at MIDI IN, and how program change
messages are trapsmitted from MIDIL OUT.
Usually you will leave this set at “on”. For de-
tails, see the following explanations for Program
Change = off and Pragram Change = on.,

The SY99 will also receive and transmit
MIDI bank select messages {see the chart
below),

Device Number (off, 1...16, all}: This determines
the channel on which the SY99 will receive or
transmit MIDI system exclusive messages such
as parameter changes and bulk data. When
“off” i1s selected, system exclusive messages
wil not be transmitted or received. When “all”
is selected, system exclusive messages will be
transmitted on channel 1, and received on any
channel.

Bulk Protect (off, on); The S5Y99 is able to re-
ceive system exclusive bulk data at any time,
and the newly received data will replace the data
in memory. By setting bulk protect on you can
prevent unexpected bulk data from overwriting
important data.

Pattern Protect (off, on): Song data in the K-Seq
format in MIDI consists of both song data and
pattern data. If the pattern protect item is set io
“off” the $Y99 will receive both the song data
and the pattern data. By setiing the paticmn
protect to “on,” you can instruct the SY99 to
selectively admit song data but exclude pattern
data. This is useful when you wish to receive in
songs without overwriting the pattern data
currently contained in the SY99’s sequencer
memory.

Pressing F1-F$ will move the cursor to the
corresponding item in the display.

Local: If you are using the SY99 by itself, you

should usually leave local on. However local off
can be useful in the following situations.

UTILITY MODE

Some commercially available MIDI process-
ing devices are able to receive a stream of MIDI
note and controller data and process it to create
parallel harmony or other musical effects. If you
have this type of MIDI processing unit, it may
be interesting to turn the SY99 local parameter
off and make MIDI connections so that the note
and controller data transmitted from the SY99’s
MID]I OUT is processed by the MIDI processing
parameter unit and then transmitted back to the
SY99%’s MIDI IN.

If you use an external sequencer with the
S$Y99, you will probably record from the SY99’s
MIDI QUT to the sequencer, and playback from
the sequencer’s MIDI QUT to the SY99’s MIDI
IN. If the external sequencer is able to echo back
(retransmit) the data being recorded, you can
turn local off for the SY99 so that it produces
sound only in response to data from the external
sequencer.

Note on/off: This setting can be used to increase

the number of simultaneous notes. Each $Y99 is
able to produce up to 16 notes of AFM sound
and 16 notes of AWM sound at once. By send-
ing the same MIDI data to two SY99s and set-
ting one to note “odd” and the other to note
“even”, you can double the number of simul-
taneous notes that can be produced.

Program Change = off: Incoming bank select and

program change messages will be ignored.
Program change messages will not be trans-
mitted.

Program Change = on: Incoming bank select and

program change messages will be executed as
indicated in the chart below.

\ﬁ&?ﬁf Bank Program
Number Select Change
Voice (Internal) 1-684 1 1-64
{Card) 1-64 2 1-64
{Presett) 1-64 3 1-64
({Preset2) 1-64 6 1-64
Multi {Internal} 1-16 17 65-80
{Card) 116 18 €5-80
{Preset) 1-16 19 &5-8B0
Voice in Multi {Internal) 1-64 33 1-64
Card) | 1-64 34 1-64
{Preseti} 1-64 35 1-64
{Preset2) 1-64 38 1-64
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MIDE UTELITY

2. Bulk dump

JUMP #3809

Summary: Various types of SY99 data can be
transmitted via MIDI to another SY99 or other
device.

Procedure:

From: MIDI utility job directory (Jump #806)
Select: 02:Bulk Dump {JUMP #8())
Specify: the type of dara to be ransmitted
To execute: data transmission press FR (Go).
To quil:  without executing press EXIT.

BULK BUMP Bag
524
MBEL-EIS:Sd Uoice Q% Sequencst
HoizYn Sebul BEIls Multil 1@:1Song & Pii
OitPan ] a7l Uoioe 111529 Setur
parMorTonine ag:] Mol ot HEER -
311
o

© Move the cursor in the area to select the type of

data you wish 1o transmit. Then press F& (Go).

01: Ve & Mli: All intemal voice, multi, data

02: Syn Setup: System setup data [or the syn-
thesizer section

03: Pan: All internal pan data

(4: McrTuning: All internal micro tuning data

()5: 64 Voice: All internal voices

06: 16 Multi: All internal multis

07: 1 Voice: A single specified voice

08: 1 Mutti: A single specilied multi

0: Sequencer: Data for onc song, plus pattern
data and sequencer sctup data

10: [Song & Par: Data for one song, plus pat-
tern data

I1: Seq Setup: Sequencer setup data

12: NSEQ: Data for one song in N-Seq format

Go: When vou press F§ (Go) transmission will be-
gin and the bottom line of the LCD will digplay
“Now transmitting ! When transmission ends
the bottom line will display “Completed !
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System setup data: The systemn setup data tans -
mitted by bulk dump 02:Syn Sctup consists of all
Svstem utility, MID? utility, and master control
settings.

1 Voice: If vou sclect 07:1 Voice and press F8 (Dir)
a directory of the sixteen voices in the currently
selected bank will appear. Sclect a bank A--D,
and select a voice |-16. Then press F8 (Go) and
the dara of the selected voice will he trans-
mitted, Only internal voices can be dumped.

1 Multi: If you sclect 08:1 Multi and press #8 (i) a
directory of the sixteen multis in the currently
selected memory will appeur. Select a multy 1-
16, Then press r$ iGo) and the data of the
selected multi will be transmitted. Oaly internal
multis can be dumped.

Sequencer data: 1T you select (9:Sequencer,
10:1S0ng & Part, or [2:NSEQ and then press P8
{Dir), a directory of the songs in the sequencer
memory will appear. Seleer a song and press £
(Cio) Lo transmit the data for the song (plus pat -
tern and setup data, depending on the dump type
selected) as a MIDY scquencer data dump. All
pattern data will be transmitted no matter which
song 15 selecied,

The selection of a song 13 the same as de
scribed for the song directory on page 232,
except that direct selection using the function
keys is not possible,

Remarks: For the data w be received by another
SY99, the device number settings of the two
units must match.

Data transmitted by 07:1 Voice or 08:1 Muli
will be received into the editing buller of the re
celving device, If you sclect another memaory
belore sloring it into a memory, the newly re-
ceived data will be fost.




Receiving system sctup data by bulk dump: The

SY99 is capable of receiving abl system  sctup
data which can be transmitted as a bulk dump.
However, the MDR/sample RAM memory allo-
cation setting will not be changed as the result
of an incoming bulk dump.

UTILITY MODE

Receiving song data by bulk dump: When data for

a single song is received by bulk dump (whether
in K-Seq or N-Seq format), that song is auto-
matically assigned to the song number of the
currently selecied song. Any sequence data for
the current song will he deleted by the incoming
data. Morcover, Next Song, Next Mode, and
PGM Select settings cannot be received as part
of a song data bulk dump; these items will retain
the values set for the previous current song, if
any.
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Card utility

JUMP #812

Summary: Card utility jobs allow you to transfer
data to and from a card, and to format a card to
accept SY99 data.

Procedure:

From: System utility
MIDI utility
Disk utility
Sample utility
MDR urility

{JUMP #300)
(JUMP #B06)
(JTUMP #816)
(JUMP #826)
(JumP #830)

Master control (JUMP #831)
Press: F3 (Card) {JUMP #812)
Select: the desired card utility job and press

ENTER.
UT I L I TH) COATH CARD TWPE=-———» &12
thd Ltility _l[ Bl

(%M L.
[ERS For*mdt Ddtd C-.-.ird [_1

A ot Capyd o
tHs T 3 I:b:mr'T TIF F=str- B

@ Move the cursor in this area to select one of the
following jobs and then press ENTER.

01: Load From Data Card: Synthesizer data can
be loaded from a pATA card (RAM card or
ROM card).

(2: Save To Daia Card: Synthesizer data can be
saved 10 a RAM DATA card.

03: Format Data Card: Before you use a new
MCD64 RAM card, you must use this oper-
ation to format it.

{: Load From Wave Card: Waveform data can
be loaded from a WAVEFORM card.

B ‘o move to a different utifuy mode press Fl-12
or Fa-F7. To select a job {rom the currently dis-
played job directory, hold SHUFT and press a
function key.

CARD UTILITY

1. Load from data card

JUMP #814

Summary: Synthesizer data can be loaded from
RAM or ROM card.
Procedure:
From: card utility job directory  (JUMP #812)
Select: 01:Load From Data Card (ijump #814)
Specify: the type of duta to be loaded.
To execute: the load operation press F§ (Go).
To quit: without executing press FEXIT,

LORD DRTA CARD (DHTA CARD TWPE=5Y94%1 314

Dat.a gl sYnthe all

(ETw]

Data Type (synth all, multi&voice (pan, mct),
synth setup): You can load all or part of the data
from card. When “synth all” is selected all the
data will be loaded. When “multi&voice (pan,
mct)” is selected multi, voice, pan, and micro-
tuning data will be loaded. When “synth setup”
is selected the system setup data will be loaded.
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Master Controller Select data s not loaded.
If the card was formatted for the $Y77,
“synth all” wiil he the only choice,

This function loads the specified type of synthesizer

data from a RAM or ROM card inserted in the DATA
card slot. After selecting the data type to load,
press F8 (Gol to Joad the duta from card. The dis-
play will ask “Are you sure?” so if vou are sure you
want to Toad the dula press YES.

If the card inserted in the DATA slot is lormatted
for a different type of device the 1.CD will show
“HRROR: Illegal Format!” Press EXIT to exit from
the error mecssage.

System setup data: The system sciup data loaded
when “synth all” or “synth sctup” data is
sclocted consists of all System utility, MIDI
utility, and master control settings. The MDR/
sample memory atlocation ratio or master
controller select will be chunged as a result of
cither of these luad operations.
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CARD UTILITY

2. Save to data card

JUMP #B813

Summary: Synthesizer data can be saved to a RAM
card.
Procedure:
From: cuard utility job directory  (JUMP #1812
Select: 02:Suve To Data Card {IuMy #813)
T execute: the operation press F8 (Go).
To quit:  without executing press EXIT.

SAVE DATA CRRD <DRATHA CARD TYPE=ZVI9D) 213

HAll (s4nthe) data will be =saved

el

This job saves all synthesizer data to a RAM card
inserted in the DarTa card slot Before a newly pur-
chased RAM card can be used by the SY99 it must

he formatted using the 4. Formaf data card tunction
explained later in this section.

Fress F& {Go) to save the synthesizer data to
card. The display will ask “Arc you sure?” so 1t you
are sure you want to save the data press YES,

If the card inserted 1 the DATA card slot has not
been formatted for the SY99 or the SY77, the LCD
will show “ERROR: [llegal Format !™ Press EXIT to
exit from the error message.

This function saves the following data to RAM card.
& System setup darg (System utility, MIDL utility,
and master control setlings)

Pan data

Micro wuning data

Internal voices 1--64

Interoal toulns 1-16

CARD UTILITY

3. Format data card

JUMP #815

Summary: Belore vou use a new RAM card. vou
must lormat 1t so that the card cun be used by
the SYYY or the SY77.

Procedure:

Frome:  card uulity job directory  (JUME #812)
Select: 03:Format data card (JUMP #315)
To exceute:  the operation press Wy (Go).
Toquit: without executing press EXIT,

FORMRT DHTH CRRD 815
Current ata Card T4re = SYT7T
Format to YIS
Card data will be erased !
EEE S0 L2

This function prepares an MCD64 RAM card (sold
separatelyt for use by the SY9Y or the SY77.

Insert the card inte the data card slot. Press Fj
(5Y99) or F2 (SY77) to indicate which synthesizer
the card s 0 be used by, {1 “SY777 15 selected the
card will be formaticd for use by gither the SY77 or
the SYO9 I “SYO99” iy selected, however, the card
may not be used by the SY77.) Then press F8 (Go)
(o formut the data card, The display will ask “Are
you sure?” so il you are sure you want to lormat the
cardd press YEs.

If the card isx foaulty or is a type that cannot he
used by the 5Y99 the LCL will show an ecror mes-
sape. Press EXIT to exit from the error message.
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CARD UTILITY

4. Load from wave card

JUMP #B24

Summary: This operation loads the entire conients
of the currently inserted WAVEFORM card into
the sample memory, allowing you to simul-
taneously use AWM voices that use data from
two different WAVEFQRM cards.

Procedure:

From: card utility job directory  (JUMP #812)
Sclect: 04:Load From Wave (JUMP #824)
Card
To execute: the operation press F§ (Go)
To quit: without executing press EXIT

LOAD HAUE CART 524

All datz will be loaded

Go—

(1]

© To load all waveform data from the currently in-
serted WAVEFORM card, press F8 (Go). To quit
without loading press EXIT.

Remarks: If all the voices you are playing use the
same AWM WAVEFORM card (or preset wave-
forms), there is no need to use this operation.

This operation will be useful only when you
wish fo use waveformis from more than onc
waveform card at the same time. Once you have
loaded the contents of a waveform card, you can
then insert the other card into the WAVEFORM
slot, and have the waveform data of both cards
available simultaneously.
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Wavcform and sample data loaded using this
operation will be placed in consecutive sequence
in available MDR/sample RAM memory. Data
from two cards may be loaded at once, as long
as there is sufficient mermory available to load all
of the waveform and sample data from the
second card in sequence after the data from the
first card.

If sufficient memory is not available, an error
message will be displayed to inform you of this
fact. You may wish to try using the initialize
waveform (page 161), sample delete (page 275),
initialize sample (page 278), or memory allocate
(page 256) operations to free enough memory to
load the data.

Keep in mind, however, that any memory
area freed by deleting samples or initializing
waveforms must allow the loaded data to fit into
the memory in consecutive order, Thus, for
example, 1t will be of little merit to delete only
the first of a series of samples.

The data contatned in optional waveform
cards is copy protected so that it cannot be ille-
gally transferred to disk or to another device via
MIDI sumple dump. The same applies to some
sample data disks. Copy-protected samples are
indicated on the SY99 sample directory display
by a key symbol, like the one shown here, before
the sample name.
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Disk utility

JUMP #816

Summary: Disk utility operations allow you to
transfer daia (o and from a disk, and o format a
disk 10 accept SY99 data.

Procedure:
From: System utility {JUMP #8015
MIDT utiliiy (JUMP #806)
Card utility (JuMP #812)
Sample utility (IUMP #826)
MDR utility (JUMP #830)
Master conirol {FUMP #%31)
Press: F4 (Disk) (JUMP #816)
Select: the desired disk utility job and press
ENTER
UT I L I TH} CDISK SARUE TYPE=SY22: 21g
R A @5t Backur Dick 2l
ot rom is doiFenans File
=3 Jdue T::r I!l =k A7 Delaete File
gt ; = Aoilliclk Soue T4Hea
aBs ST ﬁﬂr Matr—
) )

© Move the cursor in this arca to sclect one of the
following jobs and then press ENTER.

01: Disk Stutus: This allows you to check the
number of disk files of each type and the re-
maining free area on the disk.

(12: Load From Disk: Synthesizer, sequencer, ar
card data can be loaded from disk.

03: Save To Disk: Synthesizer, sequencer, or
card data can be saved to disk.

04: Format Disk: Before a newly purchased disk
can be used it must be formatted.

05: Backup Disk: Use this operation te make
backup disks for important data.

(6: Rename File: An already existing disk file
can be given a different name.

07: Delete File: An unwanted file can be deleted
from disk.

08: Disk Save Type: This setting allows you to
write “All Data”, “Scquencer All”, or
“Synthesizer All” files in SY77 format.
Songs saved as “[ Song” or “Song ESEQ”
files will be saved in a format common to
both the SY99 and SY77, regardless of this
sefting.

To move to a ditferent utility mode press F1-F3
or ['5-F7. To select a job from the currently dis-
playced job directory, hold SHIFT and press a
function key T't F&.

Important: Before using a newly purchased disk or

a disk that has been used by other devices, you
must format the disk using the 04:Format Disk
operation,

PHEK UTILITY

1. Disk status

Summary: You can check the number of disk files
and the remaining free arca on the disk,
Procedure:
From: disk vtility job direclory {(JuMP #816)
When: the disk you want to check is inserted
Select: 01:Disk Status
Toexit: the disk status display press EXIT.

DISH STRTLS

Q @ 90O e

= | Files

~Total = Z Files

= 2 Fileg

Use=d = 3 Files

Free = 1 Files

' = 4 Files

i | = 3 Flles
8 ©

Total: The toral number of {iles on the disk

Used: The amount of disk space occupied by files
Irees The amount of unused disk space

All: The number of filcs saved as “All Data”
Syn all: The number of files saved as
“Synthesizer AlIY

Seq all: The number of files saved as
“Scquencer All”

Sample: The number of files saved using the
Sample utility save to disk fuuction. See Samp/le
utility 4 Save to disk, page 277.

Card: The number of files saved as “Card”
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© MDR: The number of files suved by the MDR
function (see MIDI data recorder utility, page
279)

O Misc.: The number of all other types of files

Remarks: When this job 15 selected the currently
inserted disk will be checked immediately, so be
sure to insert the disk before you select the job.
There are no settings to make in this job.

DISK UTILITY

2. Load from disk

JUMP #817

Summary: Synthesizer, sequencer, or curd data can
be loaded from disk.
Procedure:

From: disk utility job directory
Select:
Specify:
Press;
Select:

To execute:
To quit:

(JUMP #818)
02:Load From Disk (JUMP #817)
the type of data to be loaded.

ENTER

the file from which to load the data.

the loading operation press F8 ((Go).
without loading press £XI1.

LOAD FROM DISK 217

L1

A
T
=
D
—
—

= SR

SOl
Qo=

10: Other Seq: Sequencer data in K-Seq, E-Seq,
N-Seq, or standard MIDI file format

11: 1 Voice: A single selected voice from a disk
file that was saved as “All Data”

12: 1 Mulii: A single selected multi from a disk
file that was saved as “All Data”

13: 1 Song: A song that was saved as “I Song”

I4: Card: Data that was saved as “Card”

Types of load operations: The data that can be
loaded by each operation depends on the type of
save operation that was used (refer to the foliowing

section J.Save fo disk):

Data that was saved using this
operation:

an be loaded using this
operation;

© Movc the cursor in this arca to sclect the type of
data yvou wish to load {rom disk.

01:
(12

03:

d:

05:

06:

0R8:
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All Data: All data of the SY9%9

Synth All: 64 vowces, 64 multis, 32 pan, 2
micro tuning, and system setup

Seq All: K-Seq data and setup data of the
scquencer section

Syn Setup: Synthesizer system setup data
from a disk file that was saved as “All
Data™

Ve & MIt: 64 voices, 64 multis, from a disk
fite that was saved as “All Data”

Pan: 32 pan data from a disk file thar was
saved as “All Data”

: McrTuning: 2 micro tuning data from a disk

file that was saved as “All Data™

Seq Setup: Setup data from a disk file that
was saved as “All Data”

Song & Pin: 1 song and paticrn scguencer
data from a disk file that was saved as “All
Data”

01:All Data

01:All Data, 04:8yn Setup
05:Vc & Mit, 06:Fan

07 :MerTuning,

08:Seq Setup

0%:Song & Pin, 11:1 Vaice
12:1 Multi

(2:Synthesizer All 2:5ynth All

03:Sequencer All 3:Seqy Al i )
04:1 Song 1311 Song

05:Song ESEQ 10:0ther Sequence

[ 06:MIDI File 10:0ther Sequence
07:Card t4:Card

The load operation procedure may vary slightly de-
pending on the type of load operation selected.

Details are given below.

Load from disk (types 1-8 and 14): As the chart
above shows, load operation types 1 and 4-9
can only be used to load data saved as “All
Data.” Load operations type 2 and 3 arc used to
load data saved as “‘Synthesizer AllI” and
“Sequencer All”, respectively. Load operation
type 14 1s used to load data saved from a data

card.




b, After selecuny the desired load operation, press
ENTLER to select the disk tile from which 1o load
the dati.

The names ol all disk files of the selected type will
be displayed. An clongated dash s displayed atter
tile numbers that contain no data. Move the cursor
o select & lle, or use the numeric kevs o directly
speatty o file nwnber,

2. Although a disk can contain as many as 9% fifes,
the 1.C13 can show only ten filenames at once,
Toa view the rest of the filenames, press ¥l or F2
to scroll the fuename display up or down,

3. Alter selecting a Gle press T8 (Go). The display
will ask “Are you sure 7 [f vou are sure that
you want ro load the data, press YES. The data
will be loaded from disk fike into the SY99.

e

Load from disk (type 93: Load operation type 9 can
be used 1o loud o single song saved as part ot an
“Al Data” file. The procedure for foading this
data differs Irom that described above in that you
must select the song 1o be loaded, and the des-
tunation to which it 1s 10 be loaded.

1. Select the tiie from which data s 10 be loaded.
Then press 198 (I 1o view o directory of the
songs contawed i the selected file,

Move the cursor w select the desired song.

3 lo select the destination inlo which the selected
song will be fvaded, press vd (Dst) and move
the cursor w the desired song number. Note that
it vou select o song location already occupied by
¢, thar daia will be overwrnitten by the load
aperattoi.

4. 11 you change your mind about the source song
you have selected for loading. press #3 {Sre) to
return ta the source sonp directory,

5. When vou have selected the destination song,
press 15 (Go). The SY99 will ask vou if you
want o “LOAD Wit Pattern Data 77 Press
YES 1o load pattern data as well as song data, or
NO to load song data only. The sclected data will
be Toaded from disk inre intemal mcmory.

[~

Load from disk (types 10 and 13): Like load oper-
ation type 9, load operation types 10 and 13 are
used 1o lond data files contuining a single song.
Load operatton 10 is wsed to Joad data saved
wsing the Ji-5eq, N-Seq, and Standard MIDI File

3

UTILITY MODE

formats, whereas load operation type 13 is used
to load K-Seq data saved wsing the "1 Song”
procedure described in 3.Save to disk, below. The
procedure for loading these types of data is
simtlar to that described above for load operation
type 9.

When load operation type 10 or 13 15 sclected,
the display will show the complete names of all
of the files on the disk, whether or not they were
crealed by the SY99. Each filename includes a
three-character cxtension. The {irst letter of this
extension shows the format of the data. Refer to
Disk filename extensions in the Appendix, page
322.

The display cun show the names of only ten files
al one time. Use T and 72 to scroll the display
up or down, and move the cursor to select the
desired file.

To select the destinaiion into which the selected
sonng will be loaded, press ¥4 (Dst) and move
the cursor to the desired song number, Note that
if you seclect u song location already occupied by
data, that data will be overwrilten by the load
operation.

if you change vour mind about the source song
you have selected for loading, press F3 {Src) to
return o the source song directory.

When you have selected the destination song,
press F8 (Ga). H you have selected load opera-
tion type 10 (1 song), the Y99 will ask you if
you want 10 “LOAD With Pattern Data?” In
this case, press YES to load pattern data as well
as song data, or NO to load song data only. The
sclected data will be loaded from disk into
mternal memory.

If vou select and attempt to load 4 file which
does not contain sequencer data readable by the
SY9Y, an crror message will be displayed. When
loading E-Seq or N-Seq data. any data specific
to the device which creaed the file will be ig-
nored. For example, when loading N-Seq data
saved by the QX5FD, macro data will be ig-
nored.

Please refer to About the Standard MIDI
File Format (page 323) for a detailed discussion
of the standard MID file format.
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Load from disk (types L1 and 12): Load operation

P

types 11 and 12 may be used to load a single
voice or multi from a file saved as “All Data.”
The procedure differs {from that described above
for load operation types 1-8 and 14 in that you
must select the voice or multi to be loaded, as
well as the load destination,

Select a load operation type and the file from
which data is to be loaded. Then press F8 (Dir)
to view a list of the voices or multis contained in
the selected “All Data” f{ile.

The display can show the names of only ten
voices or multis at one time. Use FI and F2 to
scroll the display up or down, and move the cur-
sor to select the desired voice or muiti.

To select the destination into which the selected
voice or multi will be loaded, press B4 (Dst),
followed by the bank A-D (if loading a voice)
and the memory select buttons 1-16 to specify
the load destination. Note that voices saved
from banks A-C can only be loaded into banks
A-C,

If you change your mind about the source voice
or multi you have selected for loading, press F3
{Sr¢) to return to the source directory.

When you have selected the source and desti-
nation voice or multi, press F3 (Go) and the
selected data will be loaded from disk into inter-
nal memory.,

System setup data: The system setup data loaded

using load operation types 1, 2, and 4 consists
of all System wutility, MIDI utility, and master
control settings. The MDR/sample memory
allocation ratio will be changed as a result of
load operation type 1; however, this ratio and
master control select data will not be changed as
a result of lead operation types 2 or 4.

Remarks: Some “All Data” files are very large and

will not fit on a single disk. If data is loaded from
such a file, the SY99 may pause during the oper-
ation and ask you to “Please insert No. 2 disk,
OK?” At this time you should insert the next
disk, or press NO to quit the load operation.

When sequencer data is loaded from an “All
Data” or “Sequencer All” file which was saved
using the SY77 format, the song data from that
file will be loaded to the SY99 as Song 1. Any
other songs currently held in the $Y99's mem-
ory will be cleared as a result of the load opera-
tion. For details, refer to the following section,
8.Disk save type.

DISK UTILITY

3. Save to disk

Summary: Syuthesizer, sequencer, and card data

can be saved to disk.

Procedure:
From: disk utility job directory  (JUMP #816)
Select: 3:Save To Disk and press ENTER
Specify: the type of data to be saved.
Press: ENTER
Specify: the [ile into which the data will be
saved
To execute: the operation press F& (Go).
To quii:  without executing press EXIT.
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SAVE TO DISK

CIISK SAVE TYPE=SY99)

Sk bdtes Freg—qwq
1] = H [ HE:MIDI File Bl
A2 iztUrthesizer H a7:iCar
g3iSeduencer ALl o
G4:1 Sond '
85:Sony ESEQR _
|
(20 1]

@ This shows the amount of free area remaining on

the disk inserted in the disk drive.




& Move the cursor in this area to select the type of
data vou wish to save o disk and then press
ENTLER.

O Al Data: Al data of the SY9Y

(2: Synthesizer All: All daia of the synthesizer
section {including sysicm sctup data)

03: Sequencer Alll Al dute of the sequencer
section

04: 1 Song: Sequencer song duata in K-Seq lor-
mat (5YYY sequence data format without
the setup data)

05; Song ESE(Y Scquencer song duta in E-Seq
format (Yamaha QX3 efectones, plaver
pianos, etc.)

(0 MIDI File: Sequencer zong data in standard
MIDT file format (.

(07: Card: The entire coments of 1 card 1nserted
n the DATA slor

Save to disk (types 1-3): T von huve selected save
operation type 1. 2, or 3 to save all sequencer
andfor song data, a display like the following will
appedar when you press ENTER:

Sk (HISK SAUE TYRE=SY39

3

A MES ~# EA
A Bii— MEMW -%
bt - MEL s - MEw -
4di— H fh:— MNEW —
o= MEl —* 16:= MEH —#
F 3 ¥ Flame G

b, Move the cursor or use the numeric keys to
select a lile number under which the data will be
saved. (Up to 99 files may be suved on o single
disk.)y Unused file numbers are indicated by an
asterisk. If you save the dat without assigning
a name, the asterisk wii disappear. It ceces-
sary, press Fioor ¥2 o soeefl te fileraroe display
up or down and find an open {lle number,

It you wish to name the {ile, press 17 (Name) 1o
enter the job descerihed i the foliowimy section
I.4 Save to disk fifename. Since the SYUY recog-
nizes disk Dles by THename extensions {one
character denoting the type and twoe digits
denoting the number) which 1t assigny auto-
matically when saving tiles, it 15 possible to
assign the same name w 1wo or more files.
However, it is a good idea 1o give cach file a
distinetive nume as o reminder of the contents.

[
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3. To save the data to the sclected file, press ¥g
{Go),

4. It the selected file number is already occupied by

data, the SY99 will ask you if you wish to over-
write the file. If you do not wish to keep the data
in the file, press YES and the old file will be
overwritten. If the old data is imporiant, press
NO and select a different file naumber.

Save to disk (types 4-6): Save operation types 46
are used to save data for a single song. Type 4
is used to save data in the K-seq format; type §
is used io save data in the E-Seq format; and
type 6 is used to save data in standard MIDI file
format ). The procedure tor these save opera-
tions 18 diffcrent from that described above in
that you must specify the song 1o be saved.

l. Move the cursor or use the numeric keys to

select o song to save.

Press Fa (Dst) to display the names of the files

contatned on the disk. Move the cursor or use

the numeric keys to select & file number under
which the data will he saved. If necessary, press

Fi or F2 to scroll the display up ot down and find

an open file number.

Please refer to About the Standard MIDI
File Format (page 323) for a detailed discussion
of the standard MM file format.

If you change your mind about the source song

you have selected for saving, press F3 (Src) to

return to the source song directory.

4. The name assigned to the song in the SY99's
memory will be saved as the file’s name unless
vou change it. To change the name, press F7
(Name) to enter the job described in the follow-
ing section 3.7 Save to disk filename.

5. To save the data to the selected file, press F§
{Go).

6. If the selected tile number is atready occupied by
data, the SY%9 will ask you if you wish to over-
wrile the file. If you do net wish to keep the data
in the file, press YES and the old file will be
overwritten. 1f the old data is important, press
NO and select a different file number.

Please refer to About the Standard MIDI

File Format in the Appendix (page 323) for a

detailed discussion of the standard MIDI file

format.

[

i)

269



UTILITY MCDE

Sav

e 10 disk (type 7): This operation allows you to
save the entire contents of a daia card inserted
in the DATA slot onto an SY9Y disk, regardless
of whether or not the SY9Y nsell 1y able o usc
the data from that card. For example, vou can
use this operation (o save the contents of
MCD64/32 data cards which contain data for the
Yamaha V50, SY55/1GS53, or RXE.

The procedure for saving data from a card is
different from that described for save operation
types 1-3 above in that you must specily
whether the card (o be saved is 32 or 64 Kbytes.
If you have selected save operation type 7, a
display like the following will appear when vou
press ENTER:

:?g%§zgggisg Card Ef}’g'dhgd . o
TR G7i— NEA & -
Tl 25k NEW o
gaz- Mo - GiT MLk
A L3 6 IR Hame  Ga

Lo Press 15 (64K) or F6 (32k) to specity the type of
card you are saving from. For an MCD64 card.
press F5 (64k). For an MCLI32 card, press I
(32k).

2. Move the cursor or use the numeric keys to
select a file number under which the card data
witl be saved.

3. 1F you wish to name the Gle, press B7 (Mame)
cnter the job deseribed in the following scction
3.1 Save 1o disk filename,

4 To save the data to the sclected file, press Fg
(Go).

5. I ihe selected hie number is alrcady occupied by

data, the SY99 will ask you if vou wish to over-
wrile the file. If you do wot wish to keep the data
i the file, press YES and the old file will be
overwritten. It the old dala is imporiant, press
NO and select a differem Nile nuwinber.
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System sctup data: The system sciup data saved

using save operation types | and 2 consists of
all System utiliny, M wtility, and master con-
trol settings.

Remarks: Some “All Data™ liles are very large and

will not fit on a single disk. When you save dala
to such a file, the §Y99 will display the number
of disks required to save the file. [ two disks are
required, for example, the message “You need
2 pe. disks, OK?" will appear. Press YES to
continue. If the disk you have inserted iy
unformatted or contains any data files, the SYYY
will ask “Format before saving? or Change
disk.” Press YES to formal the disk while sav -
ing, or NO after replacing the disk, if using empty
disks which are already formatted. (Remember
that formatting a disk will destroy any data it
conlains!)

The SY92 will pause during the save opera-
tion and ask you 1o “Please insert No. 2 disk,
OK?™ At this time vou should insert the next
disk, or press NO to quit the save operation.

When sequencer data iy saved o an CAll
Dara” or “Sequencer AP {ile using the SY77
format, only the song duta for the currently
selected song only will be saved. Any other
songs currently held in the SY99's memory will
not be saved by the save operation. For details,
refer 1o the following section, 8.0isk save tepe.
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DISK UTILITY

3.1 Save to disk filename

Summary: Each file on disk can be given an cight-
character name as a reminder of the contents,
Procedure:
From: the Save to disk filename directory in
3. Save to disk
Press: p7 (Name)
Specify:  an 8-character filenane.
To execute: the Save To Disk opcration press 1%
(Go).
To quit:  without executing press EXIT.

SHUE TO DISK

File Hame = [

@ Enter an eight-character name for the file,

® To clear the currently entered name press Fl
(CIr). To switch to upper-case characters press
F2 (Uppr). To switch to lower-case characlers
press F3 (Lowr),

@ After entering a name for the disk file press F8
{Go). The bottom line of the display will ask
“Are you sure 77 If you are sure that you want
Lo save the data then press YES and the data
will be saved to the specified disk file.

Remarks: Methods of entering character data are
explained in How 1o enter character data. page

30.
Note that the actual disk save operation can
be executed either from this 3.7 Save to disk file-

Clr  Ukor (R j Go . _ : !
o o Py name job or [rom the 3. Save to disk filename
directory,
DISK UTILITY

4. Format disk

JUMP #818

Summary: Before a disk can be used 1t maust be for-
matted to accept SY99 data.
Procedure:
From: disk utility job dircctory  (JUMP #816)
Sclect: 04:Format Disk (JUMP #818)
To exceute: the Tormatting operation press F8
{Go),
To quit:  without exccuting press EXIT.

FSRMAT DTSk

[
—
(]

Fleaze insert 3 blanmk disk

(K]

Newly purchased disks must be formatted by the
SY99 belore they can be used to store dala,
tormatting a disk will erase ali the data on the disk.
Be careful not to accidentally format a disk which
contains valuable data,

The display will ask vou 1o “Please insert a
blank disk™. Make sure that the writc protect slider
of the disk 1s in the write enabled position with the
shder cavering the hole, insert the disk into the disk
drive, and press g (Go). You will be asked “Are
you sure?” If you are sure you want to format the
disk press YES and formatting will begin.

While the disk is being formatted the display will
show “xx% Formatted”. When the number rcaches
100% the display will show “Completed ! until a
switch is pressed.

Note: The SY99 uses exactly the same disk format as
the SY77. Disks formatted by the SY77 can be
used by the SY99, and vice versa,

The formarting of disks is entirely unrelated
1o the disk suve type setting described on page
274, The former refers to the phrysical formatting
of disks so that thev cun be used by the
synthesizer’s disk drive, whereas the latter
refers to the data formar used when saving
seqguencer daia to a disk,
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DISK UTILITY

5. Backup disk

JUMP #5182

Summary: Use this operation fo make backup disks
for important data.

Procedure:
From:
Select:

To execute:

To quit:

disk uizlity job directory  (Jump #8106)
05:Back Up Disk (JUMP #819)
the backup operation press F8 (Go).
without executing press EXIT.

Floppy disks are generally quite reliable, but it iy
always a good idea to make backup copies of impor-

tant data.

Importani:
used, all

hen this 5. Backup disk operation is
data in the SY99 seguencer memory

will be lost,

BACKUP_DISK 212
Disk Dtz Load
! ZEE data will be erased |
Flease incert SOURCE disk
a
b0

Insert the source disk (the original data) into the
disk drive and press F& {Go). The display will
show “Now Loading” and the data will be
loaded into the SY99’s memory. The “xx%
Loaded™ display indicates the percentage of the
backup data that has been loaded.

When the $Y99 has loaded as much data as
possibie, the display will ask you 1o “Please in-
sert DUPLICATE into drive.”

Make sure thar the backup disk is correctly for-
matted for the SY99 and that its write protect
slider is in the write enabled position (covering
the hole). Insert the backup disk nto the disk
drive and press F3 (Go).

The display will show “Now Saving”™ and the
data will be saved onto the backup disk. The
“xx% Saved” display indicates the percentage
ot the data that has been saved.

Repeat steps 14 until 100% of the source data
has been loaded and saved. When the backup
process is complele the display will show
“Completed '".

DiSK UTILITY

6. Rename file

Summary: An already existing disk file can be given
a differeni name.

Procedure:
From: disk utility job directory  {JUMP #816)
Select: 06:Rename File
Specify: the type of file you wish to rename.
Press: ENTER
Specify:  the file you wish 1o rename.
Press: ENTER
Specily: the new filename.
To execule: the rename operation press F§ (Go).
To quit: without executing press EXIT.
RENAME FILE .

FE bates Free o
W a5:MITDI File Loal
Wl Sunthesizer b7 Card |
B3 ‘Seﬂuﬂ-h:_,r:-r* All BS: 1 _Samele :
ad4: uorﬂ Gd=MDR Iat.a !
B3:s on?! SER i

|
o
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This shows the amount of remaining free mem-

ory for the currently mserted disk.

Move the cursor in this arca to select the type of

file you wish to rename.

O1: All Data: All data of the SY%9

(2: Synthesizer All: All data of the synthesizer
section

03: Sequencer All: All data of the sequencer
section

Od: 1 song: Sequencer song data in K-Sey format
(8Y99 sequence dala format without the
setup data)

05: Song ESEQ: Sequencer song data in E-Seq
format (Yamaha (X3, electones, player
pianos, etc.)

06: MIDE File: Scquencer song data in standard
MIDI file format O

(¥7: Card: Data saved from a data card
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08: 1 Sample: Sample data in SY99 or TX16W 4. Enter an eight-character naine for the file. To
format clear the currently entered name press Fl (Clo).
09 MDR: Data saved data using the MDR To switch to upper-case characters press F2
Save 1o Disk operation (Uppr). To switch to lower-case characters
1. After selecting the type of file you wish to re- press B3 (Lowr).
name, press ENTER and the names of all files of 5. Afler entering a new name for the disk file press
the sclected type will be displayed. F8 (Go). The bottom line of the display will ask
2. Move the cursor or use the numeric keys to “Arc you sure 77 If you are sure that you want
select the (il 1-99 you wish to rename. If nec- 1o rename the file then press YES and the disk
essary press Fl (A} or T2 (v) to scroll the list fike will be renamed.
of filenames.
3. After selecting the file you wish to rename picss
F& (Name).
DISK UTILITY

7. Delete file

Summary: You can delete an unwanted file from

disk.
Procedure:
From: disk utility job directory  (JUMP #816)
Select: 07:Delete File
Specify: the type of file you wish to delete.
Press: ENTER
Specify:  the file vou wish 1o delete.

To excecute:

the delete file operation press F§ (Go).

To quit:  without executing press EXIT.

DELETE FILE

0

124

K hdtes Free
BeiMIDI File | a1
bz SuRthesizer H @7:Card
92 Seduencer ALl @grl Sapele j
Bd:l Song @3:iMIR Data _ |
@5 Sony ESEQ :
]
(20 1]

This shows the amount ot remaining frec mem-

ory lor the currently inserted disk.

Maove the cursor in this arca to sclect the type of

file you wish 10 delete.

0L All Data: All data of the SY99

02: Synthesizer All: All data of the synthesizer
section

(3: Sequencer All: All data of the sequencer
section

04: 1 song: Sequencer song data in K-Seq format
(SY99 sequence data formar withour the
sctup data)

05: Song ESEQ: Sequencer song data in E-Seq
format (Yamaha QX3, electones, player
pianos, elc.)

00: MIDI File: Sequencer song datu in stundard
MIDI file format 0

(7. Card: Data saved from a data card

(8: 1 Sample: Sample data in SY99 or TX16W
format

08: MDR: Data saved data using the MDR
MDR Save To Disk operation

After selecting the type of file you wish to
delete, press ENTER and the names of all files of
the selected type will be displayed.

Move the cursor or use the numeric keys to
select the file -39 you wish to delete. If neces-
sary press Fl {a) or F2 (v) to scroll the list of
{ilenames.

After selecting the file you wish to delete press
#8 (Go). The bottom line of the display will ask
“Are you sure 7 If you are sure that you want
to delete the file then press YES and the disk file
will be deleted.
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DISK UTILITY

8. Disk type

Sammary: This setting determines whether disk
save operations for data types “All dara”,
“Synthesizer all” and “Sequencer AIL” will be
performed in SY99 format or in SY77 format.

Procedure:

From: disk uiility mob directory
Select: 08:Disk Save Type
Press: F1 (8Y9D) or F2 {SY77) to select the disk
format
To exit: the disk Lype selection press EXIT

(JUMP #816)

DISK SAJE TYPE

o
]
0]

SYNTH & SEZ Data Save Ture = EVEE

SY St
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You will need to make this setting only when you
wish to save “All Data”, “Synthesizer All” and
“Sequencer All” data 1o a disk which will be later
loaded by an SY77.

Although most types of disk file are compatible
between the SY99 and the SY77, “01:All Data™,
*02:Synthesizer All” and “03:Sequencer All”
formats are not compatible. The S§Y99 “All Data”
contains synthesizer. sequencer, waveform, sumple
and MDR data, but the SY77 “All Data” contains
only synthesizer and sequencer data, The SY99
“Synthesizer All” is in a different format than the
SY77 “Synthesizer All™

Once the data has been loaded into SY%9 mein-
ory, it can be saved to disk in either format.

When the power is turned on, this will alwuys be
set to “SYS9” format.
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Sample utility

JUMP #8286

Summary: Send and receive MIDI sample dumps,
save sample duta 1o disks, load samples {rom
disks, and organize samples within the SY99’s
sample memory area.

Procedure:

From: Sysiem utility
MIDT utility
Card utily
sk odiday
MDR utility

{JUMP #300)
(JUMPE #3806}
(JUMP #812)
{(JUMP #816)
(JUMP #8300
Master contro! {JUMP #831)
Press: s (Smpl) {JUMP #820)
Select: the desired sample utility job and
press ENTLER,

UTILITY =

Sarele Utilitd A
e 1 =

@ Move the cursor in this ares to select one of the
Tollowing joby uned then press ENTER,
Ol; Sample Dir: This ailows the display, copy-
ing, and deleting of sample data.
02: Sample Dump: Qutput samples and wave-
torms from the SY99 by MIDI sample dump;
also, outpul sample dump requests.

03: Load From Disk: Load sample data from
disk.

4: Save To Disk: Save sample data to disk.

05: Initialize Sample: Initiatize the SY99’s
sample memory.

@ To move to a different vtility mode press FI-F4
or T6 F7. To select a job from the currently dis-
played job directory, hold SHIFT and press a
function key.

Edit sample: Sample data which has been loaded to
the SY99 can be edited as described in AWM
element data 2.0 Waveform edit, page 160.
However, samples toaded from waveform cards
and copy-protected disks cannot be saved 1o
disk or output via MIDI sample dump.

Important: [t is pussible [or data in internal memory
to be lost as a result of inappropriate operation
or other reasons. We recommend that you kecp
backups of important voice, multi, system,
sequencer, sample, MDR data on a [loppy disk
or memory card {(MCD64). 1t 15 also possible for
the daia in a floppy disk or memory card to be
lost as a result of static electricity, magnetic
ficlds, or other canses. Tor very important data
i1 always a pood idua 1o make double backups.

SAMPLE UTILITY

1. Sample directory

JUMP #827
1 A . - 4 [, e ]
Summary: Copy and delete samples while viewing SAMPLE DIRECTORY 2T
a directory of the samples currently contained =30
the SY9 < sumple memory.
Procedure:
From: sawnsde utility job {JUMP #826) Copd

directory
Select:  05:Sample Dir
Specify: a sample.
To delete: a sample, press ¥5 (Del).
Tocopy: a sample, press 05 {Copy).
Toexit: to the sameple otidity job directory,
press EXIT.

(JUMP #827)

@ The names ol the samples contained in the
SY99’s sumple memory will be displayed in Lhis
area. Move the cursor o select a sample.

@ The display can only show len samples at one
titne. Press #1 or £2 to scroll the display up or
down and view other saples.
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® Press F5 (Del) to delete a selected sample from
memory. This does not delete the corresponding
file management data. Use the Initialize Sample
function (page 278) to delcte ull data.

@ Press F8 (Copy) to copy a sample within the
sample memory. Refer to the following explana-
tion of the Copy Sample function.

Copy Sample: To copy a sample, move the cursor 1o
an empty space in the sample dircctory display
and press 1% {Copy}. A display like the one fol-
lowing will appear:

COPY BRMFLE

Soutoe Sapitle S lect

o1t I A — <D0

ek 1i e —

B3l PilancHi BiEl e

R ‘ 2t

A5 —— e 1 —————

A — ¥ | Go
) o o

© Move the cursor within this arca to select a
sample to copy.

B The display cun only show ten samples at one
time. Press F1 or F2 to scroll the display up or
down and view other samples,

® Press Fs (Go) to copy the sclected sample.

SAMPLE UTILITY

2. Sample

dump

JUMP #B828

Summary: This function allows you to dump wave-
form and sample data, and to request sample
dumps.

Procedure:

From: sample utility job
directory
When: the SY9Y9 is connecied 1o another
MID] device capable of sending and
recelving sample dumps
Select:  02:Sample Dump (JuMp #828)
Specify:  the type of dump to perform,
To dump wavetorm data:
press 8 (Go).
To dump sample data;
specity a sumple and press F& (Go).
To request a sample dump:
specily a destination and press F6
(Ryst).
To exit: without cxeculing, press EXIT.

{IUMP #826)

SHMFLE TiLMp

an)
T
0

[

(I T

© Two types of dump operations are listed here.
Move the cursor to select the desired operation
and then press ENTER.
01: Waveform: This allows you to dump all
internal waveform dara.
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02: Sample: This job allows you to dump a
specified sample, or Lo send a sample dump
request.

@ 1f 0/ :Waveform 1s selected, press F§ (Go) o
dump the wavelorm data. 16 02:Sample is
selected, the label for F§ will change to “Dir”.
Refer to the following cxplanation of the Sample
dump funcuon.

Sample dump/request: If 02 Sample is selected, the
lubel for B8 will change to “Dir”. Press ¥& (Dir)
to display a directory of samples contained in the
SY99’s sample memory.

F=anFLE TUMP 524
[?lﬂﬁi!—}ﬁ'i]%% ai
it H1anofl
g3: FiancHi
Bl —eeeee
AT e

) ) %) o

@ Move the cursor within this area to select a
sample o dump. (If performing a sample dump
request, select an empty space to scerve as the
destination of the incoming sample.)

& The display can only show ten samples at one
tima. Press Tl or F2 to scroll the display up or
down and view other samples.

@ Press Fo (Rgst) to send a sample dump request.

@ Press #8 (Go) to dump the selected sample.




Remarks: The SY99 will display the message
“MIDI Transmitting ! and show the number of
remaining sample packets to be (ransmitted at
the bottom of the LCD while the sample dump is
In progress.

UTILITY MQDE

Data originally loaded from waveform cards
or copy-protected disks cannot be output from
the SY99 via MIIM sample dump.

Some TX16W samples may produce noise
when loaded to the SY99 via sample dump, Try
transterring these samples via floppy disk.

SAMPLE UTILITY

3. Load from disk

Summary: You can load sumple data from a floppy
disk.
Procedure:
From: sample utility job
directory
Wheno a disk containing sample data is in-
serted in the SY99 disk slot
Select:  03:Louad from Disk
Specify: the sample to load, and the load desti-
nation,
To exccute: press Fi {(Go).
To exit:  without executing, press EXITT.

(JUMP #826)

LOAD FROM DISK
Data Ture = | Samele
3 ¥EibBrass 2 (2%
BPE —————e
B! ——m————
Ad: —————=
16 ——m -
T=st |
2] e 11} (1]

©® When this operation is selected, the display will
show a directory of all sample files on the disk.
Move the cursor within this area to sclect a
sampie to load.

® The display can only show ten sample files at
one time. Press FL or T2 to scrolf the display up
or down and view other samples.

© To select the destination into which the selected
sample will be loaded, press Fa (Dst), The fol-
lowing display will appcar:

LORD FROM DIGK L
Load 1 Samele De;t1qgt10ﬂ
(=

B1: Fianobow B —————— 14
gz: Piasnolfid BYE e
13 PigroHi = T —
e L —
blos — e ——— A? ———me
F i I 2 SVEC EE’_I Go
0 ® ® o

@ Move the cursor within this area to select a
destination sample numbcer. Note that if the
selected sumple number is already occupied by
data, this data will be overwritten by the load
operation,

& The display can only show ten sample numbers
at one time. If necessary, press F1 or F2 to scroll
the display up or down and find an open sample
number.

® If you change your mind about the sample you
have selected for loading, press ¥3 (Sr¢) to re-
twmn to the source sample dircctory.

O Press F8 (Go) 10 load the selected sample.

Remarks: The number ol samples which can be
loaded to the SY99’s sample memory depends
on the amount of sample memory available and
on the sizc of the samples [oaded. The size of
the sample memory area can be expanded up to
3 Mbytes, as described in Expansion memory
boards in the appendix (page 325).

SAMPLE UTILITY

4. Save to disk

Summary: With this operation, you can save sam-
ple data 10 a floppy disk.
Procedure:
From: sample utility job
dircctory
When: a disk is inseried in the SY99 disk slot

(JUMP #826)

Select:  04:Save to Disk
Specify: the sample to save, and the file into
which the data will be saved.
To execute: press T8 (Go).
To exit:  without execuling, press FXIT.
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ZAVE TO DISK )
Sauve 1 Saple Source, @
Wit Flarnohl BT e
23: FianoH1 e
4 —————- AN ——m—
R ——e— e fH: ———rm——
& T ¥ :':,t
2] & 00

© When this operation is selected, the display will
show a directory of all samples contained in the
SYY9's sample memory. Move the cursor within
this arca to select a sample to save.

® The display can only show the names of ten
samples at one time. Press Fl or F2 1o scroll the
display up or down and view other samples.

® To select the destination file into which the
selected sample data will be saved, press F4
{Dst). The following display will appear:

© Move the cursor within this area to select a
destination [iJe number. Note that if the selected
file number is already occupied by data, this duta
will be overwritien by the save operation.

& The display can only show ten file numbers at
one time. If necessary, press Kl or F2 to scroll
the display up or down and find an open file
number.

@ | you change your mind about the sample you
have selected for saving, press F3 (Src) to return
to the source sample directory.

@ Press F8 (Go) to save the selected sample data.

Remarks: Data originally loaded from waveform
cards or copy-protected disks cannot be saved to
disk.

The size of a sample file depends on the
amount on the amount of data a sample contains.
Some large files of sample data may oot fit on a
single disk. When you save data 1o such a file,
the SY99 will display the amount of disk space
required to save the entire file and ask whether
it should format the disk as it saves the data.
Press YES to format the disk while saving, NO it
using disks which are already formatted.
(Remember that formatting a disk witl destroy
any data it contains!) The SY99 will pause dur-
ing the save operation and ask you to “Please
insert No. 2 disk, OK?". Al this time you should
inscrt the next disk, or press EXIT to quit the
$ave operation.

SAMPLE UTILITY

5. Initialize sample

Summary: This operation clears all data from the
SY99’s internal sample memory.
Procedure:
From: sample utility job
directory
Select; 05:Initialize Sample
To execute: the initialize operation press YES
To quit: without initializing press NG

(JUMP #826)

INITIALIZE SAMPLE

ARE YOU SURE 7

(Yes o MNOJ
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Press YES if you arc sure you want to initialize the
internal sample memory. All sample data and wavce-
form assignments will cleared from the SY99's
sample memory. Note that data cleared in this way
is permanently deleted and cannot be recalled!

To clear a single sample from memory, use the
delete operation described in [ .Sample directory
above, page 275. To initialize a single waveform,
use the [Initialize waveform function described on
page 161,

Sample memory initialization will not affect the
data siored in memory allocated to the MIDI data
recorder.
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MIDI data recorder utility

Summary: MIDI data recorder utility jobs allow you

to use the SY99 disk drive 1o save and load data
from other devices.

Procedure:
From: System utility (JUMP #800)
MIDI utility (FUMP #506)
Card utility (TuMP #812)
Disk utility {(JUMP #816)
Sample utility {JUMP #826)
Master control (IuMP #831)
Press: Te (MBDR) { UMD #8531

Select: the desired MID! data recorder job an
press ENTER
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@ Move the cursor in this arca to select one of the

fotlowsng jobs and then press ENTER.

(: Output: This operation transmits MIDI bulk
data from SY99 MDR memory 10 an external
device.

G2: Input: This operation receives MIDI bulk
data from an external device into SY99
MDR mecmory.,

(3: Load From Disk: This operation loads a file
ot MIDI bulk data from disk into the SY99
MDR memory.

0 Save To Disk: This operation saves MIDI
budk datu from $Y99 MDR memory to a disk
file.

05: Initiatize MDR: This operation initializes the
SY99 MDR memory.

To move to a different utility mode, press £1-¢5
or F7. To sclect a job from the currently dis-
played job directory, held SHiFT and press a
function key.

JUMP #830

MDR procedure: The SY99’s MDR function pro-
vides a convenient way of storing data for de-
vices which do not have their own disk drive or
card slot, but arc able to tranmsit their data as a
MIDI bulk message. Use the following pro-
cedure 1o save data for such devices.

1. Use 02:Inpur MDR to receive the data from the
external device into the SY99's MDR memory.
Use d:Save To Disk 1o save the data from SY99
MDR memory onto an SY99 disk,

[ ]

When you wish to toad the data back into the exter-
nal device use the following procedure.

3. Use 03:Load From Disk to load the data [rom
5Y99 disk into SY99 MDR memory.

4. Use 0/ :Outpur MDR to transmit the data from
SY99 MDR memory to the external device.

For details, refer to the explanations in cach of the
foilowing sections.

Important: Before using a uewly purchased disk or
4 disk that has been used by other devices, you
must tormat the disk using the Disk ukility
4.Formar Disk operation {page 271).

It is possible for data in internal memory to
be lost as a result of inappropriate operation or
other reasons. We recommend that you keep
backups of impostant voice, multi, system,
sequencer, sample, MDR data on a floppy disk
or memory card (MCDO64). It is also possible for
the data in a floppy disk or memory card to be
lost as a result of static electricity, magnetic
fields, or other causes. For very important data
1L is always a good idea to make double backups.

Note: The appendix contdins a tuiorial on using the

SY99's MIDI data recorder functions. Refer to
puge 312,
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MIDI DATA RECORDER

1. Output

Summary: This operation transmits MIDI bulk data
from SY99 MDR memory to an cxtemal device.
Procedure:
From: MIDJ data recorder utility job
direciory (JUMP #830)
Select: 01:Cutput
Sclect: the MDR data you wish o transmit
To transmit: the data press F& (Go)
To quit: without transmitting press EXIT

MDR QUTFUT
ai

Datas Hame Block int Send From+To
[B1: S ‘g ALL T
B2:5un 1 B AlLL
O3 e D ] o e
Agi - e e —4 it St R
[ & v f [ Go

2] @ (4] 5]

© Data Name (1-99): This displays the number
and name of each set of bulk data. A name can
be assigned to each set in MDR wtility 2.MDR
input (page 281).

@ Block (1-32767): This displays the nuinber of
FO-F7 blocks in each set of MIDI bulk data.

® Int (0_..10): This specifies the interval inserted
between blocks of data. If you enter a value of 0,
an interval of 100 ms (milliscconds) wilt be
inserted between each FO-F7 block of data, or
after cach 4096 bytes of data, should a single
block exceed this length. You may enter a num-
ber from 1 to 10 1o speeify the number of 100 ms
intervals inserted between each FO-F7 block of
data, or after each 1024 bytes of data, should a
single block exceed this length. (Thus, if you
enter a 3, a 300 ms interval will be inserted be-
tween each block of data, and alier each kilobyte
ol data in blocks longer than one kilobyte.) Some
devices are not able to receive large amounts of
incoming data in a short time, If necessary,
increase this interval time. The default is an
interval time of zero.

O SndType (ALL, Select); You may specify all
blocks or selected blocks of the set of data to be
transmitted. 1f “ALL™ is selected all FO-F7
blocks in the set of MIDI bolk data will be
transmitted, If “Select” is selected, you can
specify which FO-F7 blocks of the duta will be
transmitted (see @ below).

280

® From, To: If Snd Type & has been set to
“Select”, you can specify which FO-F7 blocks of
the data will be transmitted. Many devices dump
the contents of their internal memory as a
separate FO F7 block (a scparate bulk
message) tor each type of data, and are also
able to receive individual blocks. Refer to the
system exclusive documentation for your device
to learn how it transmits and receives butk data.

Output procedure: Before you transmit MDR "data
to an external device, make sure that the receiv -
ing device is ready to rcceive the data. If the
device has a “bulk protect” setting, turn it off.
Also make sure that the MIDI OUT of the SY99
1s connected to the MIDI IN of the receiving
device.

1. Move the cursor in @ to sclect the set of data
(1-99) you wish to transmit. If necessary, press
Fl {&) or F2 (¥) to scroll the display up or
down.

2. If necessary, increase the interval time in €. In
most cases the default valuc of 1 will be suffi-
cient.

3. If desired, specifly in @ and @ which FO-F7
blocks of the selected sct of data will be trans-
miteed.

4. To transmil the data press I'$ (Go). While the
data 18 being transmitted, the bottom line of the
display will show “MDR Transmitting!”, and
show the number of blocks that have been
Lrunsmitted.

5. When transmission is complete, press any key
to exit the display.
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MIDI DATA RECORDER

2.

Input

Summary: This operation receives MIDI bulk data

from an external device inio SY%99 MDR
memory.
Procedure:
From: MIDI data recorder utility job
directory (JUMP #83(1)
Select: 02:Input
Specify: the MDR data memary into which the
MIDI bulk data will be recetved
To begin: reception press F8 (Go)
To quit:  without receiving press EXIT
Toend: reception press EXIT

MDR IMPUT

a1
-Data Mame Bik Chnt Size(KBYTE?
g1 9 5
92 5un 1 )
A3 — NEW —= Ik B
a4:1— MEH ~—* —r—= —p——
A T el Mame 1o
o o 0 0 ®© ©0 o
@ Data Name (1..99); The MDR memory can

@

O @ @ ©

accommeodate up to 99 sets of bulk data, and
cach sct can conlain one or more FO-F7 blocks
or messages. The number and nume of cach bulk
data set are displayed here. To assign a name to
a set of hulk data, press F6 (Name} as explained
below.

Bik Cnr (1-32767): For data which already
exists in MDR memory. this displays the
number of FO-F7 blocks in each set of data.
Size: For data which already exists in MDR
memory, this displays the total size of the set of
data in kilabytes,

Press Fi (a) or F2 (¥} to scroll the display up
or down.

By pressing F5 (Del) you can deiete the selected
set of data from MDR memory.

By pressing F7 {(Name)} you can name an unused
memory or rename a previously used memory.
When you press F8 (Go)}, the §Y99 will begin
recording the incoming MIDI bulk data until you
press EXIT.

¥}

h

Move the cursor in @ 10 sclect an empty data
location {marked *— NEW —#"} into which the
incoming MIDI bulk data will be received. If nec-
cssury, press F1 (a) or F2 (v) to scroll the dis -
play up or down.

I is not possible io receive MDR data into a
location which already contains data. If you wish
to delete or overwrite old MDR data, press F4
(Del) to delete the data.

If desired, you can assign a name to the data by
pressing F6 {Name). A display will appear,
allowing you to input an MDR name. You may
execute MDR input from the naming screen.
Whether or not vou have assigned a name to the
data, press F$ (Go) to begin recording MDR
data. The bottom line of the display will show
"MDR Recording!”.

Refer to the operating manual for your MIDT de-
vice, and make it transmit the desired type of
MIDI bulk data. As the SY99 receives data, the
number of blocks that have been reccived will be
displayed in the bottom linc. You may transmit
any number of MIDI bulk messages (FO-F7
blocks} from any number of devices, and they
will all be recetved into the currently selected
sct of bulk data.

When the external device has finished transmt-
ting the data, press EXIT. The bottom line of the
5Y99 display will show “Completed!”.

If the SY99 did not receive any MIDI bulk
data, the bottom line of the display will show
“Recording Canceled!”. Make sure that the
external device is actually transmitting bulk
data, check MIDI connections, and try again,

Remarks: MIDI bulk data that has been received

inte the SY29 MDR memory is preserved even
when the power 1s turned off. However as a pre-
caution against accidents, we suggest that you
use the following 3.Save to disk operation to
save the MDR memory to a disk file.
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MIGI DATA RECORDER

3. Load from disk

Summary: This operation loads a disk file contain-
ing up 1o 99 sets of bulk data into the SY9Y
MDR memuonry.

Procedure:

From: MIDI data recorder utility  (JUMP #830)
Job direciory
Select: 03:Load From Disk
Select: the MDR tile number o load
Toloud: the MDR file into MDR memory press Fg
(Go)
To quit: without loading press FXIT

LOAD FROM DISK
Ila‘rl..a Tuytre = MIORE Dats .

@ File Name (1-99): This displays the number and
name of cach MDR file on the disk.

8 Press F1 (a) or T2 (v) 1o scroll the display up
or down.
When you press F8 (Go), the selected MDR tile
will be ioaded into the SY99 MDR memory.

Loading procedure: This operation will load onfy
files thal were saved by the 4.5ave to disk oper-
ation. The file that is loaded contains up to 99
sets of MDR data, with each set containing one
or more FO-F7 blocks of bulk data. All sets of
data that were previously in MDR memory will
be overwritten by the newly loaded file. It is not
possible 1o load individual sets of data from an
MDR file.

1. Move the cursor in @ w0 sclect a disk file 1-99.
II necessary, press F1 (A} F2 () to scroll the
display up or down.

2. Press F8 {Go) 1o load the selected MDR file into
MDR memory.

MIGI DATA RECORDER

4. Save to disk

Summary: This operation saves all 99 sers of data
from SY99 MDR memory (o a disk file.
Procedure:
From: MID] data recorder utility  (JUMF #830)
job directory
Select: 04:Save To Disk
Setect: the file number into which the MDR data
will be suved
Specify: a name [or the file if desired
To save: the MDR data to a file press F$ {Go)
To quit: without saving press EXIT

SHUE TO DISK

[lats Ture = MIK Data
) BEI~ NEW —-= &1

i NGloea? dre— MEM —%

G3: Sonds HEt — MER -

Ads = HER @R NEW —+

g5t~ HEW —=% i — MEL =%

A YW Mare TG0
2 @ € 4]

@ File Name (0-99): This displays the number of
euch MR {ile on the disk, and the name which
wis assigned (o the file data by pressing Fo
(Name) ax explained below.
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& Press FI (&) or F2 (%) 1o scroll the display up
or down.

® By piessing ro (Nume) you can assign a nume
10 the selected file.

@ When you press F8 (Go), all data from the SY99
MDR memory will be saved in the specilied tile.

Saving procedure: Before this operation can he
used, the MDR memory must contain data re-
ceived by the 2.npur operation explained on
page 281, This operation will save all 99 sets of
data from MDR memory to a file. [t is not pos-
sible to save individual sets of MDR data o a
file.

1. Move the cursor in @ to select a disk file 1-99.
If necessary, press I'L (&) or E2 (v) to scroll the
display up or down.

[T you wish to specify a name for the file, refer to
the section Save 1o disk filename on page 271,
Press #5 (God o save the MDR data o the file,

b

)




UTILITY MODE

MIDI DATA RECORDER

5. Initialize MDR

Summary: This operation clears all data from the Press YES if you are sure you want to initialize the
SY99’s internal MIDI data recorder. internal MDR memory. All data will cleared {rom the
Procedure: SY9%'s MDR memory. Note that data cleared in
From:  MIDI data recorder utility job this way is permanently deleted and cannot be
directory (TuMP #830) recalled!
Select: 05:Initialize MDR MDR initialization will not alfect the daia stored
To execute:  the initialize operation press YFES in. memory allocated as sample memory area.

To quit:  without initializing press NO

INITIALIZE MDR

ARE YOU SURE 7

i (Yes ar Mo
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Master control utility

Summary: Master control utility jobs allow you to
select master control setups, edit setup parame-
ters, and specify the channels on which each
type of data is transmitted.

Procedure:
From: System utility {JUMP #800)
MIDI utility (JuMP #806)
Card utility (JTUMP #812)
Disk utility (JUMP #816)
Sample utility { JUMP #826)
MDR utility (JUMP #830)
Press: F7 (Mstr) (JUMP #831)

Select: the desired master conirol utility job and
press ENTER,

JUMP #8321

UTILITY o1

Master Control al
s Transmi 1lter

S9s_ WMIDI Card Disk Smpl MDR  Wo%s i

o )

© Move the cursor in this area to select one of the
following jobs and then press ENTER.

01: Controlier Select: Select one or more MIDI
master control setups, and edit setup
parameters.

02: Transmit Filter: Specify which types of data
will be transmitted on which channels when
the SY99 is in master control mode,

@ To move to a different utility mode press F1—Fs.

To select a job from the currently displayed job

directory, hold SHIFT and press a function key.

MASTER CONTROL

1. Controller select

JUMP #832

Summary: This job allows you to select master
control setups and edit setup parameters.
Procedure:
From: master control utility (JuMP #831)
directory
Select: 1:Controlier Select
Specify: a master control setup to activate, de-
activate, or edit.
To activate: an inactive setup, press ENTER,
To deactivate:
an active setup, press ENTER.
To edit: a control setup, press F8 (Edit).

CONTROLLER SELECT 832

Hormal 1Uc SiMair? chrd 1
2:Hormal 4le gifin~7 chrd
Jikey sPlit gg;th chrd

4:Uelo zpklit 1Tsus4 clwd
atri Lont Stor— Mute Solo Edit
e o0 0 o ®
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© This area displays the names assigned to the
eight master control setups. Move the cursor to
a setup number and press ENTER 1o activate or
deactivate the selected setup. Refer to the
explanation of the Activation function, below.

@ Press F1 (Strt), F2 (Cont), or F3 (Stop) to
transmit a start, continue, or stop message to an
external sequencer or rhythm machine via MIDI
OUT.

® Press F6 (Mute) to switch Mute mode on or off.
Refer to the explanation of Mute mode, below.

@ Press F7 (Solo) to switch Solo mode on or off.
Refer to the explanation of Solo mode, below.

® Press F8 (Edit) to edit the selected master con -
trol setup. Refer to the explanation of the
Controller edit function, below.




Activation: The name of an active control setup will

be displayed in reverse characters, and the pro-
aram sclect LEDs will light to indicate the M1DI
channcls on which the setup 18 transmifting. You
can deactivate the setup by selecting it again, or
by selecting a different setup.

A control setup consists of four zoncs, each
of which has its own transmit channel, velocity
and aftertouch curves, transposition, and note
and velocity limits. A variety ol 1mtial messages
(bank select, program change, Maiu volume, and
a sct of MDR data) can also be specified for
transmission by each of the four zones whenever
that control setup is activated.

The master control tunctions of the SY99 will
remain active only while the controller select or
controller edit display is showing.

It is atso possible to activate a control setup
by inputting the number of that setup using the
numerical keypad. Inputting a 07 from the
numerical keypad will deactivate the control
setup.

For dctails of the settings for each control
setup, refer to the explanation of the Controller
eddit Function, below.

Mute mode: While Mute mode 1s on, you can press

the program select buttons 1-16 to temporarily
mute one or more channels being used by the
active control setup. The LEDs corresponding 1o
muted channels will blink. Press the program
sclect button once again to un-mute a muted
¢hannel.

Solo mode: While Solo mode is on, the LEDs tov all

channels will blink. You can press a program
sclect button 1-16 to solo a desired channel. The
1LED for that button will light steadily, and only
the corresponding channel will transmit data.

Note: It is of course possible to use both the masier

control feature and the SY$9's sequencer at the
same fime in Song or Patiern play mode.
However, it Is not possible to use the master
control functions wiile recording using the
SYO'y sequencer.

If you press RECORD while u control setup is
activated., the control setup will be deactivated
while the sequencer is recording. When you
press STOP to stop recording, the control setup
will reactivate automatically.

UTILITY MODE

Controller edit: When F8 (Edit) is pressed, a dis-

play similar to the following will appear:

1:Normal luo=s-—e—————g———m———— 833
| mmlum, WIDI-7 DEE—
Toh, U, Rit ! 2
EBank Sel. PCH aoff | off off off
Ual.  MIR. Xes| off _off + 8| off_off + 0
Hote L;m;} C —% Gl§" C —% Gigq
A=l 1 it |
1 e — Trit Wame| Bubes Sola e )
0 ) @ 60O © e o 0

o
2

This area displays the number and name of the
selected master control setup.

Here you can specify the SY99 voice or multi
that will be played by the 5Y99 keyboard when
this contro! sctup is selected.

Each zone of the control setup can be turned on
or off. If a zone is turned off, it will not transmit
data.

Specify how each of the four zones will transmit
data. For details, refer to the explanation of
Control setup data, below,

© To edit zones 1 and 2 press F1 (1-2). To edit

zones 3 and 4 press F2 (3—4).

To initialize all settings of the control setup,
press F4 (Init). When a sctup is initialized, the
values for the factory presct “Normal 1V¢” ure
loaded to the setup. (Refer to the explanation of
Control setup factory presets, below.)

To edit the name press Fs (Name). Methods of
entering character data are explained in How to
enter character data, page 30.

Press F6 (Mute) to switch Muie mode on or off.
Refer to the explanation of Mufe mode, above.

® Press F7 (Solo) to switch Solo mode on or off.

@

Refer to the explanation of Seolo mode, above.
Press F8 (Dir) to display a directory of SY99
voices and multis.

Keyboard: When the cursor is moved to the Note

Limit items within a zone, the label “Kbd” will
appear for F3. Press F3 (Kbd) to input data
using the keyboard.
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Control setup data: Each of the four zones of a con-
trol setup contains the following data items:

ON/OFF: Zones that are turned off will not transmit
data,

Transmit channel (1...16): The data for the zone will
be transmitted on this MIDI channel.

Velocity curve (1...4): This determines how the
note-on velocity of notes played will relate to the
note-on velocity of the notes transmitted by this
zone. (Refer 1o Sysrem wutility 2 Velocity sef,
page 233.)

Aftertouch curve (1...4): This determines how pres-
sure on the keyboard will be transmitted as
channel aftertouch messages by this zone.

Bank Select (off, 1-16384); A bank select message
of this number will be transmitted by this zone
when the control setup is selected.

Program Change (off, 1-128): A program change
message of this number will be transmitted by
this zone when the control setup is selected.

Volume (off, (0...127): A volume message (conirol
change 7) will be transmitted by this zone when
the control setup 1s selected.

MDR data set (off, 1..,99): The specified set of bulk
data will be transmitted when the control setup
is selected. (Refer to MID{ dara recorder utiliry,
page 279.) If there is a large amount of bulk data
in the selected MDR data set, there may be a
noticeable delay while this data is transmitted
before the keyboard will respond to your playing.

Transpose { 64...+64): The notes transmitted by
the zone will be transposed by this amount.

Note Limit (C-2...G8): The zone will transmit only
notes whose note number is inside this range
within.

286

Velocity Limit (1...127): The zone will transmit only
notes that have a note-on velocity within this
range.

Control setup factory presets: The following eight
control setups were programmed to your SY%Y
when it left the factory:

Setup Name Description

Normal 1Ve MNormal MID1 output. These setiings are
loaded by the initialize operation.

MNormal 4Ve Simuitaneous four-channel MIDI output,

Key split Two-channei output for each of the upper
and lower halves of the keyboard;
keyboard split at center.

Vela split Two-channel output split at velocity median
value.

Majr?7 chrd Transposes oufput to major seventh chord
struciure.

Minr7 chrd Transposes output to minor seventh chord
structure.

7th chrd Transpuses output to seventh ¢hord
structure.

7sus4 chrd Transposes output to seventh sus4 chord
structure.

We recommend saving these settings to a disk or
data card, as they will be lost once they are edited.

Control setup chart: You can copy the chart on the
next page to keep records of your own setungs.

Summary: Edit the settings of the selected con-
troller to specify how it will transmit data on
each of is four zones.
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MASTER CONTROL

2. Transmit filter

JUMP #837

Summary: Specify whether each type of MIDI datu
- on each channel will be transmitted or not when
in master control mode.

Procedure:
From: master control uttlity
directory
Select: 2:Transmit Filter (JUMP #837)
Specify: whether or not each type of message will
be transmitted on each channel

(JUMP #331)

TRANSMIT

Prda Cnd
Cont Cha
P Eender .
Sustsin
Aft Tuchk

ILTER

E
3
*

SN T

L 237
2 4 -2 2 L LI o KO U R 4
® # P

=)o XA

&
®
*

XOR KX

M Uolume % X %X X X X|® % % 2 %X %X % X X %

@
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@ Move the cursor in this area and specify whether
or not Program Change, Control Change, Pitch
Bender, Sustain, Aftertouch, or Main Volume
messages will be transmitted from each channel

by the master controllers. An “x” symbol indi-
cates that the data will not be transmitted.

The filter settings in this display are common to all
eight master controllers, and are effective only when
in master controller mode.
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Explanation of the preset and internal voices

Preset 1

A01

A02

AD3

A04

A0S

AlG

AQ7

A08

APRocks: Bright rock piano, goad for powerful
chordal and solo playing. MW1 = chorus mix
level; MW2 = filter cutoff, DE = wet/dry mix of
reverb.

APICrsRock: Chorused rock piano, good tor
bailads. MW = pan LFO and detune amount;
MW?2 = filter cutoff; DE = reverb mix level.
APiConcert: Warm concert grand piano, good
for performances in classical and jazz styles,
MWI1 = pan LFO and reverb time; MW2 = fil-
ter cutoft; DE = reverb mix level.

APiStghayr: Grand piano and String section
layer, useful in ballads, ctc. MW2 = filter
cutoff.

EP768tage: Electric piano reminiscent of the
classic stage piano. MW1 = vibrato and
tremelo; MW2 = EG bias control of bright
ness, phasing freq, and depth,

EP:Classic: Electric plano in the style of the
original DX7 E. piano. MW1 = chorus PM
depth; DE = tremolo.

EP:Niiellwk: Contemporary digital EP. MW |
= vibrato; DE = reverb mix level.

EP:Belrose: Traditional EP with bright digital
bell overtones. MW = vibrato; MW2 = cho-
rus freq. and depth.

A0Y9 -EPiBellRng: Contemporary digital EP with

AlOQ

All

Al2

292

hundbells instead of the usual tines, MW =
vibrato: MW2 = (ilter cutoft.

EP:DXism: Solid EP for strong comping that
won’t interfere with other instrumnents. MW
= pan LFO and chorus PM depth; MW2 = [il-
ter cuteff, DE = reverb time,

EPIGroDual: Classic “FM style” EP layered
with a grand piano. MW1 = vibrato; MW2 =
chorus mix level.

EPWVoxLayr: Centemporary digital EP laycred
with breathy vocal pad. MW1 = vibrato; MW?2
= filter cutoff; DE = wet/dry outpur mix
of EFF1.
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KY ISmokey: Tight, full-badied digital keyboard
voice, useful in many musical styles. MW =
chorus mod freq. and depth; MW2 = filter
cutoff and pan LFO.

KYCrsClav: Wet, full-bodied digital keyboard
voice, with a percussive character similar o a
clav. MW1 = vibruto; MW?2 = filter cutoft and
pan LFO,

KYiClavint: Bright, rraditional ¢lav sound.
MWI1 = vibrato; MW2 = filter cutoff; DE =
chorus PM depth, wet/dry outpur mix of
EFF2.

KY Resolllv: ¥ery resonant clav, useful tor
comping and soloing. MW1 = vibrato and puan
LFO: MW?2 = filter cuiolf; DE = mod. depth of
stereo phase.

SAlaska: Evocative CS80-Lype of synth pad
with portamento. MW1 = vibrato; MW2 = {i]-
ter cutoff; DE = wet/dry output mix of EFI-2.
SPiSawPad: Analog sawicoth pad, useful lor
sustained pads and lincs. MW1 = vibralo;
MW?2 = filter cutoff,

SPiSquare: Analog square wave pad. uselul
for sustained and moving pads and lines.
MW 1 = vibrato; MW?2 = filter cutoff.
SPiElegant: Digital synth pad with bright, airy
overtones. MW1 = vibrate; MW2 = filter
cutoff and EFFE2 level,

SP:DigiPad: Warm pad with percassive, 1cso-
nant attack. MW1 = vibrato and pan LFO;
MW?2 = filter cutotf: DE = mod freq. and depth
of symphonic effect.

SPiLashed: Warm. full-bodied pad with slower
attack and filter sweep. MW1 = vibrato; MW?2
= filter cutodT.

SPiSweeper: Evocative pad with very slow
attack, featuring a resonant filler sweep.
MW?2 = flleer cutoft; DE = reverb time, AFT =
vibrato,
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SPFlash: Contemporary pad and musicat ef-
tect with dramatic harmonic and filter motion,
MW = vibrato; MW2 = filter cutofl.
SPHrpsiPd: Digital pad with a harpsichord -
like attack. Also useful for comping parts.
MW = vibrato; MW?2 = filter cutoft.
SP.Skylanc: Almospheric pad with looping
EGs and resonant filtering. MW1 = vibrato:
MW?2 = filter cutoff: DE = mod. depth of symn-
phonic effect.

SPlArpeggi: Bright digital pad with vector-like
harmonic development. for use in sustained
parts. MW1 = vibrato; MW2 = filler cutoff.
SPiVecktar: Another digital pad featuring vec-
tor-like harmonic development, useful for sus-
tained parts and comping. MW1 = chorus PM
depth; MW?2 = filter cutoff; DE = EFF2 mix.
SP:Crystal: Very bright and detailed pad.
MWI1 = vibrato; MW?2 = filter cutoff.
SPITwinks: Evelving “breathy™ pad with bell-
like percussive attack. MW 1 = vibruto; MW?2
= filter cutoff: DE = chorus mix level; VEL =
EQ high guin.

SP:Polydor: Full-bodied, slowly evolving pad.
with metallic attack. MW 1 = vibrato; MW2 =
filter cutoff; DE = defay mix level,
SPiWarmlet: Luscious, warm analog type
string pad with breathy overtongs, MW1 = vi-
brato; MW?2 = filter cutoff.

BRiTrmpSec: Bright trumpet scction. MW =
vibrate and tremolo; MW?2 = tilter cutoff; DE =
symphonic mix level.

BR:BigBand: A full hig band, with trumpets,
saxes, and trombones. MW?2 = {ilier cutoft:
DE = chorus mix level; AFT = vibrato.
BRiJazzTmp: Solo trumnpet usetul in jazz and
classical styles. MW = vibrato and tremoio;
MW2 = filter cutoft; DE = flange mix level,

BR MuteTmp: An expressive muted trumpel
for sclo plaving. MW1 = vibrato; MW2 = [ilter
cutotf and Aural Exciter mix level.
BRiFTHoms: A section of french homs. DE =
output EFF1 wet/dry mix; AFT = vibrato and
filter cutoft.

BRIDrkHorn: An expressive solo french hom.
MW1 = vibrato; MW?2 = filter cutoff; DE =
delay mix level,
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BRiAzen 16: Analog style brass section, oc-
tave down. MW = vibrato; MW2 = filter cut -
¢ff; DE = ELF2 mix.

BR:DaBurbs: Wet, resonant analog type
brass section. MW1 = vibrato; MW2 = filter
cutoft; 19E = chorus mix level; VEL = EQ high
gain,

BR:Splatz: Velocity-sensitive synth  brass
section, with increasing brightness and
“Marc™ at higher velocities. MW = vibrato;
MW?2 = filter cutoff; DE = EFFI wet/dry out-
put mix.

BR:Pumped: Sawiooth brass, with heavy
effects. MW1 = vibrato: MW2 = filter cutoll.
BRIStrlayr: Warm brass and string ensemble
layer. MW = vibrato; MW?2 = filter cutoff and
pan LFO; DE = chorus mod freq. and chorus
PM depth.

ST:Octaves: Large string section, in octaves.
MW = vibrato; MW?2 = filter cutoff.
ST:ChorAna: Analog style string section with
chorusing. MW = vibrato; MW2 = filter cutoff
and pan bias.

STiRosin: Large, transparent acoustic string
section, very Tesponsive to velocity. MWI =
vibrato; MW2 = pan bias; DE = chorus PM
depth.

STiQuartz: Intimate small section, such as a
quariet. MW1 = vibrato and pan LFQO; MW?2
= filier cutoft.

ST:Pizza: Pizzicato string section. MW = vi-
brate; MW?2 = filter cutoff, tremolo, and pan
LFQ.

ST#Concert: Full symphonic string section,
very responsive to velocity. MW1 = vibrato;
MW?2 = filter cutotf.

ST=+Chestra; Full orchestra with brass and
string sections. MW = vibrato; MW2 = filter
cutoff.

BR#5pitz; Large synth-brass section. MW1 =
reverb time; MW?2 = filter cutofl; DE = EFF2
mix; AFI' = vibrato.

ME=BigNecck: Orchestral unison hit, works
best when played in octaves. MW = vibrato;
MW 2 = [ilter cutoft.

PCiSnapper: Very percussive comping synth
voice MW = vibralo; MW?2 = filter cutoff; DE
= chorus PM depth.
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PCiMarimba: Vary the positions of MW1 and
MW?2 to play this marimba with different
types of mallets. MW1 = pan LF(Q and Aural
Exciter enhance fevel, MW?2 = filwer cutoff; DE
= EFF2 mix.

PC.Vibes: Vary the position of MW?2 to play
the vibes with different types of mallets,
MWI1 = tremolo, pan LFQ, and chorus AM
depth; MW2 = filter cutoff; DE = EFF2 mix.
PCMusicBx: Light, delicate sound reminis-
cent of a child’s music box. MW1 = vibratn:
MW?2 = filter cutoff.

PCiTahiti: Steel drums from the South Pacific.
MW1 = vibrato; MW?2 = filter cutoff.

PC: Cloche: Hand bells from the South of
France. MW1 = vibrato; MW2 = filter cutoff
and left channel initial delay time.

PCiBalan: Balipese gamelan. MW = vibrato;
MW?2 = filter cutoff.

PC:Berim: Berimbau and tabla from Bombay.
MW1 = vibrato and tremolo; MW?2 = filter
cutoff.
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SEiSlither: Evolving. vector-like special effect,
with shifting harmonics and looping EGs,
MW = vibrato; DE = EFF 2 wet/dry mix.

DR Kits: Several drum kirs. A basic kit fol-
lows the Yamaha RX-type note assignments.
Below this kit are larger ambient and pro-
cessed kicks (multi-keyed), snares and toms,
Above the basic kit are multi-keyed cymbals
and electronic drum sounds. At the top of the
keyboard arc mulii-keyed snare drums. All
kicks and snares are arranged in fifths for
ease of playing,

DR Perc: A full complement of Latin, African
and Indian percussion. Most are multi-keyed
for easy playing of intricate rhythms.

DR mixed: A mixfure of the above two drum
voices. The drum kits follow the note assign-
ments in D14 as closely as possible.
Percussion voices reside above the electron-
inc drums.

Preset 2
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SCiHeretic: Hauntingly beautiful sound with
handbell artack. MW1 = vibrato: MW2 = pan
LFQ, chorus mod freq., and chorus PM depth.
SCiAeroPno: Grand piano with airy synth
layer. MW 1 = vibrato; MW?2 = filter cutofl; DR
= mod. B gain, VEL = rcverb time.
SC:Juptier: Lush, detailed digital synth. MW1
= vibrato and tremolo; MW?2 = filter cutoff:
VEL = EQ high gain.

SC.RezWhap: Resonant, bright analog-type
sound. MW1 = vibrato; MW2 = filter cutoff;
DE = chorus mix level,

SC:Plectar: Bright, wet, digital “plucked™
sound. MW/ = vibrato; MW?2 = filter cutoff,
pan LFO, and tremolo; DE = flange mad.
depth and mod. FB gain.

SC:Quatar: Another plucked sound, fulter but
still very digital in character. MW = vibrato;
MW?2 = filier cutoff; DE = chorus mix level;
VEL = EQ high gain.

SCiPlastiq: Strong comping sound with per-
cussive, “plastic” artack. MW = vibrato;
MW2 = filter cutoff: DE = chorus mix level.

ADR

A09

Al

All

Ald

SCiTanjeln: Resonant syath with strong eth-
ni¢ flavor, MW = vibrato; MW?2 = filter cutofl.
3({:Gizmo: Resonant synth with vocal quali-
ties. MW = vibrato; MW?2 = filter cutoff,
SC:Healing: Warm comping voice with per-
cussive attack. MW = vibrato and pan LFO;
MW?2 = flange modulation freq. and depth.
SC:Angelic: Breathy vocal sound with a digital
flavor to the attack. MW1 = vibrato; MW?2 =
tilter cutoff; DE = chorus mix level; VEL = EQ
high guin,

CHGlasine: Light, pristine choir voice with
bell-like percussive attack via velocity, MW I
= yvibratoy; MW?2 = filter cuteff; DE = chorus
modulation freg.

CH:Itopian: Synthetic choir, excellent for pads.
MW/ = vibrato; MW?2 = filter cutoff; DE =
wet/dry mix for output 2.

CH.Vespers: Male “Ooh” choir with a hint of
digital hreathiness. MW1 = vibrate and
tremolo; MW2 = filter culolf; DE = wet/dry
mix for ouput .
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CH:Ncbula: Large mixed choir with synth pro-
cessing, MW = vibrato: MW?2 = filter cutoff:
DL = chorus mix level.

CHiwitches: Dark and breathy choral voice.
MW = vibrato; MW?2 = filter cutoft.

PL Steelt: Acoustie steel-string guttar. AFT =
vibrato: MW?2 = filter cotoff: DE = wet/dry mix
for Output 1; VEL = EQ high gain.

PLJazz(tr: Acoustic guitar, deal for expres-
sive solo jozz playing. MW1 = phasing maodu-
lution depth: AF] = vibrato.

PlL.iNylon6: Acoustic nylon-string guitar. AFT
= vibralo.

PLAL2Strng: Acoustic 12-string giidtar. MWD =
filter cutoff; AFT = vibrato: DE = wet/dry mix
for Qutput I

PL:Eko128i: Electric/acoustic 12-string guitar
with echo. MW1 = vibrato; MW2 = filter cut-
ofts DE = chorus mix level.

Pl.:Echoest: Electric 6-string guitar with cobo,
Useful with arpeegiated and chordal playing.
MWI = vibrato; MW2 = filter cutofl; DE =
wet/dry mix for Cutpur 1.

PL:Caster: Electric 6-string guitar with echo.
Add distortion with MW2. Usetul for comyping
and melodic/solo playing. MW = vibrate:
MW2 = filter cuteff and pan LFO: DE = di.-
tortion fevel.

PL:StoLead: Distorted electric guitar with
harmonics via velocity. MW = vibrato; MW?2
= filter cutoff, pan LFQO. and delay mix ievel.
PLLRockAT: Distorted electric guitar with
feedback harmonics via aftertouch. Good for
selo/lead playing and rhythm comping. VW1 =
vibrato; MW2 = tilter cutotf; DE = flange mix
level,

Sl.:Sawlead: Classic analog-type sawtooth
lead synth voice, with distortion for ¢xtra
“bite.” MW = vibrato: MW2 = pan LEQ: DU
= distortion level,

SL.EchoSaw: Analog sawtooth lead synth
voice with mono key response. MW = vi
brato; MW2 = Tilter cutofl: DE = wet/dry mix
tor Qutput 1.

S[.:Duke: Percussive and expressive lead
synth veice, with rich sterco delays. MW =
vibrato,
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SLiSyne: Lead synth votce with “oscillator
syie” sound. MW = vibrato, pan LEQ, MW?2
= (ilter cutotl; DE = flange modoalation
Feedhack gain,

SL:Square: Classic analog-type square wave
lead synth vorce with mono key response.
MW1 = vibrato; MW2 = filter cutoff; DI —
flange mix level.

SL.PulseWM: Pulse width modulation in an
AFM lead synth voice! MW = vibrato; MW2
= filter cutoff: DE = offect 2 mix.

St.:Lvle: High, breathy melodic synth voice.
MW = vibrato: DE = ER/reverb balance.

BA Picked: Solid, picked clectric bass with
wall-detined Yedge.” Add chorus effect with
MWL MW = vibrato: MW?2 = filter culoff:
DE = chorus mix level,

BASTapped: Bright. rebust slupped clectric
bass. Add chores effect with MW20 MW -
vibrato; MW2 = filter cutoff: DE = chorus mix
level.

BAFingers: Flectric bass, played with the
fingertips. Add chorus cffect with MW2, MW
= vibrato: MW2 = filter cutoll; DE = charus
mix level.

BA Pretles: Expressive AWM fretless bass.,
with good definition on upper range. AFT =
vibrata MW | = effect | level

BA Classicr Expressive AFM fretless hass,
in the tradiwion of the classic DX7 fretless
bass. MW = vibrato: MW2 = filter cutoff:
AFT = “erow]™ DE = chorus mix Jevel.
BAlUpright: Acoustic upright bass, with good
clartty and delinition. MW1 = vibrato; MW?2 =
fifter cutoff, VEL = nud EQ frequency.
BA:DXSlup: Bright clectric bass, “slaps”
with velocity, MW1 = vibrato; MW?2 = filter
cutoff and pan LFCx: DE = chorus mix level,
BA Anabass: Punchy analog svath-bass.
MW = vibrato: MW2 = filter cutotf; DE =
flange modulation feedback gain.

BAResoSyn: Solid and highly resonant svnth-
haxs. MW = vibrato and pan LFO; MW?2 =
lilter cutott,

BA:FaiSvn: Anulog styte. mult-oscillator
synth-bass with mionoe key response. Wide
tthral range vias MW20 MW = vibrato;
MW?2 — filter cutoft; DE = symphonic mix
level, VT = EQ Tigh pain.
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BAMogue: Recreation of the classic synth -
bass. with a quick, pereussive attack. MW =
vibrato, MW2 = filter cutoff; DE = reverb mix
level.

ORIBJazzy: Full drawbar organ with many live
performance features. Well suited to jazz and
rock styles. MW = vibrato, pan LFO, and
rotary speaker speed conirol: MW2 = filter
cutotf and reverb mix level.

ORI BookerB: Another drawbar organ, with
strong upper harmonics, presence, and lots of
“air,” MWL = rotary speaker speed control,
MW2 = {ilter cutoft; AFT = vibrato and
tremolo; DE = ER/reverb balance.

ORDeep: Overdriven drawbar organ, with «
strong midrange. MW 1 = pan LFO and rotary
speaker speed control; MW?2 = filter cutoft.
OR.Purple: The Classic Pistorted Rock Organ,
with real time control of distortion. MW1 =
pun LFQ and rotary speaker speed control;
MW?2 = lilter cuteff; DE = distortion level.

OR Bsilica: Multi-rank pipe organ. MW?2 = {1l-
ter cutoff and pan LFO.

WNiTenor: Expressive solo tenor saxophone,
that blossoms with velocity, MW 1 = vibrato.
tremolo, pan LFO; MW?2 = filter cutoff; DE =
reverb mix level; VEL = Aural Exciter en-
hance amount.

WNiSaxSect: Ensemble sax section, MW?2 =
filter cutoff; AFT = vibrato and tremolo; DE =
chorus mix level; VEL = EQ high gain.
WNiAlto: Expressive solo alio saxophone
that blossoms with velocily. MW1 = vibralo.
tremolo, pan LEQ; MW?2 = {ilter cutoft; DE =
reverb mix level; VEL = Aural Exciter en-
hance amount.

WNiSoprano: Expressive sclo soprano saxo-
phone that blossoms with velocity and alter-
touch. MWI1 = vibraro; AFT = tremole and fil-
ter cutoft; DE = flange mix level.

WNiClarine: Solo clarinet. MW1 = vibrato;
AFT = remolo; DE = flange mix level.
WNiPanPipe: Breathy, detailed pan flute.
MW = vibrato, tremolo, and filter modulation;
MW?2 = filter cutoff and pan LFO; VEL = Low
EQ gain.
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ME:=Phantom: Swirling, evalving synth pad.
MW1 = pan LFO and pan bias; MW2 = filter
cutoff; AFT = vibrato: DE = wet/dry mix for
Cutput 2.

MEi5thsMan: Percussive/bowed 5ths attack,
followed by vecior-tike swirl of harmonics and
cvolving sustained pad. MWI = vibrato and
tremolo; MW2 = filter catoft; LEG = flange
modulation freq. and chorus meodulation frey.
ME=Emperor: Lull orchestral blust with
swirling, looping bell-like harnnonics over sus-
tained pad. MW1 = vibrato and tramole,
MEiSlol.oop: Meoody, dark and evocative pad
with  “reverse feedback-like” harmonic
squeals that swoeop and dive. MW = vibrato;
DE = wet/dry mix of Ouput 1.

ME=* Asia: Expressive cthnie voice, with wade
range of velocity sensitivity. MW1 = vibrato
and pan LFO; MW?2 = filter cutotl.
ME:Drcams: Vocal attack which slides down
into synth strings with fifths added. MW1 =
vibrato, MW2 = filter cutoff; LFO = flange
modulation depth.

ML:CGalaxy: A soaring. vector-like swirl of
evolving harmonics, Open [iiter with MW?2 for
a wider path through the galaxy. MW I = vi-
brato; MW?2 = filter cutoff; DE = wet/dry mix
of OQutput 1.

MLilsis: Digital pad w/blown-type attack,
immediately followed by looping blown-bells
and complex upper-harmonic spectral sweeps.
MW1 = vibrato; MW2 = filter cutoff.

ME ZoZoid: Interstellar metallic bursts circled
by radio blips and other cosmic repeating
noises. Sustained notes in upper two octaves
of keyboard good tor melody with radio-iso-
tope accompaniment. MW1 = vibrato.

ME#* Thusian: Warm synth pad w/repeating
beils and other percussives. Upper octaves
good for playing breathy cosmic melodies with
bell attacks. MW1 = vibrato; MW2 = [ilier
cutoff.
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SPiliternal: Beauuful string pad with lingering
refease. MW = vibrato and pan LFO; MW2 =
filter cutoff.

SP:Dreampd: Shightly spooky choral synth pad.
MWI1 = vibrato and pan LFO; MW2 = filter
cutolf: DE = flange effect depth.

SP:Freeze: Shimmering synth pad. MW1 =
vibrato: MW?2 = filter cutofl and pan LFO.
SP:Polygar: Pad sound with nylon attack. MW
= vibrato: MW2 = filter cutoft and pan LFO;
DE = {lange effect depth.

SP:DarkPad: Moody synth pad. MW = reverb
high gain: MW2 = filter cutoff; DE = wetidry
ouipul mix of EFF2; AFT = vibrato.

SPID1giB2: Soft digital synth pad. MW1 = vi-
brato; MW2 = filter cutof{; DE = EFF2 mix
level.

SP.Digimu: Pad with bell-like attack. MW1 =
vibrato; MW2 = filter cutoff; DE = wet/fdry
output mix of EFF2.

SP.SynStr: Dramatic synth-string pad. MW1 =
maod freq, and vibraly; MW2 = filter cutoff and
pan LEFO.

SC:Magic: A cute, resonanat sound. MW =
mod freq. and vibrato; MW?2 = filter cutot and
pan LFO; DE = wer/dry cutput mux ol EFF2.
SC.DuzSth: Sharp comping synth. MW1 =
vibrato; MW?2 = filter cutoff; DE = chorus PM
depth; VEL = EFF2 level.

SCiSlapCly: Slap und clav combined. MW =
vibrato; MW2 = filter cutoft; DE = chorus mix
level.

SC.Analogy: Oscillated comping syuth. MW =
vibrato: MW2 = filter cutoff; DE = wert/dry
outpul mix of EFF].

SCiSteps: Hold the key down for another
sound, MW1 = vihrato; MW2 = [iller cutoff,
EFEF2 level and mid guin LEG,

SCiDigiStb: Stabbing metallic sound. MW =
vibrato; MW2 = filter cutoff; DE = BFF2 reverb
mix level.

CHiChorWn: Fresh choral sound. MW1 =
vibrato; MW2 = freq, mod, pan LFO, und delay
level: DFE = wetfdry output mix of EFF2,
CH:Oo0Ah: Female oohs, male ahs. MWI1 =
vibrato;, MW2 = filter cutoff; DE = wer/dry
outpur mix of effects,
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APiBright: Bright digital piano. MW2 = filter
cutoff; DE = reverb mix fevel.

EPRellCP: Clectric piano with beil attack.
MW = vibrato; MW2 = ftitier cutoff; DE =
wet/dry output mix of eflects.

EP.HrpPhon: EP with harp and pianophone
elements. MW = vibrato; MW2 = [iller cutoff,
pan LFO, and symphonic effect mix level ; DE
= reverb wet/dry culput mix.

EP:DualDA: Hard EP with stereo attack.
MW = vibrato and pan LFO; MW2 = filter
cutoff and symphonic effect mix level ; DE =
reverb mix level.

ORiGhosty: Organ with a touch of calliope.
MW1 = vibrato, MW2 = filter cutoff; DI =
EFF2 mix level.

KY iSqueeze: Classic accordion. MW = vibra-
Lo; MW?2 = filter cutoff: DE = chorus mix level.
SL.PrtaSaw: Resonant lead synth, MW1 =
mod freg. and vibrato; MW?2 = filter cutoff and
pan LFO; DE = wet/dry output mix of EFFI.
SL:OctSqu: Square lead synil in octaves.
MWI1 = vibrato: MW2 = {ilter cutoff; DE =
tlange mix level.

STiStrgPad: Sedate string pad. MW 1 = vibrato;
MW?2 = filter cutoff and pan bias.

STiClasSur: Elegant classical string section,
MW = vibrato; MW2 = lilter cutoff and pan
bias; DE = wet/dry output mix of EFI?2.
ST:Tremolo: Tremulous orchestral strings.
MW2 = filter cutoff and pan LFO: DE =
wet/dry outpul mix of effects; AFT = tremolo.
ST:Qk Syns: String scction playing in octaves,
MW?2 = filter cutnif; DE = chorus mod Ireq.;
AFT = vibrato.

ST:Violin: Solo vioiin with subtle aftertouch
control. MW?2 = filter cuteff; DE = symphonic
effect mix level ; AFT = vibrato.

ST:Cello: Expressive cello, MW2 = filter cutoff:
DL = symphonic effect mix Tevel ; AFT =
vibrito.

BRiHouse AT: DBrass wirth aftertouch
modulation. MW1 = vibrato; DE = symphonic
effect mix level ; AFT = filter cutoff.
BRiSfzSwel: Brass with sforzando attack,
MWI1 = vibrato, MW32 = filter cutoff: DE =
reverb time and wet/dry output mix of effects.
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BA FrilsBs: Mcllow fretless bass with o slight
delay. MW = vibrato: MW2 = fifter cuto!l; DE
— echo mix level

BA Preky: IFul bass with hard attuck. MW =
vibrato: MW?2 = filter cutoff and pan LFO: DE
= wotfdry onput mix of ¢ffects,

BAiRogue: Electric and synth hasses  get
together. MW 1 = vibrato; MW2 = filier cutoft;
DE = flange mix level and wet/dry output mix
of FFE2.

BA:VelSlap: Bass wirh velocity-controlled slap
attack. MW = vibrato: MW2 = [ilter cutoff and
pan LFO: DE = chorus mix level,

BAIStile: Wood bass sound gets Invder with
velocity, MW 1 = vibrato; MW2 = filicr cutufl(
and pan LFO; DE = flange mix level and
wet/dry cutput miux of efiects.

BAUpright: Realistic wood bass sound. MW
= vibrato; MW?2 = filter cutotl: DE = reverb mix
level.

BAlSerious: Fat analog bass sound. MW! =
vibrato: MW2 = filrer cutoff: DE = wet/dry
output mix of EFF2,

BAIDWild: Hard sounding bass. MW =
vibrato: MW?2 = filier cutotf; DE = chorus mix
level,

PLIElktrik: Distorted guoitar with ping-pong
delay. MW = vibrato; MW2 = filter cutoft: DI
= L'FI'1 mid and treble g,

PLiMetlHed: Lead guitar, perfect tor solos.
MW = vibrato, MW?2 = filter cutofl; DI =
EFFt mid and treble gain.

PLIOvDrive: Guitar with afrccconch-modulated
overdrive. MW1 = vibrato: MW?2 = filter cutoff;
DE = tlange mod freq. and wet/drv output mix
of EFF2.

PL.:Stratus: Clean single-coll guitar sound.
MW = vibruto: MW?2 — filter cutoff: DE =
wet/dry output mix of EFF 1.

PLIEIMute: Fut muted guitar. MW = vihrato:
MW?2 = filicr cutoff.

PLiVelMurte: Guitar with aftertouch-controlled
mufing, MW 1 = vibrato: MW2 = filter cutolt]
DE = chorus mix level,

PL Harp: Classic harp sound. MW1 = vibrato:
MW?2 = filter cutoff; DE = symphonic effect mix
level ; VEL = EQ high eain.

PL:LAPizzi: Pretty pizzicuto, MW = vibrato:
MW?2 = tilter cutett; DE = LIT?2 mix level,

DO

102

DO

i3

05

06

DO7

DO

DOy

DI

DIl

D12

i3

14

1215

WNiHrdAlto: Hard-hitting alto sax. MW =
vibraro and remolo: MW2 = tilter cutofl, DE =
wel/dry output mix of reverb.

WNIHrd Tenr: Velocity-senxitive tenor sax.
MWL = vibrato and remolo; MW2 = [ilter
cutoft: DE = wet/dry omtput mix of reverb.
WN:BariSax: Breathy harttone sux, MW -
vibrato and remolo; MW 2 = liher cutell; DE =
wet/dry output mix of reverh; VEL = EQ high
sain.

WN. AmpHarp: Slightly over-amplified blues
harp. MW — vibrato and tremolo; MW2 =
filter cutoff; DE = distormon level.
SP+MoonPad: Synth pad with evolving choir,
MW = vibrato; MW2 = lilter cutolt; DE =
chorus mod freg.

ME=Cosmos: Soaring synth sounds  with
menacing low range undertones. MW =
vibrato: MW2 = filter cutoll and pun LFQ; DE
= wet/dry output mix of EFF2.

ML= Aurola: Cosmic pad with VEL-zensitive
digitul effects. MW = vibratos: MW?2 = filter
cutoff: DL = welfdry owput mix of EFFL

ME . Galaxy:  The sparkling  galactic
synthesizer. MW — wet/dry output mix of
EFE2, MW?2 = filter cutoff; DE = wet/dry
output mix of EFF2; AFT = vibvato.
ME=Catrsis: TFerie, evolving synthesizer
ambience. MW = vibrato: MW2 = filter cutoff;
DE = wet/dry output mix of EFE2,

SEiIAstral: Synth pad evolving from interstellar
space. MW2 = filter cutoff; DE = reverb
wet/dry output mix,

KY #Harpsi: Realistic harpsichord. MW?2 =
filter cutoff: DE = reverb mix level.

BRUFall: Falling-oll hiom scction. MW?2 = filter
cutoff; DI = symphonic coffect mix level  and
reverh wet/dryv output mix,

PL+VelGir: Velocity-sensitive eccentric guitar,
MW1 = vibrato: MW?2 = filter cutofl; DE =
chorus mix level.

KS:Anlg +2: Organ-like bass and synth lead
voices, sphit at C3. Velocity-sensitive eccentric
auitar. MW1 = vibrato; MW?2 = filter cutoff; DE
= delay mix Jevel

K5:Pad/Sax: Synth pad and sax voices, split at
F3. MW2 = filter cutoff and pan bias; AFT =
vibrato.

KS#JazComb: Bass with velocity sensitive
cymbal and piano with velocuv-sensitive hom
section, spht at C3.
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Preset multi chart

Yoice Number

Number Multi Name o1 oz | 03 | 04 05 06 . 07 08
09 10 11 12 13 14 15 18
F1-A11 P2-Co1 ; P1-A04 P1-A06 F2-B06 P2-B04 P1-B04 P1-C12
a1 Popular Tune . __1_ S AN S . . i A
P1-Cog P2-D0O1 | P2-A13 P2-B11 off off . P1-D15 P1-D14
Pi1-A14 F2-CO7 P1-AD1 P1-AG8 F2-B0O7 P1-CO2 | P1-C10 i P2-B13
02 Funky Tune . - P U PR S . { :
off off off off off off : P1-D15 | Pi{-Di4
F1-A06 P2-Ca5 P1-A04 P2-A10 P2-B04 =1-B14 ! Pi-B0O3 | Pi-C14
03 Ballade ; ; o - :
Pz-004 : P2-DOB pa-g12 P2-A12 | aff off P1 D015 ;¢ Pi-Di14
. P2-AD7 F2-C11 P1-A02 P2-AC4 | P1.D05 P1-B12 P:-CO8 © P2-B1D
U4 Hause e i - - e
off off off ofl | cff off © Pi-D15 | P1-D14
: - - - - -Bog § : § :
05 , Standard Rock P1-A05 F2-Cai P1-A01 P2-B07 Pz-BO of off : off
: off oif off off off off off i P1-D1B
. P2-C14 p2-Coz2 P1-A01 | P1-A10 P1-A15 P1-B02 FZ-BoE P2-B09
06 American Rock e "
: P2-Di1 off off off otf off off £1-D1g
P1- - : - - f §
07 Combo Jazz 1-AD3 P2-C086 : p2-B0Z2 P2-D03 off off of off
off off off off off off off F1-D18
. P2-B02 P2.-Co6 Pt-A01 P2-003 P2-0D01 P2-004 P1-C03 P1-Cd4d
08 Harn Jazz Quintet
off off off off aff off P1-Di5 P1-Di6
: P1-A01 P2-Co3 Pz-B02 P2-Clz P2-003 P2-D01 P2-D04 Pp2-Do2
a3 Big Band Jazz ——
F1-C03 F1-ClL4 Pi-Cot Pi1-Co2Z off off P1-015 P1-Dig
P2-D02 pz2-Cos P1-A04 Pz2-A11 P2-AD03 P2-A09 P2-A02 P2-A13
10 Sound Track JR I I PR B
Pz2-D12 P2-D13 F1-B01 £1-808 P1-B10 P1-B11 P1-B15 P1-018
P1-D02 P1-DOI Pi-C15 P1-Ci6 P1-Cla P2-A13 P2-Al14 Fz-A1b
11 Orchsira T
P1-D04 P1i-C01 Pi-G03 P1-Co7 Pz-0os P2-A11 | Pt-015 P1-D14
: F1-C15 F1-B0Z P1-DOt P1-C18 off off I off off
12 Barogue ;
oft aff off off off off I aff off
IS . — U A ;
P2-D Pz-DD1 P2-D 2- pPz2-D B2-B ¢ P1-C18 2-
13 Wind Unsanble 05__ Pz 0 03 P2-D04 P 08 2-B04 5, 1-C18 Pz-AD1
P1-A11 p2-CC4 off oft olt et F1-015 P1-D14
. P1-D0G pz-Co1 F1-A083 P2-201 P1-D11 F1-010 ! P1-D06 P1-0D07
14 Tropical : O
P1-C01 pP2-D06 P2-D04 P2-C13 off off % Fi-D1% F1-014
. P1-D1z Pa-cos P1-AQ7 P2-A08 P1 D11 F1-008 | P1 D08 Fz2.-0D0B
15 Esnican ’
P2-D11 Pa2-D14 P2-007 Pz-015 Pz-0G18 Pz-D08 : Pt-D15 P1-D14
18 Fork F2-BO1 P2-CD8 P1-A03 PZ-804 P2-D05 P2-006 off oft
off off off off off off PoP1-D1s P1-D14
P1: Preset 1 P2: Preset 2
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Preset drum voice layouts

Drum Sat

Preset1-D14 Dr Kils

Na.

Preset1-D15 Dr Perc

Preset1-D16 Dr Mixed

Wave Form Name

Note Number Wave Form Name i No. Wave Form Name No.
EO BD 4 83 | Timpani 148 | Toms 108
FO BD 4 88 Tiwpari 148 Tom 5 108
F#0 | BD4 89 NoisePre 128 | BD4 89
Go B 1 ﬁ 86 AnlgPerc i 127 Tom 5 108
'—4{"(.5#0 . Bl 1 86 NoisePrc 128 BD1 . 88
Ad B3 88 AnlgPerc 127 BD3 88
—————— A% BD 3 88 | AnigPerc 127 | SD1 ] a4
BCO - Tom 2 105 A-r?gF;erc 127 Tom"2 105
i Tom2 105 | Cowbell2 123 Tom 2 105
] o sDs | 101 | cowbsli2 123 | sD8 101
D1 Tom 1 104 Cowbelz 123 Tom 1 104
———— ot SD6 99 Scratch 120 | sDs 49
ET Spz 95 Scratch _ 129 SD 2 95
F1 Torm 1 104 Seratch ) 129 Tom 1 104
- | soi 94 | Berimbau B 86
Gi BO 2 87 Berimbau 131 BD2 87
—4[ G BD 1 86 TablaHi 143 BD 1 P
Al BD 2 87 | TablaHi 143 | BD2 87 |
| a# SD 7 100 | TablaHi 143 | sp7 100
B1 Tom 4 107 Tabla Hi 143 Tom 4 107
ce Tam 4 - 1n7 .I‘La Lo 136 dTom 4 B 107 N
——— c#e SD 3 % | Cgato _ 136 | SD3 g
D2 Toma 106 Cgala 138 Torn 3 106
----—{_D-#Q SD side 103 Cga-l__o o 136 3D side 103
E2 SD4 97 | cCgalo 136 | spDa _ o7
Fa B Tom 3 ) 108 Cgati ' 134 Tom3 106
F#2 Claps 1 120 CgaloSip 137 Claps 1 120
G2 ) HH light 111 Coahi 134 | HH light 111
—"——LG#‘? Tambrn 124 o CgaHi - i 134 Tambrn 1_ 2_4—
A2 | mmid 112 | cgati 134 | HH mig 142
ARZ HH heavy - 118 Hng‘}aSip 135 HH heavy 113—
E [ AR apen 114 | Timbalet 146 | HH open 114
ca HH foot 110 | Timbade1 146 | HH foot 110 |
- ~{ C#3 o Crasrr b 117 Timbalet 146 C-r;ash 117“
D3 N Crash 17 Timbale? L 148 Crash 17
1 D#3 Ride 118 Timbale? L 147 Ride 118
ES " Ride 118 Timbalet 146 Ride 118 |
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Dium Set Freset1-D14 Dr Kits Preset1-215 Dr Pere Preset1-D16 Dr Mixed
[ Néte Nﬁmbér Wave Form.I:l.a-r;l.e No. Wave Form Name No. Wave Form Name No.
F3 Ride: o 118 'I—lmbél.i;i. N 146 F-I-i.de 118
[ s | R 118 | Timbalet 146 | Ride 118
G2 Chake 119 TLmE;ici ) 146 Bﬁoke 119
1 G#3 ‘ ~ SDoll 142 Timbale2 - 147 BD 7 9z
A3 BD 5 90 Bonga 132 BD 5 9o ]
" a3 SD 4 97 | $Dside 103 { NoisePrc 128
B3 Tom & o 1 109 Boange _ 132 TJom & 109
i C4 Tom & 109 Agogo _M?BO Tom 6 109
 mme 1— 0#4 .r‘«\"ﬁ!gPerc 127 MI;VIaracas 141 Anlg?_t_er(_:_m 12? |
D4 Tom & 109 Agogo 130 Tom & 108
*{ D4 AnlgPerc - _1_2? - M-Maracas - 14.1_. - ".;-I':IIIQPEI'C 127
E4 SD o 102 h Clave 138 SDg 102
I F4 o Tom & 108 Tambrn 124 Tom & ) 109
——4&#4 C!aps 2 o 121 Tambrn 124 Claps 2 121
a0 BDS 91 Shaker 125 BD& _ ".9“1
- —[ __G#:i “ H}érSnap 126 Taﬁ]bm _ 124 FngrSnap 126
Ad HHC!AT;F”(:]-. ” _ _1_15 Shaker 125 HH"cd:]:f:l_gﬁm_NI_WM_IT— 115
——————— ! Ada Seraich -1“29 _-;ﬁgrSnap 126 Scrateh | 128
B4 HHepAnlg . 116 FrngrSnap 126 HiepAnlg L1118
CS “ BD~7’— ______ g2 Guirn 1 138 ELO_ o 136
—*—{ " C#5 NoisePre 128 Gmrcz - 140 CgaloSip 137
D5 Tom 5 108 Ca.i-l.).asa 133 Cga Hi 134
] o#s Tom 5 108 | Cabasa 133 | CgaHisip o e
E5 Tom 5 108 Whistle 149 Timbale 1 146
F5 S04 97 Whistle 149 Timbale 1 148
‘ F#5 Shaker 125 Belltree 150 Timbale 2 147
G5 - - SD4 . .9? Temple 145 Guiro 1 133
4{ G#5 S04 97 Temple 145 Guiro 2 140
AB sSC 4 T ‘._3-7 Temple 145 Cabasa 133
————— — A Shaker ' 25 | Temple 145 | Shaker 125
B5 - SDB . 96 Temple '145. Whiﬁfle - ___Td:g_"
of:3 503 98 Cowbell 122 Agogo 130
o —{ C#8 sD3 98 Cowbeli 122 Agoego 130
8] 8D 3 a8 Claps 1 120 Maracas 141
e ——l D#6 Cuowbellt o 12.2. ._C;I-éps 1. . 120 C.o.v;fb.éll{ 122
E6 501 a4 Crash 117 Clave 138
F& Sb 4 . 94 Crash 117 Temple 145
s FRE SD 1 g4 Crash 117 Belltres 150
G6 _ 501 94 Choke 119 Temple 145
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AFM algorithms

2ne carrier

Algorithm: 02

Algorithm: 03

Algorithm: 01

J
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— L4 [ 6 ]
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| o)
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!_
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Algorithm: 05

Algoriihm‘ 06

., — ixnlkulas
el B
b = 0

[_;_ll_] I;bl’
s ] s
fiz ]

Algorithm: 08
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—T—5

Algorithm: 11
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Algonithm: 13

Algorithm: 19

Algorithm: 14
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JO D A

Algorithm: 18

R .
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|

o

Algorithm: 20
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Twa carriers

Algorithm: 21

Algorithm: 22

Algorithm: 26
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Algorithm: 29

APPENDIX

Algorithm: 30

i
Aigorithm:. 31 ) Ngorithm: 32
[ — [ S T
s ) Lol L5 ]
i : [ — L | | R

Algorithm: 33
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| L I 3
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Three carriers

Algorithm: 37 Algorithm: 38

RN NIl

e I —
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Four carriers

Algorithm: 43

Algorithm: 45

S 1.1 i1 JRES S B
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APPENDIX
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How the SY99 differs from the SY77

Aside from the size of the keyboard and the addition
of an expansion memory slot, the SY9Y9 15 externally
similar to the SY77. However, the SY99 has been
enhanced in several ways which you should be
aware of if you have previous expe rience with the
SY77, or when you wish to port SY77 voices 10 the
SY99.

Keyboard: The SY77 has a 6! note keyboard. The
SY99 hus & 76 note keyboard. (See also Zoned
aftertouch below.)

Master keyboard functions: The SY99 is able to
function as a powerful MIDI master keyboard.
Eight editable master control setups are pro-
vided, cach containing tour zones that transmit
on their own MIDI channel.

An output filter is provided to filter cach type
of outgoing essage for each channel 1-16. For
details, refer o Master consral utility, page 284,

AWM (ROM preset) sample memory: The SY77
has 112 wavetforms occupying 2 Mwords (4
Mbytes). The SY99 has 267 waveforms occupy -
ing 4 Mwords (8 Mbytes), which include all of
the wavetorms ol the §Y77 and many new
wuvelorms. (See Data compability below.) A
complete listing of the SY99 wavelorms is given
in AWM clement job 2. AWM waveform ser,
page 157.

MDR/sample RAM: Thc SY99 possesses 312
Kbytes of RAM which can be allocated for use
as MIDI data recorder (MIDR) memory or as
sample memory, in any desired proportion. The
allocation procedure is described in Unlity
Mode, System utility 5. Memory allocute, page
256.

RAM allocated as MDR memory is avallable
for receiving bulk data dumps from other MIDI
devices. Once received by the SY99, this data
can be saved to a floppy disk using the SY99's
disk drive. The MDR function allows you Lo use
the SYY's floppy disk capability to store data
for other devices which do not have disk storage
capability.
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RAM allocated as sample memory s avail-
able o receive MIDI sample dumps from other
devices (such as Yuamaha's TXI10W sumpler),
ar sample data loaded from disk. This sample
data can be assigned to waveforms and used in
the same manner as the samples contained in
the SY99’s AWM sample ROM or waveform
cards. For details, refler Lo AWM element data
2 Waveform set, on page 157,

The amount of RAM available for sample
data can be increased using expansion RAM
kits. Refer to the following section Expansion
RAM in the appendix.

Effect system: The SY77 has two modulation units
(4 cffect types) and two reverb units (40 effect
types). The SY99 has two effcet units (63 effect
iypes), each superior in guality. Cascade and
dual eflect 1ypes are provided, allowing each unit
to function as two effect units, each with 15 own
effect send, and effect unit parameters can be
controlled in realtime. For details, see Voice edit
mode, Common data 10.Effect set, page 104

Zoned aftertouch: A new voice parameter has
been added to the SY99 which allows you to
specily how aftertouch will affect currently
sounding notes; all (all notes, as on the SY77),
top {only the highest note), bottom (only the
lowest note), split hi {all notes at or above the
specified split point), split 1o {(all notes below
the specified split point).

The SY99 has “channel” aftertouch, which
produces a single pressure value for the entire
keyboard; it does not have “polyphonic” atter-
touch. However, its Zonced Aftertouch capability
allows you to restrict the effect of aftertouch o a
specified zone or note, in this way providing
much the same expressive possibilitics as poly-
phonic aftertouch.

Aftertouch can be used to control a wide
variety ol parameters. For details, see Common
data 12 Controller set, pages 127 to 130,



Filter sync: When editing a tilter in voice edit maode,
you cou turn Filter Syne on so that parameier
adjustments made to one lilter will affect the
other filier as well (each element has two fil-
ters). This 1s w convenience tor editing, not a
new parameter. For details, sce AFM elewment
daia, SAFM filier, page 149,

Sequencer capacity: The SY77 sequencer has a
capacity ol approximarely 16,000 notes. The
SY99 sequencer has a capacily of approximately
27,000 notes.

Switch lock: The Switch Lock function allows you
o lock the front pancl switches so that they
cannot be opersicd acerdentally, This may b
convenicul when you wish (o place bouks or
sheet music on the SY9Y front panel. For de-
tatls, see Svstenr wrifite 7.5witch lock, page 157,

MIDI bank select message: The SYYY can tans-
mitand respond to MIDE bank sclect messages
to seleet voice mcories.

Voice cdit element job directories: The AWM
clement job directory of the SY99 starts with joh
2 {job | has been left blank). so that AFM and
AWM element jobs from £G to Filrer will have
the sane job number (3G - R Filter). Since
these jobs are simibiar or identical for both AFM
and AWM clements, it is conceptually helpful for
them to have the same job number,

Other details: There arc other dificrences in the
sereen displays and fonction key assignments.
Most of these diffcrences are due 1o the addition
of new features 1o the SYY9. However, we have
tried to keep the JUMP numbers for pages the
same whenever possible. Since some of the jobs
m Utility mode have been reordered, this means
the JUMP numbers will not necessarily follow the
sequence ot the jobs.

APPENDIX

Data compatibility: As mentioned above in AWM

yample memory, the Y99 contains all the SY77
AWM waveform data, but the order has beecn
rearranged. When SY77 (or TG77) voice data is
loaded 1nlo the SY9Y, the waveform numbers
will be converted automatically, and the SY99
waveform equivalent to the SY77 wavelorm will
be used. However since minor adjustments have
been made to some of the waveform datu itself,
the sound of some waveforms may not be pre-
cisely 1dentical to the SY77 waveforms.

Sinee the effect systems of the SY77 and
S5Y9Y are significantly different, SY77 voices
which depend heavily on eftect processing will
not sound the same on the SY99,

Brsk compatibility: If vou wish to load an SY77

disk which contains “All Data™, “Synthesizer
Al or “Sequencer AllT data, or to save “All
Data™, “Synthesizer Al” or “Sequencer Al
data to a disk which will Tater be loaded by an
SYTT. vou must nuike the appropriate setting for
Disk atility 8. Disk save type (see page 2740
Once the data has been loaded into the SY99 i
can be saved i either formuat.

Al ather 1ypes ol disk data are directly com-
pitible.
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Using RCM hybrid synthesis

The ability to use an AWM voice as an input to an
operator 1s one of the radical innovations of the
SY99, Since the architecture is so flexible it will be
a long time before this capability can be fully ex-
plored. This section will suggest one possible
starting point for experimentation,

1., Select the voice mode

From: Voice edit mode

Select: Voice mode (F1) (JUMP #200)
Sclect: Voice Mode 9 (1AFM&TAWM)

Press: F2 (Com)

2. lInitialize the voice common data

From: Voice edit

Select: 15:Initialz {Initialize velce)
Press: ENTER

Press: YES at the “Are You sure?” prompt
Press: EXIT at the “Completed” prompt

{(JUMP #201)

3, Inttialize the AFM element

From: Voice edit (JUMP #201)
Press: F3 (E1Y AFM Clement (10MP #230)
Select: 15:Initialz (Initizlize AFM element)
Press: ENTER

Press: YES at the “Are You sure?” prompt
Press: EXIT at the “Completed” prompt

4, Initabze the AWM element

From: Voice edit {TUMP #23()
Press: F4 (E2) AWM element {TUMP #256)
Select: 15:Initialz (Initialize AWM clement)
Press: ENTER

Press: YES at the “Are You sure?” prompt
Press: EXIT at the “Completed” prompt

5. Sclect an AWM wave

Press: v4 (E2) to edit the
AWM clement

Sclect: 2:WaveSet
(AWM waveform set)

Press: the -1 +1 buttons or use the data wheel or
slider to select the wave you wish to usc.

(JUMP #256)

(JUMP #237)
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When you play the keyboard you will notice that all
waves will sound with the mitialized “organ type”
EG, and no velocity or filtering. You will probably
want to add final touches later. EG filtering and
dynamic information are carried over inlo the FM
operator. However for now wce will use only a raw
wave in order 1o explain the mechanics of RCM
hybrid voicing.

Before trying to use an AWM wave in an AFM
algorithm it is useful to turn off the AWM direct
output. This is not necessary for final voicing since
many voices use haoth the direct AWM sound and
the hybrid AWM/AFM combination. However it is
casier to understand the effect of the hybrid system
if the direct output of the AWM element is (em-
porarily turmed off.

6. To turn off the AWM:

From: Voice Edit

Select: 7:0utSel

Press: F2 (E2) 1o select clement 2.

Press: - i three times to turn clement vutput off.

Press: EXIU to return to the voice edit job direc-
Lory

(JUMP #201)
{TUMP #208)

7. Select Algorithm 30 (default in INIT AFM
voice)}

Note: Any algorithm will work with hybrid voicing,
However we will use the defanlt algorithim 30 in
this demonstration, so this step Is not necessary.

3. Sct operators 1 and 2 to fixed frequency, zero

frequency.

Press: F3 to select the AFM job
directory

Select: 2:0scihr (JUMP #235)

Press: Operator Select bution { to choose aper-
ator |

Seleet: Freq Mede and use -1 +1 1o change
“ratio” to “fixed”

Select: Coarse and use -1 +! to change 1.0 1o
0,00

CIuMP #230)
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Press: Operator select button 1o choose OP2 and The steps outlined so far may not resull in a very

repeat the above operation. interesting sound, but the following points will

Press: EXIT 1o return to the AFM job directory illustrate some ol the possibilities of RCM hybrid
synthesis.

9. koroduce the AWM wave into operalor 2 ol the
FM algorithm # The AFM operator inte which the AWM wave-
form was introduced can be modulated by other

From: Voice Edil
operators, or can modulate other operators.

Press: Fi (ED) to select the (JUMP #246) o . X : .
AFM clement for editing ® The same AWM wavetform ¢an be introcduced into
Select: 1-Algrthm (IEMP #232) two or more AFM operators, perhaps with each

operator set to a different pitch.

# Since the AWM waveform is reuted through the
filter of the AWM element before being intro-
duced into the ATM operator, its filter settings
cin be continuousiy varied, resulting in 4 reallime

(AFM algorithm}
Press: F2 (Ext) This page selects the external
inputs to cach operator.

Use the cursor keys to position the cursor over the

~ofl” on the AWM line under OP2. Press YES to filtered waveform which can be modulated by and
chanee the “of o Inl. can modulate othor operators (waveforms); 1.e.,
B Realtime Convolution and Modulation RCM

Press: EXIT (o return to the AIFM job directory hybrid synthesis. (“Convolution™ refers to pro-
prictary Yamaha digitul filtering technology.)

10, Raise the output level of operator 2.

From: AFM job directory

Select: 4-0utpur and press (oMP #242)
F2 {All)

Move: the cursor to OP2 and use the data shder
to gradually ratse the level until you hear
the AWM wave.

Impertant note: Depending on the harmonic con-
tent of the selected wave, the sound may be-
come distorted as you increase the output level
of OP2. If 1t does, oxit to the AFM job directory,
sefect T:Algrthm and press F3 (Inpt) (JUmMP
#233). Note that under the AWM indicator be-
neath OP2 there 1s @ number 7. Lower this value
104 and then return to 4:Qutput (JUMP #242)
and adjust the OP2 outpuat level again. The level
set for each operator in the Algorithim Input acts
as a multipher for the value specified in Outpat.
To avoid distorting the sound appearing at Op2,
you must set the correct gain values. Of course,
distortion can be an interesting effect in ity own
right. By adjusting the operator output and oper-
ator input, & wide range of AWM input Jevels
can be used.
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Using loaded samples to create a voice

The ability to load sampled sound data for use in
voices is an innovalive feature which scts the SY99
apart from other digital synthesizers, This feature
allows advanced programmers o make use ol sound
data sampled wsing digital samplers such as the
Yamaha TX16W, in addition 1o the SY99's own
preset waveforms and the waveforins offered us
waveform cards,

To make use of this ability, you must (irst under-
stand the difference between a somple and o wave-
form. The SY99 cannot make use of raw sample
data per se: this data must first be assigned 1o a
waveform before the Y99 can use it oas a volee
element. The assignment of samples 10 a wavelomm
is thus the crucial step which allows vou to muke
use of sample data in an SY99 voice.

A sample voice: The process of creating a voice us-
ing sampled sound data may thus be divided into
three fundamental steps: (1) loading samples
mto memory: {2 cditing the samples and
assigning thewr o0 a wavelorm; and finally, (3
cditing the voice. In this appendix we would like
o focus on the second step. the assignment of
samples as wavetforms. The simplified example
that follows outlines the basic featurcs ol Uils
process.

I. Load the samples to bhe used into o sauple
RAM urea.

You can load samples into the sauple RAM
arca using Sample utihty job 3. Load from disk,
or via MIDI sample dup. Say. lor example, you
wish 10 create a voice using three plano samples
which were sampled at differenr locations ol the
keybowd.

SHMFLE DIRECTORY

Eal

[
—

5

Uyl

When you have completed the load procedure
the sample directory might appear as shown
above.
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20 Select a votee and set the voicr made,

The nest step is to prepare the voice which will
use the sumnple data as o waveform. Begin by
choosing voice memory [-A0L and setting the
voice made o Mode 6 (TAWM polyv). Thix siep
corresponds o step 1 of the procedure described
I Usitig ROM hvbrid synthesis, ahove.

A Inmiadize the voice common and clement dala.

Initializce botlr the voice conunon data and Lhc
AWM clement, as outlined in steps 2 and 2 ¢
the procedure described tn Using RCM }r\hud

syntheyiy, above,

[TMITIALIZE UOICE

ARE YOU SURE 7

tes o Moo

You will notice that the waveforin assigned 1o
this volce Is now a siniple triaugle wave, preset
wavetornn 2-64.

4. Select an mternal wavelorm.
From: Voice edit
select; U2:WaveSel
Press: 1'4 (Intr)
Select: inunt 1 INT WAVLE

{JLMP #236)
{JUMP #257)

jHNM WAVEFORM SET 257
iUDIFEnl ~AALCB1y  APIRocks  CE1-RWRD

I Waweform = WHUE

| Fredpency Mods = normai

| Fredusned Finse = + 8

‘P el rFres Card [ALe Edit

In this step. vou can assign an internal wave-
faorm tor the AWM element of vour voice. Since
vou have not assigned anv =ample datd to this
waveforn yet, pressing o ey will produce no
sound,



5. Select the samples you wish 1o assign o the
wiavelorm.
Press: 18 (FEdith
Scleet: samples 1 ihrough 3
You will use ull three of the samples which you
loaded in this wavetorm. Select them by entering
01 in the “From™ column and a 03 in the “To”
column. {All of the samples used 11 a wavelorm
must have consecutive nwubers. )

| HRVEFIRM EDIT

| a1

i Mavefora name Ftom To

I & N T-1aUE a1 B3

i HEAC R E N - -

i THT-WRLUE - -

i IHT-WALIE - -= .
T Irint Hamez Zmt

You can also change the nume of the wuaveform
at this point by pressing 177 (Name).

4 Assign each sample to o range of keys.
I'ress: Ty (Sinpl)
Assign: the keyboard range for cach sample,

You will want to assien o different keyboard
range for cacl ol the samples. The range you
choose will depend larcely on the note bias of
the sample itself. For the purpose of this
cxample, we  have assigned the sample
PianoLow to keys C#-2 through B1, PianoMid 10
C2 through B4, und PlanoHi to C5 through GR.

SAMPLE HESIGH

bavetform = @l PIAND

r-isinal
S

=

Low ked Hidh ked
CH#-2 :

)

7 2

13

[anlaw i g
LLERSE [y
0O et

nr

Hzme By lalta

(When overlapping ranges are assigned. the
sample with the lower number is given priority.)

Ldir the parwmeters for cach swmnple,

Move: the cursor to o sample vou wish Lo edit
Prass: #5 (Datw)
Edii: the volume, pitch. loop tvpe, and loop
mode for the sample.

APPENDIX

You may wish to change the sample’s volume.
{ine tune its pirch, or alter its loop type and
mode. (Depending on the sample, altering the
icop mode can produce some miteresting eflects!)

SHMPLE DATH
samle ¢ Al
%
%]

Lo ] e
Pitch + 5
Foruard  Loote
Hiormma

Pianaolow <lebit:3Z.3kHz)

Lo
Mizecle

nnntu

Hame A= HEE

To edit a different sample, press F7 (Asgn),
move the cursor to a different sample, and press
Fg% (Data) once again.

Edit the voice.

':'].L

This completes the assignment of tones to the
waveform. When vou are satisfied with your
settings. press BXIT three or four imes to retum
to voice odit mode. Try changing the voice's
other paramecters and adding effects 1o the
sound.

()ther possibilitiecs: The preceding example itus -
rrated the preparation of a simple, one-element
voice, showing how scveral samples can be
assigned across the kevhoard. This helps to
overcome the sample’s note bias aud account for
the changes 1n an nstrument’s tone which
accompany changes in piich. You arc of course
not limited (o only three samples; a greater
number of samples will resull in greater realism,
and may well be worth the eflort.

You can usc the same method to produced
split keyboards which feature the sounds of two
different instruments. Moreover, as with any of
the SYUY9's preset waveforms, combination with
additional AWM or AFM elements can produce
interesting and cxciting sounds. By letting you
select the basic wavetorm ingredients and then
combine them with other digital clements and
clfects, the SYOY hrings you
“customized sound” than cever belore!

closer  to
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Using the master control functions

The SY99's master control utility is a flexible fea-
ture that allows you to control a number of digital
mstruments which are connected to the SY99 in a
MIDI system. The SY99 is capable of sending con-
irol signals on four channels simuitanecusly, mean-
ing that a virtually unlimited variety of system
darrangements can be accommodated.

Editing control setups: The most basic use of this
feature would be to change the program memory
selections of MIDI devices connected (o the
SY99. Let’s say, for example, that you have a
multi-timbral tone generator which is receiving
song data on channels 5 through 8. To select
different program memories for each of these
channels, you could use the master control func-
tion to transmit information such as the lollowing
from the SY99:

Zone: MIDI-1 MiDl-2 | MIDI-3  MIDI-4
Transmit channel: 5 6 7 . 8
Saoona: T o P R . —
 Frogram change: | 10 12 | 14 | e

To use the master contro] function in this way, you
must first program a master control setup with this
information. The procedurc lor doing this is as
follows:

1. Select 4 master control setup to edit,

Press: OTILITY

Press: F7 (Mstr) (JUMP #8311
Select: O1:Controller Select {JUMP #832)
Move: the cursor Lo control setup 01.

Press: ENTER to activate the setup.

You must select a control sctup before you can
edit 1t. (The “Edit™ label for F& docs not appear
on the display otherwise.)

Notice when you select the control setup that
the LED above corresponding memory select
switch lights and thc name of the setup is
displayed in rcverse,

2. Initialize the control setup.
Press: Fy (Edit)
Press: F4 (Init)
The controller edit display will appear when you
press T8 (Edit).

(JTUMP #833)

PiNHarmal 1Me=—————oo et e e 333
Teh., UST AfL { i ! zl' 1 i
Rank Sel. PCH| off off off  off
Uol., MIE. Xk off off + B| off off + @
Mole Limit c-2 G2 C -2 G 3
Lt Limit L 127 1 127
S—4 Init. Hame TMubte Solo Lir

CONTROLLER SELECT 832
lﬂﬁmw SiMair? chrd
ZiNarma [ iMineT chrd
Jtked gElit TiThh zhrrd
Fillzlo =elit 2i7su=4 chrd

Strt Cont Sice Mutl = Zolo EdiL
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Press Fa4 (Imif) to initialize the controller settings.
3. Edit the control setup.

Input the values given for zones 1 and 2 in the
table above, as shown here:

LiMormal leom——————————— e 353

MIDI-1 N MIDI-2 OFF

Tehe U=l. AT 5 1 1 ) 1 i
Eank Sel. PC# aff 16 off | 1%

Vol., MOR. =e=| off off + @) off _off + @
Mote Limit -2 68 L -2 G832
L= it 1 127 1 12T
5 Init HMane Tule Tolo Lir

When you are done entering the values for
zones | and 2, press F2 (3-4) Lo enter the values
for zones 3 and 4,

1tNormal 1lVes————————— 234

MIDI-3 OFF MIal-4 QFF
Tck, Uel. BfL T 1 i pS 1
Bank Sel. PCH| off 14 of¢  BLE
Ual, MIR. aPs| off off + @] off off + @
Hote Limit c-2 G 89 C -2 323
L= it i 127 i 13
- Init Hams Mute Sals U1




4. Name and savc the control setup.,

Press: F5 (Name)
Change: the name of the setup.
Press: EXIT to return to the Controller Select
display. (FUMP #3372)
Exit: to Utility mode to save the setup.
You can save the control setup to disk as part of
an "All Data”™ or “Synthesizer All” file.

Using control setups: The master control feature is
useful because it allows voun to make several
changes in a MIDI system simultaneously. You
will find this capability particularly convenient
if you perform live, as it will allow you to effcet
system changes smoothly, without interrupting
the tlow of performance.

To activate a control sctup from Voice or
Mula play mode, press Fé (Msir). Then move
the cursor to the setup you wish to activate, and
press ENTER. To de-activate the setup, press
ENTER once again.

Of course, the SY99's keyboard responds
normally 10 notes you play while the Controller
Select display is showing, so you can use the
master control functions to change your system
setup even while you are petforining.

Advanced applications: The most basic application
of the master control function, illustrated above,
involves assigning a diflcrent channel and pro-
gram memory to each zone of the setup, as
shown above. You can use the master control
function in this manner when you wish to pre-
pare each channel to play « different svund - for
example, a siring-hke sound on channel 5, a
brass-like sound on channel 6, and so on.

APPENDIX

However, the master control utility includes
additional fcatures which allow for more subtle
applications. For example, you can use the
velocity limit parameter to limit the response of
cxternal generators depending on the velocity
with which you hit the keyboard. To do so, you
might edit a control setup as follows:

Zone: MIDI-1 | MIDI-2 | MIDI-3 | MIDI-4
Transmit channel: 5 6 _ 7 8
—“E.’..énk select: off off_ B ' off off
Progr;'-im change: 20 22 24 26
Valocity limit: 1-64 | 6596 | 97-112 | 113-127

With & setup such as this, the tone generator
receiving on channel 5 would play the voice
assigned to program 20 only when you play the keys
gently. If you hit the keys harder, the tone generator
receiving on channel 6 will play program 22, and so
Ofl.

Ii each of the voices used represent different
shadings of the same sound - slightly different piano
sounds, for instance - then such a setup could be
used to simulate the subtle tonal changes of an
acoustic mstrument. On the other hand, you can
assign totally different voices to different velocitics,
{0 create some very unusual clfects.

The note limit feature can be used in a similar
manncr, to assign external tone generators to the
5Y99’s keyboard in “split keyboard”™ fashion.
Another interesting application of the master con-
troiler [unction, invelving use of the MIDI Data
Recorder utility, is described in the following
appendix. As you can see, the passibilitics pre-
sented by the master control function are limitless.
With a little experimentation, you will find many
“tricky” ways to combine these features, maximiz-
ing the flexibility of your MIDI system.
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Using the MDR functions

You will probably use the SY99's disk drive most
often 10 save voice, multl, sequencer, and setup dala
from the Y99 on a floppy disk. In addition to these
morc obvious uses of the disk drive, however, the
MIDI data recorder utility allows you to save bulk
data from other MiDI devices. such as tone genera -
tors or rhythm programrners.

By making the most of the SY99's disk drive,
you can use the SY99 to perform all of the functions
that would normally be performed by a stand-alone
sequencer or personal computer. What’s more, 1f
you combine these functions with the SY99's muas-
ter control utility, the SY99 can be adapted to a
wide varicty of uses, serving as the core of an ex-
tended MIDT system.

Basic application: The fundamental MDR opera-
tions have been explained in the description of
the MIDI Dara Recorder uulity {page 27%. To
perform any of these operations, you must first
press UTILITY to enter Utility mode. then press
6 (MDR} to display the MDR utility job direc-
tory (it 1t 15 not already showing).

The basic MDR procedure consists of two steps:

1. Use job 02:Inpus to input data to the SY99 from
an external device via MIDI bulk dump.

2. Use job 04:Save to disk 10 save the data to a
floppy disk using the SY99’s floppy disk drive.
Data will be retained in the MDR memory arca
even if the SY99’s power is tumed off: however,
it is a good idea to save it to a disk in case you
accidentaliy erase it by inputting other bulk data.

You can return the data to the external
device for use by simply rcversing the above
procedure;

3. Use job 03:Load from disk to load MDR data
into the Y99 from a floppy disk.

4. Use job 07:Curput to oulput data from the SY99
to the external device.

These two slep procedures naturally take
more time than it would require to load or save
the same data using data cards. The advantage
of this method lies in cost, as disks tend to be
less expensive than data cards. However, some
people may tind that a hittle speed 18 worth the
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added cost: in the end, 1t s a matter of personil
Laste.

Advanced applications: The MDR functions be-
conic most convenient when used i combination
with the SY99’s masicr control wutility. Taken
together, these two functions allow the SY99 1o
adapt flexibly 1o a variety of MIDI system con-
[iguranions. Of course, it is impossible to de-
seribe all of the possibilities these functions
permit. A single suggestion is presented here 1o
get you starled.

Imagine using the SY99 as the core of a
MIDI system used for live performance, such as
that shown below:

MIOT MIDI MIDI i 1O
ouT IN THRU IN
ouT JHRU N

| svee | [ RY30

You have connected the SY99 to s 1one
generator and a thythm programmer. The 5Y99
transmits sequencer data to the tone generator
on scveral channels, while the rhythm
programnicr plays rhythm patterns in synch with
the SY9%°s rhythm voice.

You are to perform ten songs using this
setup; but since the songs all involve detailed
drum parts, the rhythm programmer can hold
enough data for only five songs at one time. Tt
will therefore be necessary to load new data to
the rhythm programmer before the sixth song. At
the same time, your wouid iike to load some new
voices to the tone generator for use in the next
five songs.

To effect these changes using data cards,
vou would have to insert cards to both the tone
generator and the thythm programmer, and then
perform the necessary load operations. This
could take a while: bul the SY99's MDR and
master control utilines allow you to perform
these both of these tasks from the SY99°s con -
sole, with the press of a couple buttons!



Prepare the data to be loaded:

A. Input sequence data for the second set of
five songs from the rhythm programmer to
the Y99 and save it to disk.

B. Input voice data from the tone generator to
the SY99 and save it to disk.

Prepare the master control setup:

A. Set the transmii channel for zone 1 to the
rhythm programmer’s receive channel, and
the transmit channel for zone 2 to the tonc
generator’s receive channel.

B. Set the number of the MDR data set to be
transmitted to each zone when the control
setup is activated.

C. Set any initial messages you may wan{ fo
transmit {such as bank select/program
change for the tonc generator) when the
control setup is selected.

D. When you are satisficd with your settings,
save the control setup to disk. It may be
convenient to save the setup, together with
the SY99 voice, muiti, and sequencer data to
be used, as part of an “All Data” file.

Before performance, load all data to the SY99:

A. Load all synthesizer, sequencer, and setup
data to the SY99.

B. Load the rhythm machine and tone generator
daia to the SY99's MDR memory dred, us-
ing the memory numbers you specified in the
control setup.

APPENDIX

4. During performance, activate the control setup
before the sixth song.
A. The MDR data specified will be transmitted

to the rhythm programmer and tone genera -
tor.

B. Bank select, program change, and other ini-

tial messages will be transmitted to the
external devices as specified.

In this way, you can change the setup of a
large number of MIDI instruments in an
instant, by pressing only a few switches on
the SY99’s panel. And if you think this func-
tion saves time when only two external de-
vices are connected to the SY99, you can
imagine how convenient it will be with an
even larger system!.

Nor is this the only possible use of these
functions. With a little ingenuity and experi-
mentation you are sure to find even more
imnovative uses for these flexible and handy
functions.
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Error messages

MIDI

MIDI1 buffer full !
When the SY99 attempted to receive or transmit
a large amount of MIDI data, its handling capac-
ity was exceeded.

MIDI data error !

An error occurred when receiving MIDT data.

MIDI checksum error !
An crror occurred when receiving bulk data.

Data empty !
Sequence data (bulk) was received, bul the
message contained no data.

Bulk rejected; sample exists !
An unoccupied sample number could not be
found, so the bulk sample data was not recelved.

Song memory full !
When receiving sequence data {bulk}, the inter-
nal memory capacity was exceeded, and not all
the data was received.

Device number is off !
Since the device aumber is off, bulk data cannot
be transmitted or recelved.

Device number mismatch !
Since the device nurnbers did not match, the bulk
data was not reccived.,

Bulk canceled !
While receiving or transmitting bulk data, EXIT
was pressed Lo abort the operation.

Data card

Data card not ready !
The data card is not correctly inserted into the
slot.

Card protected !
Since the memory protect switch of the card is
on, data cannot be saved to the card.

lllegal format !
The card 1s the wrong format.
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Verity error !
The data wus not correctly saved,

lllegal size !
The data card is not of the 64 Kbyte variety ac-
cepted by the SY99.
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Wave card

Wave card not ready !
The wave card is not correctly inserted Into the
slot.

Ditferent wave card {ID= ) !
The wave card which 1s inscrted s not the onc
used by the voice or multi.

ID Number mismaich !

A multi mcludes voices which use two or maore
wave cards,

Disk not ready !
The disk 1s not correctly inserted inte the disk
drive.

lllegai change !
During the backup operation, the original and
back up disks were inserted in the wrong order.

lllegal disk !
The datu in the disk 15 fauly,

Bad disk !
The disk i1 faulty.

File not found !
The file was not found.

Write protected !

The disk 15 wrile protected.

Disk full !

There is no more memory available on the disk.

Directory fuil !
The directory aren on the disk ts full, and new
files cannot be created.

Media type error !
The disk 1% the wrong type.

IHlegal file !
The file 1s not Tor the SY99.

Song memory full !
The sequencer memaory s full.

Sample memory full !
The sample memory area 15 full.

MDR memory full !
The MIDR memaory area is tull.

Sequencer and display

Please stop sequencer !
The sequencer cannot play during disk or card
loading or saving, during bulk data transmission,
or during master control selting.

lilegal time !
You attempted to execute the Get Pattern oper-
ation, but the time signature was incorrect.

Range is exceeded !
The parameter vou specified in an edit job 18 be-
vond the valid range.

Data not found !
When vou executed the Search Part operation in
Chain Patlern, the specilied data was not found.
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lllegal input !
You attempted to enter an invalid data value in
Edit Insert mode.

Internal butfer full !
More sequence data was played back than could
be scunded.

Battery

Change interna! battery !
The internal backup battery needs to be re-
placed.

Change wave BAT !
The backup battery for the internal MDR/sample
RAM area or an expansion memory board (as
specified in the message) needs to be replaced.

Change card battery !
The card backup battery needs to be replaced.

Other

Use bank D!
The voice musi be stored in bank D,

Only C1-C6 data valid !
You are attempting to save a drum voice 10 bank
A, B, or C. Only the data for notes C1 through
C6 will be saved as a result of this operation.
Save the voice to bank D if you wish to save the
data for all notes EO through G6.

illegal mark !
You attempted to mark a display page while
using the compare function.

Use bank A-C!
The voice must be stored in bank A, B, or C.

Sample

Please allocate sample memory !
You attempted to enter Sample utility mode, but
no memory has been allocated for sample use.
Please use the System utility memory allocale
function to allocate memory for sample use.

Not enough memory for sample !
You anempted to reduce the memory area allo-
cated for sample usc beyond the minimum
required by currently existing samples. Please
initialize the sample memory or delete samples
before attempting to reduce the amount of MDR/
sample RAM allocated for sample use.
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Sample data not exists !
You attempted copy or save sample data [tom a
sample number which does not contain any data.

Sample data protected !
Copy-protected sample data may not be saved
to disk or transmitted via MIDI dump.
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Over internal waveform number ! Over sample number !
You attempted to load a number of waveforms You attempted to load a number of samples
exceeding the internal memory maximum of 64. exceeding the internal memory maximum of 99.

MDR

Please allocate MDR memory ! MDR data already exists !
You atiempted to enter Sample utility mode, but You attempted to input data to an MDR number
no memory has been allocated for MDR use, already occupied by data. Please choose a dif-
Please use the System utility memory allecate ferent MDR number as the destination for
function te atlocate memory for MDR use. incoming data.

Not enough memory for MDR ! MDR data not found !
You attempted to reduce the memory area allo- You attempted to ountput data from an empty
cated for MDR use bevond the minimum MDR number.

requircd by currently existing MDR data. Please
mittalize the MDR memory or delete MDR data
before attempring to reduce the amount of MDR/
sample RAM allocated for MDR use.

321




APPENDIX

Disk filename extensions

The files saved 10 disk by the SY99 are automati -
cally given the following filename exiensions.
Although filename extensions are not usually dis-
played by the SY99, they will be visible when you
load disk data using Disk weility 2.Load from disk
and select data type “10:0ther seq”, or if you read
SY99 disks using a personal computer.

TOL-T99 SY99 all data

JO1-199 SYY9 svnthesizer all data

K0O1-K99 SY99 sequencer all

WO1-W99  SY99 sample

C01-C89 SY99 card

BO1--BY%9 SY99 MDR

MOI-M9%  SY99 1 song (KSEQ)

LOL-L99 SY9Y ESEQ

X-X00 SY99 Siandard MIDI File (format O)

The following tilename extensions are used by
Yamuha digita] music products as of March 19940,

ADL A99 V50 “SEQ” file
QXSFD song file
SY77 NSEQ

BOI-B99 DXFII] MDR data

V50 MDR file
QX3 bulk file
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CO1-C99

D -D99
E01--E99
FO1-F99
101-199

JO1--J99
K0O1-K99
[.0I-1.99
MQO1 M99
POT-P99
ROI1-R99
501-599

TOI-T99

U01-U9y
V01-¥99

WO01-Wo9
SYS

DX7[1] cartridge data
Va0 CARD file

QX3 play chain file

(X3 bulk chuin {1k
TX16W filter file
DX7[11] internal data (voice + perlor-
mance + system)

V30 5YN file

SY77 synthesizer all data
SY77 sequencer all
SY77 ESEQ

SY7T KSEQ

(X3 song file (play file)
V50 RSEQ file

QX3 setup file

TX16W setup file
TX16W filter table
SY77 all daia

TX16W performance [ile
V0 ALL file

TX10W voice file
TX16W wave file
TXT6W system file
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About the Standard MIDI File Format

The Standard MIDI File Format is & standard which
has recently been implemented by a number of
software and hardware makers. This standardized
format allows song data to be transferred easily
hetween different sequencers — cven between
sequencers made by different manufacturers.

The SY99 supports two Standard MIDI File
types, known us furmat 0 and format 1. In the
former type, all sequencer data 1s recorded as a
single track, which may include dats for more than
one MIDI channel. In the latter, an unlimited number
of tracks may bc used, each of which may contain
data for more than one channel. The SY9Y is capable
of loading data saved in either of these formals.
Data saved by the SY99 using the Standurd MIDI
File format will be saved as format (.

Loading data: To load sequencer data saved in a
Standard MIDI File format, select load operation
type 10:0Other Seq from the Load from disk job
directory, The file to be loaded must meet the
following condisions:
¢ The tile must be loaded trom a disk formatted
by the SY99, or from a 3.5 inch 2DD floppy
disk in MS-DOS® or PC-DOS® [ormal.
(Refer to the paragraph titled Acceptable
disk formuts, below,)

® It must have been saved as Standard MIDI
File format 0 or format 1. Files saved using
standard MIDI file fermal 2 cannot be
loaded.

e The MIDI clock must be used as the basic
clock.

e The filc must have a resolution of 1/96, 192,
288, 384, 48{) of a quarter note.

When a tormat 0 file is loaded, the data for each
MIDI channcl is leaded to the corresponding
track {channel 1 to Track 1, channel 2 1o Track 2,
and so on), Only data for channels 1 through 15
is loaded, however; any data for channel 16 will
be ignored. Tempo change messages and similar
information are all loaded to Track 1.

When a format 1 file is loaded, data for the
track containing iempo change messages and
other “conductor” mformation is loaded to the
SY99 as Track [. Data for other tracks are
Toaded in sequence. It will thercfore be neces-
sary 1o reset the channel assignments for each
track when loading 15 complete.

All data Joaded to a single track in this way
will be transmitted by the SY99 on a single
channel. For this reason, cven if one track of a
format 1 file contains data for two or more MIDI
channels, all this data will be played back by the
SY99 using a single channel. Since this may
mean that sequencer parts may not play back as
desired, we recommend that format 0 be used for
the transfer of data whenever possible.

No exclusive data is loaded from Standard
MIDI Files of either format tvpe.

Saving data: Data may be saved in stundard MITH
file format to any of the disk types described in
Acceptable disk formats, below. To save se-
quencer data 1n Standard MIDI File format,
sekect save operation type 0o:MIDf File ttom
the Save fo disk job directory. The data for each
track 1s saved Lo the corresponding MIDI chan-
nel (Track 1 to chunmel 1, Track 2 to channel 2,
and so on). No cxclusive data is saved when
this format is used.

Files saved using the Standard MIDI File
tormat are given a file extension .X01 through
X999, which allows the SY9Y to recagnize the
file’s format. Other programs, however, may not
be able to recognize the file as a Standard MIDI
File unless the .MID extension is uscd; when
transferring data saved by the SY99 to another
device where it will be used by such a program,
vou should first rename the file using a personal
computer or other means.
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Acceptable disk formats: Standard MIDI Files
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may of course be saved 1o or loaded from disks
formatted by the SY99. Disks formaticd by a
persenal computer may also be used, as long as
they are 2DD disks in MS-DOS® or PC-DOSYE
format. Thisks formatted by an Apple
Macintosh® may used as long as they are
formatted wsing a SuperDrive or other disk drive
device capable of formatting a disk in MS-
DOS® format.

To use Standard MIDI Files saved by the
SY99 on an Apple Macintosh®, use ResEdit or
a similar utility to change the file type attribute
to that of a MIDI file.

MS-DOS® is a registered trademark of Microsoft
Corporation.

PS-DOS® is q registered trademark of International
Business Machines Corporation.

Macintosh® is a registered trademark of Apple
Computer, Inc.
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Expansion memory boards

Users who enjoy capitalizing on the SY99’s ability
1o load in sample data will be happy to know that
the SY99 features five expansion slots which allow
the size of the MDR/sample RAM area to be
expanded 10 a maximum of 3 Mbytes (1.5 Mwords)
using optional expansion memory boards (Model
SYEMBO3).

Each expansion memory board adds 512 kbytes
ta the amount of MDR/sample memory available,
and is designed to be easily installed by the user.

Please note the fact that these bhoards can only
be used as sample memory. The amount of memory
that cun be allocated for use by the MIDI data
recorder is limited t0 512 Kbytes, and cannot be
expanded using expansion boards. The following
chart shows the minimum and maximum amounts of
sample memory that each board makes available:

Boards Minimum Maximum
{MDR = 512 Kbytes) {MDR = 0 Kbytes)
0 ¢ Kbyies 512 Kbytas
1 512 Kbytes 1 Mbyte
2 i Mbyte 1.5 Mbytes
3 1.5 Mbyte 2 Mbytes
4 2 Mbyte 2.5 Mbytes
5 2.5 Mbyte 3 Mbytes

Complete instructions for installing and initializing
expansion memory are included with the expansion

boards.
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Specifications

Tone generator: Realtime Convolution and Modu-
lation (RCM)
AWMZ: 16 bit lincar waveform data, maximum
48 kHz sampling frequency
AFM: 6 operators, 45 algorithms, 3 feedback
loops, 16 waveforms, modulation from AWM
output
Filter: Time variant IIR (infinite impulse 1e-
sponse)} digital filiers, 2 filters for each element
{maximum of 8 filters per voice)
Maximum simultanecus notes: 16 (Voice mode),
32 (Multi mode)
Maximum simultancous timbres: 1 {Voice
mode), 16 {Mulit mode)
Note assignment: Last note priority, DVA
(dynamic voice allocation)

Keyboard: 76 notes, key velocity sensitivity, chan-
nel aftertouch (with zoned aftertouch)

DSP effects: 2 units, 63 effect types

Sequencer:
Tracks: 16 (15 tracks + | pattern track)
Songs: 10
Resolution: 1/96 of a quarter note (for internal
clock), 1/24 of a quarter note {for MIDI sync)
Maximum simultaneous notes; 32
Capacity: approximately 27,000 notes
Patterns: 99
Recording: realtime/step/punch in

Memory:
Preset memory: 128 voices, 16 multis
Internal memory: 64 voices, 16 multis
Waveform memory: 4 Mwords (8 Mbytes), 267
sounds
MDR/sample memory: 512 kbytes
{expandable to 3 Mbytes)
Card slots: synthesizer data x 1, waveform data
x 1
Disk: 3.5" floppy disk drive
(720 kbyte formatted)
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Caontrollers:
Wheels: PITCH, MODULATION 1, MODU-
LATION 2
Slider: QUTPUT 1, OUTPUT 2, DATA ENTRY
Knobs: 1.CD contrast, click volume
Dial: data entry dial
Panel switches; MODE x 5, EDIT/COMPARE,
COPY/SAVE, EF.BYPASS, SEQUENCER x 7,
SHIFT, function x &, EXIT, PAGE <4rp,
JUMP/MARK, cursor A v a4, —1/NO, +1/YES,
numeric keypad 0-9, ENTER, |, MEMORY x
4, BANK x 4, voice select x 16,

Display:
L.CD: 240 x 64 pixels (with backlight)
LED: red x 11, red/green x 21

Terminals:
Audio output: OUTPUT 1 (L/MONO, R), OUT-
PUT 2 (L, R}, PHONES
Controller: BREATH, FOOT VOLUME, FOOT
CONTROQOLLER, SUSTAIN, FOOT SWITCH
MIDI: IN, OUT, THRU

Power requirements:
US & Canadian models: 120V
General model: 220--240V

Power consumption:
US & Canadian model: 35W
General model: 35W

Dimensions:
1254(W) x 407(D) x 120(H) mm
(4" 1-3/8" x 1"4" x 4-3/8™)

Weight: 19.6 kg (43 1bs 3 o7)
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Index

—1/+1 keys 21, 28

Absolute data, how to enter 30

Accent level, of F1-F4 in step record mode 206

Advanced Frequency Modulation, see AFM

Advanced Wuve Memory, sce AWM

ALM, block diagram of clement 58, copy element
133, edit jobs 134, filter 149, in RCM hybrd
synthesis 1), imitialize element 132, LFO (maun)
146, LFO (sub) 147, oscillator 139, output 144,
‘pitch EG 148, sixteen types of AFM waveforms
1440, in voices 12, used as AWM waveform 157

Algorithin, san arrangement of six operators 37, chart
300, [ree 138, form 136, external input 138, input
level 139, seleet 135

Alternate onjoft in a drum voice 77, 173

Append song 214

Appendix 291

Attack, adjusting the 72

Auto-store, see Store

AWM, block diagram of element 54, copy element
156, edit Jobs 156, EG 163, filter 169, LFO 167,
in RCM hybrid synthesis 10, list of waveforms
158, output 163, scnsitivity 166, pitch EG 168,
mitialize element 170, in voices 12, input to an
AFM algorithm 138

Backup disk 272

Band Pass Filter (BPF) 151

BANK keys 21

Bank select messages 88, 182

Beat/Clock, sec Clock/Beat

Break point, see Scaling

BREATI] jack 22

Bulk daia, receiving 261, transmitting 260

Bulk dump, MDR input 281, MDR output 280,
sample dump 276

Card, lormat 263, load from data card 262, load from
wave card 264, save o data card 263, utility job
directory 262

Chain pattern 39, 212

Change, data in song edit mode 44, 209

Channel, settings 258, of a muln, how o select 36

Character data, how to enter 30

Clear, pattern 247, song 217

Click, in pauern mode 236, in song mode 201

CLICK VOLUME knob 22

Clock, move 224

Clock/Beat, displayed when editing 229

Commeon data, job direciory 96

Compare, multi 187, voice 60, 93,

Complex waveforms, produced by FM 56

Confirm, edit 255

Connections, audio 4

CONTRAST knob 22

Controller, how to use 70, set {(voice common data)
127-131, set (drum voice) 176, specify the con-
trol number transmitted by the assignable 254,
view 87

Controller select, see Master control utility

Controller cdit, see Master control utility

COPY key 18

Copy, AFM element 135, AWM clement 156, filter
150, measure 224, multi 182, operator 136, pat-
tern 242, part n the pattern track 213, sample
276, song 215, track 216, voice 87

Correct the timing of recorded data, see Quantize

Creale measure 226

Crescendo 221

Cursor keys 21, 28

Curve, velocity, see Velocity set

Cut song, 215

Data, how to enter 28

Data card, see Card

DATA card slot 18

Data change and insert modes, song cdit 44, 209-
211

DATA ENTRY slider 21, 29

DATA ENTRY wheel 21, 29

Delete, file 273, measure 225, part from the partern
213, sample 275, track 227

Demo disk songs, how to load and play 6

Detune, element 97

Device number 259

Directory, job 24, mult1 181, sample 275, song 232,
voice 86

Disk drive 18
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Disk, backup 272, format 271, how to load and play
the demo 6, load data 266, load MDR data 282,
load sample 277, save data 268, save MDR data
282, save sample 277, save type 274, status
263, utility job directory 265

Drum voice 53, controller set 175, consists of 76
percussive sounds 13, edit job directories 64,
149, effect 151, how to edit 78, initialize 176,
mode 95, name 176, preset layouts 300, recall
177, volume 172, wave data set initialize 176,
wave data set 173

DSP, see Effects

Dynamic pan, see Pan

EDIT/COMPARE key 18

Edit, confirm on/off 255, modes 24, multi 185, multi
jobs 187, pattern 241, pattern jobs 242, sample
161, sequence editing jobs 17, song 44, 208,
song jobs 48, 214, 218, song (graph) 208, song
(data change) 209, song {data insert) 210, voice
60, 91

EFFECT BYPASS key 18

Effect, copy from another voice 105, two DSP units
14, mode select 106, realtime control 123, selec-
tion 108, set 104, settings for a multi 37, 192

EG, AFM operator 142, 143 AFM pitch 148, AWM
163, AWM pitch 168, filter cutoff 153

EG bias, controller set 130

Element, copy AFM 135, copy AWM 156, detune
97, level 96, note limit 97, note shift 97, pan 99,
select 94, turn off unwanted 66, 94, velocity limit
08, voice consists of one, two, or four 12

Entering data 28

Erase, event 223, measure 225, track 227

Error messages 318

Event, erase 223, receive 228

EXIT key 19

Expansion memory boards 256, 325

External input, into an AFM algorithm 13§

FM, synthesis, the basics of 56

FOOT CONTROLLER jack 22

FOOT SWITCH jack 23

FOOT VOLUME jack 22

Feedback, algorithm 136

File (disk), delete 273, filename extensions 322,
name when saving 271, rename 272, Standard
MIDI File Format 323
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Filter, AFM 149, AWM 169, copy 150, cutoff EG
153, cuioff frequency 150, cutoff scaling 152, two
provided for cach clement 14, ways to control 67,
what is a 66

Fixed velocity transmitred by keyboard 253

Form, algorithm 136

Format, card 263, disk 48, 271

Free Algorithm 138

Frequency, filter cutoff 150, mode of AFM osciliator
139

Front panel 1821

Function keys 19, to select jobs 25, to select
marked pages 27

Gate time, modify 219

Get pattern from a track 243
Graph song editing mode 44, 208
Greeting message 255

Group, output of each element 103

High Pass Filter (HPF) 151, effect parameter 108
Hybrid synthesis, about RCM 10, how to create
voices using RCM synthesis 310

Initialize, AFM element 154, AWM clement 170,
drum voice 176, MDR memory 283, multi 194,
sample memory 278, voice common 132

Input MDR data 281

Input level, algorithin 139

Insert, data in song edit mode 44, 210, a part in the
pattern track 213

Internal voices, expalnation 297

Introducing the SY99 3

Job directories 24, AFM element edit 134, AWM
element edit 156, card utility 262, common data
edit 96, disk utility 263, drum set edit 172, mas-
ter control utility 284, MDR utility 279, MIDI
atility 258, multi edit 187, pattern edit 242, pat-
tern setup 245, sample utility 275, song edit 214,
218, song setup 228, systemn utility 252

JUMP/MARK key 21

Jump function 26

Keyboard 18, transmit channel of 258, velocity
transmitted by 233

LCD (Liquid Crystal Display) 18
Level, element 96



LFO (Low Frequency Oscillator), AFM main 146,
AFM sub 147, AWM 167, used to create vibrato
68

Limit, element note and velocity 98, master control
note limit and velocity 285, 315

Load, demo disk songs 6, from data card 262, file
from disk 266, MDR data from disk 282, sample
from disk 282, wave card 264

Local onfoff 258

LOCATE key 19

Locate, marked position in song 202

Loop, AFM EG 141, 142, sample edit 162

Low Pass Filier (LPF) 151, cffeet parameter 108

Master control utility 284, chart 287, controlier edit
285, controller select 284, factory preseis 286,
from Voice play mode 89, from Multi play mode
183, using 314

Master kevboard function, see Master control utility

MDR/sample memory, expansion memory boards
325, initialize MDR 283, initialize sample 278,
memory allocate 256

Memory allocate (MDR/sample memory) 256

MEMORY keys 21

MIDI IN, QUT, THRU terminals 22

MIDI control, of sequencer timing 197

MIDI data recorder (MDR), how to use 316,
initialize memory 283, input data 281, load data
from disk 282, output data 280, save data to disk
282, utility jobs 279

MIDI, bulk dumps 200, settings 258, utility jobs 258

Mam modes, five 24

Marked pages, jumping to 27

Master tuning 2352

Measure, copy 224, create 226, delete 225, erase
225

Message, bank select 88, 182, grecting 255, pro-
gram change 8§, 182

Metronome, see Click

Micro tuning 124, copy 126, edit 125, name 127

Mix track 226

Mode select keys 18

Mode, effect 64, 106, five main 24, sample loop 163,
voice 52

Modify, gate time 219, velocity 220

Maodulation, effect 123, controller set 128, wheels 18

Mono voice modes 95

Move clock 224

Mulii, compare 187, copy 182, directory 181, edit job
directory 187, edit mode 1835, effect 37, 192,
explanation of 16, how to set up 36, initialize
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194, name 193, note shift 190, pan 191, play
mode 179, presets 299, recall 195, select 181,
store 187, voice select 188, voice output group
191, voice tuning 190, voice volume 189

Mute, master control channel 285, playback tracks
202

Name, drum voice 176, file (disk) 271, micro tuning
127, multi 193, pan 103, song 231, voice 131,
waveform 161

Noise, input to an algorithm 138

Normal voice, see Volce

Note capacity of sequencer |, simultancous 173

Note onfoff (all, odd, or even) 258

Note shift, song edit job 223, voice element 97,
voice in multi 190

Note limit , element 98 |, masier control 285, 315

Numeric key pad 21, 30

Operator, copy 136, EG 142, on/off 135, output 144,
waveform and frequency 139-141

Oscillator, AFM 139

QUTPUT jacks 23

Qutput, AFM operator 144, AWM 163,

Qutput group select, voice commaon 103, voice in
multi 191

Ouput MDR data 280

Page, mark for JUMP function 27

PAGE keys 21, to move between jobs 25

PHONES jack 23

POWER switch 23

Pan, controller set 130, copy 101, edit 100, EG 102,
independent for each element 14, name 103,
select for each element 99, source 101, static
pan of voice in multi 191

Pallern recording, two methods of 17

Pattern, chain 212, clear 247, copy 242, edit mode
241, edit jobs 242, get 243, mode 233, how play
and edit modes are organized 235, how to place
in pattern track 39, play mode 236, put 243, put
chain 244, record 237, setup jobs 245, used in a
song 17, used 10 record rhythm sounds 38

Pitch EG, AFM 148, AWM 168

Pitch bend, controller set 127

Pitch wheel 18

Pitch, random 103

Play modes and edit modes 24

Play, pattern 236, song 201

Playback, select and mate tracks for 202

Polyphonic voice modes 95
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Polyphony, of AFM and AWM tone generators 13

Portamento 104

Power cable 23

Preset, drum layouts 300, multis 299, master conirol
setups 286, voice list 5, voice explanation 292,
waveform list 158 :

Program change, reception and transmission 239,
send while in voice play or multi play modes 88,
182

Program select keys 21

Punch-in recording 16, 42, song 203

Put, chain pattern 244, pattern 243

Quantize 219

Random pitch 103

Rate scaling, AFM EG 142, AWM EG 163

RCM hybrid synthesis 10, how to create voices
using 310

Realtime digital filier, see Filter

Realtime recording 16, 40, pattern 17, 238, song 204

Rear panel 22

Recall, drum voice 171, multi 1953, voice 131

Receive, channel for voice mode 258, event 228

RECORD key 19

Record, pattern 237, pattern reaitime 238, pattern
step 239, song 8, 203, song punch-in 205, song
realiime 204, song step 206, three ways (o 16

Relative tempo data 211

Rename disk file 272

Repeat marks, in a pattern 39, 212

Resonance 67, 151

Reverb, simple cditing of 66

Rhythm pattern, sce Pattern

RUN key 19

Sample 160, assign as waveforms 162, directory
275, dump 276, edit 162, how to create voices
using 312, initialize memory 278, load from disk
277, save to disk 277, utility jobs 275

Save, card 263, disk 268, MDR data to disk 282,
sample to disk 282

Save type (SY99 or SY77) 274

Scaling, AFM rate 142, AFM ouiput 144, filter cut-
off 152, AWM rate 163, AWM output 165

Select and play voices, how {0 4

Send program change 88, 182

Sensitivity, AFM 145, AWM 166

Sequence, editing jobs 17, loading other types of
data 206, saving other types ol data 269
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Sequencer, control kevs 18. controls the tone
generator 34, explanation of 16, how to use the
33, transmit channel 230, 246, simultaneous note
capacity of 173, MIDI timing control 229

Setup and play, how to 4

Setup jobs, pattern 2435, song 228

SHIFT key 19

Slider, data entry, see Data entry slider

Solo, master control channel 285

Song, append 214, clear 217, copy 215, cut 215,
directory 232, edit mode 208, how song play and
song edit modes are organized 199, how to edit
44, how to record 8, mode 197, name 231, play
mode 201, record 203, setup jobs 228, utility jobs
214,218

Standard MIDI File Format 323

Status, disk 2635

Step record 16, pattern 17, 239, song 206, specify
F1-F4 accent levels for 206

STOP key 19

Store, multi 187, voice 74, 93

SUSTAIN jack 23

Switch lock 257

System utility jobs 217

Temperament, sce Micro tuning

Tempo, relative (sequence data) 211

Than out 222

Timing, correct for recorded data, see Quaniize

Tone, simple ways to modify the 66

Tone generator and sequencer 34

Track, copy 216, erase 227, mix 226, scquencer 16,
35, select for playback 202

Transmit channel, keyboard 238, sequencer 230,
246, voice 86

Transpose 222

Tuning, master 252, micro 124, of voice in multi 190

Tutorial, how to use the sequencer 35, how to edit a
voice 51, using RCM hybrid synthesis 310, using
samples 1o creatc a voice 312, using master
control utility 314, using the MDR utility 316

Utility, card 215, disk 265, master control 284, MDR
279, MIDI 258, mode 249, sample 275, system
252

Velocity, element limit 98, master control limit 285,
315, modify (of recorded song data) 220, set
(curve) 253

Velocity sensitivity, see Sensitivity

Vibrato, how to add 68



Voice, AFM and AWM 12, copy 87, dircclory 86,
drum 13, edit jobs 62, edit mode 91, explanation
of internal 297, explanation of presets 292, how
to edit 60, initialize 132, list of presets 5, mode
select 85, name 131, play mode 85, recall 133,
select 86, what is a 52

Yoice (drum), see drum voice

Voice (in a multi}, select 188, tuning 190, volume
189

VOLUME sliders 18

Volume, drum voice 172, element level 96, voice in
multi 189

Yolume lemit, controller set 130

APPENDIX

Wave card, see Card

WAVEFORM card slot |8

Waveform, assign samples to 160, AWM preset
158, edit 160, initialize 161, initialize sample
memory 278, name 161, sixtecen types produced
by AFM operators 140

Wheel, data entry, sce Data entry wheel

Zoned aftertouch 71, 127
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